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your favorite in the encounter.

READING THE SIGNS

Each monster in this book has one or more icons

best way to use these icons is to page through the book
with a particular encounter in mind, be it a combat

encounter, a social encounter, or something else. Look

Remember that a monster’s abilities aren’t defined
or constrained by the icons. The icons reflect the sort of

Don’t let the icons substitute for your own creativity.
Create a combat encounter around the dark advocate

or a role playing encounter featuring terra-cotta war-

THE

following its game statistics. These icons are designed

Hunters and general combatants Jall under this sign,
WOLF whether the monster works alone or in a group. These mon-
sters are well-suited to combat encounters.

to help you get the gist of each monster at a glance. The

for the icons that correlate to your encounter’s needs,

audition the monsters that catch your eye, then cast

encounter a monster’s abilities are plainly good for, but

not necessarily an individual monster’s motives or style.

riors, if you’d like. These are referential tools for you as

a reader, not game mechanics for you as a game-player.

THE An agent of stealth or misdirection, this monster uses subtler
C AT tricks like poisons And a(i57uiszs to overcome its faas‘ Use these
monsters far mysterious or ms;:anseful encounters.
Aw), THE This is the sigil of monsters defined by magical or supernat-
HAND ural power, whether arcane or divine. These monsters Add A
maqical challenge to any encounter.
THE Crentures whose wiles Lay in their Looks or personalities qet this
MASK  mark. These monsters are qoof for encounters focused on role-
plaving or drama.
THE These ]m'ngs are more than monsters. Challenging them is

ECLIPSE the same as dying. Such creatures are powerful enough to

serve as the defining force of an entire campaign.




FOREWORD

The Penumbra Fantasy Bestiary draws from the imagination and vision of more than thirty authors and more than a dozen illustrators.
Besides their creativity, this book called for patience and dedication from our freelancers, through tight deadlines and sometimes difficult revi-
sions. In looking through the list of writers and artists who contributed to the completion of this hefty book, some of those names identify first-
time contributors, whose work we happily welcome into this book. Other names have appeared in many Atlas titles, and we’re very grateful to
have such skilled colleagues working with us again.

Still more people had to come through to make this book possible, though. Our friendly playtesters graciously spent their time losing their
favorite characters to the monsters in this book for the sake of game balance, and we thank them. The skilled and helpful folks at Bang Printing
turned our files into an actual book, and it’s our pleasure to do business with them. You, the reader, took it upon yourself to hoist this
humungous book off the shelf. Thank you all.

Now go play before you sprain something.

EXPERENCE AWARDS

Producing the Penumbra Fantasy Bestiary has been an adventure in itself. We estimate the Bestiary to be about 223,622 words long, not includ-
ing the aforementioned credits or this message. Scott Reeves, our Art Director, reports that more than 200 illustrations decorate these pages.
By our conservative estimates, that’s more than 3,150 square inches (22 square feet) of art. All that creative energy came together just to make
your game and your adventures more thrilling. Now that I've come to the conclusion of my encounter with these monsters, I thought I'd take the
chance to review the experience I've gained:

ENCOUNTER EL XP NoTES

Dire Rabbit 2 500* Clutting my own work when told by my loving husband that dire rabbits just aren’t
ferocious. Protestations that “you should see its teeth!” are to no avail. (Everyone
would have loved the Thump extraordinary ability, though. Imagine a 500-pound
rabbit causing the equivalent of an earthquake spelll)

Nemesis Indeterminate 6,000+ A creature pushing 1000 hit points, who can consume entire planes of reality — the

“Indeterminate” CR comes into being.

Fuzzwippit 12 500% Editing my own work objectively, and trying to hide the fact that fuzzwippits are real-
ly rabbits with attitude ... hah!
Saboath 19 4,000 Biting the bullet and deciding to do an entry on angels. After all, if demons and dev-

ils are standard fantasy fare, who could protest giving the forces of good equal time?

Naryanese Snapdragon 12 500* Editing my husband’s work objectively, though relying heavily on the fact that he
turned this piece in over a year ago to fade his memory of the original.

Zhu Ru 1 500* A creature that would tip over in a strong wind, but who can cast wish at will. I decide
that some creatures just aren’t going to appear on the summon monster tables, no
matter how much the players beg.

Bonethief 2 500* Running my first online contest, then realizing at the last minute that the creature size
of the winning stats was nowhere near that of the mini provided by Lance & Laser
Models, on which they were based. The bonethief gets a quick dose of fantasy steroids.

The Killer Appendices 20 6,000 Three days of grueling labor that only a GM could appreciate. Light-headed from the
exertion, I concluded that I deserve “story award” experience for including lists of

familiars and mounts, creatures that advance by class, and monsters by terrain.
So, going on the premise that I'm a 20th-Jevel expert (editor), I've earned at least 18,500 XP. Not quite enough to advance to epic level, but accord-
ing to Table 7-2: Treasure Values per Encounter I should also get 221,900 gp. I think I deserve a raise.

Michelle Nephew
Penumbra Line Editor

*Table 7-1: Experience Point Awards doesn’t support XP for monsters that are eight CRs lower than the party level. However, the minimum award given
a 20t Jevel group is 500 XP.




Pizarre W}yen’l }rings new

meaning to the term “fashion
victim.” These creatures appenr tobe
related to mimics; it is unclear
whether they are the product of
natural evolution or Are the creation
of some deranged wizard. Where a
mimic tends to Assume the form of
heavy, solid objects — chests or
fumiture — an A'peril specializes in
disquising itself as articles of clothing.
The unfortunate person who makes
the mistake of putting on that
hnutiful qown or elven cloak will
find that it adheres to her skin and
whispers into her mind — if she
t{is«ﬂmp its commands, it will ﬁegin to
crush the Life from her with a SAVAGE
Strengt/».

An unworn a'peril is not A
particularly dangerous opponent. It
can crawl about stowly and flail at
enemies with extruded psendopods, but
these Attacks are quite pathetic.
When it is being worn it does not
attack external foes; it simply forces
its wearer to either do battle or face
the lethal crushing damage it can
inflict. The challenge for attackers is
many times finding a way to deal
with an a'peril without Killing its

weAarer.

A'peril are quite intelligent and
can speak. the common tongue. When
an a'peril is worn, it forms a
telepathic bond with its wearer that
Allowss both communication and the
sharing of thoughts and sensations.
This s[mn’ng of perceptions is
something that the a'peril enjoys, as
the humanoid nervous system is
capnble of many interesting and
pleasurable sensations. It can
temporarily sever this telepathic Link

in order to AVoid sensations of pain.

Solitary a'peril are generally
driven by a desire for sensation; they
wish to take advantaqe of the more
developed senses of taste and pleasure
possessed by most humanoids. Multiple

A'PERIL e

Hit Dice:

Small Aberration

3d8+6 (19 hp)

Initiative: +1 (Dex)

Speed: 10 ft.

AC: 14* (+1 Dex, +1 size, +2 natural)
Attacks: Slap +6 melee

Damage: Slap 1d3+4 subdual
Face/Reach: 5 ft. x5 ft./5 ft.

Special Attacks: Adhesive, Crush Wearer

Special Qualities:

Darkvision 60 ft., Detect Thoughts, Immunities,
Mimic Clothing, Transmit Damage

Saves: Fort +3, Ref +2, Will +4

Abilities: Str 17, Dex 12, Con 15, Int 13, Wis 13, Cha 16

Skills: Diplomacy +5, Disguise +11, Hide +11,
Intimidate +4, Innuendo +1 (+3 to intercept a
message), Listen +7, Sense Motive +7, Spot +7

Feats: Skill Focus (Disguise)

Climate/Terrain: Any urban land

Organization: Solitary, pair, or gang (3—6)

Challenge Rating: 4

Treasure: None (based on wearer)

Alignment: Usually neutral evil

Advancement: 1-2 HD (Tiny), 4-5 HD (Small), 7-10 HD
(Medium-size)

Aberration: Aberrations have sized a’peril can crush a victim for 1d8+5

Darkvision with a range of 60 feet.
Adhesive (Ex): Like a mimic, an a’peril
can exude a slimy adhesive from its skin.
This is typically used to prevent a victim
from removing the sinister clothing — once
worn, the only way an a’peril can be
removed is by dissolving the adhesive or
killing the beast. The adhesive can also be
used to trap weapons; any weapon that
strikes an a’peril is held fast unless the wield-
er succeeds at a Reflex save (DC 16). A suc-
cessful Strength check (DC 14) is needed to
remove a trapped weapon. The adhesive can
be dissolved using strong alcohol — a pint of
wine will serve. An a’peril can dissolve its
adhesive at will, and the substance breaks
down after five rounds if the creature dies.
Crush Wearer (Ex): On the ground an
a’peril is not an especially dangerous oppo-
nent. But if anyone makes the mistake of
wearing the creature, it becomes a deadly
foe. As a standard action, a Small a’peril can
constrict and crush its wearer, inflicting

1d6+3 points of bludgeoning damage per
round. It does not need to make any sort of
attack roll to inflict this damage. A Medium-

points of damage, while a Tiny a’peril inflicts
only 1d4+1 points of damage.

An a’peril can also choose to restrain its
victim, either instead of or in addition to
inflicting damage. This is resolved using a
grapple check; the a’peril receives a total
bonus of +4 to its roll, and its victim cannot
use Escape Artist to wriggle free (it’s hard to
escape from something that’s glued to your
skin). If the a’peril is successful, the victim
cannot use any limbs that are contained
within the creature — a pair of a’peril pants
can prevent a victim from moving, but not
from attacking, a shirt can pin the arms but
not the legs, and a robe can render its victim
completely immobile.

Detect Thoughts (Sp): The a’peril
forms a mental bond with its victim. As a
result, it can continuously detect the
thoughts of its victim, as the detect thoughts
spell cast by a 20w-level sorcerer (Will save
DC 15). It can suppress or resume this abili-
ty as a free action. The a’peril can also men-
tally communicate with its wearer through
this link.

AT




Immunities (Ex): An a’peril is com-
pletely immune to damage from acid-based
attacks, and takes only half damage from
bludgeoning attacks.

Mimic Clothing (Ex): As a standard
action, an a’peril can shift its form to assume
the shape of any sort of article of clothing,
including armor or (in the case of a Tiny
a’peril) jewelry. It cannot alter its body mass,
although it can spread it out; this means that
forms like armor generally feel unusually
lightweight, while a diaphanous gown might
feel heavier than it looks. The texture of the
clothing is slightly unusual, as well, and
someone who examines the creature can
spot the deception with a successful Spot or
Craft (weaving) check, opposed by the a’per-
il’s Disguise check.

In addition to changing its shape, an
a’peril can shift its color so as to blend in
with almost any background. This provides
the a’peril with a +6 to any Hide check. If the
a’peril covers most of a wearer’s body — for
example, if it is in the shape of a cloak or
robe — it can pass this bonus to its wearer.

Skills: A’peril get a +4 size bonus to
Hide checks, and a +2 synergy bonus to
Diplomacy checks and to Innuendo

checks to intercept a message.
These are worked into its stats.

Transmit Damage (Ex): The
difficulty in fighting an a’peril is
finding a way not to hurt the person wearing
the creature. Under normal circumstances,
any blow that strikes the a’peril inflicts equal
damage on the wearer. In the case of blud-
geoning damage, the wearer takes full dam-
age while the a’peril takes only half. There
are two exceptions to this rule: the wearer
herself may attack the a’peril using a weapon
that inflicts slashing damage without injur-
ing herself (although this will certainly pro-
voke a crushing attack from the creature);
and any other character armed with a slash-
ing weapon may attempt to strike the crea-
ture and not the wearer by taking a -5
penalty to his attack roll. If the attack fails by
less than five points, it is resolved as a nor-
mal attack against both wearer and a’peril.

* If worn, both wearer and a’peril have a
single AC value equal to 10 + 2 (the a’peril’s
natural AC bonus) + wearer’s size and Dex
bonuses.

S

-'"FJ 5‘?"*»,

w'peril occasionally band together for
more cam;:lex 9mls, saeking to 7m'n
control af small argwnizwtims or
quilds. A'peril have been known to
work. together with wizards or
assassins, selling their services in
ex‘clfwmga Sfor willing hosts, exotic

}:lmsu res, And new sensations.

ADVENTURE SEEDS

o The party finds o Tnnutiful robe or
amazingly light suit of armor in a
hoard of treasure. Once A character
puts on the article, the GM passes him
A note stating its demands:

Greetings, humanoig creature. This is
your robe speaking. I am your new
master. Don't sy anything to your
[riends or I'lL be forceq to crush you to
QeAth. Now, how about getting us one
of those pastries?

First the character seems to develop an
interest in exotic foods, then she starts
tryying increasingly dangerous stunts
— ones that put her at real risk. of
harm. #ow long will it take the other
characters to realize what's going on,
and will they be able to help her
escape her deadly outfit?

And what if the a'peril is not
actunlly hostile — instead, it needs
the party’s help to find its mate and
children. It thinks they Il be at the
formal batl the duke is holding
tomorrow night — time for a review of
the fashions of the rich and famous!

& Strange things have been
happening ever since the emperor ot
his new clothes. An advisor suspects
something is Afoot, but she doesn’t
know what, and she comes to the
party for help. Can they unravel the
mystery to discover that a group of
a'peril — either working alone or in
alliance with a human conspiracy —
has infiltrated the local government?
unensy Lies the head that wears the
crown that could crush the head Like

A n’;m tomato ...



A‘Brm are the bane of greedy thieves

and treasure-seeKing adventurers
alike. These carniverous creatures
appear to be tarnished, worn coins with
rough indents and raises upon their
backs that Lok like faded stampings.
When awoken, ten chitinous, insect-
like legs extend out from their underside
and & pair of mandibles, dripping acid,
opens in the front. Abroa have no eyes or
other discernable features. The gotd-,
silver-, or copper-colored, a(isk~skn;;a¢{
monstrosities live out most of their
existence in a{armwncy, wwniting prey to
approach the pile of coins that they call
home. When something moves within
range af their senses, the abroa in the
pile awaken and spring to action,
extending their Legs and swarming their
victim. The swarming Abroa bite into
the creature with their tim;, hidden
mandibles to inject A potent acid that
breaks the prey down into & pile of
melted flesh that their sensitive
stomachs can then digest.

Thieves' quilds and similar
orgAnizAtions that have reason to fear
for the security of their }elangings often
transplant a colony of abroa to watch
over their horde.

ADVENTURE SEEDS

AoWhile questing far An item, the
plaver characters come across & false
treasure hoard. Not only is a cursed
fMSimilc af the item in question present,
but the surrounding wealth of ‘coins’ are
actually a colony of abroa. The abroa bide
their time until the cursed item at the
hoard's center is picked up, then attack.
with the full }’mm:ﬁt of surprise.

Ao The city is plagqued with cases of
shopkeepers being attacked by abron. It
Appears that someone is paving for goods
with. drugged abroa that awaken from
their stupor in An Agqressive mood. Is
someone Just using Abron as counterfeit
coins, or is there A reason these particular

merchants are being targeted?

ABROA

e

Hit Dice:

Fine Aberration

1/8d8+1 (2 hp)

Initiative: +5 (Dex)

Speed: 40 ft.

AC: 24 (+8 size, +5 Dex, +1 natural)
Attacks: Bite +4 melee

Damage: Bite 1d2-6 plus 1d2 acid
Face/Reach: 1/2 ft. x 1/2 ft./0 ft.

Special Attacks: Acid

Special Qualities:
Saves:

Abilities:

Skills:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Blindsight 30 ft., Sound Sensitivity

Fort +1, Ref +5, Will +3

Str 2, Dex 21, Coon 12, Int 6, Wis 12, Cha 10
Climb +7, Hide +21, Jump +7, Listen +4, Move
Silently +13, Tumble +8

Underground

Brood (2-5), swarm (5—-20), or colony (50-200)
1/2

Double coins, standard goods, standard items
Always neutral

1-2 HD (Fine)

»

Aberration: Instead of the Darkvision
aberrations normally have, abroa use
Blindsight to a range of 30 feet to detect prey
by sound and vibration.

Acid (Ex): The small fangs of an abroa
inject its victim with an acid, causing an
extra 1d2 points of damage on a suc-
cessful bite attack.

Sound Sensitivity (Ex): g

Abroa are very sensitive to ﬁfr
sound, and suffer double
damage from  sonic
attacks. They are also

rendered inert by the playing of soothing
music within 30 feet of them. Doing so
requires a successful Perform (any instru-
ment) check (DC 18), and causes the affected
abroa to enter their dormant state for as long
as the music continues to be played.

Skills: Abroa gain a +8 racial bonus

to Climb, Jump, and Move Silently
checks. They have a +16 size
bonus to Hide checks. These
bonuses are already worked

into the stats above.



Diminutive Vermin

Hit Dice: 1d8+4 (8 hp)

Initiative: -2 (Dex)

Speed: Burrow 1/2 ft.

AC: 12 (=2 Dex, +4 size) or host’s AC if higher
Attacks: Projectile +2 ranged

Damage: Projectile 1 point plus Implant Egg
Face/Reach: 1 ft. x 1 ft./0 ft.

Special Attacks: Ability Damage, Charm, Implant Egg
Special Qualities: Darkvision 60 ft., Immunities, Inhibit Pain
Saves: Fort +6, Ref -2, Will -4

Abilities: Str 1, Dex 6, Con 18, Int —, Wis 3, Cha 9
Skills: Hide +12, Listen +0, Spot +0
Climate/Terrain: Any land and underground
Organization: Solitary

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: 2—4 HD (Diminutive); add 1 HD per size class

of host above Medium-sized

i

condition, cares for the acanaster, avoids expo-
sure to spells that might harm the creature,
and seeks out places where hosts can be
found for the parasite’s offspring. A Will
save protects the host from the acanster’s

Implant Egg (Ex): The acanaster can
make a projectile attack up to 30 feet. When
its projectile attack hits, the egg expelled by
the attack immediately attaches to its new

host, and burrows under the skin

within one charm (DC: 15).

round. If the Ability
host is not a s m Damage (Ex):
magically-active «___# The acanaster

creature such as
a dragon, magical beast, or
spellcaster, it dies within
one day. Otherwise,
after a week it hatch-

Y its host’s Constitution per
LY Hit Die of the host’s size
! once it has entered its
body. There is no
es, and the new save against this
acanaster pierces the effect, and it is perma-
host’s skin with its senso-
ry spikes. The spikes are flexible enough that  in his body. The host returns to full health one
they can fold back under armor, and are used  day after the acanaster is removed.
to detect potential hosts for its offspring. The Inhibit Pain (Ex): The acanaster manipu-

largest, central, spike fires the acanaster’s eggs.  lates the nervous system of its host to make it

nent as long as the acanaster remains

A burrowing egg or adult acanaster can be  more durable. The host of an acanaster suffers
extracted with a remove disease or heal spell.  no ill effects for falling below 0 hit points, until
Attempting to cut free an adult acanster causes it hits —10 hit points, at which time it dies.
the host 3 points of damage for every point of Skills: Acanasters get a +12 size
damage the acanster takes, and a dying bonus to Hide checks. This is worked into
acanster can lay a spore into its host with no  the skills, above.
attack roll necessary. Use the stats here for the Vermin: Vermin have no Intelligence
egg, minus the projectile attack. scores and are immune to all mind-influ-

Charm (Sp): Once inside the body for  encing effects. Vermin have Darkvision to

more than an hour, the acanster affects the pat-  a range of 60 feet.
terns of its host’s thoughts. The host hides his

drains 1 point of

ACANASLET 15 A Spiny, pATASIELC

animal that Looks like A reddish-
purple glass starfish about handspan
across. Tt burrows under the skin of &
host creature, leaving only a cluster of
sensory spikes protruding. The natural
host of the acanaster is the draqon, fut
Acansters can grow inside any maqical
animal or A spellcaster of any race. The
statistics given here are for the smallest
acanasters, suitable for infesting
humans and wyrmlings. Acanasters
can grow much Larger in dragons And

mngiml ANAmALS.

Acanasters Live inside the flesh of
their hosts, using a special abitity to
convince their hosts to protect them.
They engaqe in compat — Always
remaining inside of their hosts — only
to spread their young. Each week a
mature Acanaster produces one eqq,
which Looks much like a tiny ruby; the
creature stores these inside its ]704(17 until
its host encounters A likely victim,
then it expels the eqqs from its body
t[wugk its central sensory spike one at
A time, much like a blowdart werpon.
The £44s Attach themselves to the new
host, ]mmm/inﬂ under the skin, and
soon hatch to continue the cycle.

ADVENTURE SEED

& A plague of acanasters erupts in
the magical college of A major city.
After dealing with a cabal of
acanaster-infected wizards, the
characters try to determine the source
of the outhreak, and discover that a
cadre of jewelers is farming acanasters
for their ruby-Like eqqs. They craft
them into jewelry and sell them as
spell components, and have been doing
50 for years; only those gems that
actually touch skin are dangerous,
After all. Can the PCs track down
these items, and convince the owners to
destroy them?



'n some remote island chiins,
I natives know the truth behind
miyths of malevolent sea-spirits in
the shage of fish-men. These “adaro”
are spid to travel along riainbows and
kill men 7717 s[wating poisonous flying
fish at them.

Adaro are actunally sea-dwellers,
}:rafarring the cold ﬂ(aftks, but are
able to tolerate warmer waters. Much
like merfolk. and tritons, adaro
Appear As AquAtic humans, with tail
fins on their feet and gitls behind
their ears. Adaro sport A pike on their
heads Like a swordfish. They have
7rm7i5[u skin similar to a Shark’s, and
their Aair ranges in color from green
to gray to black. Many adare also
enjoy wearing coral rings for their
beauty, and circlets of various types
of teeth or necklinces of bones to
fn’q[ut«m their enemies.

Adaro form small militaristic
communities in enormous structures
buitt af coral, rock, and other
natural materinls. Adqaro are greedy
indwidually and as a race,
sometimes stripping Areas bare to
create a more Lavish (and garish)
community. Adaro leap at the
opportunity to capture and torture
surface dwellers for the fun of it.
They Love combat and enter into it
whenever presented with the slightest
excuse. They are the natural enemy
of merfolk and tritons, and greatly
relish any chance to do battle with
these “inferior” cousins of theirs.
Other intelligent Aquatic races are
viewed as allies fit only to do the
f?it{t{ing of the intellectually superior

AdATO WATTLOTS.

In combat, adaro fire their
poison-tipped crosshow bolts first and
then charge into melee, thrashing
about wildly with their single horn,
appearing much like a shark in a
feeding frenzy. At the first indication
the battle is not 701’145 in their fm/ar,
adaro sound their ever-present shark.-

ADARQO

Hit Dice:

Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: Swim 40 ft.
AC: 16 (+2 Dex, +4 natural)
Attacks: Gore +4 melee, or hand crossbow +4 ranged
Damage: Gore 1d3+3, hand crossbow 1d4 plus
1d3 Con poison
Face/Reach: 5 ft.x 5 ft./5 ft.
Special Attacks: Poison

Special Qualities:

Breathe Water, Darkvision 60 ft.,

Rainbow Leap, Summon Shark

Saves: Fort +4, Ref +5, Will +4

Abilities: Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 9

Skills: Craft (any one) +4, Hide +6, Listen +3, Spot +5,
Swim +2 (+10 to avoid hazards)

Feats: Improved Initiative

Climate/Terrain: Aquatic

Organization: Solitary, company (2—4), or squad (5-9)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil

Advancement: 3-8 HD (Medium-size)

o

Adaro on the Prime Material Plane are
always male; their colonies are usually locat-
ed on the Elemental Plane of Water.

Breathe Water (Ex): Adaro can
breathe both water and air naturally.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons, those mentioned in
their entries, and martial weapons. A slain
outsider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Poison (Ex): Adaro crossbow bolts are
fashioned from the bones and fins of bluefish
and contain a small amount of that crea-
ture’s poison. The poison requires a
Fortitude save (DC 17); it deals initial and
secondary damage of 1d3 temporary
Constitution.

Rainbow Leap (Ex): Once per day, an
adaro may propel himself from the water
and through the air, similar to a dolphin’s
leaping ability. The adaro must charge the

surface (and be within 80 feet of it), thus
incurring all penalties associated with a
charge. The leap of an adaro puts the crea-
ture in an arc up to 40 feet high and 200 feet
long, enabling it to leap across ships or clear
small reefs. While in the air, water streaming
from the adaro scintillates in the air, creating
a small rainbow reaching from his exit point
to his re-entry point; this effect lasts for 1d4
rounds.

Skills: Adaro receive a +8 racial bonus
to Swim checks to avoid hazards. For craft
checks, assume the adaro has the appropri-
ate artisan’s tools.

Summon Shark (Sp): Once per day, an
adaro may sound his shark-fin horn to sum-
mon one medium-size shark to his aid; this
works as summon nature’s ally II as cast by a
Sth-level sorcerer. The summons reaches the
shark from the Elemental Plane of Water,
compelling it to fight to the death in some-
thing akin to a feeding frenzy.

o

Medium-size Outsider (Water)
2d8+2 (11 hp)

LT




fin horns to summon sharks to their
wid. If the battle appears lost, Adaro
have maugk sense to flee, propelling
themselves from the water and
tlmmgk the air to put as much
distance between their enemies and
themselves As possible.

ADVENTURE SEEDS

& Having booked passaqe on &
merchant ship, the PCs find
themselves defending the vessel
aqainst an attack by territorial
adaro. These fish-men leap across the
deck. af the S[ti}:, knacking men into
the water to be attacked by
summoned sharks.

Ao Adaro have been terrorizing a
community of Aquatic elves, who
have recently sent pleas far Aalp to
their forest-qwelling cousins. The
elves enlist the PCs to assist their
aquatic brethren.

A In & dockside tavern, the PCs
listen to & grizzled old seafarer’s tale
of flying fish-men from the hells who
command sharks in battle aqainst
merfolk and tritons. #e counts off &
handfut of booty-Laden vessels known
to have sunk.in the watery demesne
of these “adaro.” #e's too old, but
should some young and hale heroic
types venture to this area (he points
to A spot on & map), tf»ei; ‘re sure to
find both the adaro home and a king’s

ransom in Lost treasure.



thter known ﬁam falkmles As

“sword-eaters,” Akyanzi dre A

AKYANZI

LT

o e

Kkind of evil undead that haunts sites

af dishonor, cowardice, or murder. T} [m/
tw;icnllv Appenr As SwWATmS af

Small Undead (Fire)

disembodied heads, which are hot as Hit Dice: 1d12 (6 hp)
conls and leave fiery trails in swirling Isnmat“’e: £3 (Dex)
peed: Fly 30 ft. (good)
streaks as t[‘""?f 117‘ Tt has heen AC: 16 (+3 Dex, +1 size, +2 natural)
written that akyanzi exist to ;:um'sf» Attacks: Bite +4 melee (+12 vs. weapons and shields)
those cowards who would wield Damage: Bite 1d4
weapons of honor and pose As righteous Face/Reach: ot x5 ft/5 4t
4 f 7 J Special Attacks: Eat Enchantment, Profane Sunder
f olk. More Vftan, in the sorts ‘Uct”l‘” Special Qualities: Darkvision 60 ft., Immunities, Smell Steel
7mm{mat[wrs tell, the sword-eaters are Saves: Fort +0, Ref +3, Will +4
&(z;n'ctea( Mfﬂul vandals wafeea( = Abilities: Str 10, Dex 16, Con —, Int 11, Wis 14, Cha 10
! - Skills: Escape Artist +7, Hide +11, Intimidate +4,
f ine blades gut af] enlauﬂ; Sprhans Knowledge (arcana) +3, Listen +6, Move Silently
Tfuﬂ; are the damned remains ‘7f those +7, Search +4, Sense Motive +4, Spot +6
souls who faked bmw,ri/ in life and Feats: Weapon Finesse (bite)
ruined the {igui ty represente ib y b Climate/Terrain: Any land and underground
Organization: Cluster (2-5) or pack (5-20)
g, Challenge Rating: 1
/ ! Treasure: None
A’kwvnm 455? @athemselvagand Alignment: Always chaotic evil

their fate, but draw some delight from
the elimination of finely-crafted
weapons. Sword-eaters hunt for
weapons of quality, especially
ancestral swords or blades of grent
renown or enchantment. They search
anl17 At m’gf»t, Smelling out recurved
and hammered steel As & dog might
sniff out meat. On those nights when
they stalk, akyanzi manifest by the
bu rnt-orange Light of dusk. near ruins,
unlocked gates, graves, and forges.
way travel in grim fm:kj, }mnting,

Tmying, or snarling with excitement.

An akyanzi's flesh qives off no
liqftt butis terri}ly hot, c[mrring Aand
fiaking away as if ablaze. Their
teeth are broken and flat, sometimes
nffenn’ng A }riq[vt, molten orange.
Bome sword-eaters have blacksmith's
tongs far tonques or mouths full af
S}:lintam{ iron. Lang, qreasy black
hair usually whips behind them like
oily rifbons as they fly.

Advancement:

2-3 HD (Small), 4-5 HD (Medium-size)

Eat Enchantment (Su): Akyanzi are
inherently disruptive to a weapon’s magical
enchantments. Any time a sword-cater
comes Into contact with an enchanted
weapon, whether striking or being struck,
that weapon’s special abilities are suppressed
for 1d4 hours. This is an antimagic effect,
rendering the weapon mundane in all ways.

Fire Subtype: The creature is immune
to fire damage. It takes double damage from
cold unless the cold attack allows a saving
throw for half damage, in which case it takes
half damage on a successful save and double
damage on a failed save.

Profane Sunder (Ex): Sword-eaters
enjoy the benefits of the Sunder feat, as well
as a +8 profane bonus to opposed attack rolls
when striking weapons. A sword-eater’s bite
does 1d6 damage and ignores Hardness.
Sword-eaters only attack weapons and
shields.

Skills: Akyanzi get a +4 size bonus to
Hide checks. This is worked into the above

stats.

Smell Steel (Ex): Akyanzi automatical-
ly detect the presence of any steel objects
within 100 feet. They are able to determine
the general placement of steel objects, no
matter how small, but gain no special means
of precisely locating secret hiding places or
seeing through disguises. This ability does
not detect any other materials.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease, death
effects, and necromantic effects, and they
ignore mind-influencing effects. Undead are
not subject to critical hits, subdual damage,
ability damage, ability drain, or energy
drain. They have no Constitution scores and
are therefore immune to any effect requiring
a Tortitude save (unless it affects objects).
Undead have Darkvision with a range of 60
feet. Negative energy (such as an inflict
wounds spell) can heal undead creatures. An
undead creature is not at risk of death from
massive damage, but when reduced to 0 hit
points or less, it is immediately destroyed.
Undead cannot be raised.




NEW MINOR_ARTIFACT.
THE SEVEN-HEADED SWORD

This fearsome and ancient greatsword
must not be allowed into the hands of dis-
honorable warriors. Once a mundane blade
of great beauty, this artifact is now a terror;
he who wields it commands the seven sword-
caters bound by cowardice to its blade. The
sword belonged to a line of honorable war-
riors until it fell into the hands of a disloyal
nephew, who used the weapon to execute his
seven co-conspirators against the king in a
display of mock allegiance. The malice,
spite, and evil of those men and women is
bound to the sword until their heads can be
replaced with new victims.

Whenever the Seven-Headed Sword is
drawn from its sheath, seven akyanzi are
simultaneously drawn from the hells.
These akyanzi are the last seven people
slain by the sword; so long as these sword-
caters are bound to the weapon, they can-

not find rest or resurrection. Each new vic-
tim beheaded by the sword replaces the
oldest bound akyanzi. Only beheaded vic-
tims are claimed by the sword. Freed
sword-eaters immediately burn apart like
beehives. When the sword is sheathed, the
sword-eaters are returned to hell.

The Seven-Headed Sword can be used
to rebuke its bound akyanzi up to three times
per day as a 1Oth-level cleric. It is a +5
greatsword that ignores object hardness and
automatically casts heat metal on any metal,
bladed weapon which it contacts. So long as
it is held in hand, the wielder cannot be
damaged below zero hit points. When used
to perform a coup de grace, the sword auto-
matically, simultaneously casts circle of
doom, centered on the victim. The sword
cannot be destroyed by any means until all of
its seven heads have been destroyed.

Caster Level: 15th; Weight: 5 lbs.

ADVENTURE SEEDS

& Akyanzi are not expert
combatants, and yet the most
satisfying trophies — those blades
with Long Leqacies of heroic masters —
are typically in skilled hands. When
A pack. of the creatures catches wind of
a particularly fine weapon held 7717
one af the PCs, t[m; retreat to mllt;
other evils and return with a deadly
mixed crew of undead ready for battle.
Whatever it takes to send this fine
sword to hell, t[wi; Are }:r&fﬁmu{ to
attempt. They have all of eternity,
after all, and likely developed A taste
for the weapon in question even f?zfare
the PCs happened upon it.

& The worst of the sword-eater
folktnales tell of dishonoreq qiants who
died shameful deaths in distant
mountain forts. Now they qwell as
enormous Akyanzi, hunting the
narrow mountain passes where they
died in search of their old enemies,
whose names are Lost to time. It 15 saiq
that these qinnts left behind their
own gigantic magical swords, which
they are forbidden to touch as part of
their damnation. Surely such
treasures would be worth finding,
even with a dozen man-sized heads in
the way?



’A'Wizﬁm{ly resercher, noticing
that the mice in his home were
getting better at avoiding his traps,
decided to investigate. #e captured A
number of mice for his experiments, and
Attempted to boost their intelligence
even further. Affter several vears of
exposute to mAqic, potions, And strange
tests, he felt that he was making
progress in riising the mice to the level of

Aactual sentience.

That, af course, is when tfwy
decided to escape.

Alchemice appear much as
ordinary mice, except for their opposable
thumbs and the harnesses of string they
sometimes wear to carry tools or dmg
potions with them. Although they are
much more intelligent than ordinary
rodents, they are not sophisticated, and
don’t have anything that could be
recognized As A culture or society. They
have created some minor tools for
themselves, such as Aids in burrowing or
trap-springing, but have not developed
Any weapons, preferring to Attack ]717
stealth, ambush, and traps when they
must attack at all.

Besides their fondness for food and
potions, alchemice have a Love of
shiny objects, and often collect gems
and small pieces of jewelry.

ADVENTURE SEED

& The old church at the edge of town
has been abandoned for years.
Whenever someone qets the idea to
move in and clean things up, they
in\/ﬁwin]?ly wind up n]mm{aning the
idea after a few davs, due to the
inexplicable happenings that plaque
them. Food is spoiled, stranqe noises
sound in the night, weird glowing
lights appenr to Lead people astray,
and valuables disappenr. The Latest
incident is worse: the new owner was
found dead in the morning, niiled to
the floor. The PCs are asked to
investigate the murder, and must
confront a colony of alchemice that
have made their home in the church.

ALCHEMOUSE |=-======-etb

Diminutive Magical Beast

1/4d10+1 (2 hp)

Hit Dice:

Initiative: +5 (Dex)

Speed: 20 ft.

AC: 19 (+4 size, +5 Dex)

Attacks: Bite +9 melee

Damage: Bite 1d2-7

Face/Reach: 1 ft. x 1ft./0 ft.

Special Attacks: Prestidigitation

Special Qualities: Darkvision 60 ft., Low-light Vision, Potion Use

Saves: Fort +3, Ref +7, Will +0

Abilities: Str 1, Dex 21, Con 12, Int 6, Wis 10, Cha 10

Skills: Disable Device +4, Hide +19, Move Silently +8,
Open Lock +4, Search +4

Feats: Weapon Finesse (bite)

Climate/Terrain: Temperate land

Organization: Family (1-2 adults and 2-8 kits),

or colony (10-20)

Challenge Rating: 1/2

Treasure: Standard goods (small items only),
double potions

Alignment: Always neutral

Advancement: None
i
Feats: Alchemice receive Weapon Finesse  enticing odors, and create strange manifesta-
tions of sounds and lights. This ability is what
Magical Beast: Magical beasts have usually causes people to assume that they are
Darkvision with a range of 60 feet and Low-  haunted when the alchemice move in.

light Vision. Skills: Alchemice receive a +12 size bonus
Potion Use (Ex): Alchemice are familiar  to Hide checks, a +5 racial bonus to Disable

(bite) free as a racial bonus.

with how potions work, and will use any potions ~ Device checks, and a +3 racial bonus to Search
that they obtain, both for their own recreation  checks. This is figured into the above stats. Also
and for defense. A standard human-sized dose  included are —2 penalties for Disable Device
of potion will yield ten alche- and Open Locks, since alchemice don’t have
mouse-sized doses. With their access to suitably small thieves’ tools.

keen noses, alchemice are able
to identify the function of most
standard potions, and use them
reasonably intelligently.
Prestidigitation
(Sp): Alchemice
have the ability
to use the spell
prestidigitation
at will as a lst-
level caster. While
this is a minor spell in
human terms, it has
tremendous  power  for
alchemice, who can use it to
levitate themselves, create
tiny temporary tools, lure
pets into ambushes with



AMORETTE

Tiny Outsider (Chaotic, Good)

Hit Dice: 1/2d8+1 (3 hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)
Speed: 20 ft., fly 50 ft. (average)
AC: 16 (+2 size, +3 Dex, +1 natural)
Attacks: Unarmed strike +1 melee,
or Tiny shortbow +5 ranged
Damage: Unarmed strike 1d2—1 subdual,
Tiny shortbow 1d3—1 subdual plus charm
Face/Reach: 2 1)2 ft. x 2 1/2 ft./0 ft.
Special Attacks: Charm Arrows, Spell-like Abilities

Special Qualities: Damage Reduction 5/+1, Darkvision 60 ft.,

Immunities, Resistances, Spell Resistance 10,

Tongues

Saves: Fort +4, Ref +5, Will +0

Abilities: Str 9, Dex 17, Con 12, Int 14, Wis 6, Cha 21

Skills: Diplomacy +8, Escape Artist +4, Forgery +5,
Hide +14, Listen +1, Move Silently +6, Sense
Motive +1, Spot +1

Feats: Improved Initiative

Climate/Terrain: Any land and underground

Organization: Solitary or flight (3—18)

Challenge Rating: 2

Treasure: No coins, double goods, standard items

Alignment: Always chaotic good

Advancement: 1-2 HD (Tiny)

&4

Charm Arrows (Su): Any humanoid
struck with an arrow fired from an amorette’s
bow must make a Will save against a
DC of 15 or be affected as by
charm person cast by an 8th-level
sorcerer. Unlike a normal charm
person spell, the victim is not
charmed by the amorette, ==

but by the next per- -~

son or creature it sty ke

views. "'E;:-"-'F"_.-"'I._._,{_.-"
Damage ! i b

Reduction (Su): A E-"‘L'

Amorettes ignore dam-
age from most weapons
and natural attacks; the wounds heal
immediately. Damage dealt by an attack
is reduced by 5 points, but a weapon with
a +1 or better enhancement bonus deals
full damage. i
Immunities (Ex): Amorettes are {
immune to electricity and petrification
attacks.
Outsider: Outsiders have Darkvision with
a range of 60 feet. They are proficient with all
simple weapons, those mentioned in their
entries, and martial weapons. A slain outsider
cannot be raised or resurrected, although a wish

or miracle spell can restore it to life.

Resistances (Ex): Amorettes ignore the
first 20 points of cold or acid damage dealt to
them each round.

Skills: Amorettes receive a +8 size
bonus to Hide checks. This is includ-
ed above.

Spell Resistance (Su): To
determine if a spell or spell-
like ability works against an

amorette, the spellcaster

makes a level check (1d20

+ caster level). If the result

equals or exceeds 10, the

“g spell  works normally,
1 ﬁ though the target still gets a
L saving throw if the spell

allows such.

Spell-like Abilities:
An amorette can use the following

spell-like abilities once per round, at
will: charm person, detect evil, and sanctu-
ary. These abilities function as if cast by an 8th-
level sorcerer. Saving throw DCs are 15 + the
level of the spell.

Tongues (Su): Amorettes can speak with
any creature that has a language, as though
using a tongues spell cast by a 14th-level sorcer-
er. This ability is always active.

Ajnarettﬂs Are tin17 celestinls
devoted to spreading happiness
and Love. They Appear tobe A newborn
humanoid children with white,
fmt[uan? wings sprouting from their
backs. Amorettes are aften faum{ in
the company of more powerful
celestials, or attending to deities of
fartilitt; or Love.

Amorettes seek out good-hearted
individuals without any romantic
entanglements. Once they have found
A “victim,” they shadow that person
for days, trying to find a suitable
romantic match for him or her. Once
an amorette identifies A potentinl
mate, it will wait until the two
fea)vla are alone, then pepper them
with blunted maqical arrows and flee
as soon s opponents offer any sort of
resistance. unfortunntaly, Amorettes
Are poor mAtchmakers, and A
majority of the relationships they are
restSﬂ?le Jfor end in disaster.

ADVENTURE SEED

& The party is Approached by o
qrovip of Amorettes. It seems the
Amorettes have been fallrm?ing A
}JUWETfIAl NPe far some time now, And
have been unable to find the person a
suitable romantic match. Tl hey
appenl to the PCs for assistance,
offering them payment for their
assistance if need be. The characters
must shadow the NPC, find someone
who would make the NPC a gaaa{
mate, and then Ifwlf the amorettes
ATTARGE A meeting between the two.
The NPC migkt mistake the party far
Assassins, or could become a dangerous
enemy if the romance ends in
Pitterness.



DWalling deep within tropical
jungles, the amphi flourish in
# hostile environment. Organizeq
into clans or “fﬂ:{;, i t[wi; Viciauslv
defend their territory with poisoned
weapons and deadly ambushes,
causing other races to give them a
wide berth.

Amphi are & race related to
deadly tropical tree frogs, with
brilliantly colored, glistening skin
that oozes & debilitating toxin.
Patterns of bright greens, oranges,
and blues often cover the face and
back of these creatures, and members
of the same pod share similar
markings and coloring. Amphi are
slimmer than adult humans, but
with particularly powerful legs.
Their Large eves are covered with a
clear membrane that allows them to
Keep their eyes fully open under
water. Although their faces are
structumlly very human-Like, their
ears do not protrude; instead
membranes on the sides of the head
detect sound waves. Amphi require
wir ut can remain submerqed for up
to An hour At A time. Their most
fascinating feature is the Long,
barbed tongue that can extend to
nearly twice their ]704{17 length to
impale foes.

Amphi prefer to attack at range
from ambush, using their jumping
and climbing ability to attack from
trees, rocks, and other objects that are
a{ifficult far affammts to traverse;
tf»ey then allow their poison to
weaken foes before moving in for
melee combat. Sticky pads on their
digits allow them to maneuver along
walls and ceilings as easily as most
creatures walk on the ground.
Alternatively, amphi often Lie
submerqed just below the surface of &
}’m{t; of water and Lash out with their

tonques At targets on Land.

AMPHI

Medium-size Monstrous Humanoid

s

Hit Dice: 3d8 (13 hp)

Initiative: +2 (Dex)

Speed: 30 ft., climb 30 ft., swim 20 ft.

AC: 14 (+2 natural, +2 Dex)

Attacks: Tongue +4 melee, or javelin +5 ranged

Damage: Tongue 1d4+1, javelin 1d6+1

Face/Reach: 5 ft. x 5 ft./5 ft. (10 ft. reach with tongue)

Special Attacks: Poison

Special Qualities: Darkvision 60 ft., Leap

Saves: Fort +1, Ref +5, Will +3

Abilities: Str 12, Dex 14, Con 11, Int 8, Wis 10, Cha 11

Skills: Climb +9, Hide +4 (+8 in forests, jungles, or
swamps), Jump +12, Move Silently +8, Spot
+6, Swim +1 (+9 to avoid hazards),
Wilderness Lore +6

Climate/Terrain: Warm forest and marsh

Organization: Solitary, pair, gang (2—4), war party (10-12), or

pod (40-60 plus 40% noncombatants plus 1
adept or sorcerer of 3th to 7th level)

Challenge Rating: 1
Treasure:
Alignment:
Advancement:

Amphi speak a language of their own
and some understand Common; however,
due to their specialized tongue and throat
structure, they are unable to produce the
sounds required by most languages. Amphi
characters favor the barbarian class.

The amphibian eyes of the amphi
allow them to lie submerged beneath
water and lash out with their tongues at
targets on land with no penalty, but oppo-
nents trying to hit them do so at a disad-
vantage, reflected in a one-half cover
bonus to the amphi.

The long barbed tongues of the amphi
can be struck as a weapon and are treated
as having a hardness of 0 and 4 hit points.
A severed tongue results in the loss of 4 hit
points and will not grow back without
magical healing such as a heal or regener-
ate spell.

Leap (Ex): An amphi’s jumping dis-
tance (vertical or horizontal) is not limited
according to its height.

Monstrous Humanoid: Monstrous
humanoids have Darkvision with a range

of 60 feet, and are proficient with all sim-

Standard
Usually chaotic neutral

By character class (ranger)

o

ple weapons and with any weapons men-
tioned in their entries.

Poison (Ex): An amphi’s flesh contin-
uously oozes a toxin that reacts to
humanoid and animal flesh. It causes
stiffening of the muscles and reduced
motor skills upon contact, as when the
amphi is hit with an unarmed attack. Its
Fortitude save is DC 14, and initial and
secondary damage is 1d4 temporary
Dexterity. As a move-equivalent action,
an amphi can coat a weapon with this poi-
son, which functions normally for the first
strike and at reduced potency for the sec-
ond (DC 12). Although immune to the
secretions themselves, amphi never coat
their barbed tongues with the poison.

Skills: Amphi receive a +12 racial
bonus to Jump checks, and they receive a
+8 racial bonus to Hide checks when in
forests, jungles, or swamps. They receive a
+8 racial bonus to Climb checks and to
Swim checks to avoid hazards. These
bonuses have already been worked into
the stats above.

R




The Amphi Are xenoyka}ic,
nttmking any creature that enters
their territory. They are also known
to war with amphi of differing color
;Jﬁbttems, aften cantinuing until one
pod is eradicated. Amphi will fight to
the death to defend the spawning
pools where their amphibions you ng
qrow And mature.

ADVENTURE SEED

o It's never difficult to find these
willing to profit at the expense of
others. Not Long after tales of deadly,
poisonous ‘frogmen’ begin circulating
in the mAjor port cities, A new toxin
is useq to slay the King's daughter.
The fast-acting poison used by the
assassin — who Killed herself upon
her capture — is created from the
secretions of the Aamphi. Determined
to stop the sale of this wicked
substance, the King has offered o
fmnmy to any and all who are able
to succeed in tracking down the
villains who are harvesting the
poison and bring them to justice.

Of course, the party will have to
travel to the Land of the Amphi to
locate the men who gather the Amphi
toxin, and track them through the

) ungle back to their base. As the sale
of the toxin has ﬁegun to generate
tremendous }:rafits in the aren, the
Locals will not be inclined to offer
infarmwtim. In fmt, questioners
may even be told to “qo lick &
fragmzm ” — the Latest curse in the
reqion. Once the suppliers are found,
no sooner does the party move to deal
with the men than an amphi war
party attacks, forcing the party into
A three-sided battle.



rK’mmm for its deadty poison, the

ASSASSIN. mter;n’llm s A
creature that proves that size isn't

eVem;t/»ing.

The assassin caterpillar is About
three inches Long. Its ]70;(17 15 covered ]717
six parallel rows of thorny spines that
run the length of its ]70&(17. These spines
contain a very powerful hemotoxin,
which causes  severe burning pin
and internal bleeding in those pricked
by them. The caterpillaris a deep req
color with orange spots. The spines are
vellow and blue at the base and white
At the tips. Caterpillars pupate in the
Late summer and Live for About two or
three months fnfare Tmilr{ing their
chrysalis and becoming butterflies.
During this time the caterpillars are
VorAcious eaters, consuming qrass,

leaves, grain, and other plants.

Despite its name, the assassin
caterpillar does not Attack prey. These
creatures Are usu nlli; UNAWATE af any
threat, and their spines are A defensive
mechanism aqainst the birds that
consider them food. Merely touching
an Rssassin caterpillar with bare skin
allows the spines to pierce the skin and
inject their faisan, tfwuqft. Thick.
leather gloves or other heavy clothing
provides protection from the spines.
Thieves and assassins Are said to use
ASSASSIN mter;aillms As Wm;:ms,
hiding several caterpillars in the
possessions or room of their intended
victim.

ADVENTURE SEED

R IE's time for the harvest, but &
local village is devastated by a horde
of assassin caterpillars that has
inVaded their fields. r few villagers
Are near death after 17ein7 pricked 1717
their spines, and the crop will soon be
ruined. The village elders ask. the PCs
to help in removing the pests and
saving their crops and injured
villagers.

ASSASSIN CATERPILLARIn’}

Hit Dice:

Fine Vermin

1/8d8 (1 hp)

Initiative: —4 (Dex)

Speed: 1 ft.

AC: 14 (=4 Dex, +8 size)
Attacks: None

Damage: None
Face/Reach: 1/2 ft. x 1/2 ft./0 ft.
Special Attacks: Poison

Special Qualities:

Darkvision 60 ft., Immunities

Saves: Fort +2, Ref —4, Will +0

Abilities: Str 1, Dex 3, Con 10, Int —, Wis 10, Cha 5

Skills: Balance —1, Climb -2, Hide +13,
Move Silently +5

Climate/Terrain: Temperate land

Organization: Cluster (2—20), infestation (20—100),
swarm (100-500), or horde (500—1000)

Challenge Rating: 1/4

Treasure: None

Alignment: Always neutral

Advancement: Special (see below)

Advancement: . only way to
After feeding for two to L stop the
three months, the ‘= ':, damage is
caterpillar builds a [ : to take
chrysalis around | 4 ‘f';ﬁl -‘I:rl' | anti-
itself. Eight , &‘: venom
months later the ( made from

metamorpho-

sized caterpil-

lar emerges as

a completely
innocuous but-

terfly with large

yellow and black
wings with bright
orange spots. The new
butterflies mate and lay eggs that develop into
larvae and become assassin caterpillars within
two months.

Poison (Ex): The assassin caterpillar’s
spines produce a very powerful hemotoxin. A
burning pain is felt by the victim at the site of
contact with the spines, and as damage is dealt,
large bruises appear on the body. Eventually
the victim dies from internal bleeding. A
Fortitude save (DC 15) is needed or the victim
suffers 1 point of permanent Constitution dam-
age. A minute later, an additional Fortitude save
(DC 15) is needed or the victim begins to lose hit
points at the rate of 2 points per hour. Once the

poison’s secondary damage takes effect, the

the assassin
caterpillars’
poison, or to

successfully cast
neutralize poison
or heal. Casting
delay poison mere-
ly prolongs the
attack, and after
the spell’s duration is over, the poison continues
as before. Casting any cure spells or aid, or tak-
ing any cure potions will restore lost hit points,
but the victim continues to take damage. Anti-
venom can be made by anyone with the
Alchemy skill (DC 25) but requires the poison
from ten caterpillars.

Skills: The assassin caterpillar has a +16
size bonus to Hide checks, and a +6 racial
bonus to Move Silently checks. This is included
above.

Vermin: Vermin have no Intelligence
scores and are immune to all mind-influencing
effects. Vermin have Darkvision with a range of
60 feet.




Huge Aberration

14 (-2 size, +2 Dex, +4 natural)

6 tentacles +14/+9 melee, and tongue +12 melee

Tentacles 1d6+4 each, tongue 1d4+2,

10 ft. x 10 ft./15 ft. (20 ft. reach with tentacles)

Hit Dice: 9d8+27 (67 hp)
Initiative: +2 (Dex)
Speed: 30 ft., run 150 ft.
AC:
Attacks:

or bite +12 melee
Damage:

bite 2d8+2
Face/Reach:
Special Attacks:

Special Qualities:
Saves:

Constrict, Improved Grab, Tongue Grab,
Trample

Blindsight 60 ft., Scent

Fort 6, Ref 5, Will 6

Abilities: Str 19, Dex 15, Con 16, Int 5, Wis 10, Cha 7

Skills: Hide +2, Jump +4, Listen —20, Search +2,
Spot +4, Tumble +5

Feats: Blind-Fight, Multiattack, Run

Climate/Terrain: Underground

Organization: Solitary

Challenge Rating: 7

Treasure: Standard

Alignment: Always neutral

Advancement:

10-15 HD (Huge), 16-20 HD (Gargantuan)

e

Aberration:  Instead of  the
Darkvision aberrations normally have,
blind maws’ sensitive sense of smell func-
tions as Blindsight to a range of 60 feet.

Constrict (Ex): The creature crushes
its opponent, dealing 1d6+4 bludgeoning
damage, after making a successful grapple
check. Since the blind maw also has the
Improved Grab ability, it deals this
Constriction damage in addition to dam-
age dealt by the tentacle used to grab.

Feats: Blind maws receive Blind-
Fight, Multiattack, and Multidexterity
free as racial bonuses.

Improved Grab (Ex): If the creature
hits an opponent of Large size or smaller
with one of its tentacles, it deals 1d6+4
damage and ecither attempts to start a
grapple as a free action without provoking
an attack of opportunity, or it pulls the
opponent into its space without provoking
an attack of opportunity and holds him
with a —20 penalty to grapple checks,
using its remaining attacks against other

opponents. If the creature does not
Constrict its victim, each successful grap-
ple check it makes during successive

rounds automatically deals 1d6+4 dam-
age. Otherwise, it deals an extra 1d6+4
Constriction damage as well.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense
of smell, and can pinpoint the source of a
scent if it is within 5 feet. They can follow
tracks by smell, making a Wisdom check
DC 10 + 2 per hour that the trail is cold.

Skills: Blind maws have a —8 size
penalty to Hide checks. A blind maw
receives a —20 racial penalty to Listen
checks as it has no auditory senses. This
renders it immune to all spells and spell-
like effects requiring a victim to hear the
caster. This is worked into the skills above.

Tongue Grab (Ex): If the creature
hits an opponent of Large size or smaller
with its tongue, it deals 1d4+2 damage
and pulls the opponent into its space with-
out provoking an attack of opportunity,
holding him with a —20 penalty to grapple
checks and using its remaining attacks
against other opponents. A successful hold
does not deal any additional damage with
the tongue, since the blind maw cannot
Constrict with this attack. However, a

N’m‘w to the darkest depths of

the Land, blind mawss are
unsrenkwblv foul nightmare
creatures. The bulk of their 12-foot
size is nothing more then a mass of
countless bloated black. tentacles,
each twisting and groping in every
direction, serving as both Legs and
Jfeeters. At the center of this turbulent
“body” is & single gaping mouth, lined
with rows of hundreds of needle-sharp
teeth and containing a Long,
perversely moving tongue. Endlessly
hunting for food, A blind maw explores
every crevice it passes with its
tentacles and by “tasting” the air
with its extremely sensitive tonque.

Blind maws attack by
a\/erwfwlming their opponents,
charging them as soon as they are
detected. With a single-minded
angzr they will attempt to pull
Jfelled opponents into their mouths
with their tongues even As t[»eij
continue Attacking other enemies.

Blind maws have long been
known to the evil underground races
and often Appear in their service,

acting as trained pets.



ADVENTURE SEEDS

o A local town has had difficulties
with inhabitants of underqround
realms before. But & new series of raids
have been particul arly brutal. 1t
seems that the attackers have
conscripted A new ally — a blind
MAW.

A The PCs have become prisoners of
an intelligent underqround species.
They are put in the position of either
proving their worth or }eing thrown
into & pit of their captors’ favorite
“pets.” Retrieving of these pet Plind
maws that recently escaped may be o
suitable demonstration of the PCs’

value.

blind maw that has Trample (Ex): A blind maw can

Grabbed a Medium-size or trample Small or smaller opponents for
smaller opponent with its tongue  automatic tentacle damage. Opponents
deals 2d8+2 points of bite damage ~ who do not make attacks of opportunity
on its second consecutive success- against the blind maw can attempt a
ful grapple check. Reflex save (DC 20) to halve the damage.

“It had no face, no front and no back that I could see. By my
Lantern, there was nothing but whipping blackness. Trevor
vanished into that fles[w/ butk, but musn't have been maug[» for
it. It followed me almost back to the surface, with Trevor wrapped
up , screaming, ALl the while, screaming.”

~ Dougray the Sword




m=| BLOODWRAITH

Medium-size Undead

Hit Dice: 6d12 (39 hp)

Initiative: +8 (+4 Dex, +4 Improved Initiative)

Speed: 50 ft. (floating)

AC: 15 (+4 Dex, +1 natural)

Attacks: None

Damage: None

Face/Reach: 5t x 5 ft./5 ft.

Special Attacks: Blood Touch

Special Abilities: +2 Turn Resistance, Blood Tracking, Carnivore
Attraction, Darkvision 60 ft., Immunities

Saves: Fort +2, Ref +6, Will +7

Abilities: Str 3, Dex 18, Con —, Int 12, Wis 14, Cha 16

Skills: Hide +6, Intimidate +10, Intuit Direction +8,
Listen +10, Move Silently +13, Search +10,
Spot +10, Wilderness Lore +3 (+5 to avoid get-
ting lost)

Feats: Alertness, Combat Reflexes,
Improved Initiative

Climate/Terrain: Any land and underground

Organization: Solitary or team (3-5)

Challenge Rating: 4

Treasure: None

Alignment: Always chaotic evil

Advancement: 7-11 HD (Medium-size)

e

Blood Touch (Su): The bloodwraith
attacks by touch; it must succeed at a
grapple check, after which it pins its vic-
tim, inflicting 1d4 points of permanent
Constitution drain each round the pin is
maintained. If successful, the veinous grip
of the bloodwraith penetrates the skin of
its target. Blood from the victim can be
seen pouring into the bloodwraith
through the grip. Every time the blood-
wraith successfully drains Constitution, it
heals 5 points of damage no matter how
many points it drains. If the amount of
healing is more than the damage the crea-
ture has suffered, it gains the excess as
temporary hit points. Restoration can
restore a character’s lost Constitution; a
character with a Constitution of 0 is dead.

Blood Tracking (Su): This ability
allows the bloodwraith to find its victim
by the scent of his blood. It functions
much like Scent, but the bloodwraith is so
sensitive that it can begin to scent its vic-

tim within ten miles instead of 30 feet,
making a Wisdom check DC 10 + 2 per

hour that the trail is cold to track its vic-
tim. It will then slowly home in on the

scent, getting a better and better idea of

the current location of the target as it gets
closer to him. If it is within 30 feet of its
intended victim, it can pinpoint his loca-
tion.

Carnivore Attraction (Ex): The
bloody form of the bloodwraith attracts
carnivores that depend on smell for their
hunting in any degree. If a PC sees a pack
of dogs sniffing around a cloaked figure
while seeming to cringe at the same time,
he’s probably seen a bloodwraith.

Skills: Bloodwraiths get a +2 synergy
bonus to Wilderness Lore checks to avoid
getting lost. This is already included
above.

Turn Resistance (Ex): When resolv-
ing a Turn, Rebuke, Command, or Bolster
attempt, add +2 to the bloodwraith’s Hit
Dice total.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease,
death effects, necromantic effects, and

bloodwraith is an undead

creature originally created ]717 the
Longfoot shamans. The minions of the
old empire tyrannically dominated
the Longfoots, and so the shamans
gathered to pool their knowledge of
necromancy and the spirit world to
create A creature to Avenge
themselves. They used spells to capture
the spirit of & just-slain victim and
qive it the mission of destroying a
particular target.

The bloodwraith knows its target
1717 his blood, which need not be fresh.
Once created, the bloodwraith hunts
down its target, pursuing him until
either it or he is destroyed. In combat,
the bloodwraith focuses on the target
it has been ordered to stay. It will
defend itself aqainst any attack,
though, and will attempt to Kill the
attacker unless the ordered target is in
the immedinte vicinity. It is
intelligent enaugi» to realize when it
must Kill an obstacle before going on
to its intended target. If successful, it
returns to its creator And wiits to be
fed more blood to identify a new
victim. Bloodwraiths can exist
indefinitely, and any cleric capable
of controtling undead can use them for
their intended purpose. Once the
necromancers of the old empire realizeq
what the creatures were, infamous
duels occurred between shaman and
necromancer, with the same
bloodwrnith sent back and forth until
one tarqet (or the bloodwraith) was

Jinally destroved.

A bloodwrnith without & specific
target will fix on the blood of any
creature it runs across. Bloodwraiths
have been known to stand unmoving
for qenerations, then suddenty
awnken when the blood of a wounded
adventurer — or simple townsman, or
pet cat — touches it. If attacked
while without a target, the
bloodwraith defends itself and fixes on
the blood of the first creature it harms
as its next target. The blooqwraith can



be diverted Jrom a target 1717 A
controlling cleric who tells it to stand
down or 71’1/55 it A new target.
However, all past targets are
remembered by the bloodwraith, and if
it comes upon one when it is not on
angther mission, it will attack.
Blooqwraiths are intelligent and can
WALt far n target to be atone Tmfare
Stn'king.

unlike their namesakes, the
wriiths, blovdwriiths are not
incorporeal. They Are given substance
by the victim slain to create them —
they Look very much like & leaKing
human circulatory system without
the surrounding muscles and skeleton
and skin. When they actually stand
on the ground, they leave bloody
footprints. For the most part, however,
they float a few inches Above the
ground And cAn move over open water
in this fashion. Bloodwraiths on o
mission Are sometimes garbed in cloaks
and hats 1717 their controllers, for

obvious reasons.

ADVENTURE SEED

o The party qets into A tavern
brawl and in the course of things, one
of them is cut. Another party member
realizes that one of the tavern's
patrons has blotted up some of her
friend’s blood with a scrap of cloth and
is heading out the door. By the time
they catch him, he has already passed
the cloth along.

using the blood on the cloth, &
high-powered evil priest whom the
party has already made an enemy of
puts & pair of bloodwraiths onto the
PC’s tradl. The party is canght
unawnres, perhips in the privacy of
their rooms at the tavern.

mind - influencing effects.

Undead are not subject to critical

hits, subdual damage, ability
damage or drain, or energy drain.

They have no Constitution scores

and are therefore immune to any effect
requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a

range of 60 feet. Negative energy can heal
undead creatures. An undead creature is
not at risk of death from massive damage,
but when reduced to 0 hit points or less it
is immediately destroyed. Undead cannot
be raised. Resurrection can affect them,
but generally fails because they’re unwill-
ing to return to life.




Medium-size Undead

Hit Dice: 1d12 (6 hp)
Initiative: +0

Speed: 30 ft., swim 20 ft.
AC: 16 (+6 natural)
Attacks: Slam +1 melee
Damage: Slam 1d6+1
Face/Reach: 5t x 5 ft./5 ft.
Special Attacks: Breath Weapon

Special Qualities:

Darkvision 60 ft., Damage Reduction 3/—,
Fire Resistance, Immunities

Str 13, Dex 10, Con —, Int —, Wis 12, Cha 3

Solitary, gang (2-5), squad (6—10), mob (11-20)

Saves: Fort +2, Ref +0, Will +3
Abilities:

Skills: Swim +1 (+9 to avoid hazards)
Feats: Great Fortitude
Climate/Terrain: Cold marsh

Organization:

Challenge Rating: 1

Treasure: Standard

Alignment: Always chaotic evil
Advancement: 2-3 HD (Medium-size)

e

Breath Weapon (Ex): Instead of
attacking with a slam, a bog slain may
instead spew a gout of foul water from its
lungs and stomach out through its mouth as
a standard action every l1d4 rounds. No
attack roll is necessary; the line of water
reaches 60 feet in length, and is 5 feet high
and 5 feet wide. It fills this area, and any
character who fails a Reflex save (DC 14) is
caught in the area; he is checked for one
round and must make a Fortitude save (DC
16) or become infected with blinding sick-
ness. This disease has an incubation period
of 1d3 days, and does 1d4 temporary
Strength score damage. Each time a victim
takes 2 or more points of Strength damage
from the disease, he must make another
Fortitude save or be permanently blinded.
Bog slain can only use their Breath Weapon
three times before needing to submerge in
water again to replenish their water reserve.
Replenishing the Breath Weapon takes two
rounds for each time the bog slain has used
the ability.

Damage Reduction (Su): The creature
ignores 3 hit points from most weapons and
natural attacks. This ability is effective

against any attack that does not ignore
Damage Reduction.

Feats: Bog slain receive Great Fortitude
free as a racial bonus.

Fire Resistance (Ex): The waterlogged
corpse of the bog slain ignores the first 10
points of fire damage done to it each round.
The creature still makes saving throws nor-
mally.

Skills: Bog slain receive a +8 racial
bonus to Swim checks to avoid hazards.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease, death
effects, necromantic effects, and mind-influ-
encing effects. Undead are not subject to
critical hits, subdual damage, ability damage
or drain, or energy drain. They have no
Constitution scores and are therefore
immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have
Darkvision with a range of 60 feet. Negative
energy can heal undead creatures. An
undead creature is not at risk of death from
massive damage, but when reduced to 0 hit
points or less it is immediately destroyed.
Undead cannot be raised. Resurrection can
affect them, but generally fails because
they’re unwilling to return to life.

pent bogs of the colder climes

have claimed many travelers,
dragging them down into murksy
waters and death. The corpses float in
these mires, 51au7117 decamfasing, and
sometimes they claw their way back
out Aqain, seeking to destroy all Life
in their rAge.

Bog stain Lock much As they did
in life, except that their skin and
flesk is swollen with water, and
darkened to the color of mud. They drip
peaty water wherever they qo. Not all
victims of bog drowning become bog
slain. In many cases, those who return
Are travelers who were laakiug farwmp(
to Arriving At their destination, and
died angry at the unfairness of not
M[u’eving it. Another primary cause
is the remnants of evil magic within
the pent bog itself, seeping into the
corpses and bringing them to an
unkaly mockery of life.

When a boq slain rises from the
marsh that claimed its Life, it does its
best to seek. out other Living things anq
destroy them. This can lead to swarms
of bog stain descending on villages, or
to A few scattered individuals
wandering through the marsh killing
qame. Bog slain are Able to swim
nearly as well as they can walk, and
often strike from below the su rface of
the water or from beneath floating
bogs. AlL the cavities in the
waterlogged body are filled with the
foul water of the bog, which can be
spewed At Victims to cavse disese.



ADVENTURE SEEDS

W Aband of brigands in & peat
marsh has been using the bogs to
dispose of their victims. Over the course
of several vears, they have
accumulated quite A number of
corpses in the depths of the bog. One of
their Latest victims was a priest of the
qod of death, who cursed his murderers
even as he died. Now this undead priest
and hordes of }7(79 slain have risen from
their watery graves and seek. to
exterminate Al Life. The rigands are
despernte for anyone to help them
defeat this menace.

& An imyartﬂmt treaty was lost
when its courier disappeared. The King
needs & trustworthy party to retrieve
the treaty and see it safely to its
destination. Unfortunately, the
courier drowned in A peat 1707, and has
risen a5 & bog slain. The treaty is still
in the courier }Jauc[» on the creature’s
belt, but the 17:77 slain has wandered
fﬂtr wfizla{ in its quest to fim{ living
things to destroy. The party must
track. the undead menace down and
carry the treaty to its destination
}’mfam war breaks out.

NEW POTION,
BOG DRAUGHT

Water drawn from a haunted bog some-
times carries a certain trace of ghostly power.
With specialized enchantments, this bog
water can have a lasting use in contact with
the undead. Essentially, the water becomes a
medium for locating and speaking with the
dead. Whether bottled or poured out onto a
surface, this draught ripples with the
approach of material or incorporeal undead.

.

When poured into a large or open recepta-
cle, like a basin or pool, the draught reflects
the image of undead spirits that look into it.
If stored in a glass bottle or jar, the water can
be looked through to detect undead. If
poured onto a corpse, it acts as a speak with
dead spell. This last use exhausts the
draught.

Caster Level: 5th; Prerequisites: Brew
Potion, detect undead, speak with dead;
Market Price: 1,000 gp




ee] BONECHEWER |

Large Dragon

20 (-1 size, +1 Dex, +10 natural)
Tail slam +12/+7 melee or bite +12/+7 melee,

Tail slam 1d6+5, bite 2d6+5, claws 1d8+2 each

Hit Dice: 8d12+24 (76 hp)
Initiative: +5 (+1 Dex, +4 natural)
Speed: 30 ft., fly 60 ft. (average)
AC:
Attacks:

and 2 claws +7 melee
Damage:
Face/Reach: 5 ft. x 10 ft./5 ft.
Special Attacks: Bonespew, Snatch, Trip

Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:

Alignment:
Advancement:

Blindsight 120 ft., Immunities, Scent

Fort +9, Ref +7, Will +8

Str 21, Dex 12, Con 16, Int 5, Wis 14, Cha 10
Climb +11, Hide +3 (+8 if poorly illuminated),
Listen +13, Move Silently +12

Flyby Attack, Wingover (dragon-only feat)
Underground or mountains

Solitary, pair, or colony (5-10, plus 1d4 hatch-
lings, plus 1d6 eggs)

7

Standard coins, double goods (gems only),
standard items

Usually neutral

9-11 HD (Large), 12-15 HD (Huge)

o

Bonespew (Ex): A bonechewer can spit
out a paste made of stomach excretions and
ground bone. This breath weapon targets all
creatures within a 15-foot diameter, at a
range of up to 60 feet. Targets of this pasty
spew must make a DC 17 Reflex save or else
be immobilized. Once struck by the
Bonespew attack, the target can attempt to
break free as a full round action by succeed-
ing at a Strength check against DC 18, or an
Escape Artist check against DC 21. The
spew-covered victim can also be broken free
of the hardened spit; in this case the bone-
spew has a hardness of 7 and 15 hit points.
Bonechewers can project bonespew three
times before emptying their throat-sack.
Each Medium-sized skeleton they devour
replenishes one use of the Bonespew attack.
Consuming a Medium-sized skeleton takes
one round, while digestion of a consumed
skeleton takes 5 minutes before it can be used
in a Bonespew attack. With access to a fresh
supply of skeletons, a bonechewer can use its
Bonespew attack indefinitely, pausing only
to consume and digest more ammunition.

Dragon: Dragons are immune to sleep
and paralysis effects. Bonechewers have
Blindsight rather than Low-light Vision and

Darkvision. A bonechewer can ascertain all
foes within 120 feet by vibration, subtle shifts
in air currents, and echolocation. Beyond
that range it is considered blinded.
Bonechewers are invulnerable to gaze
attacks, visual effects of spells such as illu-
sions, and other attack forms that rely on
sight. A bonechewer forced into the open is
at —2 to all attack and skill rolls, since its
Blindsight does not function properly.

Scent (Ex): The creature can detect
opponents by sense of smell, generally with-
in 30 feet. The creature detects another crea-
ture’s presence but not its specific location.
The creature can follow tracks by smell,
making a Wisdom check to find or follow a
track. The typical DC for a fresh trail is 10.

Skills: Bonechewers receive a +5 racial
bonus to Listen and Move Silently checks. In
addition, they also receive a +5 racial bonus
to Hide if they are illuminated by anything
less than daylight or a light spell, but take a
—4 size penalty. These bonuses are figured
into the bonechewer’s skill totals.

Snatch (Ex): A bonechewer that hits a
creature of at least Small size, but no larger
than Medium size, with a tail slam attack
and that does not use its Trip attack can

»Vtut caverns deep Petow the grovnd

and tunnel-ridden mountains are
the home of the bonechewer, A smaller
cousin of the great wiyrms of Legend.
Pitch black and sleek, with powerful
muscles, the bonechewer is sometimes
referred to by naturalists as the “blind
cave drake,” for it has no eves, only
hollow pits in its dark, scaled head
where eyes shoulq Pe. Bonechewers have
small, retractable claws as well as toe
pAds similar to those of & gecko that aid
them in climbing when they judge
fltjing to be too AWKkward; 1f silence is
called for, the quiet beast sheathes its
claws and stalks on padded feet. The
bonechewer's muscular tail can also
support its entire weight, which mids it
in climbing And allows it to hang upside
down from rock projections much like a
massive scaled bat. So adnpted toits
subterranean existence is the cunning
bonechewer that it needs no eves to
hunt, as many who have ventured too
deep into the earth have learned.

The bonechewer gets its name from
its hakit of greedily consuming the bones
of its prey. This is not merely A matter of
culinary taste, but rather & necessity,
for the bonechewer requires bones to
construct its nest. The blind beast
internally mixes the qround bone with
its own stomach secretions to create an
osseous paste. The bonechewer stores this
secretion in A throat bladder and spits it
out tfmmg[» its hollow tonque. The bone-
spit hardens soon After contact with air,
and the bonechewer uses it to Jormits
delicate nest in the upper reaches of &
Large cavern, where it dangles much
like the nests of wasps.

The bonechewer also uses its bone-
Syit to secure cnfture:{ prey. Ni armnlh/,
A hunting cave drake sits in a hiding
place in the heights of a cavern whiting
Jor prey, and vipon sensing the prey and
determining it is in A vulnerable
position (such as walking over abridge,
or climbing), swoops down And snatches
it up inits ;Jrafwnsile, farka( tail. Tt is
then thrown onto a convenient lea(ge, or



t(iractlv into the bonechewer’s nest,
where it is spat vipon and rendered
immabile by the creature’s quick.-
hardening spit. A thriving colony of
bonechewers will often feature a gallery
of captured creatures held fast in the
bony paste, to be used as food for baby
bonechewers as they hatch from their
eqqs. Such A qeath is & Long, drawn-out
affair as the rapacious hatchling feeds

and sleeps only to Awake and ent Aqain.

The eqqs of the bonechewer are covered in
w thin coating of bone-spit, which often
is encrusted with qems or other leavings
Jrom past meals such. as coins or jewelry.
Whether bonechewers decorate their eqqs
deliberately, or whether it is some
accident of the eqqg-Laving process, is

unknown.

Bonechewer colonies share A Large
communnal nest, And aften huntin
qrovips 1f PreY 1S SCATCE, Communicating
in high-pitched clicks and whistles .
Though usually subterranean,
bonechewers sometimes leave their
caverns and range Across the
countryside, laaking Jor an easy meal.
Some subterranean races have managed
to trivin these Agile drakes as riding
beasts.

ADVENTURE SEED

Ao While qoing through the possessions
of & recently slain grovip of
subterranean natives, the PCs discover
A Large gem-encrusted rock. in & chest
Aamidst the other loot. The rock. is
actunlly abonechewer eqq, and the
ultrasonic clicks and whistles of the
soon-to-be-born drakeling will not only
attract the attention of bonechewers in
the are, but perhaps other
subterranean predators that prey on
such hatchlings. If tucky, the PCs
might escape with a potential new
mount. However, if unluckv

attempt to start a grapple as a free action
without provoking an attack of opportunity.
If the bonechewer achieves a hold, it can fly
off with its prey and automatically make a
claw attack each round in lieu of a tail
attack. It can drop a snatched creature as a
free action or use a standard action to fling it
aside. A flung creature travels 50 feet and
takes 5d6 points of damage. If the
bonechewer flings its prey while flying, the
creature suffers the greater of this amount of
damage (5d6) or falling damage. Falling
damage is 1d6 per 10 feet, to a maximum of
20d6.

Trip (Ex): The dexterity of the
bonechewer’s tail also allows it to be used to
trip opponents, a tactic the bonechewer uses
against opponents of Large size or greater. A
bonechewer that hits with a tail slam attack
and does not use its Snatch attack can
attempt to Trip its opponent as a free action
without making a touch attack or provoking
an attack of opportunity. If the attempt fails,
the opponent cannot react to trip the
bonechewer.

BONECHEWERS AS MOUNTS

Training a bonechewer as an aerial
mount is a daunting task. It requires a suc-
cessful Handle Animal check (DC 33 for an
adult, or 26 for a young specimen). All Ride
checks on a bonechewer forced into the open
are at +2 DC, due to the affect open spaces
have upon the beast’s Blindsight and nerves.
A bonechewer egg is typically worth 6,000
gp on the open market. A bonechewer can
serve as a paladin’s mount, though a paladin
must be of 9th level and have no current
mount before one can be called to serve in
such a capacity; providing the creature with
skeletons could be a problem for a paladin,
though. As mounts, bonechewers are usually
found only amongst the most martial and
disciplined of subterranean races.

CARRYING CAPACITY

A bonechewer can carry up to 459 Ibs.
as a Light load, a Medium load is up to 918
Ibs., and a Heavy load is 1377 lbs. A
bonechewer can carry up to its Medium load

and still fly.




— BONETHIEF
Large Magical Beast (Reptilian)

Hit Dice: 2d10+4 (15 hp)

Initiative: +0

Speed: 40 ft., climb 20 ft.

AC: 9 to 14 (-1 size, +0 to +5 natural)

Attacks: Bite +4 melee, and 2 claws +2 melee
Damage: Bite 1d8+3 melee, claws 1d6+1 each
Face/Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Bone Theft, Trip

Special Qualities: Darkvision 60 ft., Low-light Vision, Scent
Saves: Fort +5, Ref +3, Will +2

Abilities: Str 16, Dex 10, Con 14, Int 6, Wis 14, Cha 10
Skills: Climb +11, Hide +5, Listen +6, Move Silently +7,

Wilderness Lore +2 (+6 when tracking by scent)

Feats: Multiattack

Climate/Terrain: Warm or temperate forest

Organization: Solitary, pair, or pack (6—11)

Challenge Rating: 2

Treasure: 1/10 coins, 50% goods, 50% items
Alignment: Always neutral evil

Advancement: 3—4 HD (Large), 5-6 HD (Huge)

A

Bonethieves speak Draconic.

Bone Theft (Su): Upon a successful criti-
cal hit with any of its attacks, a bonethief can
magically absorb a bone from one of its victim’s
arms or legs (determine randomly which
appendage is affected). A Fortitude save (DC 14)
resists this bone theft. The loss of a bone renders
the limb useless. The victim suffers a —4 cir-
cumstance penalty to his effective Strength and
Dexterity scores in appropriate situations, such
as combat. His movement is reduced by 75% if
aleg is affected. If an arm is affected, the victim
faces a 50% spell failure chance for any spell
with a somatic component. The bone is perma-
nently lost, but powerful magic such as regener-
ate can restore the victim’s limb. For each bone
stolen, the bonethief’s natural AC bonus
increases from its base 0 by +1 (to a maximum
of +5) after 1d4 rounds, as the stolen bone forms
new bony plating and spurs on the bonethief’s
body. No victim can be affected by bone theft
more than once per day, and the bonethief loses
1 point of this natural bonus per day.

Feats: Bonethieves receive Multiattack free
as a racial bonus.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and Low-
light Vision.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of

smell, and can pinpoint the source of a scent if
it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2 per
hour that the trail is cold

Skills: A bonethief receives a +2 racial
bonus to Listen and Move Silently checks, a +4
racial bonus to Hide checks, and a +8 racial
bonus to Climb checks. A bonethief also
receives a +4 racial bonus to Wilderness Lore
checks when tracking by scent. These bonuses
are figured into the skills listed above.

Trip (Ex): A bonethief that hits with a bite
attack can attempt to Trip its opponent as a free
action without making a touch attack or pro-
voking an attack of opportunity. If the attempt

fails, the opponent cannot react to Trip the

bonethief.

Dﬂﬂg primal rain forests hold

many dangers to intrepid
ex;:larm, but few af these are so
conscientionsly avoided as & pack. of
bonethieves. These reptilian carnivores
Are })Mk hunters, fmt and cu nm’ng,
and possess the dread ability to actunlly
wbsorh bones from their prey. A bonethief
Assimilates stolen hones into Additional
protective bony horns and plating on its
own body. Over A period of A few days,
though, the assimilated bones are
metabolized and the extra plating

disappenrs.

A bonethief mesures about 17 feet
Long from nose to the end of its shortish
tail, and stands About b feet tall at the
shoulder. Its thick scales are dark green
to black. in coloration, which are ideal
for 17lem(in7 in with its jungle
surroundings. It has a Large head and
Strcmg neck, and faur lang, Pau?erful l&gs
that end in paw-like feet sporting thick.
talons. A ridge of bonsy plates and horns
qrows Along the creature’s spine.
OVerlﬂffing, ]70%17 }:lntes cover its
abdomen. The thickiness and size of these
protective 5rau7tks VAries according to
how many bones the bonethief Aas
recently absorbed.

Most bonethieves live in roaming
}JMkS, Put these creatures are
intelligent enough to understand the
Value of cooperation. Bonethieves
sometimes work with kebold bands and
tizard folk. tribes, acting as guards and
trackers.

ADVENTURE SEED

o Missionaries of the sun god have gone
missing na ] ungla frmt{zr. The PCs are
hired to find out what happened and, if
necessary, rescue the missionaries from
whatever danger may have befallen
them. The voyaqe into the jungle
et/mtunllt; fits the PCs ngm’mt a
saviage tribe of Lizard folk and their
allied pack. of bonethieves, who are
holding the missionaries captive until
they can be eaten in An upcoming

annunl religious celebration.



i‘l:unntelv far civilized races, borthas

are At home only in the most frigid
Aand remote mountain tors. These creatures
live solitary lives, within well-markeq
territorial bovndaries. Borthas are barely
intelliq&nt, but cunm'ng emmq[» to
recoqnize A opportunity at easy prey,
such as travelers in secluded mountain

fﬂ«ﬁ&S.

Borthas look much Like muscular
qray ogres with a thick. Laver of fur
covering their lower quarters and backs.
Their fingers and toes are tipped with long,
sharp claws, and their eyes are solid red, as
if filled with blood. Adults sport two pairs
of horns — one pair short and straight, the
other curled Like A ram’s. Their Aairis
usully short, BLack, wiry, and bound
with & piece of cord. Bortha wear no
qarments, nor do they use manufactured
tools or Wan}ams, butall }mma(li; weAr
necklaces adorned with the skulls and
bones of their most fierce opponents.

]Zelying Salely upon their size,
strenqth, and savagery, borthas know of no
other combat style than tearing creatures
Limb from. Limb with their bare hands.
They fight to the death almost without

exce;:tim.

ADVENTURE SEEDS

Ao Having hired on as cAraVAR quArds,
the PCs find themselves defending the
WAqons Against An AEACK by - territorial
Portha. This beast attacks anyone it can
reach, attempting to lay waste to the
cAravVAn first so that it can then enjoy an
uninterrupted meal of human flesh.

AoIn a valley tavern, the PCs take
interest in A Visiting minstrel s tale af A
Awm; movntain giant living somewhere
on the slopes af the mountain Looming over
the valley to the north. Legends abovnd
concerning the heroes who have fwl len to
this beast, which now wears their skulls as
A necklace and decorates its Lair with their

enchanted Arms and Armor.

BORTHA

o

Large Giant
5d8+20 (42 hp)

Hit Dice:

Initiative: +1 (Dex)

Speed: 30 ft., climb 15 ft.

AC: 16 (-1 size, +1 Dex, +6 natural)

Attacks: 2 claws +8 melee, and bite +3 melee

Damage: Claws 1d6+6 each, bite 1d8+3

Face/Reach: 5 ft. x5 ft./10 ft.

Special Attacks: Rend 2d6+12

Special Qualities: Darkvision 60 ft., Fast Healing 2, Scent

Saves: Fort +8, Ref +2, Will +1

Abilities: Str 23, Dex 12, Coon 18, Int 4, Wis 10, Cha 5

Skills: Climb +14, Jump +6, Listen +4, Spot +4,
Wilderness Lore +2 (+6 when tracking by scent)

Feats: Alertness

Climate/Terrain: Cold mountains

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 6-9 HD (Large)

o

Fast Healing (Ex): At the beginning  Wisdom check DC 10 + 2 per hour that the
of each of the creature’s turns, it heals 2 hit  trail 1s cold.
Skills: A bortha receives a +4 racial
dual and normal damage heals the subdual ~ bonus to Wilderness Lore checks when

points. A creature that has taken both sub-

damage first. Fast Healing does not allow a  tracking by scent, and a +8 racial bonus to

creature to regrow or reattach lost body  Climb checks. This has been worked into

parts, and does not restore hit points lost its stats, above.

from starvation, thirst, or suffocation.
Giant: Unlike other giants, Borthas

are not proficient with weapons. They do
have a giant’s typical Darkvision with a
range of 60 feet, however.

Rend (Ex): If a bortha hits an
opponent with both claw attacks,
it latches onto the opponent’s
body and tears the flesh. This
attack automatically deals an
additional 2d6+12 points of
damage.

Scent (Ex): Creatures
with Scent can detect oppo-
nents within 30 feet by sense
of smell, and can pinpoint
the source of a scent if it is
within 5 feet. They can follow
tracks by smell, making a

LT



{m===| BULL OF HEAVEN

Huge Elemental (Air)
Hit Dice: 15d8+75 (142 hp)
Initiative: +0
Speed: 40 ft., fly 60 ft. (good)
AC: 16 (-2 size, +8 natural)
Attacks: Gore +16/+11/+6 melee
Damage: Gore 1d6+10
Face/Reach: 10 ft. x 20 ft./10 ft.
Special Attacks: Lightning, Thunderclap, Trample 2d6+7
Special Qualities: Darkvision 60 ft., Energy Immunity, Immunities
Saves: Fort +9, Ref +9, Will +4
Abilities: Str 25, Dex 10, Con 20, Int 3, Wis 10, Cha 10
Skills: Intimidate +10, Listen +5, Spot +5
Feats: Improved Bull Rush, Power Attack
Climate/Terrain: Any land
Organization: Solitary
Challenge Rating: 12
Treasure: None
Alignment: Always chaotic neutral
Advancement: 16 HD (Huge), 17-32 HD (Gargantuan),

33—45 HD (Colossal); bulls of heaven don’t remain
on the Material Plane long enough to grow, but

bigger storms spawn bigger bulls.

4

Elemental: An clemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range of
60 feet. A slain elemental cannot be raised or
resurrected, although a wish or miracle spell
can restore it to life.

Energy Immunity (Ex): Bulls of heaven
are immune to cold, electrical, and sonic
attacks.

Feats: Bulls of Heaven receive Improved
Bull Rush free as a racial bonus.

Lightning (Su): As a full round action, the
bull of heaven may cast a lightning bolt from its
horns. This is a line 5 feet wide and 100 feet
long, which strikes everything along its length
for 5d6 electricity damage. A successtul
Reflex save (DC 15)
reduces the dam-
age to half. A

bull of
heaven
may use

this attack
once every

1d10 rounds.

Thunderclap (Su): By striking its hoof
against the ground, a bull of heaven may pro-
duce a Thunderclap. This sonic attack has a
spread range of 60 feet, and forces all creatures
within the area of effect to make a Fortitude
save (DC 22) or become stunned for 1 round
and deafened for 1d4 rounds. A bull of heaven
may produce a Thunderclap as a move-equiva-
lent action once every 1d6 rounds.

Trample (Ex): Bulls of heaven can
Trample Medium-size or smaller creatures for
2d6+7 points of bludgeoning damage.
Opponents who do not make attacks of oppor-
tunity against the bull of heaven during the
Trample, which are at a —4 penalty, can
attempt a Reflex save (DC 24) to halve the dam-
age. The bull of heaven

may not trample
while flying.

7'141 qreat storms that rage across
the face of the world sometimes
leave & remnant ehind — a bull of
heaven, the elemental embodiment of
the power of the weather. These butts
wander the countryside for weeks,
spreading chaos and destruction until
they are drawn back into the
elemental planes. The destructive
powers of the bulls of heaven are
legendary, and they are rivaled only
by the storms that give them birth.
When Loosed into this world, bulls of
heaven actively seek. out Large
structures to destroy. Fortunately
they have extremely short attention
spans. If they et bored with an ares,
either because it is offering too much
resistance or too Little, t[wi; are apt to
wander AWAY in search of something

more interasting.

When one bull of heaven
encounters another, it will fl17 into A
frenziea( rage, and will devote ALl its
energies to finding and slaying the
other. Such battles qenerally lay
whaste to the surrounding atea, and
often result in in the destruction of
both creatures.

The bulls of heaven stand ten
Jfeet tall at the shoulder, and are
nearly twenty feet long. Their hide is
the dead gray color of & thundercloud,
and their hooves, horns, and eves flash
with lig/»tm’nﬂ.

ADVENTURE SEEDS

& The characters hear of &
rainmaker working the Local
Jarmland during the current drought.
This young Lady has had remarkable
success in drawing rain from the
parched air, and she seems to be
making a tidy profit from the farmers.
Unfortunately, it seems that her
incAntations have o Z0% chance of
calling A bull of heaven along with
the needed rain. It's only A matter of
time before & bull shows up.



ylurs are Large, brutish

quadrupeds distantly related to
yeti. T} [w17 Are Viglent creatures who
relish setting Aambushes in Lonely
mountiin passes and raiding small
villages. Possessed of both an insatiable
hunger and a feral cunning, 171711413
demand the respect all those who travel
in the frigid north.

If trained when young, bylurs are
able to learn to speak a very
rudimentary form of Any one Language.
Frost ginnts have been known to
capture young bylurs and train them
as formidable guardians and

cam;m»ims.

Bylurs have goat-like hooves and
an arched back. Their faces are eerily
human-like, with dark. furflisk skin
and feral, ice-blue eyes. Tufts of hair
sprout from their jawlines like
muttonchops, and another pair of tufts
sprouts from their temples, Appearing
somewhat Like enormous bull’s horns.
Their coloration patterns tend toward
blends of natural cold-climate hues,
such as white with streaks of black and
qgray. A rare }lu&grm; Syecimen 1
occasionally found leading A gang. The
averaqe bylur is six feet tall at the
shoulder, nearly ten feet in length, and
weighs About one ton.

Bylurs 7refzr to track. their
intended targets by scent, Keeping to the
racky stopes above until the time is rig[vt
to pounce With su r}m'se into the qroup,
pinning their tarqets benenth their
immense Weigf»t.

ADVENTURE SEED

oA Bitter Aalf-human, half-giant
sorceress hires the party toeliminate her
frost-giant father’s bylur quardinns,
which can be frund in a vale
surrounding his ice fortress. under no
circumstances Are the characters to
Attack the frost giant — the sorceress
has Smtfu’ng special in store for her
cold-hearted father.

BYLUR

LT

o

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Large Magical Beast (Cold)
6d10+24 (57 hp)

+5 (+1 Dex, +4 natural)

40 ft., climb 10 ft.

15 (-1 size, +1 Dex, +5 natural)

Bite +11/+6 melee, and 2 claws +6 melee
Bite 1d8+6, claw 1d6+3 each

5 ft. x 10 ft./10 ft.

Breath Weapon, Pounce

Darkvision 60 ft., Cold Immunity, Fire
Vulnerability, Low-light Vision, Scent

Saves: Fort +9, Ref +6, Will +3

Abilities: Str 22, Dex 13, Con 19, Int 6, Wis 13, Cha 10

Skills: Climb +14, Hide +4 (+10 in snow and ice), Jump
+10, Listen +7, Spot +7, Wilderness Lore +1 (+5
when tracking by scent in snow and ice)

Feats: Alertness

Climate/Terrain: Cold land

Organization: Solitary, pair, or pack (2-5)

Challenge Rating: 6

Treasure: 1/10 coins, 50% goods, 50% items

Alignment: Always neutral evil

Advancement: 7-9 HD (Large), 10-18 HD (Huge)

o

Breath Weapon (Su): A bylur can
expel a cone of cold as a standard action
every 1d4 rounds. No attack roll is neces-
sary; the breath simply fills 15-foot area, and
any character caught in the area must make
a Reflex save (DC 16) to halve the damage or
suffer the full 4d6 cold damage. Bylurs can-
not use their breath weapon while biting.

Cold Subtype: The creature is
immune to cold damage. It
takes double damage from fire
unless the fire attack allows a
saving throw for half damage,
in which case it takes half
damage on a success-
ful save and double
damage on a failed
save.

Magical Beast:
Magical beasts have
Darkvision with a
range of 60 feet and
Low-light Vision.

Pounce (Ex):

If a bylur leaps
upon a foe
during the
first round
of combat, it

can make a full attack even if it has already
taken a move action.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Skills: Their natural col-
oration grants bylurs a +6
racial bonus to Hide
checks in areas of snow
and ice, but take a —4
size penalty. A bylur has

a +4 racial bonus to
Wilderness Lore
checks when track-
ing by scent in
areas of snow

and ice, and a

+8 racial

bonus to
Climb
checks.

These bonuses

have been

noted in the

stats, above.



{m===| CACTUS CRAWLER [{B

Huge Plant

Hit Dice: 16d8+64 (136 hp)

Initiative: -2 (Dex)

Speed: 5 ft.

AC: 14 (+4 natural)

Attacks: 2 to 4 slams +17/+12/+7 melee

Damage: Slam 2d6+6 impact plus 1d6+6 piercing from
spines each

Face/Reach: 15 ft. x 15 ft./10 ft.

Special Qualities:

Half Damage from Fire, Immune to Flanking,
Immunities, Low-light Vision

Saves: Fort +14, Ref +3, Will +1

Abilities: Str 24, Dex 6, Con 18, Int 3, Wis 3, Cha 3
Skills: Disguise —4 (+8 as cactus patch)
Climate/Terrain: Warm desert

Organization: Solitary

Challenge Rating: 11

Treasure: None

Alignment: Always neutral

Advancement: 11-15 HD (Large), 17-20 (Huge)

e

The cactus crawler normally fights with
four legs on the ground. Once every 1d4
rounds, however, it can rear up for one
round, balancing on only two legs to hit
opponents with the other four.

Half Damage
from Fire: Cactus

crawlers take only
half damage from
fire-based attacks due
to the succulent nature
of their flesh.

Immune to
Flanking: Because it has

no head or tail, can see in all directions, and

can fight from any pair of legs, the cactus
crawler cannot be flanked in combat.

Plant: Plants are immune to poison,

sleep, paralysis, stunning, and polymorph-

ing. They are not subject to critical hits or

mind-influencing effects. Plants with vision

have Low-light Vision.

Skills: Cactus crawlers have a

+12 racial bonus to Disguise

checks to appear to be

a patch of cactus.

Desert leqends tell of & cActus patch

that never stays in the same place
two wight in & row; A plant responsible for
the disappearance and death of those who
approach too closely. The source of these
Legends is the cactus crawler, & monster
whose 1#-foot-long ]717 U-foot-wide pale
qreen body is composed entirely of cactus
flesh and spines. It moves on six powerful,
stump-Like legs. When at rest, the cactus
crawler folds these legs beneath its torso
and Lies flat on the qround, so that it
Appenrs tobe nothing more than an
ordinary cactus patch. It has no head or
tail, but dimly glowing red evyes are
Located between each pair of Legs. No
mouth can be seen, and it is uncertain
whether this monster Mtumlly eAts faaa{, or
if it qets its nourishment from the sun’s
1Ays ViR photosynthesis.

In combat, this creature can rear up
on any four legs, striking out with its
other two Limbs, depending on the direction

from which its opponent is attacking. The
cactus crawler can also support itszlf on
two Limbs, either striking with two limbs
}ﬁkﬁmt and back, or using four Limbs to
strike an opponent from one direction. The
succulent flesh of the cactus crawler stays
maoist for two full days after the creature’s
death, and although neither tasty nor
nutritious, it does provide potable witer for
anyone who wishes to take the trouple to
squeeze it out. A b-inch by b-inch by b-
inch chunk. of flesh provides enough water
to fill A cAnteen.

ADVENTURE SEED

Ao An alchemist is working on A process to
preserve the flesk of cactus crawlers
indefinitely. This would enable desert
travelers to have A source of water that
would Last until needed, vet would bein
no dpmgzr af lenking, spilling, or simply
drying up. But to ;;erfect this process, he
needs the flesh of at least one cactus
crawler to ex;:en'mmt on. The PCs are
hired to “harvest” a sizable amount of
cActus crawler fles[», no matter WAAt it
takes.



Gmﬁeina WASpS Ate flying insects
about three inches long with &
speckled carapace, the pattern of
which is reminiscent of moss on stones.
The adult wasp cannot feed. It exists
anlv to SWArm, }reaa{, t{iS}mrse, lm7 e475,
then die. Since the adult wasp cannot
Jfeed, it has a Limited store of enerqy,
Aand femwla wasps Are unwilling to
whste enerqy in combat. When a
swarm is threatened, a portion of the
males — those unlikely tobreed
successfully — defend the other wasps
1717 stinging the menace.

Although caffeine wasps do not
collect treasure, those who survive an
Attack can, with a little planning
and patience, profit from the
encounter. Once the swarm's defenders
are dead, the femnles can be followed
to discover where the so-called

“friskiness” bushes that t/m; lay their

eqqs on Lie. This plant takes its name
Jrom its use as a stimulant for racing
horses. Its leaves and berries contain
high concentrations of caffeine, and
are the only food enten by the thick,
prickly gru}rs that become caffeine
wisps. About twelve weeks After the
female wasps Lay their £44s, these
bushes will be teeming with mature

mﬁm’nz 7m]75.

Caffeine 7m175 are valuable. A
mature caffeine grub, if dipped into o
pint of Imiling whter, leeches enough
cnffm’na to make a strong coffee-like
drink. Grubs are more Valuable if they
have full enerqy stores, so those
farmers who qrow friskincss bushes
prefer to harvest the grubs just before
they pupate. Caffeine 7ru]75 canbe
dried;, to preserve them for transport
and sale in Large cities. Each grub is
worth a gold piece, but a Large

CAFFEINE WASP |==

Fine Vermin

Hit Dice: 1d8—4 (1 hp)

Initiative: +2 (Dex); +6 (+2 Dex, +4 Buzz)

Speed: Fly 40 ft. (good)

AC: 17 (+8 size, —1 natural); +11 (+8 size, —1 natural,
+4 Buzz)

Attacks: Sting +4 melee

Damage: Sting 1d2-6

Face/Reach: 1/2 ft x 1/2 ft./0 ft.

Special Qualities:

Buzz, Darkvision 60 ft., Immune to Mind-

Influencing Effects

Saves: Fort —2, Ref +2, Will +0

Abilities: Str 3, Dex 15, Con 3, Int —, Wis 10, Cha 11
Skills: Listen +5, Spot +5

Climate/Terrain: Temperate or warm forest

Organization:

Swarm (6—60 male combatants, plus three times

that number breeding males and females)

Challenge Rating: 1/4
Treasure:

Alignment:
Advancement: None

Special (see text)
Always neutral

»

Since wasps are only aggressive during
their breeding period, when their energy
stores are nearing exhaustion, there is a 5%
chance per round that any wasp engaging in
combat will die of fatigue. Make this check at
the end of the end of each combat round.

Buzz (Ex): Caffeine wasps can choose
to metabolise their energy store far faster
than usual, burning away their lives in
exchange for added speed. A wasp burning
energy more quickly receives the benefits of
the Improved Initiative feat temporarily and
acts as though affected by a haste spell as
long as it is using its Buzz ability; it receives
a +4 bonus to Initiative, an extra partial
action either before or after its regular
action, and a +4 haste bonus to AC that dis-
appears whenever it would lose a dodge
bonus. The chance a wasp using Buzz will
die of exhaustion increases to 15% per round.

Vermin: Vermin have no Intelligence
scores and are immune to all mind-influenc-
ing effects. Vermin have Darkvision with a
range of 60 feet.

NEW RECIPE,
CAFFEINE GRUB SYRUP WITH GINGER

I caffeine grub, dried

I cup water

5 slices peeled ginger

2 coppers’s worth brown sugar

Heat one cup water to a low boil in a
shallow pot. With mortar and pestle, grind
the caffeine grub to a fine powder. Mince
ginger. Add ginger and ground grub to
water. Stir for two minutes, then let steep.
When half the water has boiled off, strain
with cheesecloth. Transfer ground grub and
ginger to small bowl. Mix in brown cane
sugar and stir until a single color.

Serve this syrup with sugarbreads or tea
cakes, or add syrup to warm milk. Dried
syrup can be broken up and baked into
breads or steeped with fresh grubs for a
potent travel brew.

Serves two.

A Craft (cooking) check (DC 12) is
required to make the most of this recipe. The
resulting syrup is worth 15 silver pieces per

serving.




NEW RECIPE.
GRUBS WITH BERRY CHUTNEY

6 caffeine grubs, fresh and live

1 botte apple brandy

3 fistfulls each: blackberries, blueberries,
raspberries

I coppers’s worth struck cane sugar

I lemon

1 orange peel

Prepare a heated saucepan with apple
brandy, at least one half-inch deep or to
taste. Stir in blueberries, blackberries, and
raspberries until all have softened and given
up some color to the brandy. Add more
brandy to taste before removing from fire.
Stir in sugar. Slice the lemon. While berries
are still warm, spoon into serving dishes.

Squeeze lemon juice into dishes
and decorate with juiced slice.

Juice the grubs with a fine
knife by slicing once down the back,
half the length of the grub. Do not squeeze.
The grub will give up its juice slowly. Wrap
each grub in sliced orange peel and serve
live on the chutney.

Traditionally this dish is enjoyed early in
the day by sampling the berries, slurping the
caffeine juice, and repeating. Serves six.

A Craft (cooking) check (DC 10) is
required to correctly juice a grub. This dish
is a delicacy. Serving it could afford a +4 or
greater circumstance bonus to Diplomacy or
Gather Information checks in more formal
social circles.

friskinass shrub can be host to
hundreds of qrubs, and shrubs tend to
clump tagetfuar.

ADVENTURE SEEDS

Q0 A Local merchant has grown A
plantation of friskiness bushes.
A’lt[wugfu he sells some Leaves to Local
veterinarians, he'd like to start
producing powdered caffeine gm]?,
since it's literally worth its u/eigkt n
qoLd. The problem. is that caffeine
wisps prefer to Lay their eqqs on bushes
in the same place they hatched. The
merchant needs the characters retrieve
some wisp eqqs, either by finding a
wild swarm, or 1717 stealing them from
Aanother farmer.

A The Local friskiness bush farmers
decide to form & quild of coffee makers,
and aqree that their first quildmaster
— who will have a seat on the city’s
ruling council — will e the one
whose coffee is judged the best at the
annunl First Powder tasting. The
characters become involved in the
cheating that underlies this event on
}’m[mlf of one of the competitors, trying
to taint other competitors’ coffee with
substandnrd caffeine grubs, or corrupt
the vote. But their dishonesty draws
them into A murder inguiry when one
of the leading competitors is Killed.



7‘7‘4: term “candle golem” is
somewhat unfortunate, as this
creature is not tmly A 5alem, but a
spontaneously created entity. A
candle golem comes into existence
when the molten wax from mundane
candles used in a place of high
Aambient magic — A Lirary at &
magical Academy, or A wizard's
weorkroom, far ex%mple — s 7tkt[wrez{,
molten down, and reused. Each time
this happens, the Loose arcane energy
is concentrated further, and,
sometimes, it causes the candle to
actually gain life And mobility of &
sort.

A candle golem resembles A small,
Lumpy white humanoid, six to ten
inches tall, with roughly formed
features and stubby Limbs. More than
anything else, it Looks Like A
partinlly molten wax statue. It has
several wicks growing out of its ]704{17,
and these are usually afiame, though
the candle qolem does not melt or suffer
damage from them. These flames
cannot be ensily extinguished, and do
not go out when exposed to normal

wing or rain.

The candle golem. is formed from
candles made to serve spellcrafters,
and thus, its own purpose is to do
likewise, if it can. Any Arcane magic
user who gives orders to a candle golem
will find the golem (7]7&171:14-7 them to
the best of its ability. unmastered And
“newhorn” candle qolems are very
danqerous, as they can easily destroy
A li}mn; without understanding
what they are doing.

Candle golems are capable of
speech and tend to talk in high-
pitched voices, which some folk. find
charming and some annoving. They
rarely have anything of value to say,
but they can usually relay messaqes
or relate what they 've seen.

Once A candle golem has accepted
A WAZATA 01 sorcerer As its mAster, it

will be loyal unto death ... usually.

CANDLE GOLEM

Hit Dice:

Tiny Construct
1/2d10 (2 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 15 (+2 size, +2 Dex, +1 natural)

Attacks: Slam +1 melee

Damage: Slam 1d3-1 impact plus optional 1d6 fire
Face/Reach: 2 1/2 ft. x 2 1/2 /0 ft.

Special Attacks: Burning Touch

Special Qualities:

Darkvision 60 ft., Glow, Immunities,

Wax Healing

Saves: Fort +0, Ref +2, Will +2

Abilities: Str 9, Dex 15, Con —, Int 8, Wis 13, Cha 12
Climate/Terrain: Any land, usually urban areas
Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Usually neutral

Advancement: 1 HD (Tiny)

A

Burning Touch (Ex): The candle
golem always has at least one lit flame on its
body, and it can intensify this to do consid-
erable damage. When the candle golem
strikes a target, it may choose to burn it,
doing an additional 1d6 points of fire dam-
age. It may do this once every 1d4 rounds.

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet.

Glow (Sp): At will, a candle golem can
glow, providing light as per a continual
flame spell.

Wax Healing (Su): A candle golem can
be healed of damage by dripping fresh wax

onto it. A typical mundane candle will pro-
vide enough wax to bring a damaged, but
not destroyed, candle golem to full health. If

a magical candle is used to heal a candle
golem, the effects are indeterminate -— the
spontaneous magic that causes a candle
golem to come into existence is extremely
chaotic by nature, and other magic interacts
with it strangely. The GM may roll on the
following chart, or create an effect similar to
those listed.

1p20 RESULTS
1-2  The candle golem explodes, doing
3d6 damage to all within a 5-foot
radius.
—4  The golem simply dissolves.
7 The golem heals as normal, but
gains an odd personality quirk.

L‘ﬂm

8-13  The golem is healed as usual.

14-16 The golem gains 1d4 points of
Intelligence.*

17-18 The golem gains 1 full HD .*

19-20 The magic powers of the candle are
transferred to the candle golem; it
may reproduce them on command,
or at its own discretion, as if it were
a mobile, free-willed version of the
original wondrous item. Charged
items will consume charges as nor-
mal.*

* The effect of further applications of wax
from magical candles should be rolled for
on a 1d12 die.

LT




NEW WONDRQUS ITEMS.
ROAMING CANDLES

The wax of a candle golem can be col-
lected following its destruction and used for
ordinary purposes again. At least one extra-
ordinary purpose is also known: the creation
of roaming candles. The sparks of a candle
golem’s magic life can be stoked into lasting
cinders in the form of simpler, roving con-
structs. Roaming candles are simple wax
candles with stubby legs and a rudimentary

understanding of simple commands.
Roaming candles move up to 10 feet a round
at the command of their creators. They may

CANDLE GOLEM

run, but they cannot overcome
any sort of obstacle more than
two inches high. The candles can-
not defend themselves or perform
any actions other than movement. Any fire
can light these candles, which then burn as
per a continual flame spell. Squeezing the
wick between two fingers snuffs the flame.
Each candle burns for a total of 50 hours.

Caster Level: 5th; Prerequisites: Craft
Wondrous Item, continual flame; Market
Price: 15,000 gp; Weight: 1/2 Ib.

Some candle 7alems have a certain
degree of free will, and this canbe
su r}arising to those who expect total

obedience from constructs.

ADVENTURE SEEDS

o A servant at the local academy of
magic hasbeen gathering candle stubs
and bringing them home for his own
use. In 5o doing, he managed to
inadvertently create a candle golem.
Tricking it into believing he is o
wWiZAT, he has sent it out on missions
of petty venqeance, Imming down the
houses or shops of those who have
angered him. The PCs are asked to find
the arsonist, but when they discover
the candle golem they must also track.
down the person giving it orders, as
well as, ia(enllt;, fmr{ A better master
Jrom the qolem.

O The old wizard's tower, once the
home to & fell necromancer, has been
dark. far mAnY A year. Now, however,
residents report seeing stranqe Lights
Jlickering in the windows at night,
and some fear the old evil hns
returned. The PCs investigate, and
Jind & newly formed candle golem —
apparently, o recent heat wave
triggered enough melting in
abandoned candles to do the trick. The
candle golem will immedintely Latch
onto the party’s wizard or sorcerer As
1ts new master. Mnfartunnteltf, the
evil and corrupt nature of the magic
practiced in the old tower has warped
the 7alem as well; it is 5117, Luum’ng,
and mischievous, and misinterprets
orders in A seemingly innocent
Jashion, “accidentally” starting fires,
and so farﬁ». If the PCs have no
experience with candle golems, it
might take them a while to realize
this is malicious, not natural,
behavior. Kil ling the golem outright
is one solution, but a better one might
be to find some way to cure it.



7‘7‘41 ccmj urer Astropal spent many
years resemciw’ng how to summon

and bind spirits with innate abilities

CANTRIP SPIR[T

i
=

that a wizard conld utilize. Some of
his first successes were in mastering
minor spirits of maqic from the astral
realms. These spirits were Actually
formed, he theorized, 1717 the stuff of
magic and the imprints that
thousands of spell castings had on the
essence of astral space. This magical
enerqy conld be harnessed into & force
capable of manifesting in our own
world As An insubstantial spirit —
Apperring As A flmting, subtle
disturbance of the ir, as if from a
heat mirage, six inches Long At most —
that could be bound into places or

a]?j ects, or to A cAster.

The results of his summoning
reseArch were tim7 farmlass entities —
cantrip spirits — that could manifest
maqical power. The creatures have
only rudimentary ailities and no
true intellect or soul, but tfm; Are
fm'ngs similar to elementals. &pmtrif
spirits have an affinity to arcane
maqic and seem. to dissipate if not
mystically bonded to a source of such
maqic, be it A& place with permanent
s;:zlls in ;:lmz, A mwgicnl item, or An
arcane spellcaster. Astrobal found
that he could command his summoned
spirits to manifest spell effects, as
well. The first such spirits caused
effects such as light and noise
9enemti¢m, and the mwniyumtian af
objects. Further research. led to the
creation of cantrip spirits that
harnessed the powers of detecting
maqic. Once summoned, these spirits
remain with the target they are
bound to. Astrobal found, however,
that he could command them to
stowly move up to 20 feet from the
point they were bound. In addition,
command words can be woven into the
binding so that possessors of items with
bound spirits, or those dwelling in
places o imbued, can utilize them.

Hit Dice:

Fine Outsider (Incorporeal)

1/2d8-4 (1 hp)

Initiative: +0 (4 Dex, +4 Improved Initiative)
Speed: Fly 5 ft. (poor)

AC: 14 (+8 size, —4 Dex)

Attacks: None

Damage: None

Face/Reach: 1/2 ft. x 1/2 ft./0 ft.

Special Qualities:

Bound, Cantrip Manifestation,

Darkvision 60 ft., Immunities

Saves: Fort -2, Ref -2, Will -2

Abilities: Str —, Dex 3, Con 3, Int 3, Wis 3, Cha 3
Skills: Hide +14

Feats: Improved Initiative

Climate/Terrain: The Astral Plane

Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Always neutral

Advancement: None

Bound cantrip spirits only exist on the
Material Plane for 1 hour per level of the caster
or less, depending on whether a magical source
1s present, or for a year and a day if its duration
is magically extended; see the spells, below.

Bound (Su): A cantrip spirit must be
bound to a place or object, or to a caster, other-
wise it dissipates and returns to the Astral Plane
from whence it came. Cantrip spirits cannot
move more than 30 feet from the place, object,
or person they are bound to, though they do
move along with the person or object.

Cantrip Manifestation (Sp): The vari-
ous types of cantrip spirits can each manifest
one minor magical effect as an at-will spell-like
ability, that can also be triggered or stopped by
a command word spoken by the person it is
bound to or spoken by anyone within 30 feet of
the spirit’s binding location. The duration of
this power is based on the concentration given
it by the spirit. Cantrip spirits are known to
have been created possessing following effects:
dancing lights, daze, detect magic, ghost noise,
light, mage hand, prestidigitation, ray of frost,
read magic, and resistance. Other cantrip spells
may be possible at the GM’s discretion but
instantaneous spells generally can’t manifest as
cantrip spirits. The cantrip spirit can choose or
be told who or what its target should be (even

for spells with a target of “you”).
Incorporeal Subtype: Incorporeal crea-
tures can only be harmed by other incorporeal

creatures, by +1 or better weapons, or by spells,
spell-like effects, or supernatural effects. They
are immune to all non-magical attack forms,
and cannot be tripped or grappled by corpore-
al creatures. They cannot fall or suffer falling
damage. An incorporeal creature has a 50%
chance to ignore any damage from a corporeal
source. The physical attacks of incorporeal
creatures ignore material armor. Incorporeal
creatures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Outsider: Outsiders have Darkvision with
a range of 60 feet. They are proficient with all
simple weapons and those mentioned in their
entries. A slain outsider cannot be raised or res-
urrected, although a wish or miracle spell can
restore it to life.

Skills: Cantrip spirits have a +16 size
bonus to Hide checks. This is already worked
into the stat block above.

NEW SPELL. ASTROBAL'S SUMMON
CANTRE SPIRIT

Conjuration (Summoning)
Level: Sor/Wiz 3
Components: V, S, I, M
Casting Time: 1 full round




Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned cantrip spirit
Duration: 1 hour/level or less (see text) (D)
Saving Throw: None

Spell Resistance: No

This spell summons a cantrip spirit to serve
the caster. The caster can bind the spirit to the
point it was summoned, to an object, or to him-
self or another person. If bound to a spot, the
spirit can be commanded to move no more
than 30 feet from that spot. If bound to a per-
son or to an object, the spirit will move with the
person or object and can change its position rel-
ative to him or it, but can not move beyond 30
feet away. As a free action, the person a cantrip
spirit is bound to can command the spirit to
manifest or stop manifesting its one power. If a
cantrip spirit is bound to a place or object, the
caster designates a command word that anyone
can use to require the spirit to manifest or cease
manifesting its power as long as they speak the
word within 30 feed of the spirit’s binding loca-
ton.

The caster is limited to binding his Wisdom
modifier (or a minimum of one if he has no pos-
itive Wisdom modifier) in L
cantrip spirits at any one
time. If the spirit is bound to

i,

3

a place with no source of magical ™4
power within 30 feet of the binding
spot, the duration of'its presence will }
expire at six times the normal rate,
and it will dissipate the round after it’s sum-
moned if it’s not immediately bound to this
plane. Magical sources include permanent or
ongoing spells, magic items within the area,
arcane spellcasters in the area, and other magi-
cal effects.

Focus: A summoning circle.

Material Component: Candles must be
placed on specific sigils in the circle and be
burned during the casting of the summoning.

NEW SPELL. ASTROBAL'S PERSONAL
CANTRIP SPRII' BINDING

Transmutation
Level: Sor/Wiz \5
Components: V, S, F, M
Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One summoned cantrip spirit
Duration: 1 year and 1 day
Saving Throw: Will negates
Spell Resistance: Yes
This spell extends the duration a
summoned cantrip spirit exists on the
Material Plane after it is bound there by
the caster. If the spell is not successtully
resisted by the cantrip spirit, the spirit
will be bound for an additional year and
a day. This spell’s extended duration
does not stack with further castings of
the spell.
Focus: A summoning circle.
Material Component: Candles and
incense are burned during the casting;
the incense must include at least 200 gp
worth of myrrh.

Upon death or the expiration of
their summming, wmtri;: Sfiriti
dissipate, releasing their magical
enerqy back. to the astral plane.

ADVENTURE SEEDS

A upon subduing a small band of
qoblin raiders, the party finds their
captives easily intimidated into
confessing their recent activities. The
qoblins Aad heard of & hermit who
Lived alone in & cave but was known
Jfor speaking with spirits and for his
oracular powers. They went in search
of his advice on tribal politics, but
when they found he was sick their
leader decided they should Kill him
and take his treasure. Some in the
band were uneasy about this,
worrying About curses And wizardly
might. The leader’s poisoned daqqer,
however, Laid open the wizard’s side
and the band retreated, whaiting for
him to die.

The }:aisan was not guick, and
the hermit manaqed to put some of
them to sleep, cause great qouts of
Jlame to erupt from his hands, and
finally shout out reptilian roars that
they feared were his dying curse. Once
the hermit was dead, the band timidly
investigated. As the goblins entered
t{ee;aer into the inner caves, tfua17 ke;:t
seeing things out of the corners of their
eves. When the leader’s daqqer leapt
from his hand and buried itself in the
grovnd they all fled. Some claimed
they could see the hermit’s face in the
rippling energy surrounding the
weapon, and they all aqreed it was
not worth risking a ghost’s
malevolence to search for magic items
they most Likely could not use
anyway. While the captured goblins
could Lead the party to the cave, they
most definitely do not wish to enter it
themselves.



7‘1¢ Abjuter Castigor stormed into the
Mathuen cabal’s bailey and

dismissed the quards who were present.
Nemethien had seduced another young
wizard into An infernal pact, trading
power for his soul. Castigor had
discovered the archamage’s corruption but
there was no way to prove it or move
aqrinst the senior CAPAL member.
Nemethien's mocking smile belied his
deninls of the charges, and dared the
younger wizard to challenge him.
Castigor kinew he could not prevail
aqainst the master conjurer; his
personal might was simply not equal to
that af the Mc/mwtge. Similmlv, while
Castigor was A high-ranking cabal
member, he could not formally Accuse
Newmethien before the cabal without
solid proof, or he would find himself in &
spell-duel.

Castigor Vented his rage in the
empty bailey. Cursing, he gripped the
heavy chains of the drawbridge in his
with. He pictured the chains binding
Nemethien, shackling his magic, and
then wrapped Around the conjurer’s
neck, 5@&&2«;%7 like & yi;thxm until the
Aarchmage wis no more. The Analytical
part of Castigor's mind clicked and he
loked At the chains aqain. With the
right beginning and end form, plus the
proper draconic runes of movement and
life ... there were possibilities.

“Halperthin!” Castigor shouted for
his apprentice, “We have a new
project!”

The Castigoran constrictor is &
construct constrictor snake. It is made of
six feet of heavy iron chain links of &
similar size and weight to used in
drawhridges. Each link bears a separate
finely etched draconic rune representing
Strengtk, movement, life, or elemental
resistance. Linked to one end of the
constrictor is an intricately constructed
iron python head with a hinged jaw.
Scale engravings cover the head piece
And draconic runes Are cArvVed into eAch

eye. The tail end bears a solid iron spike

CASTIGORAN CONSTR@TOI\I?{;

Hit Dice:

Medium Construct

5d10 (27 hp)

Initiative: +2 (Dex)

Speed: 20 ft. (can’t run), climb 20 ft.
AC: 20 (+2 Dex, +8 natural)

Attacks: Bite +9 melee

Damage: Bite 1d4+6

Face/Reach: 5 ft. x 5 ft. (coiled)/5 ft.

Special Attacks: Constrict 1d3+6, Improved Grab

Special Qualities:

Circle Hiding, Darkvision 60 ft., Damage

Reduction 15/+2, Immunities, Resistances,

Rust Vulnerability
Saves: Fort +1, Ref +3, Will +0
Abilities: Str 23, Dex 15, Con —, Int —, Wis 9, Cha 1
Skills: Climb +14
Climate/Terrain: Any land or underground
Organization: Solitary or gang (2—4)
Challenge Rating: 4
Treasure: None
Alignment: Always neutral
Advancement: 6-8 HD (Medium), 9-12 HD (Large)
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A Castigoran constrictor’s creator can
command it if it is within 60 feet and can
see and hear its creator. If uncommanded,
the constrictor usually follows its last
instruction to the best of its ability, though
if attacked it returns the attack. The cre-
ator can give the constrictor a simple pro-
gram to govern its actions in his or her
absence.

Circle Hiding (Su): When the
Castigoran constrictor clamps down on its
own tail it is protected as if under the
effects of a nondetection spell cast by a
5th-level sorcerer. This effect lasts as long
as the constrictor’s jaw is clamped onto its
tail.

Constrict (Ex): The creature crushes
its opponent, dealing 1d3+4 points of
bludgeoning damage, after making a suc-
cessful grapple check and in addition to
the normal damage dealt by its bite
attack.

Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic

effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,

subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the
effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it
was never alive, a construct cannot be
raised or resurrected. Constructs have
Darkvision with a range of 60 feet.
Damage Reduction (Su): The crea-
ture ignores 15 hit points from most
weapons and natural attacks. A +2
weapon or better negates the ability.
Improved Grab (Ex): If the creature
hits an opponent of at least Small size or
smaller with its bite attack, it deals normal
damage and either attempts to start a
grapple as a free action without provoking
an attack of opportunity, or it pulls the
opponent into its space without provoking
an attack of opportunity and holds him
with a —20 penalty to grapple checks. If
the creature does not Constrict, each suc-
cessful grapple check it makes during suc-
cessive rounds automatically deals anoth-
er 1d3+6 damage. Otherwise, it deals
Constriction damage as well.
Resistances (Ex): Castigoran con-
strictors have cold, electricity, and fire
resistance 10, and sonic resistance 20. The




creature ignores the first 10 or 20 points
of these types of damage done to it each
round. The creature still makes saving
throws normally.

Rust  Vulnerability (Ex): A
Castigoran constrictor is affected normal-
ly by rust attacks, such as that of a rust
monster or a rusting grasp spell.

Skills: Castigoran constrictors have a
+8 racial bonus to Climb checks. This is
worked into the above stats.

CONSTRUCTING A
CASTIGORAN CONSTRICTOR

A Castigoran Constrictor costs 10,000
gp to create, including 150 gp for the
body. This cost includes all the materials
and spell components that are consumed
by or become a permanent part of the cre-
ation.

Creating the body requires a Craft
(blacksmithing) check (DC of 20). After
the body is constructed, it is animated
through an extended magical ritual that

requires an llth-level character with the
Craft Wondrous Item feat. This ritual
requires three weeks to complete: The cre-
ator must labor for at least 8 hours each
day in a specially prepared laboratory or
workroom, similar to an alchemist’s labo-
ratory and costing 500 gp to establish. If
the creator is personally constructing the
creature’s body, the building and ritual
can be performed together.

A character not actively working on the
ritual must rest and can perform no other
activities except eating, sleeping, or talking.
If he or she misses a day, the process fails,
and the ritual must be started anew; any gp
spent on the failed ritual is lost (but not XP).
The previously crafted body can be reused,
as can the laboratory.

Completing the ritual requires casting
animate rope, bull’s strength, endure ele-
ments (three times), nondetection, resist
elements, shades, and spider climb on the
final day of the ritual, and drains 200 XP
from the creator. He or she must cast the
spells personally, but they can come from
outside sources, such as scrolls.

linked to the chain. This spike is shapeqd
like a snake tail, and covered in scale
engravings that match the head piece.

When the constrictor }rinﬂs its tail
into its mouth, this creates an
nbj uration effect that protects the
creature from detection magic. These
constructs aften WALt in mftars or
overhead areas with this power
Activated, so that when they strike
even magically prepared opponents Are
canght by surprise.

ADVENTURE SEEDS

W “Yes, yes, there are constructs that
can be created with Less life force than
the golems. I can even teach you the
process for creating the Castigoran
constrictor. It ml17 requires lesser S}JEZZS
and moderate spell power for the most
PATL, S0 more Junior wizards can try
their hands at something more powerful
than & homunculus. Most mages only
require & few scrolls or A wand to
camplete the frrjact. Now, in returmn far
terLiuq this knawle&(gz, here is what T
want...”

Ao The thieves' quild contact was most
reassuring; even though the amulet is
held in a wizard's home, the magic user
focuses on enchanting items and is not
any of the awful things that a wizard
could be. “He is not A necromancer so
there Are no undead, not A confurer so
there are no hound guardian demons,
and ot & witch so no curses to worry
apout. The danger is in }’7ein7 confronted
directly by him when he can see you,
and target you with his spells. And all
this quy does is make mngiml cloaks,
boots, and jewelry. If you don't confront
him, there should only be a magical
trap or two, and you're quite good At
detecting and getting around those. We
Know he has & ruffian and A dog to
quard his door, but if you come in from
above they're easily bypassed. No
problem ... after all, what else could an
enchanter use to protect his magic
items?”



Onw the master abjurer Castigor
realized that he would eventually
Preak with the powerful Mathuen
cabal, he knew he would need to prepare
years in Aqvance. The cAbAL held many
accomplished mages with too many
secrets to let reneqades depart unscathed
— he would need some wiay to deal with
the vast arsenal of destructive magic
that would be arraved aqainst him. One
of his solutions was the development of
the Castigoran manavore.

The Mathuens sent A force of
heavily armed adventurers and two
advanced caAbAL members to investigate
his old tower. They discovered a room
containing what Appeared tobe i rust
monster 7lm47in7 W[titiskﬂmen. C’xﬂlling
their soldiers back, the cabal’s sorcerers
unleashed a wave of destructive magic
At the creature; it merely glowed
brighter. They unleashed Another wave,
and the thing actually seemed to swell
with power. The soldiers then sent
volleys of maqical Arrows that bovnced
off the thing. Desperate, the sorcerers
ordered their warriors to charge, but the
warriors’ magical blades had Little
effect, and as expected, the creature’s
antennie dissolved them. When the
monster Leapt upon the sorcerers And
Lashed them with its antennae, they
were horrified to feel their mAgical power
being drained from them. Even the ivory
wind of one was drained of power. They
called A panicked qeneral retreat at
that point, and as the strike force fled,
the two sorcerers were struck down }’717
hidden Castigoran constrictors that bore
wreths of gartic.

Shortly after the survivors
returned to the cabal, an entire brood of
the glowing monsters Appeared in their
hatls and wreaked havoc among the
Iaboratories And Vanlts, seeking out
stored maqical items and powerful cabal
members. The cabal lost many of its
resoutces in thAt Assault, And was
delaved from pursuing Castigor for &

number af years.

CASTIGORAN MANAVORE =

Hit Dice:

Medium-size Aberration

5d8+5 (27 hp)

Initiative: +3 (Dex)

Speed: 40 ft.

AC: 18 (+3 Dex, +5 natural)

Attacks: Antennae touch +3 melee, and bite —2 melee
Damage: Antennae touch Dissolve Magic, bite 2d6
Face/Reach: 5 ft.x 5 ft./5 ft.

Special Attacks: Dissolve Magic

Special Qualities:

Darkvision 60 ft., Innate Counterspell,

Garlic Distaste, Magic Damage Reduction,
Magic Sustenance, Magical Glow, Rust Magic,
Scent, Sense Magic, Spell Resistance 14

Saves: Fort +2, Ref +4, Will +5

Abilities: Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8

Skills: Listen +9, Spot +9

Feats: Alertness

Climate/Terrain: Underground

Organization: Solitary or pair

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: 6-8 HD (Medium-size), 9—15 HD (Large)
AP

Aberration: Aberrations have  geted dispel magic effect (caster level 15). Each

Darkvision with a range of 60 feet.

Dissolve Magic (Su): A Castigoran man-
avore that makes a successful touch attack with
its antennae causes the target to be drained of
magic. If the target is a magical item, the effect
is the same as if struck by
a rod of cancellation.
The item touched gets a
saving throw (DC 19). If
a creature is holding it
at the time, then the
item can use the hold-
er’s Will save bonus in
place of its own if the
holder’s is better. If the
save is failed the item
instantly loses all magi-
cal abilities. Artifacts
are unaffected.
Spellcasters and crea-
tures with spell-like abil-
ities must make a Will
saving throw (DC 19) or
temporarily lose all memorized spells, open
spell slots, or unused uses of their spell-like abil-
ity for the rest of the day. Creatures or objects
with spells on them are affected as if by a tar-

time the manavore successfully uses its Dissolve
Magic ability, it gains 5 temporary hit points.
Garlic Distaste (Ex): The scent of garlic
repels Castigoran manavores, keeping them at
bay. A manavore will not willingly come within
15 feet of a clove of garlic,
even if there is nearby
magic. Similarly, a mana-
vore will not come within
5 feet of a person who has
caten a substantial amount
of garlic within the last 24
hours. This distaste is so
strong that a manavore
will not attempt to Dissolve
Magic within 5 feet of gar-
lic unless it has lost at least
8 points of Constitution
score due to magical star-
vation (see below). At this
point, it can once per day
attempt a Will save (DC
20) to approach within the
garlic ‘barrier’ and try to dissolve the magic.
Innate Counterspell (Su): A Castigoran
manavore is permanently protected by a con-
stant counterspell effect, which works as if a dis-




pel magic spell cast at 5th level were used to
attempt to counter spells targeting the mana-
vore. The manavore must make a dispel check:
it rolls 1d20 with a +5 bonus for its caster level
against a DG of 11 + the spell’s caster level.
Spells that are successfully counterspelled grant
the manavore 1 temporary hit point for each
level of the counterspelled spell.

Magic Damage Reduction (Su): A
Castigoran manavore gains a variable Damage
Reduction that increases with the power of the
weapon used to attack it. Against items without
magical enhancement bonuses, it gains no
Damage Reduction. Against items with +1
bonus it gains DR 5/+2, against weapons with a
+2 bonus it gains DR 10/+3, against weapons
with a +3 bonus it gains DR 15/+4, against
weapons with a +4 bonus it gains DR 20/+5,
and against weapons with a +5 or greater bonus
it gains DR 25/—, which is effective against any
attack that does not ignore Damage Reduction.
The special abilities of weapons do not affect
the manavore’s Damage Reduction, and
weapons without an magical enhancement
bonus do not trigger it.

Magic Sustenance (Ex): The Castigoran
manavore must consume at least 1 spell level or
25 gp worth of magical items per day. Each day
that the manavore does not consume magic
causes 1 point of temporary Constitution dam-
age, which cannot be healed until the mana-
vore successfully uses its Dissolve Magic ability.

Magical Glow (Su): The Castigoran
manavore glows as if illuminated by a greenish-
white candle. This glow increases as the mana-
vore dissolves magic or successfully counter-
spells it. The manavore does not benefit from
the concealment normally caused by darkness,
blur, displacement, invisibility, or similar effects.
The light is too dim to have any special effect on
undead or dark-dwelling creatures.

Rust Magic (Ex): A Castigoran manavore
that makes a successful touch attack with its
antennae causes the target magical metal item
to corrode, falling to pieces and becoming use-
less immediately. The size of the object is imma-
terial — a full suit of armor rusts away as quick-
ly as a sword. Magical armor and weapons, and
other enchanted items made of metal, must suc-
ceed at a Reflex save (DC 20) or be physically
dissolved. A magical metal weapon that deals
damage to a rust monster also corrodes imme-
diately with no save. Wooden, stone, and other

nonmetallic magical weapons are unaffected, as
are nonmagical metal weapons.

Scent (Ex): Creatures with ™15
Scent can detect opponents within
30 feet by sense of smell, and can pin-

point the source of a scent if it is with-

in 5 feet. They can follow tracks by smell, mak-
ing a Wisdom check DC 10 + 2 per hour that
the trail is cold.

Sense Magic (Ex): The Castigoran mana-
vore senses magic as the spell detect magic, up
to a range of 90 feet.

Spell Resistance (Ex): To determine if a
spell of spell-like ability works against the crea-
ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 14,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.

NEW WONDRQUS ITEM: CASTIGORAN
MANAVORE CONRQOL BOX

Castigor created a dilemma for himself
when he made his manavores. The creatures
were highly resistant to magic, and would be
incredibly destructive and dangerous if left
uncontrolled. Castigor’s solution was to create a
magical dampening effect with a delivery sys-
tem peculiar to his manavores. He made a mag-
ical iron box that appeared to be a small jack-
in-the-box, but with nothing inside. The box,
however, actually contained a shell illusion that
made it appear to manavores as a nutritious,
powerful magic item. When the shell glamer
was dissolved and consumed by a manavore, it
triggered the box’s latent secondary aspect.
This secondary magical effect temporarily sup-
pressed the manavore’s defenses for one day
solely with respect to spells cast by the magic
user who last placed the glamer on the box.
With this solution, Castigor was able to charm
and dominate his creations so they could be
implemented according to his plans.

To ‘recharge’ a box whose glamer has
already been consumed by a Castigoran mana-
vore, a spellcaster must cast magic aura on the
box. The glamer lasts only as long as it normal-
ly would, as determined by the caster’s level,
and a manavore that attempts to dissolve the
magic of a control box without a glamer in
place drains it as it would any other wondrous
item.

Caster Level: 5th; Prerequisites: Create
Wondrous Item, magic aura, dispel magic, and
spellcaster level 8th+; Market Price: 400 gp

The Castiqoran manavore is &
mAGicALLY manspulated rust monster,
with abjuration magic incorporated
nto its very essence, 9i1/ing ita
}wwarful resistance ngm’nst s;u:lls, an
innate dispelling effect, and much
lonthed antennne that dissolve magical
items instead of rusting iron. These
monsters require A diet of magical
enerqy, whether fram Lmsuming Sfall
effects or from draining magic items. The
more mngic }mm}m( nto A &Mtigarpm
manavore, the stronger tfm; get.

While extremely eﬁ‘utﬁ/ﬂ Aqainst
spells and maqical weapons, the
creatures are fairly vulnerable to
mundane Creptures And weapon
Attacks. Asa precavitionary measure,
EVery mAnavore is instilled with an
allergy to gartic, such that the
creatures Are repulsed by the scent of A
single clove.

ADVENTURE SEED

RoTn order to finance his escape,
Castigor sold A breeding pair of his
manavores to & duergar merchant of the
upper underdark. He also told the
merchant of the Mathuen's
headguarters and the treasures
contmined within, [w;n'ng to im}:im A
1aid on his opponents. The merchant has
been content, however, to breed and sell
the beasts to his brethren and other
sundry customers. One of these customers,
a duergar sguad leader, has tunneled to
Just below A surface warf temple. He is
planning & raid shortly to desecrate the
temple. A blow to their stronghold of
fith will be a blow aqainst the soul of
the dwarven people. He also hopes his
new manavore will erase the joy of
Pattle from the eves of the resident
dwarven clerics, paladins, and magical
smiths, who rely on their many blessed
weapons and heavy metal armor. Since
the raid is intended to cause damage
rather to procure Loot, the a(uergm
considers the manavore an idenl
mean.



elenians are o race that Looks
Gmmk like a werewolf in its
fuﬂ?ria( form. Ranging from £1/Z feet
to71/2 feet tall, celenians are
usually heavily muscled, vet quick.
on their feet. All celenians share the
calan’ng af timberwolves: qray, white,
or silver, streaked lightly with black.

Often, packs wander from place to
place, never settling for more than a
seAson in Any one Location. Once A
pAck.is firmly established in an area,
though, this travel moves from one
established site to another, and takes
on & set pattern that circumscribes o
Larger area that they consider their
territory. Celenian do not interact
with others very well, }mafzrn'ng to
stay hidden and away from
communities of humanoids. They see
most other races As upsetting to the
natural balance. However, they do
note that individuals can be different,
and will often treat as a member of
the pack someone who has proven his
loyalty and prowess.

Celenian packs — which are
strictly orqanized by status — are
broken up into smaller clans, each of
which specializes in & particular
craft, service, or function; for example,
clans dedicated to hunting, weapon-
maRing, and storytelling are Among
the oldest and most prestigious of the
celenian clans. Cubs are born to
}mmnts who are aften lif&mﬂtﬂ, but
they are raised by the whole
community and Are given over to the
clan that best matches their talents
and abilities upon reaching puberty.
The most skilled member of each clan
15 1ts M}me (tfwugft the requirements
ffor this status are open to
interpretation), and speaks for his
clan at pack meetings that determine
the direction the entire pack. takes.

Celenians often are tobe found
stalking and killing members of evil
races such as trolls and orcs that live

and operate in their forests. / celenian

CELENIAN —

Hit Dice:

Medium-size Monstrous Humanoid

2d8+2 (11 hp)

Initiative: +1 (Dex)

Speed: 30 ft. (hide armor); base 40 ft.

AC: 15 (+1 natural, +1 Dex, +3 hide armor)

Attacks: Battleaxe +4 melee, or javelin +3 ranged,
or bite + 4 melee

Damage: Battleaxe 1d8+2, javelin 1d6+2, bite 1d6+3

Face/Reach: 5 ft.x 5 ft./5 ft.

Special Qualities: Darkvision 60 ft., Low-Light Vision, Scent

Saves: Fort +1, Ref +4, Will +3

Abilities: Str 15, Dex 12, Con 12, Int 9, Wis 11, Cha 10

Skills: Hide +5, Listen +7, Move Silently +5, Search +1,
Spot +6, Wilderness Lore +3 (+7 when tracking
by scent)

Feats: Alertness, Track

Climate/Terrain: Forest

Organization: Solitary, pair, gang (3—10), or pack (20—160 plus

50% noncombatants plus one 4th- to 6th-level
clan alpha per 20 adults)

Challenge Rating: 1
Treasure:
Alignment:
Advancement:

Standard
Usually chaotic good

By character class (ranger)

o

Celenian Traits (Ex): All celenians
have Scent, Low-light Vision, and gain
Track and Alertness as bonus feats. They
also have +1 natural armor and a base move-
ment rate of 40 ft.

Monstrous Humanoid: Monstrous
humanoids have Darkvision with a range of
60 feet, and are proficient with all simple
weapons and with any weapons mentioned
in their entries.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Skills: All celenians gain a +2 racial
bonus to Hide, Listen, Move Silently, and
Spot checks. They also gain a +4 racial
bonus to Wilderness Lore checks when
tracking by scent. Their traditional hide
armor gives them a —3 armor check penalty.
These bonuses and penalties are worked into
the stats, above.

CELENIANS AS CHARACTERS

A celenian’s favored class is ranger, and
most of their alphas follow this profession.
Those celenians who have a high Wisdom
often become tribal shamans (clerics) and
worship the goddess Canidae (see below).

NEW DEITY.
CANIDAE, MISTRESS OF THE HUNT

Alignment: Neutral

Domains: Animal, Protection, Strength,
and Travel

Typical Worshipers: Celenians, good-
aligned lycanthropes, rangers, and
shamans

Canidae is the divine embodiment of all
that it means to be a wolf: solidarity, brother-
hood, loyalty, strength, and the thrill of the
hunt. Worshipers of Canidae do not revel in
the blood and violence of the hunt, but rather
in teamwork, community, and the nobility of
their prey. Hence, her favored weapon is the
natural bite. Canidae’s symbol is the full moon
with an eye carved into the face.

AT




“Celenian” means “those of the moon;”
they consider the moon to be Canidae’s eye,
watching over the pack. A common miscon-
ception is that celenians howl at the moon. The
truth is that celenians howl during their month-
ly religious ceremonies. These ceremonies take
place when the moon is at its fullest and
Canidae’s eye is fully open. Consequently,
when the moon is new, it is an omen of bad luck
since she cannot see or watch over the pack.

NEW DOMAIN. THE HUNT

This domain focuses on the honorable
pursuit and tracking of prey and the rela-
tionships between hunter and hunted over
great distances.

Granted Power: By sclecting an ani-
mal, humanoid, monstrous humanoid or
magical beast as the subject of your hunt,
you may use the Track feat to pursue that
one creature. A specific, individual creature
must be selected by you by sight or by name.
Each day you have the option to select a new
subject or to continue pursuing the previous

day’s subject, even if you haven’t
seen it since. You enjoy a +8
bonus to Wilderness Lore checks
to pursue your chosen target.

HUNT DOMAIN SPELLS

1. Pass Without Trace. One subject per
level leaves no tracks.

2. Tree Shape. You look precisely like a
tree for 1 hour/level.

3. Snare. Creates a magical booby trap.

4. Control Plants. Talk to and control
plants and fungi.

5. Freedom of Movement. Subject moves
normally despite impediments.

6. Tree Stride. Step from one tree to
another far away.

7. Control Weather. Changes weather in
local area.

8. Discern Location. Exact location of
creature or object.

9. Sympathy. Object or location attracts
certain creatures.

is distinquished from a werewolf ]717 its
Lack. of claws. This distinction makes
A lnrge t{tﬁ‘er‘mce in combat, where
celenians tend to depend on their
weapons, relt;ing on their natural bite
attack when disarmed. These
creatures aftm attack in groups so
that they can flank their opponents.

ADVENTURE SEEDS

QO The caravan that the PCs are
travelling with is ambushed by
celenians. The Attack. is not A random
one, however. The merchants stole o
relic sacred to the celenians and
refused to give it back. This item is in
one of the WAGONS.

& The qovernment of their homeland
asks the PCs to make an arduous
overland treK. in order to make contact
with a new race. They are to secure A
peace deal. However, when t[wy
finnll:; fina{ A celenian ;;mk, not
only are they forced to learn the
pack’s way of doing things before the
neqotintions proceed and they're
allowed to speak with the council of
clan alphas, but the celeninns then
demand that the humanoids stop their
efforts at mining and logging in their
territory — efforts that are inteqral to
the nation’s war plans.



ellar qwellers, which are also

known as cavern sprites, Are no
more than two inches tall. They are
known to take up residence in Large
wine cellars or cluttered basements.
They aveid direct contact with the
owners of the house they infest, but
once they decide to take possession of &
basement, cellar dwellers Attempt to
scare AWy the owners by creating the
illusion that the house is actually
haunted. They move objects, cause
ghostly sounds to manifest, anq
magically open and close doors and
cuphonrds, for example. Once the
owners have left, these tiny fey have
the run of the house. They eventually
abandon the house once it has been
cleared of everything edible or
valuable.

Cellar dwellers are covered with a
short, coarse fur that is gray with
biack stripes. Their eyes are solid black.
orbs and they have a short, stubby
tail. Cellar dwellers often wear
clothing patched together from the
belongings of humanoids, usually
made of darK. colors. Unfortunately,
cellar dwellers are renowned far
increasing their numbers quickly. It
takes an infant cellar dweller four
days to reach adult maturity, and a
female cellar qweller Always gives
birth to twins, tri}alt:ts, or q_ym(ruplzts.
With their innate magical abilities,
cellar dwellers have been also known
to capture and take humans as

SPWA ses.

Cellar dwellers do not Like to face
combat, but will use their maqical
abilities to their advantage 7717
animating objects to do their compat
for them. They have even been known
to rouse packs of rats and other

subterranean creatures to their

defense.

A Little-Known secret Among the
old and wise that have encountered
such creatures is that placing abowl
of curdled milk in the basement repels

CELLAR DWELLER _ f=

Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Fine Fey

1d6 (3 hp)

+10 (+4 Improved Initiative, +6 Dex)
15 ft., burrow 5 ft.

24 (+8 size, +6 Dex)

Dagger +14 melee, or hand crossbow +14
ranged

Dagger 1d4-3, hand crossbow 1d4
1/2 ft. x 1/2 ft./0O ft.

Spell-like Abilities

Darkvision 20 ft., Tremorsense 30 ft.,
Underground Animal Empathy

Saves: Fort +0, Reflex +8, Will +3

Abilities: Str 4, Dex 22, Con 10, Int 15, Wis 13, Cha 11

Skills: Animal Empathy +4 (+8 for underground ani-
mals), Climb +0, Disable Device +4,
Escape Artist +10, Handle Animal +4 (+8 for
underground animals), Hide +22 (+26 in the
dark; +30 in cellars, dungeons, and caverns),
Intuit Direction +5 (+9 when underground),
Jump +1, Listen +8, Open Lock +4, Search +6,
Spot +8, Tumble +7

Feats: Alertness, Improved Initiative,
Weapon Finesse (dagger)

Climate/Terrain: Urban underground

Organization: Gang (2-5) or platoon (20—40)

Challenge Rating: 3
Treasure:
Alignment:
Advancement:

No coins, 70% gems, 30% items
Usually chaotic neutral
2-3 HD (Fine)

bV

Fey: Rather than having the Low-
light Vision common to fey, cellar dwellers
have Darkvision with a range of 20 feet,
and are proficient with all simple weapons
and those mentioned in their entries.

Skills: Cellar dwellers have a +16 size
bonus to Hide checks. Due to the col-
oration of their skin and dark clothing,
cellar dwellers have a +8 racial bonus to
Hide checks in cellars, dungeons, and cav-
erns. When outdoors in the dark they
have a +4 bonus to their Hide check.
Cellar dwellers also receive a +4 racial
bonus to Animal Empathy and Handle
Animal skills when dealing with under-
ground animals, and a +4 circumstance
bonus to Intuit Direction checks when

underground. They take a —2 penalty to
Open Lock and Disable Device checks,
since they don’t have thieves’ tools of the
proper size. These bonuses are worked
into the stats, above.

Spell-like Abilities: Cellar dwellers
can cast the following spells as a 3rd-level
sorcerer. The DC to resist these abilities is
10 + the spell level.

l/day — ghost sound, mage hand,
open/close, darkness, knock, levitate,
whispering wind, nondetection

Once per day, a group of five or more
cellar dwellers may work together to cast a
more powerful spell. They may perma-
nently shrink the target down to two inch-
es as if by an improved version of the spell
reduce as cast by a sorcerer of 5th level,
provided the victim is of Medium size or
smaller. A Fortitude check (DC 11) is
required to negate the effect. However,
with every two cellar dwellers over five
that are in the casting group, the DC
increases by one point.




Tremorsense (Ex): By feeling vibra-
tions in the earth, cellar dwellers automat-
ically senses the location of anything that
is in contact with the ground, moving, and
within 30 feet.

Underground Animal Empathy
(Ex): Cellar Dwellers can communicate

and empathize with normal
subterranean animals. This
gives them a +2 racial bonus to
checks when influencing the ani-
mal’s attitude, and allows the communica-
tion of simple concepts and (if the animal
is friendly) commands.

“T'd heard to put a bowt of milk.in the cellar over night to send
these bugqers away, but don’t you believe it. Woke up the next
morning to find the Kitchen eaten empty and my boots out with the

cows. It was & messaqe, I say. Tl [u:17 s flpm on stm;ing. ”

— Farmer Cotswald

these tiny invaders. Cellar qwellers
hate the odor of sour milk and will
leave the aren immedintely. They
have a tove of onyx qemstones, though,
and their Loyalty may be bought for a
short time with these treasures.

ADVENTURE SEED

& The PCs enter a small town to
Jind several waqons Loaded with
betongings along the main road, and a
line leading into the country inn.
Inside, & boisterous man can be heard
haggling over the price of something.

Pendre Sous, A local merchant, is
purchasing a number of the local
farms ... and many of the farmers are
loking to sell in & hurry because of
the disappearance of two entire
households. The Pulmans and the
Barleys, and their respective farm
hands, Are missing. Many af the falk
Pelieve that either Pendre caused the
disappearances in order to scare off the
farmers and force the price of their
Land down, or the households have
been Lost to demons.

When they question Pendre, the
Pes discover he betieves he's doing the
farmers a favor. #e has no clue if he
can sell the farms with such horrible
TUmors going on, tiwug[», 50 he's
willing to hire the party to clear his
name and raise the value of the farms
he has atready purchased by
discovering the whereabouts of the
Pulmans and Bmlm;s.

The truth, a Large portion of the
Jarming community is already
overrun with cellar dwellers. They
have tunneled into several buildings
and have already cavsed A great deal
af a(iﬁicu tt17 far the occupants, tfwugh
most of them don't yet realize there's a
cause for the strange happenings.
Worse yet, the two missing fnmilies
have been shrunk by the cellar
dwellers, who took. them down into

their underground homes As workers.



@empms are fey spirits of the deep
woods, wild and dangerous hunters
and warriors of the forests. They roam
through the forest trils by day, seeking
qame and intrinders, and dance Aroung
rmrinq bmfires at nigf»t, singing sonqs
that were old when mankind was born.
They quard their hunting grovnds and
living spaces fiercely, dealing with all
intruders As inVaders — or prey. Cernan
are not especinlly warlike amongst
themselves. They have been known to
speak. with druids about the conditions
of their favored hunting grounds, but
even then they do not display anything
approaching friendliness.

Cernans Look. like tall men with
the heads of stags, complete with
impressive antlers. Their skin is mottled
green, with brown fur caVan’ng their
heads and running down their chests
and spines. They dress in Laveers of
uncured hide, and carry weapons of
stone and wood, Along with a few crude
personal items in A pouch. Feathers,
bones, leather strips, and stone Are used
forbody decoration, and many cernans
etch and stain intricate spiral patterns
into their antlers. Despite Appearances,
cernans are strict carniveres. Within
the stag-like mouth, they have vicious
[angs, which they do not hesitate to use

in compat. There are no femnle cernans.

ADVENTURE SEEDS

AoAfter & small farming community
burns some wooded Land to expand their
fields, they become the target of repented
attacks by cernans, who do their best to
destroy their homes and Livestock, and
have mannged to Kill several of the
[armers. The fire that the farmers used
to clear the Land destroved the cernans’
holy glade, and they mean to have
their vengeance. Characters may be
enlisted to defend the beleaquered
vitlage, or to broker a truce with the
entaged fey. If the party has rangers or
druids in it, they may even want to side
with the cernans on this one.

LT

CERNAN

&

Im====n

Medium-size Fey

Hit Dice: 2d6+4 (11 hp)

Initiative: +2 (Dex)

Speed: 20 ft. (hide armor); base 30 ft.

AC: 15 (+2 Dex, +3 hide armor)

Attacks: Greatclub +3 melee, or halfspear +3 melee,

or antler gore +3 melee, or bite +3 melee
Damage: Greatclub 1d10+2, halfspear 1d6+2,
antler gore 1d6+3, bite 1d6+3

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Abilities: Low-light Vision

Saves: Fort +2, Ref +5, Will +6

Abilities: Str 15, Dex 15, Con 15, Int 10, Wis 16, Cha 15

Skills: Animal Empathy +7, Hide +4, Intimidate +6,
Knowledge (nature) +3, Listen +3, Move Silently
+4, Spot +3, Swim +7, Wilderness Lore +8

Feats: Track

Climate/Terrain: Forest

Organization: Solitary, band (2-5), or clan (10-20)

Challenge Rating: 1

Treasure: None

Alignment: Usually chaotic neutral

Advancement: 3-6 HD (Medium-size)

Cernans speak only Sylvan. [ o ) L i) I_

Fey: Fey have Low-light Vision, and | Bl _,-E.- .l_"_:'"
are proficient with all simple weapons and > rwﬁ i. 41-"
those mentioned in their entries. 2 A

Skills: Cernans take a —3 armor
check penalty for their customary
hide armor. This is worked into
the skills above.



o CHUPACABRA
Medium-sized Magical Beast

Hit Dice: 3d10+3 (19 hp)
Initiative: +1 (Dex)
Speed: 30 ft., fly 40 ft. (average)
AC: 15 (+1 Dex, +4 natural)
Attacks: Bite +3 melee
Damage: Bite 1d6 plus poison
Face/Reach: 5t x 5 ft./5 ft.
Special Attacks: Blood Drain, Poison

Special Qualities: Darkvision 60 ft., Invisibility, Low-light Vision,

Nondetection, Rapid Decomposition

Saves: Fort +4, Ref +4, Will +2

Abilities: Str 11, Dex 12, Con 12, Int 4, Wis 12, Cha 8
Skills: Listen +6, Spot +6, Move Silently +5

Feats: Alertness

Climate/Terrain: Warm land

Organization: Solitary, pair, or flock (3—12)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 4-6 HD (Medium-size), 7-10 HD (Large)

P AL

Blood Drain (Ex): If a chupacabra paralyzes an opponent with its poison, it latches on and starts
to drink blood. It does 1 point of temporary Constitution score damage each round, and can drink
up to 2 points per Hit Die it possesses. A Constitution score of 0 means the character is dead. Points
lost to temporary damage return at the rate of 1 point per day (or double that with total rest) per each
damaged ability, and the spells lesser restoration and restoration offset it. A chupacabra always
becomes visible when drinking blood.

Feats: Chupacabra receive Alertness free as a racial bonus.

Invisibility (Su): A goat sucker can become invisi-
ble as or during a move-equivalent action, as though
affected by an improved invisibility spell. The effect lasts

indefinitely, but ends when the chupacabra starts drink-
ing blood. It cannot become invisible again until it
releases its prey.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and Low-
light Vision.

Nondetection (Su): A chupacabra is
always protected by a nondetection effect.
Anyone attempting to track or locate a chu-
pacabra by magical means must succeed at a cast-
er level check (1d20 + caster level) against a DC of 18.

Poison (Ex): The chupacabra delivers its poison
through a successful bite attack. It requires a Fortitude
save DC 12, primary damage is paralysiS, and
secondary damage is unconsciousness.

Rapid Decomposition (Ex): If
killed, a chupacabra’s body quickly
decomposes.
approximately three minutes, after

The process takes |

which all that remains are a few

pieces of its skeleton. The remains are
almost indistinguishable from those of a i
large coyote or dog. A gentle repose spell —
will prevent this decomposition.

7'141 elusive “5mt suckers” are &
}zlﬂbgue on many small peasant
communities. These nocturnal
predators prey on qoats, cattle, and
other Livestock, Wankam’ng or even
kitling the animals and leaving
almost no trace of their attacks.
Indeed, few nobles or scholars believe
that c[m;:m:n]?ms exist. Even when
qoatherds have succeeded in Killing a
qoat sucker, t[ua; are left without o
body to show the authorities.

Chupacabras are rarely visible,
except when Jeeding. Tfuay resemple
Large, Long-snouted dogs with big eyes,
needle-like claws, and Large hat

Winqs.

Goat suckers will typically flee
when discovered, but a rare few gain a
taste for human blood and Actively
attack villagers or hunters. They
swoop down im/isibly upon their prey,
paralyzing it with their poisoned bite
T?efare starting to drink. its blood.

ADVENTURE SEEDS

A The PCs stop to rest in an isolated
village. They are awaKened in the
night to panicked cries, and upon
investigation they find that a
number of gonts Aave mysteriously
died or fallen ill. The villagers
mumble “el chupacabra!” under their
breaths, and flzm( far the PCs to [ualf
them. The local constable, meanwhile,
dismisses their claims as “peasant

su }Jerstitian. &

o A deranged druid has been }’7reaa(in5
chupacabras with a taste for
humanoid blood. She's started using
them to raid nearby villages that are
farming in sacred hills and valleys.
The villagers are terrified, but rely on
those fields for sustenance. Can the
PCs find a compromise?



PALE KING

y creatures Are Linked to every
aspect of nature, including death.

Their god of the dead, Arawn, dwells in
the bleak Land of Annwn, the fey
equivalent of the underworld, and does
not venture forth under the sun any
Longer. This is not to say that his
influancz s not felt inthe living world,
however; his }mla kings roam the sunlit
Lands, acting As his representatives and
worshipers.

The pale kings are powerful fey
intimately linked to Arawn. They are
among the most feared of the fey folk, as
tf\m/ have Little use far the living, but
seek. only to build their own power And
to serve their dark master. To this end,
they work. to build an army of thralls to
serve them as they serve the lord of
Annwn.

There is & strong rivalry Petween
paleKings, as each year at the
autumnal equinox they must present
themselves and all that they have
accomplished in the past year to Arawn.
The fey Lord of the dead judges his
servants, and rewards those who have
spread fear of death through the Lands of
the living, and have increased the power
of their courts. Those who are
overshadowed by the achievements of
their fellows are punished, and the
weakest is Always destroved. This Leads
the pale kings to covertly interfere with
their fellows, as well as pursue their
own schemes.

Too Large for ordinary horses, pale
Kings use dire Animals as steeds, riding
them into battle and on their hunts.
These dire Aanimals are often the first
thralls of & pale king — wndeaq
creatures forever bound to their masters
— and serve faithfully and fearlessly
as their masters scour the world for
victims and thralls.

Pale kings look. like beautiful,
perfectly proportioned elves, although
they stand nine feet tall. Their hair is a

COURT OF THE PALE KING |=

Large Fey
Hit Dice: 4d6+4 (18 hp)
Initiative: +1 (Dex)
Speed: 20 ft. (banded mail); base 30 ft.
AC: 16 (—1 size, +1 Dex, +6 banded mail)
Attacks: Huge greatsword +4 melee,
or longbow +2 ranged
Damage: Huge greatsword 2d8+2, longbow 1d8
Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Death Gaze, Rebuke Undead

Special Qualities:

Saves:
Abilities:
Skills:

Animate Dead, Death Thrall, Damage
Reduction 10/+1, Low-light Vision, Spell
Resistance 16, Summon Hounds of Arawn
Fort +2, Ref +5, Will +6

Str 15, Dex 13, Con 13, Int 16, Wis 14, Cha 17
Bluft +10, Diplomacy +7, Disguise +3 (+5 for
acting in character), Innuendo +2 (+4 to trans-
mit a message; +4 to intercept a message),
Intimidate +12, Knowledge (arcana) +10,
Listen +8, Pick Pocket —3, Ride +8, Search +8,

Sense Motive +9, Spot +8
Feats: Cleave, Dodge, Power Attack,
Weapon Focus (greatsword)

Climate/Terrain:
Organization:

Temperate hills and forest
Solitary or court (1 pale king plus 1-6 thralls,

1-10 skeletons, and 1-6 zombies)

Challenge Rating: 6

Treasure: Standard
Alignment: Always lawful evil
Advancement: 5-6 (Large), 7-12 HD (Huge)
o
Death Thrall (Su): Any creature slain
PALE IQNG by the pale king’s Death Gaze may be called

Because of the limited number of thralls
that pale kings can control, they tend to be
very selective about those they recruit. In
combat, they use their Death Gaze ability
against the most promising and powerful of
their enemies rather than attacking them
physically, as well as against any others who
get in their way. After combat, they revive
and claim those they choose to join them.

Animate Dead (Sp): Once per day, a
pale king may animate dead as an 8th-level
cleric.

Death Gaze (Su): As a full-round
action, the pale king may gaze at a target

within 30 ft., forcing the target to make a
Fortitude save (DC 15) or die.

back and forced to serve as the pale king’s
thrall. Calling back a slain creature takes five
full minutes of the pale king touching the
corpse. Creatures called back as thralls have
the “Thrall of the Pale King” template; see
the Templates section. Each pale king can
control a number of thralls equal to twice his
Charisma bonus.

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Rebuke Undead (Su): A pale king may
Rebuke and Command undead as an 8-




COURT OF THE PALE KING

HOUND OF ARAWN

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:

Medium-size Outsider (Lawful, Evil)
2d8+2 (11 hp)

+1 (Dex)

60 ft.

14 (+1 Dex, +3 natural)

Bite +4 melee

Bite 1d6+3

5 ft. x 5 ft./5 ft.

Frightful Presence, Smite Good

Darkvision 60 ft., Damage Reduction 10/+2,
Immunities, Scent, Spell Resistance 15

Fort +4, Ref +4, Will +3

Str 15, Dex 13, Con 13, Int 3, Wis 10, Cha 10
Listen +4, Spot +4

Expertise, Improved Trip

Any land

Solitary, pack (28, possibly accompanied by a pale
king and his court of 1-6 thralls of the pale king,
1-6 zombies, and 1-10 skeletons), or hunt (5-20)
3

None

Always lawful evil

3 (Medium-size), 4-6 HD (Large)

rich 7010{, Aand is usunlh7 worn Loose,
[atling around their shoulders. Their
skin is the color of bleached bone, and
their eves are fentureless pLAck pits.
T[wv; sport A set af curling ram s horns on
their heads. In battle, they wear
featureless LAck iron banded mail,
forged in the armories of the underworld,
and wield huge PLACk greatswords with
bone handles. Their lmg}au?s Are mAade
from the bones of their victims.

ADVENTURE SEED

R0 0ne of the characters has attracteq
the eve of & pale King who is Locking to
Add & new thrall to his stable. For
several weeks, the ?Me kinq fallmvs the
party At a distance, often allowing
himself to be silhouetted Agninst the
skyline on his movnt, and sending
thralls and vndead to test the
prospective recruit in combat. After
qetting an iden of the capabilities of the
character, the pale King will move in to
slay the chosen one and then claim him
or her as & thrall. Of course, his current
thralls may not want a new playmate,
and may decide to eliminate their
prospective comrade from the running.
And all the witnesses, of course.

HOUND OF ARAWN

q s the hunting dogs of the fey Lord
of the dead, the hounds of Arawn

wre fierce, implacable foes. They roam
the bleak. tand of Annwn, the home of
Arawn, and Are sometimes Loosed in the
world of men to hunt down those who
have greatly anqered the ruter of the
underworld, or just to thin the numbers
of good beings. Arawn also Loans his prize
hounds to his servants in the mortal
world. Pale kings have the M;ility to
summon A& hunting pack. to aid them.

The hounds Love to terrify their
prey, chase it across the countryside, and
Kill only when their guarry has lost the
will to defend itself. Those who cross the
pAth of & hunting pack. are often set



upon as prey, as well, and the running
of the hounds of Arawn is often
mistaKen for the Wild #unt of legend.
On especially important hunts, their
Lord joins them.

T} lwugk unremittingly evil, the
hounds can be forced to dbey A strong
master. Many leqends speak.of brave
elven warriors mmking into Annwn to
steal a pair of pups, then raising and
training them. While this is ;wssi}le, it
is A certain way to earn the enmity of
Arawn hamself, and most of these brave
herves eventunlly met with gristy fates.

The hovnds of Arawn are bone-
white dogs the size of Large wolves, with
blood-red ears. Their eves glow softly red,
as well, and their overall shage is that
of the great mastiffs used as war-dogs.
They have a cruel cu nning to them, but
Arenot truly intelligmt.

ADVENTURE SEEDS

W While camped in the woods, the
characters hear the baying of the
hounds of Arawn in the distance. As the
night progresses, the hounds get closer,
and their prey, & young boy, runs
through the characters’ campsite,
foltowed closely by the hounds.
Frightened characters may have no
choice but to join the ]7017 in his flight.

R0 pate king has challenged a local
meortal lord to & hunting contest.
Though the mortal Lord has the most
renownes kunting ka in the regi(m, it
is no match for the hounds of Arawn,
unless the Lord can find a skilled growp
of adventurers to manaqe his dogs and
Assist in the hunt. #e needs to win: he's
wiaqered the hand of his daughter on the
hunt.

level cleric up to six times per
day.

Skills: Pale kings take a —6

armor check penalty for their band-

ed mail armor. They receive +2 syner-
gy bonuses for Diplomacy, Disguise when
acting in character, Innuendo to transmit a
message, Intimidate, and Pick Pocket checks.
They also receive a second +2 synergy bonus
for Diplomacy checks, and for Innuendo
checks to intercept a message. This is figured
into their stats.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 16, the spell works normally, though
the creature still gets a saving throw if the
spell allows such.

Summon Hounds of Arawn (Sp):
Once per day, the pale king may attempt to
summon a hunting pack of the hounds of
Arawn with a 50% chance of succeeding.
The hounds arrive in a pack of 2-5 crea-
tures.

HouUND OF ARAWN

Damage Reduction (Su): Hounds of
Arawn ignore 10 hit points from most
weapons and natural attacks. A +2 weapon
or better negates the ability.

Feats: Hounds of Arawn receive
Improved Trip free as a racial bonus.

Frightful Presence (Su): When the
hounds of Arawn howl, they inspire fear in
their prey. Anyone hearing such a howl with-
in a 30-foot range must make a Will save
(DG 11) or become frightened for 5d6
rounds; frightened characters flee or suffer a
—2 morale penalty on attack rolls, weapon
damage rolls, and saving throws if they are
unable to flee. Those who make their save
are shaken for a similar duration; shaken
characters suffer a —2 morale penalty on
attack rolls, weapon damage rolls, and sav-
ing throws.

Immunities: The hounds of Arawn are
immune to damage from cold and fire.

Outsider: Outsiders have Darkvision
with a range of 60 feet. Hounds of Arawn are
not proficient with weapons. A slain outsider

cannot be raised or resurrected, although a
wish or miracle spell can restore it to life.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 3 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Smite Good (Su): Once per day, a
hound of Arawn may make a normal attack
to deal additional damage to a good foe. The
damage bonus is equal to the hit dice of the
hound (usually 2).

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 15, the spell works normally, though
the creature still gets a saving throw if the
spell allows such.

NEW DEITY. ARAWN, LORD OF THE
LANDS OF THE DEAD

Alignment: Lawful Evil

Domains: Death, Law, War

Typical Worshipers: Pale kings, evil fey,
undead creatures, necromancers, and
inhabitants of Annwn

Arawn is the fey lord of the dead, and
dwells in the bleak underworld of Annwn.
He is the representation of the natural law
that all things must end, even life. He revels
in his role, and rules his shadowy domain
with an iron hand, pitting his faithful ser-
vants against one another to win his praise.
Sometimes he even extends his reach into
the lands of the living, either through his
mortal servants or his hunting hounds,
although he cannot physically travel in the
lands of the sun.

Being responsible for keeping the laws of
the dead and ruling over them in the under-
world has made Arawn a hard, bitter god.
He tolerates no insubordination, though he
is rumored to have been quite a rogue in his
youth. He acts as king and war leader in his
realm, and dispenses justice to his subjects
with an iron hand. He holds his word sacred,
and honors any promise he makes or deal he
strikes, regardless of the other party.

Arawn’s favored weapon is the bastard
sword, and his symbol is such a sword pierc-
ing the hollow eye of a crowned skull.°




{m==={ CREEPING FIEND

Hit Dice:
Initiative:
Speed:

AC:
Attacks:
Damage:
Face/Reach:

Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Advancement:

Tiny Magical Beast

1/2d10 (2 hp)

+4 (Dex)

20 ft., climb 20 ft.

17 (+2 size, +4 Dex, +1 natural)
2 claws +6, and bite +1

Claws 1d3—4 each, bite 1d3-6
21/2 ft. x 2 1/2 /0 ft.

Sneak Attack +1d6

Improved Evasion, Low-light Vision,
Darkvision 60 ft.

Fort +0, Ref +4, Will +0

Str 3, Dex 19, Con 10, Int 5, Wis 10, Cha 10
Climb +5, Hide +12, Listen +3,

Move Silently +7, Spot +3

Weapon Finesse (claws)

Temperate forest, hills, and marsh

Gang (2-5), swarm (5-20), mob (20-40),

or plague (40-60)

1/4

Standard

Always chaotic evil

1-2 HD (Small)

A

Feats: Creeping fiends receive Weapon Finesse (claws) free as a racial bonus.

Improved Evasion (Ex): The nimbleness of a creeping fiend allows it to get out of

harm’s way with incredible speed. If exposed to an effect that normally allows a Reflex save

for half damage, the fiend takes no damage with a successful save. Even with a failed save,

the fiend takes no damage.

Magical Beast: Magical

beasts have Darkvision
with a range of 60 feet

and Low-light Vision.

Sneak  Attack

(Ex): Creeping
fiends are masters
of striking from
hiding. Whenever
the target crea-
ture is denied its
Dexterity bonus
to armor class, or
when flanked, a
successful hit by
the creeping fiend

does an extra 1d6 damage.
Skills: Creeping fiends receive

a +8 racial bonus to Climb checks, and a

+8 size bonus to Hide checks. This is

worked into the above stats.

Omz of the most feared predators in
rural arens, the creeping fiend
prowls through the undergrowth,
Killing and eating any prey it comes
across. Though not much of & threat
singly, fiends AttACK en masse, wsually
from hiding, and have been known to
bring down dire bears with their razor-
sharp claws. Small gangs of creeping
fiends don’t cause much trouble, ut
population explosions can mean the
extinction of all the animal life in an
entire Ared. Sustained periods of gooq
hunting can rapidly qet out of hand, as
Larger bands are able tobring down their
prey with feu/er Losses, and the
population Keeps increasing. Records
exist of entire towns falling prey to these
nasty creatures. When the creeping
fiend population starts qetting too
numerous, many Local Lords mount
hunting parties, paving a ounty on
their claws.

In appearance, creeping fiends
Look. Like Fipedal cats eighteen inches
tall, with thick scales rather than
Jur. They tend to dark. brown, qray,
and black coloration, and have Large
yellow eves, with aﬁlmg, shey~lika
pupils. Their claws are two inches
long, and razor sharp. Their teeth are
A tﬁmgle af lrmg, needle-like fnngs,
and their tails are semi-prehensile.

ADVENTURE SEED

& Some merchant qentus decided
that creeping fiends would make great
quardian beasts. He trapped, at great
risk. and expense, & small swarm of the
creatures, and brought them into town
to try to sell them to the rich and
security-conscious. #He failed to count
on two tf»ings, tﬁaug[»: one was the
ferocity of the creatures, and the other
wis the rate at which they bred.
Befare he was able to sell them, t[wy
overwhelmed him As he tried to
transfer some to another cage. Now
there are creeping fiends prowling the
alleys and sewers of the city, preying
on the weak and alone. And they're
still }reea{inq



MALES

araffing squid Are coelenterates,
like octopuses, that float

through the air suspended by gas sacs.
Tkﬂ? Are ommivorous, but do not ent
Large creatures like humans. Male
cropping squid are only Aqqressive
during mating season, when t[wy
secure A territory, then use their
tentacles to clear tracks over A wide
patch of ground. These patterns in the
veqetation, visible from the air,
attract the female of the species.

Magi have recently tinkered
with the cropping squid to create a
male that, during a prolonged mating
season, clears entire Areas of farmland.
These so-called “sickle” squids are
relﬁbtit/ely inaxpemﬁ/e to feec{, since
they et scraps and leaves, and some
nobles have already formed collectives
that own A single squid. T [m; share it,
using it in preference to hiring
dayworkers to harvest their crops. This
has caused unemployment and

resentment in some rural Areas.

Although they are formidable
fighters if roused to self-defense, both
cropping and sickle squid are Afraid of
fire. Some attackers have discovered
that it is unnecessary to Kill the
squiid, since severing the thickest
tentacle, which contains its sperm.-
;mcket, mAaKes the squid unu?illing to
clear crops until the next mating
season. Cropping squid do not use their
f?reep(ing tentacle in compat.

In the Last few months, the
creators of the sickle squid have
developed yet anvther a VAriant, the
“hatchet” squid, with thick
chitinous blades on its tentacles.
These squid Are }eing sold to noblemen
to replace forest Laborers. #atchet
squid cut down mature trees, dress
them, and Lift the Logs out of the
Warking Ared, one tree At A time. A
complication, of which the squid’s

creators Are unaAware, is that

CROPPING SQUID [

Hit Dice:
Initiative:

Speed:
AC:
Attacks:
Damage:

Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Huge Magical Beast

12d10-12 (54 hp)

+5 (Dex)

Fly 80 ft. (average)

13 (-2 size, +5 Dex)

10 tentacles +15/+10/+5 melee

Tentacle rakes 1d6+5 each (cropping),
2d4+5 each (sickle), or 2d6+5 each (hatchet)
10 ft. x 20 ft./10 ft. (40 ft. with tentacles)
Constrict 1d6+6, Improved Grab
Darkvision 60 ft., Float, Jet, Low-light Vision
Fort 7, Ref 13, Will +5

Str 20, Dex 20, Con 9, Int 3, Wis 12, Cha 5
Intuit Direction +5, Listen +8, Spot +8
Alertness, Multiattack

Any land

Solitary or paired (1 male with 1 female)

6

None

Always neutral

13—14 HD (Huge)

o

MALE

Constrict (Ex): The creature crushes
its opponent, dealing 1d6+6 bludgeoning
damage, after making a successful grapple
check. It deals Constriction damage in
addition to damage dealt by the tentacle
used to grab.

Float (Ex): The cropping squid flies
at a rate of 80 feet per round. It also has
the equivalent of a permanent feather fall
effect at personal range.

Improved Grab (Ex): If the creature
hits an opponent of at least Large size or
smaller with a tentacle, it deals normal
damage and either attempts to start a
grapple as a free action without provoking
an attack of opportunity, or it pulls the
opponent into its space without provoking
an attack of opportunity and holds him
with a —20 penalty to grapple checks,
using its remaining attacks against other
opponents. If the creature does not
Constrict, each successful grapple check it

makes during successive rounds automati-
cally deals the normal damage listed for a

tentacle attack. Otherwise, it deals 1d6+6
constriction damage as well.

Jet (Ex): As a full-round action, the
cropping squid can shoot directly upward
60 feet in a single round.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and
Low-light Vision.

FEMALE

Constrict (Ex): The creature crushes
its opponent, dealing 2d6+12 (tentacle) or
1d8+6 (arm) bludgeoning damage, after
making a successful grapple check. It
deals Constriction damage in addition to
damage dealt by the tentacle or arm used
to grab.

Float (Ex): The cropping squid flies
at a rate of 80 feet per round. It also has
the equivalent of a permanent feather fall
effect at personal range.

Improved Grab (Ex): If the creature
hits an opponent of at least Huge size or
smaller with a tentacle or arm, it deals




normal damage and either attempts to
start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. If the creature does not
Constrict, each successful grapple check it
makes during successive rounds automati-
cally deals the normal damage listed for a
tentacle or arm attack. Otherwise, it deals
2d6+12 (tentacle) or 1d8+6 (arm) constric-
tion damage as well.

Jet (Ex): As a full-round action, the
cropping squid can shoot directly upward
60 feet in a single round.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and
Low-light Vision.

Skills: Female cropping squid have a
+10 racial bonus to Spot checks for detect-
ing male cropping squids. This is figured
into the stats above.

Swallow Whole (Ex): If the creature
makes a second successful grapple check
after a grab, it swallows its prey, which
can be up to Huge size. Damage is 2d8+12
bludgeoning plus 1d8 points of acid dam-
age per round. A swallowed creature can
cut its way out by using claws or a Small
or Tiny slashing weapon to deal 35 points
of damage to the gizzard (AC 12). Once
the creature exits, muscular action closes
the hole; another swallowed opponent
must again cut its own way out. This
female cropping squid’s gizzard can hold
2 Medium-size, 4 Small, 8 Tiny, 16
Diminuative, or 32 Fine or smaller oppo-
nents.

although sickle squids’ clear fields do
not attract females, the harvesting
patterns of hatchet squids do.

ADVENTURE SEEDS

o A grovp of nobles has hired the PCs
to escort their sickle squid from
property to property, And to quard it
at night. The plaver characters have
to outwit peasant saboteurs and fight
off squid-rustling bandits. When
another male sickle squid strays into
the aren, the PCs must also make sure
their charge doesn't have its mating
tentacle ripped off in a territorial
brawl. But the worst part of the
assignment is the day-to-day
maintainance of the sguid; the
characters must feed it, muck out its
barn, and calm it down in the
presence of fires ]717 MASSAGing its

tentacles and singing to it.

o A small community, whose
population of healthy adults has been
decimated ]717 a recently concluded
war, has pooled its money to buy o
hatchet squid. As it slowly carves its
WAy into & local farast, the squid
upsets the monsters that reside within.
The plaver characters are asked to
quard the squid from these monsters, in
exchange for ownership of one of the
surplus houses the village now has.
The characters must fight the evils
that lurk in the forest while
defending their charge, and
ultimately protect the community
from the female attracted by the male
fmrw,sting pattern ...

FEMALES

male cmﬂaing squid Are enormous,
} translucent sacs af qAs that flmt

in the uppermost atmosphere, coming
to the ground only during mating
season. They sink. down near the
grovnd cleared by a male, take in the
reproductive tentacle of the other
squid, and then butk up by feeding on



whatever is namﬁy. Females are
perfectly cﬂpm}la of eating humans.
Once they have consumed enongh food,
they rise aqain into the upper Air ang
ex;:laa(a, smttzn’ng their translucent
eqqs on the winds; the female dies
during the expulsion of her eqgs.

Each eqq is about & Jfoot Long, and
has about five pounds of Lift. Masons,
who use them to Lift stones to the top of
buildings, and noblewomen, who
believe eating them contributes to o
slender figure, prize the eqqs. They are
worth about 100 gp each, but are
difficult to catch, since the dying
squid ejects them convulsively and
they are very slippery. Each female
squid contains 10420 eqqs during

mwting SeASON.

ADVENTURE SEED

& The characters are traveling in a
theocratic state. #aving completed an
adventure and gained the trust of the
high priest, they are invited to tour
his palace gardens. There they view a
remarkable, gem-encrusted globe that
floats in mid-air, said to be & gift from
the local god. s the plavers watch,
the relic shatters and a slimy,
Jloating sqwid crawls out of it. It
becomes clear that the globe was a
cropping squid eqq, which had been
decorated with jewels.

The high priest’s enemies
promptly beqin to spread the rumor
that the qod has destroved his globe
and sent a demon to punish the high
priest for his sins. The high priest’s
regime needs A new eqq within thirty
dnys, when the globe is tobe seen in
the procession for a feast day. #How
will the characters secure Another

e%?

Gargantuan Magical Beast

2 tentacles +28/+23/+18/+13 melee, and 8 arms
Tentacle rake 2d6+12 each, arm slam 1d8+6

20 ft. x 40 ft./10 ft. (100 ft. with tentacles)

Hit Dice: 20d10+180 (290 hp)
Initiative: +0
Speed: Fly 20 ft. (average)
AC: 16 (—4 size, +10 natural)
Attacks:

+26 melee, and bite +26 melee
Damage:

each, bite 2d8+6
Face/Reach:
Special Attacks:

Special Qualities:
Saves:

Constrict 2d6+12 or 1d8+6, Improved Grab,
Swallow Whole

Darkvision 60 ft., Float, Jet, Low-light Vision
Fort +21, Ref +12, Will +7

Abilities: Str 34, Dex 10, Con 29, Int 3, Wis 12, Cha 5

Skills: Intuit Direction +5, Listen +5, Spot +3 (+13 for
detecting a male)

Feats: Multiattack

Climate/Terrain: Any land

Organization: Solitary or paired (male with female)

Challenge Rating: 20

Treasure: Special (see text)

Alignment: Always neutral

Advancement: 21-32 HD (Gargantuan), 33—-60 HD (Colossal)

NEW RECIPE: Mix butter, flour, and Feyreaou until

SQUID EGG IN PASTA NEST

I cropping squid egg

3 handtuls long, flat egg noodle
1/4 cup Feyreaou or wine

3 kitchen-spoons butter

2 chopped onions

I leek, thinly sliced

4 cloves minced garlic

I half-basket button mushrooms
3 kitchen-spoons flour

2 sprigs thyme

Half a cup of heavy cow’s cream
Plenty of spooned sour cream
Ground black pepper

Half-boil squid’s egg by gripping care-
fully but gently in strong tongs, lest the
egg be cracked. The jelly coating must not
be removed. Boil one half of the egg in
salty water until the shell is cloudy and
pink. Remove from water and immerse
boiled half in very cold water.

smooth. Let garlic and sliced leek be
sauteed with onions until somewhat
caramelized. Add mushrooms and cook
until most of the liquid has steamed away.
Mix together with heavy cream and butter
mixture into a thick sauce. Heat until
bubbly. Stir into boiled egg noodles.

Pile noodles onto plate with generous
sauce. Sprinkle with flour. Season with thyme
and pepper. Make a deep space in the noodles
to fit the egg, six fingers deep. Spoon in thick
sour cream. Place squid egg boiled-side down
into sour cream and noodle nest, carefully
pressing until stuck. Do not let the egg be
cracked. Be sure jelly remains.

Serve immediately. Do not let egg
warm before serving. Crack shell with
spoon to eat.

A Craft (cooking) check (DC 17) is
required to prepare this dish correctly. Made

properly, the dish can garner prices in excess
of 155 gp. Made improperly, the egg may slip
free of the dish and break on the ceiling.




(s CRYSTAL SERPENT

Small Magical Beast (Earth)

Hit Dice: 1d10+3 (8 hp)

Initiative: +2 (Dex)

Speed: 30 ft., burrow 20 ft.

AC: 17 (+1 size, +2 Dex, +4 natural)

Attacks: Bite +3 melee

Damage: Bite 1d6+1 plus 1d4 shock

Face/Reach: 5t x 5 ft./5 ft.

Special Attacks: Shock

Special Qualities: Burrow, Darkvision 60 ft., Low-light Vision,
Tremorsense

Saves: Fort +5, Ref +4, Will +0

Abilities: Str 12, Dex 14, Con 17, Int 7, Wis 10, Cha 5

Skills: Hide +8, Listen +4, Move Silently +6, Spot +4

Feats: Lightning Reflexes

Climate/Terrain: Underground

Organization: Brood (2-5), or nest (5—10)

Challenge Rating: 1

Treasure: Special (see text)

Alignment: Always neutral

Advancement: 2-3 HD (Medium-size), 4-6 HD (Large)

A

Burrow (Ex): Crystal serpents can travel as easily through stone as fish travel through
water. They can travel up to 20 feet per round through solid stone, dirt, or any other type of
earth except for metal. The burrowing leaves no tunnel or hole, nor does it create a ripple or
any other sign of'its presence. A move earth spell cast on an area containing a burrowing crys-
tal serpent flings it back 30 feet, stunning the creature for 1d6 rounds unless it succeeds at a
Fortitude save (DC 16 + the caster’s relevant ability bonus).

Feats: Crystal serpents receive Lightning Reflexes free as a
racial bonus.

Magical Beast: Magical

beasts have Darkvision with a

range of 60 feet and Low-light
Vision.

Shock (Ex): When a crys-
tal serpent succeeds at a melee
attack, it delivers a sharp jolt of

electricity to its opponent,
: ——__dealing 1d4 points of dam-
< age. The serpent can use
‘f’ this ability each time it
succeeds at a melee

T < attack.
o Skills: Crystal ser-

pents receive a +4 size

ﬂ bonus to Hide checks.
- This is included in the
skills, above.
Tremorsense (Ex):
Crystal serpents can auto-
matically sense the location
of anything within 60 feet that

is in contact with the ground.

rystal serpents are small, snake-

like creatures that inhabit caves,
mines, And dungeons. They can be
anywhere from two to five feet in
length and have a hide composed of
thousands of tiny gems and minerals.
These can be of any one type of precious
stone, such as dinmond, beryl,
corundum, opal, etc. Large-faceted gems
of the same type as those that make up
their bodies serve as eves. Crystal
serpents eat gems And minerals, and can
burrow through solid rock. to search out
their meals. They can detect the
presence of gems within L0 feet.

Crystal serpents mate only under
the Light of & full moon. Males die soon
After mating. Females lay clutches of 7
t0 .20 £qq5, close to the surfm in shallow
caves. The eqqs have shells made from
the same qems as one of the parents, and
hatch within twe months. Females
quard their nests jealousty and will
Attack intruders.

Collectors prize crystal serpents for
their hides. Undamaged skins of Large
females have been kKnown to fetch
upwards of 7,000 qp- Pwarves and miners
despise crystal serpents because they eat
the gems and minerals they mine.

Crystal serpents attack by In'ting
their opponent with two dinmond fangs.
T} fm; 3enemlli7 strike without Wmm'ng,
and Attack. to defend an eating site or
nest, or when Fravaku(. When tfua17
succeed in an Attack, the serpent cAn
shock. its opponent.

ADVENTURE SEED

& A traveling circus and carnival
has come to town. During the
festivities a crystal serpent escapes
from its handler and ]mgins Looking for
Jfood, cansing much mayhem and
attacking anyone who Approaches too
close. The PCs are asked to help
capture the serpent alive and return
it to the animal handler.



uckoos wander the world Looking

for comfortable and entertaining
homes. When & cuckoo sees a family it
would like to jain far A while, it casts
an enchantment on the head of the
household. If it succeeds, the cuckoo
becomes the legitimate heir of the
Jamily in their eves, treated in every
respect As if it were born to the

}JﬂSit‘iUﬂ.

What makes the cuckoo’s magic
}Jauierful rather than Just
mischievous is that it affects far more
than one person. If the head of the
household fnlls under the S}Jall, then
almost everyone who comes in contact
with the family also believes in the
cuckoo’s legitimmt;. Documents and
me’li; portraits will be ignored or
explained with flimsy excuses, and
nobody will pay attention to the fact
that Queen Bode's beloved “son” is
three feet tall with green skin and
}:raminent tusks.

Once its )vasitim is secured, the
cuckoo sets out to mjm; life as only o
spoiled eldest child can. It demands the
best of everything, orders servants
around, insults visitors, and staqes
em}wrmssinq situations. None af its
pranks are intended to be dangerous,
but cuckoos aren't known far
t[tinking tfmmgf» the consequiences of
their actions. / joke that qoes too far
could get somebody Killed or even start

A WAT.

The cuckoo’s spell can be broken
in three ways. The cuckoo can release
the family whenever it chooses, and
the spell is vulnerable to a variety of
counterspells. Also, each cuckoo has a
secret name that can be its downfall.
Anyone who learns the name and
calls the cuckoo by it ends the spell
and can force the cuckoo to do their
bidding for three days. Several irate
families have used this weakness to
qrin & thoroughly embarrassing

reVengz/

CUCKOO Imm’}

Small Fey
Hit Dice: 6d6 (21 hp)
Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 20 ft.
AC: 13 (+1 size, +2 Dex)
Attacks: Knife +6 melee
Damage: Knife 1d4-1
Face/Reach: 5 ft. x5 ft./5 ft.

Special Qualities:

Saves:
Abilities:
Skills:

Charm Family, Low-light Vision,

Spell-like Abilities

Fort +2, Ref +9, Will +5

Str 8, Dex 14, Con 11, Int 14, Wis 10, Cha 16
Bluff +10, Diplomacy +7, Disguise +10 (+12 for
acting in character), Hide +10, Innuendo +5 (+7
to transmit a message; +7 to intercept a mes-
sage), Intimidate +6, Listen +2,

Move Silently +10, Pick Pocket +4, Search +7,

Sense Motive +8, Spot +10
Feats: Alertness, Improved Initiative, Lightning
Reflexes, Weapon Finesse (knife)

Climate/Terrain:

Organization: Solitary
Challenge Rating: 3
Treasure: Standard
Alignment:

Any urban land

Usually chaotic neutral

Advancement Range: 7-9 HD (Medium-size), 10-12 HD (Large)

AN

Charm Family (Su): Once per month,
a cuckoo may attempt to join a host family. It
must spend at least two minutes alone with
the head of the household, who must make a
Will save with a DC equal to 15 + the cuck-
00’s hit dice + the cuckoo’s Charisma modi-
fier. If the head of the household fails the
save, then she accepts the cuckoo as her own
beloved son or daughter. Everyone else in
the household must then make a Will save
with a DC equal to 10 + the cuckoo’s hit dice
+ the cuckoo’s Charisma modifier. Everyone
in the household who fails also believes that
the cuckoo is the legitimate heir. Any char-
acter who enters the household subsequently
or thinks about the heir must make a Will
save. The DC is the same as for members of
the household. Any character who fails this
roll believes in the cuckoo as above. Any
character who succeeds is forever immune to
this cuckoo’s power.

The enchantment lasts until the cuckoo
ends it or is given an order by a character
who knows the cuckoo’s secret name. The
enchantment may also be suspended by an

antimagic field or dispelled by a dispel magic

effect. This supernatural ability’s effective
caster level is equal to the cuckoo’s hit dice.
If the cuckoo dies, the enchantment remains
in force, which may have dire consequences
for a character who just murdered the king’s
‘son!’

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Skills: Cuckoos have a +4 size bonus to
Hide checks. They also get a +2 synergy
bonus to Diplomacy, Disguise for acting in
character, Innuendo to transmit a message,
Intimidate, and Pick Pocket checks. They get
a second +2 synergy bonus for Diplomacy
checks, and Innuendo checks to intercept a
message. This is already worked into the
stats, above.

Spell-like Abilities: Cuckoos can use
the following spells as if cast by a 6-level
sorcerer. The DC to resist these abilities is 13
+ spell level.

l/day — charm person, imvisibility, grease,
knock, shield, suggestion




Cuckoos are fey that Lok Like
small trolls. Tiwy have squat bodies,
green skin, and bristly black hnir.
Two yellow tusks curve up from the
sides of their mouth, and their eyes are
completely bIAck. They Like to strut
around in fine clothes, but can't be
bothered to mend or even wash their
outfits.

ADVENTURE SEEDS

& The party visits the royal family
of & small Kingdom, only to learn
that “Prince Cowpat” has just tossed
wine and & merry insult in the face of
A humorless ambassador. The
ambassador is about to call down the
wrath of her mighty empire, but
several PCs realize that the son af
their old friend King William is not
who he's supposed to be. Can they
expose the cuckoo in time to prevent o
wAre

o An important prophecy depends on
one of the PCs having a daughter, and
the world will end within days if its
conditions aren't filled. The character
doesn’t have any children, but the
magical powers of & cuckoo might be
potent enough to avert the disaster.
The party must find a cuckoo, enlist
its aid, and prevent its mischief while
the prophecy works itself out.



WORKERS

7’1‘e dn fong are A rare breed of
insect descended from bees. T[ua17
are taller than most Aumans,
standing approximately 7to 71/2 feet
tall. Their heads are o hybrid of
humanoid and bee features, the most
prominent of which are their massive
multi-faceted eves. Protruding from
their mouths are strong, black
mandibles. A fine, downy pelt of
yellow and bLack fur conts their
bodies, and their hands and feet have
Just three digits Apiece. Sprouting
from their backs are two pairs of [arge,
semi-translucent wings that allow
them to maneuver about in the mir.
Hard stingers emerqe from the end of
the tapering abdomens of both sexes,
unlike honeybees.

Tfmy live in tropical
environments, building their massive
hive cities on the sides of Looming cliffs
overlooking the Jungles below. These
hives, built with masticated wood
pulp and & wax their gueen produces,
are self-contained cities and typically
stand many hundreds of feet high.
Enchantments cast by the queen
during the wax-making process Keep
the entire 5nr5ﬁmtu an structure fram
collapsing, as well as mnking it more
resilient to natural forces and

Assault.

Da fang Are not seqreqated into
castes like many other insectoid
species. Tnstead, each member of
society, with the sole exception of the
queen, is cApable of fulfilling any role
should it become necessary. Similar to
mundane bees, da fong are born in the
eqq créches within the hive.

unlike bees, the dn fong don’t
produce honey nor do they collect
pollen, not so much because it's
im;vmctiml — which it is, gﬁ/en the
relative sizes of & qa fong and a flower
— but rather because there is
sametﬁing else that interests them
much, much more: mngic residue. AlL

WORKER _

Hit Dice:
Initiative:

Speed:
AC:
Attacks:

Damage:

Face[Reach:
Special Attacks:
Special Qualities:

Medium-size Monstrous Humanoid
4d8+12 (30 hp)

+9 (+5 Dex, +4 natural)

30 ft., fly 60 ft. (good)

16 (+5 Dex, +1 natural)

Bite +6 melee, or sting +6 melee,

or longsword +6 melee, or shortbow +9 ranged
Bite 1d6+3, sting 1d6+3 plus poison,
longsword 1d8+2, shortbow 1d6

5 ft. x 5 ft./5 ft.

Drain Spell, Poison, Shatter

Darkvision 60 ft., Flight, Harvest Residue, Hive
Mind, Spell Resistance 18

Saves: Fort +4, Ref +9, Will +5

Abilities: Str 14, Dex 20, Con 16, Int 10, Wis 12, Cha 5

Skills: Balance +7 (+12 in non-confined areas), Climb
+7 (+12 in non-confined areas), Craft (hive) +4,
Intuit Direction +4, Knowledge (nature) +4,
Search +4, Wilderness Lore +5

Feats: Flyby Attack

Climate/Terrain: Temperate and warm forest

Organization: Solitary, wing (4—8 plus one 3rd-level cleric),
nest (16—40 plus three 5th-level clerics and one
6th-level fighter), swarm (60—80 plus seven 8th-
level clerics, three 10th-level fighters and one
5th-level sorcerer), or hive (100+ with at least ten
12th-level clerics, five 12th-level fighters, three
8th-level sorcerers, and one queen da fong)

Challenge Rating: 5

Treasure: Standard

Alignment: Usually neutral good

Advancement: By character class (fighter, ranger, or druid)

A

Da fong battle in swarms. At least one-
third of their group fights on foot and the
others fight from the air, swooping in to
strike and then swooping out as others move
to take their turn, and so on, until their
opponent is either subdued or dead. They
are very fast, but their wings are fragile and
so they prefer rapid hit-and-run tactics as
opposed to head-to-head brute-force con-
frontations. Da fong sorcerers favor mind-
affecting spells that pull the more powerful
foes out of battle and disable them. Anyone
who comes under such a coordinated attack
from the da fong usually doesn’t realize he
has been hit until it’s too late — or he awak-
ens in the afterlife wondering what hap-
pened.

Da fong speak their own buzzing lan-
guage, which is based on the controlled
vibration of their wings. They also speak
Common, at least one Goblinoid tongue and
cither Celestial, Abyssal, or Draconic. The
more intelligent among them also speak a
wide variety of humanoid languages.

WORKER

Drain Spell (Su): If a da fong makes a
successful grapple attack against a spellcast-
ing opponent, beginning on the following
round it may temporarily drain 1 prepared
spell or spell slot per round until either the

opponent breaks free or all his spells or spell




slots have been drained. The spell or spell
slot returns as normal the next day.

Flight (Ex): Da fong can fly for a num-
ber of hours equal to half of their
Coonstitution ability score.

Harvest Residue (Su): A da fong may
harvest the magic residue that has built up
around any living creature that gives its con-
sent; the subject can negate the Harvest
Residue process at will at any time during
the process. To harvest a creature’s residue,
the da fong must make a successful Will
check (DG 23) each hour for a number of
hours equal to the other creature’s primary
spellcasting ability modifier plus its total
spellcasting levels. At the end of that time,
the creature’s residue has been entirely
removed. The harvester’s Will check success-
es don’t need to be consecutive, but each
failure increases the har-
vest time by one
hour. Non-spell-
casting creatures
have significantly

less residue to harvest, and so

the duration required to remove it

is equal to their Wisdom modifier,

with a minimum of one hour for

those with a zero or negative rating. A crea-
ture undergoing the harvest slips into uncon-
sciousness for the duration of the process.
Harvested residue is automatically chan-
neled back to the da fong hive.

A side effect of having one’s residue har-
vested results in the spellcaster being able to
cast spells at 1 level higher than his current
level for a number of days equal to his pri-
mary spellcasting ability score modifier, with
a minimum of 1 day. It takes harvested spell-
casters a number of months equal to 12 —
their spellcaster level, to a minimum of one
month, to accumulate enough residue to
undergo another harvest. Non-spellcast-

ers require a period of one year
between harvests. A da fong may

living creatures capable of
interacting with magic, whether that
means casting it or being on the
receiving end of it, build up & magical
resique. The da fonq can not only see
this residue, but they can also harvest
it. The residue Appears to their eyes as
A cmgulntea( AUTA af ;mr)vle energy,
thick Like syrup. Scholars who've
studied the phenomenon claim that
the relative location of the residue —
called sheng ming, meaning ‘celestinl
radiance,’ in the Languaqe of the
Middle Kingdom where da fong cities
are most often found — to our own
plane is unknown at this point. The
procedure for harvesting it takes some
time — as Long as three days for
powerful wizards whose residue uild-
up 15 mAsSiVe, far exnm;:te. It's not
prinful. In fact, once & person is put
into the harvesting coma, she is
completely unaware of anything
tmns)viring, and when she awakens
she feels nﬁsalut&ly unchanged. Once
the da fong acquire the residue, they
channel it into the wax building
material of their home hive produced
by the queen.

ADVENTURE SEED

R A wounded da fong messenger
traveling across sea Lands on the
characters’ ship. Winged assassins are
hot on his trail, intent on preventing
him from reaching his destination, a
hive allied to the one from which he
hails. When he dies from his wounds,
will they carry the messaqe on his
Imfmlf to the hive? They have three
days o get the messaqe to its
destination before the assassins catch

up to them.



QUEENS

Dn famg queens Are sipilar in
appearance to other da fong, but
Winglcss, possess avi;:asitm in lien of
stingers, And tend tobe bigqer. They
spend most of their time Laving eqqs in
the hive créches and making the wax
that is crucial to hive-building. This
WAX i imbued with maqic residue
gathered by the workers, and when
processed into wax it fortifies the
structure of the hive with spell-like
abilities, resistances, And immunities.
As such, the Largest hive cities of the
da fong are reportedly Able to
withstand assault from the most
powerful spelleasters in existence.

Queens are fiercely defended }’717
their hive workers if threatened, since
they are infrequently born. If one
hive's queen dies without an heiress,
then its warriors will raid an enemy

hive in order to steal A new one.

Large Monstrous Humanoid

+4 (Improved Initiative)

Hit Dice: 4d8+20 (38 hp)
Initiative:

Speed: 30 ft.

AC: 11 (+1 natural)
Attacks: Bite +5 melee
Damage: Bite 1d8+1
Face/Reach: 5 ft. x 10 ft./5 ft.
Special Attacks: Drain Spell

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Create Wax, Darkvision 120 ft., Enchant
Wax, Harvest Residue, Hive Mind, Spell
Resistance 24

Fort +6, Ref +4, Will +8

Str 12, Dex 10, Con 20, Int 12, Wis 19, Cha 10
Craft (hive) +7, Intuit Direction +4, Listen +6,
Knowledge (nature) +4, Knowledge (arcana) +8,
Spellcraft +8, Spot +6, Wilderness Lore +5
Alertness, Improved Initiative

Temperate and warm forest

Hive (one queen served by 100+ workers includ-
ing at least ten 12th-level clerics, five-12th level
fighters and three 8th-level sorcerers)

5

Standard

Usually neutral good

Advancement:

5-8 HD (Large)

A

not harvest from said creatures before this
accumulation time is up.

Hive Mind (Ex): All da fong within 50
miles of their queen are in constant commu-
nication. If one is aware of a particular dan-
ger, they all are. If one in a group is not flat-
footed, none of them are. No da fong in a
group is considered flanked unless all of
them are.

Monstrous Humanoid: Monstrous
humanoids have Darkvision with a range of
60 feet, and are proficient with all simple
weapons and with any weapons mentioned
in their entries.

Poison (Ex): On a successful sting
attack, the da fong’s opponent must make a
successful Fortitude save (DC 14) or take poi-
son damage; primary and secondary dam-
age 1s 1d6 temporary Constitution. The da
fong may only do this once in combat

because its stinger comes out after a success-
ful attack. Additionally, if the da fong doesn’t
make a successful Fortitude save of its own
(DC 16), then it takes 1d8 damage and 1d4
temporary Constitution damage. If it sur-
vives, then it requires 4 weeks to grow a new
stinger. Temporary Constitution damage
returns at the rate of one point per day.

Shatter (Sp): Once per day, a da fong
may move its wings so rapidly it creates a
sonic burst of energy capable of shattering
flasks, vials, and other brittle objects up to
five pounds. This functions as per the spell
shatter used as an area attack as cast by a
Sth-level cleric.

Skills: Da fong get a +8 racial bonus
when using their Balance and Climb skills in
non-confined environments due to their
ability to balance themselves using their aer-

ial expertise. Da fong do not require artisan’s




tools to use their Craft (hive) skill without a
penalty. This is worked into their skills,
above.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 18, the spell works normally, though
the creature still gets a saving throw if the
spell allows such.

DA FONG WORKERS
AS CHARACTERS

The da fong favored classes are fighter,
ranger, and druid, although if they exhibit a
talent for spellcasting they’ll follow the path
of the sorcerer. Few follow the wizard class,
as they don’t really have the patience for
studied learning.

QUEEN

Da fong queens speak Common and
Draconic. Although queens do not have
wings, they can still speak the native Da
Fong language using their mandibles, which
contain specialized chitinous flaps that com-
pensate for this lack. If a queen is attacked,
the entire hive immediately comes to her
assistance, unflinchingly sacrificing them-
selves for her.

Create Wax (Su): A da fong queen is a
mystical bottleneck through which harvested
magic residue is converted into da fong wax,
which can be used raw to build hives or fur-
ther enchanted by the queen with special
qualities. If she makes a Concentration skill
check (DC 30 — her Constitution modifier),
she can pull residue collected by her workers
into the Material Plane, channeling it into a
receptacle. Each round that she does this,
she may pull through 5 cubic feet of the sub-
stance. However, there is a physical strain
that takes its toll on her when doing so,
inflicting 1d4 points of damage each round
she uses this ability. For more information on
da fong wax, see below.

Enchant Wax (Su): Once per day, a
queen may enchant a batch of wax equal to
or less than 1 cubic foot per Constitution

modifier point she has with one special qual-
ity; see below. Enchanting a batch requires 1
hour. This ability may only be used on a sin-

two times, conferring upon it just
two special qualities and no more.

Drain Spell (Su): If a da fong
makes a successful grapple attack against a
spellcasting opponent, beginning on the fol-
lowing round it may temporarily drain 1 pre-
pared spell or spell slot per round until either
the opponent breaks free or all his spells or
spell slots have been drained. The spell or
spell slot returns as normal the next day.

Harvest Residue (Su): A da fong may
harvest the magic residue that has built up
around any living creature that gives its con-
sent; the subject can negate the Harvest
Residue process at will at any time during
the process. To harvest a creature’s residue,
the da fong must make a successful Will
check (DG 23) each hour for a number of
hours equal to the other creature’s primary
spellcasting ability modifier plus its total
spellcasting levels. At the end of that time,
the creature’s residue has been entirely
removed. The harvester’s Will check success-
es don’t need to be consecutive, but each
failure increases the harvest time by one
hour. Non-spellcasting creatures have signif-
icantly less residue to harvest, and so the
duration required to remove it is equal to
their Wisdom modifier, with a minimum of
one hour for those with a zero or negative
rating. A creature undergoing the harvest
slips into unconsciousness for the duration of
the process. Harvested residue is automati-
cally channeled back to the da fong hive.

A side effect of having one’s residue har-
vested results in the spellcaster being able to
cast spells at 1 level higher than his current
level for a number of days equal to his pri-
mary spellcasting ability score modifier, with
a minimum of 1 day. It takes harvested spell-
casters a number of months equal to 12 —
their spellcaster level, to a minimum of one
month, to accumulate enough residue to
undergo another harvest. Non-spellcasters
require a period of one year between har-
vests. A da fong may not harvest from said
creatures before this accumulation time is
up.

Hive Mind (Ex): The da fong queen is
in constant communication with all of her
workers within a 50-mile radius. If one is
aware of a particular danger, she is as well.
No da fong in a group is considered flanked
or flat-footed unless all of them are.

ADVENTURE SEEDS

R A da fong convinces one of the
spellcasting characters to let her
harvest his residue, but something goes
seriously wrong. When the character
awnkens from the Iwm/esting comAa
after one day, he can no Longer cast
spells at all and he gains an immense
resistance Aqainst spells cast At him
1’717 other spellcasters. The 7rau;:’s only
solution is to make the long journey to
the da fong's hive and convince the
queen to reverse the effect.
unfortunately, she was kidnapped 1717
an opposing hive days before the
characters arrive. Now, if t/mj wAnt
their comrade restored to normal, tfwy
must infiltrate the enemy hive to
retrieve her.

W A group of crazed da fong begins
building a new city inside an existing
humanoid one. Within days, t[ua/
subsume an entire Lit17 WATd, the new
hive merging with the original
buildings, creating a nightmarish
Landscape. The city’s rulers declare
wWAT on the hive, offering a bounty for
da fong heads. 1t the heart of the hive
Lies & horribly mutated queen giving
birth to unending legions of insane,
similarly deformed offspring who reach
maturity inside of hours instead of
weeks.



Humanoid:

Monstrous
Monstrous

humanoids  have
Darkvision with a range of 60 feet,
and are proficient with all simple
weapons and with any weapons men-
tioned in their entries. Da fong queens have
an extended Darkvision range of 120 feet.
Skills: Da fong do not require artisan’s
tools to use their Craft (hive) skill without a
penalty. This is worked into their skills,
above.
Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 24, the spell works normally, though
the creature still gets a saving throw if the
spell allows such.

NEW MAGICAL MATERIAL:
DA FONG WAX

Only da fong queens produce this
strange, tan substance. It is made of magic
residue, a substance every living creature
accumulates but which only the da fong know
how to harvest and, more importantly, utilize.
When freshly channeled by a queen onto the
Material Plane, the wax is soft, warm, and
doughy. Over the course of an hour it hard-
ens. Whatever shape it is in when this hap-
pens is the shape it will keep until destroyed.
Most commonly, raw da fong wax is used as a
construction material for the bee people’s
cities. Non-enchanted wax used for walls and
doors has a hardness of 10, 20 hp per inch of
thickness, a break DC of 25 +1 per 3 inches of
thickness, and a Climb DC of 20. Da fong
wax can be made into weapons and armor, if
one is so inclined, though the overall quality is
negligible at best; they don’t usually survive
their first encounter with combat.

One notable feature of the wax is that da
fong queens can augment it in such a way
that it becomes enchanted with up to two
special qualities. The qualities known to be
regularly used in da fong hive construction
are listed below.

Cold Immunity: The
immune to cold damage, but fire attacks do
double damage. At night, the material gives
off a bluish glow. If later enchanted with Fire
Immunity, this quality is lost.

Defensive: The material gains SR 12, a
break DC +10, hardness +10, and hp +100. If

material is
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later enchanted with the Offensive quality,
this quality is lost.

Fire Immunity: The material is immune
to fire damage, but cold attacks do double
damage. At night the material gives off a yel-
low glow. If later enchanted with Cold
Immunity, this quality is lost.

Magic Immunity: The material gains
SR 18 and an absolute immunity to one
school of magic: abjuration, conjuration,
divination, enchantment, evocation, illusion,
necromancy, or transmutation. If the mater-
ial also contains the Defensive quality, then
this SR takes precedence. If later enchanted
with the Spell Turning quality, then this
quality is lost.

Offensive: This material attacks an
enemy type specified during the enchant-
ment process. When said enemy type comes
within 10 feet of the material, it takes dam-
age as per the spell inflict serious wounds;
the Will save DC is 13 + the queen’s
Constitution modifier for half damage. If
later enchanted with the Defensive quality,
this one is lost.

Spell Turning: The material gains the per-
manent quality to turn magic back at its
source, similarly to the spell of the same name.
During a I-hour period, the material may
reflect up to 12 spell levels, after which time it
resets itself. If later enchanted with the Magic
Immunity quality, this quality is lost.

Toxic: The material’s surface maintains
a constant layer of contact poison (DC 17)
with an initial damage of 1d4 temporary
Strength and secondary damage of 1d4 tem-
porary Constitution.

Wind Wall: The material has a barrier of
wind flowing over a single surface, no matter
what shape that surface takes. It functions like
the spell wind wall with the exception that it
doesn’t need to be vertical; “up” for horizon-
tal surfaces is away from the surface itself,
whichever direction it faces; thus intruders are
usually thrown away from the hive. The
windy barrier is permanently in effect.

Wax so enchanted must be revitalized
once per week with fresh, mundane wax — a
task usually reserved for worker drones. If
revitalization is missed even once, then the
enchanted wax permanently loses all of its
special qualities. Also, if a batch of enchant-
ed wax loses half its hit points in damage, its
special qualities are lost. As such, the
enchanted form of the wax isn’t often found

outside da fong hive cities.




G[w’zf competitor to the erinyes in
seducing mortals to darkness, the

Medium-Size Outsider (Evil, Lawful,
Baatezu)

dark adyocates tempt with power and
wealth rather than the crude
yearnings of the flesh. Encountereq
alone in 5laam17 woods, Vv}mm{an&c{

Hit Dice: 6d8+6 (33hp) courthouses, or dark alleys, advocates
Initiative: +4 (Improved Initiative) ; /
Speed: 40 fi. stand over six feet tall with a slender
AC: 19 (+9 natural) frame. Shrouded }’717 A cowled robe and
Attacks: Bite +6/+1 melee, and either 2 claws +1 melee silvered mask, nﬂtki%g cagnizw%e

or dagger +1 melee . y
Damage: Bite 1d6, claws 1d4 each, dagger 1d4 s 17&[»1%0( 1t5f trﬂf P pes
Face/Reach: 5 ft. x 5 £t/5 fi. advocates carry A Large Law book. or
Special Attacks: Summon Baatezu other Siﬁn]?ﬂl af lnwful m/itfwritty in A

Special Qualities:

Damage Reduction 10/+1, Darkvision 60 ft.,
Immunities, Resistances, See in Darkness,

Spell Resistance 10, Telepathy, Tongues, Blood

Contract, Shroud Form

free hand.

In & typical encounter, A dark.
advocate Approaches & mortal,

Saves: Fort +6, Ref +5, Will +7
Abilities: Str 10, Dex 10, Con 12, Int 18, Wis 14, Cha 18 offering power, magic, or wealth to the
Skills: Bluff +13, Diplomacy +19, Disguise +4 (+6 for neeﬂ{ful victim. In ex‘clr'wbnqa, the
acting in character), Gather Information +13, AdVoCAte requires some service aft[w
Innuendo +11 (+13 to transmit a message; +13 .
to intercept a message), Intimidate +15, gt A EYAWF 3 Seem1ngl17
Knowledge (law) +13, Move Silently +5, inconsequential. If the mortal aqrees,
Pick Pocket +2, Search +5, Sense Motive +11, the devil frpp(u(_g; A contract to be
Spat2h o . . signed in blood. Only those with
Feats: Improved Initiative, Skill Focus (Diplomacy) ) ) !
Climate/Terrain: Any land and underground, often urban areas S’ legul skills notite the - W‘“‘?
Organization: Solitary farfﬂilu re 0f said service is the
Challenge Rating: 5 Jorfeiture of one’s soul.
Treasure: Double coins, no goods, standard items
Alignment: Always lawful evil Dark. advecates are nﬂtﬁiﬂg 1f
Advancement: 7-8 HD (Medium-size), 9-16 (Large)

=

Dark advocates avoid combat as it runs
counter to their ultimate objectives. If
pressed, advocates will flee or summon other
Baatezu to handle their dirty work.

Baatezu Subtye: Baatezu are immune
to fire and poison, their resistances let them
ignore the first 20 points of acid and cold
damage done to them each round, can see
perfectly in all darkness (including magical)
with their See in Darkness ability, and can
communicate telepathically with any crea-
ture within 100 feet that has a language.

Blood Contract (Su): A dark advocate
may call upon the infernal powers to evoke a
wish spell on behalf of a client signing a
blood oath to the devil. The signing party
gets to make the Wisdom check as per the
wish spell. Violation of the blood contract

results in forfeiture of the party’s soul, trans-
forming the signer into a soulless, as
described in the Templates section. Blood

contracts may be disputed in the Courts of
Baatezu, before a noble or appointed magis-
trate.

Damage Reduction (Su): The advo-
cate shrugs off the first ten points of normal
physical damage. Magical weapons of +1
bonus or higher do full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries. Dark advocates are
also proficient with martial weapons. A slain
outsider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Shroud Form (Ex): The advocate’s
form is that of an empty robe and mask. As
such, the advocate is immune to bonus dam-
age due to critical hits and sneak attacks.

Skills: Dark advocates receive a +2 syn-
ergy bonus to Diplomacy, Disguise for acting

not shrewd. Very rarely do btood
contracts make a direct exchange for a
mortal’s soul. Another rare tactic, As
it qenerates Appenls by frustrated
mortals, is to create An excfwmge
service that cannot be completed by
the mortal. More often, advocates
make contracts that indirectly place
the mortal in mortal Fen'l, or requsire
him to complete a series of incremental
acts that ultimately serve the
interests of the advocate and its
masters.

Some advocates Lose sight of their
mission And instead use their contract
powers to meddle in the affairs of
mortals. Such adyocates are sought 1717
the infernal courts for disciplinary
hearings.

30 what I»ﬂffms Aafter & mortal
signs on the dotted line? Well, if his
soul becomes forfeit there is some hope
Jor appeal. The infernal Lords take



such appeals very seriously. After all,
without [aw the devilish hosts would
denigrate into base demons. If & victim
chooses to contest the blood contract,
the advocate contacts the infernal
Lords through summoned emissaries.
After a Lord accepts the mortal's
n)v)vml, all }:Mties involved are
transported to the devil’s realm
commence proceedings. The presiding
infernal lord, which is usually a Pored
pit fiend, conducts the trial as
supreme Arbiter in most cases. At A
party’s request, A jury of damned souls
renders judgement, though this is
actunlly a poor option as the dammneq
don't have much sympathy for the
living. If the appealing party can
convince the fact finder that the
AdVocate enqaqed in some sort of
trickery in either secu ring or
executing the contract, the magistrate
will void the exc[mnga, tmns;:arting
the mortal back. to his own world. The
mortal is atlowed to keep whatever
}eneﬁt he grined from the contract, As
punishment to the advocate. Such an
outcome fm;:}:ens very rarely.

ADVENTURE SEED

o Hard times have driven farmer
Lotz to do the unthinkable: he traded
his soul to a dark advocate, Barnabas,
to raise his dead wife. Lotz himself,
while not terriply bright, has twelve
children and an ailing farmstead to
support. Luckily for Lotz, Deacon
Stephen manaqed to stop the
transaction before the farmer Lost his
soul. Threatened by the deacon, the
advocate Barnabas has allowed a
twenty-four-hour reprieve before Lotz’
case can be heard in the devil's realm.
unsure of his own persunsive talents,
Deacon Stephen seeks aid from the
adventuring party in town. The
party is faced with a daunting, but
leqendary task — they must travel
with Lotz to the infamnl courts, And
try to talk the devil out of his due!

in character, Innuendo to trans-

mit a message, Intimidate, and
Pick Pocket checks. They receive a
second +2 synergy bonus to
Diplomacy checks, and Innuendo
checks to intercept a message. These are
included in the skills listed above.
Spell Resistance (Ex): To
determine if a spell or spell-like
ability works against the crea- ¢+
ture, the spellcaster makes a e
level check (1d20 + caster
level). If the result equals
or exceeds 10, the spell
works normally,
though the creature

still gets a saving throw if the spell allows
such.

Summon Baatezu (Sp): Once per day,
a dark advocate can attempt to summon
2d10 soulless with a 50 percent chance of
success (see the Templates section), or one pit
fiend (to handle appeals) with 35 percent
chance of success.

Tongues (Sp): An advocate has a per-
manent ability to use tongues as the spell
cast by a 12th-level sorcerer.

“AmongThe infernal races, no other devil has invoked such

fear and antaqonism. It is unclear if the source of such

hatred Lies in its M?ility to ensnare the souls of mortal
Kkind, or whether it instead Lies with the Advocate’s Kinship

to mortal lpw/t;ers. ”

— From Preston the #oly's The Beast Exposed




g=== DARK VOYEUR_

Medium-size Undead (Incorporeal)

6 (+2 Dex, +4 Improved Initiative)

Corrupting Touch +4 melee
Corrupting Touch 1d4 (1d4+2 vs. ethereal)

Hit Dice: 4d12 (26 hp)
Initiative:

Speed: 4 0 ft., fly 70 ft. (good)
AC: 12 (+2 Dex)
Attacks:

Damage:

Face/Reach: 5 ft. x5 ft./5 ft.
Special Attacks: Corrupting Touch

Special Qualities:

Darkvision 60 ft., Fear Aura, Immunities, Light
Vulnerability, Mirror Bound, Mirror Travel

Saves: Fort +1, Ref +3, Will +5

Abilities: Str 15, Dex 15, Con —, Int 13, Wis 12, Cha 13

Skills: Diplomacy +3, Hide +13, Innuendo +1 (+3 to
intercept a message), Intimidate +12, Intuit
Direction +4, Listen +8, Search +8, Sense
Motive +8, Spot +8

Feats: Improved Initiative, Blind-Fight

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always neutral evil

Advancement:

5-8 HD (Medium-size)

W

Dark voyeurs are ultimately cowards and
retreat from all confrontations. Only in dark-
ness will they actively fight, but rarely to a
fatal outcome, preferring to watch their
opponent’s fear of the unknown overtake
them.

Corrupting Touch (Su): A dark voyeur
that attacks a corporeal target deals 1d4
points of damage, ignoring any armor its tar-
get may have. When attacking an ethereal
target it adds its Strength modifier to both
attack and damage rolls. Against material
targets, it adds its Dexterity modifier to
attack rolls but not to damage.

Fear Aura (Su): Dark voyeurs constant-
ly emanate an aura of fear, affecting all that
come within a 5-foot radius. This ability
operates exactly as the spell fear cast by a
6th-level sorcerer, and requires a Will save
DC 15 to negate.

Incorporeal Subtype: Incorporeal
creatures can only be harmed by other
incorporeal creatures, by +1 or better
weapons, or by spells, spell-like effects, or
supernatural effects. They are immune to all
non-magical attack forms, and cannot be

tripped or grappled by corporeal creatures.
They cannot fall or suffer falling damage. An
incorporeal creature has a 50% chance to

ignore any damage from a corporeal source.
The physical attacks of incorporeal creatures
ignore material armor. Incorporeal crea-
tures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Light Vulnerability (Ex): Dark
voyeurs are completely powerless when
exposed to any form of light, becoming par-
alyzed; they are unable to act physically,
having effective Strength and Dexterity
scores of 0, but may take purely mental
actions. They usually retreat from the light
though their mirrors as swiftly as possible.
Dark voyeurs trapped in light for 3 consecu-
tive rounds are destroyed.

Mirror Bound (Su): A dark voyeur’s
affinity for mirrors is caused primarily by its
link to one special mirror. This “home” mir-
ror commonly reflected the death of the
voyeur’s living form, and trapped part of the
departing soul within its glass. The mirror is
always a glass of the inhabiting voyeur’s size
category or larger with a hardness of 1 and 5
hit points. All damage inflicted upon a dark
voyeur’s mirror is also inflicted upon the
undead creature itself. Due to the dark

vlktales tell of ]7laa¢(17~5175n( sprits
thmt appenr to those who gaze

into darkened mirrors. Dark voyeurs
are the source of these stories —
wraith-like souls bound to darkness
that manifest themselves through
shadowed glass. From their window to
the mortal realm they haunt the
m'gftt, mf}mnring AS two fﬂint
pinpricks of sanguine Light surroundeq
by a vaguely humanoid form. Dark
Voyeurs emerqge only to spread terror
and discord Among the Living,
retreating Afterwards to watch the

results.

ADVENTURE SEEDS

0 0n A dare & Local youth has tried
to summon up & monster and, to his
horror, succeeds. A dark voyeur now
haunts him and his friends,
terrorizing their nights and
tormenting them from the darkness.
When A child is actually attacked,
parents entreat the PCs far [wl}a.

& A rival mAgic-user or cleric has
bound & dark voyeur to her service.
With a spy that can Pe almost
nnvwkem, no secret is safe fram the
creature’s master. It's up to the PCs to
hunt down this elusive spy.



voyeur’s vulnerability to light, this mirror is
always kept in a dark area so the voyeur
might rest in it during the day. If its mirror is
shattered, the voyeur instantly returns to the
broken glass, its body transforming 1d6
shards into exact copies of itself, but of
Diminutive size (+4 to AC, +12 to Hide
checks) and with only 1 hit point. These
copies must all be destroyed to kill the dark
voyeur, otherwise they will each flee to
another mirror of their home mirror’s origi-
nal size or larger and will reappear at full size
and with total hit points in 1d4 days. A mir-
ror bound to a dark voyeur has the proper-
ties of a ghost touch item, and may be
manipulated by ethereal and incorporeal
creatures. Such an item retains its properties
even if its inhabitant is destroyed.

Mirror Travel (Su): Dark voyeurs may
travel between any two mirrors known to them
much like the spell tree stride allows druids and
rangers to walk between trees. This is cast as if
by a 10w-level sorcerer. The mirrors traveled
through can be no more then one size category
smaller then the voyeur, lest they be too small to
travel through, and dark voyeurs have a trans-

port range of 1 mile. Dark voyeurs may emerge
and travel without the use of mirrors, but avoid
doing so due to their vulnerability to light.

Skills: Dark voyeurs have a +4 racial bonus
to Hide and Intimidate checks, and receive a +2
synergy bonus for Diplomacy checks and
Innuendo checks to intercept a message. These
are included in the above stats.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease, death
effects, necromantic effects, and mind-influ-
encing effects. Undead are not subject to
critical hits, subdual damage, ability damage
or drain, or energy drain. They have no
Constitution scores and are therefore
immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have
Darkvision with a range of 60 feet. Negative
energy can heal undead creatures. An
undead creature is not at risk of death from
massive damage, but when reduced to 0 hit
points or less it is immediately destroyed.
Undead cannot be raised. Resurrection can
affect them, but generally fails because
they’re unwilling to return to life.




ABYSSAL WORM PLAGUE

Large Outsider (Chaotic, Evil, Tanar’ri)

Hit Dice: 12d8+60 (114 hp)

Initiative: +4 (Improved Initiative)

Speed: 40 ft., burrow 20 ft.

AC: 17 (1 size, +8 natural)

Attacks: 4 tentacle slams +16/+11/+6 melee

Damage: Tentacle slam 1d8+5 plus 2d6 acid each

Face/Reach: 10 ft. x 10 ft./20 ft.

Special Attacks: Acid Slime, Constrict 2d6, Corruption,
Improved Grab

Special Qualities: Acid Immunity, Amorphous, Damage
Reduction 20/+2, Darkvision 60 ft., Half
Damage, Immunities, Resistances, Spell
Resistance 22, Telepathy 100 ft.

Saves: Fort +13, Ref +8, Will +10

Abilities: Str 20, Dex 10, Con 20, Int 12, Wis 14, Cha 16

Skills: Balance +2, Climb +17, Hide +8,

Intimidate +18, Jump +20, Listen +14, Move
Silently +15, Search +14, Spot +14, Tumble +17
Feats: Improved Ciritical (slam), Improved Initiative,
Lightning Reflexes, Power Attack
Any land and underground
Solitary, gang (2—4), or troupe (1 abyssal worm
plague and 2-5 abyssal plague hosts)
Challenge Rating: 12
Treasure: None
Alignment:

Climate/Terrain:
Organization:

Always chaotic evil
12-16 HD (Large), 17-24 HD (Huge),
25-32 HD (Gargantuan)

Advancement:

ABYSSAL WORM PLAGUE plague also causes 2d6 points of
acid damage. The acid remains
Acid Immunity (Ex):

Abyssal worm plagues are

potent and viscous, dealing 1d6
points of damage per round
after contact, until washed
with at least a quart of
J~% water. Ttems that come
3 in contact with the
slime take 1d6 points
of damage per
round (minus the
object’s hardness).
Magical items are

immune to acid damage.
Acid Slime (Ex):
Abyssal worm plagues
are covered in a A i
thick, potent acidic
sime. All natural
melee attacks made
by the creature deal
an extra 2d6 points
of acid damage. Any allowed a
attempt to grapple Fortitude  save

the abyssal worm

ABYSSAL
WORM PLAGUE

Mara af A farce af nature than a

creature, Abyssal worm plaques
are formed in the depths of the abyss.
Carrion worms feed upon the fetid rot
that collects in the bowels of the fiendish
realm; after centuries of feeding, the
worms form colonies and qiin sentience
as Large, writhing movinds of plack-
purple worms that move en masse.
Destructive demonic Lords collect the
colonies and send them to the material
world, to sow destruction And chios. Tn
combat, the worm plague extrudes
tentacles that grapple and constrict its
af;}amnts.

A']7175ml worm ?lmguzs Are
attracted to areas of corruption, And
thus are usually found in swamps and
qurbage dumps. They can, however, be
Aattracted to societal forms of corruption,
or to debaviched people like traitors or
Assassins. In the end, when A worm
plaque decides to go on A rampAqge, no

;:lm:e 1s mfe.

The worm plagque’s ultimate goal is
to Leave behind & cadre of undend
servitors that carry its Larvae and that
it CAn use As the need Arises; see the
abyssal plague host in the Templates
section. Those undead also spread more
chaos and destruction.



ADVENTURE SEED

AoIn the PCs" home city, A secret
society of nobles has turned to demon
worship. The nobles have formed a
slaving network.to provide an easy
source af smrifices, selling their peasants
and anyone they can capture to the
highest bider. After & hard fight, the
PCs manage toslay the evil cleric that
leads the nobles’ demonic rites, but their
troubles don't stop there. In the coming
months, abyssal worm plagues assault
the city in waves, destroying everything
in their path. The nobles, who were
never Praught to ] ustice, Attract the
worm 71»»7145;, and the PCs must now
root ot this corruption to stop the
AttAcKs.

(DC 15), and those that save take
no damage.
Amorphous (Ex): An abyssal
worm plague is not subject to critical
hits. It has no clear front or back, so it
cannot be flanked.

Constrict (Ex): The creature crushes its
opponent, dealing 2d6 points of bludgeoning
damage, after making a successful grapple
check. It deals this Constriction damage in
addition to the normal 1d8+5 plus 2d6 points of
acid damage dealt by the tentacle used to grab.

Corruption (Ex): The most dreaded
power of the abyssal worm |
plague is its ability to
turn a creature into an ]
abyssal plague host, r :
and use it as food to
create a new abyssal
worm plague. To do this,
the worm plague must
draw a creature into its space
and hold it using its Improved
Grab ability (simply enter-
ing another creature’s
range will not work).
The round after the |
abyssal worm plague I;"
puts the creature in a

iy
¥

hold, it may attempt
to Corrupt the crea-
ture as a fullround
action. A creature e

i

W
|
i

being corrupted makes a
Fortitude save (DC 19). It is
easier for the abyssal worm
plague to Corrupt creatures who
are of the same alignment it s,
and harder to Corrupt ‘:_.IE
those of a diametrically
opposed  alignment.
Creatures gain a
morale bonus or
penalty to their save
based on their alignment:
+4 lawful good, +2 chaotic or neu-

tral good, —2 lawful or neutral evil, —4 chaotic
evil. Chaotic, lawful, and true neutral creatures
receive no bonus or penalty. If the save fails, the
abyssal worm plague has “seeded” the creature
with its larvae; these will eventually grow into a
new worm plague. The creature is automatical-
ly slain, and the abyssal plague host template is
applied to him; 1d4 rounds later, the creature
becomes an abyssal plague host.

Damage Reduction (Su): The creature
ignores 20 hit points from most weapons and
natural attacks. A +2 weapon or better negates
the ability.

Half Damage (Ex): Any nonmagical
attack against an abyssal worm plague, includ-
ing hits from enchanted weapons, deals only
half damage. This effect does not stack with the
worm plague’s Damage Reduction; apply
cither the Damage Reduction or the Half
Damage, whichever results in the least amount
of damage suffered.

Improved Grab (Ex): If the creature

hits an opponent of at least one

size category smaller than

' % itself or smaller with its ten-

| tacle slam, it deals its nor-

I.-' r mal 1d8+5 plus 2d6
- - points of acid damage
and either attempts

¥ 7 tostart a grapple as
a free action without
provoking an attack of
opportunity, or it pulls the
opponent into its space without
provoking an attack of opportu-
nity and holds him with a —20
penalty to grapple checks,
using its remaining attacks

against other opponents. A

successful hold deals 2d6

- [ points of Constriction

-‘ti damage as well.

"'?' Outsider:

o Outsiders have

Darkvision with a range

of 60 feet. Abyssal plague

worms are not proficient with

weapons. A slain outsider cannot

be raised or resurrected, although

a wish or miracle spell can

restore it to life.

Skills: Abyssal

worm plagues take a —4

size penalty to their Hide

checks, and receive a +2 synergy

bonus to Tumble checks. They also get a +2

synergy bonus to Balance and Jump checks,

receive a +3 dodge AC bonus when fighting

defensively or taking a full-round action, and

geta+6 dodge AC bonus when on total defense.
This has been included in the stats, above.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against an abyssal
worm plague, the spellcaster makes a level
check (1d20 + caster level). If the result equals or




ATHAME

Medium-size Outsider (Chaotic, Evil,

Tanar’ri)
Hit Dice: 7d8+7 (38 hp)
Initiative: +6 (Dex)
Speed: 40 ft.
AC: 24 (+6 Dex, +8 natural)
Attacks: Spiked chain +13 melee, and gore +8 melee
Damage: Spiked chain 2d4+3, gore 1d4+1
Face/Reach: 5 ft. x 5 ft./5 ft. (10 ft. with spiked chain)
Special Attacks: Improved Disarm, Spell-like Abilities

Special Qualities:

Damage Reduction 15/+1, Darkvision 60 ft.,
Immunities, Resistances, Spell Resistance 13,
Summon Tanar’ri, Telepathy 100 ft.

Saves: Fort +6, Ref +11, Will +6

Abilities: Str 16, Dex 22, Con 13, Int 14, Wis 12, Cha 12

Skills: Craft (trapmaking) +8, Diplomacy +3, Disguise
+5, Gather Information +9, Hide +11,
Innuendo +3, Intimidate +6, Listen +7, Move
Silently +11, Search +8, Sense Motive +9, Spot
+7, Use Rope +7, Wilderness Lore +11

Feats: Track, Weapon Finesse (spiked chain)

Climate/Terrain: Any land and underground

Organization: Solitary or gang (2—4)

Challenge Rating: 8

Treasure: None

Alignment: Always chaotic evil

Advancement: 8-12 HD (Medium-size), 13—20 HD (Large)

b

exceeds 22, the spell works normally, though
the creature still gets a saving throw if the spell
allows such.

Tanar’ri Subtype: Tanar’ri have immuni-
ties to poison and electricity, their resistances let
them ignore the first 20 points of cold, fire, and
acid damage done to them each round, and
they can communicate telepathically with any
creature within 100 feet that has a language.

ATHAME

Lightning fast, the athame prefer to fight
with hit-and-run tactics, using their speed to
their advantage. A favorite tactic is to circle
their foe, whipping a spiked chain from a dis-
tance, but always backing out of harm’s way to
attack again from safety. Foes that have been
disarmed are attacked with bloodthirsty zeal
with chains and gores.

Damage Reduction (Su): The creature
ignores 15 hit points from most weapons and
natural attacks. A +1 weapon or better negates
the ability.

Improved Disarm (Ex): Rather than
gore with its antlers, an athame demon may
attempt a disarm attack against an opponent as
if it possessed the Improved Disarm feat.

Outsider: Outsiders have Darkvision with
a range of 60 feet. Athame are proficient with
all simple and martial weapons. A slain outsider
cannot be raised or resurrected, although a wish
or miracle spell can restore it to life.

Skills: Athame always have the artisan’s
tools for their Craft (trapmaking) skill handy,
and so don’t suffer the —2 penalty for using a
Cratft skill without tools. They also receive a +2
synergy bonus to Diplomacy checks, and to
Innuendo checks to intercept a message. This is

taken into consideration in the stats above.
Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-

ATHAME

hame are the scouts and trackers

of the abyss; they hunt down
intruders and gather information for
their demon masters. Rarely used as
shock. troops, these demons Are fm too
useful to wiste in pitched battle. Am
Athame is an expert in stealth and
intelligence-gathering, using deceit and
Violence to discover secrets for its master.
Athame relish inflicting Pﬂin, aftzn
torturing those they capture for their
own pleasure as much as to learn
anything. Their delight in torment is
obvious in their a(istur}’n’ng chling,
and they use o mixture of mundane
and magical methods to inflict agony.
An athame will not always kill its
prey; it enjoys kmm’ng thata fae is
spreading tales of the horrors it suffered
at the hands of the demon.

Athame are roughly man-sized
creatures with powerful bare human
chests and arms. The legs are those of A
stag, with knees bent backwards and
cloven hooves. The head is likewise that
of ablack staq with. Large pointed
antlers. Tiny, sharp teeth fill the
mouth, with vile saliva t(rip;n’ng
constantly down the chin. Light
reflecting in the eves often gives off an
eerie red glow.

ADVENTURE SEED

Ao The party has angered A minor
demon, who has bartered for the services
of an Athame. Using a portal to the
material world, the Athame has come
through to track down and capture or
sLay as many members of the party As
}wssﬂﬂe. Tt silently stalks and observes
the characters from afar for several
weeks before making an Assault. The
demon will attempt to Ambush Lone
members of the party and stay or kidnap
them, returning to the Abyss with as
many party members as possible.



BANDERLATCH

banderlatch is o minor demon,

often summoned purely for compat
or destructive situntions as its
mischievous and chaotic nature makes
it unsuitable for most other tasks. This
demon revels in destruction, whether it's
knocking over the carefully stacked
%ila{ing btocks of a little 77017 or f?au?liﬂﬂ
into a professional phalanx.

Banderlatches Are humanoid-
Looking demons with a hunched posture,
short Tmm@; legs, oversized Arms, stiletto-
Like claws, And }Jur}alisfv]ﬂﬂ«ck skin.
The creature’s ears are Long and pointed
and its mouth is usually split into o
wide grin showing off its many tiny
fangs.

Banderlatches are generally
Kicked around by more powerful demons
and have learned to roll with the
punches. When they do find a victim
weaKer than themselves, they tend to
batter him into submission and then
stice into their prey Later at their
leisure, seeing what types of howls they

can elicit.

Tum]?ling and dodging Are second
nature to the creature, and its whole
body is desiqued to curl into a ball for
somersaulting ALLACKS. Once Amadst its
enemies, & banderlatch will attempt to
strike down anything within its
considerable reach. If a fight turns
ngm'nst the creature, it will uswvlly
Attempt to jump away and then fend
off its opponents at TAnge.

The conjurer Nemethien made
numerous pacts with evil outsiders over
the years. One of these pacts requireq
him to research and disseminate spells
allowing banderlatches greater access to
cause uncontrolled destruction in the
material world. In addition to
o(eVelafzing these S}Jells, Nemethien
secretly developed spells to grant himself
control over otherwise unfettered
bandertatches.

Ak ¥

! ; Medium-sized Outsider (Chaotic, Evil)
Hit Dice: 4d8+4 (22 hp)
Initiative: +4 (Dex)
Speed: 30 ft.
AC: 19 (+4 Dex, +5 natural)
Attacks: 2 claws +5, and bite +0
Damage: Claws 1d6+1 each, bite 1d6
Face/Reach: 5 ft. x 5 ft./10 ft. (long arms)
Special Attacks: Crashing Rush, Extended Reach,

Spell-Like Abilities, Summon Banderlatch

Special Qualities:

Resistances, Damage Reduction 10/silver,

Darkvision 60 ft., Evasion, Immunity to Poison,
Telepathy 100 ft.

Saves: Fort +5, Ref +8, Will +3

Abilities: Str 13, Dex 19, Con 13, Int 11, Wis 9, Cha 13

Skills: Balance +6, Climb +6, Intimidate +8,
Jump +10, Spot +6, Tumble +12

Feats: Dodge, Combat Reflexes

Climate/Terrain: Any land and underground

Organization: Solitary or gang (2—4)

Challenge Rating: 4

Treasure: None

Alignment: Always chaotic evil

Advancement: 5-8 HD (Medium-size)

A

ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 13,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.
Spell-like Abilities: This creature can use
the following spells as if cast by a 12th-level cast-
er. The DC to resist these abilities is 11 + the
spell level. Teleport without error can transport
the athame plus 50 Ibs of objects only.
1/day — detect thoughts, heat metal, hold mon-
ster, locate creature
At Will — alter self, detect magic, detect secret
doors, inflict light wounds, pass without
trace, teleport without error
Summon Tanar’ri (Sp): Once per
day, an athame can attempt to summon 1d4
dretches with a 40% chance of success.
Subtype: Tanarri have
immunities to poison and electricity, their resis-
tances let them ignore the first 20 points of cold,
fire, and acid damage done to them each

Tanar’ri

round, and they can communicate telepathical-

ly with any creature within 100 feet that has a
language.

BANDERLATCH

Banderlatch speak Abyssal, Celestial, and
Draconic.

Crashing Rush (Ex): As a standard
action, at the end of a jump of at least 10 feet the
banderlatch can curl into a ball and perform an
attack as if using the feat Improved Bull’s Rush.
This attack must be made upon a creature
occupying the 5-foot by 5-foot space the ban-
derlatch lands in. Creatures struck by this
attack receive 1 point of subdual damage per
foot pushed back, and are knocked prone if
pushed back 10 feet or more. Regardless of the
success or failure of the attack, the banderlatch
makes a Tumble check (DC 20) to regain its feet
as a free action after performing the attack. If
the banderlatch fails the Tumble check then it is
prone. Arising from a prone position is a move-
equivalent action.

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A silver weapon or better

negates the ability.




Evasion (Ex): If subjected to an attack that
allows a Reflex save for half damage, a creature
with Evasion takes no damage on a successful
save. A bound character or one in a completely
restrictive area cannot use Evasion. The crea-
ture need not know that the attack is coming.

Extended Reach (Ex): The banderlatch’s
arms are twice as long as those of similarly-sized
humanoid forms. This gives the banderlatch
natural reach of 10 ft.

Immunity to Poison (Ex): Banderlatches
are immune to poison.

Outsider: Outsiders have Darkvision with
a range of 60 feet. Banderlatches are not profi-
cient with weapons. A slain outsider cannot be
raised or resurrected, although a wish or mira-
cle spell can restore it to life.

Resistances (Ex): Banderlatches ignore
the first 15 points of acid, cold, fire, or electric-
ity damage done to them each round. They still
makes saving throws nor-

ma]lg.kins: \x\- f _.J

Banderlatches receive a e
+2  synergy bonus to
Tumble. They also get a +2 .
synergy bonus to Balance
and Jump checks, a +3
dodge AC bonus when
fighting defensively or
taking full-round
actions, and a +6
dodge AC bonus when Xl
on total defense.

J.I
These synergy | .
bonuses are worked ', J
into the above stats. b .I

Spell-like
Abilities: This creature
can use the following spells as if
cast by a 4th-level caster. The DC to
resist these abilities is 10 + the spell level.

1/day — bull’s strength, scare

3/day — jump

At Will — darkness, open/close, prestigita-

tion

Summon Banderlatch (Sp): Once per
day, a banderlatch can attempt to summon
another banderlatch with a 35% chance of suc-
cess. On a failure, no banderlatch answers the
summons. A banderlatch that has just been
summoned cannot use its own summon ability
for 1 hour.

Telepathy (Su): Banderlatches can com-
municate telepathically with any creature with-

in 100 feet that has a language.

Conjuration (Summoning)
[Chaotic, Evil]

Level: Sor/Wiz 3

Components: V, S, I M

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One summoned banderlatch

Duration: 1d4 months (see text)

Saving Throw: None

Spell Resistance: No

This spell summons a banderlatch demon.
Unlike normal summonings, this spell does not
grant the caster any control over the sum-
moned demon. Whether the banderlatch
attacks the nearest creature, runs away, or par-
leys is dependent on the whims of the creature
and the circumstances. The bander-

latch, not the caster, decides where

within the spell’s range it appears
when summoned. The demon
manifests on this world until it
is killed, banished, or the
spell’s duration ends. The
spell lasts 1d4 months,
and the banderlatch
leaves the dawn after
the last month’s full
moon. The duration
is determined ran-
y  domly at the time
Y of casting. While
{4 the caster does
not gain any
knowledge of the
duration, the ban-
derlatch does.
Focus: A summoning circle and

a brazier.

Material Component: The hearts of eight
doves and something created by a child. The
hearts and the child’s creation are burned dur-

ing the casting.

NEW SPELL. ENSLAVE
SUMMONED BANDERLATCH

Enchantment (Charm) [Mind-Affecting]
Level: Sor/Wiz 3

Components: V, S, F

Casting Time: 1 action

Range: Close (25 ft. + 5 ft.,/2 levels)

ADVENTURE SEED

W “Gentlemen, what I am fro}:asing 15
essentinlly one night's worth. of work. I
need sharp bLades and strong shields to
deal with an unknown guantity ...
this is & potentinlly dangerous
assignment.

“I have come into possession of A type of
summoning spell I have never
encountered before. Normally, creatures
brought into existence this way remain
in this dimension for & short time and
are therefore Limited in their usefulness.
This new spell has an element of chaos to
it, and summons A specific type of
extraplanar creature for An Amount of
time far surpassing that of a standard
summam'ng. However, the creature
referenced, the banderlatch, is not one
that I have heard of, and my researches
have not borne any fruit in
conjunction with that name. It is
possible that the banderiatch is either &
type of creature or A single unique
individual.

“Ipropose to summon the creature At a
secluded hamlet where I have some
property. T will summon it, converse
with it if able, then study the
banderlatch’s capabilities, map out its
strengths and weaknesses, test its
extraplanar immunities, And measure
its martinl capabilities in skirmishes
with skilled opponents. That is where
you come in. In Addition, should its
chaotic nature be sufficient to disrupt
normal mngicnl controls, I want
overwhelming force tobe available to
dispatch the creature. So while there is
A theoretical danger and risk. to you, I
expect it tobe A highly controlled and
managed risk.”



DEVIL FISH

“Arplague to fresh waters, Abane
to swiimmers ang sea~folk alike, but oh,
how }t’ry‘itlly Aelicions these ﬁul

# DEMONS

AT
eAtures be. Whether fried, | or Target: One summoned
# . ﬁiﬂf }ﬂ,kﬂ{ ﬁ D EVIL FIS H Duration: 1 daylevel
stewed, these Revilish temptations add a .
risqyéflm/pr 2o Any tm‘{"t""”ﬂlﬁ% Tiny Outsider (Chaotic, Evil, Aquatic)
recipe. I recomment] ﬁaly witer ang Hit Dice: 1d8+1 (5 hp)
enchanteq cutting Knives be at hand Initiative: +6 (+2 Dex, +4 Improved Initiative)
, i Speed: 20 ft., 1 of every 10 can fly 10 ft. (poor)

Q’urmj}r s AC: 15 (+2 Dex, +2 size, +1 natural)

Attacks: Bite +3, and 2 fin rakes —2

_’Emthanghttm’ /5 Damage: Bite 1d3+1, fin rake 1d2 each
Halfing's Holybook: Fifty Exotic Recipes Face/Reach: 2 1/2 ft. x 2 1/2 )0 fi.
Fit ﬁf5mﬂll And Tall Special Attacks: Pollute

Special Qualities: Darkvision 60 ft.

Ajelictuiy Among many mortal Saves: Fort +3, Ref +4, Will +2
falk, the deVilfisk has a dual Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 10, Cha 7
B s L iEked counming AR Skills: Listen +4, Spot +4
e fvr Al i 4 Feats: Improved Initiative

vile temper. 01/»117 the elves swear aﬁ[ Climate/Terrain: Aquatic
frvm mtin7 it, amnting it Among Organization: Solitary or school (5-15)
things forbidden to consume. The rest of Challenge Rating; 1/2

Treasure: None
themartal races hve suﬁ‘e ed Alignment: Always chaotic evil
Adverse side "—ﬁcﬂﬁﬁ Wﬂﬂf centuries f’f Advancement: 2-3 HD (Tiny)
culinary delight.

Found in both fresh and sen waters,
it is clear that the fish does trace some of
its heritaqe back to the pits of the abyss.
While technically demons to those in
the religious know, common parlance
has qubbed them devils and the name
carries A certain ring. Often a foot and A
half in length, with qull blood-red
scales, & row of jaqqed sharp teeth, and
nasty, razor-sharp fins, the devil fish
manaqes to stave off most predators.

Aged fishermen swear the things
display human-like intelligence and
malice. Devil fish are notoriously hard
to catch, and it's siid that they can
sense A fisher's trap with fox-like
cunning. By far their most dangerous
ability is to poison wter with an inky
Plackness.

Rumors 7ersist af A flv;ing Vpbriety
of devil fish. Sen tales descrive the fish as
having bat-like wings that extend
when the ﬁsk leap out of water. No
report has been verified, but mounting
one would be the pinnacle of any true
ﬁsflmmun s career!




MAGE FIEND

Large Outsider (Chaotic, Evil)

Hit Dice: 7d8+21 (52 hp)

Initiative: +4 (Improved Initiative)

Speed: 30 ft.

AC: 16 (—1 size, +7 natural)

Attacks: 2 claws +11/+6 melee, bite +9 melee, and gore
+9 melee

Damage: Claws 1d6+5 each, bite 1d8+2 plus Energy
Drain, gore 1d4+2

Face/Reach: 5 ft. x 5 ft./10 ft.

Special Attacks: Energy Drain, Spell-like Abilities

Special Qualities: Darkvision 60 ft.

Saves: Fort +8, Ref +5, Will +7

Abilities: Str 20, Dex 10, Con 16, Int 8, Wis 14, Cha 8

Skills: Balance +6, Climb +6, Hide +6, Listen +9,
Move Silently +10, Search +6, Spot +10

Feats: Improved Initiative, Multiattack

Climate/Terrain: Any land and underground

Organization:

Challenge Rating: 5
Treasure: Standard
Alignment:

Advancement:

Solitary or mated pair

Always chaotic evil
8-14 HD (Large)

A

Saving Throw: Will negates
Spell Resistance: Yes

This spell allows the caster to assert control
over a banderlatch summoned via the summon
banderlatch spell. If successful, the spell grants
the caster control over a summoned bander-
latch as if it were summoned by a standard
summon monster spell. If the banderlatch is
given conflicting commands from two sources,
the two make opposed Charisma rolls to deter-
mine which command is dominant.

Focus: A masterwork dagger that must be
in hand and pointed at the target banderlatch
when the spell is cast.

DEVIL FisH

Outsider: Outsiders have Darkvision with
a range of 60 feet. Devil fish are not proficient
with weapons. A slain outsider cannot be raised
or resurrected, although a wish or miracle spell
can restore it to life.

Pollute (Ex): Three times per day, a devil
fish may infuse a 5-foot sphere of water sur-
rounding it with an inky darkness that allows
the fish total concealment; attackers have a 50%
miss chance and must guess at the fish’s loca-
tion. The darkness has no effect on the devil
fish, since it has Darkvision. The ability also has
a residual effect of poisoning the water. A soli-
tary devil fish cannot foul any body of water
bigger than a small pool, but in a full school,
streams and harbors can be choked with its
filth. This contact poison has a DC of 22, an
initial damage of 1d12 hp, and a secondary
damage of 1d6 temporary Constitution dam-
age.

MAGE FEEND

Energy Drain (Su): Against arcane spell-
casters only, the mage fiend’s successful bite
attack drains 1 level from the target. For each

negative level, the character suffers —1 to all skill
and ability checks, attack rolls, and saving
throws, —5 hit points, and whenever the char-

ADVENTURE SEED

Ao0nce & year, the high barom of the
realm sponsors A fishing festival.
Commoners, nof;'ility, Aand adventures
alike mingle on the cool waters of the
region in A true test of competitive skill.
The target: A newly released devil fish,
the most cunning and relentless sea
deticacy known to all the races! The
prize: avictory feast at the baron’s
manse, A chest of gold and sitver coins,
and best of alL, & movnted and stuffed
devil fish, suitable for any prosperous
adventurer’s trophy room. By the
baron's own edict, mmgictkl }7lﬁuting af
the local waterways is strictly
farfn'a(a{en. Adventuters bewnre, however,
competition is fierce And participants
employ many unorthodox, And
sometimes even unethical, methods to
catch the nefarions devil fish.

MAGE FIEND
7’12 mage fiend is roughly the size of

oqre, with A thick, blue-black.
scaly hide and cold white eves that glow
mwlewlmtly. anaﬁskmp teeth line
its maw, and its Arms end in wicked
claws. A Pm'r af lmg, s}n’m{ly horns
sweep bACK. from. its head. The mage
Jiend carries no equipment or
Adornment; it would seem to be Little
more than An Animal, 1f not far its
intelligence and special powers.

The mage fiend stalks the outer
planes in search of prey, t[wugk other
outsiders have been known to transport
the beasts to the material world in order
to plaquie mortals, and sometimes mortal
magic-users themselves summon the
Peasts to stalk. their enemies. In such
cases they can be frund Anywhere that

WIZATs And sorcerers duwell.

Mage fiends have no society and
little orqanization. Unless Assembled by
A greater power, t[wy normally only
come taget[wr to mate. This process Lasts



for one year, after which time the child
is abandoned to fend for itself and the

parents leave each other’s company.

ADVENTURE SEED

o The worst place to be is between &
wizard And A made fiend. Decades Aqo,
the magic-fearing pastor of the village
of Somwell’s little church was driven
into A panic by the reckless excess of
Adenturing wizards come to slay A
woodland monster. H#is Vow never to let
the village be ravaged by arcane magic
aqain drew the attention of A demon.
FPosing as & helpful cleric, the demon
crafted an artifact for the pastor: an
engraved stone that senses spells within
half a mile of the church. Whenever
this stone detects an Arcane spell of even
the weakest sort, it calls A maqe fiend to
earth to destroy the spellcaster. Should
the spellcaster flee the half-mile radius,
the mage ﬁzw{ remains in Somwell,
causing havoc until it has slain o
spellcaster or been slain itself. Although
only one madge fiend can exist in
Somwell at a time, & potentially
endless line of the creatures is summoned
until at least one Arcane spellcaster is
Killed within their domain. Today, the
stone is buried somewhere in the
churchyard, but only the pastor knew
the exact location of the artifact. #He
died Last winter, never knowing the
truth about the demon. When the PCs
Arrive in Somwell, tluay "t have to find
and destroy the artifact or leave the
village at the mercy of & Lethal demon
drawn ]717 their own presence.

TATTERDEMALION

hile many demons are pure,

distilled evil, iminutive
tatterdemalions represent the chastic
side of the breed, exulting in the
confusion and pandemonivim they
create. Not part of the abyssal realms’
elite, tatterdemalions }m:fer to wreak.

acter’s
level is used
in a die
roll or
calcula-
tion, reduce it by
one for each nega-
tive level. If the vic-
tim casts spells, he
loses access to one spell
as if he had cast his
highest-level, cur-
rently  available
spell. When he next
prepares spells  or
regains spell slots, he
gets one less spell slot
at his highest spell
level. Negative lev-
els remain for 24
hours or until
removed with a
spell, such as
restoration.
After 24 hours,
the aftlicted
character
m u s t
attempt  a
Fortitude ] ¥
save (DG 12). \
On a success, the
negative level goes away caus-
ing no harm. If it fails, the negative level
goes away, but the character’s level is also
reduced by 1. The aftlicted character makes a
separate saving throw for each negative level. A
character with negative levels at least equal to
his current level, or Drained below st level, is
mnstantly slain. He may rise the next night as a
wight. A creature gains 5 temporary hit points
for each negative level it inflicts.
Outsider: Outsiders have Darkvision with
a range of 60 feet. Mage fiends are not profi-
cient with weapons. A slain outsider cannot be
raised or resurrected, although a wish or mira-
cle spell can restore it to life.
Skills: Mage fiends take a —4 size penalty
to Hide checks. This is included above.
Spell-like Abilities: The mage fiend can
use the following spells as if cast by a 3rd-level
caster. The DC to resist these abilities is 9 + the
spell level.

3/day — dispel magic
At Will — detect magic

The mage fiend can
use the following spell as
if cast by a 7w-level sor-

cerer.
3/day — spell turning

Tatterdemalions speak Abyssal,
Celestial, Draconic, and Common.
Damage Reduction (Su):
The creature ignores 5 hit points
from most weapons and natural
attacks. A silver weapon or
better negates the ability.
Feats: Tatterde-
malions receive Weapon
Finesse (claws) free as a
racial bonus.

Immunity to Poison
(Ex): Tatterdemalions are
immune to poison.

Outsider:
Outsiders ~ have

_: 1 Darkvision with a
] range of 60 feet.
' Tatterdemalions

are not proficient
with weapons. A
slain outsider cannot
be raised or resurrect-
ed, although a wish or miracle

spell can restore it to life.

Rend (Ex): If a tatterdemalion is attacking
to destroy an opponent’s armor, every success-
ful hit lowers the armor’s bonus by —1 if the
armor fails a DC 18 Reflex save; the bonus for
this save is the same as its wearer’s unless the
armor is magical, in which case the save is the
better of its wearer’s or 2 + one-half its caster
level. No damage roll is required for this attack.
A tatterdemalion is only able to damage magi-
cal armor, shields, and weapons with enhance-
ment bonuses equal to or less than its own Hit
Dice. No tatterdemalion is able to destroy an
artifact with its claws. Repairing a damaged
article requires a make whole spell, one mend-
ing spell per damaging hit the tatterdemalion
scored on the item, or the attentions of an
appropriate mundane or magical craftsman.

Resistance to Fire (Ex): The creature
ignores the first 10 points of fire damage done
to it each round. The creature still makes saving
throws normally.




TATTERDEMALION

Small Outsider (Chaotic, Evil)

havoc in the material world, only
rarely being summoned by mortal
spellcasters.

In the dark, a tatterdemalion
easily passes for some sort of manic
hatfting or human child dressed in rags
and tatters. In better liﬁf»t, t[\m; Look.

Hit Dice: 4d8 (18 hp) Like small humanoids with grossly
Initiative: +4 (Dex) elmgﬂtu{ﬂngers ending in curving
Speed: 30 ft. claws up to 4 inches long. Their

AC: 20 (+1 size, +5 natural, +4 Dex) - "

Attacks: 2 claws +9 melee (R0 r'enlb/ Scﬂtt'em{ tTAftS af

Damage: Claws 1d6+1 each wartfur fﬁw‘tu&lly covering scwly skin.

Face/Reach: 5 ft. x 5 fi./5 fi. They have numerous pointed teeth in

Special Attacks: Rend, Spell-like .Ab111t1§s - their almost do ﬂ'l ike snouts and their

Special Qualities: Damage Reduction 5/silver, Darkvision 60 ft., ’ " - ’
Immunity to Poison, Resistance to Fire 10, EHESY ow with red, malevo zntg i1y
Spell Resistance 5, Tumble +6 ]

Saves: Fort +4, Ref +8, Will +5 W[‘fl ethey F G gl il

Abilities: Str 12, Dex 18, Con 11, Int 14, Wis 13, Cha 12 use of their claw's in combat,

Skills: Balance +11, Climb +3, Disable Device +7, tatterdemalions }Jrzferta use them to
Escape Artist +6, Hide +8, Jump +8, Listen shred their victims' accoutrements. If an
+4, Move Silently +8, Search +7, Spot +6, s -

Tumble +6 opportunity to humilinte or annoy An

Feats: Combat Reflexes, Dodge, Weapon Finesse opponent presents itielf, the
(claws) tatterdemalion will 7leefu Ity take it.

Climate/Terrain: Any land and underground .

AL ! If faced with numerous opponents, tfuay
Organization: Solitary or gang (2—4) : i
Challenge Rating: 3 Attack. the most [\&ﬂl/tli; ﬂWTu{ftﬁt
Treasure: None Once An opponent is rendered vulnerable,
Alignment: Always chaotic evil the tatterdemalion switches to another
Advancement: 5-7 HD (Small)

Jfoe unless it is in imminent danqer of
being stain. It fights Aqgqressively if it
thinks it can win, or flees unashamedly
if its chances Lok poor.

Skills: Tatterdemalions receive a +4 size
bonus to Hide checks, and a +2 synergy bonus to
Tumble checks. Their elongated claws function
as thieves’ tools for Disable Device checks. These

ADVENTURE SEED

R tatterdemalion sneaks through
the encampment of an army. It cuts
pArtway through the barding and tack
of the horses, the soldiers’ sword betts and
shield straps, the torsion ropes of the sieqe

bonuses are included above.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-
ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 5, the
spell works normally, though the creature still
enqines, And 5o on. If it or its sabotaqe
isn't detected in time, the defective
equipment is likely to give way when

gets a saving throw if the spell allows such.
Spell-like Abilities: This creature can use
the following spells as if cast by a 6th-level sorcer-
er. The DC to resist these abilities is 11 + the spell
level.
1/day — shatter infantry c[uques, for instance. The
At Will — blink

stress is Applied to it: during cAVALry or

demon remains in the Ared to witness
the results of its devastating prank,
appenring and disappearing all over the
battlefield, watching the other force
slavighter the hamstrung army.



Dil;{mnitcfws ate tiny creatures,
usually just under two Jeet in
height, with Large rovnded ears,
leathery skin, and bu Lging eyes. #iﬂi»ly
intelligent, they Are masters of both
written and spoken Languages.

Dildersnitches were originally
created by powerful wizards to Assist in
their time-consuming research.
However, their extensive reading made
the dildersnitches too informed for their
own 4ood, And most were either dismissed
by their masters or Left of their own
accord. Few, if any, remain in the
employ of a spellcaster, and most
commorners reqard them as Little more
than a fairy tale.

Dildersnitches are solitary in
nature, but are single-minded with
reqards to their only real passion:
Languaqes. A midgle-nqed member of the
race will usually know every language
currently in use, As well As A number of
ancient or Gend ones. Hearing A new
word qrabs a dildersnitch’s attention
like nothing else, and they will gladly
travel from one end of the continent to
the other on Little more than the rumor
of & newly discovered race or tribe.

Abit aloof in nature,
dildersnitches distike combat and will
avoid physical confrontation whenever
possiple. If they must defend themselves,
a dnqqer is their preferred weapon. They
qon’t hoard treasure, but they are
Attracted to ancient scrolls and books,
especinlly when written in uncommon

tmguas.

ADVENTURE SEED

doAfter }eing the target of A joke in A
local tavern, a dildersnitch has cast an
enchantment on & famous bard,

leaving him speaking only the less-
than-melodions qoblin Lanquage. If the
pArty can understand his stobbering
qrunts, the bard hires the PCs to find the
dildersnitch’s Lair outside of town And
bring him back to break. the spell.

DILDERSNITCH

Tiny Humanoid (Dildersnitch)

-l Hit Dice: 2d8 (9 hp)
- ﬂ"r’ Initiative: +1 (Dex)
- Speed: 20 ft.

AC: 14 (+1 natural, +1 Dex, +2 size)

Attacks: Dagger +4 melee

Damage: Dagger 1d4-3

Face/Reach: 2 1)2 ft. x 2 1/2 /0 ft.

Special Attacks: Tonguetwist

Special Qualities: Spell-like Abilities

Saves: Fort +0, Ref +1, Will +6

Abilities: Str 4, Dex 12, Con 10, Int 17, Wis 16, Cha 10

Skills: Decipher Script +10, Gather Information +4,
Knowledge (arcana) +8, Move Silently +3, Listen
+ 3, Search +3

Feats: Weapon Finesse (dagger)

Climate/Terrain: Any land or underground, usually urban areas

Organization: Solitary

Challenge Rating: 1

Treasure: Standard, plus 2d4 rare books or scrolls
Alignment: Usually chaotic neutral
Advancement: 3 HD (Tiny), 4-5 HD (Small)

Dildersnitches speak all languages current-  Information checks. These are already figured
ly in use, and several dead languages as deter-  in the stats above.
mined by the GM. Spell-like Abilities: This creature can use
Skills: Dildersnitches have +4 racial the following spells as if cast by a 5th-level cast-
bonuses to Decipher Script and Gather er. The DC to resist these abilities is 10 + the
spell level.
1/day — illusory script, secret page
3/day — tongues
At Will — comprehend languages, read

magic
Tonguetwist (Su): Twice per day, the
dildersnitch can use Tonguetwist on any crea-
ture within 30 feet that has the ability to speak,

N ight. The target must make a Will save at
Vouns DC 13; if he fails, he is unable to

Sty g, N\ speak any language except one
. chosen by the dildersnitch,
even it is one the target didn’t
speak prior to the enchant-
ment. The effect lasts until the
target makes a successful Will
roll, which may only be
attempted once per day. The
dildersnitch may end the
enchantment at any time it

chooses, and the spell is broken

immediately if it dies. Once
freed from its effects, the target
will forget the language, unless
he already knew the language

before the encounter.

provided it is within the dildersnitch’s line of




Medium-size Humanoid (Canid)

Hit Dice: 2d8+6 (15 hp)

Initiative: +3 (Dex)

Speed: 40 ft.

AC: 16 (+3 Dex, +1 natural, +2 leather)

Attacks: Short sword +3 melee, or bite +3 melee, or
heavy crossbow +4 ranged

Damage: Short sword 1d6+2, bite 1d4+3, heavy crossbow
1d10

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities: Scent

Saves: Fort +6, Ref +3, Will +0

Abilities: Str 14, Dex 17, Con 16, Int 10, Wis 10, Cha 6

Skills: Intuit Direction +3, Listen +3, Move Silently +3, Spot
+3, Swim +2 (+7 with no gear), Wilderness Lore

+1(+7 when tracking by scent)

Feats: Combat Reflexes

Climate/Terrain: Any land and underground

Organization: Solitary, company (4—10 plus 1 company leader
of 31 Jevel), squad (3 companiers plus 1 squad
sergeant of 5th level plus 60—90 non-combatant
camp followers), or troop (3 squads plus 3 troop
commanders of 7th level plus 1d6 4m-level sor-
cerers plus 150-300 non-combatant camp fol-
lowers)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually neutral

Advancement: By character class (fighter or ranger)

e

Dog soldiers speak Canid (their own form of Combat Reflexes, it needs to take
tongue) and Common. Those with the feat a second time.
an Intelligence higher than
12 also speak Goblinoid

and at least one demi-

Scent (Ex): Creatures

with Scent can detect
opponents within 30
human language. feet by sense of
Feats:
Combat Reflexes
only allow the
dog soldier to

make addition-

smell, and can
pinpoint  the
source of a
scent if it is
within 5 feet.
al attacks of They can fol-
opportunity low tracks by
using its innate smell, making
a Wisdom
check DC 10 + 2
per hour that the
trail is cold.
Skills: Dog sol-

diers get a +6 racial bonus

bite ability, not
using a wielded
weapon.

Otherwise, it func-
tions exactly as the stan-
dard feat. If a dog soldier

wishes to train in the standard

when using Wilderness Lore to
track by scent, a +5 racial bonus when

Dag soldiers Are fierce canine-like
humanoids strictly bred for battle-
prowess and undying loyalty. Spawneq
by an insane mage almost & thousand
years aqo, these human-doq hybrids
have never stopped wandering the world
in their search for the mythical Lost
King they were created to serve. Until
the day they find him, they re content
to hire themselves out As mercenAries in
order to survive.

As swords for hire, they are quite
unusual in that they are
unquestionably loyal to their
employers, or “masters” as they refer to
them. Once & company of doq soldiers
enters into & contract, it won't break. it
under Any circumstances. Only when
the mission or tour of duty is completed
satisfactorily do they move on to the
next job. Failure to meet the terms of the
contract usually means death, as the
entire company will commit ritual
suicide in order to restore their Lost honor.

Dog soldiers bear tremendous
enmity toward the goblinoid races,
especinlly guolls and bughears. Any
time A company of dog soldiers
encounters either of these two races it
won't hesitate attack. In battle, dog
soldiers Are fearsome opponents that
Javer pack. tactics — companies of
soldsers gang up on stronger opponents
and rapidly wear them down. A dog
soldier won't hesitate to die in battle if
that will qive its comrades A t{efinitﬂ
AqVAntage over the enemy. They are
also not above fighting dirty, using Any
means necessary to secure A victory.
While it may seem, on the surface, that
battle with dog soldiers is chastic and
dominated by an anything-qoes, no-
holds-barred philosophy, they doin fact
mmintain A strict military discipline,
COMMUNILALING O1GeTS, IANUVETs, And
strateqies in the midst of battle using
their own Language.

Because af their fuﬂﬁiﬂ{ Fone
structure, dog soldiers Are incapable of
using bows other than crossbows. In



Pattle, they wear leather armor, which
qives them the freedom of movement
tfwt; require tobe totally effective
combatants. When not equipped with
ATInot, tfuay don't wear much more than
light cloth pants or breechcloths. The
light fur covering their 77«»’}150{1&1 form
Keeps them quite well-insulated
ugm’mt most non-extreme
environments.

Leadership at the various levels of
the dog soldier social structure is
determined by ritunl compat:
subordinte must issue A formal
challenqe to the leader of its unit and
the leader can choose to accept or reject
it. If Accepted — and it usually is as
the leader Loses tremendous face
otherwise — they duel at a designateq
time and place chosen by the company
commander to be witnessed by the other
troops. If the subordinate wins, it
becomes the new leader of the unit. If it
Loses and survives, it is exiled from the
unit forever. Challenqes for leadership
may not be issued during battle
preparations or while the enemy is

enqaqed.

ADVENTURE SEEDS

AoWhile on & routine Long-ranqge
reconnaissance, & company of dog soldiers
stops in A remote town to ;mrcfmse
supplies. The town's prejudiced cleri,
offended by their very existence, inflicts
upon them A maqical guest that forces
them to spend the remainder of their
lives in the streets Like so many stray
dogs. The doq soldiers beq the characters to
help them break the spell.

R0 The enemy of their current master
informs A company of dog soldiers that
he has crucial information reqarding
their Lost King but witt only surrender
it if the dog soldiers defect to his camp.
Unwilling to break their contract, they
instead hire the characters to get the
information from him ]717 Any means

WSSPUV.

swimming with no clothes, armor, or gear,
and a +3 racial bonus to Intuit Direction
checks. These bonuses are already worked
into their stats.

DOG SOLDIERS AS CHARACTERS

Most dog soldiers encountered are
cither fighters or rangers; these classes of
dog soldier favor short swords, battleaxes,

k il iy

"
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1
e e

scimitars, and warhammers. Very rarely is
a dog soldier born with innate magical tal-
ent; when it happens, the entire litter it
comes from is also similarly endowed.
These rare sorcerers are given special sta-
tus among the mercenary companies, act-
ing more often than not as advisors to the
commanders and providing tactical magi-
cal support during battle.




DRACOTICK

£Ven the migktiest ﬂf creatures

have their unwanted hangers-
on. Dmgms Are ne excz};tian, };lmﬁng

host to the most monstrous af parasites:

Small Vermin (Host’s Subtype) the dracotick. Su ffused with dragon
Hit Dice: 1d8+2+3 (9 hp) blood and camon ‘flaged to Look. Like a
Initiative: 0 draqon’s scale, the dracotick is an odd
Speed: 20 ft., climb 20 ft. ’
AC: 18 (+1 size, +7 natural) oo au/arful e ol Narmnlh/,
Attacks: Bite +2 melee, or touch +2 melee dracoticks are content to nestle
Damage: Bite 1d6+1 plus Poison, touch 1d2+1 subdual plus Amongst the scales ‘,f their draconic

Attach/Blood Drain : 5 :

hosts, the 1

Face/Reach: 5 ft. x5 ft./5 fi. f 32&(1-%7 gﬁf = mt&gtc%' 4 i
Special Attacks: Attach, Blood Drain, Breath Weapon, Poison P otent bl 004 When the dracotick’s
Special Qualities: Host Subtype, Immunities, Spell Resistance 10, ]701{17 1 full 47f the rich humor, it a(ra;:s

Tremorsense 30 ft. om the host's body and scuttles off to
Saves: Fort +4, Ref +0, Will +0 ]:f A £t A:( 7 1 ik ff
Abilities: Str 12, Dex 10, Con 14, Tnt —, Wis 10, Cha 1 e TR ik
Skills: Climb +12, Hide +5 (+10 when attached to a drag- Sometimes dracoticks will climp a

on), Jump +6, Move Silently +7 wall near the Lair and drop down
Fe?tS: = Toughness upon unsuspecting }mssers}’ﬂ;, perhaps
Climate/Terrain: Underground or any dragon o T » e
Organization: Solitary, case (5-10), or infestation (10-40) cxmfu s f S prake nost.
Challenge Rating: 3 T i
Treasure: None, though dracoticks are often found in dragon e e T

lairs scale-shaped, and match the color of
Alignment: Usually neutral their host perfectly. Were they not
Advancement: 2-3 HD (Medium, common on adult dragons),

4-5 HD (Large, common on dragons larger
than adult)

single-minded parasites, they might
almost be considered beautiful.

Dracoticks do not rely on their sight,
which is often useless if the dracotick
1s feea(ing beneath the scales af its host;
instead they use vibrations to locate

A

Attach (Ex): If a dracotick hits with its  dracotick cannot Attach onto a creature of less
touch attack, it uses its eight legs to latch onto  than Small size.
the opponent’s body. While Attached, the dra- Blood Drain (Ex): After Attaching to a
cotick’s AC is still 18. A charac- creature, a dracotick drains blood, dealing 1d3
ter can pull a dracotick off of .-‘_":L
his body, or the body of .-"‘ll
another, with a Strength
check (DG 11). /
Dracoticks ~ weigh ~ f

moving things. Their eight small legs
are feeble and inoffensive, but their

ints of t Constitution d: h
PoTis oF femporary TORSHIHon damage cac mandibles possess A nasty bite that

% full round it

“n S . Temains
ja T g PR =" Attached. This
damage returns
at the rate of

can inj ect & num]n'nq toxin into the
blood of & victim. Such weakened
victims aften succump to the

approximately 20 }
onslaught of a swarm of dracoticks.

Ibs. Their weight, if
Attached, should

one point per

day. Once it has Dracoticks are fkt;;imlly farmia{wbla,

be figured into a
character’s car-
rying capacity
and movement
rate. Enough
attached  dra-
coticks can slow

even the mightiest

fighter down.

Medium-size  creature

can have up to 12 dra-
coticks Attached to his
body (2 on each limb,
and 4 on the torso), and a Small creature can ~ This attack is similar in area to the attack of a
have up to 6 (1 on each limb, 2 on the torso). A Tiny dragon of the host’s type; it is either 30-

drained 6 points
of Constitution,
it drops off
and scurries
into hiding to
digest its san-
guine repast.
Breath
Weapon (Su):
Dracoticks can
breathe forth a
smaller version

of their host’s breath weapon.

as they can breathe A weaker version
af their host’s migkty breath weapon,
and are somewhat resistant to spells.
Many & party of adventurers, bloody
and without magic following an epic
battle with a draqon, have been stain
or driven away from the site of their
victory by dracoticks Vacating the
corpse of their dragon host.

Some sorcerers have discovered by
ATCANE eXperimentAtion A means to
take dracoticks as familiars, claiming
their ties to the maqic of dragon blood



make the sorcerer’s S}Jells more
eﬂcactiw. Most think such sorcerers to

be insane or perverse.

ADVENTURE SEEDS

& The PCs hear rumor of & black
draqon’s Lair in the bottom of & small
marshy Lake near & sleepy village.
Legends tell of the beast’s vast
treasure, but no one has heard af the
draqon in decades. While traveling
through the swamp to get to their
finnl destination, the PCs come Across
the dead body of the dragon. With the
7enaml Location af the lair kKnown,
this seems Like a qolden opportunity to
plunder the draqon’s hoard. After
navigating the traps and inhospitable
terrin of the dragon-less Lair, the
treasure hunt turns deadly as the PCs
discover the hungry dracoticks within.

o A near-blind but still

terrifyingly powerful qolden dragon
comes to & band of mid-level PCs with
a }Jro]?lem: it will soon qo to meet with
others of its kind, and wishes to be
}Jresantm]ﬂa toits fellows. It wants the
PCs to assist in the clmm’ng Aand
polishing of its scales, the whitening of
its teeth, and other matters of draconic
vanity. Their draconic emplover also
wishes the PCs to deal with any
dracotick infestations they might
come Across, though it does not explain
the exact nature of these “ticks.” In
return, the draqon promises A great
reward far the PCs’ assistance.

While cleaning the run-down
drake, the PCs discover a sizeable
infestation of hidden blue dracoticks,
and the vile parasites spit sheets of
lightning At them, Imtmt;ing the
truth about this draqon. #e is
actunlly a terribly [Azy yet
undeniably vain blue dragon under a
mngicnl illusion. Can the PCs
discover o way to escape their
predicament and escape not only the
now agitated dracoticks, but also the
blind draqon’s lethal vanity?

foot line or a 15-foot cone. If the
breath weapon inflicts damage, a
Reflex save (DC 12) can be made to
take half damage. Damage from the

attack, if it is a damaging effect such as
fire from a red dracotick, is 2d8. Non-damaging
effects, such as the sleep gas of a brass dracotick,
require saves of the appropriate type against a
DC 12; thus the sleep gas would require a Will
save. A dracotick can produce its breath
weapon 3 times per day, every 1d4 rounds. If
the dracotick’s host has two breath weapons, as
do the metallic dragons, the dracotick can
choose to use whichever one it deems most
appropriate as long as it does not use the com-
bined breath weapons more than its daily allot-
ment of 3 uses. Note, however, that dracoticks
are not very intelligent; though they have an
instinctive understanding of their breath
weapon and its uses, they may not realize the
best strategic use of it. They are, after all, just
terribly nasty but quite dumb bugs.

Feats: Dracoticks receive Toughness free as
a racial bonus.

Host Subtype (Ex): The dracotick has the
same subtype as the dragon that was its most
recent host, and all its attendant benefits. Thus,
ared dracotick is immune to fire, but takes dou-
ble damage from cold attacks unless it makes its
saving throw, since it has the Fire subtype.

Poison (Ex): The mouthparts of a dra-
cotick can exude a numbing toxin. The initial
and secondary damage of the poison are paral-
ysis for creatures of Medium size or smaller,
while a Fortitude save (DC 12) can avoid these
effects. Against creatures of Large size or
greater, the dracotick’s poison acts as a mild
anesthetic and causes only localized numbness.
This allows the dracotick to go unnoticed by its
draconic host. The dracotick usually follows up
its Poison attack by attempting to Attach and
use its Blood Drain ability.

Skills: Dracoticks receive a +3 racial bonus
to Jump and Move Silently checks, and a +8
racial bonus to Climb checks. In addition, they
also receive a +4 size bonus to Hide checks, and
+5 racial bonus to Hide checks if they are hid-
ing on the body of a dragon-host. These bonus-
es are figured into the dracotick’s skill totals.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-
ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 10,

the spell works normally, though the creature
still gets a saving throw if the spell allows such.

Vermin: Vermin have no Intelligence
scores and are immune to all mind-influencing
effects. Dracoticks have Tremorsense with a
range of 30 feet instead of Darkvision. Note that
this ability also allows the dracotick to sense the
location of movement on the body of the drag-
on upon which it feeds, whether the dragon is
living or dead.

DRACOTICKS AS FAMILIARS

A magic user of 5th level or higher who has
the Summon Familiar ability can attempt to
bond a dracotick as a familiar. This is a tedious
process, as the dracotick is normally unintelli-
gent, but determined casters can accomplish it.
As long as the spellcaster has no current famil-
iar, he may make one Handle Animal check per
month (DC 22) that he spends in the constant
company of the dracotick. Should the magic
user survive the experience and this check suc-
ceeds, the dracotick forms a primitive bond
with him. While the dracotick and the spellcast-
er are linked, the magic user can have no other
familiar and must feed the dracotick his blood
daily; for the duration of the familiar-master
relationship the spellcaster suffers 1 temporary
point of Constitution damage. This can be tem-
porarily restored through the use of endurance
and similar spells.

The benefits of the bond are potent. The
dracotick gains rudimentary awareness, and its
Intelligence score raises to 1 rather than using
the boosted Intelligence scores standard to
familiars. Spells cast by the spellcaster that share
the dracotick’s subtype gain +1 to their save DC
to be resisted. The magic user likewise gains +2
to his saves when resisting spells that share the
dracotick’s subtype. When dealing with drag-
ons, the spellcaster gains a +2 circumstance
bonus to skill checks with Bluff, Diplomacy, and
Sense Motive. The dracotick is never a very
bright familiar, though, and communication
with it s difficult even for the sorcerer who owns
such a familiar. It receives all other familiar ben-
efits, but it cannot make use of the speak with
vermin ability, as other vermin are generally
unintelligent, or the speak with master ability.
The familiar dracotick’s CR is 3 + half the
magic user’s level.

A dracotick sold for use as a familiar can
fetch in excess of 500 gp, depending on the rar-
ity of the dracotick’s last host.




DREADWRAITH

Medium-sized Undead (Incorporeal)

Hit Dice: 12d12 (78 hp)

Initiative: +4 (Dex)

Speed: 30 ft., fly 60 ft. (good)

AC: 24 (+4 Dex, +10 natural)
Attacks: 2 claws +6/+1 melee
Damage: Claws 1d6+3 each
Face/Reach: 5t x 5 ft./5 ft.

Special Attacks: Fear Aura, Flaming Lantern

Special Qualities:

Darkvision 60 ft., Immunities,
Vulnerability to Fearlessness

Saves: Fort +4, Ref +8, Will +8

Abilities: Str 10, Dex 18, Con —, Int 10, Wis 10, Cha 3

Skills: Hide +17, Intimidate +11, Listen +8, Search +8,
Sense Motive +4, Spot +8

Feats: Alertness, Dodge, Mobility

Climate/Terrain: Any land or underground

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Always chaotic evil

Advancement: 3—11 HD (Medium-size)

el

Dreadwraiths prefer to play with their
prey, but when combat is inevitable or when
their victim has been tortured to his limit,
they will fight to kill.

Fear Aura (Ex): The dreadwraith’s very
presence inspires great fear. If the dread-
wraith is unseen, those affected may not
understand why they feel intensely fright-
ened. When clearly visible, the sight of a
dreadwraith with its eerie lantern is enough
to freeze the bravest heart. Those within a
60-foot radius of the dreadwraith that see it
must succeed at a Will save (DC 14) or be
affected as though by fear as cast by a sor-
cerer of 7th level.

Flaming Lantern (Su): The dread-
wraith relies upon the unnatural fire within
its lantern to destroy and kill. Three times
per day, the dreadwraith can summon a
burst of hideous, roaring green fire from the
front of the lantern. Composed not only of
flame, but also the cruel shards of pain and
shame that are cousins to fear, the lantern’s
blazing fire inflicts 5d10 damage and will set
flammable things within a 30-foot cone
alight with dancing. A successful Reflex save
(DC 18) means that targets take only half
damage.

Incorporeal Subtype: Incorporeal
creatures can only be harmed by other
incorporeal creatures, by +1 or better
weapons, or by spells, spell-like effects, or
supernatural effects. They are immune to all
non-magical attack forms, and cannot be
tripped or grappled by corporeal creatures.
They cannot fall or suffer falling damage. An
incorporeal creature has a 50% chance to
ignore any damage from a corporeal source.
The physical attacks of incorporeal creatures
ignore material armor. Incorporeal crea-
tures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease, death
effects, necromantic effects, and mind-influ-
encing effects. Undead are not subject to
critical hits, subdual damage, ability damage
or drain, or energy drain. They have no
Constitution scores and are therefore
immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have

Darkvision with a range of 60 feet. Negative
energy can heal undead creatures. An
undead creature is not at risk of death from

dreadwraith is a particularly

terrifying breed of undead,
existing only in order to spread fear
and death. Legends tell of unfaithful
priests who ]mtmvep( not only their
people, but also their gods. These
treacherous souls were condemned ]717
the gods they served, cursed to never
aqain be trusted or welcomed
anywhere. 0ver the centuries, the gods
forgot about their creations, and the
dreadwraiths grew in power. Some still
remain bound to ruins as temple
quardians, while others have been
chained with magic to serve as
assassins or bodyquards to powerful
necromancers. Only a rare few still
walk. free to ravaqe the Land.

A dreadwraith AppeArs as i
towering humanoi figure, 7to § feet
tall, swathed in tattered black robes.
The robes are in fact empty, but
guarled, clawed hands jut out from
either sleeve. Insubstantial as other
wriiths, these terrible creatures all
beara huge Lantern in one hand, Lit
1717 An unnatural green-coloreq fle:.
Dread radintes from them like the
light from their Lantern. The
dreadwraith prefers to stalk its victim
stowly, in order to savor the exquisite
taste of its prey’s fear. Alternatively,
the monster may Lie in wait in plain
sight between the exit and its prey,
farcing A devAstating confrontation.

The dreadwraith makes no sound
when it moves and never speaks. The
only response a dreadwraith ever
makes to attempts to communicate is
made with its Lantern: green sparks
Jying from the flame indicate anger,
a sullenly Tmrm’ng ligf»t may reveal
resentment, And A trivmphantly
bright fiare means that victory is

near.



ADVENTURE SEEDS

A Abustling city is in the grip of
rash of hideous murders. The PCs are
called wpon to help solve these crimes

2 gy, DREADWRAITH ,

and soothe the upset Ciﬁz‘mw' Each massive damage, but when to-hand attacks against a dreadwraith. The
reduced to 0 hit points or less it is  power of confidence and purity of heart that
immediately destroyed. Undead the truly fearless possess is enough to severe-

cannot be raised. Resurrection can ly unravel the dreadwraith’s already tenuous

victim died with a horrified expression
on his or her face, and one of the
A e affect them, but generally fails physical existence. This vulnerability does
Camylately Locked room! The PCs because they’re unwilling to return to life. not apply to creatures incapable of fear in
eVentuMlV discover that all af the Vulnerability to Fearlessness: Those the first place, such as constructs.

who are completely immune to fear, such as

victims were sponsors of A mining ne o !
paladins, inflict double damage with hand-

expedition sent out into the hills to
Look. for gold. The expedition was
successful, and now one of the backers
wants to get 1id of the others in order to
Keep all of the take for himself. That
backer happens to be a potent
necromancer, who keeps A pet
dreadwraith on hand as his primary
Assassin. Once the PCs ﬂgure out how
the murders Are being committed and
why, they must intercept the
dreadwrnith before it takes its next
victim.

& Over & series of nights, ench of the
PCs has a very }:ersmwl, tem'fying
nightmare. Subtle clues in the dreams
themselves and A naqqing directional
sensation lead the PCs to a secluded
pyramid in the hills. There, a dark.
wizArd is using the concentrated
essence of the PCs’ nightmares to draw
dreadwriths to serve him. #is plan is
to use an Army of such creatures to
conguer and rule the Kingdom. The
PCs realize that they can sense the
presence of their own m’gfttmmz
essence, As it is A part of them. They
must now foil the foul wizard’s plan.




DREAMKIND

WIST

Tiny Outsider (Chaotic, Good)

Hit Dice: 1/2d8 (2 hp)

Initiative: +6 (Dex)

Speed: 20 ft., fly 30 ft. (perfect)

AC: 22 (+2 size, +6 Dex, +4 natural)

Attacks: Bite —2 melee

Damage: Bite 1d3—4

Face/Reach: 2 1/2 ft. x 2 1/2 /0 ft.

Special Attacks: Befuddle

Special Qualities: Darkvision 60 ft., Dreamkind Traits,
Natural Invisibility

Saves: Fort +0, Ref +6, Will —2

Abilities: Str 2, Dex 22, Con 10, Int 6, Wis 6, Cha 6

Skills: Hide +13, Listen +1, Spot +2

Feats: Alertness

Climate/Terrain: The Dream Plane, mortal dreams, or dream-
infused areas of the Material Plane

Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Always chaotic good

Advancement: None

»

DREAMKIND TRAITS

All dreamkind except for the nemesis share
the following racial traits:

Telepathy (Su): Dreamkind can commu-
nicate telepathically with any creature capable
of dreaming. As such, dreamkind do not nor-
mally use spoken languages, although a few
earthbound dream lords have learned mortal
tongues. To the disappointment of mortal
sages, the great cities of the dream lords feature
massive libraries that house rows and rows of
books all filled with blank pages. The
dreamkind have no need for actual writings and
keep the libraries only to impress their mortal
audience.

Dream Travel (Su): Dreamkind can
freely travel across the Dream Plane to any
location by using a full action, or into the dream
of a mortal sleeper by concentrating for two
rounds. Also, dreamkind may travel to any
place in the Material Plane invested with the
power of dreams, but such travel takes ten min-
utes of concentration to attune to the Material

Plane. Very few dreamkind have the requisite
patience to make such a journey.

Lead Other to Dreams (Su): Dreamkind
can draw others within 10 feet of themselves to
and from the Dream Plane, but are limited to
using this ability once per day for every two Hit
Dice they have.

Wist

In most cases, wists flee from a fight, using
their Befuddle ability to distract attackers.

Befuddle (Sp): Invoking the power of day-
dreams, wists can cloud the mind of a target
with his own pleasurable yearnings. The wist’s
ability acts as the daze spell cast by a Swm-level
sorcerer.

Dreamkind Traits: All dreamkind have
Telepathy, Dream Travel, and Lead Other to
Dreams.

Natural Invisibility (Ex): Not strictly
invisible, wists simply lack a visible form. As
such, spells dispelling invisibility do not reveal a

“When day is done, and night has come,
Run now, hide now, still now,

The PreamKind come;

The Preamling come.”

— traditional imlfling nursery
rfu;me, TAles From the Burrow’s

A's ancient as the first mortal
races, natives from the Dream
Plane — called “the dreamkind” —
populate both their home plane and
those few places in the material world
touched 7717 the power of dreams. Some
saqes recognize the dreamkind as
erratic beings confined to the plane of
dreams; wiser ones suspect some innate
connection between the dreamkind

and dreamers.

Elves revere the “earthbound” in
leqend and song; dwarves whisper of
deep mines in the dream world where
the stuff of dreams originates; and
even gnome illusionists invoke the
power af the Dream Plane in the
working of the glimmering arts. The
eldest races remember the dreamking
Jrom the first days of their own
creation. Wrought from the stuff of
dreams, many of the dreamking
watched as the gods created the
materinl world in similar fashion.
Some of the dreamkind descended to
the material world to ensure A bit of
the newly made potential retained its
viprancy. The rest remained in the
Dream Plane, wntil the time newborn
dreaming races called to them while
sleeping. For all mortal races have
stories of the dreamkind for qood reason
— most creatures that Live alse
dream.

Travel to the Dream Plane is
accomplished by means of plane shift
or other planar qateway and voyaqe
spells. Note that access to mortal
dreams, however, remains a secret of
Dream Plane denizens and the
enigmatic onieromancers; these maqic
users are fully detailed in Occult Lore,
also by Atlas Games. Many wizened



oneiromancers and planar travelers
note the subtle difference between
entering the inner world of dreams and
traveling to the outer world of the
Dream Plane. Some say that dream
magic ebbs and flows between the

inner consciousness of the dreamer ang

the Dream Plane; the Dream Plane e Small Outsider (Chaotic, Good)
ALways remins fixed as an Hit Dice: 1d8+3 (7 hp)
2 ; | Initiative: +2 (Dex)
extradimensional realm influenced Kpeed: 920 ft.
1717, but not willed 1717, the dreamer. AC: 14 (+1 size, +2 Dex, +1 natural)
The terrain .7f the Dream Plane Attacks: 2 claws +1, or bite +1
. Damage: Claws 1d3—1 each, bite 1d4-1
sprawls with truly awes g ’
7 i o ikl 4 ) Face/Reach: 5 ft. x 5 ft./5 ft.
mauntﬂmscn}:es, serene cauntrysw(es, Special Attacks: Caricature
tempestuous sers, and wondrous cities Special Qualities: Darkvision 60 ft., Dreamkind Traits
174:17ma{ the ken af mortal engim&ers. Saves: Fort +2, Ref +4, Will +1
Abilities: Str 8, Dex 15, Con 10, Int 8, Wis 8, Cha 10
Within the Dream Plane, the Skills: Bluff +3, Diplomacy +2, Hide +6, Listen +0,
; 0 Spot +0
zf(rmm@md Cﬂﬂ: be generally divided - Toughness
into minor denizens that }’”}’ul“t"’ the Climate/Terrain: The Dream Plane, mortal dreams, or dream-
conntryside, noble dreamkind that infused areas of the Material Plane
Actu Mlif minister dreams to the Organization: Solitary or merry band (5-20)
o : 110 toulil Challenge Rating: 1
RSl ang WLC'T&{{t Y z'm 4 Treasure: Standard coins
?au?erful dream incarnations f ormed Alignment: Always chaotic good
fram the imfu Ises af ALl dreamers. Most Advancement: 2-3 HD (Medium-sized)
denizens of the Dream Plane have T

dual natures, Si;m]?iaticwlly reflective s S i |
of the dunl desires in their sleeping | . i \
hosts. The first nature is called the % . ‘& # fi'. | /
“beatific” — an miry and wondrous \ wﬂ: { [

: A= Thin

- : "::____.i"-«.-.-

aspect, leading dreamers to fiyorte
spend time with the ones they love
most. Portions af the Dream Plane
infused with the beatific resonate
with the Laughter of visitors and
shouts of unrestrained joy. Beatific
dewizens welcome dreamers, bringing
them gifts and refreshment for their
jaumey t[mmglrl the Dream Plane.
The second nature — called the
“terrible” — is M@‘ul and karriﬂc,
leading dreamers to [ailure, terror, and
death. Portions of the Dream Plane
infused with the terrible echo with the
screams of the victimized and the
chittering of unspeakable horrors.
Terrible denizens harm and chase
trespassers fram the Dream Plane.
Knrely will a terrible mftem?t to
actunlly Kill a dreamer, though.
Simple dreamkind express this duality
through their erratic natures. The
most ;wu/zrful dreamkind, however,



DREAM KNIGHT

Medium-sized Outsider (Chaotic, Good or
Lawful, Evil)

Hit Dice: 5d8 (22 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 16 (+2 Dex, +4 natural)

Attacks: Rapier +6 melee, or dagger +6 melee
Damage: Rapier 1d6+1, dagger 1d4+1
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Dream Guise, Horrific Visage

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:

Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Dreamkind Traits, Damage Reduction 5/+1,
Darkvision 60 ft., Fast Healing 1, Lesser Dream
Command, Spell Resistance 17

Fort +4, Ref +6, Will +5

Str 12, Dex 14, Con 10, Int 15, Wis 12 Cha 18
Bluff +12, Diplomacy +16, Disguise +12 (+14 for
acting in character), Innuendo +2 (+5 to inter-
cept a message; +5 to transmit a message),
Intimidate +14, Perform (acting) +14, Pick
Pocket +4, Sense Motive +9

Skill Focus (Perform), Expertise, Weapon
Finesse (rapier)

The Dream plane, mortal dreams, or places in
the mortal world infused with dreams

Solitary or troupe (2—10)

4

Standard items

Always lawful good or chaotic evil (see text)

6 HD (Medium-sized), 7-8 HD (Large)

=

Outsider: Outsiders have Darkvision with
a range of 60 feet. Wists are not proficient with
weapons. A slain outsider cannot be raised or
resurrected, although a wish or miracle spell
can restore it to life.

Skills: Wists have a +8 size bonus to Hide
checks. This is already figured into their stats.

FABLE

Fables are more prone to fight amongst
themselves than with other beings, but can join
together for common defense. Fables try to
overwhelm opponents if in a band, biting and
scratching the unfortunate until subdued.
Another favorite tactic involves using the cari-
cature ability to confuse opponents. Alone, a
fable can be easily scared off.

Caricature (Sp): Once per day a fable
may imbue any non-dreamkind with an
extreme character trait, much as if he had cast
emotion as a 8w-level cleric. The Caricature
ability differs from the spell in that a fable itself
represents only one extreme character trait or
emotional state and therefore can only invoke
that state in another. Also, the ability cannot be
used on children of any race or species. Finally,
fables may represent and invoke traits not listed
under the spell. Examples include, but are not
limited to, the following:

Pride: The enchanted creatures act exces-
sively arrogant. The target temporarily receives
a —4 circumstance bonus on all Diplomacy and
Bluff checks or any other checks requiring a
persuasive or compromising demeanor.

Greed: The enchanted creature acts with a
shortsighted, child-like greed. For the duration
of the ability’s effect, whenever such a character

internalize conflicting desires in
Various complicAted ways. Some
mAintain two personas, others balance
the two in An inteqrated and extreme
“Tn’palm” personality, and still others
incorporate several aspects and roles

into their dream-time repertoire.

WISTS

Leeful spirits of daydreams, wists
Jlitter across the Dream Plane’s
eadows and grasslands with careless

abandon. Employed ]717 dream Llords as
messenqers, wists are invisible to
mortal eves. The presence of & wist can
be detected 1717 a notable smell unigue
to each person — usually thisis A
forqotten and cherished scent from an
observer’s early youth, like the scent
of & decensed parent’s perfume or
favorite childhood meal. If wists choose
to s;;mk, t[uay dosoin cimttering,
youthful voices.

ADVENTURE SEED
& Dreams aften qet lost in the

material world. Dreamkind are no
different. A wist, TmMing An
important message from the dream
world, has Lost its way in the physical
realm. 1t's sure that the messaqe
Imlangs somewhere in the local county,
but it can't find the familiar soul.
Several townsfolk have encountered
the wist, recalling thoughts of their
youth only to realize the thoughts are
unfamiliar. They suspect wizardry
and ask the PCs for help. The scent of
heather, dried apples, and some woodsy
smoke are the only clue to the dreamer
and the dream. Will interviews,
mtkgic, And leq work. be enaugf» to
wssist the wist in completing its

missiond



FABLES
Bzings called “fn}les " populate

much af the Dream Plane’s
countryside and villages. Garbed as
farmers and peasants, and each with
the head of a different animal, the
fables’ dnity tife Literally serves as o
cautionary tale for the waKing.
Whether }:raw(, qenerous, s;zitafu L, or
grieved, each fn}le’s personality
reflects An extreme af one 5i1/m moral
character trait. Hence, o band of
fﬂ}les tends towards }einq A
a(t;sfunctiannl, but intzresting,
commu m'ttj.

ADVENTURE SEED

A A Lost band of fables wanders from
A dream-infused forest into A remote
halfting farming village. Within
hours, the normntlt; ;;emzful and
orderly town erupts into chaos. The
mAyor storms Around town in A
Jealous rage, the Local deacon skunlks
from cabbage rows and corn fields with
stolen bounty, and an incensed milk.
maid hurls out obscene cat calls from
the center of the town square. A
betenquered qroup of halfling children,
immune to the fwbles, n;:;:rmcfws the
party for help in reclaiming their
town from the thrall of the Staﬂ?%aks.

DREAM KNIGHTS

ince the emergence of dreamers,
5 dream knights have busieq
themselves by sensing the various
urqes sleepers sought, whether beatific
or terrible, and learning how to cater
to them. Dreams are & form of
interactive play between the dream
knight and a sleeper; & complicated
craft and skill which confers great
rank. to the dreamkind who Are most
fraficient At it.

More Like a troupe of elite actors
than feudal Lords, the dream Knights
take great pride in their M?ility to

encounters an interesting item or

appetizing treat, he must succeed a

Will check (DC 19) or attempt to take
it.

Vanity: The enchanted creature
becomes obsessed with his appearance. The
target grooms himself and straightens his own
clothing compulsively. Flattery incapacitates
the creature as if he were under an enthrall spell
cast by a 12th-level sorcerer.

Dreamkind Traits: All dreamkind have
Telepathy, Dream Travel, and Lead Other to
Dreams.

Outsider: Outsiders have Darkvision with
arange of 60 feet. Fables are not proficient with
weapons. A slain outsider cannot be raised or
resurrected, although a wish or miracle spell
can restore it to life.

Skills: Fables have a +4 size bonus to Hide
checks. This is included in the above skills.

DREAM KNIGHT

Dream knights favor duels or other sorts of
dramatic one-on-one battles. The masters of
the dream stage, dream knights love to engage
in swordplay and other skilled weapon displays.
In nightmarish form, the dream knights prefer
to hunt and chase down prey for its full terror-
inducing effect.

Damage Reduction (Su): Dream knights
ignore 5 hit points from most weapons and nat-
ural attacks. A +1 weapon or better negates the
ability.

Dream Guise (Sp): As a partial action,
dream knights may alter their appearance to
take on a beatific aspect like a permanent
change self spell cast by a 15th-level sorcerer. No
dream knight remembers his “original” appear-
ance due to their constant use of this ability.
While invoking this ability, the dream knight’s
alignment shifts to Lawful Good.

Dreamkind Traits: All dreamkind have
Telepathy, Dream Travel, and Lead other to
Dreams.

Fast Healing (Ex): At the beginning of
each of the dream knight’s turns, it heals 1 hit
point. A creature that has taken both subdual
and normal damage heals the subdual damage
first. Fast Healing does not allow a creature to
regrow lost body parts, or reattach them unless
otherwise stated, and does not restore hit points

lost from starvation, thirst, or suffocation. Fast
Healing does not increase the number of hit
points regained when a creature polymorphs.

Feats: Dream knights receive Skill Focus
(Perform) free as a racial bonus.

Horrific Visage (Sp): The darker aspect
of the dream knight’s Dream Guise, Horrific

Visage can be used as a partial action to contort
the knight’s face and appendages into seeming-
ly gruesome proportions, as if using a perma-
nent change self spell cast by a 15th-level sor-
cerer. Claws, fangs, horns, and tentacles all may
sprout from his body or replace limbs and fin-
gers. Dream knights enjoy a +6 circumstance
bonus to Intimidate checks when using this
ability. Additionally, any mortal viewing a
Horrific Visage must make a Will save (DC 20),
or else become panicked; panicked characters
suffer a —2 morale penalty on saving throws and
must flee in a random direction. While invok-
ing this ability, the dream knight’s alignment
shifts to Chaotic Evil.

Lesser Dream Command (Su): As a par-
tial action, a dream knight may conjure any
mundane item normally less than 100 Ibs. in
weight. The item is made of dream stuff and
cannot leave the Dream Plane. A dream knight
may also compel any dreamkind creature of 2
or fewer Hit Dice to take any action as if it were
under a charm person spell cast by a 6w-level
sorcerer, and he may fascinate any mortal crea-
ture as if it were under an enthrall spell cast by
a 6th-level cleric.

Outsider: Outsiders have Darkvision with
a range of 60 feet. They are proficient with all
simple weapons and those mentioned in their
entries, and dream knights are also proficient
with martial weapons. A slain outsider cannot
be raised or resurrected, although a wish or
miracle spell can restore it to life.

Skills: Dream knights receive a +2 synergy
bonus to Diplomacy checks and to Innuendo
checks to intercept a message. They also receive
a second +2 synergy bonus to Diplomacy
checks, to Disguise checks for acting in charac-
ter, to Innuendo checks to transmit a message,
to Intimidate checks, and to Pick Pocket checks.
This is included above.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-
ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 17,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.




Large Outsider (Chaotic, Good or Lawful,

Evil)
Hit Dice: 8d8 (36 hp)
Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 30 ft.
AC: 17 (+2 Dex, +6 natural, —1 size)
Attacks: Dream scepter +9/+4 melee
Damage: Dream scepter 1d8+2
Face/Reach: 5 ft. x 5 ft./10 ft.
Special Attacks: Dream Command, Dream Form, Horrific

Special Qualities:

Form

Dreamkind Traits, Darkvision 60 ft., Natural
Invisibility, Spell Resistance 25, Damage
Reduction 10/+2, Fast Healing 2

Saves: Fort +6, Ref +8, Will +11

Abilities: Str 14, Dex 14, Con 10, Int 16, Wis 16, Cha 20

Skills: Bluff +16, Diplomacy +20, Disguise +16 (+18 for
acting in character), Innuendo +3 (+5 to trans-
mit a message; +5 to receive a message),
Intimidate +18, Knowledge (the planes) +14,
Perform (acting) +18, Pick Pocket +4, Sense
Motive +12

Feats: Skill Focus (Perform), Expertise, Iron Will,
Leadership, Improved Initiative

Climate/Terrain: The Dream Plane, mortal dreams, and places
in the Material Plane touched by dreams

Organization: Solitary

Challenge Rating: 7

Treasure: Double items, double coins, dream scepter (see
below)

Alignment: Always lawful good or chaotic evil (see text)

Advancement:

9-16 HD (Large)

=

Dream LORD

Incensed, the dream lords make fierce
opponents. Invoking the power of the Dream
Plane, dream lords can freely summon forth
minions and weapons to defend themselves.
Disdaining the wasteful taking of mortal life, a
dream lord hopes to subdue or enthrall attack-
ers — or escape elsewhere in the Dream Plane
if seriously threatened.

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +2 weapon or better negates
the ability.

Dream Command (Su): Once per day, a
dream lord may summon up to ten dreamkind
of 2 or fewer Hit Dice, 3 dreamkind of 6 or

fewer Hit Dice, and 1 dreamkind of 10 of fewer
Hit Dice. These creatures are under his control
as if he used a summon monster spell
Additionally, as a partial action, a Dream Lord
may conjure any mundane item normally less
than 100 Ibs. in weight. The item is made of
dream stuff and cannot leave the Dream Plane.
Finally, a dream lord may compel any
dreamkind creature of 6 or fewer Hit Dice to
take any action as if it were under a charm per-
son spell cast by a 12th-level sorcerer, and may
fascinate any mortal creature as if it were under
an enthrall spell cast by a 10th-level cleric.
Dream Form (Sp): As a full action, a
dream lord may transform himself into a beatif-

ic aspect, taking the form of any creature under

13 Hit Dice as per the spell polymorph self. The

assume the role of whatever their
assigned dreamer requires. Innately
receptive to the unspoken wishes and
desires af SleE}Jing hosts, the kniglrlts
peddle their arts to the dreaming
masses without passing judgement.
Ench knight pledges allegiance to a
dream lord, who in turn oversees the

assignment of mortal dreamers.

Always taking the form af A
humanoid, the knights may be found
on the Dream Plane in whatever
quise they Last adopted. Some
ambitious km’gkts have favored roles,
which they consider their “natural”
farm. FrafessianM rz}mtntilm isA
precious commaodity to these dream
Actors.

under the sway of the dual
impulses af the Dream Plane, dream
knights act in accord with their
outward appearance. While adopting
abeatific form, the knights’
personalities tend towards the Lawful
Aand benevolent; however, while
adopting their terrible visage, the
knights’ personality mirrors its
Lawless and malicious Apperrance.
Note that even when in m’gfttmnre
Jorm, knights will not kill dreamers if
they can help it; subjecting dreamers
to emotional Abuse usually suffices.

ADVENTURE SEED

& Wanting to add an air of realism
to his performance as the “km’gkt in
sfu'm'ng armor,” an ambitious dream
knight sends wists to the party of PCs
with an offer: allow him to Journey
with the grovp for & week.in the
material world so As to opserve true
heroism. Should the party accept,
they have A week's encumbprance of a
naive and powerful taq-a-long. On
the other hand, should the party
decline, tfm; pAss up the eternal
gratitude of A powerful dream entity.



DREAM LORDS

7’1‘e elite among an elitist brood,
the dream Lords reign supreme over
most of the Dream Plane, save those
dark places hosting the nemesis. From
within dual courts, the dream Lords
administrate the nightly dispensation
of dreams as needed. The dream Lords’

edicts bind ALl lower dream creatures.

Chosen from among the ranks of
their inferiors, dream Lords have
Legendary forms that quide and havint
mortal dreamers m’g[utly. For exnmyle,
“Lilullian” — an ancient dream Lord
— sits within an airy court of satin
and pines in her “elder mother”
ﬁmtiﬂc aspect, and upon & throne
fashioned from rotted trees that fester
with magqots in her “killer with
knives” nightmarish aspect. Each
dream Lord has At least two notable
roles — one }antific, one terriple; most

respected dream. Lords have many more.

While most dream. Lords are found
within the Dream Plane itsalf, A feu/
lingar in the material world, Vestigzs
from the time when the qods fashioned
the materinl world from the stuff of
dreams, or so it is said. These eldest
dream Lords tarry in places still
infused with the power of dreams.
Saqes whisper that when the power of
dreams fades from mortal Lands, so
then will these dream Lords return to
their own plane.

ADVENTURE SEED

& Long aqo, when the boundnries
between dreams and mortal Lives were
thinner, A human king of }Jrafau nd
Vision and imaqination erned the
Javor of A dream Lord visiting the
physical world. The dream Lord blessed
the family Line of the king, endowing
his descendants with the willpower
necessary to influence the dreams of
mortal men. For centuries, this
Plassing kept the Line of Kings in
power, until one day their earthly

dream lord gains the physical and
natural abilities of the creature, but
not its special abilities. While invoking
this ability, the dream lord’s alignment

shifts to Lawful Good.

Dreamkind Traits: All dreamkind have
Telepathy, Dream Travel, and Lead other to
Dreams.

Fast Healing (Ex): At the beginning of
each of the creature’s turns, it heals 2 hit points.
A creature that has taken both subdual and
normal damage heals the subdual damage first.
Fast Healing does not allow a creature to
regrow lost body parts, or reattach them unless
otherwise stated, and does not restore hit points
lost from starvation, thirst, or suffocation. Fast
Healing does not increase the number of hit
points regained when a creature polymorphs.

Feats: Dream Lords receive Skill Focus
(Perform) and Leadership free as racial
bonuses.

Horrific Form (Sp): As a full action, a
dream lord may transform himself into a terri-

ble aspect, taking the form of any creature
under 13 Hit Dice as per the spell polymorph

self. The dream lord gains the physical and nat-
ural abilities of the creature, but not its special
abilities. While invoking this ability, the dream
lord’s alignment shifts to Chaotic Evil.

Natural Invisibility (Ex): A dream lord
can make himself invisible at will, even when
attacking. This ability is inherent and not sub-
ject to the invisibility purge spell.

Outsider: Outsiders have Darkvision with
a range of 60 feet. They are proficient with all
simple weapons and those mentioned in their
entries, and dream lords are also proficient with
martial weapons. A slain outsider cannot be
raised or resurrected, although a wish or mira-
cle spell can restore it to life.

Skills: Dream lords have a +2 synergy
bonus to Diplomacy, Disguise checks for acting
in character, Innuendo checks to transmit a
message, Intimidate, and Pick Pocket. They
receive a second +2 synergy bonus to
Diplomacy checks, and to Innuendo checks to
intercept a message. These bonuses are worked
into the dream lord stats.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-




NEMESIS

Colossal Outsider (Chaotic, Evil)

Hit Dice: 48d8+624 (840 hp)

Initiative: —1 (=3 Dex, +4 Improved Initiative)

Speed: 10 ft., run 50 ft.

AC: 29 (-8 size, +30 natural, —3 Dex)

Attacks: Slam +56/+51/+46/+41 melee, and 1d20+1 claws
+54 melee, and 1d10 bites +54 melee

Damage: Slam 4d8+16, claws 2d8+8 each,
bites 4d6+8 each

Face/Reach: 40 ft. x 40 ft./25 ft.

Special Attacks: Consume Dreams, Engulf

Special Qualities: Damage Reduction 25/+5, Darkvision 60 ft.,
Regeneration 35, Spell Resistance 40

Saves: Fort +41, Ref +23, Will +25

Abilities: Str 43, Dex 4, Cion 37, Int 5, Wis 5, Cha 3

Skills: Intimidate +47, Knowledge (the planes) +33,
Listen +50, Sense Motive +48, Spot +50

Feats: Alertness, Blind-Fight, Power Attack, Cleave,
Endurance, Great Cleave, Great Fortitude,
Improved Bull Rush, Improved Critical (slam),
Improved Initiative, Iron Will, Multiattack,
Run

Climate/Terrain: The Dream Plane

Organization: Solitary

Challenge Rating: Indeterminate

Treasure: None

Alignment: Always chaotic evil

Advancement: 49+ HD (Colossal)

1L

ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 25,
the spell works normally, though the creature
still gets a saving throw if the spell allows such

NEW MAGIC; WEAPON,
DREAM SCEPTER _

The traditional weapon of a dream lord,
the dream scepter acts as a symbolic conduit of
the lord’s might. In “standard” form, the
weapon acts as a fearsome scepter (heavy mace
+1). As a partial action, the lord may transform
the scepter into any melee weapon he or she
prefers with the same +1 bonus. Also, while in
the lord’s hand and in scepter form, the lord
may take a full attack action and, upon a suc-
cesstul strike, discorporate another dreamkind
less powerful than himself, temporarily banish-
ing it out of existence for one day. Note that the

scepter merely functions as an enchanted mace
in the hands of a non-dreamkind, and cannot
be taken from the Dream Plane.

Caster Level: 15th; Prerequisites: Craft
Magic Arms and Armor, polymorph any
object; Market Price: 18,312 gp

NEMESIS

Given its size, the nemesis tends not to
notice most attackers. Individual limbs and
heads may gnash at any that come too close to
the body mass itself. Should a combatant catch
the attention of the great beast, the nemesis tries
to either consume it if it is dreamkind, or charge
over it with its body mass if not.

Consume Dreams (Su): The nemesis
eagerly devours the Dream Plane if wakened.
As a partial action, the nemesis may attempt to

consume a dream creature or object. The crea-

Kingdom collapsed, as all earthly
things do. The dreamer-Kings fell to
common status and were forgotten ...
1’717 everyone but the dream Lord. Only
by infusing the bloodline with her
own power could the dream Lord grant
them their gift. Thus, she is forever
under the sway of their dreams.

Now the Line of kings has been
reduced to a single, eleven-year-old
boy sick with fever. While he Lays
comatose and dying, the dream Lorq
bound to him is being changed by his
ill dreams. One moment she 1is an old
peasant woman in an idyllic
woodland cottaqe. The next, she is o
violent crone in A swampland shack.
scheming to free herself from mortal
ties. If the PCs are to make sense af the
crone’s resentment of the commoner
village, they must get the story of the
dream-kings from the sweet old Lady
in the woods, find the oy, and heal
him P&farﬂ his nightmares come for
him.

NEMESIS
Legem{ persists that some day the

nemesis will awaken from its
sleef at the s;zine af the Dream Plane,
and consume ALl dreams. Hypnos, the
wizardly dream saqe, claims the giant
benst is composed of the refuse of
incomplete dreams. Horrible
appendaqes, & mass of heads, and
forgotten Landscapes and deities make
up this ever-growing amalgam of the
unfinished. Seething in the dark, the
chittering heads dream of one dark
night when the nemesis will rise And
blot out the Dream Plane skv.

Should the nemesis indeed
awnken and consume the Dream
Plane, who can say what might
fmf}:en to dreamers, or even the
material world, as A result?



ADVENTURE SEED

R The nemesis stirs. Writhing in its
nge&lcmg stumber, it uncansciauslv
fm'ngs ruin to the dreamKind and
madness to those who dream. 4 single,
dark. tendril stretches into the
dreamland and devours a dozen
sleeping thoughts 17¢afare fming severed
by dream knights. But the tendril does
not die. 1t slips into the sleeping minds
of & tiny hamlet and feeds on their
dreams. Hunted in their sleep, the
people stowly go mad. Each night they
Slezfz, their fw;:e is eaten ]’717 fenr. If
they are to survive, they must all be
Kept awake for a single night to
starve this small bit of the nemesis.
Just one m'q[tt af }mnic, murderous
Lunacy, and hysteria is needed to
cause the death throes of & hungry
nightmare at dawn.

ture must make a Will save DC 20

or be completely consumed and
destroyed. The nemesis gains the crea-
ture’s remaining hit points at the time

it was consumed as temporary hit points.
Objects attended by characters receive a saving
throw as if the character were making it, and
magic items get a saving throw with a bonus
equal to 2 + 1/2 its caster level or equal to that
of the character that is attending it, whichever is
better. The nemesis also may consume the
Dream Plane landscape itself, but such a
process takes many years to complete and may
be beyond the scope of the feat in practice.

Damage Reduction (Su): The creature
ignores 25 hit points from most weapons and
natural attacks. A +5 weapon or better negates
the ability.

Engulf (Ex): A victim of the nemesis’ slam
attack must make a Reflex check DC 35 or be
caught within its writhing body mass. For every
round its is trapped within the nemesis, it takes
the creature’s claw and bite attacks as if caught
flat-footed. Escape from the nemesis is possible
by making a full-action attempt to break free
DC 30).

Outsider: Outsiders have Darkvision with
a range of 60 feet. The nemesis is not proficient
with weapons. A slain outsider cannot be raised
or resurrected, although a wish or miracle spell
can restore it to life.

Regeneration (Ex): Damage dealt to the
creature is treated as subdual damage, and the
creature automatically cures itself of 35 points
of subdual damage per round. It can regrow or
reattach severed body parts. Fire and acid deal
damage to the creature normally, as do attacks
that don’t deal hit point damage. Attacks that
can cause instant death only threaten the crea-
ture with death if it is delivered by weapons that
deal it normal damage. Regeneration does not
restore hit points lost from starvation, thirst, or
suffocation.

Skills: The nemesis does not receive the
standard +2 synergy bonus to Diplomacy to
and Innuendo to intercept a message as its
ranks in Sense Motive would otherwise suggest.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-

ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 40,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.

ONEROMANCERS
IN THE DREAM PLANE

Seasoned oneiromancers may find it diffi-
cult travel in a dreamscape not wholly under
the control of their own will; the Dream Plane
is the domain of the dream lords alone, after all.
Most oneiromantic abilities that affect the
dreaming self function as normal due to the
mysterious connection between the dreamer
and the Dream Plane. But master dreamers
should realize quickly that the Dream Plane
does not react fluidly to a dreamer’s use of
Lucid Dreaming, spells, or feats. For example,
the Modify Reality, Study Dream Host,
Analyze Dream Image, and Wake at Will
actions do not function in the Dream Plane.
Circle of dreams, dreamwalking, dream mas-
tery and nocturnal stability spells have no effect
in the Dream Plane. Oneiric bolt damages both
dreamkind and half-dreamkind alike, though;
see the Templates section for more on half-
dreamkind. The Stabilize Spellcasting, Deep
Sleep, and Dreamreader feats do not function
in the Dream Plane. Death, magic, and planar
travel in the Dream Plane otherwise function as
in the Material Plane unless stated otherwise.

All but a few of the most powerful dream
lords have strictly banned the oneiromantic arts
in their domains, recognizing the great power
its practitioners hold over the Dream Plane.
The lords regard its practice as a black art and
reserve only the most nightmarish punishments
for violators. Luckily for oneiromancers, few
dreamkind outside the dream lord courts dis-
tinguish the use oneiromancy from regular
magic, which is allowed; most violators of this
law go unpunished.

Also, dreamkind never deliver dreams to
an oneiromancer, perhaps sensing the innate
self-control of the sleeper, and very rarely travel
to such a sleeper’s dreamscapes voluntarily.




DRYADS

[TNALA

Medium-size Fey

+5 (+1 Dex, +4 Improved Initiative)

Hit Dice: 2d6 (7 hp)

Initiative:

Speed: 30 ft., burrow 20 ft.
AC: 14 (+1 Dex, +3 natural)
Attacks: 2 claws +4 melee
Damage: Claws 1d4+3 each
Face/Reach: 5 ft.x 5 ft./5 ft.
Special Attacks:

Special Qualities:
Saves:

Burrow, Spell-like Abilities, Subsume,

Touch of Sleep

Low-light Vision, Symbiosis, Unnatural Beauty
Fort +0, Ref +4, Will +5

Str 16, Dex 12, Con 11, Int 14, Wis 14, Cha 6

Appraise +6, Craft (gemcutting) +6,

Diplomacy +6, Escape Artist +6, Hide +6,
Innuendo +2 (+4 to intercept a message), Intuit
Direction +6, Listen +9, Move Silently +6,
Search +6, Sense Motive +7, Spot +6, Use Rope
+1 (+3 to bind someone), Wilderness Lore +7
Alertness, Improved Initiative, Power Attack

Abilities:
(18
Skills:
Feats:
Climate/Terrain: Any land or underground
Organization: Solitary or swarm (5-9)
Challenge Rating: 1
Treasure: Standard
Alignment: Always lawful evil
Advancement: 3—4 HD (Medium-size)
)
ITNALA

Earth dryads speak Common, Sylvan,
and Terran.

Burrow (Ex): An carth dryad can
glide through stone, dirt, or almost any sort
of earth except metal as easily as a fish
swims through water. Its Burrowing leaves
behind no tunnel or hole, nor does it create
any ripple or other sign of its presence. A
move earth spell cast on an area containing
a Burrowing earth dryad flings the earth
dryad back 30 feet, stunning the creature
for 1 round unless it succeeds at a Fortitude
save DC 16 + the caster’s relevant ability
modifier.

Fey: Fey have Low-light Vision. Italna
are not proficient with weapons.

Skills: Italna have access to the artisan’s
tools required for Craft checks. They also
have a +4 bonus to Intuit Direction checks.

They receive a +2 synergy bonus to Use

Rope checks to bind someone, and also to
Diplomacy checks and Innuendo checks to
intercept a message. These are taken into
consideration above.

Spell-like Abilities: Italna can use the
following spell as if cast by a 4th-level caster.
The Will DC to resist is 15, and a failure
means the target is charmed for 4 hours.

3/day — charm person

An earth dryad can also step inside any
gem to reach their own gem. This ability is
cast as if by a 7w-level sorcerer.

At Will — dimension door

Subsume (Su): Earth dryads who suc-
cessfully grapple an opponent may attempt
to Subsume them, drawing them magically
beneath the surface of the earth and
entombing them there. A helpless foe — for
example, one placed under the earth dryad’s
sleep ability — can be automatically drawn
beneath the surface in one round. In order
to Subsume an active opponent, an earth

[TNALA

wan first seen, these earth
dryads have the appearance of
great Imwty: flawtess pate skin,
delicate elven fentures, jet-black hair,
and distinctive violet eves mark i
feminine perfection whose alluring
qualities cannot be denied. But this
great beauty is merely A mask. — A
faeade behind which a mischievous evil
Lurks. Those wh see beyond the iltusion
are greeted with A cruel, Aarsh mockery
of that beauty: the itnala’s true form
has gaunt, hard features, grasping
claws, matted hair, and red gimlets for
ﬁi?ﬂ&

The dwarves and drow know these
creatures well, [wwing encountered
them often in their subterranean
detving, and count them a special
threat. Earth dryads are sprites bound to
precious qems beneath the surface of the
earth, and they seek to Lure the
unwiry to their deaths by drawing
them benenth the surface of the earth.
Some idealize their Actions As an
empowerment of the earth spirits, while
others take simple delight in their
tricks.

When attempting to drawn the
unwary into the embrace of the earth,
earth dryads will generally Lure their
victims close to them then render them
helpless with their special abilities. If
their prey becomes aware of the
subterfuge, however, earth dryads will
simply withdraw into the earth to Lick.
their wounds and awnit a better
opportunity. If an earth dryads gem is
directly threatened, however, her rage
will become murderous and lethal force
will immedintely be emploved.

ADVENTURE SEEDS

RO Trade through the Barrier
Mountains must pass through one of two
passes. Constructed in ancient times by
Awarves, these passes are protected now
by the human Kingdoms of Westernesse



and #Haudennoc. Competition for trade
between the two Kingdoms has Always
been high, but in recent years that
competition has Led to an increasingly
Antagonistic relationship. Now
Haudennoc is mongering for war, and
Westernesse has found itself
increasingly }eleﬂguarea{ }’717 unorthodox
assaults. The most recent of these is the
transplanting of several dozen italna to
the Westernesse pss by Haudennoc
agents. Several merchant caravans
have already Peen lost to the
malignant earth spirits, and the
Westernesse trade route is quickly
grining & reputation that drives trade
to Haudennoc. The Kingdom is in need of
A few qood Adventurers who can root out
the source of the recent Losses and re-open
the pass ...

.9 014117 A year Ao, the mim'ng villnge
of Bidsford subsisted on & menqer vVein of
tin. But that was before their
excavations uncovered A rich field of
precious gemstones. Since then, their
weAlth has been unprecedented in the
regim. In recent weeks, however, the
mine has met with tragedy, as one
miner After Another has failed to return
At the end of & day's work. The mine
now Lies sealed, and the villagers are
distressed beyond measure by the sudden
reversal of their fortunes. They Pelieve n
curse has been Laid over their mter;;rise,
and accuse the witch. of a neatby
village — whom they believe tobe
envious of their success — of the deed. In
reality, however, it is the wealth of the
village that is the key to the bane that
now curses them: unwittingly, they
have detved too deeply, and disturbed
the ancient resting places of the italna.
These stumbering fey have awnakened at
the scent of mortal blood, and now ture
the miners to their doom.

SHETHALA

hen a dryad’s oak. dies, the
Wﬂ{ﬁﬂw{ dies with it — her S}Jin’t

is bound to the tree, as surely s the tree

dryad must succeed at four con-
secutive pin attempts. If multiple
carth dryads are grappling a single
opponent, then they merely have to
make four successful pin attempts col-
lectively. In this situation, pin attempts may
be failed, so long as the victim never breaks
free of all the pins. Once the fourth pin
attempt is successful, the earth dryad begins
drawing the character beneath the surface of
the earth. The victim must make a Reflex
save (DC 20) in order to avoid being com-
pletely Subsumed. So long as the pin is
maintained, however, all of the earth dryads
involved in the grapple may continue
attempting to subsume the character as a
standard action. Once beneath the surface
of the earth, the victim will immediately
begin suffocating as per the standard SRD
rules. The earth dryads will typically
continue moving the character towards their
gem, which may be as far as 300 yards
away. Each round the victim must
make another Reflex save (DC 20)
for each earth dryad involved in
the subsume attempt — each fail-

ure indicates that the earth dryads have
moved him an additional 10 feet. There are
tales of earth dryads who have taken a fancy
to particular victims, choosing to keep them
alive beneath the surface of the earth in sub-
terranean caverns so long as they continue
pleasing their captors.

Symbiosis (Su): Each earth dryad is
mystically bound to a single precious gem
and must never stray more than 300 yards
from it. Those who do become ill and die
within 4d6 hours. If the gem is removed
from the earth (and not returned), the dryad
is similarly affected. An earth dryad’s gem
does not radiate magic.

Touch of Sleep (Sp): This ability func-
tions as per a sleep spell cast by a 4w-level
sorcerer, except that it is effective against
only one creature, and the earth dryad must

successfully touch
this creature —_
=




SHETHALA

Medium-size Fey

Hit Dice: 4d6+4 (18 hp)

Initiative: +7 (+3 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 13 (+3 Dex); 17 (+3 Dex, +4 barkskin)

Attacks: Ironwood longspear +4 melee, ironwood sword
+4 melee, or shortbow +5 ranged

Damage: Ironwood longspear 1d8+2, ironwood short-
sword 1d6+2, shortbow 1d6

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Woodland Cry, Spell-like Abilities

Special Qualities: Low-light Vision, Spell Resistance 18

Saves: Fort +2, Ref +7, Will +6

Abilities: Str 14, Dex 16, Con 12, Int 14, Wis 15, Cha 18

Skills: Animal Empathy +9, Diplomacy +6,
Knowledge (any one) +6, Escape Artist +7,
Handle Animal +4 (+6 with animals), Hide +7,
Innuendo +2 (+4 to intercept a message),
Listen +10, Move Silently +10, Search +4,
Sense Motive +7, Spot +10, Use Rope +4 (+6 to
bind someone), Wilderness Lore +7

Feats: Alertness, Combat Reflexes, Dodge, Improved
Initiative

Climate/Terrain: Temperate and warm forest

Organization: Solitary or grove (5—8)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: 5-6 HD (Medium-size)

el

in order to use the ability. This ability can be
used three times per day.

Unnatural Beauty (Su): Earth dryads
are possessed of Unnatural Beauty, granti-
ng them an incredibly beautiful — but illu-
sionary — appearance. So long as this
appearance remains, the earth dryad
should be treated as though she possessed a
Charisma of 18. In their natural form,
however, earth dryads possess a Charisma
score of 6. Unnatural Beauty is an illusion
effect, and can be stripped away with a suc-
cessful Will save (DC 15). However, this
saving throw can only be attempted once
an earth dryad has attacked a creature or a
creature’s companions.

SHETHALA

Warrior dryads speak Common, Elven,
and Sylvan.

Feats: Shethala receive Combat
Reflexes free as a racial bonus.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Skills: Shethala get a +2 synergy bonus
to Handle Animal checks with animals.
They receive a second +2 synergy bonus to
Use Rope checks to bind someone. They get
a third +2 synergy bonus to Diplomacy
checks and Innuendo checks to intercept a
message. These are included in the above

stats.
Spell-like Abilities: Shethala can use
the following spells as if cast by a 6th-level

is bound to her. In some rare instances,
however, & dryad outlives her tree.
usually this is because the dryad was
unw"illinglv returned to lif&, such as
with the spell soul charm, but there are
tales of those whose spirits have simply
proven durable ammgf» to continue on
when all seemed Lost. One of the most
famous elven ballads speaks of the
leqendary Arien, who sought for his
dryad Love Tluviel for thirty days and
thirty nights through the Lands of the
dead, ]7efvm retu rm'ng with her at his

side.

Pryads who live on “beyond their
time” often become wirrior dryads —
Kknown in the elven Languaqe as
shethala or, Literally, “the forsaken
fey”. Warrior dryads remain beautiful
creatures, but the pain of their Loss
transforms this beauty into & hard,
sharp thing. The hair of A wirrior dryaq
1o longer chanqes with the seasons, as it
did when she was unmaimed. Instead, it
remains either an Autumnal red or the
bleached white of winter and death. The
striking color of her evies, which are
frequentty amber, violet, or emerald
green, remains, but those who Look upon
them often Lose their hearts as much to
the pin that turks behind those eves as
far the fuwnting, 5rmful fmtures
that remain. These creatures Are
shunned by other dryads, but often seek.
to protect dryad qroves and forests from
outside interference.

The destruction of her tree strips &
wartior qryad of her shyness and
nonviolence. Shethala often see their
continued Life as bleak, harsh, and
empty. Most, however, are unwilling to
completely qive up hope, and some of
them band together with others of their
kind — not only to gain some small
measure of companionship, but also to
protect other dryad groves and trees from
the fate that they met. These bands
have developed a number of highly
effective fighting techniques and
warrior traditions.



Warrior dryads will usually
attack as & coordinated group. They
often employ stealth, choosing to strike
first from hiding using bows or other
rRnged weapons. Once melee hasbeen
Joined, the dryads will join in a
woodland cry that puts fear into the
hearts af their enemies, while ﬂtthing
with their weapons of ironwood.

ADVENTURE SEEDS

Ao While traveling through an
isolated corner of an Ancient wood, the
Pes stumble across A dying dryad. Still
possessed of incredible beauty despite the
deathly stillness of her pale features,
the dryad murmurs curses upon those
wheo destroyed her, and dies in their
arms. PCs who follow the dryads tracks
will enter her grove, and be waylaid
there by her sister dryads. They blame
the shethala — A word they utter
Almost like & curse — and claim that
the warrior dryads, embittered 1717 their
own Loss, Are attempting to destroy their
trees. In reality, the band of wrrior
dryads has come to the area in order to
protect the grove from the true threat,
but even 1f the PCs manage to ﬁgurz
this out, it will propably be more
difficult to convince the dryads of the

shethala's innocence.

A The PCs stumble Across a grove of
shethala while traveling through the
depths of the forest. Tust a few days
before, these innocent fey had been
living in happy and contented symbiosis
with their oaks. Tragically, however,
their drynd grove was invaded by aband
of powerful orcs and their trees were
brutally destroved. As if this desecration
were not fwrnfw emmg/w the grove had
recently given birth to & number of
young dryad saplings, and these were
the true target of the orcs’ raid. The orcs
were hired by A necromancer, who
intends to use the saplings as part of his
fml experiments to create more fau/erful
forms of undead. Now the shethaln seek.
venqeance not only for their own
tragedy, but the Loss of their young.

caster. The DC to resist these
abilities is 14 + the spell level. For
as long as the liveoak spell-like abil-
ity is in effect, a warrior dryad
becomes shaken due to the pain of the
memories it stirs, suffering a —2 morale
penalty on attack rolls, weapon damage
rolls, and saving throws.
1/day — liveoak, true strike
5/day — ironwood
At Will — barkskin
Warrior dryads also retain the following
abilities as a 4-level sorcerer. Targets must
succeed at a Will save (DC 15) or be
charmed for 4 hours.
3/day — charm person
At Will — speak with plants
Woodland Cry (Su): At will, a warrior
dryad is capable of expressing the immense
pain of her existence through a high, pierc-
ing, ululating scream capable of instilling
fear in even the bravest of warriors. An
affected creature becomes shaken, suffering
a —2 morale penalty on attack rolls, weapon
damage rolls, and saving throws. A cry by a
single warrior dryad will not affect creatures
with more than 3 HD, and the effects of such
a cry can be negated with a successful Will
save (DC 15). However, a Woodland Cry
becomes more effective if there are more
warrior dryads involved in making the cry.
Each additional warrior dryad who joins in
the cry raises the DC of the required saving
throw by 1 to a maximum DC of 25, and the
HD affected by 1 to a maximum of 10 HD.
For example, a Woodland Cry by five war-
rior dryads will not affect creatures with
more than 7 HD, and require a Will save
with a DC of 19. Once someone has success-
fully saved against a Woodland Cry, he can-
not be affected by another Woodland Cry
for the duration of the encounter unless
there are more warrior dryads involved in
the new Woodland Cry than in the
Woodland Cry he successfully saved against.
A woodland cry will not affect non-intelli-
gent creatures or undead.

NEW SPELL: SOUL CHARM

Necromancy [Mind-Affecting]
Level: Sor/Wiz 5

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One soul

Duration: 10 minutes/level
Saving Throw: Will negates

Spell Resistance: Yes

Soul charm works as charm effect
against the (un)dead. This has four possible
effects:

Sentient undead and similar creatures
can be affected by soul charm as if by a
charm monster spell, despite their normal
immunity to mind-affecting attacks.

Even though a specak with dead spell
does not actually put one in contact with the
soul of the corpse being spoken to, soul
charm can be used for one of two purposes
in conjunction with a speak with dead spell.
Casting soul charm twice will allow both
effects to be used.

e Either to make the corpse speak with less
cryptic answers

* Or to allow speak with dead to work
when it normally wouldn’t, either due to
a speak with dead spell being cast in the
past week or because the subject has
been turned into a non-sentient undead.

When attempting to raise the dead, soul
charm can be used to feed one piece of mis-
information to the soul you’re attempting to
raise. For example, a soul normally knows
the name, alignment, and patron diety (if
any) of the character attempting to revive it.
Using soul charm a spellcaster could give the
soul a false name, alignment, or patron deity.
Casting soul charm multiple times would
allow a spellcaster to replace all three pieces
of information with false information.

Alternatively, soul charm can be used
during an attempt to raise the dead to con-
vince a soul that it wants to return to the liv-

ing, as per the guidelines of a normal charm
person spell.




d;m| ELEMENTAL ATOMS

AIR

Diminutive Elemental (Air)
+7 (+3 Dex, +4 Improved Initiative)

18 (+4 size, +3 Dex, +1 natural)

2 1/2 ft. x 2 1/2 ft,/2 1/2 fi.

Hit Dice: 1/2d8 (2 hp)
Initiative:

Speed: Fly 100 ft. (perfect)
AC:

Attacks: Slam +2 melee
Damage: Slam 1d2-2
Face/Reach:

Special Attacks:

Special Qualities:
Saves:

Air Mastery, Air Control, Suffocation
Body of Air, Darkvision 60 ft., Immunities
Fort +0, Ref +3, Will +0

Abilities: Str 6, Dex 16, Con 10, Int 4, Wis 11, Cha 11
Skills: Hide +17, Listen +3, Spot +3

Feats: Flyby Attack, Improved Initiative
Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Usually neutral

Advancement: 1 HD (Tiny)
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Elemental atoms of air speak Auran.

Air Control (Ex): The atom cannot
physically pick up objects, but it can manip-
ulate air currents to lift or move objects
weighing up to 5 pounds, although its flying
speed is reduced by 20 feet for every pound.
For example, carrying a 4-pound object
reduces its speed by 80 feet to 20 feet, and it
can lift a 5-pound object but its speed then
drops to 0).

Air Mastery (Ex): Airborne creatures
suffer a —1 penalty to attack and damage
rolls against an elemental atom of air.

Body of Air (Ex): An air elemental
atom is able to disguise itself as a minor dis-
turbance of the air, such as an eddy of wind
kicking up the dust in a corner of a room, or
as tendrils of mist. Penetrating its disguise
requires a successful Spot check, opposed by
the atom’s Hide check.

Elemental: An elemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range
of 60 feet. A slain elemental cannot be raised

or resurrected, although a wish or miracle
spell can restore it to life.

Feats: Elemental atoms of air receive
Flyby Attack and Improved Initiative free as
racial bonuses.

Skills: Elemental atoms of air receive a
+12 size bonus to Hide checks. This is
worked into the above skills.

Suffocation (Ex): An atom of air can
attempt to suffocate a character by hovering
in front of his mouth and nose, generating a
wind that sucks the air from his lungs; use
the standard SRD rules for suffoca-
tion. The atom must make a successful
attack roll each round to maintain its posi-
tion in front of its victim. Attacks made on
the atom while in this position must take
care to avoid harming the suffocating indi-
vidual. The attacker may either assume a —4
penalty on to hit rolls, or else any damage
done in an attack beyond that necessary to
kill the atom is automatically inflicted on the
suffocating victim. If the character makes a
Reflex save (DC 13), he can hold his breath
for two rounds per point of Constitution.

After this time he must make a Constitution
check each round (DC 10 on the first round,
+1 on each round thereafter) or else begin

Ajnmg the first spells many
spellcasters learn is one that
CAn summon A tiny elemental to serve
him for just & moment or two before
disappearing. While not particularly
powerful in compat, elemental atoms
can perform useful tasks, such as
lighting or extinguishing candles,
digqing small pits, or f?lou/inq debris
out of A room. Once those spellcasters
qgrow Strcmq enaugft in their abilities to
summon 3rezkter elementals, or to cAst
other spells that can perform the same
tasks as the diminutive elementals,
they usually Abandon this spell’s use
&ntirely.

An elemental atom is the
smallest sentient ;:Mticla af earth,
water, fire, or Adr; in every respect
Appearing Just like & miniature
Version af Larger elemental types.
Elemental atoms are genemlly Less
capricious than Larger representatives
af their types, and are Also more
willing to converse with their
summoners in the native tonques of
the elemental types, their voices quiet
enough to be sometimes
indistinquishable from the whisper of
the wind or the crackle of burning
torches. Elemental atoms also tend to
have names, wltfwugk it isn't clear
whether they use these designations
among their own Kind, or only adopt
them when dealing with humanoids.
Ench elemental type exhibits &
different personality.
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AIR_
Elammtnl atoms of air tend to

have names such as Pu ﬁ or Gust,
and are somewhat forgetful. They are
often used to flit about quickly,
}’7rin7ing information from distant
Locations. An air elemental Atom
ALEACKS from the air, often dropping
smAall aﬁjacts on opponents far extra

damaqe.

ADVENTURE SEED

& While casting a mare-pau/mful
Summaning, Sametking qoes wrong;
instead of calling forth a single, Large
air elemental, the caster calls forth
dozens of elemental atoms of air.
unfortunately, the magic doesn't
grant him the power to control ALl
these different ]’mings At one time, And
those not subject to his commands
immedintely range out to wreak
whatever tiny havec tfuat; can
manage, on both friend and foe.

EARTH

lemental atoms of earth have
£nMnes like Clod or Clump, and
Are af A generally complacent nature.
T} [\4:17 Like to emerge from the wall or
flaar nedr an opponent, nttm:king
with su rprise and then retreating
back. into the earth.

LEMENTAL ATOMS

Diminutive Elemental (Earth)

Hit Dice: 1/2d8 (2 hp)

Initiative: —1 (Dex)

Speed: 20 ft.

AC: 18 (+4 size, —1 Dex, +5 natural)

Attacks: Slam +5 melee

Damage: Slam 1d2+1

Face[Reach: 2 1/2 ft. x 2 1/2 ft./2 1/2 ft.

Special Attacks: Earth Mastery

Special Qualities: Body of Earth, Darkvision 60 ft., Excavation,
Immunities

Saves: Fort +0, Ref —1, Will +0

Abilities: Str 13, Dex 8, Con 11, Int 4, Wis 11, Cha 11

Skills: Hide +13, Listen +3, Spot +3

Feats: Power Attack

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 1/4

Treasure: None

Alignment: Usually neutral

Advancement: 1 HD (Tiny)

4 )"

suffocating. On the round he first fails a
Constitution check, he drops to 0 hp and
falls unconscious. The following round, he
drops to —1 hp, and in the next round he
dies. If he fails the preliminary Reflex save,
the air atom sucked out a substantial amount
of air before he began holding his breath. He
must begin making Constitution checks (as
above) on the first round following the
attack.

EARTH

Elemental atoms of earth speak Terran.

Body of Earth (Ex): An clemental
atom of earth can merge its vaguely
humanoid body with a stone or dirt floor or
wall, moving below the surface at its normal
speed and then emerging at another loca-
tion. It has no need to breathe while merged
with earth. A move earth spell cast on the
area it is in has no effect on the earth ele-

mental atom.

Earth Mastery (Ex): An elemental
atom of earth gains a +1 attack and damage
bonus if both it and its opponent are touch-

ing the ground. If its opponent is airborne or
waterborne, the atom of earth suffers a —4
penalty to attack and damage.

Elemental: An elemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range
of 60 feet. A slain elemental cannot be raised
or resurrected, although a wish or miracle
spell can restore it to life.

Excavation (Su): Once per round, an
atom of earth can cause 1/10 cubic feet of
earth or stone (a cube 5 1/2 inches on a side)
to remove itself from a designated hole or pit,
scattering evenly in the area around the pit’s
mouth. The atom must make contact with
the material to be removed, so on subse-
quent rounds of excavating it must climb
into the hole previously dug if it is to dig
deeper.

Feats: Elemental atoms of earth receive
Power Attack free as a racial bonus.

Skills: Elemental atoms of earth receive
a +12 size bonus to Hide checks. This is
worked into the above skills.




FIRE

Diminutive Elemental (Fire)

LEMNTAL TOM

Hit Dice: 1/2d8 (2 hp)

Initiative: +5 (+1 Dex, +4 Improved Init.)
Speed: 50 ft.

AC: 16 (+4 size, +1 Dex, +1 natural)
Attacks: Slam +5 melee

Damage: Slam 1d2-2 plus 1d2 fire
Face[Reach: 2 1/2 ft. x 2 1/2 ft./2 1/2 ft.
Special Attacks: Burn, Flare

Special Qualities:

Body of Fire, Darkvision 60 ft., Immunities,

Immunity to Fire, Vulnerability to Cold

Saves: Fort +0, Ref +1, Will +0

Abilities: Str 6, Dex 12, Con 10, Int 4, Wis 11, Cha 11

Skills: Balance +3, Jump +1, Hide +13, Listen +1,
Spot +1, Tumble +2

Feats: Improved Initiative, Weapon Finesse (slam)

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Usually neutral

Advancement: 1 HD (Tiny)
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FIRE

Elemental atoms of fire speak Ignan.

Body of Fire (Ex): Elemental atoms of
fire cannot cross water but have no fear of it,
either.

Burn (Ex): Those hit by an elemental
atom of fire’s slam attack must make a
Reflex save (DC 7) or catch fire; use the stan-
dard SRD rules for catching on fire.
The flame burns for 1d4 rounds. A burning
creature can take a move-equivalent action
to put out the flame. Creatures hitting a fire
atom with natural weapons or unarmed
attacks take fire damage as if hit by the
atom’s slam attack, and also catch fire unless
they succeed at a Reflex save.

Elemental: An clemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range
of 60 feet. A slain elemental cannot be raised
or resurrected, although a wish or miracle
spell can restore it to life.

Feats: Elemental atoms of fire receive
Improved Initiative and Weapon Finesse
(slam) free as racial bonuses.

Fire Subtype: The fire elemental atom
is immune to fire damage. It takes double
damage from cold unless the cold attack
allows a saving throw for half damage, in
which case it takes half damage on a success-
ful save and double damage on a failed save.

Flare (Su): Once every 10 rounds, an
elemental atom of fire can concentrate all its
fiery power into a burst of light equivalent to
a flare spell as cast by a 1st-level sorcerer.

Skills: Elemental atoms of fire get a +12
size bonus to Hide checks. This is already
added into the above stats.

WATER

Elemental atoms of water speak Aquan.
Body of Water (Ex): Elemental atoms
of water can travel within bodies of water at
a speed of 90 feet, and have no need to
breathe while so submerged. They are effec-
tively invisible while within a body of water.
Drench (Ex): The water atom can

envelop flames of non-magical origin Tiny
in size or smaller within its body, dousing the
flame in one round. It can dispel magical

ADVENTURE SEED

oA young sorcerer nttem;:ting to
prove his mettle has ventured alone
into the local mines, where
mischievous monsters dwell. Now

they 've sealed him in, and unless some
wise do-gooders can maKe sense of the
messaqe he's sent to the surface with
Nugqet, his elemental atom of earth,
he’s doomed to die down there!

FIRE

zlemmml Atoms af fire have

names such as Flick. or Sfmk,
and tend to be mischievous. They like
to dart back. and forth between
opponents in combat, [w;n'ng to set as
many disparate fires As they can.

ADVENTURE SEED

O The village of Scrow is ]mrm'ng!
While the villagers fight the blaze in
one home, & tiny fire starts up in the
next. The fire is visiple for almost &
mile, and shows no signs of stopping.
No one even knows how it started or
how it's spreading. The culprit is
handful of fire elemental atoms who
aren't just mischievious ... they're
vengeful. What could this town have
done to anqer these spirits of fire itself?




WATER
£lamentnl Atoms af water have

names Life Splash or Drop, and
are usunlly of o helpful nature. They
prefer to fight from within a ]700(17 of
water, sinking into & puddle or
stream, moving below the surface, And
then emerging At another location to
attack opponents from behind. While
witer elemental atoms cannot jump
up from a body of water to Attack,
tim; can travel up a water-slick.
WALL or Across & dripping ceiling to
splash onto An opponent from above.

ADVENTURE SEED

& A mysterious series of drowneq
tau/nsfalk, fau nd dead in their own
beds, demand justice. The city watch is
confounded. Even if the PCs can
discover the murder weapons —
elemental atoms of water, of course —
how do they trace them to the real
killer? #e's holed up in an
underground wellhouse teeming with
water elemental atoms. To reach him,
the PCs will have to brave a

murderous indoor rainfall!

LEMENTAL ATOMS

Diminutive Elemental (Water)

Hit Dice: 1/2d8 (2 hp)

Initiative: —1 (Dex)

Speed: 20 ft., swim 90 ft.

AC: 17 (+4 size, —1 Dex, +4 natural)

Attacks: Slam +4 melee

Damage: Slam 1d2

Face/Reach: 2 1/2 fi. x 2 1/2 ft./2 1)2 ft.

Special Attacks: Water Mastery, Drench, Drowning

Special Qualities: Body of Water, Darkvision 60 ft., Immunities

Saves: Fort +0, Ref —1, Will +0

Abilities: Str 10, Dex 8, Con 11, Int 4, Wis 11, Cha 11

Skills: Hide +11, Listen +3, Spot +3, Swim +2 (+10 to
avoid hazards)

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 1/2

Treasure: None

Alignment: Usually neutral

Advancement: 1 HD (Tiny)
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flames in the same manner, as dispel magic
with a dispel check of 1d20 (no bonus)
against a DC of 11 + the spell caster’s level.
Drowning (Ex): If an atom of water can
get in a position to cover the mouth and nose
of a character, it can attempt to drown him
as per the standard SRD rules for
drowning. Once in place, the atom must
make a successful attack roll each round to
maintain its position in front of its victim.
Attacks made on the atom while in this posi-
tion must take care to avoid harming the
drowning individual. The attacker may
either assume a —4 penalty on to hit rolls, or
else any damage done in an attack beyond
that necessary to kill the atom is automati-
cally inflicted on the drowning victim. If the
character makes a Reflex save (DC 13), he
can hold his breath for two rounds per point
of Constitution. After this time he must make
a Constitution check each round (DC 10 on
the first round, +1 on each round thereafter)
or else begin drowning. On the round he
first fails a Constitution check, he falls

unconscious (0 hp). The following round, he
drops to —1 hp, and in the next round he
dies. If he fails the preliminary Reflex save,
he didn’t have a good lungful of air before he
began holding his breath. He must begin
making Constitution checks (as above) on
the first round following the attack.

Elemental: An clemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range
of 60 feet. A slain elemental cannot be raised
or resurrected, although a wish or miracle
spell can restore it to life.

Skills: Elemental atoms of water receive
a +8 racial bonus to Swim checks, and a +12
size bonus to Hide checks. This is included
in the above stats.

Water Mastery (Ex): An elemental
atom of water gains a +1 attack and damage

bonus if both it and its opponent are touch-
ing water. If the atom or its opponent is
landbound, the atom of water suffers a —4
penalty to attack and damage.




EMIGRE

Medium-sized Shapechanger

Hit Dice: 4d8+4 (22hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 18 (+1 Dex, +7 natural)

Attacks: 2 claws +3 melee

Damage: Claws 1d6 each

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities: Alternate Form, Darkvision 60 ft.,
Sense Doppleganger, Undetectable Form

Saves: Fort +5, Ref +8, Will +7

Abilities: Str 11, Dex 14, Con 12, Int 13, Wis 16, Cha 13

Skills: Appraise +8, Craft (any one) or Profession (any
one) 22, Diplomacy +3, Innuendo +3 (+5 to
intercept a message), Listen +10, Sense Motive
+10, Spot +10

Feats: Improved Initiative, Lightning Reflexes

Climate/Terrain: Any land, usually urban areas

Organization: Solitary, pair, or family (2 adults plus 1d4 2-HD

juveniles)
Challenge Rating: 2

Treasure: Double standard
Alignment: Usually chaotic neutral
Advancement: By character class (any)

A

Emigrés speak the languages appropri-
ate to their apparent race and culture.

Alternate Form (Su): Each émigré can
take a single alternate form at will, which is
that of an intelligent species. The mother
chooses her offspring’s gender,
apparent race, and adult appear-
ance during gestation. Emigrés do
not revert to their natural form
when they die.

Sense Doppleganger
(Su): Emigrés can sense
dopplegangers within a
30-foot radius.

Shapechanger:
Shapechangers  have
Darkvision with a range
of 60 feet.

Skills: An émigré
has a +20 racial bonus
to any one Craft or
Profession skill; assume
the émigré has the

requisite artisan’s T g
-~ O L
tools for Craft
. e e
checks unless circum- —=

stances disallow them.

They receive a +2 synergy bonus for
Diplomacy checks and Innuendo checks to
intercept a message. This is already worked
into the stats above.
Undetectable Form (Su): No magical
method, short of a wish spell, can detect an
émigré’s true form, or read the
thoughts of an émigré that
indicate it is a
shapechanger.
Diviners instead
receive plausible,
false information.
, Emigrés are not
aware when they
are being  spied
upon, except if the

?.? L spy is a doppel-

Vit ganger using its
Sense Thoughts
ability.

migrés are an exiled shapeshifting
£rm. The predations of this race
upon their favorite food source,
doppelganqers, sparked a terrible war
and the émigres were forced to flee to the
material world. To hide from their
enemies, they insinunted their way into
hvmanoid society.

ﬁmigrés tend toward crafts such as
blacksmithing, basket-making, or
brewing, and in every case turn what
would be A job into An Art form.
Ordinary craftsmen are sure that they,
too, could do as well as the émigrés, if
they just studied hard enough, or had
the knack. However, the talent an
Emigré show’s for his profession. draw's on
the power of the supernatural.

ﬁmigrés take on their natural
shape only when they betieve that there
will be no witnesses. The natural form of
the émigré is humanoid, about 7 feet
tall, and immensely broad of shoulder.
They have thick, leathery scales and a
bony facial plate that tapers to
ornamental horns along the jaw Line.
They have Large hands, each with three
central fingers and two bracketing
thumbs that fold townrd the palm. The
nails on their fingers And toes are lcmg,
sharp, and retractaple. f.migrés can
sense the presence of doppelgangers, and
find them both nutritious and tasty.

ADVENTURE SEED

QoA emigre is on the hunt and the
PCs are in the waY. The amigra can
smell & doppleqanger on them; it knows
someone close to them has been replaced.
Who is it? What if the emigre has
picked the wrong target? What if the
PCs are ?ratzcting an im;wster?



’4'14 emph is an invisible,
untouchable being that dwells
in Light and is visiple only when
maving, flM;ing, or figkting.
Superstitious city folk often w[u's;:er
of 21%?[&5 to each other when the
candlelight flutters or the Lantern
glow flickers a pit.

Emphs, in many tales, are spid to
alter the mood of the people around
them with shifting hues, varying
colors, and rapidly pulsing patterns of
light. They are inexplically drawn to
strong emotions and instinctively
enhance or alter such feelings. Emphs
Appenr n response to Violence or
remorse, celebrations or displays of
passion, and Act Like flint, striking
the emotions of weak souls to proquce
Jlame.

Emphs are solitary, urpan
creatures, Living in the Largest cities
where there is Light to be found all
night Long. In daylight, emphs are too
diluted to act or be acted upon, but
indoors or At night they move freely
from one patch of light to another,
saeking to activate emotions and revel
in the effects. They can be found in
}:lms af recurring emotions, such as
taverns, temples, brothels, or homes.
Sometimes they patrol back alleys to
Jind new feelings to enjoy. When an
emph gets bored, it makes its own
feelings to bask in.

EMPH

I:mm

Huge Aberration (Incorporeal)

Hit Dice: 6d8 (27 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: Fly 40 ft. (perfect)

AC: 10 (-2 size, +2 Dex)

Attacks: Shadow Claws +4 melee

Damage: Shadow Claws 2d4

Face/Reach: Special (see text)

Special Attacks: Greater Dazzle, Searing Strike, Shadow Claws,

Spell-like Abilities

Special Qualities:

Darkvision 60 ft., Dweller in Light, Immunities,

Spell Resistance 15

Saves: Fort +2, Ref +4, Will +8

Abilities: Str —, Dex 15, Con —, Int 10, Wis 17, Cha 17

Skills: Concentration +8, Listen +9, Sense Motive +7,
Spot +9

Feats: Weapon Finesse (claws), Improved Initiative

Climate/Terrain: Any land or underground, often urban areas

Organization: Solitary

Challenge Rating: 8

Treasure: None

Alignment: Any chaotic

Advancement:

7-12 HD (Huge)

bV

Aberration:  Aberrations  have
Darkvision with a range of 60 feet.
Dweller in Light (Ex): An emph
exists within the medium of light and has
no physical form. It does not give off light;
it exerts control over the light it inhabits.
An emph may occupy up to nine adjacent
five-foot spaces in any configuration, so
long as no part of the creature is in dark-
ness and one occupied space contains a
light source. An emph may concentrate its
presence in fewer spaces, gaining a +1 nat-
ural bonus to its AC for every “overlap-
ping” space. Identifying the spaces an
emph occupies is possible with various
detective magics, especially detect chaos,
or an extremely keen eye. A Spot check
(DC 30) reveals sparkles, hues, flutters or
other abnormalities in occupied light. A
Wisdom check (DC 15) allows creatures
inside an emph to intuit a strange pres-
ence. Emphs do not have a distinguishable
front and back, and so cannot be flanked.
They do not fill a particular volume, and
do not threaten adjacent spaces, though
they do threaten whatever spaces they

occupy. They move freely through any lit
spaces, so long as they begin and end their
turn in contact with a light source.

Magical or mundane darkness is like a
physical barrier to an emph. The shadows
of Large and smaller creatures and objects
do not constitute darkness. Treat oppo-
nents in darkness as having 100% conceal-
ment from an emph. When faced with
impassable darkness, an emph utilizes its
daylight ability to clear a path, if possible.

Feats: Emphs receive Weapon Finesse
(claws) and Improved Initiative free as
racial bonuses.

Greater Dazzle (Ex): As a free
action, an emph can cause its form to
strobe violently. Any creatures seeing this
display must succeed at a Fortitude save
(DG 15) or be dazzled for one round.
Dazzled creatures suffer a —1 penalty on
attack rolls.

Incorporeal Subtype: Incorporeal
creatures can only be harmed by other
incorporeal creatures, by +1 or better
weapons, or by spells, spell-like effects, or
supernatural effects. They are immune to
all non-magical attack forms, and cannot
be tripped or grappled by corporeal crea-
tures. They cannot fall or suffer falling
damage. An incorporeal creature has a
50% chance to ignore any damage from a
corporeal source. The physical attacks of

.



incorporeal creatures ignore material
armor. Incorporeal creatures are not
burned by normal fires, affected by natur-
al cold, or harmed by mundane acids.

They do not leave footprints, have no
scent, make no noise, and can pass
through solid objects at will.

Searing Strike (Sp): Emphs can
attack any number of creatures within
their own space with an intense field of
burning light as a full-round action.
Creatures failing a Reflex save (DC 17)
suffer 3d8+3 fire damage as the very mate-
rial of the emph superheats around them
and focuses into burning, insubstantial
strands.

Shadow Claws (Su): Any creature
directly lit by the same light an emph inhab-
its — that is, with less than one-half cover
from the light source — casts a shadow that
the emph can animate and use to attack the
creature that casts it. Animated shadows are
infused with the emph’s willpower, momen-
tarily creating a solid substance that
strikes as a melee weapon for 2d4
damage. Attacks from a crea-
ture’s shadow ignore
Dexterity and dodge
bonuses to AC

— there’s no dodging one’s own
shadow. The emph can only ani-
mate one shadow at a time, but it
does so as a free action; the shad-

ow’s attack takes a standard action, but does
not count as the emph’s action.

Spell Resistance (Ex): To determine
if a spell or spell-like ability works against
the creature, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds 15, the spell works nor-
mally, though the creature still gets a sav-
ing throw if the spell allows such.

Spell-like Abilities: An emph can use
the following spells as if cast by a 7th-level
sorcerer. The DC to resist these abilities is
13 + the spell level. Only hypnotic pattern
and rainbow pattern function on targets
outside the emph’s occupied space. These
abilities are only effective against targets
capable of sight who can see the emph’s

occupied spaces.
1/day — daylight
At Will — blindness, color

spray, confusion, emotion,
hypnotic pattern, rainbow
pattern

ADVENTURE SEEDS

A Tn the Largest cities, it might be
possible for a handful of emphs to
convene in & single Location and play.
Woe to those who find such a place.
Every patch of Light would impress &
different emotion on the visitors, and
the resulting chaos could drive the
emphs into a frenzy. If this
convention of emphs was drawn to a
location already rife with passionate
emotions and interesting light — such
as & church with fine stained-glass
windows—- an incredible confusion
could ensue. If brave adventurers were
unknowingly trapped indoors with
such a collection of emphs, they would
be in for & long night indeed.

Ao It is virtually im;xassiﬁle to know
why emphs do anything. Their minds
are utterly foreign, but their emotions
are not. They understand human
mood and imaqery, and could use it to
their advantage if so inspired,
frightening folks away or Luring them
inte trouble. If an emph were to
become murderous, its motive might
never be understood, but it would still
need to be stopped. What band of heroes
will face & menace of evil Light?



znkia(u wre fierce wrriors, but are

without any sort of community or
society bevyond the basic family unit.
They are more intelligent than most
awimals, but are very backwards in
their thinking and behavior. Their
technological mastery includes fire,
Levers, and Sim;:le weapons, but
agriculture and the domestication of
animals still escapes them. These
creatures survive by simple hunting
and gathering. Becavse each enkidu
needs A Large territory to supsist, social
qroups Larger than & mated pair And
their immature offspring are almost
impossiple to maintain. Once the young
are Able to fend for themselves, they Are
chased awny to establish their own
hunting grovunds, and the mated pair
usually parts shortly afterwards.

Enkidu stand 17 feet tall, and are
Almost 10 feet across the shoulders. They
are often very hairy, with massive
hands and feet. Their skin is a deep nut
brown fram exposure to the elements,
and they dress in multiple Lavers of
uncured Animal hides for protection.
Their faces Are broad-featured, with
wide mouths, flat noses, and wide-set
eyes. Although they carry massive
spiked clubs, enkidu Love wrestling and
qrappling. if fMinq an interesting Jees
enkidu have been known to discard
their clubs and charge immedintely to
qrapple their opponent.

ADVENTURE SEED

RoAfter an epic wrestling match, the
local king, & man of legendary strength
and prowess, has befriended an enkidu.
He has brought the wild ginnt into the
city in An attempt to civilize him,
teaching him about religion,
philosophy, and science. The enkidu,
impressed 1717 the king's strengtlrl, is going
along for the ride, but is rapidly
becoming bored. It's only a matter of
time before he decides that some of the
little folk arovnd him make better food
than entertainment.

ENKIDU

o

Immmn

Huge Giant
Hit Dice: 10d8+40 (85 hp)
Initiative: —1 (Dex)
Speed: 30 ft. (hide armor); 40 ft. base
AC: 16 (-2 size, —1 Dex, +3 hide armor, +6 natural)
Attacks: Gargantuan greatclub +12/+7 melee,
or fist +12/+7 melee
Damage: Gargantuan greatclub 2d8+7, fist 1d6+10
Face/Reach: 10 ft. x 10 ft./15 ft.
Special Attacks: Improved Grab, Rage
Special Qualities: Darkvision 60 ft.
Saves: Fort +11, Ref +2, Will +3
Abilities: Str 25, Dex 8, Con 19, Int 5, Wis 10, Cha 11
Skills: Listen +3, Spot +3, Wilderness Lore +4
Feats: Power Attack, Cleave
Climate/Terrain: Warm forest, hills, plain, and desert
Organization: Solitary, mated pair, or family (1-2 and 1d4
young)
Challenge Rating: 7
Treasure: 1/2 coins, double goods
Alignment: Usually chaotic neutral
Advancement: 11-16 HD (Huge), 17-30 HD (Gargantuan)

A

Giant: Giants are proficient with all simple weapons and with any weapons listed in their
entries. Unless noted otherwise, giants have Darkvision with a range of 60 feet.
Improved Grab (Ex): If an enkidu strikes a target with its fist, it deals normal damage

and may attempt to start a grapple as a free action without provoking an attack of opportu-

nity.

Rage (Ex): Once per day, an enkidu may Rage
as a barbarian does. Strength and Constitution
each increase by +4, and the enkidu gains
a +2 morale bonus on Will saves. His
AC suffers a —2 penalty. The increase
in Strength increases attack rolls by
+2, and damage with the greatclub
by +3. Damage with a fist is
increased by +2. The increase in
Constitution results in a gain of 2
hit points for each HD the enkidu
possesses; this is usually an
increase of 20 hit points. This
Rage lasts for a number of rounds
equal to 3 + the enkidu’s (newly
improved) Constitution modifier;
this is usually 9 rounds total. At the
end of the Rage, the enkidu is
fatigued (-2 to Strength, -2 to
Dexterity, can’t charge or run) for
the duration of the encounter. Unlike
barbarians, enkidu may not choose to
end their rage prematurely.

Skills: Enkidu take —3 armor
check penalty while in their hide




EYAK

BLACK

Diminutive Construct

+8 (+4 Dex, +4 Improved Initiative)

Kamikaze +3 melee, Death Ray +9 ranged
Kamikaze 1d4-2, Death Ray (special)

Hit Dice: 2d10 (11 hp)
Initiative:

Speed: Fly 60 ft. (perfect)
AC: 18 (+4 Dex, +4 size)
Attacks:

Damage:

Face/Reach: 1 ft. x 1 ft./0 ft.
Special Attacks: Death Ray, Kamikaze

Special Qualities:

Darkvision 60 ft., Fast Healing, Immunities,
Spell Resistance 18, Telepathy 100 ft.

Saves: Fort +0, Ref +4, Will +0

Abilities: Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1
Skills: Hide +16, Move Silently +6, Search +2, Spot +2
Feats: Dodge, Improved Initiative

Climate/Terrain: Any land or underground

Organization: Solitary or swarm (10-20 eyak of random types)
Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancement: 3 HD (Diminutive)

EYAK_TRAITS

All eyak have the following traits:

Construct: Constructs never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic
effects. Constructs cannot heal damage
naturally, though they can be healed; an
eyak’s fast healing ability is an exception
to this rule. A construct is not subject to
critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is
immune to any effect that requires a
Fortitude save (unless the effect also works
on objects). A construct is not at risk of
death from massive damage, but when
reduced to O hit points or less it is imme-
diately destroyed. Since it was never alive,
a construct cannot be raised or resurrect-
ed. Constructs have Darkvision with a
range of 60 feet.

Fast Healing (Ex): At the beginning
of each of the creature’s turns, any eyak
can heal 1 hit point so long as it has at
least 1 hit point. A creature that has taken

both subdual and normal damage heals
the subdual damage first. Fast Healing
does not allow a creature to regrow lost
body parts, or reattach them unless other-
wise stated, and does not restore hit points
lost from starvation, thirst, or suffocation.
If reduced to O hit points or less, the eyak’s
Fast Healing abilities no longer function.

Kamikaze (Ex): As a last resort, any
eyak is capable of crashing into a target at
high speed, causing 1d4 points of damage
with a successful melee attack. Whether
the attack succeeds or not, the eyak will
take 3d6 points of damage, though it is
allowed a Fortitude save (DG 20) for half
damage.

Spell Resistance (Ex): To determine
if a spell or spell-like ability works against
an ecyak, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds the creature’s Spell
Resistance rating, the spell works normal-
ly, though the creature still gets a saving
throw if the spell allows such.

Telepathy (Ex): Eyak within 100 feet
of one another maintain constant commu-

nication, allowing them to coordinate

yak are magical constructions,

Appenring, essentinlly, as over-sizeq
Jiying eyz}mlls with bat-like wings § to
1Z inches from one wing-tip to the other.
Linked telepathically to their creator,
individual eyak. serve as spies and scouts
— they are Literally their master’s eves
in the sky. An eyak swarm, on the other
hand, is a dangerous compatant capable
of slaving even the mightiest when their

numbers are great enaugk.

There are seven different types of
eyak, distinguished by the color of its eve
and wings. These are bLack, blue, brown,
qreen, gray, red, Ang Vetlaw. Eynk SWATINS
use um'qye, caafemtiw tactics a(uring
combat situntions, and edch. type of eyak
has its own role to play.

BLACK_
Blmk eyak are difficult, expensive

creatures to make — but their
powerful w}’n’liti; to attack using A denth
ray makes it worthwhile for many
spellcasters to undertake the effort.
unfartunntely, the strain of releasing
the mystic enerqy necessary to power the
denth ray frequently Kills the black.
eyak; essentinlly, t[m; are single-use
weapons. Black eyak, therefore, are
Jrequently used only for specific purposes,
such as assassinations. And, of all the
eyak, the black eyak are the most
likzltj to be sent out alone far aﬁ‘zmiV&
purposes.




BLUE
Blue zynk are one Aspect af the

“seeing eyes” of the eyak swarm,
and work in conjunction with green
and yellow eyak. Blue eyak are
capable of detecting magic. Smaller
swirms may only have some of these
three eyak. types present depending on
the needs of A particular task, while
Larger swarms may have several in
case some Are injured or to Allow for

observation in multiple directions.

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face[Reach:
Special Attacks:

Special Qualities:

Diminutive Construct

1/2d10 (2 hp)

+8 (+4 Dex, +4 Improved Initiative)

Fly 60 ft. (perfect)

18 (+4 Dex, +4 size)

Kamikaze +2 melee

Kamikaze 1d4-2

1 ft. x 1 ft./0 ft.

Kamikaze

Darkvision 60 ft., Detect Magic, Fast Healing,
Immunities, Spell Resistance 15, Telepathy
100 ft.

Saves: Fort +0, Ref +4, Will +0

Abilities: Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1
Skills: Hide +16, Move Silently +6, Search +2, Spot +2
Feats: Dodge, Improved Initiative

Climate/Terrain: Any land or underground

Organization: Solitary or swarm (10-20 eyak of random types)
Challenge Rating: 1/2

Treasure: None

Alignment: Always neutral

Advancement: 1-2 HD (Diminutive)

their abilities and attacks. If one is aware
of a particular danger, they all are. If one
in a group is not flat-footed, none of them
are. No eyak in a group is considered
flanked wunless all of them are.
Additionally, an eyak’s creator can estab-
lish telepathic contact with them so long
as the eyak remain within 100 miles,
allowing the creator to see through their
eyes, issue them new instructions, etc.

BLACK_

Death Ray (Sp): A black eyak is
capable of shooting a black ray at a cho-
sen target within 100 feet. If the ray strikes
— the black eyak must make a successful
ranged attack — it will slay the target. The
victim is entitled to a Fortitude saving
throw (DC 15) to survive the attack. If the
save is successful, the victim instead sus-

tains 3d6 points of damage. Using its
Death Ray will automatically cause the
eyak 2d6 points of damage, regardless of

whether or not the attack is a success. If
the eyak dies, the Death Ray can still
strike its target.

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Black eyak have
Spell Resistance 18.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

Skills: Eyaks receive a +12 size bonus
to Hide checks, and a +2 racial bonus to
Move Silently, Search, and Spot checks.

BLUE

Detect Magic (Sp): A blue eyak is
capable of detecting magic at will, as per
the detect magic spell.

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Blue eyak have
Spell Resistance 15.




BROWN

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Diminutive Construct

1/2d10 (2 hp)

+8 (+4 Dex, +4 Improved Initiative)

Fly 60 ft. (perfect)

18 (+4 Dex, +4 size)

Kamikaze +2 melee

Kamikaze 1d4-2

1 ft. x 1 ft./0 ft.

Kamikaze

Darkvision 60 ft., Fast Healing, Immunities,
Spell Resistance 10, Telepathy 100 ft.

Fort +0, Ref +4, Will +0

Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1
Hide +16, Move Silently +6, Search +2, Spot +2
Dodge, Improved Initiative

Any land or underground

Solitary or swarm (10-20 eyak of random types)
1/4

None

Always neutral

1-2 HD (Diminutive)

BROWN

Braum eywk are extremely c[wM:
to make ... and that's about the

only thing they have going for them.
,'Esszntmllij, brown evﬂk Are
constructed in [Arge numbers, And
then, during combpat, sent on
kamikaze flights. While the thought
may, at first, be comical, many
warriors have died ingloriously
battered to death by swarms of brown
ev;nk.



GREEN EYAK_

reen BI/Wk., when Warking ina
swarm with blue and yellow
ak, make it practically impossible
to hide from the eves of & swarm. Green
et;ﬂk see the invisible. When not
serving as part of & swarm, these three
types of eyak will frequently be
emploved for the purposes of

surveillance.

Diminutive Construct

Hit Dice: 1/2d10 (2 hp)

Initiative: +8 (+4 Dex, +4 Improved Initiative)

Speed: Fly 60 ft. (perfect)

AC: 18 (+4 Dex, +4 size)

Attacks: Kamikaze +2 melee

Damage: Kamikaze 1d4-2

Face/Reach: 1 ft. x 1 ft./O ft.

Special Attacks: Kamikaze

Special Qualities: Darkvision 60 ft., Fast Healing, Immunities, See
Invisible, Spell Resistance 15, Telepathy 100 ft.

Saves: Fort +0, Ref +4, Will +0

Abilities: Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1

Skills: Hide +16, Move Silently +6, Search +2, Spot +2

Feats: Dodge, Improved Initiative

Climate/Terrain: Any land or underground

Organization: Solitary or swarm (10-20 eyak of random types)

Challenge Rating: 1/2

Treasure: None

Alignment: Always neutral

Advancement: 1-2 HD (Diminutive)

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

Skills: Eyaks receive a +12 size bonus
to Hide checks, and a +2 racial bonus to
Move Silently, Search, and Spot checks.

BrROWN

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Brown eyak have
Spell Resistance 10.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

GREEN

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Green eyak have
Spell Resistance 15.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

See Invisibility (Sp): A green eyak is
capable of seeing as per the see invisibility
spell at will.

Skills: Eyaks receive a +12 size bonus
to Hide checks, and a +2 racial bonus to
Move Silently, Search, and Spot checks.

GRAY

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Gray eyak have
Spell Resistance 18.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

Shield (Sp): Three times per day a
gray eyak is capable of casting the shield
spell. Up to 8 eyak can be protected
behind it at one time, including the gray
eyak itself. The shield can also be used to
protect 2 Tiny creatures or 1 Medium-size
creature in addition to the gray eyak itself.




Diminutive Construct

+8 (+4 Dex, +4 Improved Initiative)

Hit Dice: 1/2d10 (2 hp)
Initiative:

Speed: Fly 60 ft. (perfect)
AC: 18 (+4 Dex, +4 size)
Attacks: Kamikaze +2 melee
Damage: Kamikaze 1d4-2
Face/Reach: 1 ft. x 1 ft./0 ft.
Special Attacks: Kamikaze

Special Qualities:

Darkvision 60 ft., Fast Healing, Immunities,
Shield, Spell Resistance 18, Telepathy 100 ft.

Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1
Hide +16, Move Silently +6, Search +2, Spot +2

Solitary or swarm (10-20 eyak of random types)

Saves: Fort +0, Ref +4, Will +0
Abilities:

Skills:

Feats: Dodge, Improved Initiative
Climate/Terrain: Any land or underground
Organization:

Challenge Rating: 1

Treasure: None

Alignment: Always neutral
Advancement: 1-2 HD (Diminutive)

Skills: Eyaks receive a +12 size bonus
to Hide checks, and a +2 racial bonus to
Move Silently, Search, and Spot checks.

RED

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Red eyak have
Spell Resistance 18.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

Heat Ray (Sp): At will, a red eyak is
capable of shooting a red ray at a chosen
target within 100 feet. If the ray strikes —
the red eyak must make a successful
ranged attack — it will do 1d4+1 points of
damage. The victim is entitled to a
Fortitude save (DG 15) for half damage.

Skills: Eyaks receive a +12 size bonus
to Hide checks, and a +2 racial bonus to

Move Silently, Search, and Spot checks.

YELLOW

Eyak Traits: All eyak have Fast
Healing 1, the ability to make a Kamikaze
attack, and Telepathy with other eyak and
their creator to 100 feet. Yellow eyak have
Spell Resistance 15.

Feats: Eyaks receive Dodge and
Improved Initiative free as racial bonuses.

Locate Creature (Sp): At will, yel-
low eyak can locate a known or familiar
creature as per the locate creature spell to
a range of 1 mile.

Skills: Eyaks receive a +12 size bonus
to Hide checks, a +8 racial bonus to Swim
checks, and a +2 racial bonus to Move
Silently, Search, and Spot checks.

GRAY EYAK_

7’4‘455 are the defensive element in
An eyak swirm. Gray eyak are
capable of erecting mystical shields,
from behind which their Jfettow eyak.
lavinch their attacks. Many wizards
Also keep one or more eyak. of this
nature near them to take advantage

af the protection t[wy offar.




RED EYAK_

red eyak. are the primary
aﬁfensiw elements af A SWATIM —
their heat rays serve As & bane to any

who become & target of the eyak.

CONSTRUCTING AN EYAK_

The cost of constructing an eyak is as

follows:

TYPE
Black
Blue
Brown
Green
Gray
Red
Yellow

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face[Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

CosT
300 gp
50 gp
1 gp
50 gp
50 gp
100 gp

50 gp

Diminutive Construct

1/2d10 (2 hp)

+8 (+4 Dex, +4 Improved Initiative)

Fly 60 ft. (perfect)

18 (+4 Dex, +4 size)

Kamikaze +2 melee, Heat Ray +8 ranged
Kamikaze 1d4-2, Heat Ray 1d4+1

1 ft. x 1 ft./0 ft.

Heat Ray, Kamikaze

Darkvision 60 ft., Fast Healing, Immunities,
Spell Resistance 18, Telepathy 100 ft.

Fort +0, Ref +4, Will +0

Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1
Hide +16, Move Silently +6, Search +2, Spot +2
Dodge, Improved Initiative

Any land or underground

Solitary or swarm (10-20 eyak of random types)
1

None

Always neutral

1-2 HD (Diminutive)

This cost includes the 50 sp necessary

for the body, as well as all the materials
and spell components that are consumed
or become a permanent part of the cre-
ation.

The construction of an eyak’s body
involves the sewing of a bat’s wings to an
enlarged eye; where the eye comes from is
unimportant — the entire construct is
transformed into a different, although
similar form later in the process. This

requires a Craft (leatherworking) or Heal
skill check (DC 12).

Once this work is completed, the eyak
is tranformed and animated through an




YELLOW

Diminutive Construct

+8 (+4 Dex, +4 Improved Initiative)
Fly 60 ft. (perfect), swim 10 ft.

Hit Dice: 1/2d10 (2 hp)
Initiative:

Speed:

AC: 18 (+4 Dex, +4 size)
Attacks: Kamikaze +2 melee
Damage: Kamikaze 1d4-2
Face/Reach: 1 ft. x 1 ft./0 ft.
Special Attacks: Kamikaze

Special Qualities:

Darkvision 60 ft., Fast Healing, Immunities,
Locate Creature, Spell Resistance 15, Telepathy
100 ft.

Saves: Fort +0, Ref +4, Will +0

Abilities: Str 6, Dex 18, Con —, Int 10, Wis 10, Cha 1

Skills: Hide +16, Move Silently +6, Search +2, Spot
+2, Swim +6

Feats: Dodge, Improved Initiative

Climate/Terrain: Any land or underground

Organization: Solitary or swarm (10—20 eyak of random types)

Challenge Rating: 1/2

Treasure: None

Alignment: Always neutral

Advancement: 1-2 HD (Diminutive)

extended magical ritual which requires a
7th-level character (14w-level for the black
eyak) with the Craft Wondrous Item feat.
The ritual requires 3 hours to complete
(except for the black eyak, which requires
1 day to complete) and requires a special-
ly prepared laboratory or workroom, sim-
ilar to an alchemist’s laboratory and cost-
ing 500 gp to establish; this is identical to
the workroom necessary for the construc-
tion of homunculi and traditional golems.

Completing the ritual requires casting

arcane eye, mending, and scrying on the
final day of the ritual. The following types
of eyak require an additional spell to be
cast:

TyYPE SPELL

Black finger of death
Blue detect magic
Green see invisibility
Gray shield

Red flame arrow
Yellow locate creature

These spells must all be cast by the
creator, but they can come from outside
sources, such as scrolls. Completing the
ritual also drains 25 XP. This cost is raised
to 50 XP for the black eyak, and lowered
to 10 XP for the brown eyak.

YELLOW EYAK_

ellow eyak. are the hounds of the

eyak swarm, working with
gréen eyak.to hunt down the swarm'’s
prey. Blue eyak are capable of
tracking targets. When all three of
these eyak types are present, very few
have escaped a swarm.

ADVENTURE SEED

o A century aqgo the wizard
Serrareth retreated to the peaceful
forest of Avtoret, building A secluded
tower there in which he could perform
his many magical experiments
without interference from the outside
world. Serrareth’s great love wis
mngicnl construction, and his tower
was populated with all manner of
strange maqical constructs.

unfartu nmtzli;, one af Serrareth’s
experiments went Awry and his
constructs turned on him ... including
his massive swarm of eyak. Serrareth
was Killed, and the eyak were turneq
Loose u pon the farest. Trw(m7, Arloret is
w dark, foreboding place — hostile to
any who enter it, And shunned by all
those who Live near it. The swarms of
eyak still prowl the woods, and it is
whispered that Serrareth’s tower is
still populated by a plethora of his
other creations. Some say these
creations quard the tower aqainst the
eyaks; others say that one of these
creations rules over all the rest,
including the eyak. Other whispers,
though, speak. of the fabled treasure
that Serrareth was said to possess —
gathered from all corners of the globe
by his magical servants. Many
adventurers have met their death
seeking the tower of Serrareth in the
depths of Arloret ...



famarm’gs may be the ancestors
af all the 7ipmtisk races. The
truth about their origins is shrouded in

FOMORAIG |,

Huge Giant
19d8+152 (237 hp)

w past beyond human understanding,

but the most ancient of records suggest

that the first fomoraigs emerqed
directly from the primordial chaos +6 (+2 Dex, +4 Improved Initiative)
Speed: 40 ft.

tfuktp reqnted tfu:f VrmALioH aftfua AC: 7 (-2 size, +2 Dex, +7 natural)

Hit Dice:
Initiative:

worlds. wav Are creatures af qreat Attacks: Gargantuan morningstar +24/+19/+14 melee,
power, intellect, and Wntigyitv, or large javelin +24/+19/+14 melee
. - 3 +
masters of many secrets Lost to the rest Damage: Garggnmo}n momingsiar 446+12,
. il large javelin 1d8+12
of the werld, who Live in the Face/Reach: 10 ft. x 10 ft,/15 ft.
wastelands af the world. Tket; Special Attacks: Corporeal Flux, Spell-like Abilities,

Unnatural Presence

Chaos Immunity, Chaos Powers,
Cold and Fire Resistance 20, Damage
Reduction 20/+3, Darkvision 60 ft.

surround themselves with thralls
culled from Lesser races, and with the
detritus of Aeons of obsessively

Special Qualities:

}Jursuing mngicwl power. Saves: Fort +18, Ref +8, Will +9
Abilities: Str 35, Dex 15, Con 25, Int 18, Wis 16, Cha 14
Famorzu'gs have a 7reea{ far mmqic Skills: Alchemy +7, Concentration +10, Intimidate +3,

Knowledge (arcana) +9, Search +4, Spellcraft +9
(+11 to decipher scrolls), Use Magic Device +8
(+10 for rolls related to scrolls)

Cleave, Great Cleave, Improved Initiative,

of all sorts that rivals the draconic
lust far treasure — mngiml items,

tomes, or Arcane Rnowledge are all Feats:

capable of drawing the Attention of
the Jomoraigs. When a Jomoraig
discovers a source of Arcane power that
it covets, it is implacable in its search
for the aﬁjzct of its desire. The few
learned saqes who know of the
fomeoraigs have made dire predictions
concerning the reasons for this racial

Acquisitiveness.

Power Attack

Climate/Terrain:
Organization:
Challenge Rating: 20

Treasure:

dard items

Alignment:
Advancement:

Hills, mountain, marsh, or underground
Solitary, pair, or crew (2—5)

Standard coins, standard goods, double stan-

Always chaotic, usually chaotic evil
20-38 HD (Huge), 39-57 HD (Gargantuan);

or by class (sorcerer)

F=Ve

Fomoraigs are giants that are closely asso-
ciated with chaos. As a creature of chaos, each
fomoraig is unique — unearthly beauty and
twisted horror are equally represented in this
race, often in the same creature. Detailed below
are the base stats for a fomoraig. Each fomoraig
also has Chaos Powers that are applied to these
stats after being generated randomly, as
described below.

Chaos Immunity (Ex): Fomoraigs are
immune to the effects of spells with the Chaos
descriptor.

Cold and Fire Resistance (Ex):
Fomoraigs ignore the first 20 points of cold and
fire damage done to them each round. They
still make saving throws normally.

Corporeal Flux (Su): A target wounded

by a melee attack by a fomoraig must make a
Fortitude save (DC equal to the HD of the
fomoraig) or be affected by Corporeal Flux. On

a failure, the body of the afflicted to begin to
dissociate — skin runs like wax, then muscle,
and finally bone and viscera. The victim suffers
1d4 permanent Constitution drain from this
effect, which can only be regained by magical
means. If the Constitution of the afflicted is
brought to zero, the victim literally melts into a
pile of indistinguishable matter.

Damage Reduction (Su): Fomoraigs
ignore 20 hit points from most weapons and
natural attacks. A +3 weapon or better negates
the ability.

Giant: Giants are proficient with all simple
weapons and with any weapons listed in their
entries. Giants have Darkvision with a range of
60 feet.

Skills: Formoraigs receive a +2 synergy
bonus to Spellcraft checks to decipher scrolls,
and another +2 bonus to Use Magic Device
checks related to scrolls. These bonuses are
included above.
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Spell-like Abilities: Fomoraigs can use
the following spells as if cast by a sorcerer of the
same level as they have HD. The DC to resist
these abilities is usually 12 + the spell level.
1/day per 5 HD — charm monster, dispel magic

Unnatural Presence (Su): Fomoraigs are
so unnatural that their appearance causes a fear
effect in other creatures. When a fomoraig
attacks or otherwise displays hostility, creatures
within its move distance (usually 40 feet) must
make a Will save (DC equal to 10 + 1/2 the
fomoraig’s HD + its Charisma modifier) or suc-
cumb to fear. These creatures suffer a —2
morale penalty on saving throws, and flee ran-
domly from the fomoraig with a 50 percent
chance of dropping what they’re holding.
Creatures with at least as many HD as the
fomoraig are Immune to its Unnatural
Presence.

Chaos Powers (Su): For each 4 HD the
fomoraig has, roll or choose one major Chaos
Power, or two minor Chaos Powers. Identical
rolls may be retained to increase the number of
uses per day unless otherwise specified, or
rerolled. All Chaos Powers are supernatural
abilities. Where appropriate, Chaos Powers

function as though cast by a sorcerer of a level
equal to the fomoraig’s HD.

D12  MAJorR CHAOS POWERS
Unearthly Beauty
Blazing Eye of Chaos
Polymorph Self
Animate Dead

Roaring Void

Ethereal Jaunt
Planeshift

Summon Thralls
Increased Elemental Resistance
Vampiric Touch
Damage Reduction 5/—
Mantle of the Void
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Animate Dead (Su): Once per day, the
fomoraig can turn the bones or bodies of dead
creatures into undead skeletons or zombies
under its control as per the spell animate dead.
The maximum number of undead created with
one use of this ability is limited to a number of
HD equal to the fomoraig’s own HD); the max-
imum number of undead the fomoraig can

Derrick. Gloverson, once an
adventurer in the alpine reqions,
wrote: “I never cﬂugf»t Sigkt of the
creature that destroved my
cam}mnians, to my knau/lea{ge. How
can I know which parts of the beast
inside that mountain Are the minions
and which parts are the master? The
pAsSAqes were torn to pieces by A sound
that resembled nothing living and the
ruptures in the rock were immedintely
filled with sticky, toothy flesh. No
telling how many Loyal horrors there
were After us, but the books told us
that the creature itself dwelled far
below. I tell myself that the sound we
heard, the sound which crushed
Furian and squoze Meldricks ears to
blood, was the fomoraig giving orders.
Its voice tore the caves to pieces. T can't
fathom how that mountain could be
thought to contain the creature.”



# theory recorded ]717 the Sage of
the Red Libmry sugqests that the
Jomoraigs do not simply desire magical
power but instead need it to exist as
individual }’mings. She imagined that
the expansion of magic throughout the
world At the time of creation expanded
the very stuff of the fomoraigs, too.
This scattered nature results not just
in the variety of }eings within the
population but the grotesque variance
within the individual fomoraig. If
somehow the theory could be tested, the
Snqe expects that a fomoraig
surrounded by enough material magic
would be shaped back into an original
form not seen since the dawn of all
things. This form might be beautiful
or hideous or might not resemble
anything at all which exists.

control at one time is equal to 2
HD times the fomoraig’s HD.

Blazing Eye of Chaos (Su):

Once every four rounds, the fomoraig

can let out a beam of primal chaos from
one or more of its eyes, striking a single target
within a range of 25 feet + 5 feet per HD. The
fomoraig must succeed with a ranged touch
attack to affect target as with a Corporeal Flux
attack; the base ranged attack bonus for a
fomoraig is +11. The target is allowed the usual
saves for the Corporeal Flux attack. Reroll any
duplicate roll of this power.

Damage Reduction (Su): The fomoraig
ignores 5 hit points from most weapons and
natural attacks. This ability is effective against
any attack that does not ignore Damage
Reduction. This does not stack with a
fomoraig’s Damage Reduction 20/+3. Both
operate simultaneously, such that weapons with
enhancement bonuses of less than +3 subtract
20 from their rolled damage. Damage from
more powerful weapons is reduced by 5.
Duplicate rolls of this power increase the num-
ber of hit points reduced from the damage of
more powerful weapons.

Ethereal Jaunt (Su): Once per day, the
fomoraig and his equipment can become ethe-
real and travel in the Ethereal Plane. This effect
lasts 1 round per HD the fomoraig posesses.

Increased Elemental Resistance (Su):
The fomoraig may increase an existing
Resistance (either fire or cold) by +10, or gain
Resistance 20 to a new force of your choice
(either acid or electricity). Duplicate rolls can
either boost another Resistance by +10, or add
another Resistance 20 that the fomoraig does
not yet have.

Mantle of the Void (Su): Once per day,
the fomoraig may surround itself with a multi-
colored mantle of coruscating energy, which
provides a +4 deflection bonus to AC, and a +4
resistance bonus to all saves. Further, the
Mantle confers the effects of freedom of move-
ment as the spell. The duration of the mantle is
1 round per HD the fomoraig has.

Plane Shift (Su): Once per day, the
fomoraig can move itself or some other creature
to any other plane of existence or alternate
dimension as per the plane shift spell.

Polymorph Self (Su): Once per day, the
fomoraig can assume the form of a different
creature for one hour per HD the fomoraig has,
as per the spell polymorph self, with the follow-
ing changes:

Fomoraigs can never be comfortable in a
shape other than their own. A fomoraig
always suffers from a —4 modifier to attack
rolls in any form other than its own. In
addition, fomoraigs cannot maintain one
shape for extended periods. For each hour
that a fomoraig attempts to hold a single
shape, it must save vs. Will (DC 20) or

revert.

There is always something subtly wrong
with any form that a fomoraig assumes.
A fomoraig might retain patches of scaly
hide even when it polymorphs into a
dire tiger, for example. A fomoraig that
polymorphs into a human may have hair
that writhes of its own accord, a vestigial
limb tucked under its shirt, or one eye
that is much larger than the other. The
exact nature of the wrongness varies, but
can be noticed by any observer on a suc-
cessful Spot roll (DC equal to 1/2 the
fomoraig’s HD).

Roaring Void (Su): Once per day, the
fomoraig’s roar becomes a devastating cone of
sound and negative energy pouring out to dis-
tance of 60 ft. Anyone within range of the
cone must make a Fortitude save (DC equal to
the fomoraig’s HD) or suffer 14d6 damage,
half of which is sonic, the other half negative
energy. A successful Reflex save (DC equal to
the HD of the fomoraig) reduces the effects to
half damage.

Summon Thralls (Su): Once per day, the
fomoraig may summon from the void a num-
ber of HD of enslaved creatures equal to its own
HD. They are always the same thralls, and they
return to the chaos after they are slain or dis-
missed. Utterly the creatures of their master,
thralls are given form and the semblance of life
only to serve the will of the fomoraig who 1s
their master. Fomoraigs with the Summon
Thralls ability can also create a thrall from any
creature that it reduces to O hp. See the
fomoraig thrall in the Templates section for
details.

Unearthly Beauty (Su): The fomoraig
receives a permanent +4 boost to its Charisma
score. In addition, all or a portion of the
fomoraig is so beautiful that any creature with-
in 30 feet must make a Will save (DC equal to
the fomoraig’s HD + Charisma modifier) or be
stunned by its unnatural loveliness for 1d6
rounds. Stunned creatures lose their Dexterity
bonus to DC (if any) and can take no actions.
Foes gain a +2 bonus to hit stunned creatures. A




successful save grants immunity for the rest of
the encounter. Reroll any duplicate roll of this

power.

Vampiric Touch (Su): Once per day, a
fomoraig who succeeds at a melee touch
attack (base bonus +24/+19/+14) deals 1d6
points of damage per two HD the fomoraig
has, to a maximum of 10d6. The fomoraig
gains temporary hit points equal to the dam-
age it inflicts, not exceeding the subject’s
current hit points +10. The temporary hit
points disappear 1 hour later. This effect is as
the vampiric touch spell.

D12 LESSER CHAOS POWERS
Combat Reflexes Feat
Natural Armor
Random Ability Score
Extra Bestial Limbs

No Visual Organs
Bestial Features
Frog-like Tongue
Darkvision 120 ft.
Magic Circle Against Law
Rage

Fast Healing

Scent
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Bestial Features (Su): The fomoraig is
equipped with claws on whichever of its imbs
you choose, giving it a number of claw attacks
equal to the number of clawed limbs it has
available to use effectively in combat, as well as
tusks or horns that give it one gore attack; the
gore attack suffers a —5 attack penalty unless the
fomoraig has the Multiattack feat. Reroll a
duplicate roll. Damage is figured according to
the size of the fomoraig:

CLaw GORE
SIZE DAMAGE DAMAGE
Huge 2d4 2d6
Gargantuan ~ 2d6 2d8

Combat Reflexes Feat (Su): The
fomoraig gains the Combat Reflexes feat if it
did not have it already. Reroll a duplicate roll.

Darkvision (Su): The fomoraig can see
with no light source at all, to a range of 150 feet.
Darkvision is black and white only. Blind
fomoraigs may not possess this power; reroll in
this instance, or on a duplicate roll.

Extra Bestial Limbs (Su): The
fomoraig gains two extra bestial limbs (or
one tail) and the accompanying bonus as per

the table below. A duplicate roll
gains another two bestial limbs.

D6 LiMmBs Bonus
Slam attack
(see table below)

1 Tentacles

2 Ape-like arms Multidexterity feat
3 Animallegs  +20 feet move
4 Pincer imbs  Improved Grab
5 Deadly tail Slam attack
(see table below)
6 Wings Fly 40 ft. (clumsy)
SIZE SLAM DAMAGE
Huge 1d6

Gargantuan  1d8

Fast Healing (Su): At the beginning of
each of the creature’s turns, it heals a certain
number of hit points; roll 1d10 when this Chaos
Power is chosen to determine the number. A
creature that has taken both subdual and nor-
mal damage heals the subdual damage first.
Fast Healing does not allow a creature to
regrow lost body parts, or reattach them unless
otherwise stated, and does not restore hit points
lost from starvation, thirst, or suffocation. Fast
Healing does not increase the number of hit
points regained when a creature polymorphs. A
duplicate roll of this power gives the fomoraig
another 1d10 points of Fast Healing.

Frog-like Tongue (Su): The fomoraig
gains a frog-like tongue that attacks as a melee
weapon and does 1d8. If the attack is successful
against an opponent at least one size category
smaller than itself, it may attempt to hold on to
the target as with the Improved Grab feat. It
either attempts to start a grapple as a free action
without provoking an attack of opportunity, or
it pulls the opponent into its space without pro-
voking an attack of opportunity and holds him
with a —20 penalty to grapple checks, using its
remaining attacks against other opponents.
Each successful grapple check it makes during
successive rounds automatically deals another
1d8 damage. Reroll a duplicate roll of this
power.

Magic Circle Against Law (Su): At will,
the fomoraig can ward a 10-foot arca centering
on itself from chaotic creatures, as per the spell.
This gives it and those inside the circle a +2
deflection bonus to AC and a +2 resistance
bonus on saves against attacks made by chaotic
creatures. It also blocks any attempt to possess
the warded creatures or exercise mental control

over them, and prevents bodily contact (such as

From a letter ]717 the sorcerer
Atwinius:

“The fomornig obsession with
maqic has nothing to do with their
nature and is not truly some innate
femﬁu re af the breed, far the famarm'g
have no breeds. Their bloods are the
origin points for all other giant blood
and 5o they are free of lineaqe or
bloodtine in every way. They are
creatures defined completely }717
motives predating the refined arts and
educated pursuits of knowledge. They
know greed and Lust, anger and
Jealousy only. They're animals. They
wAnt maqic only because it is A power
which was not bestowed easily upon
them by their father-qods. I believe
they want it solely to hold over the
others of their Kinds. They are the
eml17 creatures, like children. To
expect anything from them beyond
that which & toddler is capable of is
idiocy. To approach them is a waste of
effort and your Life. They will Kill
you and eat whatever you are that
does not make them jealous.”



Sir Gawnilen, A km’gfut who
claims to have met A famarm'g in
battle, recorded:

“The fomoraiq is Little more than
an unrefined giant. They are Like
untempered iron. They are not subtle,
precise or otherwise sharp. This rumor
that they covet magic so is overplown.
Tt has been my experience that like
ALl ginnts, the fomoraig are over-
concerned with their favorite treat
only so Long As it is enjayﬂ}l&. Those
fomoraiq T have seen and heard of are
concerned less with the magic of my
sword and more with its point. YJou
will doubtless find this true of them
all. They may adore magic, but they
prize first what can be eaten.”

with natural weapons) by sum-
moned or conjured creatures. The
circle can also be focused inward to

serve as a magical prison. This effect

lasts 10 minutes per the fomoraig’s HD.

A duplication of this power doubles the area
and duration.

Natural Armor (Su): The skin, armor,
chitin, etc., of the fomoraig toughens, giving a
+3 natural AC bonus. A duplicate roll of this
power gives another +3 natural AC bonus.

No Visual Organs (Su): The fomoraig is
blind or has no eyes, but gains Blindsight to a
range of 120 feet. This ability makes invisibility
and darkness (even magical darkness) irrele-
vant. Blindsight cannot distinguish color or
visual contrast, doesn’t allow a creature to read.
Blindsight does not subject a creature to gaze
attacks or blinding attacks. Deafening attacks
thwart Blindsight if it relies on hearing.
Blindsight works underwater but not in a vacu-
um. Reroll a duplicate roll of this power.

Rage (Su): Once per day, the fomoraig
may rage as a barbarian does, gaining +4 to
Strength, +4 to Constitution, and a +2 morale
bonus on will saves, but suffers a —2 penalty to
AC. The increase in Constitution increases the
fomoraig’s hit points by 2 points per HD, but
these hit points go away at the end of the rage.
While raging, a fomoraig cannot use skills or
abilities that require patience and concentra-
tion, but it may still manifest any Chaos Powers
that it possesses. The fomoraig’s fits of rage last
5 rounds plus one round per (newly improved)
Constitution modifier point. At the end of a
rage, the fomoraig is fatigued (-2 to Strength,

2 to Dexterity, can’t charge or run) for the
duration of that encounter.

Random Ability Score (Su): A random
ability score increases by 1d4+2. A duplicate roll
of this power can increase a different ability
score. Choose which score or roll:

D6 SCORE
Strength
Constitution
Dexterity
Intelligence
Wisdom
Charisma
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Scent (Su): Creatures with Scent can
detect opponents within 30 feet by sense of

smell, and can pinpoint the source of a scent if
it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2 per

hour that the trail is cold. Reroll a duplicate roll
of this power.

FOMORAIGS AS CHARACTERS

Most experienced fomoraigs are sorcerers
because the raw power of chaos that they pos-
sess makes any other understanding of magic
difficult at best. There are no fomoraig druids
or clerics, since the fomoraigs will never admit
the authority of any power other than their
own.

SAMPLE FOMORAIG

Huge Giant

Hit Dice: 19d8+152 (237 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 40 ft.

AC: 17 (-2 size, +2 Dex, +7 natural)

Attacks: Gargantuan morningstar
+24/+19/+14 melee, or large javelin
+24/+19/+14 melee, or 2 claws +24/+19/+14
and gore +19/+14/+9, and tail slam
+19/+14/+9 melee and tongue slam
+19/+14/+9 melee

Damage: Gargantuan morningstar 4d6+12,
large javelin 1d8+12, claws 2d4+12 each,
gore 2d6+6, tail slam 1d6+6, tongue slam
1d8+6

Face/Reach: 10 ft. x 10 ft./15 ft.

Special Attacks: Bestial Features, Blazing Eye
of Chaos, Corporeal Flux, Extra Bestial
Limbs, Frog-like Tongue, Spell-like
Abilities, Rage, Unnatural Presence

Special Qualities: Chaos Immunity, Cold
and Fire Resistance 20, Damage
Reduction 20/+3, Fast Healing 5,
Darkvision 60 ft.

Saves: Fort +18, Ref +8, Will +9

Abilities: Str 35, Dex 15, Con 25, Int 18, Wis
16, Cha 14

Skills: Alchemy +7, Concentration +13,
Intimidate +5, Knowledge (arcana) +13,
Listen +2, Spellcraft +15, Use Magic
Device +12

Feats: Cleave, Great Cleave, Improved
Initiative, Power Attack

Climate/Terrain: Hills, mountain, marsh, or
underground

Organization: Solitary, pair, or crew (2--5)

Challenge Rating: 20

Treasure: Standard coins, standard goods,
double standard items




Alignment: Chaotic evil
Advancement: 20-38 HD (Huge), 39-57 HD
(Gargantuan); or by class (sorcerer)

Bestial Features (Su): This fomoraig is
equipped with claws on its two hands and a set
of impressively curling ram’s horns, which do
2d4 claw damage and 2d6 gore damage.

Blazing Eye of Chaos (Su): Once every
four rounds, the fomoraig can let out a beam of
primal chaos from one or more of'its eyes, strik-
ing a single target within a range of 120 feet per
HD. The fomoraig must succeed with a ranged
touch attack to affect target as with a Corporeal
Flux attack; the base ranged attack bonus for a
fomoraig is +11. The target is allowed the usual
saves for the Coorporeal Flux attack.

Chaos Immunity (Ex): Fomoraigs are
immune to the effects of spells with the Chaos
descriptor.

Cold and Fire Resistance (Ex):
Fomoraigs ignore the first 20 points of cold and
fire damage done to them each round. They
still make saving throws normally.

Corporeal Flux (Su): A target wounded
by a melee attack by this fomoraig must make a
Fortitude save (DC 19) or be affected by
Corporeal Flux. On a failure, the body of the
afflicted to begin to dissociate — flesh runs like
wax, then muscle, and finally bone and viscera.
The victim suffers 1d4 permanent Constitution
drain from this effect, which can only be
regained by magical means. If the Constitution
of the afflicted is brought to zero, the victim lit-
erally melts into a pile of indistinguishable mat-
ter.

Damage Reduction (Su): Fomoraigs
ignore 20 hit points from most weapons and
natural attacks. A +3 weapon or better negates
the ability.

Extra Bestial Limbs x2 (Su): This
fomoraig has a pair of wings that allow it to fly
at a speed of 40 feet (clumsy), and a tail that
allows a slam attack with 1d6 damage.

Fast Healing (Su): At the beginning of
cach of the fomoraig’s turns, it heals 5 hit
points. A creature that has taken both subdual
and normal damage heals the subdual damage
first. Fast Healing does not allow a creature to
regrow lost body parts, or reattach them unless
otherwise stated, and does not restore hit points
lost from starvation, thirst, or suffocation.

Frog-like Tongue (Su): This fomoraig has

a frog-like tongue that attacks as a melee
weapon and does 1d8. If the attack is successful
against an opponent at least one size category

smaller than itself, it may attempt

to hold on to the target as with the

Improved Grab feat. It either

attempts to start a grapple as a free

action without provoking an attack of opportu-
nity, or it pulls the opponent into its space with-
out provoking an attack of opportunity and
holds him with a —20 penalty to grapple checks,
using its remaining attacks against other oppo-
nents. Each successtul grapple check it makes
during successive rounds automatically deals
another 1d8 damage.

Giant: Giants are proficient with all simple
weapons and with any weapons listed in their
entries. Giants have Darkvision with a range of
60 feet.

Rage (Su): Once per day, the fomoraig
may rage as a barbarian does, gaining +4 to
Strength, +4 to Constitution, and a +2 morale
bonus on will saves, but suffers a —2 penalty to
AC. The increase in Constitution increases the
fomoraig’s hit points by 38, but these hit points
go away at the end of the rage. While raging, a
fomoraig cannot use skills or abilities that
require patience and concentration, but it may
still manifest any Chaos Powers that it possess-
es. The fomoraig’s fit of rage last 14 rounds. At
the end of a rage, the fomoraig is fatigued (-2 to
Strength, —2 to Dexterity, can’t charge or run)
for the duration of that encounter.

Spell-like Abilities: The Fomoraig can
use the following spells as if cast by a sorcerer of
19th level. The DC to resist these abilities is usu-
ally 12 + the spell level.
1/day per 5 HD — charm monster, dispel magic

Unnatural Presence (Su): Fomoraigs are
so unnatural that their appearance causes a fear
effect in other creatures. When a fomoraig
attacks or otherwise displays hostility, creatures
within its move distance (usually 40 feet) must
make a Will save (DC equal to 21) or succumb
to fear. These creatures suffer a —2 morale
penalty on saving throws, and flee randomly
from the with a 50 percent chance of dropping
what they’re holding. Creatures with at least 19
HD are immune to its Unnatural Presence.

ADVENTURE SEEDS

A Rumonrs af A reclusive sorceror af
incredible aqge and power have
circulated in the towns and vitlages of
the Wastelands for decades. This is
creature so old and so well-versed in
the magical arts that it knows spells
that are Lost to the maqes of todny.
What persunsions might be required to
gain access to that knowledge? What
price would a being like this demand?
And then, af course, what will the
plaver characters do when they come
face to face with the horribly
inhuman maqus they have sought?

oA famomig attacks a town to
Acquire the legam{nn? ork of &[mnge,
Killing townsfolk. and heroes in the
process. The PCs are asked to retrieve
the treasure. After t(aing 5o, t[un/
return to become caught up in the
hoty war instigated by a high-level
NPC cleric, who is now acclaimed as o
saint for SUTViving the stzw?hter. The
cleric calls a crusade Aqainst all
fomornigs as matevolent beings of
immense power who spurn the gods.
This sets into motion A cataclysm of
epic proportions, As the fomoraigs draw
together to fight aqainst a common
foe, as they have not done in recorded
[»istm;‘



In the dark. heart of the unspoiled
woods, guardian spirits are calleq
up to protect the creatures and farests.
Primitive tripes af farestw{:wllm
worship these }aings as minor gods,
offering them sacrifices and pravers,
and imploring them for their favor.
Primitive art depicts them in battle,
fighting the enemies of the forests, or
in majestic poses, looking out over

their domain.

Forest 700{5, far their part, do not
4o out of their way to aid their
Warski}:;aers, Vieu/ing themselves as
simple stewards of the woodlands, and
the tribes as one more population of
creatures within the Sforest, no more or
Less important than the wolves or
squirrels. Those who intrisde on the
pence of the forest are seen as clear
threats to the sanctity of the woods,
however, Tm’nging imbalance and
destruction to the pristine natural
wilderness. These threats Are dealt

with quickly and expediently.

The origin of the forest gods is
hotly contested amongst those who
know of them. Some claim that they
Are Sfirits fram the outer ;;lmws, while
others believe that they are
inhabitants of the elemental realm of
earth come to defend the forests. A rare
few scholars believe that they hail
fram a a(iﬁ‘ermt type af inner ;;lmw,
one that is the embodiment of the
far&st. The farast gw(s, af course, Are
silent on the matter.

The appearance of A forest qod is
strange and frightening. They are
centanroid creatures, with the
hindguarters of A black bear and the
forequarters of a Large red staq. The
torso has the keel-breasted shape of A
bird, andis covered in mottled
feathers. The head is that of a Large
gray wolf, with A magnificent rack. of
antlers. The Arms Are somewhat cat-
like, with fierce retractable claws.

FOREST GOD e

Hit Dice:

Large Outsider
6d8+24 (51 hp)

Initiative: +0 (Dex)

Speed: 40 ft.

AC: 15 (-1 size, +6 natural)

Attacks: 2 claws +10/+5 melee or gore +10/+5 melee,
and bite +5 melee

Damage: Claws 1d6+5 each, gore 1d8+5, bite 1d8+2

Face/Reach: 5 ft.ox 5 ft./5 ft.

Special Attacks: Spell-like Abilities

Special Qualities:

Darkvision 60 ft., Immunities, Scent,
Spell-like Abilities, Spell Resistance 21, Damage
Reduction 10/+1

Saves: Fort +9, Ref +5, Will +10

Abilities: Str 21, Dex 10, Con 18, Int 11, Wis 20, Cha 19

Skills: Animal Empathy +13, Hide +5 (+15 in forest),
Listen +14, Handle Animal +4 (+6 with animals
or beasts), Intimidate +11, Move Silently +4 (+14
in forest), Spot +10, Wilderness Lore +14

Feats: Combat Reflexes, Track

Climate/Terrain: Forest

Organization: Solitary or pack (2—6)

Challenge Rating: 8

Treasure: None

Alignment: Always neutral

Advancement: 7-10 (Large), 11-18 HD (Huge)

ARV

Damage Reduction (Su): Forest gods
ignore 10 hit points from most weapons and
natural attacks. A +1 weapon or better negates
the ability.

Immunities (Ex): Forest gods are immune
to cold, electricity, and all weather effects. In
addition, no natural creature will attack a forest
god unless it i3 magically controlled or com-
pelled.

Outsider: Outsiders have Darkvision with
a range of 60 feet. A forest god is not proficient
with weapons. A slain outsider cannot be raised
or resurrected, although a wish or miracle spell
can restore it to life.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent if
it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2 per
hour that the trail is cold.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against a forest
god, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 21,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.

Spell-like Abilities: Forest gods can use
the following spells as if cast by a 10th-level
druid. The DC to resist these abilities is 15 + the
spell level.
1/day — transport via plants, control weather
3/day — entangle, call lightning, plant growth,

snare
At Will — create water, detect magic, detect ani-

mals or plants, detect poison, detect snares
and pits, endure elements, invisibility to
animals, know direction, pass without
trace, purify food and drink

Skills: Within a forest environment, forest
gods receive a +10 racial bonus to Hide and
Move Silently checks. They also receive a +2
synergy bonus to Handle Animal checks with
animals or beasts. This is already figured into
the stats above.

NEW WEAPON. ANTLER

Antlers removed from the head of any
deer-like animal can be used as an exotic
weapon. An antler can be cut down to make a
weapon of any size. Each antler begins at a size

AT




e ———

equal to the creature it was taken from. An
antler gives a +2 bonus on opposed attack roll
when attempting to disarm an enemy, provided
your enemy’s weapon is the same size as or
smaller than yours. Alternately, you may choose
to use an antler as a shield. When used this way,
Tiny, Small and Medium-Size antlers serve as
small shields (+1 bonus to AC), while Large
antlers serve as Large shields (+2 bonus to AC).

Cost: 1 gp; Damage: 1d6 (up to medium-
size) x3, 1d8 (Large) x3; Weight: 2-10 lbs,;
Piercing

NEW MAGIC WEAPON.
CERVINE SWORD

These +3 defending antlers are made from
noble elk, magical stags, and other Large
cervine creatures whose antlers can be consid-
ered “masterwork.” An ancient tradition
respects the origins of these creatures and
imbues these weapons with very specific mag-

ics. These weapons can be used to cast the spells
know direction, detect animals and invisibility
to animals each once per day.

Caster Level: 9th; Prerequisites: Craft
Magic Arms and Armor, know direction, detect

animals, invisibility to animals; Market Price:
40,100 gp

NEW ARTIFACT.
TYNES OF THE FOREST GOD

Only one of these minor artifacts is known
to exist, created by a heartless druid from a slain
forest god. This Large +5 defending antler was
made from only half of a forest god’s rack, how-
ever. The other half might be in use elsewhere.
This weapon has the powers of a forest god
trapped within it. No animal will attack the
bearer of this weapon unless magically com-
pelled. All other natural creatures must succeed
at a Will save (DC 20) to combat the bearer.
The weapon can be activated with symbolic
gestures to cast the following spells
1/day: call lightning, control weather, detect

magic, detect animals or plants, endure ele-

ments, entangle, invisibility to animals, and
pass without trace.

Caster Level: 10th; Weight: 10 Ibs.

ADVENTURE SEEDS

A Opening up a trade route through
w dense forest is difficult enough, but
when & forest qod protects the animals
and creatures along the proposed route,
the prospect is even more daunting.
After four attempts, the merchant
house involved has started Looking for
A team. of specialists that will scout
the routes through the wood. The pay
15 almost appallingly qood, and even
maore is promised if the route is
completed on deadline. Of course, the
Jforest qod won't stand down just
because some hotheads with swords

want to waltz timmgf» its territort;

A A druid friendly to the party has
an interesting proposition. She wants
to study the forest gods in their
natural habitat, but isn't so foolish as
to think she can do it without
protection. With the characters
quarding her, she proposes to Locate and
meet one af the elusive creatures, And
ask. it a Lot of impertinent questions.
Delicate negotintion may be required
to kx:e}z Wem;tking frimp(li;. Of course,
the PCs don't know that the druid in
question is evil, And seeks to use the
knowledge gained to enslave the forest

70&(5.



7“ﬁ¢ [fright owl's body is about three
feetin lengtk, making it Sligktlij
Larger than & common barn owl. The
wings can span Almost 71/2 feet. Th hey
are covered with feathers of a mottled,
charcont-gray. In addition to this
NAtUral cAmou flmge, frig[»t owls’ lmga
wingspan allows them. to glide silently
while Maft.

Although their name would
sugqest & malevolent origin, these
creatures evolved their abilities
naturally. They normally use their
screeching to frighten small prey and

cause it to flee any cover or hiding place.

This makes the target easier to catch.
Like mundane owls, they combine both
claw’s into A singla Attack.

ADVENTURE SEEDS
mA'lthkfn'gfut owls can Live for
Almost 17 years, they only mate three
times in their lives. Every fifth year,
frigf»t owls return to the place af their
birth to mate and nest. Since the last
time that the owls returned to one
;vm-ticulm nesting site, however, A
military outpost has been erected. Of
course, when hundreds of fright owls
Miﬂf»t on their fvrtress walls, the soldiers
are trapped within their own
fortification. The military has not
heard from their outpost in some time, so
they Assume the worst about their
nﬂiﬂf»}an’ng enemy and send the
characters to im/estignt& The PCs must
rescue the soldiers, prevent A Msﬂ/
response by the military, and, if possible,
restore the mating qrounds of the owls.

AoEvery day at a little past noon, A
number of people in & prrticular section
of the city marketplace qo crazy and
run scredming. No one can ﬁgure out
exactly what is W}Jem'ng. There seems
to e no pattern other than time and
place. Investigation reveals that a
merchant has captured a fright owl
that screeches every day just before the
merchant feeds it Lunch.

Tiny Magical Beast
Hit Dice: 1d10 (5 hp)
Initiative: +4 (Dex)
Speed: 10 ft., fly 40 ft. (average)
AC: 18 (+4 Dex, +2 size, +2 natural)
Attacks: 2 claws +7 melee
Damage: Claws 1d3-1 each
Face/Reach: 2 1/2 ft. x 2 1/2 ft./O ft.
Special Attacks: Cause Fear

Special Qualities:

Darkvision 60 ft., Superior Low-Light Vision,

Spell Resistance 12
Saves: Fort +2, Ref +6, Will +2

Abilities:

Str 8, Dex 18, Con 10, Int 12, Wis 14, Cha 12

Skills: Balance +8, Hide +16, Listen +16,
Move Silently +22, Sense Motive +6, Spot +8
(+16 in low-light and dark conditions)

Feats: Alertness, Weapon Finesse (claws)
Climate/Terrain: Forest, hills, or plains
Organization: Solitary

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement:

2 HD (Tiny), 3 HD (Small)

»Y

Cause Fear (Sp): Three times per day, a
fright owl can let out a shrill cry as a free action
that can cause fear in all opponents within 30
feet. Any living creature within range of the
owl’s screech must make a success-
ful Will save (DC 14) or suffer
the effects of a cause fear

spell. This is a sonic,
mind-affecting,
fear effect.

Magical
Beast: Magical
beasts have
Darkvision with a
range of 60 feet. Fright
owls have Superior
Low-light Vision that lets o .-.'.lh. ){&
them see five times as far as 5
a human in low-light conditions
such as torchlight, moonlight, etc.

Skills: All owls gain a +8 racial bonus to
Listen checks and a +14 racial bonus to Move
Silently checks. Owls also gain a +8 racial
bonus to Spot checks in low-light and dark
conditions. Fright owls receive a +8 size bonus
to Hide checks, as well. These bonuses are
included in the above stats.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against a fright
owl, the spellcaster makes a level check (1d20
+ caster level). If the result equals or exceeds
12, the spell works normally, though the crea-
ture still gets a saving throw if the spell allows
such.

FRIGHT OWLS
AS FAMILIARS

A fright owl can be made into a
familiar by a magic user of at least 3rd level
with the Summon Familiar ability, and no
current familiar, although it is slightly more
powerful than a standard familiar. In this
case, it follows all of the special rules for famil-
iars. It grants its master a +2 to Spot checks,
and uses its own Spell Resistance unless that

endowed by its master is higher.




(== FROSTMITE SWARM

Small Vermin Swarm

Hit Dice: 1d8 (4 hp)

Initiative: +4 (Improved Initiative)

Speed: 30 ft., burrow 30 ft.

AC: 18 (+1 size, +7 natural)
Attacks: Swarm (see text)

Damage: Swarm 1 hp or 1d4 hp (see text)
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Swarm

Special Qualities:

Burrow, Heat Sense 40 ft., Immunity to Cold,

Immunity to Melee and Ranged Weapons,

Immunity to Mind-Influencing Effects

Saves: Fort +0, Ref +0, Will +0

Abilities: Str 2, Dex 10, Con 10, Int —-, Wis 10, Cha 2

Skills: Hide +8 (+23 when in stasis), Intuit Direction +2,
Move Silently +4

Climate/Terrain: Cold land

Organization: One swarm

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: 2 HD (Medium-sized swarm), 3 HD (Large

swarm), 4 HD (Huge swarm)

b

Burrow (Ex): A frostmite swarm can move
through ice and snow as quickly as if it were
unhindered. This burrowing leaves behind no
noticeable trail or tunnel.

Immunity to Cold (Su): Frostmites are
immune to all cold-based attacks including magi-
cal cold.

Immunity to Melee and Ranged
Weapons: A swarm can only effectively be fought
using fire or other damaging area effects that force
the swarm to disperse. The swarm temporarily
disperses if it reaches 0 hp. Once dispersed, it takes
5 minutes for a swarm to regroup. To completely
destroy a swarm, damage equal to the swarm’s
total hit points +10 must all be caused in the same
attack, otherwise the swarm simply disperses, only
to reform once again. If no heat source is detected
within the Heat Sense range of the swarm, it will
drop back into a hibernating state.

Skills: Frostmites receive a +15 racial bonus
to Hide checks while hibernating. They also
receives a +4 size bonus to Hide checks. These are
included in the above stats.

Swarm (Ex): Once they sense a heat source,
frostmites swarm over a victim in one round with

no attack roll needed. Spellcasting and concen-
trating on spells while inside a frostmite swarm is
impossible. A creature covered by the swarm who
takes no action other than attempting to fight off
the swarm takes 1 point of damage each round.
Taking any other action results in greater damage,
based on the swarm’s size as shown in the table
below; the swarm’s Strength modifier is not
included in the damage for this special attack.
This damage is considered cold-based damage, as
the frostmites suck the body heat right out of the
victim. Creatures immune to cold-based damage
arc also immune to the bite of the frostmite.
Creatures with no body heat, such as constructs or
the undead, are also immune to this attack. The
size of the swarm also determines how many crea-
tures the swarm can cover at one time, as shown
below.

Vermin: Vermin have no Intelligence scores
and are immune to all mind-influencing effects.
Frostmites have Heat Sense instead of Darkvision,
which lets them automatically sense the location
of any heat source within 40 feet as long as the
source is in contact with the ground.

SWARM NUMBER

SIZE OF MITES DAMAGE  CREATURES COVERED

Small 100 1d4 1 Small

Medium-size 200 1d6 2 Small or 1 Medium-sized
Large 400 1d8 4 Small/2 Medium-sized/1 Large
Huge 800 2d6

8 Small/4 Medium-sized/2 Large/1 Huge i

ostmites Are very tim7, Arctic-
dwelling insects protected by shelled

carapaces. Its stout Leqs, each covered
with mzar~s[mrf hooks, propel the
frastmite ACToSs snowy or icy smfms, As
well as allowing it to burrow into the
terrain with AmAzing Alacrity. At Pest,
these creatures are nuisances, but in

Large numbers they can be deadly.

Found only in arctic conditions,
Jrostmites burrow into the frozen tundra
of ice and snow and wait in & cold-
induced stasis until they are woken ]717
a nearby heat source. This is usually
the body hent of unsuspecting creatures
or people. When the target comes within

ranqe, the frostmites react quickly,
swarming out of their holes to Latch onto
it. As the swarm thickens, it
collectively siphons the victim's body
heat until it dies from hypothermia.

Frostmites Are the bane of the
northern tribes, who burn the needtes
af 9mwl17 }Jine trees to generate A
repellent smoke known to keep the

insects AWAY.

ADVENTURE SEED

R A mining encampment has qone
fram R prosperous community to A
qhost town in & matter of weeks. The
owners of the company have hired the
PCs to investigate and, if possible,
return the mine to working condition.
Now they must discover the fate of the
miners: just before they disnppenred,
the miners broke into A new vein that,
unknown to them, hosted an enormous
frastmita SWATI.



fuzzwippit resembles a targe
fluffy cottonball with big, timpid
brown evjes And four tiny paws poking
out from under its sitky fur. In the
wild, they are a Light buttermilk. color
that darkens into & dense chocolate

FUZZWIPPIT = |

Diminutive Magical Beast

1/4d10-2 (1 hp)

Hit Dice:

undercoat. Fuzzwippits range from Initiative: *2 (Dex)
¥ : ! Speed: 20 ft., burrow 1 ft.
their newborn size of 11/Z inches across AC: 16 (+4 size, +2 Dex)
to & mature dinmeter of About § Attacks: Bite +6 melec
inches, and weigh & maximum of Z Damage: Bite 1d4-4
Face/Reach: 1 ft. x 1 ft./0 ft.

1ps. They live 1 11 b . — ..
bs fuat; Be " tem;: e ce e Special Qualities: Charm Monster, Darkvision 60 ft., Enthrall,
Low-light Vision, Scent

Fort -2, Ref +2, Will -1

constructing underqround warrens

that are home to dozens of Saves:

fuzzwippits. They are incredibly Abilities: Str 3, Dex 15, Con 6, Int 2, Wis 8, Cha 16
! . - - Skills: Animal Empathy +6, Hide +14, Listen +2,

f e fwu/tng > afé» P ity Move Silently +4, Sense Motive +6, Spot +2,

every month in the wild, and because Tumble +4

tfuﬂ? Are /wrqukraa(itic any two Feats: Weapon Finesse (bite)

fuzz Wif;;i B oivs establish a nely Climate/Terrain: Tcm[;cratc plains, hills, and forest; also domestic

in urban areas
RpTtengn A matter af] i ”f 2 Organization: Solitary when domesticated, wild hunting pack

months. However, their inﬂf?iliﬂ; to
adapt to weather changes Leads to
massive die-offs each winter.

Because of their normally
affectionate nature and aility to
charm humans, fuzzwippits have
been enthusiastically domesticated by
the nobility of many nations. What
beqan as o fad among the wealthy
has ted to a selective breeding program.
that has created fuzzwippits of a wide
ranqe of colors and patterns; the most
prized show ‘wippit of the moment is &
light carnelian with black underfur
and red-specked eyes, which has been
valued at 2,000 qp-

However, the fuzzwippit has o
dnrker side that only comes out when
the sun has set. Fuzzwippits are
nocturnal pack hunters; they spend
most of the day in a Lethargic doze
that lends itself to the human need to
pet small furry creatures with big
eyes, but at dusk. they congreqate in &
pack.of ten or more to search for food to
sustain the warren. These diminutive
carnivores have been known to bring
down staqs and Large wolves in the
wild; their tin17, needle-like teeth are
especially vicious tearing instruments
that leave their prey’s flesh in ragqed
shreds. In captivity, well-fed

(10-20), or wild warren (12—100)

Challenge Rating: 1/2

Treasure: None
Alignment:
Advancement: None

Always chaotic neutral

»

Charm Monster (Sp): Up to three
times per day, a fuzzwippit can charm
another creature as per the charm mon-
ster spell cast as a 8w-level sorcerer. The
Will DC to negate is 17. In the wild, this
ability allows the fuzzwippit to convince
other predators not to view its warren as a
hunting site. It also accounts for the
beast’s popularity as a domestic pet.

Enthrall (Sp): Once per day, a fuzz-
wippit can use its cooing purr to enthrall
the humanoids who view it as a pet. This
is as the enthrall spell cast by a 5th-level
bard. The Will DC to negate is 15. As a
hunting strategy, a single fuzzwippit has
been known to enthrall whole colonies of
small rodents, while its warren-mates
attack from behind.

Feats: Fuzzwippits receive Weapon
Finesse (bite) free as a racial bonus.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and
Low-light Vision.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense
of smell, and can pinpoint the source of a
scent if it is within 5 feet. They can follow

tracks by smell, making a Wisdom check
DC 10 + 2 per hour that the trail is cold.

Skills: Fuzzwippits receive a +12 size
bonus to Hide checks, and a +4 racial
bonus to Sense Motive checks. This is
worked into the stats, above.

FUZZWIPPITS AS FAMILIARS

A magic user of 3id level or higher
who has no current familiar and has the
Summon Familiar ability can attempt to
bond a fuzzwippit as a familiar. It follows
all the special rules for familiars, and the
bond grants a +2 bonus to Sense Motive
checks. A fuzzwippit sold for use as a
familiar generally costs about 200 gp.

NEW TRADE GOOD:
WHIPPETSHEEN

The pelt of a fuzzwippit (called wip-
pitsheen) is valuable for cosmetic and
practical purposes. Among nobles and the

elite, a complete pelt is as much as two-
thirds the cost of a living fuzzwippit.




Shawls and coats made of wippitsheen are
popular for evening activities and autumn
sports like fox-hunting. Rustic frontiers-
men favor wippitsheen for its durability,
warmth, and ability to block the wearer’s
scent. A garment made from wippitsheen

grants the wearer a +2 circumstance
bonus against checks to resist natural
cold. Further, an actual pelt (not just a fur
lining or weave) has special pores which
funnel wind in only one direction. Wind,

therefore, seldom

manages to lift up or blow =&
away a fuzzwippit pelt. Odors

do not travel out through the
pelt, resulting in a —10 circum-

stance penalty against attempts to locate
the pelt-wearer by Scent. This is just one
way in which fuzzwippits manage to sur-
prise their prey.

Wippitsheen has a hardness of 1, and
2 hit points per inch of thickness.

fuzzu?i;;;;its Are ;mfzctly sufa As l«mg
as they are isolated from others of their

Kind so s to defuse this pack
mentality and their normal }reea{ing
instinct; pet fuzzwippits tend to be
obese, sometimes Weig[u'ng inatu p to?
or 4 Ibs. 3till, there are alwnys tales
of the preqgnant fuzzwippit that
escaped its gilded caqe, then months
Later crept out of A hidden burrow
with its now-grown Litter to massacre
its loving owners in their steep. This
element of danger seems only to
enhance the fuzzwippit's popularity
among the more decadent nobility.

ADVENTURE SEED

A As rewird far one af their
adventures, & member of the party is
given the 51}‘1: af A valuable show
fuzzm'ffit. When it escipes its cage
one m’gftt, the party may think.
they Ve just Lost & trophy, but the
corpses of young children, Viciously
shredded to pieces, fmgin turning up a
few weeks Later. Now it's up to the
characters to recapture their missing
pet and all of its progeny, and to
make restitution to the families
involved.



Bzyanﬂ( the mltﬂﬁbts, in the

steamy mangrove forests of the
north, the aboriginal folk speak. of the
garkain, A vicious evil spirit that
Jealously protects its territory.
Something like A man-sized bat with
A lnrge, malevolent, many ~fpm7e:¢{
human face stretched between its
Winqs, the 5nrkm'n Lurks in treetops.
When it spies & wandering child, o
cockyy hunter, or some other intruder it
flies down and enfolds the its victim in
wide lmthm; wings, while those
Around it Are nauseated ]717 its stink.
The enfolded victim quickly becomes
paralyzed, and suffocates in the
garknin's embrace. Picking it up
with its teeth, the garkain then
either carries the body aloft to feed on
its flask, or tears it to Piaczs upon the
grovnd. If it must move upon the
farzst ﬂaar, the 5Mkm’n is fan:za( to
adopt & clumsy waddling qait, since
its Legs are small and normally only
used for clinging to trees.

Worst of all, those slain by the
garkain are doomed to wander the
forest as g[wsts for all eternity, for
their spirits are cursed to never find
their resting place. Whether there are
many 5Mkm’n or merely A singlz
creature that plagues this realm,
never able tobe truly kitled, is
unknown. But tobe mfe, travelers
avoid the dark marsh forests that the
garkain migftt call home.

GARKAIN

Hit Dice:

Medium-sized Outsider (Evil)
5d8+15 (37 hp)

20 ft., fly 40 ft. (clumsy)
18 (+3 Dex, +5 natural)

Initiative: +3 (Dex)
Speed:

AC:

Attacks: Bite +10 melee
Damage: Bite 1d8+7
Face/Reach: 5 ft. x5 ft./5 ft.
Special Attacks:

Special Qualities:

Enfold, Improved Grab
Damage Reduction 10/+1, Darkvision 60 ft.,
Nauseating Stench

LT
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Saves: Fort +7, Ref +7, Will +7

Abilities: Str 20, Dex 16, Con 17, Int 8, Wis 16, Cha 10

Skills: Balance +10, Climb +8, Hide +10, Jump +10,
Listen +16, Move Silently +10, Spot +10

Feats: Alertness, Dodge

Climate/Terrain: Warm forest

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Neutral evil

Advancement: 6-9 HD (Large), 10-12 HD (Huge)

4 )"

Damage Reduction (Su): The crea-
ture ignores 10 hit points from most
weapons and natural attacks. A +1 weapon
or better negates the ability.

Enfold (Ex): A garkain can try to
Enfold a grappled creature of the same
size or smaller than itself by making anoth-
er successful grapple check. The Enfolded
creature is wrapped within the garkain’s
leathery wings, and remains so until it
escapes the garkain’s grapple. While with-
in its wings, beings must succeed at a
Fortitude save (DG 15) or else be paralyzed
by the garkain’s concentrated stench; par-
alyzed characters are unable to move or
act physically, and have effective Strength
and Dexterity scores of 0, but may take
purely mental actions. Attacks against the
garkain while it has enfolded someone
result in a 50% chance that the enfolded
victim will take the same amount of dam-
age inflicted upon the garkain before its
Damage Reduction is figured in. The
garkain can continue to attack with its bite
attack against an Enfolded character,
automatically dealing damage. The

garkain cannot fly if it is Enfolding some-
one, though it can crawl about using its
ground speed if its victim is paralyzed. If

an intelligent being of the appropriate type
with a Chrisma score of at least 8 is killed
by a garkain while Enfolded in its wings,
he rises the next day as a ghost; see the
standard SRD template.

Improved Grab (Ex): If the creature
hits an opponent of the same size or small-
er than itself with its bite attack, it deals
normal damage and can either attempt to
start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does
not deal any additional damage, but each
successful grapple check it makes during
successive rounds automatically deals bite
damage.

Nauseating Stench (Ex): Anyone
who breathes or has a sense of smell must
make a Fortitude save (DC 15) if within 20
feet of the garkain or else be nauseated for
1d4 rounds; nauseated characters cannot
attack, cast spells, concentrate on spells, or
do anything else requiring attention. The
only action a nauseated character can
make is a single move or move-equivalent




action per turn. There is no limit to the
number of times a character can be nause-
ated by the garkain’s stink, and successful
saves must be made each round to resist
nausea. Enfolded individuals who succeed
at their Fortitude save to avoid paralysis do
not need to make a second save to avoid
the Nauseating Stench the same round,
but do in subsequent rounds.

Outsider: Outsiders have
Darkvision with a range of 60
feet. Garkain are not proficient
with weapons. A slain outsider
cannot be raised or resurrected, although a
wish or miracle spell can restore it to life.
Skills: Garkain receive a +10 racial
bonus to Listen checks. This is figured into
the above stats.

ADVENTURE SEED

Ao A great 7mffwrin7 of tribes has
]mgun cutting down the forests nem]n;
to create & huge shrine for their
ancestors And & great bonfire for their
yearly celebrations. Ghosts have been
seen here and there, and the presence of
A garkain is suspected. These rumors
Are not true, however. An evil
shaman hasbeen stealing the spirits of
trihs;;ea}:lz. #e uses the legend of the
garkain in an attempt to scare the
tree-cutters from their work, lest they
discover the shaman’s blasphemous
Laboratory hidden deep in the forest. If
discovered, the shaman pleads and beqs
far mercys; he oﬁ‘zrs the ml17 wAY he
Jnows to free the souls of those he has
trapped with his magic.
unfortunately, his remedy demands
the wings of & true garkain be found,
dried, and slapped together throughout
the forest. This will drive the ghosts
out and into the care of the qood
shamans of their home tribes who can
take them to their resting grounds.
Should the PCs discover the shaman's
Lair and then stay a garkain, they
still face the task of shaking its dried
wings throughout a tropical forest full
of other dangerous flora and fanna.



7“?‘4: qiant cone shell is & large
AquAtic snail that carries its
multi-colored shell about with it
while traveling the sea floor Looking
far prey. Up to ten feet in lengtﬁ, the
qiant cone shell Weig[»s nearly 1000
pounds with its shell. The Large shell is
usually very colorful, with S}almim of
reds, yellows, and blues, and also quite
thick, providing the giant cone shell
with & formidable defense from
attackers. When attacked, the giant
cone shell withdraws into its shell and
closes & ]7(7%17 operculum over the
a}:ening far its faat to wait far its
Attacker to leave.

The qiant cone shell “listens” for
fish and small aquatic mammals
such as otters and seals by feeling the
water currents for movement. The cone
shell has five venom-tipped stingers it
uses to capture its prey. Each stinger is
a foot Long and tipped with sharp
barbs to prevent it from being pulled
out. Each of these stinqers can only be
used in A successful Attack once per
day. The giant cone shell can also
shoot its stinger Like & harpoon At its
prey, up to 17 feet away. When it hits,
the stinger delivers its very powerful
venom, Mlauiing the 7iﬁmt cone shell
to reel its prey into its mouth for it to
Jfeed. If the cone shell misses with a
stinger, it reels it in to attack aqain.

ADVENTURE SEED

& At a constal village a Large,
unknown monster has taken up
residence in A Su]?mergez{ wrecKk..
Several of the local pearl divers have
been attacked, and two of the divers
have even died. The others refuse to
continue work until the monster has
been driven off. The Local quild or
merchant hires the PCs to clear out
the unknown assailant, which is, of

course, A 5im¢t cone shell.

GIANT CONE SHELL |=a

Hit Dice:

Large Animal (Aquatic)
3d8+12 (25 hp)

Initiative: +0

Speed: 10 ft.

AC: 18 (-1 size, +9 natural)

Attacks: Stinger +4 melee, or stinger +1 ranged

Damage: Stinger 1d6+4 plus poison

Face/Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Blindsight 60 ft., Improved Grab, Poison,
Swallow Whole

Saves: Fort +7, Ref +1, Will +2

Abilities: Str 16, Dex 10, Con 18, Int 2, Wis 12, Cha 6

Skills: Hide +2, Listen +4, Spot +2

Climate/Terrain: Temperate and warm aquatic

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 4-5 HD (Large)

A

Animal: Instead of the Low-light Vision
that most animals have, giant cone shells have
Blindsight that allows them to sense their sur-
roundings to a range of 60 ft.

Improved Grab (Ex): If the creature hits
an opponent of at least Medium size or smaller
with its stinger attack, it deals stinger damage
and either attempts to
start a grapple as a
free action without
provoking an attack
of opportunity, or it
pulls the opponent
into its space without
provoking an attack
of opportunity and
holds him with a —20
penalty to grapple
checks, using its
remaining  attacks
against other oppo-
nents; it takes two
rounds to reel its
ranged stinger attack
in. A successful hold
does not deal any addi-
tional damage, but each successful grapple
check it makes during successive rounds auto-
matically deals the stinger damage.

Poison (Ex): The giant cone shell’s stinger
attack administers a poison requiring a
Fortitude save (DC 16). On a failed save, initial
damage is 2d8 points of temporary

Constitution damage and paralysis. Secondary
damage requires another Fortitude save, or
inflicts 1d6 points of temporary Constitution
damage.
Skills: The giant cone shell suffers a —4 size
penalty to Hide checks. This is included above.
Swallow Whole (Ex): If the giant cone
shell makes a second
successful  grapple
check after a grab, it
swallows its prey,
which can be up to
Medium size.
Damage is 1d6 acid
damage per round. A
swallowed creature
who is not paralyzed
can cutits way out by
using claws or a
Small or Tiny slash-
ing weapon to deal
half the giant cone
shell’s total hit points
worth of damage (12
hp) to the gizzard
(AC 10). Once the
creature exits, muscular action closes the hole;
another swallowed opponent must again cut its
own way out. The giant cone shell’s gizzard can
hold 2 Medium-size, 4 Small, 8 Tiny, 16
Diminutive, or 32 Fine or smaller opponents.




GLAISTIG

Medium-sized Fey

Hit Dice: 2d6+4 (11 hp)

Initiative: +4 (Dex)

Speed: 30 ft.

AC: 14 (Dex)

Attacks: Dagger +1 melee, or sling +5 ranged
Damage: Dagger 1d4, sling 1d4

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Addictive Presence, Charming Gaze,

Special Qualities:

Withering Dance
Death Curse, Low-light Vision,
Spell-like Abilities, Vulnerabilities

Saves: Fort +2, Ref +7, Will +8

Abilities: Str 10, Dex 18, Con 14, Int 13, Wis 16, Cha 20

Skills: Balance +10, Bluff +9, Concentration +6,
Diplomacy +10, Handle Animal +8, Hide +8,
Listen +10, Perform (dance) +18, Spot +5

Feats: Alertness, Iron Will

Climate/Terrain: Any land

Organization: Solitary or covey (1-3)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement:

As character class (bard)

S\

Addictive Presence (Su): Those who
dance with the glaistig find it increasingly hard
to resist her in the future. Such individuals suf-
fer a —2 penalty to saves against her Charming
Gaze and her Withering Dance. This penalty is
cumulative; every dance makes the next one
harder to ignore.

Charming Gaze (Su): The glaistig, with
her winsome smile and honey-sweet looks, is
hard to ignore. When she chooses a partner and
he passes up the chance to dance with her, she
may force him with but a glance. This is treat-
ed as a gaze attack, with a range of 30 feet; to
avoid the effects of the gaze, the target must
make a Will save (DC 16) or else treat the
glaistig with all the affection of a youthful crush,
as if affected by a charm monster spell cast by a
Tth-level caster. Usually, the glaistig chooses to
charm only one individual, but if a small group
is about and the glaistig is feeling lucky, she
might try to charm them all and lead them in a
merry reel. The glaistig’s Charming Gaze only
affects male humanoids, or other mortal crea-
tures that find women attractive in some way,
such as some ogres, certain outsiders, etc.

Death Curse (Su): If a glaistig is slain by
force of arms, whoever inflicts the killing blow
must make a Will save (DC 19) or else suffer the

effects of a bestow curse spell, uttered by the
glaistig as she dies and turns into morning mist.
Such death curses often take the form of a —6 to
the slayer’s highest ability score.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Skills: The glaistig has a +3 racial bonus to
Handle Animal skill checks. This is included in
the stats above.

Spell-like Abilities: The glaistig can use
the following spells as if cast by a 10th-level sor-
cerer. The DC to resist these abilities is 15 + the
spell level.

At WIll — change self; detect thoughts, emo-
tion, suggestion

The glaistig can use the following spells as if
cast by a 10th-level druid, but she can only use
them to aid children, the elderly, and animals.
The DC to resist these abilities is 13 + the spell
level.
3/day — cure serious wounds, mending, neu-

tralize poison, purify food and water,

remove disease

Vulnerabilities (Ex): The glaistig is a
wild, strange thing, and is vulnerable to the
gods of civilization; she can be Turned and even
destroyed by a cleric, though few clerics know

M any fey are strange and
perverse, and the nocturnal
glaistig is no exception. She appenrs as
A fair and comely Lass, rosy-cheeked
and unafraid of exchanging glances
with menfolk. She Langhs and gaily
dances the night away in inns or At
festivals. She can also be found after
sunset, camped along empty roadsides,
alone with but a herd of cattle or
sheep she professes to take care of, And
enqer for companionship. In wilder,
more rural Locales, glaistiq have the
cloven feet of qonts, and must wear
Long skirts to disquise their hooves
whilst they dance; glaistiq near
civilization do not have this fey
deformity.

The glaistiq will invite those who
seem willing to a dance, and indeed,
those who take her up on her offer will
enjoy themselves to the fullest and
dance their merry hearts out.
Afterwards, though, they find
themselves somewhat winded, for the
glaistiq’s dance, though seeming
innocuous, 1s one no mortal can
endute. The dance drains away the
life of the glaistig’s partner, while the
glaistiq draws vitality from it. The
glaistiq leaves the dance fairer than
ﬁefore, with even more af a blush to her
cheek. Whether she does this
mnliciausl% orin the unt[u’nking
manner of the fey, no one can say.

Later, when the glm'stig chances
to cross paths with her former dance
partner aqain, he finds himself hard-
pressed to ignore A second invitation to
dance from the glaistiq. This qoes on
until, over time, the friends of the
dancer notice he is weaKer, and no
longer himself. The source of his
affliction is not Always obvious, as
the dancer qenerally notices no
difference in his own health if asked.
Then, finnlly, he meets the 71M$ti7
and dances one Last dance — for who
could refuse this sweet maid? — and
their dance ends with his Last breath.



As dangerous as she can be, the
glaistiq has a strange, contradictory
nature. She is Always Kind to elderly
folk, children, and animals. She will
always aid them if they are sick and
help them with chores or shepherding.

ADVENTURE SEEDS

Y After a fmticu lmlt; nasty
ex}ma(itim, the PCs come across A
week-long festival in a nearby city.
Such an event is an easy meal for a
qrovp of glaistig, as the nigﬁts of
dancing and revelry disquise the
feeding of the hungry fey. Will the
PCs become casunalties in the revels as
they indulge their hedonistic
tendencies, or will they discover the
um(arlving threat? Worse yet, will
drunken adventurers start Sttk%ing
every Lovely dancing maid they see,
Assuming that casual flirtation
disquises the vile glaistig?

& A hamlet is beset by A plague
that takes only the healthiest of its
young men. On furthxzr invastigmtim,
it's revealed that the glaistiq who
Lives mm,r]n; has vsed her powers to
Keep the old people and children free of
the raqing epidemic, but in return she
has taken to finding dance partners
amongst the already sickly young
men af the Villnge. Will the PCs
decide to stay her, and hope they can
contain the plague, or will they try to
discover source of the plague? Their
questioning eventually reveals that
one of the old men of the hamlet is at
fault. Though & cripple now, he was
entaptured as & youth by the fey
miden but has been unable to dance
with her all these vears. #e has used
magic to summon & plague, using the
sick children and elderly folk as bait
50 that he might be close to her for this
Last part of his Life.

this. She also cannot enter holy ground. The
glaistig is only seen at night, and true daylight
(not the spell) instantly slays her. A glaistig can
use none of her special abilities on a person who
wears a blessed iron ring on each finger. All of
these vulnerabilities are folklore that bards
might be able to recall with a Bardic
Knowledge check against a DC of 20. The
glaistig’s greatest vulnerability, however, is to
bards. A bard can use his Countersong ability to
give a charmed victim of the glaistig another
Will save (DC 16) to escape the glaistig’s influ-
ence, using the bard’s Perform skill if it is better
than the victim’s regular save. The Addictive
Presence power of the glaistig still modifies this
Will save, however. Worse yet for the glaistig,
bards and other musical performers easily
enrapture it. A glaistig suffers a —2 penalty to
Will saves against any sort of bardic music abil-
ity, including charm spells or similar mind-
influencing magic cast by bards. A bard or
other musician may also attempt to use his
music to lure a dancing glaistig away from her
victim for an hour. This is treated as a Will save
made by the glaistig, with a DC equal to the
bard’s Perform check total. The performer
must make a Fortitude save (DC 10 + 1 per
hour played) to keep playing at the end of each
hour. At the end of the hour, if the music still

plays, the glaistig must make another Will
save against the performer’s music (DC
equal to a new Perform check
total), or keep dancing for
another hour. This contin-
ues until the performer fails
his Fortitude save, or the
glaistig succeeds at her Will
save, or the glaistig dances
until morning at which point
she is slain by daylight.
Withering Dance (Su):
Those who dance with the glaistig
find their life slips away from
them. After dancing a complete
dance with the glaistig (2d6 min-
utes, or GM’s determination),
the glaistig’s dance partner gains
1 negative level due to energy
| |l drain. For each negative level suf-
/ L ! fered, the glaistig’s victim suffers a —1
penalty to all skill and ability checks,
attack rolls, and saving throws, —5 hit
points, and whenever his level is used in a
die roll or calculation, reduce it by one for
cach negative level. If the victim casts spells, he
loses access to one spell as if he had cast his
highest-level, currently available spell. When he
next prepares spells or regains spell slots, he gets
one less spell slot at his highest spell level.
Negative levels remain for 24 hours or until
removed with a spell, such as restoration. After
24 hours, the afflicted character must attempt a
Fortitude save (DC 16) or the negative level
becomes permanent; the Addictive Presence
ability of the glaistig modifies this saving throw,
giving it a —2 penalty for every dance that the
dancer has had with the glaistig. If the saving
throw succeeds, the negative level goes away
with no harm to the glaistig’s partner. If the save
fails, the negative level goes away, but his level is
also reduced by 1. The afflicted character
makes a separate saving throw for each negative
level. A character with negative levels at least
equal to his current level, or drained below 1st
level, is instantly slain. He may rise the next
night as a wight; apply the standard SRD
wight template.  The glaisig gains 5
temporary hit points for each negative level it
inflicts. If the dancer can somehow be removed

from the dance before it ends, he will not suffer
this effect, though he will become violent and
attempt to rejoin the glaistig if he was the victim
of her Charming Gaze ability.
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GOLEMS

MILLWORK GOLEM

Medium-size Construct

Hit Dice: 6d10 (33 hp)

Initiative: +3 (Dex)

Speed: 30 ft.

AC: 17 (+3 Dex, +4 natural)

Attacks: 2 slams +6 melee

Damage: Slam 1d8+3 each

Face/Reach: 5 ft. x 5 ft./10 ft.

Special Attacks: Rampage, Uncoiled Arm

Special Qualities: Damage Reduction 5/+1, Fire Vulnerability,
Immunities, Unravel

Saves: Fort +3, Ref +5, Will +3

Abilities: Str 15, Dex 17, Con —, Int —, Wis 9, Cha 1

Climate/Terrain: Any land

Organization: Solitary or gang (2—4)

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 7 HD (Medium-size), 8—10 HD (Large)

e

MILLWORK_GOLEM

Like most constructs, millwork golems
follow the orders their creators give them
without deviation or strategy. Attacking as
single-minded automatons, they will only
stop when either they or their opponent
are defeated. Unlike most golems, the
millwork golem’s lighter weight and build
allow it to run, often surprising opponents
with its speed.

Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic
effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,
subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the
effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it

was never alive, a construct cannot be

raised or resurrected. Unlike other con-
structs, millwork golems do not have
Darkvision.

Damage Reduction (Su): The crea-
ture ignores 5 hit points from most
weapons and natural attacks. A +1
weapon or better negates the ability.

Fire Vulnerability (Ex): A millwork
golem takes double damage from fire
attacks unless the attack allows a save, in
which case it takes double damage on a
failure and no damage on a success.

Rampage (Ex): When a millwork
golem enters combat, there is a cumula-
tive 10% chance each round that its ele-
mental spirit breaks free of its master’s
control. The uncontrolled golem then
goes on a rampage, attacking the nearest
living creature or smashing some object
smaller than itself if no creature is within
reach, then moving on to spread more
destruction. The golem’s creator, if within
60 feet, can try to regain control by speak-
ing firmly and persuasively to the golem,
which requires a successful Charisma
check (DC 17). It takes 1 minute of rest by
the golem to reset the golem’s berserk
chance to 0%.

MILLWORK_GOLEM

M illwork. golems are the creations
of roqUie MAGiC-UseTs without
either the supplies or skills to create
more powerful servants. Their bodies
are constructed of scraps of wood,
wicker, And rope, mnking them
}Jiu;simllv weaker, yet faster, than
most golems. Though shaped as
AwKwATd humanoids, the musty
smell of sawdust Lingers near a
mallwork qolem and Loose coils of rope
trail behind its Lurching body. These
creatures Are easily mistaken for
VAqrAnts or some undead creatures in

poor ligfut.

ADVENTURE SEEDS

& An apprentice spellcaster has
disappenred from his master's home;
several missing scrolls and a destroveq
lﬂf?amtary lead many to Petieve it
was & Kidnapping. Several days Later,
A wooden monster ﬁegins terrorizing
the Locals. Is the creature responsible
for the apprentice’s disappearance, or

is it his creation?

& The Local mill unexpectedly
explodes in & btast of fire. From the
building burst four golems, their Aalf-
crazed creator leading them on A riot
af destruction. #owever, the creations
beqin disobeying their master mid-
TRmMpAge. He is able to regm'n control
of one, but now even he is at risk. as
three berserk millwork. golems run
Loose tkraugf» the town.



SPIDER GOLEM
A'S;:it{er golem is nearly § feet tall

and Weigks 400 }:aumis. Its ]700(17
is & composite of corpses — those of
monstrous spiders Lashed together with
Weﬂn'nq and leather. Long, Arachniq
legs form. the bulk. material for the
qolem’s appendaqes, wsually with
several bound together for support.
Even the finqgers of the hands are made
of spider Legs, and A thick arachniq
abdomen comprises the torso. A spider
head rests atop the assemblage,
providing eves and a deadly bite to the

construct.

First created Long Aqo by
primitive spellcasters, the art of spider
qolem creation has been Lost for
centuries. However, recent
explorations in the lost temple of an
ancient civilization have led to the
rediscovery of the creation process.
Slowly the knowledge of creating
these golems is spreading, especially
among male drow wizards who use
them as protection from the females of

their race.

Uncoiled Arm (Ex): Rather then
striking an opponent with one of its slam
attacks, a millwork golem may unravel an
arm and shoot it forth in a net-like attack
at a target between Tiny and Large size.
The entangling strands require no folding,
have a range of 20 ft., a range increment
of 10 ft., and 10 hit points. An entangled
character suffers —2 on attack rolls and a
—4 penalty on effective Dexterity. The
entangled creature can only more at half
speed and cannot charge or run. An
entangled creature must succeed at a
Concentration check (DC 15) or be
unable to cast the spell. Once a target is
entangled in the unraveled arm, an
opposed Strength check can be made; if
the millwork golem wins, the target is
dragged within 5 ft. of the creature. The
target can escape by using a full-round
action to either burst the strands with a
Strength check (DC 25), or to succeed at
an Escape Artist check (DC 20). The
golem may recoil its arm as a standard
action, releasing anything netted within.

Unravel (Ex): Unlike most con-
structs, the millwork golem is consider-
ably more fragile, the weak materials and
haphazard construction of its body mak-
ing it subject to additional damage from
successful attacks. On a successful hit
against the golem, an extra die of damage
is added. For example, if hit with a bat-
tleaxe for 1d8+2 damage, the golem would
actually take 2d8+2 damage.

CONSTRUCTING
A MILLWORK GOLEM

The pieces of a millwork golem may
come from any source of rope, wood, and
wicker that are in workable condition.
Assembly includes constructing a skele-
ton-like frame made of wood, wrapped
with coils of rope, and covered in a wick-
er shell. Overall 40 pounds of wood, 20
pounds of wicker, and 200 feet of rope are
required.

The golem costs 2,000 gp to create,
which includes 100 gp for construction of




SPIDER_GOLEM

Large Construct

Hit Dice: 10d10 (55 hp)

Initiative: ~1 (Dex)

Speed: 20 ft. (can’t run)

AC: 20 (—1 size, —1 Dex, +12 natural)

Attacks: 2 slams +12/+7 melee, and bite +7 melee

Damage: Slam 1d8+6 each, bite 1d6+3 plus poison

Face/Reach: 5 ft. x 5 ft./10 ft.

Special Attacks: Poison

Special Qualities: Damage Reduction 20/+1, Darkvision 60 ft.,
Immunities, Magic Immunity, Spider Climb

Saves: Fort +3, Ref +2, Will +3

Abilities: Str 23, Dex 9, Con —, Int —, Wis 11, Cha 1

Climate/Terrain: Any land and underground

Organization: Solitary or gang (2—4)

Challenge Rating: 8

Treasure: None

Alignment: Always neutral

Advancement: 11-18 HD (Large), 19-30 HD (Huge)

A

the body. Assembling the body requires a
successful Craft (woodworking) and Rope
Use check (DC 15).

The creator must be of at least 8th
level and able to cast arcane spells.
Completing the ritual drains 500 XP from
the creator and requires lesser geas, minor
creation, polymorph other, rope trick, and
web.

SPIDER_GOLEM

Spider golems are great climbers and
deadly opponents, using their debilitating
poison to weaken their foes.

Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic
effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,

subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the

effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it
was never alive, a construct cannot be
raised or resurrected. Constructs have
Darkvision with a range of 60 feet.

Damage Reduction (Su): The crea-
ture ignores 20 hit points from most
weapons and natural attacks. A +1
weapon or better negates the ability.

Magic Immunity (Ex): A spider
golem is immune to all spells, spell-like
abilities, and supernatural effects, except
as follows. A spider golem cannot pass a
repel vermin barrier. The dried spider
husks comprising the golem’s body are
particularly vulnerable to the shatter
spell, which inflicts 5d10 points of damage
and prevents its natural Damage
Reduction from functioning for 1d6
rounds. The golem receives no saving
throw against these effects. A giant vermin
spell cast upon the golem heals all dam-
age.

Poison (Ex): When a character takes
damage from the spider golem’s bite
attack, he must make a Fortitude save (DC

ADVENTURE SEEDS

A The party has been hired by a
shadowy figure to recover the formula
Jfor spider qolem creation from an olq
wizard. The wizard is kKnown for his
paranoid security measures and Ans
made At Least one spider qolem. T} he
man hiring the party does not care if
the wizard is slain, he simply wants
the formula by whatever means
necessary. However, the man is an
agent for & group of drow that operates
near the surface. The drow want this
formula in order to make A small
army of golems to help them control
the city. If the party succeeds in
captu rinq the Sfiﬂ(ar galzm farmu Ia,
they will Later notice an increasing
number of the constructs in their fair
city. In fact, the drow may even
decide that the party knows too much
and should be eliminated, sending A
qang of the creatures after them.

AoWhile traveling through a dense
jungle area of the tropics, the party
discovers the ruins of a Lost
civilization that apparently carved
qreat statues angd built Large
pyramids. A qood number of the time-
worn buildings display a spider motif.
The ared itself swarms with spiders of
ALl Rinds, especinlly Large monstrous
ones resembling great tarantulAs.
Ettercaps and other spider-beings also
Awell in the jungle and the ruins.
Inscribed on the entrance to the still-
senled temple Are pictograms describing
the horrifle death waiting those who
dare enter unbidden. Naturally, the
interior of the temple is inhabited by
undend monstrous spiders and spider
qolems, which protect the riches and
secrets of the forgotten people.



STAINED-GLASS
WARRIOR _

5 tained-qLass warriors are flwt,

angular magical constructs
composed of numerous bits of colored
glass, but otherwise humanoid in
qeneral shape. Their hands end in
jAqqed glass that are used as claws,
their faces have no discernable
featutes, and their heads often are
very jaqqed, as well. Stained-glass
whrTiors Are unable to move silently
because the glass that their bodies are
made of tinkles with every movement.
They serve as ever-vigilant magical
quardians for monnsteries, Libraries,
and sometimes wizard towers,
normally fitting perfectly into a
stained-glass window pattern in the
building itself; the humanoid shape of
the golem is independent of what
picture is depicted in the stained-glass
window it inhabits. When an
intruder Approaches the area that is
under its protection, A stained-glass
warrior immedintely falls out of its
window. The glass then quickly
reassemples in & shower of swirling bits
to form the body of A stained-qlass
whrTior. In combat, stained-qLass
wArriors Are & Lethal and serious

threat to un}:repmea( individunls.

ADVENTURE SEED

R The windows that stained-glass
whrriors inhabit Are often times
viewed as Art objects, and many
collectors prize them. Unknown to A
museum, A recent Addition to their
collection of windows is actually a
stained-qlass warrior. When the
window was mounted in the exhibit
hall, the golem was activated and
Killed the staff assigned to the project.
For the past two days, anyone who has
entered the room has been Killed.
Finally, the museum’s curator had
Little choice but to call in outside
help, and has contacted the PCs. The
characters must confront the stained-
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” STAINED-GLASS WARRIOR

Medium-size Construct

Hite Dice: 2d10 (11 hp)

Initiative: +0

Speed: 30 ft. (can’t run)

AC: 12 (+2 natural), 18 (+2 natural, +6 Swirling
Shards)

Attacks: 2 claws +2 melee

Damage: Claws 1d6+3 each

Face[Reach: 5 ft. x 5 ft./5ft.

Special Attacks: Distracting Colors, Swirling Shards

Special Qualities: Darkvision 60 ft., Immunities

Saves: Fort +0, Ref +0, Will —4

Abilities: Str 12, Dex 11, Con —, Int —, Wis 3, Cha 16

Climate/Terrain: Urban land, usually a wall near the location or
object it’s assigned to protect

Organization: Solitary

Challenge Rating: 2

Treasure: None

Alignment: Usually neutral

Advancement: 3—4 HD Medium-size), 5-6 HD (Large)

ARV

16). If he fails, he suffers the poison’s ini-
tial damage of 1d6 temporary Strength.
Even if he succeeds, he faces another 1d6
temporary Strength damage 1 minute
later, which he can also avoid with a suc-
cessful Fortitude saving throw.

Spider Climb (Ex): At will, a spider
golem 1is able to grip and hold onto almost
any surface, allowing it to move as if under
the effects of a spider climb spell as cast by a
Ist-level sorcerer. It cannot make slam
attacks while climbing or while suspended
from a wall or ceiling; however, the golem
may make bite attacks as normal. A com-
bined strength of 21 or higher is required to
dislodge a climbing spider golem. Not all
structures can support the weight of a spider
golem, a concern that the golem itself is
completely incapable of judging.

CONSTRUCTING A SPIDER_GOLEM

A spider golem’s body is made up of
the husks of monstrous spiders that have
not yet decomposed. Each body must
come from a Medium-size, Large, or

Huge monstrous spider, and at least ten
bodies are required.

The golem costs 55,000 gp to create,
which includes 1,000 gp for the construc-
tion and preservation of the body.
Assembling the body requires a successful
Craft (leatherworking) or Use Rope check
(DC 15).

The creator must be of at least 15wt
level and able to cast arcane spells.
Completing the ritual drains 1,400 XP
from the creator and requires geas/quest,
Iimited wish, polymorph any object, spi-
der climb, and web.

STAINED-GLASS WARRIOR

Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic

effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,




TOKU

Small Construct

Hit Dice: 8d10 (44 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 30 ft. (can’t run)

AC: 18 (+1 Dex, +1 size, +6 natural)

Attacks: Dagger +11/+6 melee,
or 2 daggers +9/+4 and +5

Damage: Dagger 1d4+6 plus poison

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Spell-like Abilities

Special Qualities: Damage Reduction 10/+1, Darkvision 60 ft.,
Immunities, Magic Immunity, Poison

Saves: Fort +2, Ref +4, Will +2

Abilities: Str 18, Dex 12, Con —, Int 10, Wis 10, Cha 7

Skills: Alchemy +2, Balance +3, Climb +4, Hide +5,
Listen +2, Move Silently +3, Spot +2

Feats: Blind-Fight, Improved Initiative, Two-Weapon
Fighting

Climate/Terrain: Any land, usually urban areas

Organization: Solitary

Challenge Rating: 8

Treasure: None

Alignment: Lawful neutral

Advancement: 9-12 HD (Small)

AP WY

subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the
effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it
was never alive, a construct cannot be
raised or resurrected. Constructs have
Darkvision with a range of 60 feet.

Distracting Colors (Sp): Three times a
day, a stained-glass warrior can distract crea-
tures by reflecting light off its multi-colored
body. The effect is similar to the color spray
spell cast by a 15th-level wizard.

Swirling Shards (Su): A stained-glass
warrior can let loose the bonds between the
individual pieces of its body to create a whirl-
wind of glass shards for 1d4 rounds. This
whirlwind of shards is 10 feet in diameter,
and does 2d8 points of damage to those
caught within it; successful Reflex saves (DC
15) take half damage. While the stained-glass
warrior is swirling, the construct’s Armor
Class raises to 18. Once the whirlwind is

over, the shards fall to the ground and the
stained-glass warrior cannot attack for one
round while it reassembles itself.

CONSTRUCTING A
STAINED-GLASS WARRIOR _

To create a stained-glass warrior, the
body must first be shaped. The window
costs a total of 40,000 gp, and can be
assembled with a successful Craft (glass-
working) or similar check (DC 15).

Once the window is completed, the
caster then must perform the creation rit-
uals, which last for one week. During this
time, the caster cannot perform any other
rituals or engage in the manufacture of
other magical works. To understand these
rituals, the caster must be at least 15th
level, be able to cast arcane spells, and

have the Craft Magic Arms and Armor

and Craft Wondrous Item feats.
Completing the ritual drains 1,500 XP

from the caster and requires the successful

glass warrior, but be careful to not
destroy anything in the musenm
while dealing with the magical

construct.

TOKU

7"51(14 are Living dolls created As
quardians for the children of

prominent, influential samuras Lords.
In & feudal society where the future of
one’s clan rests squarely on the
shoulders of the heir, a toku makes o
formidable Last Line of defense in
protecting one's child from
supernAtural Assassins, cunning
WEZAT(S, And Vengeful ronin. Despite
its charming, toy-like Appearance,
the doll is both frighteningly capable
and extremely deadly. Male dolls are
called Tokntaro-san while femnles are
O-toku~san. / toku speaks the same
Language as the child designated as its
wATd.

A toku thrives on its ward's Love
and quickly befriends the child,
becoming & confidante, a playmate,
and & best friend. The more the child
Loves it, the healthier the doll becomes.
An especially Loved toku — one
treasured not just by the ward but
also by other members of the family —
is said to bring tremendous ood fortune
to A household. On the other side of the
coin, an unloved or neqlected dotl falls
Apart At the seams as emotional
entropy weass it down and eventually
Ralls it. Neglected dolls are lucky to
survive even A year in households
filled with such indifference. A hated
doll su ﬁaﬂ the most, however, aften
not Lasting Longer than A month.
Because a toku has an alien,
immAature };arsmmlity utterlv
dependent on its wiard, it can quickly
Lose its mind when loathed by those
closest to it. & hated toku is an awful
burden for the family to endure. The
dott raqes aqainst them, doing
eVethfuina in its power to destroy their
fortune, tuck, and hotdings. It burns



with a terrible jealously, bitter and
hurt that it can never have what its
ward has — Love. While it will never
violate its sacred mission to Keep its
ward from harm, the hated dolt
enqerly sabotaqes everyone else in the
Jamily.

unlike most other 7alems, A toku
is independent and capable of free
thought, though this thought is very
simple and child-like in nature. It
responds to orders from the clan Lord so
Long as those orders don't put its ward
in direct danger. In combat, the dotl
possesses the prowess of the warrior
whose hair is woven into its head. A
dnqaer, carried in the sash of its
Kimono at all times, is &x;;ertltj
wielded Like a tiny sword. As its eves
are made from the bones of & dend
Assassin, it also contains kKnowledge of
the shadow arts of infiltration and
intn'gue. As such, the doll has no
quAlms About fighting without rules
or honor, doing whatever is necessary
to ensure that its ward escapes harm.
This means, for instance, that it
won't hesitate to cont the blade of its
dnqqer with deadly poisons that can
kill with the Sli?ktest ;Jrick. Other
weapons in its arsenal might include
smoke grenades, enchanted dust
packets, and caltrops. Its tongue is
made from sacred and enchanted silk,
empowering it with spellcasting
abilities similar to a wizard’s.
Protection spells cast in advance are
favored by toku, as are spells that
cause confusion and chaos since they
afford the opportunity to escape
unnoticed. The doll only uses area
effect spells as a Last resort, preferring
not to put its ward at unnecessary
risk.

casting of geas/quest, Iimited

wish, polymorph any object, and

color spray. Once the window is set

in place, the caster performs the last

part of the ritual, which defines for the
golem the location or object it is to protect.

Toku

Construct: Constructs never have
Constitution scores. A construct is immune to
poison, sleep, paralysis, stunning, disease,
death effects, and necromantic effects.
Constructs cannot heal damage on their own,
though they can be healed. A construct is not
subject to critical hits, subdual damage, abili-
ty damage or drain, or energy drain. It is
immune to any effect that requires a Fortitude
save (unless the effect also works on objects). A
construct is not at risk of death from massive

damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision with
a range of 60 feet. Unlike other golems, toku
are subject to mind-influencing effects, but
get a +5 racial bonus when making a saving
throw. Toku are proficient with simple
weapons, and those mentioned in their
entries.

Damage Reduction (Su): Toku
ignore 10 hit points from most weapons
and natural attacks. A +1 weapon or bet-
ter negates the ability.

Feats: Toku receive Blind-Fight,
Improved Initiative, and Two-Weapon
Fighting free as racial bonuses.

Magic Immunity (Ex): Toku are com-
pletely resistant to the following schools of
magic: abjuration, conjuration, illusion,
enchantment, and necromancy. Evocation




spells do half damage. Divination and trans-
mutation spells work as usual.

Poison: A toku’s blade poison can be
any available in the local region, but they

favor ones that induce paralysis or uncon-
sciousness as an expedient way to fell
attackers, that won’t also permanently
harm their charge if accidentally exposed
to it. As a default, use blue whinnis: Injury
DC 14, initial damage 1 Con, secondary
damage unconciousness.

Skills: Toku receive a +2 racial bonus
to Alchemy, Balance, Listen, Move
Silently, and Spot checks. They also get a
+4 size bonus to Hide checks. This is
included above.

Spell-like Abilities: Toku can use
the following spells as if cast by a 7th-level
wizard. The DC to resist these abilities is
10 + the spell level.
1/day — alarm, arcane eye, bull’s strength,

cat’s grace, darkness, detect magic,
detect poison, detect scrying, detect
thoughts, dimension door, dispel
magic, enervation, expeditious retreat,
fireball, flare, fog cloud, haste, hold
portal, ice storm, invisibility, knock,
light, magic missile, nondetection,
phantom steed, protection from
arrows, protection from elements, pro-
tection from good/evil, obscuring mist,
see 1nvisibility, shocking grasp, solid
fog, stinking cloud, summon swarm,
tiny hut, web

CONSTRUCTING A TOKU

The creation of a toku is an expensive
and time-consuming effort. First, the peti-
tioner, who is usually the head of the clan,
must construct the doll himself from the fol-
lowing components: pine wood cut from the
highest peak in the land for the body; hair
cut from the head of a notorious warrior;
ivory harvested from the teeth of a great
whale for hands and feet; rosewood taken
from the house of a Middle Kingdom witch
for the head; pieces of the forearm bones of
a dead assassin for the eyes; fragrant dried
ivy from a daimyo’s bedding for stuffing; and
finally, for the tongue, a piece of red silk cut
from one of the emperor’s sacred ceremoni-

al robes.
Once the doll has been built, the petition-
er places it inside the clan temple with an

offering of 20,000 gold pieces.

Next, he recites a short prayer,

burns a handful of incense, and then

rings a gong. The offerings and
accompanying ceremony are intended to
attract the attention of a toy-master, an eccen-
tric breed of wizard that specializes in the con-
struction of toku golems. Three days later, if
the petition was successful, a toy-master
arrives at the lord’s compound. Foregoing all
formality and introductions, he immediately
begins the ritual of investiture that will breathe
life into the doll. The ritual requires an addi-
tional three days to perform, at the end of
which time the toku finally awakens, animated
by a fey animal spirit from the Outer Planes.
Immediately, this spirit bonds with its ward, so
long as the child is in the castle at the time of
the investiture. Once bonded, the doll never
leaves the child’s side and exists for the sole
purpose of keeping him or her from harm.

NEW SPELL,
RITUAL OF INVESTITURE

Transmutation

Level: Sor/Wiz 6
Components: V, S, M, XP
Casting Time: 3 days
Range: Touch

Target: Special

Duration: Permanent
Saving Throw: None
Spell Resistance: No

This spell allows a wizard to create a
specialized type of doll-like golem called a
toku. It requires a doll built according to
strict guidelines (see above), and takes a
full three days to perform. During that
time, the wizard calls upon the fey forces
inhabiting the Outer Planes and negoti-
ates a deal that convinces one of them to
inhabit the doll. As part of the ritual, the
fey takes a portion of the wizard’s own
essence during the transfer. Usually the
fey comes from the ranks of animal spirits
because they, more than any other, long to
live in the human world and, as such, are
the easiest to strike a bargain with.

Material Component: A doll built
according to strict guidelines by a peti-
tioner.

XP Cost: 2,000 XP for a 8-HD toku,
plus 1000 XP per HD beyond that.

ADVENTURE SEEDS

W A faimyo’s heir picks A fight with
his cousin, whose toku naturally
defends him, Killing the heir. Boy and
toy flee together, ashamed and
dishonored. #Hoping to avert war, the
dend boy's distraught uncle asks the
characters to capture his child and
toku, and return them to the daimyo
for punishment.

& One day a toku emerges from the
sed nedr A small fi;[u’ng village. For
weeks, it sits at the water's aa{ge,
staring at the horizon, waiting Sforits
ward. The village elders fear the doll
will bring bad Luck to the village and
so ask. the characters to remove it, one

WAY o1 Aanother.

& A desperate samurai lord needs a
piece of silk. from the emperor’s
wardrobe to finish the toku he's
constructing for his daughter. By
imperial decree, he's not allowed to
enter the capital city himself due to
past transqressions, so he commissions
the characters to retrieve it for him. 0f
course, this could be construed as

treason ...



7‘7‘4&5 is & great deal of speculation
on whether grumﬁlars Are sentient
creatures. Many believe they are
enrth spirits, or that they are the odd
magical creation of & long-denq
elementalist. Kzgma(lass af their
origins, 7rum]71m — nicknamed
“ralling rocks” — are quite unigue
creatures and A terriple hazard to the

unwary traveler.

grum]?lzrs resemble eVervtf»ing
fram lnrgz chunks af rock, like that
mined from A guarry, to huge boulder
outcroppings. The confusion reqarding
their sentience comes from the fact
that grumblers seem to ambush
phssers-by; they often Appear to the
naive traveler as a scenic vantaqge
point from which to view the
beautiful Landscape, but suddenty
qive wiy when trod upon, or simply
barrel down on Anyone in their ;Mtfu.

Never salitﬁmj, 7rum]71ers frefzr
to live in small collectives. They are
axtreme117 territorial, the size af their
territory being directly proportional to
the size of the collective. As tfm;
migrate from place to place, the noise
they make is the loud, Aarsh
rumbling sound for which. they earned
their name. Unlike natural
phenomenn Like Landstides, 7r14m171£r5
can even roll u;:f»ill.

Tt has been documented that hill
7iﬂmt5 aft:an keef grumﬁlers far ?ats,
using them as “watch rocks.” Advance
wArning is inevitably given when
unexpected Visitors Are covered in A
grumbler [Andslide. Mountain giants
like grumblers too, but for different
reasons, almost all of which involve a
sport called “hurling.” Witnesses to
the game have said that the “rocks”
emit & pealing shriek as they fly
Across crevices and canyons, only to be
caught on the other side and then
thrown back again.

Hit Dice:

Large Aberration
5d8+20 (42 hp)

Initiative: +2 (+4 natural, —2 Dex)

Speed: 10 ft. (see below)

AC: 15 (-2 Dex, —1 size, +8 natural)

Attacks: Slam +5 melee

Damage: Slam 2d6+4

Face/Reach: 5 ft. x5 ft./10 ft.

Special Attacks: Landslide, Trample

Special Qualities: Damage Reduction 8/—, Tremorsense 120 ft.
Saves: Fort +5, Ref —1, Will +4

Abilities: Str 16, Dex 7, Con 18, Int 2, Wis 10, Cha 2
Skills: Hide +10, Tumble +8

Climate/Terrain: Mountains

Organization: Cluster (3-5), rabble (6-10), or slide (11-20)

Challenge Rating: )
Treasure:
Alignment:
Advancement:

25% goods (gems only)
Always neutral
1-2 HD (Small), 3—4 HD (Medium-size),

6-8 HD (Large), 9—12 HD (Huge)
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Aberration: Unlike most aberrations,
grumblers do not have Darkvision.

Damage Reduction (Su): A grum-
bler ignores 8 hit points from most
weapons and natural attacks. This ability
is effective against any attack that does
not ignore Damage Reduction.

Grumbler Traits: Grumblers are
immune to poison, mind-affecting spells
and abilities, and stunning. They are not
subject to critical attacks and cannot be
caught flat-footed or flanked. Grumblers
take half damage from fire- and cold-
based attacks.

Landslide (Ex): A group of grum-
blers may cause a landslide, assuming
they’re in an environment conducive to
such. A landslide must start on high
ground and must be able to travel at least
100 feet from start to finish. The path
must follow the natural slope of the ter-
rain, and has a bury zone equal to the
total reach distance of all grumblers in the
landslide. For instance, four Large grum-
blers, each with a reach of 10 feet, com-
bine for a bury zone of 40 feet. The slide
zone to each side of the bury zone of a
grumbler landslide is half its bury zone.

Those in the bury zone take 3d6 damage
plus the normal slam damage of each
grumbler in the landslide, or half this

damage if they make a successful Reflex
saving throw (DC 15). They are subse-
quently pinned. Those in the slide zone
take 1d6 damage plus half of the normal
slam damage of each grumbler in the
landslide, or no damage if they make a
successful Reflex saving throw (DC 15).
Those who fail their saves are pinned.
Pinned characters take 1d6 points of sub-
dual damage per minute while pinned. If
the pinned character falls unconscious, he
must make a Constitution check (DC 15)
or take 1d6 points normal damage each
minute thereafter until dead or freed. This
Landslide attack may only be attempted
once per day, as the grumblers must move
back into position to do it again should
the opportunity present itself.

Trample (Ex): Instead of its normal
attack, a grumbler may choose to
Trample a creature that is at least one size
smaller than itself as a standard action.
This attack does double its normal slam
damage. Opponents who do not make
attacks of opportunity against the creature
during the Trample, which are at a —4
penalty, can attempt a Reflex save (DC 10
+1/2 the grumbler’s HD + the grumbler’s
Strength modifier) to halve the damage.

Tremorsense (Ex): A grumbler does
not see in the normal sense, as it has no




eyes. By feeling vibrations in the earth, a
grumbler automatically senses the loca-
tion of anything that is in contact with the
ground, moving, and within 120 feet.

Skills: Grumblers receive a —4 size
penalty and a +10 racial bonus to Hide
checks. They also receive a +6 racial
bonus to Tumble checks. This is worked
into the above skills.

NEW WONDRQUS ITEM: MUMBLER

Small chunks of grumblers sometimes
break off during their strange lives. These
chunks can be used as translation devices for

the purpose of communicating with grum-

)
blers and, sometimes, ordinary ‘“'.
rocks. To use a mumbler, it must

be placed against the subject rock
and then leaned against ear-first.

A
b

£

The rock’s part of the conversation is heard
as rumbling, humming words recognizable
as Common with a little effort. Only 25% of
mumblers allow communication with ordi-
nary rocks.

Caster Level: lst; Prerequisites: Craft
Wondrous Item, charm person, and a suit-
able portion of a living grumbler; Market
Price: 2,000 gp.

ADVENTURE SEEDS

& The council Leaders of a small,
mountain village have asked the
party to Look. into the recent deaths of
several members of the community.
AL were mysteriously crushed to
death near the same cliff that
overlooks a small popular swimming
hole. Meanwhile, the fMMlV af young
Katie Sowers is growing more and more
concerned with her infatuation with
her imaginary friend, Rocky.
Unknown to everyone, this imaqinary
Jriend is actunl a very, very young
grumbler that Katie tosk home with
her one day after swimming with the
older Kids. Rocky's mother is
determined to get her young offspring
back.

R A mad magician has captured
and transported A small collective of
grumblers back to his city of origin,
placing them in the window over one
of the alleys that run by his house.
It's no secret to anyone, especially his
neiq[dmrs, that he’s fw;:ing tfuzy 1
fatt on Amunda Crink, a surly old
Jruit vendor who sets up on her stall
At the alley mouth every morning
and yells at the top of her Lungs to
}aatentinl customers. A‘lrem{y, two af
the city watch have been killed while
chasing A fleeing footpad through the
alley. The adventurers are called to
tatk some sense into the magician.



Pm{ with religious restrictions
reqarding the depiction of
humanoid forms in art, the followers of
the Faceless One have created servants
similar to golems, but without the man-
like shape. These quardian orbs are
complex mechanical devices, powereq 1717
mastic sources, that tirelessly serve and
quard their creators.

Guardinn orbs Are smooth spheres of
silvery metal, rtmqkli? Jour feet in
dinmeter, that hover a few feet off the
floor. The surface of the sphere is covered
in etched curves, spirals, and angles,
which concel several small openings
and hatches. There is no top or bottom to
w qurdian orh. Most qurdian orbs are
equipped with sharp blades that can
extend out to ten feet, and small
qrasping Arms with fine manipulators
that can reach five feet. Their
manipulators allow them perform
Sim;:le, re;:etitwe functims that don't
require A great deal of finesse, like
mixing cauldrons, or liﬂi»tinq all the
candles in the room At the same time
each day. Tn combat, quardian orps spin
rapidly on all three Axes, with weapons
Jlicking out as needed to strike at ffoes.

Guardinn orps cannot speak.
although they can be commanded by
their creators. Directions qiven to
quardinn orbs Are, by necessity, very
simple, along the Lines of, “Let no one
pAss through this room wnless I am with
them.”

ADVENTURE SEED

WA wealthy merchant of the party’s
Acquaintance invites them to his
birthday party. One of his rivals has
anonymously made him a magnificent
qift: & quardian orb. unfortunately for
the }irt/w{m; ]7017, the orb has been
instructed to kill him at the first
opportunity. As soon As the quests turn
their backs on the thing, it flashes into
action, doing its best to stice and dice its
target. T} he characters must act quickly

to ensure an invitation to the next

birthdny party.

GUARDIAN ORB [,

Hit Dice:

Small Construct

3d10 (16 hp)

Initiative: +5 (Dex)

Speed: Fly 60 ft. (perfect)

AC: 22 (+5 Dex, +1 size, +6 natural)

Attacks: 1d6 blades +6 melee

Damage: Blades 1d6+4 each

Face/Reach: 5 ft. x 5 ft./10 ft. (blades give extended reach)
Special Attacks: Electrical Discharge

Special Qualities:

Damage Reduction 20/+1, Darkvision 60 ft.,

Immunities, Magic Immunity

Str 16, Dex 20, Con —, Int —, Wis 10, Cha 1

None, but may guard someone else’s

Saves: Fort +1, Ref +6, Will +1
Abilities:

Climate/Terrain: Any land
Organization: Solitary

Challenge Rating: )

Treasure:

Alignment: Always neutral
Advancement: None

i

Construct: Constructs usually have no
Intelligence scores and never have Constitution
scores. They are immune to mind-influencing
effects and to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic effects.
Constructs cannot heal damage on their own,
though they can be healed. A construct is

not subject to critical hits, subd- :
1

immune to any effect that
requires a Fortitude save (unless

ual damage, ability damage or
y -

drain, or energy drain. It is

the effect also works on objects).
A construct is not at risk of
death from massive damage,
but when reduced to 0 hit
points or less it is immediately
destroyed. Since it was never

alive, a construct cannot be
raised  or  resurrected.
Constructs have Darkvision with a
range of 60 feet.

Damage Reduction (Su): The
creature ignores 20 hit points from most weapons
and natural attacks. A +1 weapon or better negates
the ability.

Electrical Discharge (Ex): Every fourth
round of combat, the guardian orb may discharge
electricity generated by its spinning movement.
This attack is a 10-foot-radius burst centered on
the guardian orb, and does 4d4 points of damage.
Assuccessful Reflex save (DC: 15) reduces the dam-
age to half.

Magic Immunity (Ex): Guardian orbs are
immune to all spells, spell-like abilities, and super-
natural effects, except as follows. Fire effects slow it
as per the slow spell, with no save, for one round
per die of damage the attack would normally do,
and postpone its Electrical Discharge by a like

number of rounds. Electrical effects

heal damage that a guardian
orb has taken, with excess points
of damage being added to the
damage done by the next
Electrical Discharge. Cold
effects cause the orb to speed

up, as if it were under the

influence of a haste spell, for

one round per die of damage

the attack would normally
do.

1 ¥ CONSTRUCITING A
GUARDIAN ORB

Constructing a guardian orb is identical to the
creation of a golem. The alloy of the body is a mix
of silver and steel, and must be assembled around
a complex core of brass clockworks. Creating the
orb costs 70,000 gp, which includes 5,000gp for
the body. Building the body requires a successful
Craft (armorsmithing or weaponsmithing) check
(DC 25).

The creator must be of at least 14th level, and
able to cast arcane spells. Completing the ritual
drains 1,800 XP from the creator, and requires the
spells chain lightning, fly, geas/quest, limited wish,
and polymorph any object.




15 (—1 size, +3 Dex, +3 natural)
2 claws +8 melee, and bite +6 melee
Claws 1d6+4 each, bite 1d8+2

——— H'LIBLIKA
Large Magical Beast

Hit Dice: 5d10+20 (47 hp)
Initiative: +3 (Dex)
Speed: 40 ft., climb 20 ft.
AC:
Attacks:
Damage:
Face/Reach: 5 ft. x 10 ft./5 ft.
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Improved Grab, Pounce, Rake 1d6+2, Trip
Damage Reduction 25/+3, Darkvision 60 ft.,
H’liblika Hide, Low-light Vision, Scent,

Soft Spots

Fort +8, Ref +7, Will +1

Str 18, Dex 16, Con 18, Int 4, Wis 10, Cha 10
Balance +9, Climb +12, Hide +4 (+12 in rocky
or mountainous terrain), Listen +2,

Move Silently +7, Spot +2

Multiattack

Temperate or cold hills or mountains
Solitary, pair, or pride (3—6)

Challenge Rating: 6
Treasure:
Alignment:
Advancement:

1/2 coins, 1/2 goods, 1/2 items
Usually neutral
6-9 HD (Large), 10-14 HD (Huge)

A

Damage Reduction (Su): The crea-
ture ignores 25 hit points from most
weapons and natural attacks. A +3
weapon or better negates the ability.

Feats: H’liblika receive Multiattack
free as a racial bonus.

Improved Grab (Ex): If the h’liblika
hits an opponent of at least one size cate-
gory smaller than itself or smaller with
both its claws or its bite attack, it deals
normal damage and either attempts to
start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does
not deal any additional damage, but each
successful grapple check it makes during
successive rounds automatically deals the
damage listed for the attack that estab-
lished the hold. If the h’liblika geta a hold,
it can Rake.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and
Low-light Vision.

Pounce (Ex): If a h’liblika leaps upon
a foe during the first round of combat, it
can make a full attack even if it has
already taken a move action.

Rake (Ex): A h'liblika that gets a hold
can make two Rake attacks (+6 melee)
with its hind legs for 1d6+2 damage each.
The h’liblika can also Rake if it Pounces
on an opponent.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense
of smell, and can pinpoint the source of a
scent if it is within 5 feet. They can follow
tracks by smell, making a Wisdom check
DC 10 + 2 per hour that the trail is cold.

Skills: A h’liblika receives a +4 racial
bonus to Balance and Move Silently
checks, and a +8 racial bonus to Climb
checks. It suffers a —4 size penalty to Hide
checks, but when in rock or mountainous
terrain, it gets a +8 circumstance bonus to
Hide. These bonuses are included in the

stats above.

Soft Spots (Ex): A small patch of
hide at the base of the neck lacks the h’li-
blika’s Damage Reduction. The creature’s
eyes are similarly vulnerable. Attacks tar-
geted at one of these vulnerable areas are

%’lﬂ?likm Ate tzrrifying predators

that stalk mountain passes and
rocky hills. T[uav Jeed primarily on
qonts, sheep, and rams, but will Also
hunt mountain Lions, humanoids, or
even other predators. An hliblika
that tastes humanoid flesh often
becomes addicted. Tt will seek. out
settlements and terrorize them until
everyone has fled or been enten. In
villages near K tiblika hunting
qrounds, peasants refuse to spenk. the
creature’s name for fear of drawing its
WrAth.

#Liplikas stand about three feet
At the shoulder and are over seven feet
long. They have the body and mane of
A Lion, but & reptilian head ending in
# Vicious beaked maw. They also boast
A ;Jm'r af m;xtar-like talons, which
they use to cling to cliff faces. Their
tough hide is & mottled gray and
brown, and their eyes are o wickeq

shade of green.

An b liblika will attack nearly
nnvtf»ing its own size or smaller,
typically clinging to cliff faces and
pouncing on its prey from above. It
often trips its prey and plays with it
— with its invulnerable hide, there
are few creatures an h/liblika cannot
bring down, And even the most frantic
struggling is harmless to it. #'liblika
are bold only aqainst creatures that
cannot harm it. If one takes damaqge
fram A s;:ell or A mwgiml weapon, it
will flee into the mountains. If hit in
one 0f its saft 5}1ats, however, it is
likely to lash outina ( Literally)
blind rage.



ADVENTURE SEEDS

A A noble in & remote mountain
town asks the PCs to rid his faa;:le af
the h'liblika that's been tzrrarizing
the aren. Little do the PCs know that
the noble is really after the beast’s
hide. #e has Already sent A number of
other hunters nftar the h'tiblika. Tt
Killed them, of course, and has
developed A taste for manflesh.

o A pair of h'tiplikas are terrorizing
A remote village with entirely too
much cunning. The PCs try to [wl};,
but tack the maqic to overcome the
creature’s hide and don't know about
its soft spots. The villagers whisper of
an orcish druid who Lives in the hills.
Migfut he Tnow how to Kill the beasts?

—8 to hit, but they bypass
Damage Reduction and inflict
double normal damage. If the
h’liblika has been hit in one eye, it
is considered dazzled and takes a —1
penalty on all attack rolls. If hit in both
eyes, the creature is blinded; blinded crea-
tures have a 50% chance to miss, lose their
positive Dexterity bonus to AC, and their
opponents get a +2 bonus to attack. The
blinded h’liblika moves at half speed and
suffers a —4 penalty on most Strength- and
Dexterity-based skills, as well as not being
able to make Spot skill checks.

Trip (Ex): If a h’liblika hits with its
bite attack, it can attempt to Trip its
opponent as a free action without making
a touch attack or provoking an
attack of opportunity. If the
attempt fails, the opponent

h’liblika.

cannot react to Trip the r-";"’%
\':r -

NEW ARMOR, HLIBLIKA HIDE

The hide of a dead h’liblika can be craft-
ed into a powerful protective garment. The
craftsman must have at least 6 ranks in Craft
(armorsmithing or leatherworking) and
access to a knife or dagger with a +3 or bet-
ter enhancement bonus. Otherwise, creating
b’liblika hide is just like crafting masterwork
hide armor.

Hliblika armor has the following statis-
tics: Armor Bonus +4, Maximum Dex Bonus
+4, Armor Check Penalty —2, Arcane Spell
Failure 20%, Speed 20/15 ft., Weight 25 Ibs.
Additionally, the hide provides its wearer
Damage Reduction 3/+3. It is considered
medium armor, and sells for 4,165 gp.




= HALPERTHIAN RATTLE

Small Construct

Hit Dice: 3d10 (16 hp)

Initiative: +3 (Dex)

Speed: 20 ft. (can’t run), climb 20 ft.

AC: 25 (+1 size, +3 Dex, +11 natural)
Attacks: Bite +3 melee

Damage: Bite 1d2 plus poison
Face/Reach: 5 ft. x 5 ft. (coiled)/5 ft.

Special Attacks: Hypnotic Dance, Poison Injection

Special Qualities:

Damage Reduction 15/+2, Darkvision 60 ft.,

Immunities, Cold, Electricity, and Fire

Resistance 10, Sonic Resistance 20,

Vulnerability to Rust
Saves: Fort +1, Ref +4, Will +0
Abilities: Str 10, Dex 17, Con —, Int —, Wis 9, Cha 1
Skills: Climb +8, Hide +7
Climate/Terrain: Any land and underground
Organization: Solitary or gang (2-4)
Challenge Rating: 4
Treasure: None
Alignment: Always neutral
Advancement: 4-5 HD (Small), 6-7 HD (Medium-size)

4 )"

An Halperthian rattler’s creator can
command it if it is within 60 feet and it
can see and hear its creator. If uncom-
manded, the rattler usually follows its last
instruction to the best of its ability, though
if attacked it returns the attack. The cre-
ator can give the rattler a simple program
to govern its actions in his or her absence.

Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic
effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,
subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the
effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it
was never alive, a construct cannot be
raised or resurrected. Constructs have

Darkvision with a range of 60 feet.
Hypnotic Dance (Su): When the
Halperthian rattler moves its body in a

sinuous pattern and rattles its tail piece, a
sonic, light, and mind-affecting ability is
activated that has the effect of a hypnotic
pattern spell cast by a 7th-level sorcerer.
Maintaining the effect is a move-equiva-
lent action.

Poison Injection (Ex): When a
Halperthian rattler successfully bites an
opponent, it injects any poison currently
contained in its fangs into that opponent.
The fangs can only contain one dose of a
poison at a time. As a default, use sassone
leaf residue, which is a contact poison
with a DC of 16, initial damage of 2d12
hp, and secondary damage of 1d6 tempo-
rary Constitution.

Resistances (Ex): An Halperthian
rattler ignores the first 10 points of cold,
electricity, or fire damage done to it ecach
round. It also ignores the first 20 points of
sonic damage done to it each round. The
creature still makes saving throws normal-
ly.

Skills: Halperthian rattlers get a +8
racial bonus to Climb checks, and a +4
size bonus to Hide checks. This is worked
into the stats, above.

Vulnerability to Rust (Ex): An
Halperthian rattler is affected normally

%ﬁdfﬂfti\iﬂ decided she needed A
nigkt on the town. She and
Castigor Aad been toiling nonstop for
months designing and perfecting his
living steel constrictor — An easy-to-
make quardian or trap creature with
significant strength and power. But
still Castigor insisted they would need
more when the dam broke and the
cabal’s firestorm was unleashed upon
them. / Late dinner and evening's
entertainment was just what she

needed to relax and unwing.

Halperthin soon found herself
}’7&1’%7 entranced ]717 the graceful
dancers of the local inn. The sinuous
motions, the rapid-fire clacking of the
castanets, and the flashy dresses of the
dancers combined to evoke the Jeeling
that she was being hypnotized by a
beau tiful serpent. It is at times Like
these when inspiration can strike.

When #alperthin returned to the
tower, her mind was mcing as she set
to work on & project to complement
Castigor's constrictor. The result was
Aanother construct snake, smaller,
stimmer and more graceful than the
constrictor. #Halperthin's creation used
three-and-a-half-foot steel chains for
the ]701{17. Each link bore & sepArAte
finely etched draconic rune
representing Inmuty, grace, movement,
Life, or elemental resistance. Linked to
one end of the constrictor was a forged
serpent head with a hinged jaw and
tw pits behind the eyes. The pits were
access holes where a dose of poison could
be poured to use in the creature’s Jang
strike. Scale engravings covered the
head pieces, and draconic runes were
carved into each eye. The tail end bore
A holtow iron spike linked to the
chain body and covered in oval
projections. This spike was shaped Like
A snake tail and covered in scale
enqravings that matched the head
}Jiece. When the tail ;Jiece moved, A
mesmerizing rattle sound, reminiscent
of castanets, emanated from the

fraj ections.



Instead of the crushing power of
the constrictor, this construct was
designed for elegance and A beauty
that could entrance. It was covered in
# shimmering oil that created swirling
patterns as the construct moved. The
tail rattles sent out harmonizing
sonic vibrations that blended with the
light displays to support A magical
entrancing effect. #alperthin's iden
was for the rattler to complement
Castigor's constrictor. The rattler
wounld be an obvious ﬂxtu e in A room,
hginning its mesmerizing dance when
a target entereq the room. Once A
target was transfixed, the constrictor
would drop upon the helpless prey and
crush. its immobile victim.

ADVENTURE SEED

o According to rumors, the sorcerer
Kalmarthins has grown rich off of the
maqical ropes and cloaks he enchants
and sells. 3is security is also reputed to
be tax, for nobody would dare confront
him directly. #is one man-at-arms,
although quite a physical
}Jauierfwuse, does not seem too concerned
with Keeping a watchful eye over his
master’s property. It could be that the
stories of Kalmarthins keeping a brooq
of Vipers near his treasures are true,
and any who think of plundering his
trove would do well to carry anti-
venom close about them just in case.

by rust attacks, such as that of
a rust monster or a rusting grasp
spell.

CONSTRUCTING AN
HALPERTHIAN RATTLER

An Halperthian rattler costs 7,500 gp
to create, including 150 gp for the body.
This cost includes all the materials and
spell components that are consumed by or
become a permanent part of the creation.
Creating the body requires a Craft (black-
smithing) check (DC of 20).

After the body is constructed, it is ani-
mated through an extended magical ritual
that requires a 7th-level spellcaster with
the Craft Wondrous Item feat. This rit-
ual requires two weeks to complete:
the creator must labor for at least 8
hours each day in a specially pre-
pared laboratory or workroom,

similar to an alchemist’s laboratory and
costing 500 gp to establish. If the creator

is personally constructing the creature’s
body, the building and ritual can be per-
formed together.

A character not actively working on
the ritual must rest and can perform no
other activities except eating, sleeping, or
talking. If he or she misses a day, the
process fails, and the ritual must be start-
ed anew; any gp spent on the failed ritual
is lost (but not XP). The previously craft-
ed body can be reused, as can the labora-
tory.

Completing the ritual requires casting
animate rope, endure elements (x3), hyp-
notic pattern, resist elements, shadow con-
juration and spider climb on the final day
of the ritual, and drains 100 XP from the
creator. She must cast the spells person-

ally, but they can come from outside
sources, such as scrolls.
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HARROWER _

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Large Outsider (Chaotic)
5d8+15 (37 hp)

+0

30 ft.

19 (1 size, +10 natural)
Axe +9 melee, or Disintegration Ray +4 ranged
Axe 2d6+5, Disintegration Ray (special)

5 ft. x 5 ft./10 ft.

Disintegration Ray

Damage Reduction 10/+1, Darkvision 60 ft.,
Immunities, Resistances 20

Fort +7, Ref +4, Will +4

Str 21, Dex 10, Con 16, Int 10, Wis 10, Cha 10
Climb +13, Jump +13, Listen +8, Search +8,
Spot +8, Tumble +2

Power Attack, Cleave

Any land

Solitary, swarm (5—20), or plague (40-60)

6

None

Always chaotic neutral

6—15 HD (Huge)

el

Damage Reduction (Su): The creature ignores 10 hit points from most weapons and
natural attacks. A +1 weapon or better negates the ability.

Disintegration Ray (Sp): Once each minute, a Harrower may project a disintegration
ray from its eyes. This ray disintegrates up to a 10-foot cube of matter with a successful ranged
touch attack. A successful Fortitude save (DC 16) reduces the effect to 5d6 damage.

Immunities (Ex): Harrowers are immune to poi-
son and electricity.
Outsider: Outsiders have Darkvision with a
range of 60 feet. Harrowers are proficient with all
simple weapons and martial weapons. A
slain outsider cannot be raised or res-
urrected, although a wish or mira-
cle spell can restore it to life.
Resistances (Ex):
Harrowers ignore the
first 20 points of acid,
cold, or fire damage
done to them each
round. They still make
saving throws normally.
Skills: Harrowers
receive a +2 synergy
bonus to  Tumble
checks. This is included
above.

%m«rmﬂrs are pure destruction
made flesh. They glory in the
devastation they bring, attacking
relentlessly and mindlessly, destroying
indiscriminately. #arrowers are calleq
t0 places where A Large number of deaths
Are occus rring, es;eciwlly when mngic
accompanies the carnage. Natural
dissters seem. as likely to draw them as
manmade ones. When half their
numbers have been slain, or the disaster
is brought under control, they fade back
to their otherworldly home.

Rumaors im;;limte harrowers as the
servants of an evil and destructive god,
whe gave the ability to invoke them to
its priests. Another account suqgqests
that a powerful wizard, opsessed with
the nature of destruction, was Killed by
A vengeful populace. #His spirit
Jraqmented, forming the first harrowers.

In appearance, the harrowers are
human-shaped figures ten to twelve
feet tall, wearing ornate, dark.gray
plate armor. They carry [mge, two-
handed axes, and their faces are
fszu reless, exce;:tfvr A ?m'r af white
qlowing eves. Harrower axes And Armor
are & part of the creature, And Vanish
with the body upon death. Harrowers
have never been known to attempt to
communicate, and seem o speak. no

lpmgumg&

ADVENTURE SEED

Ao The characters are staving in &
Slz&fy little cammunit17 aVernigkt,
when disaster strikes. The prairie grass
surrounding the town catches fire due to
an wntended campfire. As the roaring
leS near the town, the fvlk ﬁgftting
the flames see the towering forms of
harrowers moving just behind the
frontlines of the inferno. Unless the
characters lend & hand, the town is
almost certnin to be wiped from the

magp, }’717 fire or 1717 fwm(



,A'MW spider is & type of Arachnid
creature that qoes through very
distinct different staqes of existence. In
the first staqe of the hive spider’s life,
it is small, undistinguished, two-
inch-dinmeter spider with an
abnormally Large abdomen. The
Juvenile hive spider can easily be
destroyed and has few special ailities
At this point. It attacks its prey when
itis Slu};ing, entaring the victim's
body vin its mouth. Once the hive
spider has entered the Tma{v, it deviours
the brain matter and creates a nest. It
then takes control of the body by
attaching itself onto the spinal cord,
effectively becoming the brain of the
host.

In the second stage af life, the
hive spider finds a dark and damp
location, and beqins secreting A slick.
substance from its host's pores. The
substance eventunlly forms a shell
around the host's body. Soon, the host's
body underqoes a hideous
metamorphosis And emerqes from its
shell as an adult hive spider. Its
btonted, blackened body sprouts eight
spider Legs from its back, an array of
multi-faceted eves from its head, and
mandibles from its mouth. See the
Templates section for more on this

creature.

ADVENTURE SEED
& In Fullmer's #ollow, the spider is

considered a wise and benevolent
IncArnation af neu tmliﬁ/. How one
treats spiders in the village is believed
to nﬁ‘ect the Villﬂge’sfartum; no one
Kills a spider in Fullmer's #ollow, for
fear of being cursed. Then the hive
spiders Arrive. Who brought them?
Why? The villagers are in the midst
of a crisis of fm’t[u. By killing the hive
SPi&(&fS, tfu:t/ risk. }ringing more trouble
on their little town. Surely some
brave out-of-towners can solve their
?raﬁlzm.

HIVE SPIDER JUVENILLE |=

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Fine-sized Aberration

1/2d8 (2 hp)

+4 (Dex)

30 ft., climb 15 ft., burrow 5 ft.

22 (+8 size, +4 Dex)

Bite +12 melee

Bite 1 hp plus poison

1/2 ft. x 1/2 ft./0 ft.

Poison, Possession

All-Around Vision, Darkvision 60 ft., Hive Mind

Saves: Fort +1, Ref +4, Will -1

Abilities: Str 11, Dex 19, Con 12, Int 13, Wis 9, Cha 9

Skills: Balance +7, Climb +11, Hide +23, Jump +3,
Listen +1, Move Silently +7, Search +4, Spot +2,
Tumble +7

Feats: Weapon Finesse (bite)

Climate/Terrain: Temperate land

Organization: Solitary or swarm (10—20)

Challenge Rating: 2

Treasure: None

Alignment: Always chaotic evil

Advancement: See hive spider adult template

»

Aberration: Aberrations have Darkvision
with a range of 60 feet.

All-Around Vision (Ex): Hive spiders
have multi-faceted eyes that give them a +4
bonus to Spot and Search checks, and they
can’t be flanked.

Poison (Ex): Once bitten by a juvenile
hive spider’s bite attack, a Fortitude saving
throw (DC 12) is required to avoid being para-
lyzed for 1d4 rounds.

Possession (Ex): Once a victim is para-
lyzed, the hive spider attempts to enter its
mouth. The victim is allowed a Fortitude save
(DC 10), as a natural gagging reflex will attempt
to force the spider out; the spider may attempt
to re-enter the victim’s mouth each round it’s
paralyzed, though its target gets another
Fortitude save each time. If the spider
succeeds in possessing its target,
the character no longer
retains its free will
(this may make

it unplayable as a PC, at the GM’s discretion),
and the spider will soon force it to exude a slick
substance from its pores that forms a hard shell
around its body. The shell has a hardness of 12,
is an inch thick, and has 25 hp. The shell takes
only 1/2 damage from mundane or magical
fire. 1d4 days later, the host emerges as an adult
hive spider; see the Templates section. The host
can be saved during the transformation process
by aregenerate or similar spell; once it has com-
pleted its transformation, only a wish spell or
similar magic can turn it back.

Hive Mind (Su): Hive spiders can com-
municate with each other, as one mind, as long
as they are all within 400 feet of each other. Any
hive spider that leaves the area of affect will lose
contact with the other
hive spiders.

Skills: Hive spiders
receive a +8 racial
bonus to Climb checks,
and a +16 size bonus to
Hide checks. This is
included in
the stats,
above.




Large Plant

Hit Dice: 3d8+9 (22 hp)

Initiative: +0

Speed: 0 ft. (immobile)

AC: 14 (—1 size, +5 natural)

Attacks: Thorn +1 ranged

Damage: Thorn 1d4 plus poison

Face/Reach: 5 ft. x 5 ft./40 ft. (roots give extended reach)
Special Attacks: Constrict, Entangle, Poison

Special Qualities: Immunities, Tremorsense 100 ft.

Saves: Fort +6, Ref +1, Will +1

Abilities: Str 10, Dex 10, Con 16, Int 2, Wis 10, Cha 10
Climate/Terrain: Temperate forest

Organization: Solitary

Challenge Rating: 4

Treasure: Standard

Alignment: Always neutral

Advancement: 4-5 HD (Large), 6-9 HD (Huge)

A

Constrict (Ex): If a creature falls to the
ground, as might happen as a result of the
hunter bush poison or because it’s become
entangled in the plant’s roots, it is immedi-
ately subject to an automatic Constricting
attack that does 1d6 damage each round.
Clutting a creature free from this attack is a
full-round action, but succeeds automatical-
ly. A character cannot cut itself free without
help.

Entangle (Ex): Any creature entering
the reach of the hunter bush is subject to its
entangling root system. Each round,
creatures are affected as per the
entangle spell cast by a lsi-level 'l

druid unless they succeed in a .|i|',:- ;,f-iqn

Reflex save (DC 11). A suc-
cessful Reflex save allows
the character to move at
half speed through the
area for that round. A
failed save means
the creature is entan-
gled, and suffers a —2
penalty to attack
rolls, suffers a —4
penalty to -
effective

Dexterity, =

and can’t 5.

move. Lo 'E

Entangled e "
L}

creatures can

break free and move at half speed by using a
full-round action to make a Strength check
or an Escape Artist check (DC 20). Damage
done to the roots does not count against the
hit point total of the hunter bush.

Plant: Plants are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
mind-influencing effects. Hunter bushes
have Tremorsense at a range of 100 feet
rather than the Low-light Vision typical of
plant creatures.

Poison (Ex): The thorns fired by the
hunter bush carry a poison that
does 1d6 points of temporary

Strength damage unless a

successful Fortitude save

(DC 16) is made, plus an

o extra 1d6 of temporary
Strength damage after

- ..___.-:I_,.:Jr one  minute  that
— 1 requires a second
Fortitude save.
Temporary dam-

age returns at

arate of one
point per
day. A
hunter
bush can
fire one
thorn  per

hunter bush is an immobile,
CATAVOTOUS }:lpmt native to

temperate forests. It has & central stalk
standing approximately five feet tall in
the midst of an expansive root system
that spreads out just under the forest
soil. The rovt system prevents other Large
;:lamts fram gr(m/ing n its Areq,
resu lting n farest clmrinﬁs afzo to 30
feet in diameter around the heart of the
plant. Th he stalk. at the center is
roughly two feet in dinmeter, covered in
raug[» bark, and sports A number af
small, bell-like flauiars af A fm'gkt
yellow color. These flau?ers contain
poison thorns that can be expelled at
qreat velocity, up to A range af 20 ft
These thorns, zklang with the entpmgling
ro0ts, frm/ia(e the hunter bush with a
supply af victims to fertilize its soil.

ADVENTURE SEEDS

WA sinall tribe of goblins has come up
with an ingenious way to supplement
their income and food resources. They 've
rearranged the trails through the forest
to lead wanderers into the clearing
crented by A huge hunter bush. Once the
bush has killed the interlopers, the
qoblins emerge from the underbrush with
Long-handled rakes, pruning hooks, and
other implements needed to haul the
bodies out of the entangling roots and
Lot them. Characters may Pe
investigating missing persons in the
Jforest when they spring this trap, or
they may be untucky enough to
wander into the clearing themselves.

RoAn old foe of the characters has
tken refige with an evil druid in his
giade. The crafty nature priest has
surrounded the heart of his domain with
A ring of hunter bushes. With his
drwidic abilities, he can pass through
the ring with impunity, but it forms a
ﬁﬂni&(ﬂ]?le barrier to others. Ifthe
characters want their enemy, they
musst find their way through this
dangerous hedge of plants to Assault the
droid’s grove itself.



er}mrﬂﬂns Are fierc&laaking,

humanoid bears that stand well
over IZ feet tall. way come from the
northernmost reaches af the world,
where the sky burns in an everlasting
twilight and the great winds
originate. While at first glance they
Appear to be savage and barbaric, they
are far from it. An intelligence and
compRssion that belies their terrifying
visaqes burns in their eyes. When they
speak, they are articulate and
knawlza(gem}la.

#Vperfmret/ms travel in tribal
groups, S;mm{ing 10 months out af every
year following sprawling herds of dire
elk, buffato, and caribou s they roam
the unending northern tundra. The
remaining two months of the year
they spend at the pfaterden. This is an
annunl intertripal gathering where
ALl manner of qoods are traded,
MATTIAGES Are ATTANGER, information
and news are exchanged, and the
Council of Elders decides tribal policy
for the coming year. Competitions are
held from the moment the first tribe
arrives until the Last tribe departs.
Gambling, of course, qoes hand in hand
with the hyperborean competitive
nature. Many fortunes have been Lost
by the fall of the cards and tumble of
the dice, much to the c[mgrin of some
and the delight of others. Of all the
commaodities traded, bought, and sold
At the pfaterien, the most valuable of
All is the tale. Starytzlling Amongst
the hyperboreans is & highly prized
art; A qood tale is worth far more than
mere goods. No calling in life qarners
as much respect as that of bard; called
Viathrin their own Language, bards
are the closest thing to an aristocracy
in & society that places Little value

on unmerited status and prestige.

Frost giants bear a terriple
enmity toward the hyperboreans,
stopping at natf»ing to utterly
exterminate them. Every few decades,
the local giants descend upon the
/fﬂter;{gn in An immense, tarrifyinq

Hit Dice:

Large Giant (Ursid)
9d8+45 (85 hp)

30 ft. (hide armor), swim 30 ft.; base 40 ft.

18 (1 size, +1 Dex, +3 hide armor, +5 natural)
2 claws +12/+7 melee and bite +7 melee, or huge
greataxe +12/+7 melee, or huge greatsword
+12/+7 melee, or huge longspear +12/+7

Claws 2d4+7 each, bite 1d8+3, huge greataxe
2d8+7, huge greatsword 2d8+7, huge longspear

Darkvision 60 ft., Scent

Fort +11, Ref +4, Will +7

Str 25, Dex 13, Con 20, Int 10, Wis 18, Cha 15
Animal Empathy +3, Handle Animal +3, Intuit
Direction +4, Listen +10, Spot +5, Swim +7 (+17
when swimming with no gear; +15 to avoid haz-
ards), Wilderness Lore +8 (+13 when tracking by

Blind-Fight, Endurance, Power Attack,

Scout (1), outriders (2-5), patrol (610 plus 2
polar bears or 1 dire bear), band (1220 plus 4
polar bears or 2 dire bears, and 1-4 humanoid,
goblinoid, and giant servants), or tribe (25-50
plus 8 polar bears or 4 dire bears, and 3—12
humanoid, goblinoid, and giant servants)

Initiative: +1 (Dex)
Speed:
AC:
Attacks:
Damage:

2d6+7
Face/Reach: 5 ft. x 5 ft./10 ft.
Special Attacks: Improved Grab
Special Qualities:
Saves:
Abilities:
Skills:

scent)
Feats:

Improved Bull Rush
Climate/Terrain: Cold land
Organization:
Challenge Rating: 5
Treasure: Standard
Alignment: Always good
Advancement:

By character class (ranger, bard or druid)

AP

In combat, hyperboreans are a force to
be reckoned with. While naturally equipped
with sharp claws and piercing teeth, they
normally prefer to enter battle wiclding
forged weapons such as heavy greataxes,
spears, and greatswords. They fight with
gusto and zest. Life, after all, is just another
competition, and they approach battle
accordingly, head-on and with brute force.
Enemies that fight well are generally hon-
ored and respected, and those who ask for
mercy are granted it. Prisoners of war
become the property of the tribe for exactly
one year. The tribe treats them fairly but as
indentured servants, giving them the most

menial of tasks, such as cleaning up after
meals, setting up and breaking camp, and so
on. After a prisoner’s year is up, the tribe

gives him food enough for three days then
releases him to his own fate. Many, however,
elect to remain with the tribe. Should a for-
mer prisoner of war ever return as an aggres-
sor, he is killed at the first opportunity and
his head spiked at the camp entrance as a
warning to others.

Hyperboreans speak Ursid, Common,
and Giant.

Feats: Hyperboreans receive Endurance
and Power Attack free as racial bonuses.

Giant: Giants are proficient with all
simple weapons and with any weapons listed
in their entries. Giants have Darkvision with
a range of 60 feet.

Improved Grab (Ex): If the creature
hits an opponent of at least Medium size or
smaller with its claw attack, it deals normal

HYPERBOREAN [




damage and either attempts to start a grap-
ple as a free action without provoking an
attack of opportunity, or it pulls the oppo-
nent into its space without provoking an
attack of opportunity and holds him with a
—20 penalty to grapple checks, using its
remaining attacks against other opponents.
A successful hold does not deal any addition-
al damage; each successful grapple check it
makes during successive rounds automatical-
ly deals the damage for the claw attack.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Skills: Hyperboreans get a +5 racial
bonus when using Wilderness Lore to track
by scent, a +10 racial bonus to Swim checks

when swimming with no

clothes, armor, and gear, and a +8

racial bonus to Swim checks to

avoid hazards. They take a —4

armor check penalty for their hide armor.
These bonuses are worked into the above
skills.

HYPERBOREANS AS CHARACTERS

Hyperboreans favor the ranger and
druid classes; 5 percent of them are multi-
classed bards. The rangers among them usu-
ally take giants as their racial enemy, but this
isn’t an absolute. Other racial enemies
include frost worms, remorhaz, white drag-
ons, winter wolves, and predatory northern
dire animals.

horde. The hyperboreans, always
}:reynrea( far this eventu Mity, resist to
the best of their ability. That both
sides suffer immenasurably and yet
persist in their war on one Another is A
testament to the frafum{ity af their
aqes-long feud.

ADVENTURE SEEDS

o A tocal Lord claims part of the
futﬁaeﬂmrzﬁm territory as his own
private game preserve. Despite his
edicts, they continue to follow the
herds, so he conscripts the characters to
put A stop to the kiﬁ:er]?aremt

”tres;msses. t

Ao Samztﬁing is Viciously killing aﬁ‘
the hyperborean elk herds. The tribal
shamans claim it's the Death Bear,
an ancient god who has supposedly
been ki]?emnting far the Last 5,000
years. Others say it's an army of
undead frost giants raised from the
grave to seek. vengeance. In truth, it's
w pair of rocs Living in the mountains
nearby.



n the far reaches of the realm of

water, At the antipode of the
realm af fire, the waters qrow ever
chillier until the infim'te oceAn itself
freezes into ice. The water elementals
wheo exist here are different from their
fellam. Tf»ei; Are more riqia(, slmrf~
edged and solid. Normal water
elementals think of them as cousins
rather than brothers. The ones who are
spawned in the elemental glaciers and
iceberqs take on & crystalline form

and are Known as ice elementals.

An ice elemental APpeAts as i
vaquely humanoid s[m;:e composed af
ice, sometimes with jaqqed edges but
often with smooth su tfaces. Ice
elementals are usunlly clear or
frosted, but some have been reported as

}’umg A spectacular blue or green color.

Ice elementals are capable of
swimming, though they rarely do.
When these creatures do travel ]717
water it's ]717 flmting, either alone or
as part of & Larger glacier or ice floe.

[CE FLEMENTAL |==

SMALL

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:
Feats:

MEDIUM

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

LARGE

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Small Elemental (Cold, Water)

2d8+2 (11 hp)

+0

20 ft., swim 10 ft.

17 (+1 size, +6 natural)

Slam +4 melee

Slam 1d6+3 plus 1d4 cold

5t x5 ft/5 fi.

Cold Aura, Cold Mastery

Darkvision 60 ft., Freezing Constitution,
Immunities, Snuff Flames

Fort +4, Ref +0, Will +0

Str 14, Dex 10, Con 13, Int 4, Wis 11, Cha 11
Listen +4, Spot +4, Swim +2 (+10 to avoid hazards)
Power Attack

Medium-size Elemental (Cold, Water)
4d8+12 (30 hp)

+1 (Dex)

20 ft., swim 10 ft.

19 (+1 Dex, +8 natural)

Slam +6 melee

Slam 1d8+4 and 1d6 cold

5ft. x5 ft./5 ft.

Cold Aura, Cold Mastery

Darkvision 60 ft., Freezing Constitution,
Immunities, Snuff Flames

Fort +7, Ref +2, Will +1

Str 16, Dex 12, Con 17, Int 4, Wis 11, Cha 11
Listen +6, Spot +6, Swim +3 (11 to avoid hazards)
Power Attack

Large Elemental (Cold, Water)

8d8+32 (68 hp)

+2 (Dex)

20 ft., swim 10 ft.

20 (—1 size, +2 Dex, +9 natural)

Slam +10/+5 melee

Slam 2d6+7 and 1d8 cold each

5ft. x5 ft./10 ft.

Cold Aura, Cold Mastery

Damage Reduction 10/+1, Darkvision 60 ft.,
Freezing Constitution, Immunities, Snuff Flames
Fort +10, Ref +4, Will +2

Str 20, Dex 14, Con 19, Int 6, Wis 11, Cha 11
Listen +10, Spot +10, Swim +5 (+13 to avoid
hazards)

Cleave, Power Attack




MO KM

ICE ELEMENTAL, TRAITS

All ice elementals share the following
traits:

Ice elementals speak Aquan but rarely
choose to do so. Their pronunciations are
crisp but cold, and usually devoid of emo-
tion.

Cold Aura (Ex): Creatures hitting an
ice elemental with natural weapons or
unarmed attacks take cold damage as
though hit by the elemental’s slam attack.

Cold Mastery (Ex): An ice elemental
gains a +1 attack and damage bonus if both
it and its opponent are in an environment
with a temperature below freezing. If the
opponent or elemental is in an environment
with a temperature above freezing, the ele-
mental suffers a —4 penalty to attack and
damage. (These modifiers are not included
in the statistics block.)

Cold Subtype: The creature is immune
to cold damage. It takes double damage
from fire unless the fire attack allows a sav-
ing throw for half damage, in which case it
takes half damage on a successful save and
double damage on a failed save.

Elemental: An elemental is immune to
poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range
of 60 feet. A slain elemental cannot be raised
or resurrected, although a wish or miracle
spell can restore it to life.

Feats: Ice elementals gain Power Attack
free as a racial bonus.

Freezing Constitution (Ex): For every
hour spent in an environment with a tem-
perature above freezing, the elemental suf-
fers one temporary point of Constitution
score damage that cannot be healed until the
elemental enters an area where the tempera-

Ice elementals are thus an es;:zcinllij
dangerous threat to sea-going craft:
intalligent icz]nras.

The seal-hunting tribes which
Live in the distant north, consider the
so-called “imsamunam” (ice bodies) to
be s;:irit—influancw{ water. A'cwra(ing
to their mt;t/wlaw, all ice is farmza(
when a spirit nests in & Volume af
water to SZEE?. Wwater which wakes,
thaws and heads off to work. in the rest
of the world. This puts the home of all
spirits in the most distant north,
where the most spirits are sleeping. The
seal-hunters, tkerzfare, fe&l Snfz 0
near the spirit-home.

Ice elementals are regma{ea( As
soldiers, of & sort, who have been
rewnarded with duty near the
homeland. They are calleq
“‘unamitattol” (armored water) and
treated with great reverence. It's
considered bad Luck to cross the path of
Aan ice elemental, far t[wtf anlt; move



about when there is important
business to be done. To battle them is
tantamount to blasphemy, just one
step from attacking the gods.

Seal-hunter leqends say that the
world eventually turns entirely to ice
in the north where the physical world
turns to the spirit world. Perhaps
they're correct. What if there is &
place in the distant north where the
ice elementals can travel freely
between the planes?

0Ld whaling songs sometimes
contain raferances to sfui};s frazen in
qlaciers or ice shelves in the oceans at
the edges of the world. Most often, these
sonqs warn ngninst tmvf:ling too fm
fram home or memorialize some
betoved, vanished whating crew that
Just might be preserved in the ice of
some distant shore. /v few tease
treasure hunters with tales of gold
visible t[mmgf» the ice.

In the Lands where ice elementals
grow to enormous sizes, these songs take
on a different tone. It isn't chance or
fate which causes ships to become
frozen in the ice; it's the judgement of
colossal ice elementals. Bands of
gigantic glaciers can work together to
enqulf even two-masted ships as
punishment for whatever behavior is
considered heinous to the beings of the
infinite ocean.

Consider the power & handful of
enormous ice elementals conld have
over & far-removed coastal village

that has somehow offended them. The
sonq “Farewell A't;mlee” records the

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

GREATER

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

ELDER _

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face[Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

CE ELEMENTAL

Huge Elemental (Cold, Water)

16d8+80 (152 hp)

+4 (Dex)

20 ft., swim 10 ft.

21 (-2 size, +4 Dex, +9 natural)

Slam +17/+12/+7 melee

Slam 2d8+10 and 2d6 cold each

10 ft. x 10 ft./15 ft.

Cold Aura, Cold Mastery

Damage Reduction 10/+2, Darkvision 60 ft.,
Freezing Constitution, Immunities, Snuff Flames
Fort +14, Ref +9, Will +5

Str 24, Dex 18, Con 21, Int 6, Wis 11, Cha 11
Listen +14, Spot +14, Swim +7 (+15 to avoid
hazards)

Cleave, Great Cleave, Power Attack

Huge Elemental (Cold, Water)

21d8+105 (199 hp)

+5 (Dex)

20 ft., swim 10 ft.

22 (-2 size, +5 Dex, +9 natural)

Slam +21/+16/+11 melee

Slam 4d6+12 and 2d8 cold each

10 ft. x 10 ft./15 ft.

Cold Aura, Cold Mastery

Damage Reduction 10/+2, Darkvision 60 ft.,
Freezing Constitution, Immunities, Snuff Flames
Fort +17, Ref +12, Will +7

Str 26, Dex 20, Con 21, Int 6, Wis 11, Cha 11
Listen +19, Spot +19, Swim +8 (+16 to avoid
hazards)

Cleave, Great Cleave, Improved Ciritical (slam),
Power Attack

Huge Elemental (Cold, Water)

24d8+120 (228 hp)

+6 (Dex)

20 ft., swim 10 ft.

23 (-2 size, +6 Dex, +9 natural)

Slam +25/+20/+15/+10 melee

Slam 4d8+13 and 4d6 cold each

10 ft. x 10 ft./15 ft.

Cold Aura, Cold Mastery

Damage Reduction 15/+3, Darkvision 60 ft.,
Freezing Constitution, Immunities, Snuff Flames
Fort +19, Ref +14, Will +8

Str 28, Dex 22, Con 21, Int 6, Wis 11, Cha 11
Listen +22, Spot +22, Swim +9 (+17 to avoid
hazards)

Cleave, Great Cleave, Improved Critical (slam),
Power Attack, Sunder



winter when a fishing village was
consumed by glaciers. Who will ever be

ICE ELEMENT

able to sy why it Aappened?

ADVENTURE SEEDS
o Mount Crigor is said to be the

ALL ICE ELEMENTALS

Climate/Terrain: Any land and underground haunt of & frast qiant hermit who is
Organization: . Solitary ) known as & master illusionist. Stories
Challenge Rating: Small 1, medium 3, large 5, huge 7, greater 9, sy .- 5 sty s

elder 11
Treasure: None trying, only the grome Ilienthen
Alignment: Usually neutral Quickfingers manaqed to enter the
Advancement: Small 3 HD (Small), medium 4-7 HD

(Medium-size), large 8—15 HD (Large), huge
16-20 HD (Huge), greater 21-23 HD (Huge),

elder 24+ HD (Huge)

A

ture is below freezing. Temporary damage
returns at the rate of one point per day.

Skills: Ice elementals receive a +8 racial
bonus to Swim check to avoid hazards. This
is included in the above stats.

Snuff Flames (Ex): The elemental’s
touch puts out torches, campfires, exposed
lanterns, and other open flames of nonmag-
ical origin if these are of Large size or small-
er. This causes the elemental one hit point of
damage. The creature can dispel magical
fire it touches as dispel magic cast by a sor-
cerer whose level equals the elemental’s Hit
Dice total. Touching magical fire in this
manner causes the ice elemental one hit
point of damage per level of the spell it
attempts to dispel. This damage is in addi-
tion to any damage caused by actually
touching the fire. The elemental’s Cold
Subtype does not double the damage from
snuffing flames.

[CE ELEMENTAL SIZE TABLE

ELEMENTAL HEIGHT WEIGHT
Small 4 ft. 34 1b.
Medium 8 ft. 280 1b.
Large 16 ft. 2,250 1b.
Huge 32 ft. 18,000 Ib.
Greater 36 ft. 21,000 Ib.
Elder 40 ft. 24,000 Ib.

ICE ELEMENTAL, LARGE

Damage Reduction (Su): A Large ice
elemental ignores 10 hit points from most
weapons and natural attacks. A +1 weapon
or better negates the ability.

Ice ELEMENTAL, HUGE

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +2 weapon or better
negates the ability.

ICE ELEMENTAL, GREATER

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +2 weapon or better
negates the ability.

ICE ELEMENTAL, ELDER_

Damage Reduction (Su): The creature
ignores 13 hit points from most weapons and
natural attacks. A +3 weapon or better

negates the ability.

hermit’s ice caves, maneuver past the
living glacier quardians, navigate
the mazes that did not exist, and
impress the giant with his wit, skills,
and Fravade. Quickfingers is said to
have learned many mystical secrets
from the hermit.

& In the a(eytlls of winter, many
communities celebrate a holiday
dedicated to the cold beaunty and power
of winter. On that day only, frozen
waterfalls become gates to A
dimensional ice realm. In this realm,
fantastical ice creatures walk. and
live, and hold a beautiful but colq
conrt dance. It is said that those who
observe courtly etiquette and Admire
the beauty of the event may be
rewnrded, but those who touch
anything in the realm risk shattering
its beauty and earning the ire of its
artisans. Those who bring flames into
the winter palace at the heart of the
realm are set upon by ice elementals

At once.



7'%2 worst ﬁeezas af the northern
fl

nins have proquced fearsome
elemental predators called ice Lions.
They are the embodiment of the killing
cold of the winter tundra, and roam the
ice fields, slaving any that cross their

ICE LION

e

Hit Dice:

Large Elemental (Air, Cold)
7d8+21 (52 hp)

prth. Entire villages have been wiped Isniti":itive: ;(2) iﬂ?ex)
; 2 ] peed. :
aut]717 A smaltl frw(e (7]C1CE Lions, lem/mg AC: 17 (~1 size, +2 Dex, +6 natural)
nﬂtfting ]mtfrazen corpses Ang shredded Attacks: Bite +9 melee, and 2 claws +4 melee
dwellings. When the roar aft[u: iceilion Damage: Bite 1d8+5, claws 1d6+2 each
ARSI o T ) Face/Reach: 5 ft. x 10 ft./5 ft.
- & Special Attacks: Aura of Cold

their fires and stay indoors.

Special Qualities:
Saves:

Darkvision 60 ft., Immunities, Fire Vulnerability
Fort +5, Ref +7, Will +2

Tee Lions Look. Like ice sculptures of Abilities: Str 20, Dex 14, Con 16, Int 2, Wis 10, Cha 10
lmge cats, all Simr? fmts ang Skills: Listen +3, Move Silently +5, Spot +6
glittering reflection, stretching 10 to 12 Feats: Track

‘ its head to the base of the tail Climate/Terrain: Cold plains
fze ﬁ . : f . Organization: Solitary or pride (2-5)
TIwJ; typically develop manes of frost Challenge Rating: 7
around their heads, as the moisture fram Treasure: None
the air crystallizes on their bodies. Their Alignment: Usually neutral evil
Advancement: 8-9 (Large), 10-12 HD (Huge)

teeth and claws are razor sharp, And
over six inches Long.

ADVENTURE SEEDS

RoWhile crossing & cold tundra, the

b

Aura of Cold (Su): Ice lions radiate cold within a 5-foot area of themselves. Those who

have spent one round in this area must, on each subsequent round, make a Fortitude save

(DC 16) or suffer 1d4 cold damage.
Cold Subtype: The creature is
immune to cold damage. It takes
double damage from fire
unless the fire attack allows

party is caught in a terrible blizzard.
With no shelter and dwindling supplies,
they are forced to proceed through the
hetlish cold and wind. /s they weaken,
they find themselves stalked from a
distance by a pride of ice Lions. With
their energy flagqing, and the cold
seefing into their bodies, t[wl; must 7@3}:

a saving throw for half '
damage, in which case it
takes half damage on a .
successful save and dou-
ble damage on a failed
save.

Elemental: An ele-
mental is immune to

constantly in motion, or run the risk. af
their pursuers clasing in far the kall.

: . poison, sleep, paralysis,
N thlﬂga owtae o shore af and stunning. Elementals

the sea is laakinﬁfar A strong group Vf are not subject to critical hits
o 4 oy " i tA&ka ODrarkvfiZ?Oilkl?v;gth aarrlaclln © }:tl"vgo
mafa 5 Mu(f L LE into the harbor, feet. A slain elemental fan—

A huge ice Lion comes down from the

north to terrorize the village Sfor the
entire winter. #unting fmties Are
consumed, the palisade is Assaulted, and
children are found frozen in their beds.
This has been going on for five years, and
emgft is anaug[u They offer great riches

not be raised or resurrected,
although a wish or miracle
spell can restore it to life.

Feats: Ice lions receive
Track free as a racial bonus.

Skills: Ice lions get a =
+2 racial bonus to Listen -
and Spot checks. This is

4 > X included above.
to the brave warriors whe will winter

with them and slay the monster that
haunts the icy nig[»ts.



Medium-Size Elemental (Cold)

Hit Dice: 7d8+7 (38 hp)
Initiative: +4 (Dex)
Speed: 50 ft.
AC: 19 (+4 Dex, +5 natural)
Attacks: 2 claws +6 melee, or Ray of Frost +13 ranged
Damage: Claws 1d4+1 each, Ray of Frost 1d3 cold
Face/Reach: 5 ft. x5 ft./5 ft.
Special Attacks: Armor Damage, Ray of Frost
Special Qualities: Darkvision 60 ft., Immunities
Saves: Fort +6, Ref +6, Will +4
Abilities: Str 13, Dex 19, Con 13, Int 10, Wis 14, Cha 16
Skills: Hide +9, Intimidate +8, Listen +8,
Move Silently +12, Spot +8
Feats: Weapon Finesse (claws)
Climate/Terrain: Cold mountains or plains
Organization: Solitary, pair, cluster (2—5), or large cluster
(5-20)
Challenge Rating: 5
Treasure: No coins, standard goods, standard items
Alignment: Always neutral evil
Advancement: 8—13 HD (Medium-size), 14—21 HD (Large); or

by character class (ranger)

A

Ice Stalkers prefer stealth and ambush to a
straightforward attack. They lurk, shark-like, in
the ice and snow, waiting for their chosen target
to weaken from exposure, and then surrepti-
tiously use their Ray of Frost ability as often as
possible from a point of concealment before
engaging in melee; this
generally exhausts the
magical healing of its
target before the real
fighting begins. If they
are strongly opposed,
they break and lose
themselves in the snow
and ice, only to return
later for a second
attack. A character
has a +4 bonus to Spot
a hidden ice stalker
employing its Ray of
Frost.

Armor Damage
(Su): On a successful
claw attack, the ice
stalker may damage the armor of the target in
addition to doing normal damage. The victim
must make a Fortitude save (DC equal to 10 +
half of the ice stalker’s HD) or its armor bonus
is reduced by 1. Untl the item is completely
destroyed, it may be repaired by a mundane
craftsman or through the use of a mend spell.

Each casting of mend restores one armor bonus
point to an item. Magical armor and natural
armor are not affected by this ability.

Cold Subtype: The creature is immune to
cold damage. It takes double damage from fire
unless the fire attack allows a saving throw for
half damage, in which

case it takes half dam-
age on a successful
save and double dam-
age on a failed save.

Elemental: An
clemental is immune
to poison, sleep, paral-
ysis, and stunning.
Elementals are not
subject to critical hits
or flanking and have
Darkvision with a
range of 60 feet. A
slain elemental cannot
be raised or resurrect-
ed, although a wish or
miracle  spell  can
restore it to life.

Ray of Frost (Sp): Ice stalkers can cast ray
of frost as a 2nd-level caster as a standard action
once per turn. The range is 30 feet, and it does
1d3 points of cold damage on a successful
ranged attack.

W[um the chill of winter deepens,

the ice stalkers step across the
threshold from their own frozen realm.
During the ancient time of the Great
Tce, much af the world }elmgu{ to them.
Their hatred for those who usurped their
claim when the glaciers retreated is deep
and implacable.

A ice stalker is gannt and man-
shaped, & hunch-backed figure composed
entirely of ice. Long arms end in cruel
talons that seem to glitter. The heart of
anice stalker is & frozen chunk. of the
ancient, rime-filled ocean from whence
the creatures originated. Its malicions
face has a mane of icicles in place of
havir and beard. 0nly the eves of the ice
stalker show some semblance of Life.
Ench contnins the blue-white sparkle of
light reflected off of ice and snow.
Sometimes partinlly visible within the
body of the ice stalker are jewels, magic
items, or trinkets 0f little worth that it
has taken from its victims.

When an ice stalkers is slain, it
eVAporAtes except Sfor its heart, which
melts into & salty sturry. This is the
essence of each individual. If it is
collected and strewn into the frigid se,
or over 71Miml ice, A new stalker will
rise there, the memories of the slain one
Jresh in its frozen mind. And revenqge is &
dish best served cold.

ADVENTURE SEED

& During /&Htterly cold winter, A
stealthy invasion of ice stalkers qoes
unnoticed for some time; Locals accept
the increase in winter-Killed Livestock.
as the natural result of the season. But
starvation sets in as Animals begin to
freeze inbarns and travelers are found
Jrozen in mid-step, their clothing and
armor shattered. More ice stalkers pour
into the region, drawn by the cold and
slavghter. And the more ice stalkers, the
longer winter Lasts. The ice stalkers
betieve that if they can replace all
wirmblood life, the cold need never
retreat. And then nor would the ice
stalkers.



@rmtea( by magicians who crave

;xaliticnl power, infiltrﬂbtﬂrs Are
prized for their ability to work their
wAY into A society ’s 7m/emmmml
structure and subtly do away with
key ;m}lic figures. Infiltrators are
intelligent constructs shaped in the
imaqe of & particular individual,
qenerally with the qoal of replacing
him o her. Other infiltrators take the
7m’5e af A }Jalitiml ﬁgure’s Loved one,
and Are used As spies. In short, the
infiltmtar’s true purpose is one af
deception. Some infiltrators Are even
unawnre of their exceptional nature:
these “dormant” creatures
uncmsciuuslt; infiltmte A political
structure, until one a(m7 their master
emerqes from the shadows and reveals
their true nature using A
predetermined command word. It is not
impassi}le Jor an infiltrator copied
Jrom A qood-hearted individual to
develop n conscience and even
experience remorse, but it still is

compelleq to obey its master.

Once created, the infiltrator
possesses the personality, appearance,
manners, and even the memories of the
person it is destined to replace. With
its maqical strengtk, mesmerizing
qAze, and poisonous touch, the
infiltrator is & very capable spy, able
to ensily neutralize and take the
}Jlm af nemly anyone, mﬂking ita
very powerful tool of subtle political

destruction.

Hit Dice:

Medium-size Construct

7d10 (38 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 17 (+1 Dex, +6 natural)

Attacks: Poison touch +9 melee, or rapier +9 melee,
or dagger +6 ranged

Damage: Poison touch (special), or rapier 1d6+4,
dagger 1d4+4

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Charming Gaze, Poison

Special Qualities:

Damage Reduction 5/gold, Darkvision 60 ft.,

Hidden Purpose, Immunities

Saves: Fort +2, Ref +3, Will +2

Abilities: Str 18, Dex 13, Con —, Int 10, Wis 11, Cha 14

Skills: Bluff +8, Disguise +2 (+12 to impersonate their
double)

Climate/Terrain: Any land and underground, often urban areas

Organization: Solitary

Challenge Rating: )

Treasure: Standard

Alignment: Any (determined at construction)

Advancement: 8-18 HD (Medium-size)

XN

Charming Gaze (Su): At will as a
standard action, the infiltrator can charm a
humanoid by looking into his or her eyes as
per the spell charm person cast by a 7th-
level sorcerer. This ability follows the rules
for gaze attacks, except that the infiltrator
must take a standard action, and those only
looking at it are not charmed. Anyone tar-
geted by the infiltrator in such a way must
succeed at a Will save (DC 13) or be unable
to cause the infiltrator or her master any
harm for the next 12 hours. The afflicted
character considers the infiltrator to be a
good friend, but will not necessarily go as
far as attacking his or her party members.
The ability has a range of 10 feet. It is a
mind-influencing ability.

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive

damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet.

Damage Reduction (Su): An infiltra-
tor ignores 5 hit points from most weapons
and natural attacks. A gold weapon, or a +1
weapon or better negates the ability.

Hidden Purpose (Su): The infiltrator
responds to a command word implanted in it
by its master during the creation process.
The command word can be of any length,
from a monosyllabic word to a long sen-
tence. Whenever the infiltrator hears this
command word, it automatically recognizes
the speaker as its master and obeys any
direct order it is given. If specified, it may
not even remember having been contacted
by its master and will unknowingly execute
its task. An unwilling infiltrator may resist its
master if it succeeds at a Will saving throw
(DG 20).

Poison (Su): On a successful touch

attack, the infiltrator’s target must make a
Fortitude save (DC 13). If he fails, he suffers
the poison’s initial damage of unconscious-
ness for 1d4 minutes. Even if he succeeds, he
faces more damage 1 minute later, which he




can also avoid with a successful Fortitude
saving throw. This secondary damage is
unconsciousness for 15 minutes.

Skills: Infiltrators have a +6 racial
bonus to Bluff checks, and a +10 racial bonus
to Disguise checks to impersonate the person
they were built to replace. These are includ-
ed in the stats above.

CONSTRUCTING AN INFILTRATOR

Creating an infiltrator costs 50,000 gp,
including 30,000 gp for construction of the
body. This cost represents the various
incenses, spell components, and other equip-
ment necessary for the enchantment and the
construction of the creature. The creator
must also have successfully used detect
thoughts on the character to be mimicked
once in the last month.

The character’s first task is to create the
body. This requires a mixture of clay, forest
dew, a sphinx’s feather, some pure silver, and
an acorn or a rock for the heart; the creator
must also include a hair of the character he
wishes the infiltrator to mimic. Crafting the
body from the clay and shaping it like a par-

ticular humanoid requires a successful Craft
(sculpture) check (DC 20) and Disguise check
(DC 20).

Once the body has been successtully
assembled, the character attempting the cre-
ation of the infiltrator has to complete the
magic ritual in order to animate the body
and create its personality, memories, and
alignment. This ritual requires the character
to be a spellcaster of at least 10th level, to
have the Craft Wondrous Items feat, and to
spend 15 days in his laboratory working on
the infiltrator, spending about 8 hours per
day without interruptions. If the character
spends less than 8 hours in one day, or if he
skips a day, the whole process has to be start-
ed over. Any gold pieces spend on the failed
ritual are lost, but the body stays intact.

At the end of these 15 days, the creator
must personally cast the following spells:
alter self, bull’s strength, charm person,
cloudkill, detect thoughts, and lesser geas.
The character can cast the spells from differ-
ent sources, such as staves, wands, or scrolls,
but he must do it himself. Then he must
utter the date of birth of the person to be
mimicked by the infiltrator. The ritual costs
the creator 2500 XP.

ADVENTURE SEEDS

A Hernakken s A small mining
village in the cou ntryside. However,
its tranquility seems to have come to
An end As, lutzly, sus;n’cims have
bequn to arise Among the common folk
about the town's newly arrived
sheriff. This sheriff was trained in a
great military academy in &
neighboring city, and has been
dispatched to Hernakken by his
superiors in Accordance with a Long-
standing Arrangement with the town.
But never has someone see him cough,
sneeze, or even eat! What the
villagers do not know is that their
sfwriﬁf, whose strange behavior is
explained by the fact that he is not
human, was not sent 1717 the academy,
but rather ]71/ someone far more
powerful who is interested in
Hernakken's gold mines ...

QO The evil wizard Tiamael is in
qreat need of brave adventurers to
take up A dangerous mission. #He Lacks
0%117 one component to cam;:lete A
powerful mass-slaying ritual — the
Rainbow Drop, a magical crystal
located in the #Haerdrumm cave
cam}alex. unfartuuntely, his cruel
reputation makes even adventurers of
questionable morals wary of him. In
order to get what he wants he creates
an infiltrator named Krisalia, qwing
it the body of a beautiful adventurer.
She has the mandate of infiltrating a
promasing adventuring party, and
leading the adventurers through the
cave complex 5o s to bring the crystal
back. to Tinmael.



7‘7‘4: irrinja spends most of its time
mAsquerAding as & man,

commonly posing as & wilderness quide
or A Lost hunter Looking for his tribe.

When the desert winds rise, however, it

stalks off into the wastes and Lies
amidst the shifting sands, letting its
cover its body. A short time Later, the
sand dune bursts open and the irrinja
steps forth ready to hunt.

The irrinja is & hulking brute,
covered in sandy bristles and spiky
hair. 1t has o muzzled head something
like that of a wild dog, except for its
wet, red eyes and sharp bristles akin to
those of A& hedgehoq or & porcupine. Its
hands are tipped with cruelly curveq
talons, and its feet Are thick and
silent as it pads across the desert.
Despite its bestinl appenrance, the
UTIRJA 15 AS quick. As A snaKe And
moves with a fluid grace.

The irrinja favors a stealthy
approach to fmnting. It tracks down
those who seek. shelter from the desert’s
sandstorms, or who have set up camp
for the day. Once it finds A Likely
Victim, it sneaks close and snatches
him into its maw, dislocating its jaw
and swallowing him Like a snake
swallows an eqq. It then rushes off
into the desert to digest its meal.

If the irrinja is mortally
wounded and Left to die in the desert,
it only remains slain until the next
time it is covered by the desert sand.
Once buried beneath a sand dune, the
irrinj & revives a short time Later,
emerging from its sandy tomb to Aqain
hunt those seeking passaqe across the
desert. After particularly Large
sandstorms, deserts infested by the
irringa Are Very danqerous places to be.

[RRINJUA

LT

o

Hit Dice:

Large Shapechanger
4d8+12 (30 hp)

Initiative: +5 (Dex)
Speed: 30 ft., 40 ft. on all fours,
burrow 20 ft. (sand only)
AC: 17 (-1 size, +5 Dex, +3 natural)
Attacks: Bite +6 melee, and 2 claws +4 melee
Damage: Bite 1d8+4 plus Improved Grab,
claws 1d6+2 each
Face/Reach: 5 ft. x 5 ft./10 ft.
Special Attacks: Improved Grab, Swallow Whole

Special Qualities:

Alternate Form, Darkvision 60 ft., Desert

Master, Pounce, Quadrupedal Movement,
Sand Rebirth, Scent
Saves: Fort +7, Ref +9, Will +7

Abilities:

Str 19, Dex 20, Con 17, Int 14, Wis 16, Cha 10

Skills: Climb +6, Escape Artist +8, Hide +8, Jump +8,
Knowledge (local) +5, Listen +10,
Move Silently +10, Read Lips +7, Spot +9

Feats: Alertness, Combat Reflexes, Multiattack
Climate/Terrain: Desert

Organization: Solitary, pair, or pack (4-10)

Challenge Rating: 5

Treasure: Standard

Alignment: Always chaotic evil

Advancement: By character class (ranger)

A5

Alternate Form (Su): An irrinja can
shift between its natural form and any
humanoid form at will as a standard action if
it is covered completely with sand. An irrin-
ja remains in humanoid form indefinitely,
though to change into its normal form, it
must again cover itself with sand. The abili-
ty is otherwise similar to polymorph self cast
by a 9th-level sorcerer. During sandstorms,
an irrinja disguised as a human traveler or
guide will wander from camp and lie down
to be covered by sand, and then prey upon
its former travel companions. The butcher
bird and other carrion birds of the desert can
sense transformed irrinja as they prepare to
arise; the wise folk of the deserts learn to pay
heed to the butcher bird’s cry, as a warning
that an irrinja may be near.

Desert Master (Ex): The irrinja is
never affected by adverse desert conditions.
For example, it can see through sandstorms,
never feels the effects of heat, and is never

rendered sunblind. Its footing is always sure
over even the loosest sandy slope, and it
never sinks in silt pools.

Improved Grab (Ex): If an irrinja hits
an opponent of at least Medium size or
smaller with its bite and one claw attack, it
deals normal damage and either attempts to
start a grapple as a free action without pro-
voking an attack of opportunity, or it pulls
the opponent into its space without provok-
ing an attack of opportunity and holds him
with a —20 penalty to grapple checks, using
its remaining attacks against other oppo-
nents. A successful hold does not deal any
additional damage, but each successtul grap-
ple check it makes during successive rounds
automatically deals bite and claw damage.

Pounce (Ex): If the irrinja leaps upon a
foe during the first round of combat, it can
make a full attack even if it has already taken
a move action.

Quadruped Movement (Ex): An irrin-

ja may, as a free action, drop anything in its

hands and revert to a four-legged mode of
transportation, increasing its speed to 40
feet. It cannot use its claw attacks while mov-
ing on four legs, and must use a move-equiv-
alent action to stand back on two legs. When




running on all fours,

the irrinja becomes a Large (long)

creature, and its Face and Reach alters to 5
feet x 10 feet/5 feet. The irrinja may also bur-
row at a rate of 20 feet, but may only burrow
through sand. While burrowing, it cannot
use its claws to attack.

Sand Rebirth (Su): The irrinja gains
sustenance from the desert sands, even when
slain. Any dead irrinja, even one reduced to
scattered bones, that is completely covered
by desert sand is subject to an effect identical
to true resurrection wherever its skull lies. If
the irrinja is merely wounded, it regains 3 hit
points per round that it is covered by desert
sand and not burrowing.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Shapechanger:
Shapechangers have Darkvision
with a range of 60 feet.

Skills: Irrinja receive a +5 racial bonus
to Listen and a +3 racial bonus to Move
Silently checks. They take a —4 size penalty
to Hide checks. These are worked into the
skills above.

Swallow Whole (Ex): If the irrinja
makes a second successful grapple check
after a grab, it swallows its prey, which can
be up to Medium size. Damage is 1d6+3
points of acid damage per round. A swal-
lowed creature can cut its way out by using
claws or a Small or Tiny slashing weapon to
deal 20 points of damage to the stomach (AC
20). Once the creature exits, muscular action
closes the hole; another swallowed opponent
must again cut its own way out. This irrinja’s
stomach can hold one Medium, two Small,
four Tiny, eight Diminutive, or sixteen Fine
or smaller opponents.

ADVENTURE SEEDS

& Along a desert pilgrimage route, A
quild of quides based in A remote
outpost has been slowly replaced by A
pack. of irrinja. Pilgrims and travelers
who engaqe their services never reach
their destinations. A brotherhood of
tribal shamans is in A fervor, And its
members have started accosting
stranqers on the pilgrimage route in
an attempt to uncover the source of
the }:raﬁlzm. The PCs are unfartunﬁt&
enough to become victim to these
tribal raids as they travel across the
desert. Will they fall victim to
religious zealots, or discover that the
quidesman’s guild is & haven for the

irrinj as

& After years of self-involved
adventuring and spell research, an olq
wizard has taken up residence in A
town on the edge of & far]‘n’a{t{ing desert.
The wizard offers cheap teleportation
to those wishing to cross this desolate
wasteland, perhaps wishing to do some
qood near the end of his Life. The
irrinja packs who wander there have
heard of this turn of events, and know
that the wizard's charity may affect
their food supply. They have sent for
their grisly champion, An Assassin-
monk. irrinja called the Eater of
Dreams. Rumors af the ensuing
showdown have spread far and wide.
When the PCs stumble into this clash,
will they quard the wizard, or go
hunting the Eater of Dreams? If they
do nothing, the wizard will be slain
by the martinl prowess of the Enter of
Dreams, and the desert will once aqain
become a place of woe and dread.



C ike all galems, jeu/el 5alem§ Are

mAgicAl Automatons imbued
with grent power and created for a
specific purpose. Their existence is
conjured forth through the use of
incredible mystic enerqy And
elemental forces. But unlike
traditional golems, which are imbued
with an earth S}Jirit, jauiel 7alems Are
powered by air spirits. The process of
creating the golem traps the
unWilling S?irit within its zkrtificinl
body, and binds it to the arcane
purpose for which it has been created.

Asa 7amzml rule, jeu/el galems
have the appearance of stim
humanoids made from a specific
qemstone. Aquamarine, dinmond,
emerald, m]n;, and sapphire golems
have translucent, well-cut figurzs
that 910!47 with A saft inner ligf»t,
qiving them A beauty that belies their
tremendous physical strength. The
other faur jew"al 7alams — jM(a, afml,
pearl, and bloodstone — tend to have
somewhat bulkier figures, and have
the appenrance of polished stone.

Traditional golems are slow, steady
fighters, gaining in strength and
endurance what they Lack. in speed and
ma}ility.]zu/el qolems, on the other
hand, combine their immense physical
strength with & potent speed — A
dendly combination that has often
spelled the doom of those who would
stand aqainst them upon the
battlefield. But though they are
physically powerful, when jewel golems
are successfully damaged they do not
suffer it well — chipping and cracking
rapidly worsens until their entire
crystalline structure shatters, releasing
the air spirit that once drove them.

Those who would hunt jewel
qolems with dreams of claiming the
wondrous gems Left after their
destruction are met with nothing but
disappointment. The destruction of A
Jewel golem not only exhausts the
arcane energies that powered the

Medium-Size Construct

Hit Dice: 4d10 (22 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 22 (+2 Dex, +10 natural)
Attacks: Slam +7 melee
Damage: Slam 1d6+6
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities:

Construct, Damage Reduction 10/+1,

Darkvision 60 ft., Immunities, Magic Immunity,
Protection from Elements, Reconstruction,
Spell-like Abilities, Golem Wish

Saves: Fort +1, Ref +3, Will +1

Abilities: Str 18, Dex 14, Con —, Int 11, Wis 11, Cha 14
Climate/Terrain: Any land or underground

Organization: Solitary or gang (2—4)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral good

Advancement: 5-8 HD (Medium-size), 9—15 HD (Large),

16-25 HD (Huge)

=

AQUAMARINE GOLEM

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet. (Note that jewel
golems remain immune to mind-influencing
effects, even though they are generally pos-
sessed of greater intelligence than traditional
golems.)

Golem Wish (Sp): Once per month, an

aquamarine golem can grant a wish made
by any sentient creature. The golem will only

grant this boon to those it considers particu-
larly worthy of reward — selfless wishes are
also more likely to be granted than selfish
ones. This effect is in all ways identical to the
wish spell, with the following exceptions:
first, aquamarine golems can only grant one
wish to a person in their lifetime. Once a
person has received a wish from an aquama-
rine golem, that individual cannot receive
another wish from any aquamarine golem,
ever again. Second, the golem does not have
to pay the XP costs or material component
costs that may be associated with a wish
spell.

Magic Immunity (Ex): Aquamarine
golems are immune to all spells, spell-like
abilities, and supernatural effects except as
follows. Sonic attacks (such as that inflicted
by a shatter spell) do half damage, with a
Fortitude save for no damage.

Protection from Elements (Su): The
presence of an aquamarine golem grants all
creatures and objects within 20 ft. (including
the golem itself) the benefits of a protection
from elements spell against acid, cold, fire,
electricity, and sonic attacks. This effect can




absorb 240 hp per day, after which damage
is taken normally. A dispel magic or similar
effect will suppress this abililty for a number
of rounds equal to the caster’s level, but only
if the golem fails a Will save (DC 10 + spell
level + caster’s ability bonus). The golem can
choose to withhold this protection from a
creature or object within range at will.

Reconstruction (Su): Even if it is shat-
tered into a thousand pieces, an aquamarine
golem will still regain 2 hit points per day, as
the pieces of the golem are slowly drawn
back together by the powerful magical force
that animates it.

Spell-like  Abilities: Aquamarine
golems can use the following spells as if cast
by a 10th-level cleric. The DC to resist these
abilities is 10 + the spell level.

At Will — bless, detect good, remove disease

CONSTRUCTING AN -
AQUAMARINE GOLEM

The birthing gem of an aqua-
marine golem must be an aquamarine worth
at least 10,000 gp. This stone, after being cut
with exacting precision, must then be etched
with magic runes using the acidic blood of
the blue viper — a rare giant snake that can
only be found in the depths of the southern
jungles. This blood must then be washed
from the gem in the waters of the morning
tide. The golem costs 50,000 gp to create,
which includes the cost of the birthing gem.
Preparing the gem requires a successful
Craft (gemcutting) or similar skill check (DC
15).

The creator must be of 17th level or
above and able to cast arcane spells.
Completing the ritual drains 1,000 XP from

the creator and requires geas/quest, poly-

morph any object, protection from ele-
ments, and wish (x2).

As noted above, an aquamarine

golem can mnever truly be

qotem’s mystic Life, it also drains the
very essence of the stone itself, leaving
nothing but a cracked, brittle
structure that crumbles to worthless
dust at the slightest touch.

AQUAMARINE
GOLEM

q guamarine jewel golems are the
pate blue of a clear sen above
white sand, with the appearance of A
well-cut gem. T hey are the smallest of
the “cut” jewel golems, and those who
qAze into their depths are often met
with the sight of incredible beauty —
the reflective patterns of lig[»t seem to
have a meaning and purpose all their
own. T} [w17 possess no fminl fmtu res,
yet those that meet them are often
left with the impression of A friendly
grandfather smiling down upon them.
They possess no mouths, but their deep,
reverberant voices seem to speak.
directly to the soul.

Aguamarine 5alzms Are aftm
ffm nd Mﬂmn{ Sf»i}:s, which is their
preferred mode of travel. Sailors who
know of the aquamnrines never deny
them passaqe, for they are seen as good
tuck. This reyumtian is not unearned,
for aquamarines have been bound to
their form to offer aid and succor to
any who are worthy of it — a
Judgment they often make with the
wid of their maqical abilities. Though
they are often distant and mysterious,
they are known as qood traveling
comrades. It is said by some that in
their journeys the aquamarine qolems
seek. for wmet[u'ng; }Jerimfs the
Ancient }irtkflnce of the “qolem
race,” A lost mzkgiml Mecca where the
secrets of the Jewel golems were first
researched and discovered. If such o
t[u’ng is true, the golems themselves
have never spoken of it.

A'ﬂmmmina 9alzms Are mmh7
involved in compat — they do not seek.
it out, and their Lives seldom lead



others to engaqe in Pattie with them.
In fmt, when fmea( with the prospect
of unsheathed arms, they often do all
that they can to avoid or escape the
situation. If t[»isfm'ls, however, the
Agquamarine golem is not without A
potent arsenal of magical effects.

ADVENTURE SEED

A& The um{istingwisfw;{ minion of &
villain the PCs faugi»t in the past
suddenty becomes A powerful warlord
Almost OVamiglrlt. This sorcerer’s troops
have captured the capital city, and
are well on the way to utter
domination of the realm. At the heart
of his success, though, is an elaborate
hoax. After having originally tricked
A wish from a wandering aquamarine
golem by disquising his alignment
mﬂgicnllt;, and so failing the 7al£m’s
divinations, the sorcerer now holds the
oblivious qolem on A sailing ship
crewed by paid Actors with
instructions not to return to port. He
presents his own alignment-disquised
lackeys to the golem every month to
make wishes on his behalf, always
with A carefully-planned, plavsible,
and heart-rending story. Though
AGUAMATINE 7alems Are usunllv
immune to magic, the sorcerer’s
manipulations have always affected
the creature’s environment and other
peaple, rather than the 7alem itsalf.
The PCs must discover this charade
and release the aquamarine golem
from its unwitting captivity ... then
convince it to put things back. to
riq[»t.

BLOODSTONE
GOLEM

bloodstone qolems are the
Largest of the jewel qolems —
tlm? are hu Lking monstrosities of gray
stone, Laced with veins of red. The
averaqe bloodstone golem stands
approximately 12 feet tall and weighs

Large Construct

Hit Dice: 18d10 (99 hp)

Initiative: +1 (Dex)

Speed: 20 ft.

AC: 27 (—1 size, +1 Dex, +17 natural)

Attacks: Slam +21/+16/+11 melee

Damage: Slam 2d6+13 plus 1d6 fire

Face/Reach: 5 ft. x 5 ft./10 ft.

Special Attacks: Heat

Special Qualities: Damage Reduction 30/+2, Darkvision 60 ft.,
Immunities, Invisibility, Magic Immunity,
Spell-like Abilities

Saves: Fort +6, Ref +7, Will +5

Abilities: Str 29, Dex 12, Con —, Int 6, Wis 9, Cha 10

Feats: Power Attack, Sunder

Climate/Terrain: Any land or underground

Organization: Solitary or gang (2—4)

Challenge Rating: 15

Treasure: None

Alignment: Always neutral

Advancement: 19-23 HD (Large), 2442 HD (Huge)

A

destroyed through physical means. The only
way in which an aquamarine golem can be
permanently destroyed is if a person to
which it has granted a wish wishes for its
destruction or freedom. This action results in
the breaking of the magical bonds that
maintain the golem, allowing the spirit that
animates it to return to the Elemental Plane
of Air.

BLOODSTONE GOLEM

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or

less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet. (Note that jewel
golems remain immune to mind-influencing
effects, even though they are generally pos-
sessed of greater intelligence than traditional
golems.)

Damage Reduction (Su): The creature
ignores 30 hit points from most weapons and
natural attacks. A +2 weapon or better
negates the ability.

Feats: Bloodstone golems receive Power
Attack and Sunder free as racial bonuses.

Heat (Su): At will, a bloodstone golem
can superheat its body. Anyone touching the
golem suffers 1d6 points of fire damage per
round. Similarly, creatures who are struck by
the bloodstone golem while its heat ability is
in effect suffer 1d6 points of fire damage in
addition to it standard slam damage. If the
bloodstone golem takes cold damage while
its Heat ability is in effect, the first 6 points
of cold damage are negated, but the damage
dealt from the Heat ability is temporarily

reduced by the same amount for one round.




DIAMOND GOLEM R

Medium-size Construct

Hit Dice:

25d10 (137 hp)

Initiative: +9 (+5 Dex, +4 Improved Initiative)
Speed: 40 ft.

AC: 40 (+5 Dex, +25 natural)

Attacks: Slam +25/+20/+15/+10 melee
Damage: Slam 2d6+10 plus 1d6 cold
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Cold, Supreme Cleave

Special Qualities:

Damage Reduction 30/+2, Darkvision 60 ft.,

Immunities, Magic Immunity
Saves: Fort +8, Ref +13, Will +8

Abilities:

Str 25, Dex 21, Con —, Int 12, Wis 10, Cha 10

Feats: Cleave, Great Cleave, Great Fortitude,
Improved Initiative, Power Attack

Climate/Terrain:
Organization:

Any land or underground
Solitary, squad (4—6), or mixed gang (1 ruby,

2—4 pearl or diamond golems)

Challenge Rating: 12
Treasure: None
Alignment:
Advancement:

Always neutral
26-30 HD (Medium-size), 31-50 HD (Large)

e

For example, if a golem suffers 5 points of
cold damage it will not take any damage, but
anyone suffering the effects of the Heat abil-
ity in the following round will only take
1d6-5 points of damage from it. Similarly, if
the golem were to suffer 10 points of cold
damage, it would negate 6 of those points
and so take only 4 points of damage; anyone
suffering the effects of its Heat ability in the
following round would take 1d6—6 points of
damage from it. The Heat ability always
inflicts at least 1 hp of fire damage. A dispel
magic spell or similar effect will suppress the
Heat ability for a number of rounds equal to
the caster’s level, but only if the golem fails a
Will saving throw (DC equal to 10 + the spell
level + the caster’s relevant ability bonus).

Invisibility (Sp): A bloodstone golem
can turn invisible at will as if using an
improved invisibility spell cast by a 10w-level
sorcerer. A dispel magic spell or similar effect
will affect this ability normally, despite the
golem’s Magic Immunity.

Magic Immunity (Ex): Bloodstone

golems are immune to all spells, spell-like
abilities, and supernatural effects, except as

follows. Dispel magic will affect their Heat
and Invisibility abilities (as described above).
Any spell that inflicts damage through the
use of negative energy, such as harm or
inflict minor wounds, does normal damage.

Spell-like Abilities: This creature can
use the following spells as if cast by a 17th-
level caster. The DC to resist these abilities is
10 + the spell level.

1/day — mass heal

5/day — heal, regenerate

10/day — cure serious wounds

15/day — cure light wounds

CONSTRUCTING A
BLOODSTONE GOLEM

The creation of a bloodstone golem
requires a birthing gem worth 3,000 gp. This
stone must be cut into a flat disc, and then
polished to a bright shine using a rare, pur-
ple jeweler’s rouge that can only be found in
the deepest mines of the northern dwarves,
and the blood of the cleric sacrificing himself
for the golem’s creation. The golem costs

around 5,000 pounds. Its Limbs and
torso Are mAassive And smooth, And
usually shine as if freshly polished.

Bloodstone qolems are created
from the blood of & priest and bound to
holy places. On the one hand, they are
known as fierce quardians and
protectors of such places. On the other,
they are also respected for their
incredible healing powers, which are
said to come from the sacrificial blood
from which. they are born.

Bloodstone qolems will only enter
combat if they feel the holy place
they are charged with quarding is
threatened in some way. If that
happens, however, they are
imylmwﬁle in their fury. Their first
Action upon antﬂring combat (or
preparing to enter combat) is to turn
invisible. They may also superhent
their own }70‘(17, unless tlrla; fael that
this may compromise their advantage
af su rfrise. From that ;vaint farwvm{,
they simply rely on their immense
physical power and the inability of
their foes to effectively injure them.

ADVENTURE SEED

o While the PCs are racupemting
fram their most recent adventure,
they are approached by & man namedq
Elijah. Elijah is an honest man who
tells them A fwrn'fic story: his brother,
Cardin, A simple priest, was
Kidnapped by an evil maqe, who
sacrificed Cardin in order to create A
dark bloodstone golem. Elijah wants
that golem destroyed, and his brother
M/engea{.

When the PCs discover that
Cardin has willingly sacrificed
himself for the creation of the
bloodstone qolem, the characters face a
moral conundrum: if Cardin
willingly sacrificed himself, what
right does his brother have to demand
the destruction of the bloodstone qolem
he died to created



DIAMOND GOLEM

Dimmm:{ Jewel qolems are fast,
stnmg, and resilient. T[wy Are
possessed of the clear, faceted perfection
of the gem from which they are
created. Tn the heat of combat, they

are often observed to glow from within
with & faint Light of cold blue.

unlike many other jewel golems,
the physical shape of & dinmond golem
can vary greatly. But whether they
have the appearance of a massive,
[u:m/y ~set 5wm(, or A slim, well-~
chiseled soldier, their virtues remain
unchanged — and their potency in
combat is unaltered. A squad of
dinmond golems is & sight to be feared
on Any battlefield.

Dinmond qolems were designed for
A single purpose: combat. Although
they do not possess many maqical
qifts, the strenqgth of the diamond
qolems exists in their natural
attrifutes: their bodies possess ALl the
endurance, Strengtﬁ, and fortitude of
the dinmond itself, combined with a
fierce speed made flﬂSSi}?l& ]717 the purity
of magical enerqy that the dinmond is
capable of holding.

Over the centuries, evil
spellcasters seeking to expand their
dominion have tampered with the
design of the jewel golems. One of the
most potent fruits of this research is a
variant of the diamond jewel golem
Fnown as the ploodrush golem.

ADVENTURE SEED

o A string of freakish, brutal
murders has recently struck. the city
in which the PCs are smying. The
killer lying behind these murders is &
free bloodrush golem that has,

unfartu nwtelv, gone insane: it is
f?mtﬂlly murdering its victims for the
intense rush. of drug-like pleasure
that each Killing gives it.

100,000 gp to create, which
includes the cost of the birthing
gem. Preparing the gem requires a
successful Craft (gemcutting) or sim-

ilar skill check (DC 17).
The creation of a bloodstone golem also

requires both an arcane spellcaster and a
divine spellcaster. The arcane spellcaster
must be 15th level or above. The divine spell-
caster must be 5th level or above. During the
completion of the creation ritual, the divine
spellcaster willingly sacrifices himself: his
blood, when spilt on the birthing gem, serves
as the foundation on which the matrix of the
golem’s body is spontaneously constructed.
Completing the ritual drains 2,000 XP from
the arcane spellcaster and requires improved
invisibility, limited wish, and polymorph any
object.

A bloodstone golem is bound for all
eternity to the protection and service of a
single holy site, relic, or similar subject of
religious importance. This focus is chosen
by the divine spellcaster at the moment of
his sacrifice.

In some dim corners there are whispers
of attempts to create dark bloodstone golems
with the blood of unwilling sacrifices. Many
say that these attempts fail, consuming the
would-be creator in a backlash of his own
bloodlust. Others, however, whisper of
bloodstone golems created for no other pur-
pose than the service of their murderous cre-
ators. A dark bloodstone golem should
replace the bloodstone golem’s cure and heal
abilities with equivalent inflict and harm
abilities, and raise its CR by 1.

DiaMoND GOLEM

Cold (Su): At will, a diamond golem
can make its body extremely cold. Anyone
touching the golem suffers 1d6 points of cold
damage per round. Similarly, creatures who
are struck by the diamond golem’s slam
attack while its Cold ability is in effect suffer
1d6 points of cold damage in addition to the
normal slam damage. If the diamond golem
takes fire damage while its Cold ability is in
effect, the first 6 points of fire damage will be
negated, and the golem’s Cold effect damage
is reduced for one round by a number of

points equal to the fire damage negated. For
example, if a golem suffers 5 points of fire
damage, it will not take any damage, but

anyone suffering the effects of its Cold abili-
ty in the following round will only take
1d6—5 points of cold damage from it.
Similarly, if the golem were to suffer 10
points of fire damage, it would negate 6
points leaving it to take 4 points of fire dam-
age, and anyone suffering the effects of its
Cold ability in the following round would
take 1d6—6 points of damage from it; the
minimum damage the Cold ability can do is
1 hp. Dispel magic or s similar effect will
suppress the Cold ability for a number of
rounds equal to the caster’s level, but only if
the golem fails a Will saving throw (DC
equal to 10 + spell level + caster’s relevant
ability modifier).

Construct: Constructs never have
Constitution scores. A construct is immune to
mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and
necromantic effects. Constructs cannot heal
damage on their own, though they can be
healed. A construct is not subject to critical
hits, subdual damage, ability damage or drain,
or energy drain. It is immune to any effect that
requires a Fortitude save (unless the effect also
works on objects). A construct is not at risk of
death from massive damage, but when
reduced to 0 hit points or less it is immediate-
ly destroyed. Since it was never alive, a con-
struct cannot be raised or resurrected.
Constructs have Darkvision with a range of 60
feet. (Note that jewel golems remain immune
to mind-influencing effects, even though they
are generally possessed of greater intelligence
than traditional golems.)

Damage Reduction (Su): The dia-
mond golem ignores 30 hit points from most
weapons and natural attacks. A +2 weapon
or better negates the ability.

Feats: Diamond golems receive Cleave,
Great Cleave, Great Fortitude, Improved
Initiative, and Power Attack free as racial
bonuses.

Magic Immunity (Ex): Diamond
golems are immune to all spells, spell-like
abilities, and supernatural effects, except as
follows. A dispel magic will affect their Cold
ability (as described above). Sonic attacks,
such as that inflicted by a shatter spell, do
half damage, with a Fortitude save for no
damage.

Supreme Cleave (Ex): A diamond
golem has the ability to take a 5-foot step
before making a Cleave or Great Cleave
attack.




EMERALD GOLEM

Medium-size Construct

Hit Dice: 6d10 (33 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 20 (+2 Dex, +8 Natural)
Attacks: Slam +7 melee

Damage: Slam 1d6+4

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Automatic Counterspell, Spells

Special Qualities:

Damage Reduction 5/+1, Darkvision 60 ft.,
Immunities, Magic Immunity

Saves: Fort +2, Ref +4, Will +2

Abilities: Str 16, Dex 14, Con —, Int 19, Wis 10, Cha 10
Climate/Terrain: Any land or underground

Organization: Solitary or gang (2-4)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: By character class (wizard)

A

CONSTRUCTING A DIAMOND GOLEM

The birthing gem of a diamond golem
does not need to be possessed of particular-
ly exemplary attributes; any diamond
worth at least 1,000 gp will usually suffice.
It is believed that this process was a delib-
erate compromise between the greater
power potentially possible if stones of high-
er quality were used, and the advantage of
being able to easily turn out large numbers
of diamond golems. The golem costs 50,000
gp to create, which includes the cost of the
birthing gem. Preparing the gem requires a
successful Craft (gemcutting) or similar skill
check (DC 15).

The creator must be of at least 14th level
and able to cast arcane spells. The ritual
must be completed at precisely the hour of
noon — a time at which the magical essence
of a diamond is said to be at its most potent.
It drains 1,000 XP from the creator and
requires polymorph any object and limited
wish.

The bloodrush golem differs from the
diamond golem in five ways:

* A bloodrush golem costs 50,000 gp to
create, and requires a birthing gem
worth at least 5,000 gp.

* Bloodrush golems possess sharp, dia-

mond-hard spikes on the backs of their

hands, allowing them to do 2d10+10
points of damage with their slam attack.

A bloodrush golem lacks the Cold abili-

ty of a diamond golem. It also lacks the

blue glow that the traditional diamond
golem possesses during combat.

A bloodrush golem possesses the super-

natural ability to Bloodrush: when a
bloodrush golem strikes with its spikes, it
is capable of automatically absorbing
spilt blood from its hapless victim. A
bloodrush golem is then able to use this
blood to fuel its own potency in combat.
For every 20 points of damage delivered
to a creature with blood, a bloodrush
golem gains an additional +1 damage
bonus to a maximum of +10, at which
point it is satiated. This bonus fades
away over time, with the golem losing a
+1 bonus for every 10 minutes during
which it is not replenishing its supply of
blood. As a bloodrush golem absorbs
blood, it seems to pulse with reddish

veins.

EMERALD GOLEM

q lt[wugk fkysimlly
unimpressive — they stand

only about As tall as the averaqe man
— the soft, green glow of an emerald
Jewel golem belies a hidden power: an
emerald qolem is noteworthy among
other jewel qolems for its Limiteq
ability to cast spells. When emerald
9alems work. their mngic, their
pleasant glow brightens to & harsh,

t[tf&ﬂt&ninq ginre.

Emerald golems are frequently
Jound working as wizard's assistants
— their additional spells are used up
for experiments in Liew of those of their
master. Their use, however, requiires
that certain precautions be taken in
order to Accommodate their ability to
nutamwtimllv counter Sfells.
Emerald 5alzms will 7anemlli7 nali; on
their magical Abilities in combat,
despite their physical strength.



ADVENTURE SEEDS

& While sacking the tower of the
evil lich they have just defented, the
PCs su ffer A cunning revenqge: an
emerald golem that once }alangu{ to
the Lich was given its final command
to follow the most powerful arcane
spelleaster in the qrovp. The emerald
qolem is ALWAYS near maugfu to
counter the magic-user’s spells, but
not to be attacked.

& The sorcerer Chelan has spent the
Last year preparing for the greatest
task of his Life: the creation of an
emerald golem. Last night he imbued
the golem s }irtking qem with its
faurtft spell. This morning when he
awoKke, however, the qem had
disappeared. Chelan suspects that it
has been stolen by one his rivals, and
;:lem(s with the PCs to [wly him
recover the Lost qem: unless it is
returned to him 1717 the stroke of
midnight, the gem will be destroved
and Chelan will need tobeqin his

work. all over wam'n.

. A bloodrush golem pos-
sesses a CR of 12.

EMERALD GOLEM

Emerald golems are particularly leery of
closing to melee range in any situation where
their Automatic Counterspell ability may be
triggered, thereby provoking attacks of
opportunity.

Automatic Counterspell (Su): If any
spellcaster attempts to cast a spell within 200
ft. of an emerald golem, the emerald golem
will automatically counterspell the attempt
as if using a dispel magic spell. The emerald
golem must attempt the counterspell, and
will be able to attempt the counterspell even
if it has not readied an action. This is a con-
ditioned response, in which the emerald
golem reacts automatically with supernatur-
al speed in order to enact the counterspell.
However, the emerald golem will provoke
attacks of opportunity when attempting the
counterspell. Note that the Automatic
Counterspell ability does not count against
the emerald golem’s spells per day, and may
be used even if the emerald golem has cast
all of its 3rd-level spells for that day and
would normally be unable to cast dispel
magic.

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet. (Note that jewel
golems remain immune to mind-influencing
effects, even though they are generally pos-
sessed of greater intelligence than traditional
golems.)

Damage Reduction (Su): The creature

ignores 5 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Magic Immunity (Ex): Emerald
golems are immune to all spells, spell-like
abilities, and supernatural effects, except as
follows. Sonic attacks, such as that inflicted
by a shatter spell, do half damage, with a
Fortitude save for no damage.

Spells: (6/6/5/3) Emerald golems know
dispel magic and five other spells; as a
default, assume they are capable of casting
the spells listed below. These spells are cast
as a 1Ow-level sorcerer, though emerald
golems have fewer spell slots than this level
would imply. The DC to resist these spells is
10 + the spell level. (See the construction
rules, below, for details regarding other spell
selections for emerald golems.)

0 Level — None

Ist Level — magic missile, obscuring mist
2nd Level — blur, mirror image

3rd Level — dispel magic, fireball

CONSTRUCTING AN
EMERALD GOLEM

The birthing gem of an emerald golem
must be an emerald of unsurpassed quality,
worth at least 3,000 gp. The preparation rit-
ual requires that a sorcerer (or similar arcane
spellcaster) imbue the emerald with five
spells. The sorcerer must make both a suc-
cessful Spellcraft check (DC 15) and Craft
(gemcutting) or similar skill check (DC 15)
five times over the course of five days; this is
one spell per day for each of the five spells
being used.

Once a spell has been successfully placed
within the emerald, the sorcerer will be
unable to cast that spell for one year. In
effect, the sorcerer has placed a significant
portion of his own innate magical talent
within the emerald. In the short term, this
process physically exhausts the sorcerer, ren-
dering him unable to cast spells for a period
of 24 hours. During this time he must rest
and prepare for the next day’s attempt.

If the sorcerer fails a skill check during
this process, the emerald is destroyed. If the
process is not completed within five days
from the time the first spell is placed within
the gem, the emerald is also destroyed. Note
that the sorcerer will still be unable to cast
the spells already placed in the gem for a
period of one year.

The five spells that the birthing gem 1is
imbued with are also the five spells that the




JADE GOLEM
7‘%¢re are actunlly seven different
t

ypes af ] Ade jeuiel 7alems, each
created fram A n(iﬁ‘erent color af the
qem. These are fire jade qolems (red),

JADE GOLEM N

Medium-size Construct

15d10 (82 hp)

whater jade qolems (blue), earth jade
qolems (yellow), wood jade golems

Hit Dice: (7reen), im}mriml 7alems (Violet),

Initiative: +8 (+4 Dex, +4 Improved Initiative) death 9alems (tack), and void 5alem5
Speed: 80 ft. "

AC: 94 (+4 Dex, +10 natural) (vfilute)'. Although these golems all
Attacks: Unarmed strike +15/+10/+5 ‘{1]7 er Sltgktly fram one Anvther, ﬁvﬂfj
Damage: Unarmed strike 2d6+6 are collectively known as superb
face/Reach: 2 ,ﬁ' x5t 5 f. ) . mArtial artists, cam]n’ning the
Special Attacks: Ki Bolt, Quivering Palm, Stunning Attack

natural strength of their gemstone
bodies with the speed and skall of the
fighting arts. Jade golems are also

Special Qualities: Abundant Step, Blindsight 30 ft., Blur,

Damage Reduction 10/+1, Darkvision 60 ft.,
Immunities, Improved Evasion, Leap of the
Clouds, Light Step, Magic Immunity, Magic

capabl AW the sa
Immunity, Slow Fall, Wall Walk pable of drawing on g

Saves: Fort +5, Ref +9, Will +7 janique Keghery ipginonics to fuctm
Abilities: Str 18, Dex 18, Con —, Int 14, Wis 14, Cha 14 \/nrietiy af mtjstic abilities.
Skills: Balance +20, Climb +10, Escape Artist +10,
Hide +20, Jump +10, Move Silently +24, Jade golems are dangerous and
Tumble +10 subtle adversaries, capable of using
Feats: Blind-Fight, Deflect Arrows, Expertise,

Improved Initiative, Improved Unarmed Strike,
Dodge, Mobility, Spring Attack,

Any land or underground

Whirlwind Attack
Climate/Terrain:
Organization: Solitary or gang (2—4)
Challenge Rating: 15
Treasure: None
Alignment: Always neutral
Advancement:

16-25 HD (Medium-size), 26—-40 HD (Large)

b

completed emerald golem will be able to
cast, in addition to dispel magic.
Additionally, the emerald golem will be able
to cast a number of spells per day as per the
minimal level required to cast its most pow-
erful spell. Note, however, that all emerald
golems cast spells as though they were a 10w-
level spellcaster. Using a higher-level spell in
the creation of the birthing gem results in a
spell which the golem cannot cast, but does
allow the golem to cast more spells per day.
Once the birthing gem is prepared, the
rest of the creation process can be completed
by any arcane spellcaster. This spellcaster
must be of a high enough level to cast the
most powerful spell used in the preparation
of the birthing gem, though, even if he is

unable to cast the specific spell in question.
The golem costs 50,000 gp to create,
which includes the cost of the birthing gem.

This process does not drain XP from the cre-
ator — the sacrificed spells are sufficient —
but does require a successful Spellcraft skill
check (DC 15) and the casting of polymorph
any object, dispel magic, and Iimited wish.

JADE GOLEM

Abundant Step (Sp): A jade golem is
capable of slipping magically between
spaces, as per the spell dimension door, three
times per day as though cast by a 10w-level
sorcerer.

Blindsight (Ex): A jade golem is capa-
ble of sensing slight vibrations in the air and
ground, allowing it to operate effectively
without vision. This ability makes invisibility
and darkness irrelevant to the jade golem,
though it still can’t see ethereal creatures.

their stealth abilities to strike
without warning, and disappearing
f?efare their enemies have a chance to
respond. Those who succeed in
canfranting them a;;enly, however,
will have no better Luck: jade golems
are equally skilled in open combat,
and are uniquely equipped to take
advantaqe of every facet of &

}:atmtiml combat environment.



ADVENTURE SEED

& PCs make powerful enemies, And
powerful enemies will Look.to have
their revenge. A jade qolem Assassin is
set upon the trail af AFPC. A cunm’ng,
subtle, and extremely danqgerous
opponent, the threat af the ] ade 7alem
is quite cApable of stretching over
months of game time, As it strikes at
every inaffartu ne moment it cAn
find. To make matters even worse, PCs
who manage to dispose of the first
assassin may find that their troubles
Are anlv }eqinm’ng: other ] Ade 7alems
can ensily be sent. And PCs who truly
make & nuisance of themselves may
[ind an entire assassin’s circle — all

seven types of jade golems — pursuing
them.

This ability operates out to a
range of 30 feet. This ability con-
fers the benefits of the Blind-Fight
feat. A jade golem’s Blindsight may
be thwarted by deafening attacks.

Blur (Ex): At will, a jade golem is capa-
ble of moving quickly enough to incur the
benefits of a blur spell. In order to use this
ability, a jade golem must have moved 20
feet or more within the last round. This is an
extraordinary ability, granting the jade
golem one-half concealment (20% miss
chance).

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is

immune to any effect that requires a
Fortitude save (unless the effect also works on
objects). A construct is not at risk of death
from massive damage, but when reduced to
0 hit points or less it is immediately
destroyed. Since it was never alive, a con-
struct cannot be raised or resurrected.
Constructs have Darkvision with a range of
60 feet. (Note that jewel golems remain
immune to mind-influencing effects, even
though they are generally possessed of
greater intelligence than traditional golems.)

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Feats: Jade golems receive Blind-Fight,
Deflect Arrows, Expertise, Improved
Initiative, Improved Unarmed Strike,
Dodge, Mobility, Spring Attack, and
Whirlwind Attack free as racial bonuses.




Improved Evasion (Ex): A jade golem
can avoid even magical and unusual attacks
with great agility. If a jade golem makes a
successful Reflex saving throw against an
attack that normally deals half damage on a
successful save, such as a red dragon’s fiery
breath or a fireball, the jade golem instead
takes no damage. Even on a failed save, the
jade golem only takes half damage from such
attacks.

Ki Bolt (Sp): Five times per day, a jade
golem is capable of focusing ki energy in
order to make a ranged magical attack. This
attack always takes the form of a bolt thrown
from the hand, and requiring a successful
ranged touch attack in order to strike its tar-
get. The color of the bolt matches the color
of the jade golem. A ki bolt from a red, blue,
yellow, green, white, or black jade golem
inflicts 3d6 points of damage on its target. A
ki bolt from a violet jade golem, on the other
hand, functions as per a charm person spell
cast by a 10w-level sorcerer.

Leap of the Clouds (Ex): A jade
golem’s jumping distance (vertical or hori-
zontal) is not limited according to its height.

Light Step (Ex): Despite its great
weight, a jade golem’s mastery of ki allows it
to minimize the effect of its movement. It
gains a +10 bonus to Reflex saves to avoid
pits and similar traps, while characters
attempting to track a jade golem suffer a —15
penalty to their skill check unless the tracker
is using a non-visual tracking method. With
a successful Balance check, a jade golem is
capable of walking across seemingly impossi-
ble surfaces (DC to be determined by GM,
see table). A jade golem can choose to move
without the benefits of the Light Step ability
at will.

DC SAMPLE SURFACE

35  Thin ice at normal speed

40 A piece of string stretched across a
cavern

50  Grass tops

60  Water

JEWEL GOLEMS #®

Magic Immunity (Ex): Jade
golems are immune to all spells,
spell-like abilities, and supernatural
effects, with the following exceptions based
on the specific type of jade golem:

COLOR  VULNERABILITY

Red Water

Blue Fire

Yellow Wind/Air

Green Death/Necromancy

Violet Mind-influencing

Black Positive Energy (take damage
as per undead)

White Negative Energy

Quivering Palm (Su): Once per day, a
jade golem can use the Quivering Palm abil-
ity to set up vibrations within the body of
another creature, that can then be fatal if the
jade golem so desires. This ability functions
in all other ways as per the monk’s
Quivering Palm ability. A victim of a jade
golem’s Quivering Palm must make its
Fortitude save against a DC of 20.

Skills: A jade golem’s body is built to
confer a +6 racial bonus to its Climb, Escape
Artist, Jump, and Tumble checks. It also
receives a +16 racial bonus to Balance and
Hide checks, and a +20 racial bonus to Move
Silently checks. These bonuses are indicated
above.

Slow Fall (Su): A jade golem within
reach of a wall can use the wall to slow its
descent, and is capable of falling any dis-
tance without harm in such situations.

Stunning Attack (Su): A jade golem
has the ability to stun a creature damaged by
its unarmed strike. The jade golem can use
this ability once per round, but no more than
three times per day. A foe struck by the jade
golem’s Stunning Attack is forced to make a
Fortitude saving throw (DC 20), in addition
to receiving normal damage. If the saving
throw fails, the opponent is stunned for 1
round. This ability acts in all other ways as
per the monk’s Stunning Attack ability.

Wall Walk (Su): A jade golem can
climb and travel on vertical surfaces or even
traverse ceilings with ease. The jade golem
must have bare hands and feet in order to
climb in this manner. The jade golem climbs

at half its normal movement speed. A crea-
ture with a Strength score of 25 or more can
pull the jade golem off the wall.




MOONSTONE
GOLEM

oonstone jeu/el 7alems Are
Mmysteriaus creatures cufnﬁle of
shifting freely and quickly between
multi?le ;:l/zmes, and eqynlly At home
upon each of them. Like the qems from
which they are made, they have o
subtle Appearance — dusky with
hidden depths of rainbow color.
Similarly, those who have met
moonstone golems are often left with
the unsettling sense that these silent
creatures have depths that remain
unseen by even the keenest eve. Even
their masters are kKnown to feel
unease, many claiming that their
creations seem to serve purposes greater
than any known to themselves.

Wizards Value moonstone golems
qreatly for their plane-shifting
capabilities, frequently calling on
them to quard their workshops And
towers from otherworldly assaults.
Spellcasters who serve other Lords will
frequently set such golems to qguard
treasures of mundane Kinds. More
than one would-be thief has met his
doom at the hands of & quard he could

neither see nor expect.

Some extraplanar adventurers
have reported the presence of numerous
moonstone golems along the borders of
the ethereal and astral realms in
certain locations. These moonstone
qolems are said to attack anyone who
crosses, or Appears to be Attempting to
cross, into the material world —
almost As if the golems were quarding
something. What this could be,
however, is unknown.

Medium-size Construct

Hit Dice: 10d10 (55 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 22 (+2 Dex, +10 natural)

Attacks: Slam +11/+6 melee

Damage: Slam 2d6+6

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Mass Sleep

Special Qualities: Damage Reduction 10/+1, Darkvision 60 ft.,
Immunities, Magic Immunity, Clairvoyance,
Etherealness, Astral Shift

Saves: Fort +3, Ref +5, Will +5

Abilities: Str 18, Dex 14, Con —, Int 16, Wis 14, Cha 18

Skills: Sense Motive +20

Climate/Terrain: Any land or underground

Organization: Solitary or gang (2—4)

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 11-20 HD (Medium-size), 21-35 HD (Large)
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CONSTRUCTING A JADE GOLEM

A jade golem’s birthing gem begins as a
block of jade at least twelve inches square
and worth 2,500 gp. The color of jade will
determine the color of the final jade golem.
The golem costs 100,000 gp to create, which
includes the cost of the birthing gem.

Creating the golem requires both an
arcane spellcaster and a monk (or similar class
at the GM’s discretion), both of whom must be
of at least 15th level. The preparation of the
birthing gem for the golem requires that the
monk carve the requisite block of jade into a
symbolic epitome of his fighting school’s phi-
losophy, while the arcane spellcaster imbues
the stone with magical energy, beginning the
process of turning the jade into the living
embodiment of the monk’s teachings. This
requires a successful Craft (gemcutting) or sim-
ilar skill check by the monk (DC 15), and a suc-
cesstul Spellcraft check by the arcane spellcast-
er (DC 15).

The final creation ritual drains 1,000
XP from the arcane spellcaster and 3,000
XP from the monk. It also requires that the

arcane spellcaster cast polymorph any
object, haste, and limited wish.

MOONSTONE GOLEM

Moonstone golems take full advantage of
their ability to shift between the Material,
Ethereal, and Astral Planes during combat.
Note, however, that they are not capable of
moving directly between the Astral and
Ethereal Planes. If a moonstone golem has the
ability to choose the time of its strike, it will wait
until nighttime, when its ability to shift planes
is most effective. In general, moonstone golems
stalk their prey from the Ethereal Plane, shift-
ing quickly to the Material Plane to attack,
attempting to catch their victims flat-footed
before returning to the Ethereal Plane. If their
victims prove capable of pursuit in the Ethereal
Plane, moonstone golems then shift to the
Astral Plane.

Astral Shift (Su): A moonstone golem
can shift from the Astral to the Material
Plane (or vice versa) as a move-equivalent
action, or as part of a move-equivalent
action. However, they are only able to move
from the Material to the Astral Plane during
the night or while standing in or moving
through shadow. A moonstone golem can
also bring up to five other creatures it is cur-




rently in contact with along with it. The abil-
ity is otherwise identical to etherealness as
cast by a 16th-level sorcerer.

Clairvoyance (Sp): Three times per

day, a moonstone golem is able to concen-
trate upon some locale and hear or see (its
choice) almost as if they were there. This
ability is identical to a clairaudience/clair-
voyance spell cast by a 10w-level sorcerer.

Construct: Constructs never have
Constitution scores. A construct is immune to
mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and
necromantic effects. Constructs cannot heal
damage on their own, though they can be
healed. A construct is not subject to critical hits,
subdual damage, ability damage or drain, or
energy drain. It is immune to any effect that
requires a Fortitude save (unless the effect also
works on objects). A construct is not at risk of
death from massive damage, but when
reduced to 0 hit points or less it is immediately
destroyed. Since it was never alive, a construct
cannot be raised or resurrected. Constructs
have Darkvision with a range of 60 feet. (Note
that jewel golems remain immune to mind-
influencing effects, even though they are gen-
erally possessed of greater intelligence than tra-
ditional golems.)

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Etherealness (Su): A moonstone golem
can shift from the Ethereal to the Material
Plane (or vice versa) as a move-equivalent
action or as part of a move-equivalent
action. However, they are only able to move
from the Material to the Ethereal plane dur-
ing the night or while standing in or moving
through shadow. A moonstone golem can
also bring up to five other creatures it is cur-
rently in contact with along with it. The abil-
ity is otherwise identical to etherealness as
cast by a 16t-level sorcerer.

Magic Immunity (Ex): Moonstone
golems are immune to all spells, spell-like
abilities, and supernatural effects, except as
follows. All spells capable of affecting ethere-
al creatures will affect a moonstone golem
normally, regardless of whether or not it is
currently on the Ethereal or Material plane.

Mass Sleep (Sp): At night, a moonstone
golem has the spell-like ability to cause a

comatose slumber to come upon any creatures
near it. This will affect up to 25 HD worth of

creatures up to 50 feet away from
the moonstone golem. Creatures
with the fewest HD are affected first.
Among creatures with equal HD,
those closest to the golem are affected first. No
creature with 10 or more HD is affected, and
HD that are not sufficient to affect a creature
are wasted. This ability cannot be used during
daylight hours. It can be used twice per day.
This ability works in all other ways as per a
sleep spell cast by a 10w-level sorcerer.

Skills: A moonstone golem receives a
+18 racial bonus to Sense Motive checks.
This is worked into the stats above.

CONSTRUCTING
A MOONSTONE GOLEM

The birthing gem of a moonstone golem
must be a flawless moonstone orb, exactly
three inches across, and worth at least 1,000
gp. Preparing this gem requires a Craft
(gemcutting) or similar skill check (DC 15).
The golem costs 50,000 gp to create, which
includes the cost of the birthing gem.

The creator must be of at least 17th-level
and able to cast arcane spells. Completing
the ritual drains 1,000 XP from the creator
and requires polymorph any object, Iimited
wish, etherealness, astral projection, and
clairvoyance/clairaudience.

OpAL GOLEM

Brilliant Hue (Su): At will, an opal
golem can choose to shine with the brilliant
range of the opal’s hues. This function as per
a light spell cast by a 5wh-level sorcerer.

Construct: Constructs never have
Constitution scores. A construct is immune to
mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and
necromantic effects. Constructs cannot heal
damage on their own, though they can be
healed. A construct is not subject to critical hits,
subdual damage, ability damage or drain, or
energy drain. It is immune to any effect that
requires a Fortitude save (unless the effect also
works on objects). A construct is not at risk of
death from massive damage, but when
reduced to 0 hit points or less it is immediately
destroyed. Since it was never alive, a construct
cannot be raised or resurrected. Constructs
have Darkvision with a range of 60 feet. (Note

ADVENTURE SEED

& The sorceress Miramae uﬁ;rmc[ws
the PCs far [u;l;:: the moonstone 7alems
that once served her As quardians
have turned aqrinst her, and she has
found herself banished from her own
tower. Her most Paw‘a;ful resources
remain tm)v}:ea{ within the tower, and
the golems are simply too stronq for her
to overcome without help. The PCs
may elect to try a fnmml Assault,
but it may be & wiser — and safer —
course of Action to infiltrate the tower
in an attempt to discover what has
caused Miramae to Lose control of her

creations.



OPAL GOLEM

o;ml Jewel qolems Are masters of
stealth and deception. They

accomplish through deftness and quile
what others might attempt with
strength of Arms. They are often
created for the purpose of sabotaqe,
theft, or assassination — tasks for
which they are uniquely suited, and
at which they seldom fail.

Opal golems usually have a
translucent, milky white
AppeArance. wat; freqduently dress in
w concealing black, however, to assist
their stealth abilities. 0pal qolems
prefer to avoid open combat, relying
instead upon the wide Variety of
stealth abilities available to them in
order to cripple or eliminate opposition
ﬁzfarz it is aware of their presence.

ADVENTURE SEED

o The Local thieves' quild suddenty
Jinds itself facing new competition: a
VAl quild, composed entirely of opal
7alems, has moved into town. PC
roques may find the quild calling
upon them and their friends to drive
the opal golems out of town.
Meanwhile, the cit17 5wm( is less than
thrilled to discover these new outlaws
in their town, And may approach
more-heroic PCs with the same
requiest. The opal qolems themselves
may even uffrmck the PCs as tfm;
look to expand their guild. And there
may be something to the rumor that
these opal golems are not truly as
independent as they seem ...

EWEL GOLEMS

OPAL GOLEM

Medium-size Construct
+8 (+4 Dex, +4 Improved Initiative)

19 (+4 Dex, +5 natural)

Hit Dice: 10d10 (55 hp)
Initiative:

Speed: 30 ft.

AC:

Attacks: Slam +10/+5 melee
Damage: Slam 1d6+4
Face/Reach: 5 ft. x5 ft./5 ft.
Special Attacks:

Special Qualities:

Crippling Strike, Silencing Attack,

Sneak Attack +5d6 + 1 Str

Brilliant Hue, Construct, Damage Reduction
5/+1, Darkvision 60 ft., Defensive Roll,

Fast Sneak, Immunities, Magic Immunity,

Uncanny Dodge

Saves: Fort +3, Ref +7, Will +4

Abilities: Str 16, Dex 18, Con —, Int 12, Wis 12, Cha 12

Skills: Balance +14, Climb +13, Disable Device +11,
Escape Artist +14, Hide +14, Listen +11, Move
Silently +14, Pick Pocket +14, Read Lips +11,
Search +11, Spot +11, Tumble +14,
Use Magic Device +11

Feats: Dodge, Improved Initiative, Mobility,
Spring Attack

Climate/Terrain: Any land or underground

Organization: Solitary or gang (2—4)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: 11-20 HD (Medium-size), 21-35 HD (Large)

b

that jewel golems remain immune to mind-
influencing effects, even though they are gen-
crally possessed of greater intelligence than tra-
ditional golems.)

Crippling Strike (Ex): An opal golem
can Sneak Attack opponents with such pre-
cision that its blows weaken and hamper
them. When the opal golem damages an
opponent with a Sneak Attack, that charac-
ter also takes 1 point of Strength damage.
Ability points lost to damage return to their
own at the rate of 1 point per day.

Damage Reduction (Su): The creature
ignores 5 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Defensive Roll (Ex): An opal golem can
roll with a potentially lethal blow to take less
damage from it. Once per day, when an opal
golem would be reduced to 0 hit points or less

by damage in combat (from a weapon or other
blow, not a spell or special ability), the opal
golem can attempt to roll with the damage. It
makes a Reflex saving throw (DC equal to the
damage dealt) and, if it’s successful, it takes only
half damage from the blow. The opal golem
must be aware of the attack and able to react to
it in order to execute its Defensive Roll. If it is
denied its Dexterity bonus to AC, the opal
golem can’t use Defensive Roll.

Fast Sneak (Ex): When using Move
Silently and Hide, the opal golem can move
at its normal speed without suffering a
penalty to those skills.

Feats: Opal golems receive Dodge,
Improved Initiative, Mobility, and Spring
Attack free as racial bonuses.

Magic Immunity (Ex): Opal golems are
immune to all spells, spell-like abilities, and




Special Qualities:
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PEARL GOLEM

Medium-size Construct

Hit Dice: 6d10 (33 hp)
Initiative: +8 (+4 Dex, +4 Improved Initiative)
Speed: 30 ft.
AC: 21 (+4 Dex, +7 natural)
Attacks: Slam +9 melee
Damage: Slam 1d6+7
Face/Reach: 5 ft. x 5 ft./5 ft.

Damage Reduction 5/+1, Darkvision 60 ft.,
Immunities, Magic Immunity

Saves: Fort +2, Ref +6, Will +2

Abilities: Str 20, Dex 18, Con —, Int 10, Wis 10, Cha 10

Feats: Cleave, Improved Initiative, Power Attack

Climate/Terrain: Any land or underground

Organization: Solitary, gang (2-4), or mixed gang (1 ruby, 2-4
pearl or diamond golems)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 7-15 HD (Medium-size), 16—30 HD (Large)

e

supernatural effects, except as follows. Fire-
based effects affect an opal golem normally.

Silencing Attack (Ex): If the opal golem
successfully hits a flat-footed opponent with a
melee attack, the opponent is unable to speak
for one round. This prevents the casting of
spells with verbal components, shouting of
warnings, and any other activity that requires
the use of the voice. The opal golem may
choose not to use a Silencing Attack.

Skills: Opal golems are built to take
advantage of a +10 racial bonus to Balance,
Climb, Disable Device, Escape Artist, Hide,
Listen, Move Silently, Pick Pocket, Read Lips,
Search, Spot, Tumble, and Use Magic Device
checks. These bonuses are noted above.

Sneak Attack (Ex): If an opal golem
hits an opponent who is denied his Dexterity
bonus to AC, or if it flanks him, the attack
deals +5d6 extra damage. The ability func-
tions as per the rogue’s Sneak Attack ability.

Uncanny Dodge (Ex): An opal golem
reacts to danger before its senses would nor-
mally allow it to do so. An opal golem retains
its Dexterity bonus to AC regardless of being

caught flat-footed or struck by an invisible
attacker. It still loses its Dexterity bonus to AC
if immobilized. An opal golem cannot be
flanked, since it can react to opponents on

opposite sides of it as easily as it can react to a
single attacker. The exception to this defense is
that a creature capable of Uncanny Dodge
who is 4 or more Hit Dice higher than the opal
golem can flank it, and thus Sneak Attack it.

CONSTRUCTING AN OPAL GOLEM

The birthing gem of an opal golem must
be an opal worth at least 2,500 gp. Preparing
this gem requires a Craft (gemcutting) or
similar skill check (DC 15). The golem costs
40,000 gp to create, which includes the cost
of the birthing gem.

The creator must be of at least 14th level
and able to cast arcane spells. Completing
the ritual drains 1,000 XP from the creator
and requires polymorph any object, limited
wish, light, and nondetection.

PEARL GOLEM

Construct: Constructs never have
Constitution scores. A construct is immune to
mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and
necromantic effects. Constructs cannot heal

PEARL GOLEMS

arl golems have the Appenrance
F;‘ the stone from which tfwy Are
created, mnging fram A lustrous white
to yellow, from pink to pure black.
Pearl qolems are natzu/artfu; because
they are plentiful, and they are
plentiful becanse — compared to other
Jewel golems — t[»m; Are
extraordinarily cheap to proquce.

This low expense, however, comes
with A price of its own: pearl qolems
are not only physically weaker than
most other qolems, t[un; alse Lack.
many of their other abilities. Because
they don't have the magical
tM{WWLtﬁLqu af their brethren, }Janrl
qolems must rely on purely ;Jkysiml
means of }ringing their opponents Low.
However, the relative ease of creating
A peatl golem often means that tfuzy
are found together in great numbers —
tkm? will not hesitate to use their
greater wumpers to their Advantage.

ADVENTURE SEED

A While looting & fargattzn
crypt, the PCs stumble Across & cache
of precious gems — including a
number af lmqe pemls. Unknown to
the PCs, however, these ;Jenrls Are, in
fMt, jeu?el qolem %rtﬁing qems. When
the existence of this treasure becomes
public knowledge, the PCsbecome the
targets af every spellcaster in A dozen
?lﬂn&i. In many realms, the secret far
the creation of jewel golems has been
fargatten, and these }ir‘tfw’nq qems are
the key to unlocking the ancient

Arcane rites.



RUBY GOLEM

ubies Are Among the most
Kﬁmutiful of gemstones, and the
Jewel qolems created from them are,
literally, cut from the same stone.
Their hard, sharp crimson bodies stand
six to eigﬁtfeet tall, 510»%145 with an
inner light that signals their
lightning-guick ﬁb}ility to respond
and support their fellow jewel golems.

Ku1717 qolems are the most
difficult and expensive type of jewel
5alem to create; tfwy require An
extensive knowledge of ALl the other
jewel golems. Despite this, t/wy Are
frequently created due to their ability
to enhance the armor of other qolems of
the Jewel fnmily, taking o
devastating support role in mass
combat. Typically, they are placed in
squads with dinmond and pearl jewel
golems. When multiple ruby golems
Appenr ina Singla grovip, however, the
result can be particularly
devastating, as they protect each
other while lm/mcking powerful
attacks at their Jfoes.

]Zufn; qolems appenring
individunlly are rare, but not
unheard of. When in combat alone,
ruby qolems will attempt to use their
ru1717~calare:{ energy ray from a
distance, Whittling down their
opponents befara enqaqing in melee.

EWEL GOLEMS

RUBY GOLEM

Medium-size Construct

Hit Dice: 12d10 (66 hp)

Initiative: +0

Speed: 30 ft.

AC: 18 (+8 natural)

Attacks: Slam +15/+10 melee, or Ruby Beam +9 ranged
Damage: Slam 2d8+9, Ruby Beam 5d6

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Ruby Beam

Special Qualities:

Saves:

Abilities:
Climate/Terrain:
Organization:

Damage Reduction 15/+1, Darkvision 60 ft.,
Immunities, Magic Immunity, Ruby Glow,
Ruby Light

Fort +4, Ref +4, Will +5

Str 22, Dex 10, Con —, Int 13, Wis 13, Cha 10
Any land or underground

Solitary, gang (2—4), or mixed gang (1 ruby, 24

pearl or diamond golems)

Challenge Rating: 12
Treasure: None
Alignment:
Advancement:

Always neutral
13-25 HD (Medium-size), 26—40 HD (Large)

A

damage on their own, though they can be
healed. A construct is not subject to critical hits,
subdual damage, ability damage or drain, or
energy drain. It is immune to any effect that
requires a Fortitude save (unless the effect also
works on objects). A construct is not at risk of
death from massive damage, but when
reduced to O hit points or less it is immediately
destroyed. Since it was never alive, a construct
cannot be raised or resurrected. Constructs
have Darkvision with a range of 60 feet. (Note
that jewel golems remain immune to mind-
influencing effects, even though they are gen-
erally possessed of greater intelligence than tra-
ditional golems.)

Damage Reduction (Su): The creature
ignores 5 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Feats: Pearl golems receive Cleave,
Improved Initiative, and Power Attack free
as racial bonuses.

Magic Immunity (Ex): Pearl golems
are immune to all spells, spell-like abilities,
and supernatural effects, except as follows.
Any ability that affects the quality of air,

such as the cloudkill spell, will do double
damage to the pearl golem.

CONSTRUCTING A PEARL GOLEM

The birthing gem of a pearl golem must
be a pearl worth at least 750 gp. This pearl
must be polished and enchanted, but does
not need to be cut. Preparing the pearl,
therefore, requires a Spellcraft check (DC
10). The golem costs 20,000 gp to create,
which includes the cost of the birthing gem.

The creator must be of at least 14th level
and able to cast arcane spells. Completing
the ritual drains 250 XP from the creator
and requires polymorph any object and lim-
ited wish.

RuBY GOLEM

Construct: Constructs usually have no
Intelligence scores and never have
Constitution scores. A construct is immune

to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death




effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet. (Note that jewel
golems remain immune to mind-influencing
effects, even though they are generally pos-
sessed of greater intelligence than traditional
golems.)

Damage Reduction (Su): The creature
ignores 15 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Magic Immunity (Ex): Ruby
golems are immune to all spells,
spell-like abilities, and supernatural
effects, except as follows. Sonic

attacks, such as that inflicted by

a shatter spell, do half damage,
with a Fortitude save for no dam-
age.

Ruby Beam (Sp): Once per day per hit
die (12/day for a standard ruby golem), a
ruby golem is capable of projecting a ray of
ruby-colored energy from its forchead as a
standard action. The ruby golem must suc-
ceed at a ranged touch attack with the ray to
deal damage to a target. The ray deals 5d6
points of force damage, Fortitude save (DC
20) for half damage. This ability cannot be
used at the same time as the Ruby Glow abil-
ity, below.

Ruby Glow (Sp): Once per day per hit die
(12/day for a standard ruby golem), a ruby
golem can imbue another jewel golem with a
Ruby Glow. This takes the form of a ray of ruby
energy, which originates at the ruby golem’s

chest and reaches out to envelope the chosen
subject in a ruby-colored aura. The recip-
ient gains a +10 deflection bonus to its
AC. The recipient of a Ruby Glow can
negate its effects with a successful Will

ADVENTURE SEED

A Among ruby and sapphire golems
who have qained their freedom, some
are set apart. They are known as the
“star golems” — so named because of
the white “stars” that shine near
their center. It is rumored Among
spellcasters that they take up o
mission of freeing other jewel golems
Jrom servitude.

When the PCs cross a star m1717
qolem’s path in the middle of a remote,
deserted mowntain pass, the magic
users in the party realize that where
A star golem is, there is also bound to be
w controlled jewel qolem about tobe let
free, wsually 1’717 the sudden death of
its powerful mage master. Following
the golem and Letting it do its dirty
work. could well result in the
characters being the first on the scene
to plunder a newly-vacated hidden
wizard's tower, but will qood
characters il nlmg with this }:l/zm, or
end up coming to the unfortunate
spellcaster’s aid?



SAPPHIRE GOLEM

5 nffiw're jeWel 5alems are also

known as ‘K/ing 's Protectors, due
to the fact that they are often created
by court magicians in order to
safequard monarchs. The physical
Stnmgtft, tele;mtfw/, and zkfn'lity to
neutralize poison of these Light-blue
Jewel golems combine to make them
the perfect companions and
bodyquards for those rich and powerful
enough to afford them.

In general, sapphire golems avoid
combat — fmticulmly in situations
where t/\m/ are playing the role of the
bodyquard. They prefer, instead, to
escort their cfwwgz to A safe location.
When combat is unaveidable,
however, Snyyf»ira 5alem5 will
9mzmlly wftm up any ayyasitim
with & barrage of their sapphire
needles ]mfare entering melee range to
take advantaqe of their powerful
slam attacks.
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SAPPHIRE GOLEM

Medium-size Construct

Hit Dice: 8d10 (44 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 20 (+2 Dex, +8 natural)

Attacks: Slam +11/+6 melee, or Sapphire Needles +8/+3
ranged

Damage: Slam 2d6+7, Sapphire Needles 1d4+7

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Sapphire Needles

Special Qualities:

Atonement, Damage Reduction 20/+1,

Darkvision 60 ft., Detect Good/Evil,

Immunities, Magic Immunity, Neutralize

Poison, Protection from Evil, Telepathy

Saves: Fort +2, Ref +4, Will +4

Abilities: Str 20, Dex 15, Con —, Int 16, Wis 15, Cha 15
Feats: Improved Initiative

Climate/Terrain: Any land or underground

Organization: Solitary or gang (2—4)

Challenge Rating: 8

Treasure: None

Alignment: Always neutral

Advancement: 9-25 HD (Medium-size), 26-40 HD (Large)

A

save (DC 20). The recipient of a Ruby Glow
must be within 200 feet of the ruby golem and
maintain line-of-sight contact, otherwise the
Ruby Glow comes to an end. A ruby golem
cannot use Ruby Glow on itself, although it can
be used on a different ruby golem. A Ruby
Glow can be maintained indefinitely, but
requires that the ruby golem dedicate a move-
equivalent action to it for every round during
which it is maintained. Multiple Ruby Glows
can be maintained by the ruby golem at the
same time. This ability cannot be used at the
same time as the Ruby Beam ability, above.
Ruby Light (Su): At will, as a free
action, a ruby golem can choose to increase
the soft red luminisence of its body to a
bright, illuminating intensity. Other than the
ruby color of the light, this ability operates in
all ways as per a daylight spell cast by a 10w-
level sorcerer. At will, the ruby golem is also
able to use its Ruby Light ability as per a dis-
cern lies spell cast by a 10th-level cleric. This
requires the use of a standard action, during
which the ruby golem studies any one sub-

ject who stands completely within its ruby
light. If the ruby light has been negated in

some way, such as by means of a darkness
spell, this ability will not function.

CONSTRUCTING A RUBY GOLEM

The birthing gem of a ruby golem must
be a ruby worth at least 4,000 gp. Preparing
this gem requires a Craft (gemcutting) or
similar skill check (DC 15). The golem costs
125,000 gp to create, which includes the cost
of the birthing gem.

The creator must be of 17th level or high-
er, able to cast arcane spells, and have suc-
cessfully constructed a jewel golem in the
past. Completing the ritual drains 2,500 XP
from the creator and requires polymorph
any object, limited wish, daylight, shield, and
resilient shield.

SAPPHIRE GOLEM

Atonement (Sp): Once per month, a
sapphire golem is capable of removing the
burden of evil acts or misdeeds from a sub-




ject, as per the atonement spell. This ability
is cast as by a 10w-level cleric and does not
carry with it the XP cost described in the
atonement spell description.

Construct: Constructs never have
Coonstitution scores. A construct is immune to
mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and
necromantic effects. Constructs cannot heal
damage on their own, though they can be
healed. A construct is not subject to critical
hits, subdual damage, ability damage or
drain, or energy drain. It is immune to any
effect that requires a Fortitude save (unless the
effect also works on objects). A construct is not
at risk of death from massive damage, but
when reduced to 0 hit points or less it is imme-
diately destroyed. Since it was never alive, a
construct cannot be raised or resurrected.
Constructs have Darkvision with a range of
60 feet. (Note that jewel golems remain
immune to mind-influencing effects, even
though they are generally possessed of greater
intelligence than traditional golems.)

Damage Reduction (Su): The creature
ignores 20 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Detect Good/Evil (Sp): At will, a sap-
phire golem may cast detect good or detect
evil as by a 10w-level cleric.

Feats: Sapphire golems receive
Improved Initiative free as a racial bonus.

Magic Immunity (Ex): Sapphire
golems are immune to all spells, spell-like
abilities, and supernatural effects, except as
follows. Sonic attacks, such as that inflicted
by a shatter spell, do half damage, with a
Fortitude save for no damage.

Neutralize Poison (Sp): At will, a sap-
phire golem may cast neutralize poison as by
a 10w-level cleric. This is accomplished by
delivering an antidote via one of the sap-
phire golem’s needles, which extends slightly
from its hand.

Protection from Evil (Sp): A sapphire
golem constantly emanates a magic circle
against evil as though cast by a 15th-level sor-
cerer. This ability can be suppressed at will
by the sapphire golem.

Sapphire Needles (Ex): Sapphire
golems are capable of shooting 24 sapphire
needles per day from their fingertips as a
ranged attack. The golem can shoot up to 8
(4 per hand x 2 hands) of these needles in
one round. All of the needles shot from one

hand are treated as a single
attack, and must be aimed at a
single target. Each needle should
be treated as a +3 magical weapon.
Each needle does 1d4 points of damage.
There is a 90% chance that a needle will be
destroyed on impact. Needles that survive
can typically fetch up to 100 gp in the open
marketplace.

Telepathy (Su): A sapphire golem can
communicate telepathically with any creature
within 100 feet that can speak a language.

CONSTRUCTING A SAPPHIRE GOLEM

The birthing gem of a sapphire golem
must be a sapphire worth at least 2,500 gp.
Preparing the gem requires a Craft (gemcut-
ting) or similar skill check (DC 15). The
golem costs 75,000 gp to create, which
includes the cost of the birthing gem.

The creator must be of at least 17w level,
able to cast arcane spells, and have successfully
constructed a jewel golem in the past.
Completing the ritual drains 1,500 XP from the
creator and requires polymorph any object,
Iimited wish, magic circle against evil, and wish
(x2). Alternatively, a multi-classed arcane/divine
spellcaster of any level sufficient to cast the nec-
essary spells can cast polymorph any object,
Iimited wish, magic circle against evil, atone-
ment, detect good, detect evil, and neutralize
poison. An arcane spellcaster and a divine spell-
caster can also work together, although this
requires that both spellcasters be of at least 15t
level and make Spellcraft checks at DC 15.

CONSTRUCTING JEWEL GOLEMS

The cost listed for each golem includes
all materials and spell components that are
consumed or become a permanent part of it.

The first step in the creation of a jewel
golem is the selection and enchantment of
the birthing gem, from which the golem’s
physical body will eventually be crafted. In
game terms, this requires a character of the
appropriate level, possessing the Craft
Magic Arms and Armor and Craft
Wondrous Items feats. The initial prepara-
tion of the birthing gem requires two weeks

of work, during which the creator must
spend at least 8 hours each day in a special-
ly prepared laboratory or workroom, in

ADVENTURE SEED
& The myﬂu&m galem urlesh — a

name meaning “King's own” in the
Awarvish tongue — has sat unmoving
upon the great stone throne of the
dwarven Kingdom of OreKAal for more
than five centuries. In all that time
Orekdnl has had no true king, and nor
will Orekdal have a king until urlesh
rises from the throne and offers it to
the Elahn'duehl — the “unborn
king”. It Appers, however, that the
long wait of OreKAaL has finally come
to an end: Urlesh has risen, And chosen
A new king. The reqent, however,
smells foul play. She suspects that
urlesh has somehow been covertly
replaced by a different sapphire golem.
She hires the PCs to Surra;;titiausly
discover the jewel golem’s true nature.



which (among other things) a
circle of carefully aligned mirrors is
used to focus solar and lunar energy
into the birthing gem. This chamber

is similar to an alchemist’s laboratory
and costs 500 gp to establish.

In addition, this preparation process
consumes 1/10w of the total cost of the golem
in question. Only the most exceptional of
gems are capable of focusing the intense
mystic energies that form the heart of a jewel
golem. Lesser stones, or flawed stones, will
shatter during the preparation process, but
only after consuming the preparation cost.

Once the birthing gem has been prepared,
the true work of creating the golem can begin.
An extensive process of magical rituals, requir-
ing two additional months to complete, must be
performed. During this time, the gem 1s used as
a crystalline matrix from which the body of the
jewel golem is spontaneously created. In addi-
tion, the elemental spirit that powers the golem
is gathered and bound to the evolving structure
of the golem’s body.

During this period, when not working on
the rituals, the creator must rest and can per-
form no other activities except eating, sleeping,
or talking. Interruption of this work for any rea-
son will cause the creator to lose control of the
arcane energies he is attempting to harness,
destroying the birthing gem and forcing him to
start from scratch if he wishes to continue. Note,
however, that once the birthing gem is pre-
pared, the creator can wait as long as he likes
before using that gem to actually construct a
jewel golem. A gem prepared by one person
can even be used by another person.

Completing the ritual drains the appropri-
ate XP from the creator and requires casting
any necessary spells on the final day. The cre-
ator must cast the spells personally, but they can
come from outside sources, such as scrolls.

CONTROLLING JEWEL GOLEMS

There are two types of jewel golem: con-
trolled and free.

A jewel golem’s creator can command a
controlled golem if it is within 60 feet and
can see and hear its creator. If uncommand-

ed, a controlled golem usually follows its last

EWEL GOLEMS

instruction to the best of its ability, though if
attacked it returns the attack. The creator
can give the golem a simple program to gov-
ern its actions in his or her absence, such as
“Remain in this area and attack all creatures
that enter” (or only a specific type of crea-
ture), “Ring a gong and attack,” or the like.
However, jewel golems are generally more
intelligent than traditional golems, allowing
them to carry out more complex tasks.

A jewel golem becomes free in one of
two ways: if one is separated from its master
for more than 3 months without an active
command — or if its master dies while the
golem does not have an active command —
it will automatically become free and capa-
ble of pursuing its own goals. If, however, it
is separated from its master for more than 3
months — or its master dies while it has an
active command — the jewel golem must
make an Intelligence check once per year
against a DC equal to the caster level of its
master in order to become a free golem.

There are several exceptions to this: the
aquamarine and opal golems are never con-
trolled — they begin their existence as free
golems. Diamond and pearl golems are always
considered controlled, unless their master
their
Moonstone golems are constantly contesting
their control — they make an Intelligence check
at the moment of their creation, and will con-
tinue to make Intelligence checks every year
until they are successfully free, against a DC
equal to the caster level of their master. It is

specifically gives them freedom.

rumored, however, that certain “free” moon-
stone golems are still controlled by some greater
imperative — see their description.

Bloodstone golems are also a special
case: they will obey the commands of anyone
associated with the holy site they are guard-
ing, unless those orders interfere with their
ability to protect the holy site. They can only
become free golems if the holy site is com-
pletely destroyed, at which point they must
make an Intelligence check against a DC
equal to the caster level of the divine spell-
caster involved in their creation — otherwise
they continue guarding the place where the
holy site once stood. Dark bloodstone
golems, on the other hand, follow the stan-
dard control rules described above.




Large Beast

Hit Dice: 8d10+32 (76 hp)

Initiative: +5 (+1 Dex, +4 natural)

Speed: 30 ft., burrow 10 ft.

AC: 18 (-1 size, +1 Dex, +8 natural)
Attacks: Bite +10/+5 melee

Damage: Bite 2d6+7

Face/Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Improved Grab

Special Qualities:

Darkvision 60 ft., Low-light Vision, Pit Trap,

Tremorsense 60 ft.

Saves: Fort +10, Ref +7, Will +3

Abilities: Str 21, Dex 12, Con 18, Int 1, Wis 12, Cha 6
Skills: Hide +4 (+8 when buried in pit), Listen +8
Climate/Terrain: Desert

Organization: Solitary

Challenge Rating: 7
Treasure:
Alignment:
Advancement:

1/10 coins, 30% goods, 30% items
Always neutral
9 HD (Large), 10-12 HD (Huge)

A

Beast: Beasts have Low-light Vision and
Darkvision with a range of 60 feet.

Improved Grab (Ex): If the jigoko-
mushi hits an opponent of at least one size
category smaller than itself or smaller with
its bite attack, it deals normal damage and
either attempts to start a grapple as a free
action without provoking an attack of oppor-
tunity, or it pulls the opponent into its space
without provoking an attack of o;_).portunity
and holds him with a —20 penal&y to grap-
ple checks, using its remaining attacks
against other opponents. A successful
hold does not deal any
additional damage,
but each successful
grapple check it

Ji
makes during -
successive -
rounds auto-

matically deals
bite damage. If
the  jigoko-
mushi is dam-
aged after
grabbing its
prey, it retreats
backward
down its pit at

burrowing speed,
dragging the victim

with it; apply the standard SRD suffocation
rules in this case.

Tremorsense (Ex): By feeling vibra-
tions in the earth, the jigokomushi automat-
ically senses the location of anything that is
in contact with the ground, moving, and
within 60 feet.

Pit Trap (Ex): Anyone or anything
entering a jigokomushi’s pit trap must suc-
ceed at a Dexterity check (DC 15) or slip on

the loose sand and slide

to the bottom of the

f{  pit, where the jigoko-

i mushi lies buried

waiting to ambush
its prey.

— Skills: A

r jigokomushi suffers

a —4 size bonus to
...:5"" Hide checks, but

" © gains a racial
= _~# bonus of +4 to its
" Hide skill when it
buries itself in its

pit.  This s
included in the
stats above.

(Klmmm As the “[wllng” due to
its ferocity, the jigokomushi is
w Large bu rrowing insect-Like monster
inhabiting deserts. These creatures dig
tapering pits 40 feet in dinmeter that
often resemble cave openings, then
cover themselves with a Laver of Loose
sand At the bottom and Lie in wait for
unsusrecting prey. However, 1f faac(
does not come to it, the jigokomushi is
# desert hunter of considerable
reckoning. It approaches prey slowly
by burrowing just beneath the surface
of the sand until it is within melee
range, then it bursts from the sand to
take its prey unawares. Jigokomushi
}:refer giant insects and mundane
desert AnimAls As their vVictims, And
qenerally require one menl a day

equivalent in size to A gipmt insect.

]igakomus[u’ resemble enormous
Antlions. M/my small, taugi», hAair-
like fi}mﬂ }Jake out from between their
1704{17 seqments, allowing them to sense
movement within the immedinte
area. Their coloration tends toward
}’7&'75 or other naturally occu rring
desert hues, but an occasional rare
albine specimen is faSSif?le. Rumors also
tell of & fire-req jigokomushi.
]igakamm[u’ averaqe 12 fzet in lengtﬁ
and weigh About 1,500 pounds.

ADVENTURE SEED

W Rumors }:ersist af A hero slain in
the deserts of the east. #is squire took.
up his magic weapon and fled into the
dunes, only tobe captured and
devoured by a giant flame-red insect.
The leqendary weapon still rests at the
bottom of the ferocious [uallng's pit-
Lair with the bones of the squire.



n the civilized island chains to the
Lmt, jikim'uki Are hliaﬂu{ tobe
demons who eat dead human bodies.
These demons are often the spirits of
dead men or women whose greed
prevented their souls from entering o
more peaceful existence after death. A
particular myth tells of a strong-
willed priest who once kept watch
near the body of & deceased person.
Suddenly a jikininki arrived to
devour it, but the friast's pravers
Libernted the demon’s soul.

Jikininki appear much like a
cross between zombies and ghouls. They
retain the same basic outward
appearance they had in Life, only now
very much decomposed, with o
hunchbacked, feral posture and
raqqed fangs and claws. The undying
qreed of these corpse-eaters is manifest
in their practice of wearing funerary
Jinery, some of which went to the
grave with them and some of which
they have taken from corpses.
Jikininki speak. the Lanquaqes they
spoke in life.

Jikininki favor ]mrsting up from
shallow graves or leaping from behind
tombstones, but are cu nm’ng enaugf» to
use whatever natural features provide
them the best ndvantaqe aqainst the
living. They bite first in an attempt
to afflict the living with their rotting
curse, before fiaiting about with their
ru”w{ claws.

ADVENTURE SEEDS

QO The PCs are determined to see to it
that a recently deceased comrade,
associate, relative, etc. makes a
peaceful transition from this world to
the next, and so they take turns
keeping watch over the ]701{17. After a
number of uneventful evenings, o
Jikininki appears to devour the corpse,
but the PCs give battle in an effort to
provide their friend safe passage and to
[free the soul of the jikininki so that it
may finally rest, as well.

JIKININK]I

o e

Hit Dice:

Medium-size Undead
2d12+3 (16 hp)

Initiative: +1 (Dex)

Speed: 30 ft., burrow 10 ft.

AC: 13 (+1 Dex, +2 natural)

Attacks: Bite +2 melee, and 2 claws —3 melee
Damage: Bite 1d6+1 plus Minor Rot, claws 1d4 each
Face/Reach: 5 ft.x 5 ft./5 ft.

Special Attacks: Minor Rot

Special Qualities:

+2 Turn Resistance, Darkvision 60 ft.,

Eat Corpse, Immunities
Saves: Fort +0, Ref +1, Will +4

Abilities:

Str 13, Dex 13, Con —, Int 13, Wis 13, Cha 13

Skills: Appraise +6, Hide +6, Intimidate +6, Intuit
Direction +2, Jump +6, Listen +6, Move Silently
+6, Search +6, Spot +6, Tumble +3

Feats: Toughness

Climate/Terrain:
Organization:
Challenge Rating: 2
Treasure:
Alignment:
Advancement:

Any land and underground
Solitary or gang (2-5)

Double art (jewelry only)
Always chaotic evil
3 HD (Medium-size)

4

Eat Corpse: One disgusting aspect of
jikininki nature can actually work against them
in combat. Due to their ever-ravenous hunger,
corpse-eaters are prone to falling upon any
fresh corpse they encounter, including those of
their fallen comrades, becoming momentarily
oblivious to their surroundings while
they feed. To avoid this potentially
suicidal behavior, jikininki must
succeed at a Will save (DC 17) or
spend a full-round action greedily
gulping down chunks of
flesh, thus losing their
Dexterity bonus to AC '_I-"
and granting opponents a1

+4 to their attack rolls. |
Minor Rot (Su): 18 .L'
The bite of a jikininki L

exposes its target to

the supernatural disease

minor rot on a successful attack. A Fortitude
save (DC 16) must be made to avoid contract-
ing the disease. On a failure, after the incuba-
tion period of 1 day, the victim takes 1 point of
temporary Constitution score damage each
day. Two successful saving throws in a row
means the victim recovers naturally, otherwise
the victim recovers naturally in 2d3 days if not
reduced to 0 Constitution, and thus killed. Any

disease-curing or curse-removing effect will
heal minor rot.

Skills: Jikininki receive a +2 synergy bonus
to Tumble checks. This is included in the above
skills.

Turn Resistance (Ex): When resolving a
Turn, Rebuke, Command, or Bolster attempt,
add +2 to the jikininki’s Hit Dice total.

L Undead: Undead are immune to
poison, sleep, paralysis, stunning,
disease, death effects,
necromantic effects, and
mind-influencing
effects. Undead are not
subject to critical hits,
subdual damage,
ability damage or

drain, or energy

drain. They have

no Constitution scores and are therefore
immune to any effect requiring a Fortitude save
(unless it affects objects). Undead have
Darkvision with a range of 60 feet. Negative
energy can heal undead creatures. An undead
creature is not at risk of death from massive
damage, but when reduced to 0 hit points or

less it is immediately destroyed. Undead cannot
be raised. Resurrection can affect them, but
generally fails because theyre unwilling to
return to life.

LT



]

KANERSHEE

Medium-sized Magical Beast

Hit Dice: 5d10+10 (37 hp)

Initiative: +9 (+5 Dex, +4 Improved Initiative)

Speed: 40 ft.

AC: 19 (+5 Dex, +4 natural)

Attacks: Bite +7 melee

Damage: Bite 1d8+3

Face/Reach: 5 ft. x5 ft./5 ft.

Special Qualities: Blink, Damage Reduction 5/+1, Darkvision 60
ft., Detect Evil, Detect Lycanthrope, Low-light
Vision, Revealing Howl, Scent

Saves: Fort +6, Ref +9, Will +1

Abilities: Str 15, Dex 21, Con 14, Int 12, Wis 10, Cha 11

Skills: Hide +10, Listen +10, Move Silently +12, Spot +10

Feats: Alertness, Endurance, Improved Initiative

Climate/Terrain: Forest, hills, or plains

Organization: Solitary, pair, or pack (7—16)

Challenge Rating: 4

Treasure: None

Alignment: Always neutral good

Advancement: 6—7 HD (Medium-size), 8—12 HD (Large)

b

Blink (Su): A kanershee can blink at will as
per the spell cast by an 8w-level sorcerer, and
can evoke or end the effect as a free action.

Damage Reduction (Su): A kanershee
ignores 5 hit points from most weapons and
natural attacks. A +1 weapon or better negates
the ability.

Detect Evil (Su): At will, kanershee can
detect evil as per the spell.

Detect Lycanthrope
(Su): Kanershee have the
supernatural ability to detect
any lycanthropes within 60
feet of them. This ability
reveals the type of lycan-
thrope, as well.

Magical Beast:
Magical  beasts  have
Darkvision with a range of
60 feet and Low-light Vision.

Revealing Howl (Su):
All lycanthropes within a
100-foot radius of a kaner-
shee that hear its Revealing
Howl must make a Will save
(DC 17) or revert to animal or hybrid form;
there is a fifty percent chance of changing to
either if the lycanthrope has a hybrid form.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent if
it is within 5 feet. They can follow tracks by

smell, making a Wisdom check DC 10 + 2 per
hour that the trail is cold.

KANERSHEE AS MOUNTS

Kanershee make excellent special mounts
for halfling and gnome paladins. Kanershee
can only carry mounts of Small size (not
dwarves), and have the same

carrying capacity as a rid-
ing dog. A kanershee can
fight while carrying a rider,
but the rider cannot also
attack unless he succeeds at
a Ride check. Riders take
no damage when they fall
from a kanershee. If trained
for war, kanershee can
make trip attacks just as
wolves do.
Training a kanershee as
a mount requires a Handle
Animal check (DC 25 for a
young creature, or DC 30 for
an adult) and that the kanershee be willing.
Kanershee pups are worth 2,000 gp each on
the open market. Professional trainers charge
500 gp to rear or train a kanershee, and kaner-
shee can wear any saddle suitable to a riding
dog.

(K’Mmrsiwe are intelligent,
"vowerful hunters of
lycanthropes, originally }’7rea(ﬁ'0m Plink.
n(ag stock. These omnivorous cAnines
stand three and o half feet at the
shoulder, and weigh over 100 pounds.
Their fur is the yellav%}raum af their
blink. doq heritage. Kanershee mate for
life, and they are very protective of
their pups, which many races Value As
trainable 71/%”( 4{075. Even when bred
with normal dogs, the resulting pups
retin the ability to sense Lycanthropes,
but possess no other kanershee ailities.

Kanershee actively keep a five-
mile radivs around their den free of evil.
Because of this protection, druids and
Jfey creatures consider such arens safe
havens. While kanershee hate all evil,
t/uay }Jmticulmlt/ Abhor werewolves,
wererats, and other evil li;(:pmtlrlrapes.
Their hatred for these creatures is so
strong that they have been known to
track them relentlesslt;, even fallau/ing
them into cities and towns. Unless
provoked, they do not normally attack
non-evil lycﬂntﬁra};es such as werebears
and wereboars.

Like blink. 0(075, kanershee frefzr to
huntin packs and are generally brave,
tireless ﬁgﬁt&rs.

ADVENTURE SEED

AoWhile the PCs are xmjaying
themselves at a tavern, a Large, }’lM{lV
wounded Kanershee wanders in and
swiffs the mir. Just as the Imrkze}z yells
At & patron to remove the mangy dog
from his establishment, the kanershee
lets out A bone-chilling howl. When he
does so, A group of five men seated At A
table in front of the PCs rises and
transforms into hybrid wererats. The
lycanthropes killed the kanershee’s
mate and Left him for dead. Bent on
axw:ting his revenge, he has been
foltowing them for davs. If the PCs aid
him in this ﬁg[»t or heal him, the
kanershee befriends them, possibly
becoming A useful grovp memper.



7‘7‘4: Tr'awn are & race of horrible
beings resembling a patchwork of
humanoid and salamander, with a
stimy hide, webbed hands and feet,
and gitls. Kr'awn Vary greatly in
appenrance, but ALl are twisted And
deformed. Some have extra Limbs,
others glow in the dark, and still
others have backwards heads.

The dark. Order of Modakva
originally bred these creatures for
sacrifice by corrupting an Aquatic
race Via alchemy and vile
necromantic rituals. The kr'awn
eventually united under the more
s;:zcmlizza(, }aau/erful kr'awn, and
overthrew their masters. A few
enclaves of kr'awn remain, and the
secrets of I7reea{ing and controlling
them still Lie wiiting in the decrepit
ruins of the Modakva.

The kr'awn live in isolated
communities well out of Sig/»t of
humanoids. The kr'awn build crude
structures for protection or use
NALUTAL CAVeS nedr their breeding pits.
Only the King or queen has private
quarters, where it holds court And
develops its powers. Kr'awn Live
mestly 7717 hunting and fishing,
though they Also cannipalize their
sick. and old, and occasionally raid
lizardfolk and troglodytes. Kr'awn
communities Are centered Around their
breeders. An established colony will
have three or four of these giant,
bloted monstrosities. They are
effectively defenseless, but if attacked
they emit a psychic distress call that
alerts every kr'awn within ten miles.

In addition to the breeders, &
kr'awn cammunity usunllv consists
of At least A hundred blood kr'awn,
about & dozen howlers, and & handful
of scryers. A single royal ke'awn rules
the community, tfwugk some mig/vt
have younger “Apprentices 2 preparing
to establish their own colonies.
Kr'awn practice no religion and

worship no gods, though Lesser k' awn

&
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Small Aberration (Aquatic)

14 (+1 size, +3 natural)

Hit Dice: 2d8+2 (11 hp)
Initiative: +0

Speed: 20 ft., swim 20 ft.
AC:

Attacks: 2 claws +2 melee
Damage: Claws 1d3 each
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities:

Saves:
Abilities:
Skills:

Climate/Terrain:
Organization:

Darkvision 60 ft., Harvest Kr’awn Vulnerability,
Kr’awn Traits

Fort +1, Ref +0, Will +4

Str 10, Dex 10, Con 12, Int 6, Wis 12, Cha 8
Hide +8, Listen +3, Move Silently +4, Spot +3,
Swim +0 (+8 to avoid hazards)

Temperate or warm marsh or underground
Solitary, pack (2—4), brood (3—4 howlers, plus
4-24 blood kr’awn), or colony (100 blood, 3—4
breeders, 10—12 howlers, 3—6 scryers, 1 royal)

Challenge Rating: 1
Treasure: None
Alignment:
Advancement:

Usually neutral
3-6 HD (Medium-size)

e

KRAWN TRAITS

Despite their deformities, kr’awn can move
with ferocious speed and strength. Unless con-
trolled by a master, lesser kr’awn will attack any-
thing that infringes on their territory. More-
intelligent kr’awn try to lure opponents into the
water, where they have the advantage.

Shocking Appearance (Ex): The first
time a humanoid sees a given type of kr’'awn, he
must make a Will save (DC 14) or be shaken
with horror for one round; shaken characters
suffer a —2 morale penalty on attack rolls,
weapon damage rolls, and saving throws.

Amphibious (Ex): All kr'awn are able to
breathe and operate in water and on land. If
kept out of water for a day or longer, kr'awn
take a —2 circumstance penalty to all rolls.

Fearless (Ex): Kr’awn were bred with
few survival instincts. They are immune to
magical and mundane fear effects, and read-
ily attack creatures far more powerful than
themselves. Scrying kr’awn have no immuni-
ty to fear effects.

Susceptible to Enchantments (Ex):

Kr’awn are easily controlled by magic. They
automatically fail any save to resist a mind-
influencing magical or psionic effect. If the

kr’awn is currently controlled by one enchant-
ment when another is cast, the kr’awn’s cur-
rent controller may make a Will save on the
kr’awn’s behalf. Royal kr’awn have no special
susceptibility to enchantments.

Deformities (Ex): No two kr'awn look
alike. Roll on the table at right for typical
kr’awn deformities; blood kr’awn roll twice.

BLOOD KRAWN

Kr’awn speak a crude form of Aquan,
and most can understand Common.

Aberration: Aberrations have
Darkvision with a range of 60 feet.

Harvest Kr’awn Vulnerability (Ex):
A blood kr’awn targeted by a harvest kr'awn
spell (see page 180) is automatically killed,
leaving a desiccated husk. If the kr’awn is
currently controlled by someone else’s
enchantment magic, its master may make a
Will save to negate on its behalf.

Kr’awn Traits: Kr'awn all have Shocking
Appearance, Amphibious, Fearless, Susceptible
to Enchantments, and Deformities.

Skills: Kr’awn receive a +8 racial Swim
bonus to avoid hazards. Blood kr’awn have a




KRAWN MUTATION TABLE

D20 MUTATION

1-8 No mutation

9-10 Backward head or limbs
11 Tiny mouth

12 Missing forearms

13 Phosphorescent skin
14 Scrawny

15 Powerful legs

16 Spider eyes

17 Gaping maw

18 Extra arms

19 Acid blood

20 Horrible stench

EFFECT

No game effect

No bite attack

No claw attacks

—2 racial penalty to Hide checks
—1 Hit Die, —2 Strength score
Increase base speed by 10 ft., and
gain +10 racial bonus to Jump
checks

All-Around Vision gives +4 racial
bonus to Spot and Search checks,
and they can’t be flanked

Gain bite attack for 1d4 damage,
or increase bite damage by one
die

Two extra claw attacks

An attacker that wounds a kr'awn
for normal damage must make
Reflex save (DC 14) or take 1d6
acid damage

Non-kr'awn must make a single
Fortitude save (DC 14) or be nau-
seated for as long as they remain
within 30 feet.

consider their King or gueen to be a
veritable god-thing. The royal kr'awn
and the scryers pilfered many of the
artifacts and writings from the Order
of Modakva. Since royal kr'awn were
not bred with the short Life spans of
their Lessers, it is possible that the same
10yals have been alive — and
studying maqic — since the original
kr'awn revolt.

BLOOD KRAWN

Lood kr'awn Are the most
Bcammm and base of these
creatures, bred to fuel their masters’
magic. T fwy Are weak. combatants,
but fearless and much tougher than
their small frames would suqqest. A
blood kr'awn is About the size of A
Large child, with butbous evjes and A
smAll, toothy maw. It scurries about
on all fauﬂ, squealing londly and
stashing with its claws when

aqitated.

ADVENTURE SEED

A An evil wizard is searching high
and Low for the Lost secrets of the Order
af Modakva. The PCs encounter the
Villain's henchmen in Various
dungeons, and eventually discover his
planto breed blood kr'awn Jfor power.
But the PCs also find clues leading to
A community of free kr'awn —
possible allies in their fight aqainst
this qrowing evil.



HOWLING KRAWN

owlers are the lowest kr'awn
4’[’ with magical abilities. Their
creators bred them to serve as sentries
and guardinns, though their ability

to terrify enemies makes them
devastating spearheads in an assault.

Howlers are human-sized
creatures that prefer to move on all
fours. They are protected with a series
of interlocking, chitinous plates that
protect as well as banded mail does.
Their eves bulge from their bony heads,
Aand most howlers have a lizard-Like
Jrill that drapes their necks. When
tfun? howl, the fn’ll flmas out
dramatically.

A howling kr'awn will wait
patiently at its post for hours. When
an intruder is detected, it lets Loose
with its terrifvinq howl. It then
viciously attacks any intruder that
doesn’t flee.

ADVENTURE SEED

& The only bridge to Reikland Istand
is now under the watch of a brood of
howling and blood kr'awn, stationed
there to Keep all visitors away. #Has
the entire island beyond the bridge
been claimed by the kr'awn and, if so,
what's happened to the people who
live on the istand?

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Medium-size Aberration (Aquatic)

3d8+6 (19 hp)

+0

30 ft., swim 20 ft.

16 (+6 natural)

Bite +4 melee and 2 claws +2 melee

Bite 2d4+2, claws 1d4+1 each

5 ft. x 5 ft./5 ft.

Terrifying Howl, Psychic Howl

Darkvision 60 ft., Kr’awn Traits,

Invisibility Purge, Detect Invisibility

Fort +3, Ref +1, Will +3

Str 14, Dex 11, Con 14, Int 6, Wis 10, Cha 10
Hide +4, Listen +8, Spot +8, Swim +2 (+10 to
avoid hazards)

Multiattack

Temperate or warm marsh or underground
Solitary, pair, brood (3—4, plus 4-24 blood
kr’awn), or colony (100 blood, 3—4 breeders,

10—12 howlers, 3—6 scryers, 1 royal)

Challenge Rating: 4
Treasure: None
Alignment:

Advancement:

Usually neutral
4-5 HD (Medium-sized)

A

+4 size bonus to Hide checks. These bonuses
have been worked into the above stats.

NEW SPELL: HARVEST KRAWN

Necromancy

Level: Sor/Wiz 1

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One blood kr’awn/3 levels
Duration: Instantaneous

Saving Throw: Special (see text)
Spell Resistance: Yes

This spell drains the essence from one or
more blood kr’awn, allowing the caster to
use it to power further spells or spell-like
abilities. The targeted kr’awn are killed and
get no saving throw. If the kr’awn are cur-
rently controlled by another’s enchantment

magic, the controller may choose to make a

Will save to negate the effects of this spell.
Tor every 2 Hit Dice of blood kr’awn killed

by this spell, the caster gains +1 caster level on

the next arcane spell he casts or spell-like abili-
ty he uses. He must cast the new spell the round
after he casts harvest kr'awn or the bonus is lost.
If the next spell cast is also harvest kr'awn, he
does not get the bonus to his caster level.
Instead, the bonuses stack and apply to the next
spell cast.

If the caster has the Empower Spell,
Enlarge Spell, Extend Spell, Heighten Spell, or
Maximize Spell metamagic feats, he can use
harvest kr'awn to improve a spell as per the feat
he has without it taking up a higher-level spell
slot. If the caster is a wizard, this effect can
improve a spell he has already prepared at its
normal spell level. The caster must harvest 2
Hit Dice of blood kr’awn to Enlarge or Extend
a spell, 4 Hit Dice to Empower a spell, or 6 Hit
Dice to Maximize a spell. It requires 2 Hit Dice
to Heighten a spell by one level.

HOWLING KRAWN

Kr’awn speak a crude form of Aquan,
and most can understand Common.




SCRYING KRAWN

Medium-size Aberration (Aquatic)

Hit Dice: 4d8 (18 hp)

Initiative: +1 (Dex)

Speed: 30 ft., swim 30 ft.

AC: 14 (+1 Dex, +3 natural)
Attacks: Dagger +3 melee

Damage: Dagger 1d4

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Mental Blast, Spell-like Abilities

Special Qualities:

Darkvision 60 ft., Kr’awn Traits, Remote
Sensing, Telepathy

Str 11, Dex 12, Con 11, Int 10, Wis 10, Cha 14
Bluff +6, Diplomacy +4, Intimidate +6,
Innuendo +2 (+4 to intercept a message), Listen
+2, Scry +7, Sense Motive +6, Spot +3, Swim +0

Temperate or warm marsh or underground

Saves: Fort +1, Ref +2, Will +4
Abilities:
Skills:

(+8 to avoid hazards)
Climate/Terrain:
Organization:

Solitary, pair, or colony (100 blood, 3—4 breed-
ers, 10—12 howlers, 3—6 scryers, 1 royal)

Challenge Rating: 4

1/2 coins, standard goods and items

Treasure:
Alignment: Usually neutral evil
Advancement: By character class (sorcerer)
W
Aberration: Aberrations have

Darkvision with a range of 60 feet.

Detect Invisibility (Su): A howling
kr’awn automatically knows if there are
invisible, ethereal, or astral creatures within
15 feet. This is a continuous effect.

Feats: Howling kr'awn receive
Multiattack free as a racial bonus.

Invisibility Purge (Sp): A howler may
utter a low-pitched, wailing moan at will that
has the same effect as invisibility purge as if
cast by a 3rd-level cleric.

Kr’awn Traits: Kr'awn all have Shocking
Appearance, Amphibious, Fearless, Susceptible
to Enchantments, and Deformities.

Psychic Howl (Su): A howling kr'awn
can unleash a screech that does 3d6 damage
to any ethereal or incorporeal creature with-
in 30 feet. Creatures affected by this power
can make a Will save against DC 11 to take
half damage. This howl is a higher pitch
than the Terrifying Howl ability, and does
not affect corporeal creatures.

Skills: Howling kr'awn get a +2 racial
bonus to Spot and Listen checks. Kr’awn
receive a +8 racial Swim bonus to avoid haz-

ards. These bonuses have been worked into
the above stats.

Terrifying Howl (Su): When a howler
screams, all non-kr’awn within 30 feet must
make a Will save (DC 11) or become pan-
icked for 2d4 rounds. This is a sonic, mind-
affecting fear effect. Anyone with the Iron
Will feat is immune to this effect. The howl
can be heard for miles (and typically alerts
other kr'awn to danger), though only those
within range must make a saving throw.

SCRYING KRAWN

Kr’awn speak a crude form of Aquan,
and most can understand Common.

Aberration: Aberrations have
Darkvision with a range of 60 feet.

Mental Blast (Sp): A scrying kr’awn
can target a single creature within 30 feet

with this attack. It must be able to see its tar-

get. The affected creature must make a Will
save (DC 16) or be stunned for 2d4 rounds.
Alternately, the scrying kr’awn can choose to
affect its target as with a confusion spell cast

SCRYING KRAWN
Brzo{ to gather intelligence and

interragutz }:risaners, the scrving
kr'awn were ultimately the downfall
of the Modakva. They used their
(relatively) high intelligence and
telepathic abilities to conspire in
secret. Eventually, they were able to
develop a strain of ki'awn that
combined the strenqths of ALL their
kind, and that could resist charms

Aand enchantments.

Serying kr'awn appear to be thin
and frail, though they possess o
sinewy strenqth and toughness. Their
heads are butbous to accommodate
their brains, and their tiny, stit-like

mouths seem Almost decorative.

unlike most kr'awn, scriyers have
o special resistance to fear. In fact,
most avoid physical combat if At all
possible. They [Ack the natural claws
and fangs of their brethren, and if
cornered they defend themselves with
a dagger made of howling kr'awn
hide.

ADVENTURE SEED
R A'grau}a af miners tunneling near

an underqround water source Are Im'ng
secretly monitored by A scrying
kr'awn who believes a }wu/arful
magical device to be buried somewhere
near the mine. Once the miners reach
the sealed cavern containing the
treasure, the scryer will have its
people Kill them. When samet[w’ng qoes
wrong and the miners need to be
rescued, will the PCs accept the fwlf
af stmngelt; qenerous kr'awn, or will
they divide their efforts between
saving the miners and fighting the
kr'awns



by an 8w-level sorcerer. This ability can be
used once every 1d4 rounds.

Kr’awn Traits:
Shocking
Susceptible  to
Deformities. Scrying kr’awn do not have the
Fearless abililty.

Skills: Kr’awn receive a +8 racial Swim

Krlawn all have
Appearance,  Amphibious,

Enchantments, and

bonus to avoid hazards. Scrying kr’awn get a
+2 synergy bonus to Diplomacy checks and
to Innuendo checks to intercept a message.
These bonuses have been worked into the
above stats.

Spell-like Abilities: Scrying kr’awn
can use the following spells as if cast by a 8th-
level sorcerer. The DC to resist these abilities
is 12 + the spell level.

1/day — scrying

At Will — detect thoughts

Remote Sensing (Su): At will, the scrying
kr'awn can see through the eyes and hear
through the ears of any kr’awn (except royal
kr’awn or other scryers) that was spawned by
the same breeder. It takes about 1 minute of
concentration and a Scry check (DC 15) to

establish the connection. This power lasts as
long as the kr’awn maintains its concentration.

Telepathy (Su): The scrying kr’awn can
communicate telepathically with any crea-
ture that has a language.

SCRYING KRAWN AS CHARACTERS

A scrying kr’awn’s favored character
class is sorcerer, but because of their short
life spans (typically 10 to 20 years) few ever
advance past 5th level.

RoYAL KRAWN

Kr’awn speak a crude form of Aquan,
and most can understand Common.

Aberration:
Darkvision with a range of 60 feet.

Detect Invisibility (Su): A royal kr’awn
automatically knows if there are invisible,

Aberrations have

ethereal, or astral creatures within 15 feet.
This is a continuous effect.




ROYAL KRAWN

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Medium-size Aberration (Aquatic)

6d8+12 (39 hp)

+2 (Dex)

20 ft. (hide armor), swim 20 ft.; base 30 ft.

21 (+2 Dex, +3 natural, +6 howler hide armor)
2 claws +6 melee or Poison Spittle +6 ranged
Claws 1d6+2 each, Poison Spittle (special)

5 ft. x 5 ft./5 ft.

Poison Spittle, Mental Blast, Spell-like Abilities
Darkvision 60 ft., Kr’awn Traits,

Detect Invisibility, Telepathy, Fast Healing 2,
Spell Resistance 22

Fort +4, Ref +4, Will +9

Str 14, Dex 14, Con 14, Int 14, Wis 14, Cha 16
Bluff +6, Diplomacy +6, Hide +5, Listen +6,
Move Silently +5, Search +6, Sense Motive + 6,
Spot +6, Swim +2 (+10 to avoid hazards)

Iron Will

Temperate or warm marsh or underground
Solitary or colony (100 blood, 3—4 breeders,

10-12 howlers, 3-6 scryers, 1 royal)

Challenge Rating: 9

Treasure: Double standard
Alignment: Usually neutral evil
Advancement:

By character class (sorcerer)

AP

Fast Healing (Ex): At the beginning of
each of a royal kr’awn’s turns, it heals 2 hit
points if it is at least partially submerged in
water. A creature that has taken both subd-
ual and normal damage heals the subdual
damage first. Fast Healing does not allow a
creature to regrow lost body parts, or reat-
tach them, and does not restore hit points
lost from starvation, thirst, or suffocation.

Kr’awn Traits: Krlawn all have
Shocking Appearance, Amphibious, Fearless,
and Deformities. Royal kr’awn do not have the
Susceptible to Enchantments ability.

Mental Blast (Sp): Like a scrying
kr’awn, a royal kr’awn can attack the mind
of a single creature within 30 feet. It must be
able to see its target. The affected creature
must make a Will save (DC 17) or be stunned
for 2d4 rounds. Alternately, the royal kr’awn
can chose to affect its target as with a confu-
sion spell cast by a 12wh-level sorcerer. It can

use this attack every 1d4 rounds.

Poison Spittle (Ex): The royal kr'awn’s
ranged attack has a 10 foot range increment,
with 50 feet maximum range. On a successful

attack, the royal kr'awn’s this ranged attack
delivers a contact poison that requires a
Tortitude save DC 14 to avoid a primary effect
of 1d2 temporary Constitution score damage.
A minute later, a second Fortitude save is
required or the victim takes another 1d4 tem-
porary Constitution score damage. This dam-
age returns at the rate of one point per day.

Skills: Kr’awn receive a +8 racial Swim
bonus to avoid hazards, and take a -5 armor
check penalty. These have been worked into
the above stats.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
royal kr'awn, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds 22, the spell works nor-
mally, though the creature still gets a saving
throw if the spell allows such.

Spell-like Abilities: The royal kr’awn
can use the following spells as if cast by a
12th-level sorcerer. The DC to resist these
abilities is 13 + the spell level. The royal
kr’awn can use its harvest kr'awn ability to

ROYAL KRAWN

AJ‘tar decades of abuse at the
hands of the Order of Modakva,
the scrying kr'awn secretly bred the
first royal kr'awn. These powerful
creatures combine the strengths of
their Lesser cousins and have no
susceptibility to charms and
enchantments. 4 mere handful of
royal kr'awn have ever existed. There
is typically a single King or queen
leading any free kr'awn community.

A royal kr'awn is slightly taller
than & human male, walking
upright and boasting vicious claws. Its
eyes glow frintly and bespeak a
horrible, malevolent intelliqence. A
Ring or queen almost always dons a

Jull suit of armor crafted from a
howling kr'awn’s hide.

Royals usually surround
themselves with a court of blood
kr'awn, scryers, and howlers. They
willingly draw on the life force of
blood kr'awn when threatened. While
they Are not fearless, they are
powerful warriors who do not hesitate
to engaqe opponents.

ADVENTURE SEED

& The PCs happen across & Large
kr'awn community suffering under
the yoke of & cruel King. The scryers
telepathically approach the PCs and
beseech them to help overthrow their
oppressor. The problem? This particular
royal kr'awn is over 200 years old and
A [u'gk—lewl sorcerer to boot.



BREEDER KRAWN

r'awn communities are built
(K‘nrau nd their breeders. These
ginnt, bloated monstrosities are
effectively defenseless, but will be
defended to the death 1717 the entire
colony if Attacked. Breeders qwell in
water-filled ]m:zo(ing pits qenerally
located at the center of A kr'awn
community, and proquce dozens of
qelatinous eqqs each week. The
survival rate af kr'awn younyg is
Mn;smzklly Low, however.

ADVENTURE SEED

& Something qoes wrong with a Local
wizards attempt to Kidnap kr'awn
eqqs t[»raugf» telepartntivn, Aand now A
kr'awn breeder is stranded in the
wizard's townhouse, just five miles
from the kr'awn Lair. Terrified of the
kr'awn who will come nfter him, the
WIZAT] ski}:s town. Can the PCs
return the breeder without having to
Jace & whole community of outraged
kr'awn Could this somehow turn
into A chance for peaceful
neqotintions between humans and
kr'awné

Large Aberration (Aquatic)

Hit Dice: 1d8+1 (5 hp)

Initiative: +0

Speed: 10 ft., swim 10 ft.

AC: 9 (-1 size)

Attacks: None

Damage: None

Face/Reach: 5 ft. x 10 f./5 ft.

Special Qualities: Darkvision 60 ft., Distress Call, Kr’awn Traits

Saves: Fort +1, Ref +0, Will +3

Abilities: Str 10, Dex 10, Con 12, Int 6, Wis 12, Cha 8

Skills: Hide +0, Listen +3, Move Silently +4, Spot +3,
Swim +0 (+8 to avoid hazards)

Climate/Terrain: Temperate or warm marsh or underground

Organization: Colony (100 blood, 3—4 breeders, 10—12

howlers, 3—6 scryers, 1 royal)

Challenge Rating: 1/2
Treasure: None
Alignment:
Advancement:

Usually neutral
2-6 HD (Large)

&4

increase the power of its spell-like abilities as
well as any spells it casts.

1/day — phantasmal killer

3/day — charm monster, suggestion

At Will — harvest kr'awn, scare, sleep,

telekinesis

Telepathy (Su): A royal kr'awn can
communicate telepathically with any crea-
ture that has a language.

ROYAL KRAWN AS CHARACTERS

A royal kr’awn’s favored class is sorcerer,
and most have at least one or two levels in
this class. They typically take the Still Spell

metamagic feat at higher levels to compen-
sate for their armor.

NEW ARMOR,_HOWLER HIDE

A suit of howler hide armor has a +6 armor

bonus, but a +2 maximum Dexterity bonus,
and a -5 armor check penalty. It has a 30%

chance of arcane spell failure, and the wearer’s
speed 1s 20 feet if normally 30 feet, and 15 feet if
normally 20 feet; run speed is quadruple as nor-
mal. Howler hide armor weighs 30 lbs., and
costs 400 gp in areas where kr'awn are com-
mon.

BREEDER KRAWN

Kr’awn speak a crude form of Aquan,
and most can understand Common.

Aberration: Aberrations have
Darkvision with a range of 60 feet.

Distress Call (Su): If attacked, breed-
ers emit a psychic distress call that alerts
every kr’awn within ten miles of danger.

Kr’awn Traits: Kr’awn all have
Shocking ~ Appearance, = Amphibious,
Fearless, Susceptible to Enchantments, and
Deformities.

Skills: Kr’awn receive a +8 racial Swim
bonus to avoid hazards. Breeder kr’awn have
a —4 size bonus to Hide checks. These have
been worked into the above stats.




dm=={ KRISH-DHARJAT

Medium-size Humanoid (Krish-dharjat)

Hit Dice: 1d8-1 (3hp)

Initiative: —1 (Dex)

Speed: 30 ft.

AC: 13 (—1 Dex, +4 chain shirt)

Attacks: Longsword +0 melee or heavy crossbow —1
ranged

Damage: Longsword 1d8-1, heavy crossbow 1d10

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Psionics

Special Qualities:

Krish-dharjat Traits, Psionics

Saves: Fort —1, Ref —1, Will +3

Abilities: Str 8, Dex 8, Con 8, Int 12, Wis 12, Cha 12

Skills: Autohypnosis +4, Climb +0, Intimidate +3,
Listen +3, Spot +3

Feats: Weapon Focus (longsword)

Climate/Terrain: Mountains, forest, desert, or marsh

Organization: Cadre (2—4), seeking (5—20), or school
(20-40)

Challenge Rating: 1/2

Treasure: Standard

Alignment: Usually neutral

Advancement: As character class (psion)

=

Krish-dharjat Traits (Ex): Krish-
dharjat receive the following adjustments
to their abilities: +2 Intelligence, +2
Wisdom, +2 Charisma, —2 Strength, —2
Dexterity, —2 Constitution. The krish
have advanced minds, but use slaves or
the power of their minds to accomplish
physical tasks, and so are somewhat frail
and uncoordinated. Autohypnosis is
always a class skill for krish. Krish receive
a +2 racial bonus on saving throws against
psionic powers because of their innate
familiarity with psionic powers of all
kinds. Krish-dharjat take Ur-Krish as an
automatic language; this obscure lan-
guage is similar to many disparate
tongues, and is perhaps some sort of com-
mon ancestor language. Krish frequently
learn Common, Elven, and Draconic.

Psionics (Sp): Krish-dharjat with
Wisdom scores of 10 or higher may mani-
fest the 0-level power (talent) detect psion-
ics once per day. Krish with Charisma
scores of 10 or higher may manifest the 0-

level powers (talents) missive and telem-

pathic projection once per day each.
Krish with Intelligence scores of 10 or
higher may manifest the O-level power
(talent) finger of fire once per day.

Skills: This krish-dharjat has a —2
armor check penalty. This is included in
the above skills.

KRISH-DHARJAT AS CHARACTERS

Within their refuge-schools, most
krish-dharjat are psions, psychic warriors,
or more rarely monks. Krish-dharjat
found outside their refuge-schools have to
learn the more realistic arts of combat.
The stat block above is for a warrior of 1st
level.

The krish-dharjat’s preferred class is
psion, of any specialty. A multiclass krish’s
psion class does not count when determin-
ing whether he suffers an XP penalty.
Futhermore, each time a krish takes a
level as a psion he gains +1 racial bonus
psionic power point.

711 Krish-dharjat are a reclusive
race of great mental prowess. They
are seldom encovntered in great
numbers, and are often given to Living
in remote Llocations. Individual krish
VALue their privacy, and do their best to
dissuade Visitors. However, this does not
Keep adventurers and would-be students
Jrom traveling to them in hopes of
learning their mental arts, or
petitioning them as seers and oracles.
The krish-dharjat are known to be
well-versed in the ways of astral realms
and pocket dimensions.

The origins of the krish-dharjat are
cloded in mystery. Some say their race
Stef}:a(fartf»ﬁt’m the 171417]7117;7
ectoplasm when the world was new, and
as they saw the gods finish willing the
universe into being, they learned to
imitate them and so created their
mental arts. Others say they are an
ancient race that once walked the
world and created a Vst empire of
psychic might that enslaved all the
thinking races they came across; they
mingled their essence with many of the
creatures they came across, And created
the Various psionic creatures that can be
found today. Whatever the truth of
their origins, the core of their power is
their understanding that the power of
will can overcome mundane rmlity,
and 5o physical endeavors are inferior to
matters of the mind.

The average Krish-dharjat is
slightly taller than a human and has
eyes of pure swirling silver tinted with
other colors s the Krish's emotions
change. Their skin is & mild sky-blue,
and their hair is usually midnight
black, dark. blue, or shimmering pearl-
white. They are Long-Lived, like the
elven people. Those krish whe learn the
psionic arts of their race develop A small
round gem At the chakoa points on their
skaull for every discipline they grow
talented in. A master krish has a
vertical Line of many chakra gems
upon his forchead, marking him as an
individual not tobe trifled with. These



stones possess A portion of the krish-
dharjat’s psionic power; the first such
chakra stone becomes the psicrystal of
the Krish, and can even, if the Krish is
su ﬁicizntly fau/erfu 1, leave his fnm[\em{
and venture forth on legs of ectoplasm
like a spider of the mind.

Few of the krish-dhariat find
happiness in physical pursuits, though
some become monks and fortify their
inner power in A different way. They
exude confidence and wisdom, and when
they choose they make great diplomats
and neqotintors. Some of the younger
krish believe the ancient leqends that
say the empire of the Krish-dharjat once
ruted over much of the world, and seek.
to resurrect its ancient power and glory.
Their elders see no point to temporal
power, and would rather spend their
time plumbing the astral depths.

ADVENTURE SEED

o A grovp of }:au?erful young krish-~
dharjat is searching a complex of
subterranean ruins for what they
betieve tobe an artifact of the empire
of their ancestors. unfortunately, one
Among them is the servant of o
powerful undead krish, A vampire of
some psionic prowess who seeks the
artifact for himself. The PCs stumble
Across this qrovp of seekers as tkey
return from their own search Sfor
treasure in the depths of the complex.
Having come tkraugk the perils of the
underground ruins, the weakened
}Mrt'f must now canfrant wfres[t qroup
of krish-dharjat who sense that the
artifact they seek. is amongst the
party’s Loot. Will the party give them
the artifact when t[wy claim it as
their In'r(:furiglrlt, or will tf»ings turn to
A physical confrontation? The Krish
will flee if the ﬂgkt even hints at
qoing aqainst them, but the Vampiric
master of the reneqade Krish will now
be on the PCs’ trail.

NEW MAGIC WEAPON.
KAISANGUM

These bizarre mental weapons might
be proof of an ancient krish civilization.
The secret to their construction is long
gone now; all that remains are the hilts of
vanished swords. A trained monk or psy-
chic warrior, however, can recall the
power of the weapon with a
Concentration check. A dagger (DC 10),
short sword (DC 15), or longsword (DC
20) can be made real to the mind on the

end of the hilt. The imagined blade
appears like glass. When used in battle,
this weapon deals damage directly to the
target’s mind, rather than his body. Some
kaisangum deal Wisdom damage, others
deal Intelligence damage. All damage lost
is temporary, returning at the rate of 1d4
points per hour, rather than the usual
rate. If the wielder of a kaisangum takes
any damage, a new Concentration check
must be made to maintain the existence of
the weapon.

Caster Level: 10th-20th; Weight: 1 1b.




KURL

Medium-size Animal

Hit Dice: 2d8+4 (13 hp)

Initiative: +2 (Dex)

Speed: 50 ft.

AC: 14 (+2 Dex, +2 natural)

Attacks: Bite +3 melee

Damage: Bite 1d6+1

Face/Reach: 5t x 5 ft./5 ft.

Special Attacks: Debilitating Bite, Trip

Special Qualities: Low-light Vision, Scent

Saves: Fort +5, Ref +5, Will +2

Abilities: Str 13, Dex 15, Con 15, Int 2, Wis 15, Cha 2

Skills: Hide +4, Listen +6, Move Silently +4, Spot +4,
Wilderness Lore +2 (+6 when tracking by scent)

Feats: Weapon Finesse (bite)

Climate/Terrain: Temperate plains

Organization: Solitary, pair, or pack (5-9)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 3 HD (Medium-size), 4-5 HD (Large)

A

Animal: All animals have Low-light
Vision.

Debilitating Bite (Ex): Prey bitten by a
kuri must succeed at a Fortitude save (DC
15) or suffer 1d6 temporary Dexterity score
damage. A minute later, the kuri’s victim
must make a second Fortitude save or suffer
another 1d6 temporary Dexterity score
damage. A victim whose Dexterity reaches 0
is paralyzed. Dexterity damage normally
returns at a rate of one point per day. Elves
are immune to this paralysis, but not the
temporary ability score damage; their
Dexterity score will go no lower than 1.

Feats: Kuris receive Weapon Finesse
(bite) free as a racial bonus.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
if it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Skills: Kuris receive a +4 racial bonus to
Wilderness Lore checks when tracking by
scent. This bonus is included above.

Trip (Ex): When a kuri hits with its bite
attack, it can attempt to Trip its opponent as
a free action without making a touch attack

or provoking an attack of opportunity. If the
attempt fails, the opponent cannot react to
Trip the kuri.

NEW POISON: OIL OF DEBILITATION

When applied to a slashing or piercing
weapon, this substance has the effect of the
putrid saliva of a kuri. Once damage is suc-
cessfully dealt with a coated weapon, the
opponent must succeed at a Fortitude save
(DC 15) or suffer 1d6 temporary Dexterity
score damage. A minute later, the victim
must make a second Fortitude save or suffer
another 1d6 temporary Dexterity score
damage. Anyone whose Dexterity score
reaches 0 is paralyzed. Dexterity damage
normally returns at a rate of one point per
day. Elves are immune to this paralysis, but
not the temporary Dexterity score damage;
their Dexterity will go no lower than 1.

A single vial contains enough oil to coat
one Large weapon, two Medium-size
weapons, four Small weapons, or eight Tiny
weapons. The oil is used up on a successful
hit, otherwise it will wear off and lose poten-
cy in 1d4 hours.

Caster Level: ls; Prerequisites: Brew
Potion, a one-ounce vial of live Kuri saliva;
Market Price: 300 gp

uris Are & rare and deadly breed of

fuymw that roam the savannah
nfter m’gktfnll. These cunning pack.
animals thrive as both scavenqers and
hunters. Due to a steady diet of rotten
animal flesh, Kauris' mouths are havens
for foul bacteria. One bite can cause an
extremely painful series of muscular
seizures, eﬁ‘ectiwly rem{aring the victim
prralyzed. Although temporary, this
paralysis can prove fatal when the victim
1s surrounded ]717 A pack. of hungry Kauris.
Many trifal shamans have discovered
specialized ritunlistic dances that work to
restore movement to one bitten 7717 A kuri,
t[wugk.

Kuris appear very much like normal
hyenas, with sotid black. fur. A kauri’s eves
qlow pale red in the dark, adding to its
unwholesome reputation. More gaunt
than Ayenm, kusris seem sometimes to
have an almost skeletal appearance,
especially in times of drovght or famine.

Ve

ADVENTURE SEED

& During their travels near o remote
savannah, the PCs happen upon a
small village in the midst of a “Kuri
dance” to relieve an afflicted warrior.
After the successful ritual, the dancer
welcomes the PCs and explm’ns what
they just witnessed. Whether moved by
the villagers' need or by the offer of a
modest reward, the PCs are persunded to
set out to rid the area of a particularly
cunning PMK af kauris.



@reﬂtu res borne of social depravity
and af the streets, L'er are the

bane of civilized culture everywhere.
Many saqges believe that these
insidious creatures are not only the
source af ALl wantonness, but are also
the cause of the rapid spread of most
known diseases. Although they
qenerally dwell in Large cities, any
place where people 71ktfwr s A
potentinl target for the baleful Uer.

Almost indistingu ishable from
typical halflings, Uer are always
severely thin, fair-skinned and -
hnired, and have Large, almost
Lluminous eyes. L'er have lanﬁ, slender,
supple hands and finqgers that are
equally able and effective when it
comes slipping A disense-ridden daqqer
between ribs or weaving a deadly spell
of debauchery. L'er normally don drab
robes that allow for ense of movement.
One might think it easy to spot &
member of the Ler race from afar, but
nothing could be further from the
truth. L'er are competent At worming
their way into conventional society),
as well asheing experts in the arts of
disquise and “]7lzm(in7 in with a
crowd.” Most L'er have Little difficulty
in passing themselves off as halflings,

o occasionally as beardless gnomes.

Ler rarely engage in autrigftt
combat, as they typically use their
powerful charm abilities to “tatk.”
their way out of sticky situations.
usually, they try to appeal to their
tarqet’s base emotions And steer him
towards alternate actions that play
upon those emotions. If forced into
melee, however, they will use their
disense-cauising powers to infect s
many combatants as possible, and
then ﬁring their sorcerous powers to
bear. Further, all weapons wielded 1717
Ler are always ridden with some form

of disease.

LER_

LT

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Im“
W/
Small Outsider

10d8+20 (65 hp)

+7 (+3 Dex, +4 Improved Initiative)

20 ft., run 100 ft.

19 (+3 Dex, +1 size, +5 natural)

Dagger +12/+7 melee

Dagger 1d4+1 plus Rotting Touch

5 ft. x 5 ft./5 ft.

Disease Cloud, Rotting Touch,

Spell-like Abilities

Darkvision 60 ft., Evasion, Immunity to Disease,

Spell Resistance 12

Saves: Fort +9, Ref +10, Will +9

Abilities: Str 13, Dex 17, Con 15, Int 18, Wis 14, Cha 20

Skills: Balance +14, Bluff +18, Concentration +10,
Diplomacy +14, Disguise +18 (+20 for acting in
character), Hide +15, Innuendo +2 (+4 to trans-
mit a message; +4 to intercept a message),
Intimidate +7, Jump +3, Listen +15,
Move Silently +15, Open Lock +13, Pick Pocket
+5, Search +10, Sense Motive +12, Spot +12,
Tumble +10

Feats: Alertness, Improved Initiative, Run

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 12
Treasure:
Alignment:
Advancement:

Always evil

Double coins, 50% goods, double items

By character class (sorcerer)

eV

Ler typically speak Common and one
other language, which matches the race they
are attempting to dwell amongst.

Disease Cloud (Ex): As a partial
action, L'er can release a pungent cloud of
infection that fills a spherical area with a 50-
foot radius. Unlike most disease, however,
this cloud has an extremely short incubation
period, making it especially deadly in the
midst of combat. This acts as a disease deliv-
ered through inhalation, with a Fortitude
DC of 12. Incubation is 1d3 rounds, and it
deals 1d4 temporary Strength damage.
Temporary ability score damage returns at a
rate of one point per day.

Evasion (Ex): If subjected to an attack
that allows a Reflex save for half damage, a
I’er takes no damage on a successful save. A
bound P’er or one in a completely restrictive
area cannot use Evasion. The I'er need not
know that the attack is coming.

Immunity to Disease: Ler are
immune to diseases, including those they
themselves carry.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and l'er are also pro-
ficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Rotting Touch (Ex): L’er can at will
infect anyone they touch or wound with a
melee weapon with their Rotting Touch.
This acts as a disease that’s delivered though
contact, with a Fortitude save DC of 20.
Incubation is 1d4 days, and it deals 1d8 tem-
porary Constitution damage. Temporary
ability score damage returns at a rate of one
point per day.

Skills: L'er receive a +4 size bonus to

Hide checks. They also get a +2 synergy
bonus to Diplomacy, Disguise checks for act-




ing in character, Innuendo to transmit a
message, Intimidate, and Pick Pocket. They
get a second +2 synergy bonus to Diplomacy,
and to Innuendo to intercept a message.
They receive a third +2 synergy bonus to
Balance and Jump, get a +3 dodge bonus to
AC when fighting defensively or taking a
full-round action, and get a +6 dodge bonus
to AC when on total defense. They carry the
required thieves’ tools for the purpose of
Open Lock checks. This is all included in the
above stats.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against a
Per, the spellcaster makes a level check (1d20
+ caster level). If the result equals or exceeds
12, the spell works normally, though the
creature still gets a saving throw if the spell
allows such.

Spell-like Abilities: A l'er can use the
following spells as if cast by a 10th-level sor-
cerer. The DC to resist these abilities is 15 +
the spell level.
1/day — dominate person, gaseous form
3/day — black tentacles, sleep
At Will — charm person, contagion

NEW DISEASE: BRUSH OF
DEATH

This hellish infection first

passed into the mortal world through con-
tact between a diabolist and a demon. The
illness it causes is more than simply terrible.
It’s insidious. The infected body seems fine
for days, even weeks, before the disease
begins its awful work. Beginning at the point
of infection, the body begins to smoke as if
on fire, often revealing a handprint or smear
where the disease was contracted. The burn-
ing then spreads over the body, necrotizing
tissue and spreading the disease even further.
Clorpses resulting from infection appear dry
and starved.

Disease: Brush of Death
Infection: Contact (always)
Inhaled (after incubation)
DC: 20

Incubation: 3d6 days
Damage: 1d8 Con

ADVENTURE SEEDS

W Aband of Uer has decided to
decimate a small town just for the
sheer challenqe. # rash of wickedness
and depravity sweeps through the
town, and quick on its heels, A 7lut af
deadly disenses. The characters are
either a part of the surge of Lawless
vice, or they are hired tobring it to a
hatt. #owever they become involved,
they eventually learn of the
malicious plot aqainst the town, And
then must move to stop the surge of
wrongdoings }’mfom the town is utterly

consumed.

A A member of the party becomes
infected with an unusual and
unidentifinble disease. In order to save
their comrade, the group is forced to
retrace their steps, t{iscaVering that
they unwittingly encountered a Ler
several qays aqo. The characters must
then track down this Uer and force it
to give them the cure for the disease
before its too Late.



C van’ Are A s;vecies af qoat-man

that roam the frozen passes of
northern mountain ranqges. They are A
hardy and sure-footed race well-suited
to their harsh environment. Laxmyri
live in small villages of crudely
constructed homes or cave complexes in
the mountain heights. Laxmyri
villages are led by an elderly shaman
or mystic.

Laxmyri appear very much Like
brutish and primal satyrs. They walk.
upright on qoat legs but stoop forward
cmsir{emﬁl% with their Wir17 Arms
dangling almost to the ground. Their
heads are Large and sport a pair of
horns with a span greater than
shoulder-width. Beady black eyes peer
out over o nose more goatish than
human. Males tend to wear Long
qontees that they braid and decorate,
taking near-dwarven pride in them.
Goat-men coloration patterns tend
toward blends of natural cold-climate
hues, such as white, black, gray, and
dull blue. They adorn their horns with
the shiniest jewelry they can acquire,
and often wear & piece or two of stolen
Armor, with an occasional leader
having successfully cobbled together a
complete suit of armor.

Laxmyrin }Jrefer to silmtly track.
their intended targets, Keeping watch
from the rocky stopes Above until the
time is n'g[»t to cimrge with su rprise into
the qrovp, scattering their ranks. Goat-
men tend to use their horns as their
primary weapons, but are not adverse to
using weaponry taken from defeated
Joes.

ADVENTURE SEED

& The party is wandering through o
frozen mountain pASS, their only
company the occasional blmting of a
mountain goat. In actuality, the
bleating is & signal from a Laxmyri
scout to the rest af his pack that the
travelers are Afframkmg the qoat-
men’s ambush.

LAXMYRL ~fr—

Hit Dice:

Special Qualities:
Saves:

Medium-size Monstrous Humanoid

2d8+4 (13 hp)

16 (+3 Dex, +2 natural, +1 padded armor)
Gore +3 melee or club +3 melee
Gore 1d6+1, club 1d6+1

- ,;f Initiative: +3 (+3 Dex)
Speed: 30 ft., climb 20 ft.
AC:
Attacks:
Damage:
Face/Reach: 5 ft.x 5 ft./5 ft.
Special Attacks: Charge 2d4+2

Cold Resistance, Darkvision 60 ft., Scent
Fort +5, Ref +6, Will +0

Abilities: Str 12, Dex 17, Con 14, Int 8, Wis 10, Cha 10

Skills: Climb +10, Hide +7, Jump +6, Listen +2,
Move Silently +4, Spot +5, Tumble +5

Climate/Terrain: Cold mountains or hills

Organization: Solitary or pack (2—6)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil

Advancement: By character class (barbarian)

4

Laxmyri speak their own goatish language
and a broken version of the nearest regional
humanoid dialect.

Charge (Ex): A laxmyri typically begins a
battle by charging at an opponent, lowering its
head to bring its large horns into play. In addi-
tion to the normal benefits and hazards of a
charge, this allows the creature to make a single
gore attack that deals 2d4+2 points of damage.

Cold Resistance (Ex): The hardiness of
the laxmyri allows them to shrug off the first 5
points of normal cold damage taken each
round; however, magical cold inflicts normal
damage, and the creatures still make saving
throws normally.

Monstrous Humanoid: Monstrous
humanoids have Darkvision with a range of 60
feet, and are proficient with all simple weapons
and with any weapons mentioned in their
entries.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent if
it is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2 per
hour that the trail is cold.

Skills: Laxmyri receive a +8 racial bonus
to climb checks, and a +2 synergy bonus to
Tumble checks. This is included above.

LAXMYI AS CHARACTERS

A laxmyri’s favored class is barbarian.
Laxmyri clerics (shamans) and druids (mystics)
worship nature-oriented or powerful primal
deities. Laxmyri make good arctic rangers,
sometimes hiring themselves out to travelers for
payments of jewelry. Sorcerers and wizards are
virtually unheard of among the brutish goat-

men.




eaf trappers qrow Above grovnd or

in subterranean environments,

Large Plant

Hit Dice: 6d8+24 (51 hp)

Initiative: +0

Speed: 0 ft. (immobile)

AC: 14 (—1 size, +5 natural)

Attacks: 1d6+4 slams +8 melee

Damage: Slam 1d8+5 each

Face/Reach: 5 ft. x 5 ft./10 ft. (30 ft. reach with vines)
Special Attacks: Feed, Improved Grab, Leaf Crush 1d8+5
Special Qualities: Blindsight, Camouflage, Immunities
Saves: Fort +9, Ref +2, Will +2

Abilities: Str 20, Dex 10, Con 18, Int —, Wis 10, Cha 8
Skills: Hide +2 (+8 among other plants)
Climate/Terrain: Warm forest or underground

Organization: Solitary
Challenge Rating: 3
Treasure:
Alignment:
Advancement:

1/10 coins, 50% goods, 50% items
Always neutral
7-12 HD (Huge), 13—18 HD (Gargantuan),

19+ HD (Colossal)

A

Camouflage (Ex): Leaf trappers
can alter their exterior’s color and pat-
tern to better fit into their background,
gaining +12 to Hide checks when
among other plants or +6 otherwise.
Anyone with Wilderness Lore or
Knowledge (plants or herbs) may
use those skills to notice the plant in
place of Spot.

Feed (Ex): For every two
consecutive rounds that a
creature remains held over a
leaf, it suffers 1d4+1 tempo-
rary Constitution damage
from the plant’s enzymes. This temporary
damage returns at a rate of one point per day. A
body that remains in the leaf past death, to a
Constitution score of —10 or lower, is so deteri-
orated and mutilated that it cannot be raised by
the spell raise dead.

Improved Grab (Ex): If the leaf trapper
hits an opponent of at least one size category
smaller than itself or smaller with its vine slam
attack, it deals 1d8+5 damage and either
attempts to start a grapple as a free action with-
out provoking an attack of opportunity, or it
pulls the opponent into its space and onto one
of its leaves without provoking an attack of
opportunity and holds him with a —20 penalty
to grapple checks, using its remaining attacks
against other opponents. A successful hold over
one of its leaves allows the plant to Feed. Each
successful grapple check it makes during suc-

cessive rounds automatically deals the slam

T-'!:l'l:' |

damage. A single attack with a”
slashing weapon that deals at least
10 points of damage severs a vine (AG 14). Once
a vine has been severed it may not conduct a
slam attack until it has regrown, which requires
2d4+2 months.

Leaf Crush (Ex): Medium-size or smaller
creatures stepping on or dragged upon one of
the plant’s hidden leaves is subject to a free
Improved Grab attack, taking 1d8+5 damage.

Plant: Plants are immune to poison, sleep,
paralysis, stunning, and polymorphing. They
are not subject to critical hits or mind-influenc-
ing effects. Instead of Low-light Vision, leaf
trappers have Blindsight at 100 feet.

Skills: Leaf trappers take a —4 size penal-
ty to Hide checks. This is included above.

typically near sources of water so that
they may strike At Living creatures
that come to drink. The plant usually
wits for the creature to drink. f?ﬂfnrg
striking from behind. When it does
Attack.its prey, the leaf trapper's vines
Lash out and attempt to entangle and
draq it onto & leaf, so that it may be
enveloped and crushed. Enzymes in the
leaf then beqin to break. down the
creature’s body so that the plant can
sustiin itself by absorbing its victim’s

nutrients.

Leaf trappers appear as a scattered
cluster of stalks with wide, marbleq
leafs at their ends that droop to rest
upon the ground with a tangle of vines
entwining their bases. Because the
Larger and more Vital portions of the
plant rest several feet beneath the
qrovnd, this cluster Looks Like many
small plants rather than extensions of o
Larger one puried out of sight. Most
adventurers make the mistake of
believing that they have killed the
plant by hacking off all the vines and
leaf stalks. unfortunately, vines and
leaves that are cut off or burned away
Teqrow in A matter of weeks. To truly
destroy & leaf trapper, it must be dug up
and its main roots and body Assaulted.

ADVENTURE SEEDS

A Anirascible druid, fed up with the
Local 7al/ammnt’s lagging Pmctices, has
taken to transplanting and hiding leaf
trappers ATOUNA lagging CAmps. 0ver &
dozen deaths have already resulted and
the constabulary is Losking for someone
to find the druid, then deal with him
and his Leafy pets.

& Leaf trapper seeds have somehow
been mixed in with the seeds for the
spring sowing of the Royal Gardens.
The plants grew miraculously
qyicklt;, tm;:fing the rm;nl fnmily
somewhere in the palace.



y come out of the sewers of the

ancient city — humanoid-
shaped, rubbery creatures with
Tmlging eyes, strangely blank faces
devoid of nose or mouth, and hands
with sucking orifices on the palms
that rend and tear, drawing the btood
from the vVeins of their victims. No one
knows what maddened wizard first
decided to create a leechman, but
common folk whisper that mad
experimenters who tire of the
distractions of hirelings and
apprentices surround themselves with
these silent servitors, reM(y to do their
bidding.

In some cases, leechmen have
survived their masters and turned
wild, but though they are potentinlly
immortal, they can have no offspring,
and usually such qrovpings Are
destroyed by adventurers hired by
outraqed peasantry. Though they
have a certain amount of free will,
leechmen are created to serve And Are
easily led if their master is no longer
}:resent.

ADVENTURE SEED

o People are disappearing off the
city streets, and others are found with
the blood drained from their bodies. The
wounds don't Look. like those made 1717
\/Mn}yires, who would never be so
indiscreet, Anyway. In fact, an evil
alchemist has collected a gang of
leechmen to kidnap victims for his
experimentation. The investigation
leads to A battle under the streets of
the city, with the heroes ambushed by
leechmen jumping up from the sewer
water Around them.

[ EECHMAN

—

Medium-size Aberration

Hit Dice: 4d8+12 (30 hp)

Initiative: +0

Speed: 30 ft., swim 30 ft.

AC: 16 (natural)

Attacks: 2 slams +7 melee

Damage: Slam 1d4+4 plus Constitution Attack each

Face/Reach: Sft.x5ft/5ft

Special Attacks: Constitution Attack, Improved Grab

Special Abilities: Damage Reduction 5/+1, Darkvision 60 ft.,
Vulnerability to Salt

Saves: Fort +5, Ref +1, Will +5

Abilities: Str 18, Dex 10, Con 16, Int 8, Wis 12, Cha 1

Skills: Escape Artist +4, Hide +4, Move Silently +4,
Search +2, Spot +2, Swim +4 (+12 to avoid hazards)

Climate/Terrain: Marsh or underground

Organization: Solitary or gang (5-10)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral evil

Advancement: 5—7 HD (Medium-size)

A

Aberration: Aberrations have Darkvision
with a range of 60 feet.

Constitution Attack (Ex): The sucking
mouth on the palm of the leechman’s hand
draws the vital blood from its opponent, dealing
1d6 temporary Constitution score damage,
after making a successful grapple check to
attach to the wvictim. It deals
Constitution Attack damage in e
addition to damage dealt by the

slam attack used to grab.
Temporary ability score
damage returns at the
rate of one point per
day. The leechman will
release a victim when its
Constitution score falls to
0, at which point its oppo-
nent is dead.

Damage Reduction
(Su): Leechmen ignore 5
hit points from most
weapons and natural
attacks. A +1 weapon or
better negates the ability.

Improved Grab (Ex): If the creature hits
an opponent of at least Small size or smaller
with its slam attack, it deals 1d4+4 damage and
either attempts to start a grapple as a free action
without provoking an attack of opportunity, or
it pulls the opponent into its space without pro-
voking an attack of opportunity and holds him

with a —20 penalty to grapple checks, using its
remaining attacks against other opponents. A
successful hold deals Constitution Attack dam-
age. If the creature does not use its Constitution
Attack, each successful grapple check it makes
during successive rounds automatically deals

slam damage. Otherwise, it deals 1d6

temporary  Constitution

- e : score damage as well.
e J[ " Skills: Leechmen
; 1 have a +8 racial bonus to

Swim checks to avoid
hazards. They also have
+4 racial bonus to Move
Silently checks and to
Hide checks. This is
included above.
Vulnerability to
Salt (Ex): Like their
miniscule progenitors,
leechmen have a weak-
ness to salt. They will not
touch salt-impregnated
clothes (it is impossible to
impregnate metal with salt)
and any reasonable amount of salt,
such as a large handful, that comes into direct
contact with their skin deals recurring damage
if it is not immediately washed off with fresh
water: the first round the salt deals 1d6 damage,
the second 1d4, and the third 1d3. Note that
being immersed in salt water does not harm a
leechman unless the salt content is much high-
er than found in ordinary sea water.




LEITMOTIF

Diminutive Outsider (Invisible,

Incorporeal)

Hit Dice: 2d8-2 (7 hp)

Initiative: +2 (Dex)

Speed: 10 ft., fly 60 ft. (good)

AC: 20 (+2 Dex, +4 size, +4 natural)

Attacks: None

Damage: None

Face/Reach: 1 ft. x 1 ft./0 ft.

Special Attacks: Musical Possession

Special Qualities: Darkvision 60 ft., Immunities

Saves: Fort +2, Ref +5, Will +6

Abilities: Str 2, Dex 14, Con 8, Int 12, Wis 16, Cha 18

Skills: Hide +17, Listen +8, Perform (any one instru-
ment) +11, Spot +8

Feats: Skill Focus (Perform)

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 1

Treasure: None

Alignment: Always chaotic neutral

Advancement: None

AN

Incorporeal Subtype: Incorporeal crea-
tures can only be harmed by other incorporeal
creatures, by +1 or better weapons, or by spells,
spell-like effects, or supernatural effects. They
are immune to all non-magical attack forms,
and cannot be tripped or grappled by corpore-
al creatures. They cannot fall or suffer falling
damage. An incorporeal creature has a 50%
chance to ignore any damage from a corporeal
source. The physical attacks of incorporeal
creatures ignore material armor. Incorporeal
creatures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Invisible Subtype: Invisibility makes a
creature undetectable by vision. Invisible crea-
tures can be tracked normally, and are subject
to detect spells. Abilities like Scent, Blindsight,
and Blind-Fight can detect invisible creatures. A
character notices an active invisible creature
within 30 feet with a Spot check (DC 20), or a
still one with a Spot check (DC 30). He can
make a Listen check vs. the invisible creature’s
Move Silently check as a free action each round
to find it. He can also make a touch attack with
his hands or a weapon into two adjacent five-
foot areas using a standard action to find the
invisible creature. If a character attacks an invis-

ible creature whose location he has pinpointed,
the creature benefits from full concealment
with a 50% miss chance. An invisible creature
can hide small items on his person to render
them effectively invisible. Invisible creatures
cannot use gaze attacks.

Musical Possession (Sp): Each leitmotif
is attuned to a specific piece of music. If anyone
is humming, whistling, or singing the spirit’s
song, it can attempt to leap into that person’s
mind. This is a standard action and the target
receives a Will saving throw (DC 20).
Regardless of whether the target succeeds or
fails the saving throw, she has no idea that any-
thing unusual has occurred. If the target fails
the saving throw, the leitmotif vanishes as it
takes up residence inside the victim’s mind. The
victim finds that she can’t get the leitmotif’s
tune out of her head. Unless she actively tries to
stop, she will find herself constantly humming
or whistling the tune; the GM may want to pass
anote to the player, suggesting that she hum the
tune when she isn’t talking. This can be a prob-
lem if the character is trying to hide or use skills
like Move Silently, or if the song is particularly
offensive to the locals for some reason. The
character can actively try to stop humming the

tune, but the resulting mental struggle is
extremely distracting; while she attempts to
ignore the tune, the victim will receive a —2 cir-

ave you ever had a tune stuck.
! f in your head that you just

couldn't get rid of? When this happens
in A fantasy realm, it signals that o
character might be a victim of &
leitmotif, a mischievous spirit with
Limited powers of possession. This may
not be much of & concern to most
characters, but W[u'stling A tune can
be problematic if you are trying to
quietly stalk a target or cast A spell,
and A bard may be distressed to find he
Keeps singing the wrong song.

A leitmotif is naturally
invisible, but in any case it is rarely
seen. Every leitmotif has a melody
associnated with it; it is A matter of
debate among scholars of the fey
whether leitmotifs are attracted to
songs that reach a certain level of
popularity, or whether each spirit
brings a new insipid sonq to the world.
Whatever the reason, no two
leitmotifs share the same tune. If
someone hums, sings, or whistles the
spirit’s special song, it can slip inside
his mind and take up residence there.
Bomeone thus possessed by a Lestmotif
will find that t[wy Just can't get
that tune out of their mind — they
Keep kummiug it without even
thinking about it, occasionally even

f?rﬂﬂking into sog.

If someone able to see it catches
the leitmatif S}Jirit out in the open, it
Appenrs as o beantiful diminutive
humanoid with hummingbird wings
sprouting from its shoulders, clutching

A tim; instrument.



ADVENTURE SEEDS

& The group meets A rather hagqard-
looking bard on the rond, who beqs
them for the opportunity to perform A
brief show. #e only plays a single song
— A catchy Little tune that
eventually gets the party tapping
their feet and humming along. Then
he suddenty stops, and with a Look. of
intense relief thanks the characters
and quickly moves on. Now one of the
PCs has ;;ickea( up the leitmatif the
bard was possessed by, and will have to
find & way to get rid of it!

& A character sitting alone on
watch keeps [wming faint music. But
any time she wakes someone up, the
music stops. If she makes the mistake
of whistling or humming the tune in
order to show the other characters
what she heard, the Leitmotif will try
to leap into her head.

cumstance penalty on all skill checks or attack
rolls to hit. If the user attempts to cast a spell
with a verbal component, she must make a Will
save (DC 10). If she fails, she instead starts
singing the song, wasting her action. If the char-
acter is a bard, this DC is increased to 15; this
also applies if the bard is trying to use any other
singing special ability or simply use her
Performance skill. While it is within a victim’s
mind, the leitmotif is immune to attack. The
simplest method of getting the leitmotif to leave
is to get someone else to start humming the
tune. The leitmotf is intelligent and does not
have to switch hosts, but it gets bored quickly,
and if it sees an opportunity for entertainment
in a new target, it will probably make the
switch. Also, a bard can use his Countersong
ability to temporarily cancel the effects of leit-
motif possession; this does not force the leitmo-
tf to leave its target, though. Alternatively,
when a person has a tune stuck in his head,
sometimes the best answer is to replace it with
another, less dangerous tune. If a bard or anoth-
er character with a musical Perform skill thinks

to try this, he can come up with a replacement
song with a Perform check (DC 20, DC 15 for
a bard). While listening to the new song, the leit-
motif’s vicim must make a Will save (DC 20); if
successful, the spirit is forced out. Victim and
performer can make a new roll every five min-
utes. Finally, banishment, holy word, and dis-
missal can be used against a leitmotif even while
it is possessing a victim. If break enchantment
or mind blank is cast on the victim, the leitmo-
tif will be driven out. Once the leitmotif has left
its host, the characters are safe as long as no one
starts humming the spirit’s song. A leitmotif has
no patience or attention span, and it will not
bother to follow a party that has driven it out.

Outsider: Outsiders have Darkvision with
a range of 60 feet. Unlike most other outsiders,
leitmotifs are not proficient with weapons. A
slain outsider cannot be raised or resurrected,
although a wish or miracle spell can restore it to
life.

Skills: Leitmotifs receive a +12 size bonus
to Hide checks. This is included above.




LESHY

Large Fey
Hit Dice: 10d6+40 (75 hp)
Initiative: +3 (Dex)
Speed: 30 ft., climb 30 ft.
AC: 18 (1 size, +3 Dex, +6 natural)
Attacks: 2 slams +7 melee or huge greatclub +7 melee
Damage: Slams 1d6+4 each, huge greatclub 2d6+3
Face/Reach: 5 ft. x 5 ft./ 10 ft.
Special Attacks: Spell-like Abilities, Spells

Special Qualities:
Saves:

Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:

Forest Lord, Low-light Vision, Spell-like
Abilities, Unlimited Wildshape, Vulnerabilities
Fort +9, Ref +10, Will +15

Str 17, Dex 16, Con 18, Int 14, Wis 26, Cha 16
Animal Empathy +12 (+17 for animals in its for-
est), Climb +11, Concentration +10, Handle
Animal +3 (+5 with animals; +5 with beasts),
Hide +6 (+11 in its forest), Knowledge (local) +6,
Knowledge (nature) +13, Listen +12, Move
Silently +9 (+14 in its forest), Spot +11,
Wilderness Lore +22

Alertness, Combat Casting, Dodge, Great
Fortitude, Skill Focus (Wilderness Lore)

Forest

Solitary, patrol (1 leshy, 2d4 wolves, 1d3-1
brown bears), or retinue (1 leshy, 4d4 wolves,
2d6 dryads, 1d4 brown bears, 1d3—1 treants)

Challenge Rating: 8
Treasure: Standard
Alignment:
Advancement:

Usually chaotic neutral
As character class (ranger)

4 )"

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Forest Lord (Su): A leshy may at will
send its senses roving through its forest, as
per clairvoyance/clairaudience with the
range limited only by the boundaries of the
forest. It may cause, at will, forest trails to
become harder or easier to pass through by
asking foliage to shift in such a way as to aid
or obstruct travelers. Thick undergrowth
created in this way reduces a party’s move-
ment by half, while a path cleared for a party
would allow full normal movement as they
travel. The leshy can place such travel con-
ditions upon a group of travelers, and these

conditions will follow them until they leave
the forest or the leshy decides otherwise. A
freedom of movement spell will allow this
effect to be avoided for the duration of the
spell, as will the druidic class feature
Woodland Stride. Additionally, any mun-

dane interaction with the forest or its inhab-
itants — such as through the use of Climb,
Wilderness Lore, Animal Empathy, and so
on — may be made easier or harder by the
leshy as long as it can observe the skill in use,
even if via use of the Forest Lord clairvoy-
ance ability. A leshy may modify the DC of
such skill use by +/— 8 as a free action once
per round.

Skills: The leshy has a +5 racial bonus
to Animal Empathy when used on animals
native to its forest, and a +5 racial bonus to
Hide and Move Silently checks when used
within its forest home. It has a +2 synergy
bonus to Handle Animal checks with either
animals or beasts. The leshy also has a +8
racial bonus to Climb checks, and a —4 size
penalty to Hide checks. These bonuses are
figured into its statistics above.

Spell-like Abilities: The leshy can use
the following spells as if cast by a 10th-level
caster. The DC to resist these abilities is 13 +

q Leshy makes its home in the oldest
and wildest of forests, and such &

forest will only ever have one of these
ey who oversees the welfare of the trees
and animals within it. The leshy can
speak to animals and plants, and can
sense Any disruption that occurs within
its Verdant home. The leshy is & noble
ey of wild demenner, and is not overly
concerned with men or other thinking
races unless they intrude into the
leshy’s forest. If the Leshy s forest is
endanqered by Logging, the growth. of a
nerby city, or similar Long-term
threats, the lesfu7 will use itsfarest
beasts as an army, sending them forth to
carry out cunm'ng f:lwns Aand well-
conceived strateqies in efforts to drive
awny or kill these who would destroy its
forest home.

The leshy can chanqe its shape
easily, though it usually appears in o
male form, if }:assﬂﬂe. Inits natural
form, the leshy appears as & male
human-Like creature whose body is
made up entirely of curling leaves and
moss; whether it resembles a handsome
man o & bristling qreen oqre depends on
its mood. Reqardless of what form the
las[u; Assumes, there is wlwm;s A
distinquishing feature about it that
betrays its true nature. Common tell-
tale fmtu res Are A single horn, & missing
eye, & Long green beard, or one cloven

foot, though there are others. Female
lesfuj, called leshovikha, have been seen
in some Lands. They also change shape,
but are restricted to creatures of the
female gender. Their natural form
VAries from & naKed maiden, to a reqal
fvrest queen with green skin, to A
grotesque [mg

The Leshy can also be generous
hosts to those who do not despoil the

farzst, and many stmy travelers
cAught in bad weather or dangerous
areas may be greeted on & whim by a
leshy who offers assistance in return
for A small favor. This favor might be
retrieving A forest beast stranded
beyond the leshy's domain, or



delivering a messaqe to another leshy
ina neig[v}an’ng forest. Sometimes A
leshy will send those in its debt on
more whimsical errands, for though
reqal and powerful, the leshy is still o
Jey creature.

ADVENTURE SEED
AAPC grovip trm/eling with a

CAravAn deep in A barren wilderness
find a dead body clutching abenutiful
wooden statue. The statue is }rmgkt
with the caravan, FET[L%}JS ]717 the PCs.
Though the statue is in no way
mAqical, the PCs begin to be harried in
minor ways by passing birds that spook.
their mounts, Animals that steal fm{,
Lowd nocturnal creatures that Keep
them awake at night, and s on. The
statue stays with the PCs, appearing

among their possessions if tiua; try to
destrov or get 1iq of it.

Days tater, they begin to see o
strange green-skinned woman
beckoning to them on the road ahead,
whe disappenrs as the party approaches
her. Finally, after the characters have
endured A qreat deal af Annoyance
caused by wild Animals, the woman
Appears Amond the company And
explains her story. She is the ghost of &
dryad, as the tree that used to house the
dryad was cut down and carved into the
statue the PCs carry. This was done ndges
nqo by A leshy's treacherous quest; this
leshy Loved the dryad, and the forest of
the leshy has since fallen into ruin as
the leshy's heart has withered and
grown sick.. The leshy's scattered subjects
dedicated themselves to returning the
statue; thus the Animal attacks on the
PCs. The dryads ghost sees the PCs as
heroes who can fwl}: her, tfumg[u To rid
themselves of the cursed statue, the PCs
must find the site of the ancient, long-
dend forest that is no Longer on any map,
seek out the grizzled, possibly insane
leshy, and return the statue to him.
With the forest’s heart returned, the
PCs may witness its rebirth.

the spell level. The leshy may only summon
creatures native to its own forest; if the
leshy’s forest is destroyed, it may no longer
use this ability.

Every 1d4 rounds — summon nature’s ally V
At Will — speak with animals, speak with
plants, discern location (within forest)

Spells: (6/6/6/5/5/3/1/1/1) The leshy
casts from the druid spell list as a 10w-level
druid. Those listed below are the spells it
normally has prepared; it rarely uses fire
spells. The DC to resist these spells is 18 +
the spell level.

0 Level — cure minor wounds x2, detect
magic x2, light, resistance
Ist Level — calm animals x2, entangle,

obscuring mist, pass without trace x2

2nd Level — barkskin, charm person or ani-
mal X2, resist elements, summon swarm,
tree shape

3rd Level — cure moderate wounds, domi-
nate animal, meld into stone, neutralize
poison, water breathing

4th Level — dispel magic, freedom of move-
ment, quench, scrying, sleet storm

5th Level — awaken, tree stride, wall of
thorns

6th Level — transport via plants

7th Level — control weather

8th Level — animal shapes

Unlimited Wildshape (Su): The leshy
can use the Wildshape druid class feature as
if it were a 16t-level druid, with an unlimit-
ed number of uses per day. The leshy is lim-
ited to the shapes of those animals native to
its forest, including native dire animals and
elementals.

Vulnerabilities (Ex): A leshy cannot
enter holy ground, unless the holy ground
belongs to a deity of nature or some similar
nature-friendly entity. A leshy can use none
of its powers on a person who wears all his
clothes inside out (including armor, if such is
possible), and may not physically attack such
a person directly unless he attacks the leshy
first. All of these vulnerabilities are men-
tioned in folklore that bards might be able to
recall with a Bardic Knowledge check
against a DC of 20.




=| LESSER FLEMENTAL WYRMS

LESSER AIR WYRM

Large Dragon (Air)
+5 (+1 Dex, +4 Improved Initiative)
15 (—1 size, +1 Dex, +5 natural)

2 claws +12/+7 melee, and bite +7 melee
Claws 1d8+3 each, bite 2d6+1

Hit Dice: 10d12+20 (85 hp)
Initiative:

Speed: 30 ft., fly 60 ft. (good)
AC:

Attacks:

Damage:

Face/Reach: 5 ft. x 10 ft./5 ft.
Special Attacks: Breath Weapon

Special Qualities:

Air Mastery, Control Winds, Darkvision 60 ft.,
Immunities, Low-light Vision

Saves: Fort +9, Ref +8, Will +7

Abilities: Str 17, Dex 13, Con 15, Int 14, Wis 10, Cha 10

Skills: Bluff +8, Diplomacy +4, Disguise +0 (+2 for act-
ing in character), Hide +10, Innuendo +0 (+2 to
transmit a message; +2 to intercept a message),
Intimidate +2, Listen +13, Move Silently +14,
Pick Pocket +3, Search +14, Sense Motive +8,
Spot +13

Feats: Dodge, Flyby Attack, Improved Initiative

Climate/Terrain: Mountains, hills, or plains

Organization: Solitary, pair, or clutch (2—4 adults and 3—12
young)

Challenge Rating: 8

Treasure: Standard

Alignment: Usually chaotic good

Advancement: 11-21 HD (Large), 22—-30 HD (Huge)

Y

LESSER AR WYRM

Lesser elemental wyrms speak Draconic.

Air Mastery (Ex): Airborne creatures
suffer a —1 penalty to attack and damage
rolls against the lesser air wyrm.

Breath Weapon (Ex): The Breath
Weapon of a lesser air wyrm is a blast of
frigid air with tiny particles of ice inter-
mixed, extending in a 30-foot cone. Damage
is 3d6 points of cold damage, with a Reflex
save (DG 17) for half damage. The lesser air
wyrm may use its breath weapon once every

1d6 rounds, and no attack roll is necessary.
Control Winds (Sp): Once per day, as
a free action, the lesser air wyrm may control

winds as a 12th-level druid. The Fortitude
save against this ability is DC 15.

Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Skills: Lesser elemental wyrms take a
—4 size penalty to Hide checks. Lesser air
wyrms also receive a +2 synergy bonus to
Diplomacy, Disguise checks for acting in
character, Innuendo to transmit a message,
Intimidate, and Pick Pocket, and a second +2
synergy bonus to Diplomacy and to
Innuendo checks to intercept a message.
This 1s all included in the stats.

In the far, Lost places of the world

live the lesser elemental wyrms.
They are deqenerate cousins to the
qreat draqons, each tied strongly to one
of the four elements. waugk their
power is minute compared to that of
their elder relatives, they are
nonetheless fierce creatures
themselves. Only in comparison to the
mighty true draqons can they really
be deemed “lesser.”

Although the temperaments of
these creatures are quite different,
they do share some similarities. They
Are fiercelt; territorial, enarmausly
vain, and care Little for the affairs of
other creatures — much as their
migf»tier cousins. The ﬂ{iffarznca is, af
course, that their vanity is not
always warranted, And that they are
flkr more suﬁj ect to other creatures’
nﬁfm'rs impinging on their own.

Because of their relative
weakness and Vulnem}?ility, Lesser
elemental wyrms tend to nest in
sectuded, out-of-the-way spots
associated with their elements. Thus,
the air wyrms nest on remote
mountaintops, earth wyrms seeK. out
fargattan cAves, fire wyrms love
deserts, and water wyrms plump the
ocean depths. Here they are able to
indulge their whims with little
intrusion from the sentient species of
the world.

LESSER AIR WYRM

Lessar aiT wyrms Are silvery
serpents with four strong Legs and
A set of leathery wings. Their claws
and head are vaquely birdlike, and a
ridge of iridescent spines runs from just
behind the head down the length of
the sinewy body to the flattened fin of
the tail. T[wy love to frolic in the
wind, and are fond of riddles and
clever conversation, although they get
it petulant if they find themselves
coming out poorly in the conversation.



They are cunning and careful
hunters, able to stalk their prey fram
hiding. They are the most fragile of
the Lesser elemental wyrms.

ADVENTURE SEED

RO #igf» in the mountains, the party
is accosted by a Lesser Air wyrm. The
creature is bored and Lonely, and just
wants a little conversation.
unfortunately, it feels that it is owed
this conversation by the characters,
and will not let them qo until is has
been su fficiently amused. It wants at
least & full nftamam af songs, stories,
and convivial companionship, and
will try to }mlli/ the party into
providing it. Should the party prove to
be more intelligent And amusing than
the wyrm, it will slrm?lt; sink into A
sullen anger, and finally take out its

humiliation, as it sees it, on the

;Jmty.

LESSER EARTH
WYRM

C esser eArth wiyrms Are m/m;t/u’ng

that lesser air wyrms are not.
T I«'w; Are stacky, law"—slung, Almost
crocodilian Lizards, with massive
stony plates covering every inch of
their bodies. Their eves are deep-sunk,
and glitter with low cunning as
opposed to intelligence. They are
almost painfully stow, but
amazingly powerful, and nearly
invulnerable. EArth wyrims avoid
sacinlizing, care not a bit far clever
riddles, and have a sense of humor
that stops at the “a man falls down
and Ieat him” joke. Anything that
comes into their territory is Viewed as
prey, Although they tend to Lose
interest after a while if they can't
catch it

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face[Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:

LESSER FLEMENTAL WYRMS

LESSER EARTH WYRM

Large Dragon (Earth)

12d12+60 (138 hp)

—1 (Dex)

20 ft., burrow 20 ft.

14 (—1 size, —1 Dex, +6 natural)

2 claws +16/+11/+6 melee and bite +11 melee
Claws 1d8+5 each, bite 2d6+2

5 ft. x 10 ft./5 ft.

Breath Weapon

Damage Reduction 20/+3, Darkvision 60 ft.,
Earth Mastery, Immunities, Low-light Vision
Fort +12, Ref +7, Will +10

Str 20, Dex 8, Con 19, Int 6, Wis 14, Cha 10

Climb +15, Hide —1, Intimidate +14, Listen +12,

Move Silently —1, Spot +12

Cleave, Great Cleave, Power Attack
Mountains, hills, plains, and underground
Solitary, pair, or clutch (2—4 adults and 3—12
young)

10

Standard

Usually lawful evil

13-21 HD (Large), 22—-33 HD (Huge), 34-36
HD (Gargantuan)




LESSE

LESSER FIRE WYRM

Large Dragon (Fire)

Hit Dice: 10d12+30 (95 hp)

Initiative: +4 (Improved Initiative)

Speed: 40 ft.

AC: 15 (—1 size, +6 natural)

Attacks: 2 claws +13/+8 melee and bite +8 melee

Damage: Claws 1d8+4 plus fire each, bite 2d6+2 plus fire

Face/Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Breath Weapon

Special Qualities: Burn, Darkvision 60 ft., Immunities, Low-light
Vision

Saves: Fort +10, Ref +7, Will +7

Abilities: Str 15, Dex 10, Con 17, Int 10, Wis 10, Cha 14

Skills: Bluff +14, Diplomacy +6, Disguise +2 (+4 for
acting in charcter), Hide —4, Innuendo +0 (+2
to transmit a message; +2 to intercept a mes-
sage), Intimidate +16, Jump +5, Listen +12,
Move Silently +0, Pick Pocket +2, Sense Motive
+12, Spot +12

Feats: Alertness, Improved Critical (claws), Improved
Initiative

Climate/Terrain: Warm mountains, deserts, or plains

Organization: Solitary, pair, or clutch (2—4 adults and 3-12
young)

Challenge Rating: 9

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 11-21 HD (Large), 22—-30 HD (Huge)

AP

LESSER EARTH WYRM

Lesser elemental wyrms speak Draconic.

Breath Weapon (Ex): The Breath
Weapon of a lesser earth wyrm is a blast of
abrasive dust and grit, extending in a 30-foot
cone. Damage is 3d6 points, which is caused
by the skin being stripped away by the flying
debris, with a Reflex save (DC 19) for half
damage. The lesser earth wyrm may use its
breath weapon once every 1d6 rounds, and
no attack roll is necessary.

Damage Reduction (Su): The creature
ignores 20 hit points from most weapons and
natural attacks. A +3 weapon or better
negates the ability.

Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Earth Mastery (Ex): A lesser earth
wyrm gains a +1 attack and damage bonus if
both it and its foe touch the ground. If an
opponent is airborne or waterborne, the
wyrm suffers a —4 penalty to attack and
damage.

Skills: Lesser elemental wyrms take a
—4 size penalty to Hide checks. This is
included above.

LESSER FIRE WYRM

Lesser elemental wyrms speak Draconic.

Breath Weapon (Ex): The Breath
Weapon of a lesser fire wyrm is a blast of
fire, extending in a 30-foot cone. Damage is
3d6 points of fire damage, with a Reflex save
(DC 17) for half damage. The lesser fire
wyrm may use its breath weapon once every
1d6 rounds, and no attack roll is necessary.

ADVENTURE SEED

A The raugf» plates of the lesser earth
wyrm Are Known far and wide As some
of the best material for Armor. A full-
size wyrm will yield enough plates to
maKe A suit of scale armor for o
medinm-size creature, And it takes
enchantments easily. Thus, when a
clutch of lesser earth wyrms moves in
at the bottom of an abandoned mine,
the miners decide that they might as
well }Jraﬁtﬁam their infestntian.
They qo in search of adventurers
willing to harvest the wyrm hides for
half the price of sale to the Local
armeorer. Of course, Mtvtking else the
characters pull out of the mine is
theirs to ka:?

LESSER FIRE
WYRM
Lesser fire wyrms are f/mtmtiml

concoctions of elaborate fans and
ridges of scales and spines in A myriad
of shades. They have a wide ruff
around their necks that puffs out
when they become angry, displaving a
red and orange mottling that ripples
like fire. Their bodies are lithe And
quick, and their legs Are sur;m’singlv
delicate. Lesser fire wyrms have a
tendency to reduce their territories to
smoldering ruins in short order, so they
move Around A great deal, and make
enemies wherever they go. Their smug
superiority to other creatures doesn’t
fwlf their relations with others,
either, and 50 they Are the most hated
and hunted of the lesser elemental
wyrms.

ADVENTURE SEED

A A tribe of desert nomads known to
the characters is in real trouble. Last
season, t[m/ faugﬁt with, wounded,
and drove off a lesser fire wyrm that
was hanging arovnd one of their oases.
They didn't manage to kill it, and
now it's back. Jfor revenge. The wirm



has been mnning on Ahead af the
nomads and setting fire to every onsis
the nomads head towards. Neighboring
tribes are not willing to share, since
the wyrm has warned them not to et
involved. Only the characters have a
chance at either Killing the wyrm o
establishing some sort of truce between

!

Large Dragon (Water)

these two Jrercely proud parties. Hl.t .Dl.ce: 11d12+33 (104 hp) —

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 20 ft., swim 30 ft.

AC: 17 (1 size, +1 Dex, +7 natural)
LESSEKJWATEK/ Attacks: Bite +14/+9 melee

Damage: Bite 2d6+6
WYRM Face/Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Breath Weapon
Lzsszr waAter WYTInS Are sleek. Special Qualities: Control Water, Darkvision 60 ft., Immunities,

glistening sea serpents, with four Low-light Vision, Wf“er Mastery
. 5 : Saves: Fort +10, Ref +9, Will +10
Jonetike flippers instead of claws. They Abilities: Str 19, Dex 12, Con 16, Int 10, Wis 12, Cha 12
are mottled shades "][171“5 and green, Skills: Bluff +12, Diplomacy +16, Disguise +1 (+3 for
and have both a dorsal and ventral acting in character), Hide —3, Innuendo +1 (+3
ﬁ” runm'ng 2 lengtﬁ aft[wirbm{ies. to transmit a message; +3 to intercept a mes-
: ) ) sage), Intimidate +14, Listen +14, Move Silently
They don't attack with their rather +1, Sense Motive +12, Spot +14, Swim +4 (+12
ineﬁectuﬂlﬂiﬁ;ars, }V't ‘i%f‘tﬂﬂ«d use to avoid hazards)
their shark-like mouths to rend the Feats: Alertness, Improved Initiative, Lightning
; Reflexes
f i aftﬁur e TMV afteu Climate/Terrain: Aquatic
extort tripute fr g }’MS""‘? : M}” that Organization: Solitary, pair, or clutch (2—4 adults and 3—12
travel through their environs, And young)
several merchant companies have Challenge Rating: 9
g ] ; Treasure: Standard
formalized contracts with certain Al ] —
gnment: Usually lawful good

Lesser water wyrms that dwell on their Advancement: 12-21 HD (Large), 2233 HD (Huge)

trade routes.

AP

Burn (Ex): Those hit by a lesser fire
wyrm’s natural attacks must succeed at a
Reflex save (DC 17) or catch fire. The flames
burn for 1d4 rounds, doing 1d6 points of
damage each round. A burning creature can
take a move-equivalent action to put out the
flame. Creatures hitting a lesser fire wyrm
with natural weapons or unarmed attacks
also catch fire on a success unless they suc-
ceed at a Reflex save (DC 17).

Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Fire Subtype: Lesser fire wyrms are
immune to fire damage. They take double
damage from cold unless the cold attack
allows a saving throw for half damage, in
which case they take half damage on a suc-
cessful save and double damage on a failed
save.

Skills: Lesser elemental wyrms take a
—4 size penalty to Hide checks. Lesser fire
wyrms receive a +2 synergy bonus to
Diplomacy, Disguise checks for acting in
character, Innuendo checks to transmit a
message, Intimidate, and Pick Pocket. They
receive a second +2 synergy bonus to
Diplomacy checks and to Innuendo checks
to intercept a message. This is included
above.

LESSER WATER WYRM

Lesser elemental wyrms speak Draconic.
Breath Weapon (Ex): The Breath
Weapon of a lesser water wyrm is a blast of
steam, extending in a 30-foot cone. Damage

is 3d6 points of fire damage, with a Reflex
save (DC 18) for half damage. The lesser
water wyrm may use its breath weapon once




every 1d6 rounds, and no attack roll is nec-
essary.

Control Water (Sp): Once per day, as a
free action, the lesser water wyrm may con-
trol water as a 12th-level wizard.

Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Skills: Lesser elemental wyrms take a
—4 size penalty to Hide checks. Lesser
water wyrms receive a +8 racial bonus to
Swim checks to avoid hazards. They also
get a +2 synergy bonus to Diplomacy,
Disguise checks for acting in character,
Innuendo checks to transmit a message,

and Intimidate. They receive a second +2

synergy bonus to Diplomacy ‘“'.
checks, and to Innuendo checks
to intercept a message. This is
included above.

Water Mastery (Ex): A lesser water
wyrm gains a +1 attack and damage bonus if
both it and its opponent touch water. If the
opponent or the wyrm is land-bound, the
wyrm suffers a —4 penalty to attack and
damage. Also, a lesser water wyrm can be a
serious threat to a ship that crosses its path.
The wyrm can easily overturn small craft up
to 10 feet in length, and can stop larger ves-
sels up to 20 feet in length. Much larger ves-
sels, even those up to 40 feet in length, can
be slowed to half speed.

ADVENTURE SEED

A The captain of A merchant vessel
that the characters have used in the
past 15 in need af fwlf. 0n his Last run,
he was accosted by a lesser water
wyrm that demanded trifute from
him for crossing the wyrm's territory.
The cn71min, an ax;;an'ancaa( man,
offered up some token qoods from the
hold, and the wyrm went its way
peacefully. When he arrived at his
destination, however, the captain
realized that, due to an error in
Iabeling, he gave away & barrel of
fish in which he had hidden a jeweled
pectoral that he was charged with
delivering to the church of the sea god.
Now he needs some clever adventurers
to help him retrieve the pectoral so
that he can get it back to the rightful
owners before the sea god claims his

Skif in retripution.



C hianons are born to the fey but

are sent to live in the mortal
world. 7'[»&17 Are um’farmlv maqgnetic,
captivating, electric individuals.
They are models of beauty, and make
their Livings in human cities posing
Jfor artists or smiling on the arms of
aristocrats. Lhianons crave attention,
literally feed on it, and will not let
matters such as Love or other people’s
Lives qet in their WAY. T[wi; 're not
evil, ] ust wicked.

T} [wugi» some tales insist that
lhinnons are ALl femnle, this isn't
true. Neither is the Inliaf that tfuaiy
are Attracted solely to artists or even
craftsmen. Lhianons are drawn to
persons with the potential to excel in
their field, be they warriors or poets.
The potential of these people is Like
nectar, and Lthinnons need it to
survive. Young Lhianons aften
mistake this thirst for Love or Lust, but
those Lhinnon that feed enough to
qrow old Learn not to confuse matters.
Hearthreak. is necessary for a

Lhianon’s survival.

Lhianons are often mistaken for
very Attractive elves or [mlﬁalws,
and use the affections of talented souls
to their benefit. The naturally
radiant power of & Lhinnon is
invigamting, and enhances the powers
of mortals even while sapping their
Jinite Life. A great many talented
fotk have been Lost to the wiles of
Lovely Lhianons, but most of them are
remembered for their viprant works of
Art, their valiant deeds in battle, or
their magnificent roles in history.

[LHIANON

Medium-size Fey

Hit Dice: 2d6 (7 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 12 (+2 Dex)

Attacks: Slam +1 melee

Damage: Slam 1d3 plus Constitution Drain
Face/Reach: 5 ft. x5 ft./5 ft.

Special Attacks: Constitution Drain, Spell-like Abilities

Special Qualities:
Saves:

Inspire Magnificence, Low-light Vision
Fort +2, Ref +5, Will +5

Abilities: Str 10, Dex 15, Con 10, Int 13, Wis 15, Cha 20

Skills: Bluft +14, Concentration +5, Diplomacy +18,
Disguise +10 (+12 for acting in character),
Escape Artist +3, Gather Information +10,
Innuendo +7 (+9 to transmit a message; +9 to
intercept a message), Intimidate +7, Knowledge
(any one) +6, Pick Pocket +4, Sense Motive +7

Feats: Combat Casting, Great Fortitude

Climate/Terrain: Any land, usually urban areas

Organization: Solitary

Challenge Rating: 4

Treasure: Standard

Alignment: Usually neutral

Advancement:

By character class (bard)

=

Lhianons speak Common, Elven, and
Sylvan.

Constitution Drain (Su): A lhianon
can choose to drain the life force from any
subject she touches, with an attack or not.
Lhianons drain 1d4 points of permanent
Constitution score from any target who fails
a Fortitude save (DC 16). This drain is pain-
less but does not heal naturally; a restoration
spell can restore it, however. A Constitution
score of 0 means the character is dead. A lhi-
anon gains 1 point of temporary
Constitution score for every point she drains.
Temporary Constitution is lost by the lhi-
anon at a rate of one point per day, and lhi-
anons must drain at least one point of
Constitution per week or become exhausted
until they feed again; exhausted characters
move at half normal speed and suffer an
effective penalty of —6 to Strength and
Dexterity. When exhausted, a lhianon must
make a Will save (DC 20) each time the
opportunity to use her Constitution Drain
ability presents itself and she decides to resist
the urge.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Inspire Magnificence (Su): Lhianons
have the ability to inspire magnificence in
mortals, but must be in physical contact with
the target for the inspiration to be effective.
A lhianon may either double the target’s skill
ranks in a single skill, or allow access to a sin-
gle general or item creation feat. The subject
must already fulfill all or all but one of a
feat’s prerequisites to enjoy its effects.
Inspired feats can even be used to fulfill the
prerequisites of other feats, which subse-
quently become useless when the inspiration
is lost. A Ihianon never uses this ability with-
out simultaneously draining Constitution.
Magpnificence afforded by a lhianon lasts a
number of days equal to the Constitution
drained from the subject.

Skills: Lhianons receive a +2 synergy
bonus to Diplomacy, Disguise checks for act-
ing in character, Innuendo checks to trans-

mit a message, Intimidate, and Pick Pocket.
They receive a second +2 synergy bonus to
Diplomacy checks, and to Innuendo checks




to intercept a message. Finally, lhianons get a
+4 racial bonus to Bluff and Diplomacy
checks. These are worked into the above
stats already.

Spell-like Abilities: A lhianon can use
the following spells as if cast by a 2nd-level
sorcerer, though the lhianon must be in con-
tact with her target for them to work. The
DC to resist these abilities is 15 + the spell
level.

1/day — suggestion
3/day — charm person, sleep
At Will — deathwatch

LHIANONS AS
CHARACTERS

Most lhianons pursue character
classes favored by their lovers and victims.
Thus, lhianon fighters might turn up in a
military encampment, while lhianon rogues
or aristocrats might find their way into the
royal court. A lhianon’s favored class is bard,
however. It’s in their blood.

NEW MINOR_ARTIFACT. MUSINGS ON
THE INSPIRATIONS OF SPRINGTIME

Edwyrd Wat Jameson, a lesser-known
realist painter whose career was cut short
during a spectacular holiday with his lhi-
anon wife, painted Musings on the
Inspirations of Springtime the morning after
his honeymoon. The work features remark-
ably detailed vineyard landscapes populated
by nebulous, almost abstract images of fig-
ures in action. What, exactly, those figures
are up to 1s difficult to say. Different viewers
find the figures doing different things.

Anyone who looks directly at the painting
is supernaturally affected by the image. First,
roll 1d6 to determine what the viewer sees.

D6  IMAGE

1-2  Figures are making love.

2-3  Figures are fighting.

5-6  Figures are writhing in anguish.

Once the subject matter has been deter-
mined, the viewer must succeed at a Will
save (DC 20) or become flooded with
impulses of love, violence, or anguish deter-
mined by the activity he saw in the painting.
On a failed save, the viewer must succeed at
a Will save each day as the painting fills and
then dominates his thoughts (DC 10 the first
day, +5 each day thereafter). When a Will
save is finally failed, the viewer is compelled
to take romantic, violent, or sorrowful action
on the first person encountered for some log-
ical (but exaggerated) reason drawn from the
viewer’s psyche. A successful Will save on a
later day suspends the effects. A remove
curse spell breaks the effect.

Caster Level: 15th; Weight: 8 lbs with
frame.

ADVENTURE SEEDS
oIt migf»t e }Jassi}le to strike A

batance between a Lhinnon’s need for
mortal life and A mortal’s need to live.
Although it's never been done
successfully, there's no better reason to
try than true love. What 1f aFC
were to discover his Lover was A
lhinnon? Could there be a greater deed
than to overcome this monster without
violence and win the prize of Lasting
Loved

QO Once A Lhianon’s entity is
revealed, it is usunlly driven aff or
stain. 4 single, clever Lthianon migkt
maintain Affairs with many victims
across a single city or many Kingdoms,
stowly feeding off each one. Imagine A
city’s grentest wizard, bravest fighter,
and wealthiest thief discovering they
share the same mistress. Imagine that
princesses from two rival nations learn
they Love the same man. These sorts of
revelations could place a city in
turmoil or Sfmk war between
Kingdoms. If only the true nature of
this creature could also be revealed,
pence might be restored.



Intﬂ every aqe a collection of heroes
is born to battle evil, to enfarcz the
will of the qods, and to inspire the
common people with their deeds and
words. Some call them “7ar{~f7arn";
others call them the “fated.”
Reqardless of appellation, these heroes
are the stuff of legend.

unfortunately, the world is a cruel
place and not every destiny goes
according to plan, even if it is a divine
one. When the forces of evil gain the
upper hand the world suffers for it.
WAr raqes, countless thousands die,
and Among the casualties Lay the
corpses of these would-be herves, struck.
down in their most vulnerable hour —
during their infancy. While the souls
of most children transcend the world of
the living, the souls of these stain
young fated are trapped between life
and death. Called “Limbo infants” by
the ecclesinstics, these ghost children
are ALl that remain of the leqendary
heroes they would have one day
become.

In the years following the childs
transition ﬁam lifz into undeath, a
turbulent storm of raw, unfettereq
emotion dominates its worldview. Visions
of its forqotten future Keep it A prisoner
of its own mind while it adjusts to the
traqedy that has befallen it. Anyone
living near the new Limbo infant suffers
from awful nigktmmes mirroring the
child’s anquish. During its vision-
induced torpor, A Limbo infant Appenrs
the same age as it was at the time of
death. # fine Laver of gray ash conts the
child, masking it from the outside world.

Eventunlly, the visions dissipate
and the infant shade, by now quite
insane, emerqes from torpor. It then
beqins A quest that it believes will
restore its dended ﬁirtf»rigf»t, allowing it
to return to lif& unfart:u nmtelv,
everything it perceives is filtered
through a camern obscura that
interprets the world (and its
inhabitants) as actors in its own

;:riW»tz }mssicm ;:lm7. As other ;:ea}:la

Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:

Face/Reach:
Special Attacks:
Special Qualities:

Small Undead (Incorporeal)

12d12 (78 hp)

+5 (+1 Dex, +4 Improved Initiative)

40 ft., fly 80 ft. (good)

18 (+1 size, +1 Dex, +6 natural)

Soul Touch +7/+2 melee, or Soul Anchor +7/+2
melee

Soul Touch 1d8 plus 1d4 Wis drain, Soul
Anchor (special)

5 ft. x 5 ft./5ft.

Soul Anchor, Soul Touch

+2 Turn Resistance, Camera Obscura,
Darkvision 60 ft., Dream Presence, Immunities

Saves: Fort +4, Ref +5, Will +14

Abilities: Str —, Dex 12, Con —, Int 13, Wis 19, Cha 15

Skills: Balance +3, Diplomacy +4, Hide +13, Innuendo
+4 (+6 to intercept a message), Jump +2,
Knowledge (history) +7, Listen +13, Search +13,
Sense Motive +13, Spot +13, Tumble +13

Feats: Improved Initiative, Alertness, Blind Fight, Iron
Will

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 10

Treasure: Double goods and magic items

Alignment: Usually chaotic neutral

Advancement: 13—-16 HD (Small), 17-20 HD (Medium-size)

i

If a imbo infant has existed for a consider-
able length of time it probably won't speak any
modern languages, preferring instead to com-
municate in the tongues of the time period in
which it was born. Occasionally it slips into
dialects that haven't yet evolved, echoes of the
future that once awaited the child.

Camera Obscura (Su): Any character
within range of the limbo infant (15 ft. per Hit
Die) is affected by the shade’s indomitable will.
He must make a single Will save (DC 20) to
avoid being subsumed by the fated’s delusion,
allowing the limbo infant’s perceived reality to
replace his own. A successful saving throw
means the character resisted the mental assault
that round and is, at best, only peripherally
aware of the warping visions that may be affect-
ing his comrades. A failed saving throw means
the character now believes in the same reality as
the limbo infant, with his perceptions changing
accordingly. Affected characters don’t lose their
fundamental personalities and moral beliefs,

however. For example, if the limbo infant
believes himself to be the lost heir to the sunken
ocean kingdom of Golan, and the people

around him to be barbed fish tyrants, then the
affected character believes likewise but won’t
necessarily support the heir. While within the
radius of effect, subsumed characters must wait
1d20 hours before they can make another Will
check (DC 25). A dispel magic spell cast upon
the affected character allows the character to
make instant Will save (DG 25) with a +1 roll
bonus per level of the caster. A success means he
breaks the enchantment; a failure means the
spell continues to be in effect as per above. If
subsumed characters leave the radius of effect,
the spell wears off'in 1d20 rounds.

Dream Presence (Su): Sleeping charac-
ters or creatures within a range of the limbo
infant (I mile per Hit Die) share its disturbing
visions as part of their dreams. There is no save
to resist the initial charm, but a character must
make a Will save (DC 12) to awaken from such
sleep. If the save fails, the character continues to
sleep for an additional 1d20 hours, after which
time she can roll another Will save (same DC).
The dispel magic spell neutralizes this effect,
awaking an affected character instantly.

[IMBO INFANT |m==




Incorporeal Subtype: Incorporeal crea-
tures can only be harmed by other incorporeal
creatures, by +1 or better weapons, or by spells,
spell-like effects, or supernatural effects. They
are immune to all non-magical attack forms,
and cannot be tripped or grappled by corpore-
al creatures. They cannot fall or suffer falling
damage. An incorporeal creature has a 50%
chance to ignore any damage from a corporeal
source. The physical attacks of incorporeal
creatures ignore material armor. Incorporeal
creatures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Skills: Limbo infants receive a +4 size
bonus to Hide checks. They receive a +2 syner-
gy bonus to Diplomacy checks, and to
Innuendo checks to intercept a message. They
receive a second +2 synergy bonus to Balance
and Jump checks, a +3 dodge bonus to AC
when fighting defensively or taking a full-round
action, and a +6 dodge bonus to AC when on
total defense. These skill bonuses are included
in the above stats.

Soul Touch (Su): The touch of a limbo
infant can twist the threads of a living creature’s
fate. In addition to physical damage, a soul-

touched character’s
Wisdom score decreas-
es by 1d4 points each
time it is affected by this
attack. Temporary Wisdom dam-
age returns at the rate of 1 point
per day. When a character’s
Wisdom decreases to 0 in this
manner, he falls unconscious and
takes 1d4 points of permanent
’ Wisdom drain. Unconscious char-
v acters awaken when their Wisdom
score returns to at least 1, but perma-
nent ability drain can only be regained
through magical means. Characters sub-
sumed by the limbo infant’s camera obscu-
ra ability take no Wisdom loss from Soul
Touch attacks, only physical damage.

Soul Anchor (Su): On a successful touch
attack, the limbo infant can attempt to anchor
the threads of a character’s fate to the physical
location she currently stands, sits, or lays in.
The character must make a Will save (DC 20).
If successful, she suffers no ill effect; if she fails,
her soul is then locked to that spot for the next
1d12 rounds, beginning immediately. For every
foot beyond that point the character moves, she
suffers 1d4 points of damage and 1 temporary
point of Wisdom score damage. Temporary
ability damage returns at a rate of one point per
day. When an affected character’s Wisdom
decreases to 0 in this manner, she falls uncon-
scious. Characters subsumed by the limbo
infant’s camera obscura ability take no Wisdom
loss from Soul Touch attacks, only physical
damage.

Turn Resistance (Ex): When resolving a
Turn, Rebuke, Command, or Bolster attempt,
add +2 to the creature’s Hit Dice total.

Undead: Undead are immune to poison,
sleep, paralysis, stunning, disease, death effects,
necromantic effects, and mind-influencing
effects. Undead are not subject to critical hits,
subdual damage, ability damage or drain, or
energy drain. They have no Constitution scores
and are therefore immune to any effect requir-
ing a Fortitude save (unless it affects objects).
Undead have Darkvision with a range of 60
feet. Negative energy can heal undead crea-
tures. An undead creature is not at risk of death
from massive damage, but when reduced to 0
hit points or less it is immediately destroyed.
Undead cannot be raised. Resurrection can
affect them.

and creatures spiral into its radius of
influmce, it gradunlly farces them to
Assume the roles its troubled mind
assiqns them. Sheer determination and
willpower allow it to temporarily affect
the world of the living, f?em(ing the
destinies of others to Accommodate it.
Given enough time, these changes could
eventually become permanent, possiply
resulting in whole nations slipping
through the cracks of reality and
becoming part of a world that is neither
here nor there. Left in the wake of these
disappenrances would be magically dead
zones filled with primordial life, Almost
as if civilization never Arose there in

the ﬁrst place.

The Longer & Limbpo infant
survives the “older” it qrows, nging one
year for every 100 that pass in the
mortal realm. N ormally, it 5 A
translucent, almost invisible
creature, but it can become more
Su]”tt/wttinblaaking when it so wishes.
In this form, its clothes and trappings
are dum and Look. washed out, its skin
is ashen, and a slight halo of pale
white mist envelops its body.

ADVENTURE SEEDS

Ao Once destined to be the thief-king
of & major city, A limbo infant
Appears in the sewers below that city’s
poorest ward. Those he subsumes believe
themselves to be members of his guild.
Strangely, t[uai; only steal copper,
betieving it to be “Alchemist’s gold, the
most precious substance known to

7

man.,

AR A ancient Limbo infant turns a
rural farm community into A crude
facsimile of & magical city from
legend. Word spreads that she is
hosting a grand tonrnament, and
invites the Land’s greatest warriors to
compete for her hand in marriage.
Compelled ]717 curiosity, scores of people
arrive daily, invariably falling
under her spell.



7’1rau7k ATCARE processes, & mAss of
cobwebs may be animated and
strengthened, changing it into an
entity known as living webs. The
mAagic Animating these webs grants
not only the ability of limited
movement, but Also imbues the living
webs with a preternatural cold that
can sap the strength from the bones of
the unwary. Living webs colonies Are
Voracious, imngan’ng for the warmth
af the living. For this reason, evil
priests and necromancers are fond of
using these creatures as guardians to
protect their dark practices aqainst
adventurers, tomb robbers, and the
like.

Living webs appenr exactly like
their mundane counterparts. Colonies
of these Voracious strands are usually
quite thick and generally
concentrated in rather small Areas.
Bones of past victims Litter the area,
sometimes with a skull or even an
entire skeleton suspended in the living
webs. The display of past victims’
remains tends to Alert Adventurers to
some danqger lurking within the webs,
often causing them to completely
disreqard the living webs themselves As
the real danger. Living weps then
attack with surprise, attempting to
Wrap victims in bone-chilling strands.

Hit Dice:

Initiative: +2 (Dex)

Speed: 10 ft.

AC: 12 (+2 Dex)

Attacks: Slam +4 melee

Damage: Slam 1d4+4 plus Preternatural Cold

Face/Reach: 5 ft.x 5 ft./5 ft.

Special Attacks: Improved Grab, Preternatural Cold

Special Qualities: Darkvision 60 ft., Fire Resistance 10,
Immunities

Saves: Fort +0, Ref +2, Will -5

Abilities: Str 16, Dex 15, Con —, Int —, Wis 1, Cha 1

Skills: Hide +2 (+12 to look like cobwebs)

Feats: Toughness

Climate/Terrain: Any land or underground

Organization: Cluster (2—4), community (5-9), or colony
(10-20)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil

Advancement: 3-5 HD (Medium-size), 6-9 HD (Large),

10-14 HD (Huge)
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Construct: Constructs usually have
no Intelligence scores and never have
Constitution scores. A construct is
immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, dis-
ease, death effects, and necromantic
effects. Constructs cannot heal damage on
their own, though they can be healed. A
construct is not subject to critical hits,
subdual damage, ability damage or drain,
or energy drain. It is immune to any effect
that requires a Fortitude save (unless the
effect also works on objects). A construct
is not at risk of death from massive dam-
age, but when reduced to 0 hit points or
less it is immediately destroyed. Since it
was never alive, a construct cannot be
raised or resurrected. Constructs have
Darkvision with a range of 60 feet.

Feats: Living webs receive the
Toughness feat free as a racial bonus.

Fire Resistance (Ex): Living webs
ignore the first 10 points of mundane fire
damage done to it each round. The crea-
ture still makes saving throws normally,

and magical fire always inflicts maximum
damage.

Improved Grab (Ex): If the creature
hits an opponent of at least the same size
category as itself or smaller with its slam
attack, it deals normal damage (1d4 plus
Preternatural Cold) and either attempts to
start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks. A successful hold does not deal
any additional damage; each successful
grapple check it makes during successive
rounds automatically deals normal slam
damage.

Preternatural Cold (Su): Living
webs channel cold from beyond the grave,
inflicting an additional 1 point of damage
cach time they make a successful slam
attack. Any creature suffering a loss of 3
hit points in one encounter due to this
cold effect must succeed at a Fortitude
save (DC 14) or suffer 1 point of tempo-
rary Strength damage. Each additional
point of cold damage requires another
Fortitude save. A character with a
Strength score of 0 falls to the ground and

LIVING WEB |m===

Medium-size Construct

2d10+3 (14 hp)




is helpless. Temporary ability damage
returns at a rate of one point per day.
Skills: Living webs appear exactly
like normal cobwebs; they receive a racial
Hide bonus of +10 to mimic their mun-
dane cousins. This is included above.
Web Wrap (Ex): If the creature makes
a second successful grapple check after a
grab, it enfolds its prey in its own body.
The prey must be up to the same size cate-
gory as the living webs for this attack to
work. Damage is 1d4 plus Preternatural

Cold each round. A Wrapped creature can
cut its way out by using claws or a Small or
Tiny slashing weapon to deal 5 points of
damage to the webs (AC 12). Once the
creature exits the webs, the hole closes;
another Wrapped opponent must again cut
its own way out. Living webs of Medium
size can hold 1 Medium-size, 2 Small, 4
Tiny, 8 Diminutive, or 16 Fine or smaller
opponents.

ADVENTURE SEEDS

& Legends of & powerful magic item
state that the thief who filched it fleq
into & nearby dungeon complex
known to be home to an enormous
colony of Living webs. Neither the
thief nor the magic item has ever been
seen again. Th he characters attempt to
find the thief's web-shrouded skeleton
still possessively clutc[u’ng the item.

W A nearhy woodland is becoming
clogged with living webs. Animals flee
the place, travelers avoid the roads
tlfmmgfwut the farest, and no cause
can be found for this stranqe terror.
When the road is finally smothered
with the tfuings, the PCs will have to
find a solution in order to pass. Has
some spider-like menace enacted A
plan to take control of the forest? Are
the webs Actunlly assassins for some
treant in the woodland? Perhaps,
instead, the far&st's living webs are
just & tremendous and wicked
exnggemtian af ANy AVerage web:
they could be a trap for heroic sorts
just Like the PCs.



014& af the least af the an'z falk, the
diminutive lubin uses its few
maqical talents to extort treasure from
travellers and Adventurers. A Lubin
stands A portly Z to Z feet tall, and
wenars the typical peasant dress of the
reqion, Adapted to Accommodate the
Lubin's short, fine-haired tail. Both
male and femnle Lubin wear their heads
bare, rm/znling A yt&ir af blunt horns
similar to those of A juvenile ram, and
qont-like beards. In temperament, Lubin
are fun-loving and jocular; they enjoy
leading victims on A merry chase (even
ones in which they get caught) as much
As grining A fine item for their stores.

When a Lubin spies & likely
victim, it positions itself in the middle of
the path or oadway, attempting to
halt the traveller. In a cfuaery,
conversational tone, it will demand o
toll (usunlly between 1% and 107 of
what the person carries on his person). If
refusac(, it will freeza its Victim
maqically in place and threaten dire

escalation that it cannot deliver.

The Lubin taunts the victim as it
departs, Laboring its breath as it stowly
jogs away in order to make the option of
pursuit seem viable. At this point, the
Lubin’s ability to run over Any surface
as if it were open ground comes to the
far&, eiunlizinq races even with fleet~
footed centanrs or forest-savvy rAngers.

ADVENTURE SEED

A A successful Lubin will Amass Large
Amounts af treasure, until its fm/arite
haunts become so well known that the
supply of potential victims dries up.
When that Mﬁ;ms, it has to move its
afemtians to A new Location. A party
making its way through the wilderness
will be surprised to see & Lubin strugqling
under the Weigftt af its collected riches,
wadgling its way to A new hideout ...
but possibly not as surprised as the
suddenty vulnerable faerie.

LLUBIN

LT

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Im“
W/
Small Fey

2d6 (7 hp)

+6 (+2 Dex, +4 Improved Initiative)

25 ft. (any terrain)

14 (+1 size, +2 Dex, +1 natural)

Slam +2 melee

Slam 1d2

5 ft. x 5 ft./5 ft.

Spell-like Abilities

Exceptional Movement, Low-light Vision, Spell

Resistance 15

Saves: Fort +0, Ref +5, Will +3

Abilities: Str 10, Dex 14, Con 10, Int 12, Wis 10, Cha 13

Skills: Appraise +10, Bluff +6, Escape Artist +7, Hide
+2, Listen +1, Move Silently +7, Open Lock +7,
Sense Motive +5

Feats: Dodge, Improved Initiative

Climate/Terrain: Temperate hills

Organization: Solitary or family (2—3)

Challenge Rating: 1
Treasure:
Alignment:
Advancement:

Double standard
Always chaotic neutral
3-6 HD (Small)

=

Lubin speak Common and Sylvan, plus
the language of the predominant intelligent
creature of the region.

Exceptional Movement (Su): While not
exceptionally swift creatures, lubin can escape
most pursuers because their 25-foot speed
applies to all types of terrain,
from open ground to jumbled
ruins to sticky tar to the sur-
face of a still pond. If
chased, it merrily exploits
its multi-terrain ability to
the fullest, letting a pur-
suer almost catch it before
the lubin veers off to run
across a river or down one
side of an open pit, across
its bottom, and then up
the opposite wall. If the
lubin becomes fearful for its
life, it can lead a pursuer ——
into increasingly dangerous -
terrain (jagged rocks, narrow
ledges, pits of vipers, etc.), in hopes of dissuad-
ing, rather than killing, a pursuer.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against the crea-

Nt L

ture, the spellcaster makes a level check (1d20 +
caster level). If the result equals or exceeds 15,
the spell works normally, though the creature
still gets a saving throw if the spell allows such.
Spell-like Abilities: Lubin can use the fol-
lowing spells as if cast by a 10th-level sorcerer.
The DC to resist these abilities is 11 + the
= spell level. Only one of these
m lubin spells can be in operation
at one time, so if it has held a
warrior’s horse but subse-
quently decides to hold the
warrior himself, the horse

will be released the moment
the lubin casts the second
spell.  The lubin’s hold
monster spell 1s ineffective
against other fey crea-
tures. While a held oppo-
nent would be an easy target
for a melee attack, lubin
—.  usually refrain from
such activity (although
they are not above threatening such an attack).
A lubin’s hold portal spell is more versatile than
that cast by most spellcasters. While it can easi-
ly hold closed the door of a passing carriage, it
can also be used to seal the flap on a saddle bag,

or secure a sword in its scabbard.
At Will — hold monster, hold person, hold
portal




Anyone approaching within 30 feet of a
lure tree might notice a rotting corpse con-
cealed within its leaves if he succeeds at a Spot

LURE TREE

Huge Plant
Hit Dice: 12d8+60 (114 hp)
Initiative: +0
Speed: 0 ft. (immobile)
AC: 16 (-2 size, +8 natural)
Attacks: 2d4+2 impaling roots +15/+10 melee,
and numb sap +2 ranged
Damage: Impaling roots 2d6+8 each, numb sap (special)
Face/Reach: 10 ft. x 10 ft./15 ft. (45 ft. reach with impaling
roots)
Special Attacks: Numb Sap

Special Qualities:

Damage Reduction 10/silver, Immunities,
Tremorsense 100 ft.

Saves: Fort +13, Ref +4, Will +4

Abilities: Str 26, Dex 10, Con 20, Int —, Wis 10, Cha 8
Climate/Terrain: Temperate forest

Organization: Solitary

Challenge Rating: 8

Treasure: Standard coins, no goods, standard items
Alignment: Always neutral

Advancement: 13—24 HD (Huge), 25—-36 HD (Gargantuan)

check (DC 25).

A single attack with a slashing

weapon that deals at
least 18 points of w,/

4

attack from the limbs above, requiring a repeat-
ed Reflex save (DC 16) to avoid. If touched by
the lure tree’s golden sap, whether it is in its
solid or liquid form, the creature suffers paraly-
sis for 3d6 rounds unless a successful
Fortitude save (DC 21) is
made. Paralyzed

LI

characters stand

damage  will Wl,, g
sever an impal- 4 Yol 4 "
ing root (AC 16).  3wipihreetiX\ 4
A root that is sev-

rigid and help-
less, unable to
move or act

ered

attack until it

cannot

physically. They
have effective

has regrown, Strength  and
which requires Dexterity scores
3d4 months. of 0 but may

Damage
Reduction (Su):

The creature ignores
10 hit points from most
weapons and natural

attacks.

A silver

weapon or better

negates the abili-

ty.
Numb
Sap (Ex): For

every

that a creature

remains under the wide canopy of the tree’s
branches he is subjected to a dripping sap

round

UL

take purely
mental actions.
Plant: Plants
are immune to poi-
son, sleep, paralysis,
stunning, and polymor-
phing. They are not
subject to criti-
cal hits or

X ’ mind-influenc-
( ‘ ing effects. Lure
/ AIM\\ ) A ' trees have

Tremorsense at a
range of 100 feet instead of the Low-light Vision
most plants have.

|
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Tﬂugk these ;;lﬁmts Apperr much
t

he same as any other mundane
deciduous tree one might encounter,
their need for the nutrients derived from
rotting flesh sets them apart. In order to
Lure victims to it, the tree’s branches
exude A golden sap that drops to the
qrovnd, hardening within minutes into
a rough disk. that appears much like a
shining coin from A distance. A passershy
seeing the glint of gold Laying beneath a
tree is very Likely to investigate, but
touching one of the “coins” has dire

CmS&glA ences.

Should & greedy passerby or curious
Animal fnll to the paralytic eﬁfect af
the hardened sap, the Lure tree will then
try to slay its victims with its
previousty uried impaling roots. Targets
that initially resist paralysis may still
succumb if the tree succeeds in dripping
some of its paralytic snp on the victim
from its branches. Once the tree's victim
is dead it wses its impaling roots to hide
the corpse in the tree's wiiting branches
where it will be Left to decay, feeding the
Lure tree as the flesh rots off and falls
upon the gnmm{ below, where the tree’s
ro0t system. can absorb it.

ADVENTURE SEED

& Local children have been going
missing with increasing frequency of
Iate. ,'E.Vznt‘uﬂllt; the plaver
characters learn that the Kids have
been chasing rumors of & “gold-giving
tree” that resides deep in the neﬂr]ﬂf
woods. How many of the children will
still be alive by the time the PCs
reach the lure tree, numbed beneath

its canopy in store far A later meal?



Long the river banks and ocean

shores of #ind and the covuntries
neighboring it, And in the warm ocean
to its south, the makATA is A menace
Almost as common As the more natural
predators to which it is related. There are
two VArieties of maAKATA: A crocodile
ofphoot that prowls the shorelines, and
A shark. variant found in deeper waters.
At rest, both appenr to be normal,
nltfwug/v smallish at b to 7feet l(mg,
S}:ecimens af their type; it's mlt7 when
hungry that they display a different
hunting method than their mundane

cousins.

Both types of makara have the
ability to transform their upper bodies
into illusions af other creatures, in [w;:es
of Luring victims into the water where
they can Attack. as any other crocodile
or shark would. Nesther type of makara
speaks Any humanoid Languages, but
from repented exposure both can mimic
the sounds of humanoids (and other
Animals) in distress, Mlam’ng them to
make convincing incoherent screams

and squeals.

Often real sharks and crocodiles live
or travel near maKATAs, kafing to share
their catches. Makaras try to chase
these interlopers Awny, as they can spoil
the illusions being crafted, but as they
are smaller than their normal cousins
and since their illusions have little
affect on other underwnter predators,
once & pack. of crocodiles or sharks has
“adopted” a makara it is Likely to stay
until the associntion turns

un;:rafitﬁb}?la.

LITTORAL MAKARA

crocodilian littoral Cor

shoreline) makara prefers to Appear
As & drowning creature, such as & qoat or
human child, struggling in the water.
It splashes About trying to attract
rescuers, while the mud it churns up in
its feiqned struqqles helps to hide its
Lower body from view.

Medium-size Magical Beast (Aquatic)

Hit Dice: 3d10+6 (22 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: 20 ft., swim 30 ft.

AC: 15 (+1 Dex, +4 natural)

Attacks: Bite +6 melee, or tail slam +6 melee
Damage: Bite 1d8+4, tail slam 1d10+4
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks:
Special Qualities:

Improved Grab
Darkvision 60 ft., Low-light Vision, Spell-like
Abilities, Immunities

Saves: Fort +5, Ref +4, Will +2

Abilities: Str 17, Dex 12, Con 15, Int 3, Wis 12, Cha 10

Skills: Hide +5 (+17 when submerged), Listen +3, Spot
+3, Swim +3 (+11 to avoid hazards)

Feats: Improved Initiative

Climate/Terrain: Warm marsh and aquatic

Organization: Solitary or pod (1 littoral makara plus 611
crocodiles)

Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancement: 4-5 HD (Medium-size)

ARV

Feats: Makara receive Improved Initiative free as a racial bonus.

Immunities: Makaras are immune to all Illusion spells.

Improved Grab (Ex): To use this ability, the littoral
makara must hit a Medium-size or smaller opponent with its

LITTORAL MAKARA

bite attack. If it gets a hold, the makara drags it underwater,
attempting to pin it to the bottom. The makara automatical-
ly deals bite damage each round it maintains the pin.

Magical Beast: Magical beasts have Darkvision with a
range of 60 feet and Low-light Vision. Low-light vision doesn’t
function in extremely deep water where light from the surface
doesn’t penetrate.

Skills: Makaras receive a +8 racial bonus to Swim
checks to avoid hazards. Littoral makaras also
get a +12 racial bonus to Hide checks
when submerged. This is included

Spell-like Abilities: ¢

—_— v

Makara can use the follow- E_
ing spell as if cast by a &= =
4th-level sorcerer. The . =

—

makara uses it to

above. =

“\

cloak its upper
body in an illusion _-‘
of'its own choosing,




ADVENTURE SEED

AOAs the PCs travel tlf»rauqf» A small

= == —— = =
village in & foreign Land, suddenty they
come upon A child screaming and
splashing in the river four or five yards
P ELAGIAN MAKAM aﬁ‘i[wm None af the villagers leap to its
rescue; instead, they carefully study it
Medium-size Magical Beast (Aquatic)
Hit Dice: 310 (16 hp) fvrn few moments and then return to
Initiative: +6 (+2 Dex, +4 Improved Initiative) their normal chores.
Speed: Swim 60 ft. ;
AC: 15 (+2 Dex, +3 natural) If the heroes pause to question the
Attacks: Bite +4 melee villagers about this bizarre neglect,
Damage: Bite 1d6+1 they't1 be told that the “child” is just
Y 3
Face/Reach: 5ft. x5 ft./5 ft. osiot ), G
Special Qualities: Darkvision 60 ft., Immunities, Keen Scent, o F [ i }’ ¥ Mz"/ M e !
Low-light Vision, Spell-like Abilities The village is so small that everyone
Saves: Fort +3, Ref +5, Will +2 knows everyone else; once eAch was
Abilities: St.r 12, Dex 15, Con ll., Int 3, Wis 12, gha 10 mtisﬁu(tknttﬁe child wasw't someone
Skills: Listen +5, Spot +5, Swim +1 (+9 to avoid 1
hazards) he or she recoqnized, they went back. to
Feats: Improved Initiative their Lives. But what sort of heroes
Climate/Terrain: Aquatic would hesitate to leap nto the
Organization: Solitary or school (1 pelagian makara plus 2-5 . fwtrning g . taffing o
sharks) y,,
Challenge Rating: 1 AsK. questions:
Treasure: None
Alignment: Always neutral
Advancement: 4-6 HD (Medium-size)
m PELAGIAN MAKARA
shark-like pelagian Cor open
~ a ’ e e iy
witer) mAKATA generally positions
accompany- itself vertically in the water to attract
ing it with a

variety of nois-

es, but not compre- -

hensible speech. The
Will save DC to resist
this ability if interacting
with the illusion is 12.
At Will — minor image

PELAGIAN MAKARA

Feats: Makara receive
Initiative free as a racial bonus.
Immunities: Makaras are immune to all Illusion

spells.

Keen Scent (Ex): A pelagian makara can notice crea-
tures by scent in a 90-foot radius and detect blood in the
water at ranges of up to half a mile.

Magical Beast: Magical beasts have Darkvision with a
range of 60 feet and Low-light Vision.

Skills: Makaras receive a +8 racial bonus to Swim checks to avoid hazards. This is

included above.

’

Improved

victims, its head mimicking a smaller
fish idling near the surface of the water
in fw;:es of Luring sen birds into rAnge;
the makara’s lower body is concenled in
the depths. But when it encounters
passing S[Li}:S it cAn imitate A man
fatlen overboard, a friendly dolphin, or
some other creature likzly to interest
mAriners, mising itsfvrw'ﬂm{ [mlf out af
the water temporarily far the purpose.

ADVENTURE SEED

rNDuring An oceAn Voyage, the party
encounters a group of friendly merfolk.
Later that day, the PCs see one of their
new friends struggling in the water, the
tail and dorsal fin of A shark becoming

Spell-like Abilities: Makara can use the following spell as if cast by a 4th-level sorcer-
er. The makara uses it to cloak its upper body in an illusion of its own choosing, accompany-
ing it with a variety of noises, but not comprehensible speech. The Will save DC to resist this
ability if interacting with the illusion is 12. e

At Will — minor image

momentarily visible Above the foam.
There's no blood visible in the water, but
the fight looks desperate, and there may
o T only be moments to decide on & course of

action!




7‘1¢ MATTOW a(mgm A scavenger,
competing with vultures and other
eaters of carrion. While it eats all Kinds of
Jleshy remains, its name comes from its
special fondness for bone marrow. To get at
the tasty treat, the draqons drop bones from
A great height and break. them apart on
the hard rocks below. Marrow dragons
channel the spirits of the creatures whose
marrow they consume. While the draqons
themselves are not particularly
intelligent, if they eat the remains of &
sentient ]m'ng, tfmj will symk n its Voice
and possess its memories. This Adds to the
desire of nam??V sentient creatures to Keep
the lizards away from their dead; nothing
quite defiles the memory of the dearly
departed like a winged Lizard telling you
your 5rent~ﬁmnt’5 femmnl secretsin her
own vVoice, while scratching itself
immodestly. The marrow dragon seems not
to be awnre of the meaning of this display;
the Voice coming out of its mouth is just an
odd result of eating tasty marrow, not
much different from belching.

Marrow draqons Lay eqqs in nests high
up on cliff faces. After mating in the air,
the female Lavs a solitary eqq in A nook.
with southern exposure, where it will Pe
warmed by the sun. Then she Abandons it.

ADVENTURE SEED

WA thousand Years Aqo, Khalil the Gray
defended his kingdom aqninst a horde of
demons by speaking the secret name of their
demon Lord. He imprisoned the demon deep
benenth his city, and ensured generations of
peace. Now the demon has been freed — and
only its true name will deliver
humankind from its predations once more.
The only problem is that the name was
forgotten a thousand years aqo; no one but
Khalil ever knew it.

Fortunately, his grave can be tocated,
and it still contiins most of his bones. A
pilgrimage must be made to gather his bones
and take them to & marrow draqgon, whe
might then be possessed by the memories of
Khalil and thus answer the urgent
question of the demon Lord's name.

Small Dragon
Hit Dice: 4d12+4 (30 hp)
Initiative: +3 (Dex)
Speed: 15 ft., fly 120 ft. (poor)
AC: 19 (+3 Dex, +5 natural, +1 size)
Attacks: Bite +7 melee and 2 claws +3 melee
Damage: Bite 1d6+2, claws 1d4+1 each
Facef/Reach: Sft.x5ft/5ft
Special Attacks: Breath Weapon
Special Qualities: Darkvision 60 ft., Low-light Vision, Disease and
Poison Resistance, Immunities, Voice of the Dead
Saves: Fort +5, Ref +7, Will +4
Abilities: Str 14, Dex 16, Con 13, Int 2, Wis 11, Cha 7
Skills: Balance +5, Climb +3, Jump +3, Listen +1, Spot +5
Feats: Weapon Finesse (claw)
Climate/Terrain: Warm mountains
Organization: Solitary
Challenge Rating: 3
Treasure: None
Alignment: Usually neutral
Advancement: 5 HD (Small), 6-8 HD (Medium-size)

A

When airborne, the marrow dragon is able
to attack with both hind claws and its bite. If on
the ground, it is only able to attack with its bite.
The hind claws of these dragons are extremely
dexterous, and are used to pick at and manipu-
late bones and other food while the creature is
aloft high over the mountain
valleys. Its front “claws” are
tiny vestigial digits at the
second joint of each wing.

Breath  Weapon
(Ex): The breath of the
carrion-eating — marrow
dragon is used primarily
to weaken and disori-
ent attackers. As a stan-
dard action, the dragon
can expel a small cloud
of foul fumes, which fills
a cube approximately 10
feet on each side. No
attack roll is necessary,
but creatures inside this
cloud must make a
Fortitude save (DC 12) to avoid being nauseat-
ed for 2d6 turns; nauseated characters are
unable to attack, cast spells, concentrate on
spells, or do anything else requiring attention
other than taking a single move or move-equiv-
alent action per turn. After it has expelled the
noxious gases from its gut, it takes four hours for

the dragon’s digestive system and symbiotic
bacteria to build up enough gas for another
effective attack.

Disease and Poison Resistance (Ex): As
a carrion eater, the marrow dragon needs to be
highly resistant to toxins and disease-
causing microbes, which often build up

as a result of decay in rotting matter.

They receive a +6 bonus on Fortitude
saving throws against poison and
. discase.

Dragon: Dragons
are immune to sleep and
paralysis effects. Dragons
also have Darkvision
with a range of 60 feet

and Low-light Vision.
Skills: Marrow
dragons receive a +2
racial  bonus  to
Balance checks, as
they use their wings to
stabilize  themselves.
This is included above.
Voice of the Dead (Su): A
marrow dragon is possessed with the memories
and voice (but not the intelligence or other
mental qualities) of any intelligent being whose
marrow it consumes. This functions essentially
like a speak with dead spell, but with a duration
of 2d4 hours. A complete corpse is not needed,
since the dragon’s mouth voices the answers
from the spirit of the departed.

MARROW DRAGON |s==si;



{m==={ MOCK FAMILIAR

Small Shapechanger (Bi-Planar)
+6 (+2 Dex, +4 Improved Initiative)

19 (+1 size, +2 Dex, +6 natural)

Hit Dice: 1d8+1+3 (8 hp)
Initiative:

Speed: Fly 50 ft. (perfect)
AC:

Attacks: Bite +2 melee
Damage: Bite 1d4+1
Face/Reach: 5t x 5 ft./5 ft.
Special Attacks:

Special Qualities:

Improved Grab, Swallow Whole, Temporal
Stasis

Damage Reduction 10/+1, Darkvision 60 ft.,
Divine Allergy, Manavore, Polymorph, Usurp
Cord

Saves: Fort +3, Ref +4, Will +5 and special (see below)

Abilities: Str 12, Dex 14, Con 12, Int 13, Wis 17, Cha 24

Skills: Bluff +9, Disguise +7 (+17 to impersonate famil-
iar), Escape Artist +5, Knowledge (arcana) +4,
Listen +4, Open Locks +4, Pick Pocket +8,
Search +6, Sense Motive +4, Spot +6, Use
Magic Device +10

Feats: Improved Initiative, Toughness

Climate/Terrain: Any land where arcane magic is practiced

Organization: Solitary

Challenge Rating:

3 + one half the level of the magic-user the

mock familiar is linked to

Treasure:
Alignment:
Advancement:

Double items (small portable magic items only)
Always chaotic neutral
2-3 HD (Medium-size), 4-5 HD (Large)

AN

Mock familiars can speak Common,
Elven, and Draconic.

Bi-Planar Subtype (Su): The mock
familiar exists partially in both the
Ethereal Plane and the Material Plane.
The stomach of the mock familiar exists
on the Ethereal Plane and is invisible,
inaudible, insubstantial, and scentless to
creatures on the Material Plane, while its
mouth exists in the Material Plane. If
observed with see invisible or true seeing,
the mock familiar’s fleshy transparent
stomach can be seen hanging behind its
body, even if the creature is polymorphed,
along with the captive familiar it currently
has consumed, revealing its true nature. A
Bi-planar creature interacts with both
ethereal creatures and objects, and with
the Material Plane normally. A Bi-planar
creature can see and hear normally into
both the Material Plane and the Ethereal
Plane. Bi-planar creatures move as their
speed indicates, and material objects block
them normally; they can’t see through

them. As a move-equivalent action, the
mock familiar can withdraw its mouth into
the Ethereal Plane and act as a normal
ethereal creature, or push its floating
stomach back into the Material Plane to
become a normal material creature.

Damage Reduction (Su): The creature
ignores 10 hit points from most weapons and
natural attacks. A +1 weapon or better
negates the ability.

Divine Allergy (Ex): Mock familiars
have a rarified diet; they cannot stomach the
richness of divine magic. Any divine spell
cast upon a mock familiar forces it to make a
Fortitude save (DC as normal for a spell of its
level) or else vomit the familiar currently in
its stomach back into the Material Plane.

Improved Grab (Ex): If the creature
hits an opponent of at least the same catego-
ry smaller as itself or smaller with its bite
attack, it deals normal damage and either
attempts to start a grapple as a free action
without provoking an attack of opportunity,
or it pulls the opponent into its space without

7’14: meock. familiar is adapted to do
on

e tking, Aand one t/u'ng (714117: to
capture the familiars of wizards and
sorcerers, and feed vpon the magic of
their masters. The mock. familinr's
natural farm 5 A flmting pale green
ring of flesh fringed with twelve thin
tentacles, behind which floats a long,
translucent sack that acts as the
creature’s stomach. On the end of each
tentacle is A retractable eve, similar
in Appearance to those of A snail or A
stug. 71 he mock. familinr’s flmting
mouth- ring exists in the material
world, while its body — Little more
than the Jloating stomach — remains
ethereal.

Mock. fnmilims seek. out the
familiars of wizards and sorcerers,
often uffrmcking them while a party
sleeps, and consume them. The mock.
famitiar cannot feed on flesh, but once
drawn through the thing's maw the
familiar is trapped and rendereq
unconscious. The mock. fﬂmilim then
Shﬂfeskifts into the form of the
famitiar, and 17&71'%5 impersonating it.
The magical qualities af the mock.
familiar allow it to tap into the
mystic cords that bind famitiar and
S;:ellmser, Aand 1f all qoes well this
switch qoes unnoticed.

From then on, the mock. Sfamilinr
Jeeds on the magic of the spellcaster it
is now Linked to. Du n'ng this time, the
mock. familinr grows in strength. as its
“master” weakens. ,‘EVzntunllt;, it
Absorbs enough maqical enerqy to
reproquce itself, and the mock.
famitiar splits in two. For & brief
moment, the captive familiar is
expelled into the ethereal world and is
free, but must now fM& two mock.
familiars. The mock. familiar that
manaqes to re~-swallow a true
anilim may continue femtmg upon
its master’s maqgic As normal. T} he less

fartunmte oﬁ‘iyn’ng flias aﬂ‘ in search

Vf A aniliM af its own.



The mock. familinr is content to
continve its charade until it is
discovered for what it is. It then flees
with any consumed truse familinrs in
tow. If it escapes it will try to find
another familiar to impersonate,
flusking out the old one fram its
stomach when it Locates A new target.
Familiars so expelled are sent into the
ethereal world, where t/\uy miqkt
attempt to find their arcane
companion and beq for a rescue if they
Are able to communicate with him.

ADVENTURE SEEDS

& The PCs return to the maqge’s quild
of one of their companions. When they
Arrive, tfuav discover that the mages af
the quild are having difficulty
casting spells, and some seem to be
qetting sick. The head of the quild
believes it to be n magical plague. The
truth of the matter is that an
ambitious quild member has made A
deal with a mock. familiar, setting it
and its progeny upon those she sees As
rivals. The only problem with her
plan is that she Aas many imagined
rivals, and not enough mock familiars
to affect them all; some of the mock.
famitinrs are having to do double or
triple impersonation duty. Thus, all
the familiars of the quild are never
seen At once. If the PCs decide to

provoking an attack of opportu-
nity and holds him with a —20
penalty to grapple checks. A suc-
cessful hold does not deal any addi-

tional damage; each successful grap-
ple check it makes during successive rounds
automatically deals bite attack damage.

Manavore (Su): A mock familiar can
feed off the magic of a wizard or sorcerer
that it is connected to through an usurped
familiar bond. For the first week after
consuming a familiar, a mock familiar can
steal one 0-level spell or spell slot per day.
The effect simply does not occur when the
caster tries to use it; if observed with
detect magic to the point that individual
auras can be seen, such spell-stealing can
be seen as a flow of energy from the spell-
caster to the “familiar.” Each following
week allows the mock familiar to steal an
additional spell of one level higher than
the preceding week, until the mock famil-
iar finally reaches the highest level that its
host-master can cast. At this point, the
mock familiar is feeding off of one spell of
cach spell level the caster has access to.
Every week after this, the caster’s spells all
take a —2 circumstance penalty to save
DCs; this penalty is cumulative each addi-
tional week on all spells. A mock familiar
that absorbs a cumulative total of thirty
spell levels will split into two mock famil-
iars within one hour. The trapped familiar
is expelled into the Ethereal Plane, and is
momentarily free, until one of the now
doubled mock familiars manage to con-
sume it again.

Polymorph (Su): A mock familiar can
assume the shape of any Small or smaller
creature that is in trapped in its stomach at
will. This works like a polymorph self spell as
cast by an 18th-level sorcerer, but the mock
familiar can remain in the chosen form
indefinitely. It can assume the form of the
familiar trapped in its stomach or return to
its natural form as a standard action.

Shapechanger: Shapechangers have
Darkvision with a range of 60 feet.

Skills: The mock familiar has a nat-
ural talent for filching small items, and so
gains a +) racial bonus to Pick Pocket.
Note that due to the effects of their
Polymorph ability, mock familiars gain a
+10 racial bonus to all Disguise skill
checks when attempting to impersonate a
familiar it has held within its stomach.

Mock familiars also take a —2 penalty to
Open Lock checks for not having thieves’
tools. These bonuses and penalties are
included above.

Swallow Whole (Ex): A mock famil-
lar can try to swallow a grabbed opponent
of the same size category as itself by mak-
ing another successful grapple check. The
swallowed creature is transported to the
mock familiar’s stomach on the Ethereal
Plane and is rendered ethereal. While
within, it must make Fortitude saves (DC
17) each round or enter Temporal Stasis
(see below). A swallowed creature can also
cut its way out by using natural weapons
or a Small or Tiny slashing weapon to
deal 20 points of damage to the stomach
(AC 20); unless the victim cuts its way up
and out of the mock familiar’s throat, it
exits the mock familiar’s stomach and is in
the Ethereal Plane. Creatures who have
never seen or heard of a mock familiar
generally do not think to do this. Once the
creature exits, muscular action closes the
hole; another swallowed opponent must
again cut its own way out. The mock
familiar’s elastic stomach can hold 1
Small, 2 Tiny, 4 Diminutive, or 8 Fine or
smaller opponents at a time, but it can
only use its Usurp Bond and Manavore
abilities on a single swallowed familiar at
one time. A mock familiar may eject a
trapped creature from its stomach into the
Ethereal Plane as a free action.

Temporal Stasis (Sp): Creatures with-
in the mock familiar’s stomach that fail a
Fortitude check (DC 17), which they must
make each round until they fail, enter a time-
less state effectively the same as the temporal
stasis spell as if cast by an 18th-level wizard.
If removed from the mock familiar’s stom-
ach, or ejected by the mock familiar, victims
are able to act and age normally from that
point on. Dispel magic or anti-magic effects
cast on the mock familiar can disrupt this
effect, allowing a swallowed familiar to try to
escape the mock familiar’s stomach. Until
the mock familiar is slain, the trapped famil-
lar cannot be damaged. Once the mock
familiar is slain, the trapped familiar is
dumped back into the Material Plane, and is
no longer under the effect of the temporal

stasis.

Usurp Cord (Su): The mock familiar
may tap into and manipulate the bond
between any familiar it has trapped in its




stomach and that familiar’s master. The
familiar template is applied to the mock
familiar. Thus, its Hit Dice, hit points, base
attack bonus, skills, and saving throws may
all effectively increase. It retains its own abil-
ity scores, and gains any familiar special abil-
ities that the familiar normally enjoyed
based on the wizard or sorcerer’s level, with
the exception of the 7th- to 8th-level ability

Speak With Animals of Its Type. This is the
only hole in the mock familiar’s ruse, though
it may fabricate information. If the familiar’s
master dismisses it, the mock familiar loses
access to that familiar’s benefits; a dismissed
familiar is usually ejected into the Ethereal
Plane in short order. A mock familiar cannot
use this ability to usurp the connection
between a paladin and his special mount.

inVestigMe this mngicnl ;legue, tfm;
will surely have a mock. fmmilim set
upon them.

& A very old, very reformed, and
somewhat scatterbrained necromancer
comes to the PCs with & problem. #is
familiar hasbeen consumed by A mock
familinr, and the necromancer has as
yet been unable to rescue it. Realizing
it was discovered, the mock familiar
locked the necromancer out of his own
tower and set As many of his traps as
;:assible. The PCs must qet into the
tower, evade the traps — some af
which the aqing necromancer has
forqotten about — and then denl with
the mock familiar, which is armed
with as many of the necromancer’s
magical items as it can LAy its

tentacles on.

& The PCs manage to dispatch a
pesky mock. familiar intent on
consuming one of their familiars. From
its stomach is expelled a raven which
loudly caws out the name
“Asviralis!” when brought back. from
the ethereal world. Asviralis, however,
is & roquie sorcerer And summoner of
devils who should be Long dead. If he
isn't, he can surely Pe up to no 4ood.
Perhaps this Lost familiar can be used
to find the unsavory mAgic user, or
mavbe it can persunded to reveal the
secrets and Lost treasures of Asviralis.



orrigans are A race of mighty
M wirriors with the ability to
transform themselves into ravens. Tf‘m;
take part in battles Large And small,

attacking all sides equally, and
reveling in the bloodshed they cause.

Morrigans reproduce by stealing
humanoid children and merging them
with raven eqqs in an involved ritual.
Newly-merged morrigan davghters
17egin training under their mother at
five vears of aqe. They grow’ and
mature quickly, reaching physical
maturity after only ten years.

Marrigpms Lovk. like tan~foot~twll
women, slender but muscular. Their
hair is a glossy black. and their eves
are yellow. Their skin s }’mnzfnle.
They fight exclusively with their
spears, angd aften tmnsfarm to raven
form after abattle to feast on the
slain. In raven farm, A marrigpm Looks
like & three- faat~tﬂll raven, with

ADVENTURE SEED

A With an important battle
aqainst overwhelming odds ahead of
them, the characters are told about &
village of morrigans that may be
convinced to aid them. The trip to the
village is franght with peril, as are

the neqotiations with the morrigans.
But once their aid is secured, the
problems really start — the morrigans
Ate not ensy troops to lead or to trust in
the thick of battle.

Hit Dice:

Large Shapechanger
4d8+12 (30 hp)

Initiative: +4 (Improved Initiative);
+7 (+3 Dex, +4 Improved Initiative)

Speed: 40 ft.; 10 ft., fly 60 ft. (average)

AC: 15 (1 size, +3 studded leather, +3 natural);
17 (+1 size, +3 Dex, +3 natural)

Attacks: Huge longspear +8 melee; 2 claws +3 melee and
beak —2 melee

Damage: Huge longspear 2d6+7 (crit x3); claws 1d3-2 each,
beak 1d4-2

Face/Reach: 5 ft. x 5 ft./5 ft. (15-ft. reach with Huge longspear);
5 ft. x 5 ft./5 ft.

Special Qualities: Alternate Form, Darkvision 60 ft.

Saves: Fort +7, Ref +4 (+7), Will +6

Abilities: Str 20 (7), Dex 11 (17), Con 16, Int 12, Wis 14, Cha 20

Skills: Animal Empathy +12, Balance +1 (+5 in raven
form), Bluff +12, Diplomacy +9, Disguise +5 (+7 for
acting in character), Handle Animal +7, Heal +9,
Hide +2 (+14 in raven form), Innuendo +2 (+4 to
transmit a message; +4 to intercept a message),
Intimidate +14, Intuit Direction +7, Jump +6 (+0 in
raven form) Knowledge (nature) +8, Listen +9,
Move Silently +6 (+10 in raven form), Pick Pocket
+1 (+5 in raven form), Search +8, Sense Motive +9,
Spot +9, Tumble +6 (+10 in raven form),
Wilderness Lore +9 (+11 to avoid getting lost)

Feats: Improved Initiative, Weapon Focus (longspear)

Climate/Terrain: Temperate forest, hills, or plains

Organization: Solitary, flight (2—4), or flock (2—12)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: By character class (fighter)

b

Alternate Form (Su): At will, a morri-  bonus to Handle Animal checks with ani-

gan can assume the form of a raven of Small
size. All her gear and weapons transform
with her. This transformation takes a stan-
dard action. Where the statistics for the
raven form differ from the woman form of
the morrigan, the raven statistics are listed
after those for the woman.

Shapechanger: Shapechangers have
Darkvision with a range of 60 feet.

Skills: Morrigans receive a +4 racial
bonus to Hide checks when in raven form,
and a —4 racial penalty to Hide checks when
taking the shape of a woman. They also take

a —1 armor check penalty when in their
humanoid form. They get a +2 synergy

mals. They receive a second +2 synergy
bonus to Diplomacy, Disguise for acting in
character, Innuendo to transmit a message,
Intimidate, and Pick Pocket. They get a third
+2 synergy bonus to Wilderness Lore checks
to avoid getting lost. They receive a fourth
+2 synergy bonus to Diplomacy checks, and
to Innuendo checks to intercept a message.
They get a fifth +2 synergy bonus to Balance
and Jump checks, a +3 dodge bonus to AC
when fighting defensively or taking full-
round actions, and a +6 dodge bonus to AC
when on total defense. These are included in
the above skills.




{e==e{ MYNDIE SNAKE

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Colossal Magical Beast (Invisible)
33d10+363 (544 hp)

+4 (Improved Initiative)

20 ft., run 100 ft., fly 40 ft. (clumsy)
37 (=8 size, +35 natural)

Bite +42/+37/+32/+27 melee

Bite 4d6+26 plus poison

40 ft. x 80 ft./ 15 ft.

Poison, Poison Spit, Trample 4d8+17
Damage Reduction 20/+5, Darkvision 60 ft.,
Immunities, Low-light Vision, Scent, Spell
Resistance 30, Spell-like Abilities

Saves: Fort +29, Ref +18, Will +19

Abilities: Str 45, Dex 11, Con 32, Int 13, Wis 26, Cha 20

Skills: Climb +23, Concentration +12, Intimidate +15,
Listen +25, Move Silently +20, Search +7, Spot
+25

Feats: Improved Initiative, Run

Climate/Terrain: Warm desert, or anywhere its target goes

Organization: Solitary

Challenge Rating: 20

Treasure: None

Alignment: Always lawful neutral

Advancement: None

AL

Damage Reduction (Su): The creature
ignores 20 hit points from most weapons and
natural attacks. A +5 weapon or better
negates the ability.

Immunities (Ex): The myndie’s nature
makes it immune to mind-affecting spells, as
well as all sleep and paralysis effects.

Invisible Subtype: The myndie snake
is always invisible, except when it is drinking.
It also becomes visible to its divinely con-
demned target in the round before it strikes
him; it remains invisible when attacking
opponents that are not its primary target.
Invisibility makes a creature undetectable by
vision. Invisible creatures can be tracked
normally, and are subject to detect spells.
Abilities like Scent, Blindsight, and Blind-
Fight can detect invisible creatures. A char-
acter notices an active invisible creature
within 30 feet with a Spot check (DC 20), or
a still one with a Spot check (DC 30). He can
make a Listen check vs. the invisible crea-
ture’s Move Silently check as a free action
each round to find it. He can also make a
touch attack with his hands or a weapon into
two adjacent five-foot areas using a standard
action to find the invisible creature. If a
character attacks an invisible creature whose

location he has pinpointed, the creature ben-
efits from full concealment with a 50% miss
chance. An invisible creature can hide small
items on his person to render them effective-
ly invisible. This ability is not subject to the
invisibility purge spell, though the myndie
can be seen with the see invisibility spell.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and Low-
light Vision.

Poison (Ex): If the myndie hits with its
bite attack, it injects a potent venom. The
primary and secondary damage of this
venom are each equal to the victim’s total hit
points —10 hp; plus the target suffers a vio-
lent, spasm-wracked death immediately,
unless the victim succeeds at a Fortitude save
(DC 37). Note that if a victim is somehow
restored to life within a minute of dying with-
out a cure poison spell cast upon them, he
may die again from the poison’s secondary
damage.

Poison Spit (Ex): The myndie has the
ability to spit its poison, which results in a
line of poison 140 feet long and 5 feet wide;

no attack roll is necessary. All within this
space must make a Fortitude save (DC 37)
versus the myndie’s poison or suffer the

7'141 myndie snake is a unique
creature of incredible size. It is an
invisible servant of divine vengeance,
and is most commonly dispatched by
the creator deity to stay those whe
have transgressed tribal taw. Since
Laws Vary from tribe to tribe, the
myndie snake may sLay a man in one
tribe for an act that is accepted in
another tribe. The myndie may not
immedintely track down its prey; it
might only Appear after years have
passed, when the offender has grown
old and fathered children and all but
forqotten his crime. Once the
transqression has been made, though,
reqardless of whether the sin is
remembered or not, the myndie never
shirks its uty.

The attack. of the myndie follows
# certain rote. During the hottest part
af the a(m;, Feapl& miakt see A great
number of flickering miraqes out on
the dry flats. Some may say this is the
sun ;-lmﬁng tricks on A man's eves,
but wiser folk can see the passage of
the myndie snake for what it is. 1 few
dnys Later, & hissing can be heard
upon the wind, carried far across the
wide open dryness of the Land. This is
no wind. It is the myndie snake
Mmauncinq itself to its twrget,
infarming him that his pu nishment is
At hand. Within the day, the myndie
snake will strike.

The condemned man may run or
hide. A5 he huddles, thinking the
myndie must have passed him by, the
victim will feel a drop on his cheek, or
perhaps his arm. He might think it a
raindrop ... until his flesh grows
nump, Aand more a(ra};s fallaw. Laaking
up he finally sees what has stalked
him unseen: the myndie snake, with
its Vast mouth and its great dripping
Jangs, come to mete out punishment.
Should passershy come across the body
af the mym{ie 's victim, tfm; will
know what it is, far upon the carpsz's
forehead is burned the mark of the

creator.



The myndie snake always drinks
from the same sacred creek. — the
location of which is & matter of some
debate — when it has finished the
terriple duties it has been given.
Foolish hunters have At times sat in
wait far the qreat invisible serpent,
which only becomes visiple to its
dwvinely mandated prey as it slays
him, or when it sta}:s to Luencf» its
thirst. The fate of these hunters has
Varied. Some died, while others saw
the beast and fled. The Latter often
Live Stmngetv lmg Lives, far it is not
taboo in the creator gods eves to strike
the mym{ie snake. It is, however, not
w wise thing to do by any account.

ADVENTURE SEED

& Flickering miraqes foretell the
coming of the myndie. The most Likely
transqressor is & rejected suitor who
kidnapped the beautiful daughter of
the tribe’s headman. Knowing the
myndie is coming, he has fled with her
in tow. The girl was to marry the son
of & nm’gkﬁoring tribe’s headman, and
}ring to an end A long and 171000(17 Jeud.
Can the PCs, coming upon this scene,
either track down and recover the girl
before the myndie arrives, or hold off
the myndie while the tribe's shaman
77&75 the creator god for mid? And what
will they do when it turns out the
danghter is instead the transqressor,
seeking to forsake her arranged
marriage for the Love of the “rejected”
mand She now travels to the Lands of
her Love's tribe to marry him, at
which time she will come under the
Laws of her hushand’s tribe. #owever,
until then the myndie is free to take
her for forsaking her people. Should
the PCs aid her, or drag her back to her
tribe to resolve the feud? And what if
the PCs mAnage to break a tripal
taboo in their efforts to make things
riqkt?

effects mentioned above. The myndie usual-
ly does not use this attack if anyone other
than its intended target is in the arca of
effect. The myndie prefers to bite its victim,
but will use this attack if its prey is unreach-
able due to magic or other factors. It can use
this attack once every round.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense of
smell, and can pinpoint the source of a scent
ifit is within 5 feet. They can follow tracks by
smell, making a Wisdom check DC 10 + 2
per hour that the trail is cold.

Skills: The myndie snake has a +10
racial bonus to Spot and Listen, and a +5
bonus to Climb and Intimidate. The myndie
snake also makes no sound as it moves,
though objects it breaks or moves over make
noise as normal; the myndie snake receives a
+10 racial bonus to Move Silently checks
because of this. These bonuses are included
in the above stats.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against the
myndie snake, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds 30, the spell works nor-
mally, though the creature still gets a saving
throw if the spell allows such.

Spell-like Abilities: The myndie snake
can use the following spells as if cast by a
18th-level sorcerer. The DC to resist these
abilities is 15 + the spell level. For the pur-
poses of locate creature, the target of the
myndie’s divine mission is considered to be
familiar to the myndie, and is the only crea-
ture that the myndie can locate.

At Will — expeditious retreat, see invisible,
locate creature

Trample (Ex): The myndie snake can
Trample Huge or smaller creatures for
4d8+17 points of bludgeoning damage as a
standard action. Opponents who do not
make attacks of opportunity against the
creature during the Trample, which are at a




(| NAIL STEALER_

Hit Dice:
Initiative:
Speed:
AC:
Attacks:
Damage:

Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:

Alignment:
Advancement:

Tiny Beast

1d10 (5 hp)

+1 (Dex)

10 ft., fly 40 ft. (average)

15 (+2 size, +1 Dex, +2 natural)
Peck +3 melee

Peck 1d4—4 (ignores AC bonus from metal
armor)

2 1/2 ft. x 2 1/2 ft./0 ft.

Punching Beak

Darkvision 60 ft., Low-light Vision

Fort +2, Ref +3, Will +1

Str 3, Dex 12, Con 11, Int 1, Wis 12, Cha 9
Hide +11, Listen +7, Spot +7

Weapon finesse (peck)

Forest or urban land

Solitary, pair, clutch (3-6), or flock (8—24)
1

None

Always neutral

None

1'%

Beast: Beasts have Low-light Vision and
Darkvision with a range of 60 feet.

Feats: Nail stealers receive Weapon
Finesse (peck) free as a racial
bonus.

Punching Beak (Ex):

Nail stealers have extraor-
dinarily hard beaks that
they use to firmly grip, and
then extract, nails that are
/ embedded in wood and other
' materials. If attacked by a
' human in non-magical metal
armor, their beaks punch directly
through, ignoring the AC bonus
that the armor would otherwise
provide; the holes are only a quarter
of an inch across, so the armor can
still be used, though it may not look
particularly attractive.
Skills: Nail stealers receive a +2 racial
bonus to Spot and Listen checks. They also
receive a +8 size bonus to Hide checks. This is
included above.

il stealers are rust-colored
Nu}m{;zeckzrs. Male nail stealers
collect pieces of rusty metal during the late
spring, And use them to create nest displays
to Attract females. The name of the species
comes from their habit of extracting metal
nails from houses and waqons. They are also
known for mwking fleeting surprise Attacks
tosnatch a ;Jiece af metal fram Adventurers,
Put otherwise }Jrefer to wiit until gear is
left unattended. After mating, the female
nail stealers consume the metal in the nest
display. The shells of nail stealer eqqs are
fantastically hard. The number of nail
stealers in & group depends on the time of
year. During the display season males are
salimry. After mnting, nail stealers Live in
;Jm'ﬂ while rm’sing chicks, orin clutches af
two parents and up to four adult of fspring.
Dun'ng Autumn and winter, nail stealers
Livie in flocks on § to 24 members.

The beaks of dead nail stealers Always
point north if suspended ]717 A string, and
retain their Mn'litt; to punch holes in
metal. They are Valued components for
compasses, PLACksmith's awls, And
wrTowhends. Some primitive tribes create
clubs studded with beaks, or odd swords with
an edge of sharpened Peaks pressed between
two sLats of wood. A nail stealer's beak.is
qenerally worth Z7 qold pieces to o
biacksmith or comphss-maker.

ADVENTURE SEED

A tribe of gnomes is experimenting with
steam~powered Locomotion, And has Laid
trACKs from the nearby iron mines to their
town. Service kze;;s }eing intaﬂuytw(,
though, and so they hire characters to
pAtrol the Line. Threats include peasants
who steal iron for plowshares, bandits who
hijack the train for any Valunbles that
may be Abonrd, and creatures that eat iron,
Like rust monsters and nail stealers. Once
this Line is secure, and has proven itself, the
qromes will roll out their iron rails Across
the continent, and will need representatives
to secure the Land the tracks will run
through.



N’ r'yana, the Land of sorcerers, is
Aalso well known far its mﬂgicnl

Jlora and fanna. Among its more

NARYANESE SNAPDRAGON |=>

exotic plants is the N aryanese firs

chili — capsicum naryanensis, s it's Tiny Dragon

1d12-2 (4 hp)

known to sAqes — A tim; pepper that Hit Dice:

thrives in the desert and can litzmllt; [nitiative: 4 (Dex)
] Speed: 20 ft., fly 60 ft. (good)

can set yaurmautk 4, f ire. Some AC: 18 (+2 size, +4 Dex, +2 natural)
recipes aimed At culinary daredevils Attacks: Bite +0 melee
call for it, but in extremely diluted Damage: Bite 1d4--3
AN MYy Face/Reach: 2 1/2 ft. x 2 1/2 {t./0 ft.

. i A f Special Attacks: Breath Weapon
dried, 7raum(}m},v}:er is "‘”‘mﬁ[‘ f @ Special Qualities: Darkvision 60 ft., Immunities, Low-light Vision
very Large pot af faaa(. But one tiny Saves: Fort +1, Ref +6, Will +4
relwtil/eaftfua l{rﬂgtms s M{Wtza( e Ab‘lhtles: St.r 5, Dex 18, Con 8, Int 3, Wis 14, Cha 8

s " = Skills: Hide +12, Spot +4
use the fire chili as a reqular part of Feats: Flyby Attack
its diet. The Nnn;nnese mw}aa(rﬂgan Climate/Terrain: Warm desert, hills, and plains
consumes the ﬂ”" chilis and stores Organization: Solitary, pair, or family (1-2 and 1d4 offspring)
them in a specinl gizzard-like “fire ghallengfe Rating; Li2
y ) reasure: None

sac” attached to its esophaqus. There it Alignment: Always neutral
breaks down the chilis into a semi- Advancement: 2-3 HD (Tiny)

digested stew that, compined with
Juices requrgitated from the dragon’s ﬁri

1’7&1117, explodes out of the snapdragon’s

mouth as mflnming breath WeApOH. Breath Weapon (Ex): The Naryanese snapdragon
. can expel a cone of flames 5 feet long as a standard action,
The Nﬁwyﬁwws& mwpdﬂkﬁan 15 .". T : _-i'-'. - which does 2d4 hit points of fire damage; no attack roll is
} T y
relatively intelligent, and it is & o ™~ ! necessary, but a Reflex save

e o ] i P —=="  (DC 12) can be made to halve

1
status sym]m Aamong some Naryanese the damage. A snapdragon

cliques of sorcerers to have one trained renews its breath weapon by

consuming Naryanese

~ fire chilis. If its fire
</ sac is fully loaded
4 with chilis, the snap-
dragon is able to belch

a maximum of five gouts

as A pet or familiar. The typical
s;:aciman is 12 to 18 inches lmg, with
coloration Hena(ing Jrom green on its
back tobright red on its underside.

of fire. If a random determi-

nation is required, roll 1d6 and
subtract 1 to determine how
many breath attacks a snapdrag-
on has left. Naturally, if the snap-
dragon has been transplanted
away from its native environ-
ment, it will not have
access to the chilis it
needs renew its
breath attack, unless
T the plants have been
o * transplanted to its new
home as well.




Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Skills: Naryanese snapdragons receive a
+8 size bonus to Hide checks. This is includ-
ed above.

NARYANESE SNAPDRAGONS
AS FAMILIARS

A magic user of 3rd level or higher who
has no current familiar and has the Summon
Familiar ability can attempt to bond a
Naryanese snapdragon as a familiar. It fol-
lows all the special rules for familiars, but the
bond grants no extra special abilities. A
snapdragon sold for use as a familiar can cost

up to 200 gp.

NARYANESE FIRE CHILI

This tiny bush thrives in the deep desert
of the sorcerous land of Nar’yana. The
blooming of the plant is not determined by
season, but simply by rainfall; a modest
quarter inch of rain or more (which in its
home terrain only happens two or three
times a year) will stimulate its reproductive
cycle. White flowers with delicate red veins
eventually yield the bright orange peppers
for which the plant is famous.

The peppers are very small — about 1/4
inch in diameter on average, and slightly
ovoid in shape — but extremely potent.
Incautious consumption can be harmful,
even fatal. Creatures resistant to fire, how-
ever, enjoy dining on it. In particular, the
fire chili has a close ecological relationship
with the tiny Naryanese snapdragon, which
consumes the peppers as fuel for its breath
weapon. While the snapdragon’s fire sac dis-
tills and stores the reactive part of the chilis,
the hardy seeds pass unharmed through the
digestive tract. Thus the dragons help the
plant spread to new places in the desert.

For the thrill-secking gourmand,
Naryanese chefs have developed ways to
make the fire chili fit for human consump-
tion. Healers and herbalists, on the other

hand, have harnessed the chili’s
qualities of heat and fire to their
own ends. The chilis are prized
because they are so potent in small
quantities, and retain their potency when
dried. Properly dessicated and kept dry, the
chilis will easily keep for 2-3 years.

If your game uses herbalism as described
in Occult Lore, the Naryanese fire chili has
the following characteristics:

Availability: Rare

Bulk Cost*: 5 gp per chili
Climate/Terrain: Tropical desert
Bindings: Fire 9%*

Traits: Coldsweat 2, Feverglow 1, Readfah 2

* A pound of Naryanese fire chili is an
incredibly large quantity; instead, we
provide the typical cost for an individ-
ual chili, whether fresh or dried.
Sometimes entire plants are uprooted
and dried (and prized by herbalists for
the creation of verdexes); they contain
4d8 chilis, and are priced accordingly if
sold together.

** Only spells with [Fire] as a descriptor
may be bound into a fire chili verdex,
but there is no limitation as to school.
An entire plant is needed for a single
verdex, and the plant must have at
least three chilis per level of the bound
spell.

MUNDANE CONCOCTIONS

Untreated and undiluted, the peppers of
this plant are harmful to eat, and can severe-
ly burn the mouth. Most humanoids and
animals will suffer 1 point of damage from
eating a plain fire chili plus 1d4 points of
subdual damage. A Fortitude save, DC 15,
eliminates the normal damage (but not the
subdual).

Properly preparing a recipe that uses the
chili without causing its ingester distress

requires a Craft (cooking) or Herbalism
check, DC 15. On a failure, everyone who
cats the resulting dish must make a Fortitude
save, DC 15, or suffer 1d2 points of subdual
damage.

ADVENTURE SEEDS

o The Local villagers are in A frenzy
about the red dragon that's been seen
flving kigk above town, t/wugk no one
has seen it actually cause any
damage. When the PCs track. the
sightings to A small cave, they find o
tiny dragon wearing A jeweled collar
with the name “Muffin” engraved
upon it, and the address of a sorcerer in
a far-off Land.

& The PCs are sent in search af A
spell component that can only be
found in the heart of a foreign desert
— the Naryanese fire chili. After days
of hardship and random monster
encounters, they find a patch of the
exotic plants, only to find that
harvesting it may not be as easy as
they thought, since it's protected by &
Jamily of angry snapdragons.



7‘7‘4: nAvigators are & race of beings
that exists in widely scattered,
secluded settlements across the world.
They also qwell on many planes of
existence, and Are reputed to have
communities in the ethereal and
astral realms, as well. The navigators
don't discuss their history, and they
Keep their languaqe a secret, As well.
The only t[»ing that offers & hint as to
their origins is their name for
themselves, which is “Openers of the
way. " However, their uncanny skall
as quides has made them very popular
Among those who know of them, who
speculnte that they might be
creations of one of the gods of travel or

ex;;lamtim.

Although they tend to faver
isolated locales, and do not seek out
other races, navigators are reservedly
welcoming to others. They have Peen
known to hire their services out to
others em}mking on Long or uncertain
Journes, Acting and quides Ang
trailblazers for a significant fee. They
have even been known to attune
themselves to certmin individuals so as
to act as & rescue quide should harm
befall the individual on a journey.

F[u;simlly, mwigmfm Look. like
Large monkeys, although they have
the upright ]mnring of the sentient
races, and no tails. Their fur is
usually black, but shades of sitver
surround the head and shoulders with
age. They stand three to four feet tall,
and dress in simple rugqed clothing,
wearing good strong boots Jor walking.
Their eves are Larqe for the size of their
heads, with a reflective quality, and
their pointed ears stretch above their
heads. They carry halfspears that
double as walking staves, which they
decorate with tokens of the people,
places, and things that they are
Attuned to.

NAVIGATOR _ [

Small Humanoid (Navigator)

Hit Dice: 1d8 (4 hp)
Initiative: +3 (+3 Dex)
Speed: 30 ft.

AC: 14 (+1 size, +3 Dex)
Attacks: Halfspear +4 melee
Damage: Halfspear 1d6-1
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities:

Astral Travel, Attunement, Blink, Darkvision 60
ft., Ethereal Travel, Evasion

Saves: Fort +2, Ref +3, Will +2

Abilities: Str 8, Dex 17, Coon 10, Int 16, Wis 14, Cha 10

Skills: Hide +7, Intuit Direction +12, Knowledge (the
Planes) +7, Listen +3, Move Silently +4, Search
+4, Spot +3, Wilderness Lore +3

Feats: Track, Weapon Finesse (halfspear)

Climate/Terrain: Any land and underground

Organization: Solitary, scouting party (2—5), or community

(4-16 adults plus 3—18 young)

Challenge Rating: 2
Treasure:
Alignment:
Advancement:

Standard
Usually lawful neutral

By character class (ranger)

bV

Astral Travel (Sp): As a full-round action,
the navigator may shift himself and up to six
other creatures into the Astral Plane. Shifting
from the Astral Plane to any adjoining plane
requires another full-round action. The naviga-
tor may shift to or from the Astral Plane twice
each day. Note that this power moves the navi-
gator, and all accompanying creatures, bodily
into the Astral Plane; it is not astral projection.

Attunement (Su): If a navigator spends an
hour studying a given object, person, or place,
he may Attune himself'so as to always be able to
find the subject, regardless of distance or inter-
vening planes. This functions as a find the path
spell, but is expanded to allow location of
Attuned objects or creatures, and is not limited
to a single plane or a set duration. A navigator
may be Attuned to a number of items equal to
3 + his Intelligence modifier. If he wishes to
Attune to a new subject when he is already at
his maximum number of Attunements, he must
release the Attunement to one of the other sub-

jects.

Blink (Sp): At will, the navigator may
blink, as per the spell.

Darkvision (Ex): Navigators can see with
no light source at all, to a range of 60 feet.
Darkvision is black and white only.

Ethereal Travel (Sp): As a full-round
action, the navigator may shift himself into the
Ethereal Plane. Up to six creatures may be car-
ried along on this journey. Shifting back to the
Material Plane requires another full-round
action. The navigator may shift to or from the
Ethereal Plane four times each day. Note that
this power moves the navigator, and all accom-
panying creatures, bodily into the Ethereal
Plane or the Material Plane.

Evasion (Ex): If exposed to any effect that
normally allows a character to attempt a Reflex
save for half damage, a navigator takes no dam-
age with a successful saving throw.

Feats: Navigators receive Track free as a
racial bonus.

Skills: Navigators receive a +10 racial
bonus to the Intuit Direction skill, and a +4 size
bonus to Hide checks. This is included above.

NAVIGATORS AS CHARACTERS

Many navigators are rangers, wizards, or
rogues, all keen on the study and exploration of
the unknown. The favored class for navigator
characters is ranger.




ADVENTURE SEEDS

& An expedition into dangerous
territory hasbeen Lost. The financiers
of the expedition had the foresight to
pay for navigator Attunement to a
token that was to be carried with the
explorers, and would Like to hire o
brave party to follow the navigator
into the unknown and discover what
happened to the first party.

A A werlthy noblewoman has
taken a fancy to the iden of visiting
the abode of the qods. Her research and
planning tell her that she's qoing to
need an escort and A quide. What
better escort than a rough-and-
tumble band of adventurers? If
natking else, thm; should come in
handy as she tries to find a navigator
and convince him to lead her
expedition to the outer realms.



7‘11’5 flightless reptitinn “bird” stands
almost If feet tall. Its scales are
iridescent and multi-colored, running
from purple and red at its head to
emerald green and topaz o its body And
legs. Its wings are pearl white.  spiny

NEEDLEJACK |m

Hit Dice:

Large Beast
3d10+9 (25 hp)

2 i Initiative: +5 (Dex)
crest runs from the top of its head to the ¥
P AR 5/ Speed: 60 .
bﬂ«fﬂ UJC’LtS tail. T[\&fﬂﬂttﬂn (7}Ct[\¢1-5 cest AC: 19 (71 size. +5 Dex. +5 natural)
indicates the creature’s mood: it flares Attacks: Beak gore +4 melee and claw rake +0 melee
up when excited or angry, or llM;ing let Damage: Beak gore 1d8+3, claw rake 1d6+1
Face/Reach: 5 ft. x5 ft./10 ft.

aqrinst the body when calim or content.

Special Qualities:

Darkvision 60 ft., Low-light Vision, Stampede

4 . ) Saves: Fort +6, Ref +8, Will +1
Needlejacks feed Ant Vi ’ ’
eedle] e Abilities: Str 16, Dex 20, Con 17, Int 2, Wis 10, Cha 14

such as beetles, ronches, and other types Skills: Hide +1, Intimidate +5, Jump +10, Listen +2,
of hard-shelled insects, using their rapier Spot +7
beaks to skewer and then drain them of Feats: Power Attack

A . : ; Climate/Terrain: Warm plains

T} .

their b W@hﬂc i fwf lockiryieg ]717 Organization: Solitary, cluster (2—5), nest (5—20), or flock

the alpha femnles, who often let males
duel for the right to mate with them.

(40-60)

Challenge Rating: 1

Eqqs are Laid in communal nests z;-.easure: Z‘me 1
{ 3 ' ignment: ways neutra.
maintained At the center of the flocks Advancement: 48 HD (Large)

territory. Once Laid, they hatch within
three months, At which time the flack
moves to its next seasonal Location.

Needlejack.eqqs are the size of & human

o

Beast: Beasts have Low-light Vision and Darkvision with a range of 60 feet.
Skills: A needlejack receives a +4 racial bonus to Jump and Spot checks. It takes a —4
size penalty to Hide checks. These are included above.

head and bright oranage in color; their

olks Are puce, watery, And emit A
7 7 K Stampede
(Ex): If losing a
battle or

suqary scent when exposed to air.
Needlejacks fight by bobbing and
Wem/ing, Striking m;n'z{ly with their
beaks then ducking out of their
opponent’s way. They are excellent

frightened
by predators, a
flock of needlejacks

flees as a group in a ran-
dom direction, but

7rou;xﬂ7ktars, kmm/ing instinctiwllij

always away from the
how the others will move aqainst an

perceived source of dan-
ger. They literally run over

opponent.
anything of Large size or

)

smaller that gets in
their way, dealing
1d12  points of
damage for each

ADVENTURE SEED

A An ambitions general has decided to

_— ; five needljacks 22NN \)‘)\;’;) VAN
create A CAVALTY unit using trained L the floc k] A ) )) ) ))))))))))ﬁ’)):))» s"
neeqlejacks as movints, but catching successful ‘\ «ii)j)fjjgy}ﬂ)f)}f?;"" s
§ “CESS i/ il
Adult needlejacks alive is both difficutt Reflex save "‘" Z
and deadly. Breaking and training (DG 16)
them i Ly impossiple. Instead, he halves the
m 15 nearly impossiple. In: eAd, damage.

plans to steal a clutch of needlejack.
eqgs and train the birds from birth. A
squad of his fastest horse-movnted scouts
will draw the needlejack. flock. away
from the nests, while the characters
sneak.in and steal the eqqs.



NJUZU

Small Elemental (Water)

Hit Dice: 2d8+2 (11 hp)

Initiative: +0

Speed: 20 ft., swim 90 ft.

AC: 16 (+1 size, +5 natural)

Attacks: Slam +3 melee

Damage: Slam 1d4+1

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Drench, Spell-like Abilities, Waterspout

Special Qualities: Darkvision 60 ft., Immunities, Sonic
Vulnerability

Saves: Fort +4, Ref +0, Will +2

Abilities: Str 12, Dex 10, Con 13, Int 6, Wis 14, Cha 15

Skills: Hide +4 (+14 in natural form), Listen +7, Spot
+7, Swim +3 (+11 to avoid hazards)

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral

Advancement: 3-7 HD (Medium-size), 8—15 HD (Large),

16-20 HD (Huge), 21-23 HD (Gargantuan),
24+ HD (Colossal)

»Y

Alternate Form (Su): A njuzu’s natural
form is that of a pool of viscous fluid that
appears much like water to the casual
observer. It can assume two other forms at
will, as well as that of a waterspout (see
below). The first is a Small or Medium-size
female humanoid. The second is that of a
Tiny to Small fish with a humanoid head.
Changing form is a standard action, and
equipment does not change with it. In each
of these forms it retains its normal stats,
except for size bonuses. The njuzu remains
in one form until it chooses to assume a new
one. A change in form cannot be dispelled,
nor does the njuzu revert to its natural form
when killed. A true seeing spell reveals its
natural form if it is in any of its other shapes,
including the waterspout.

Drench (Ex): The touch of a njuzu puts
out torches, campfires, exposed lanterns,
and other open flames of non-magical origin
if these are of Large size or smaller. The
creature can dispel magical fire it touches as
dispel magic cast by a sorcerer whose level
equals the njuzu’s HD total.

Elemental: An clemental is immune to

poison, sleep, paralysis, and stunning.
Elementals are not subject to critical hits or
flanking and have Darkvision with a range

of 60 feet. A slain elemental cannot be raised
or resurrected, although a wish or miracle
spell can restore it to life.

Skills: Njuzu receive a +8 racial bonus
to Swim checks to avoid hazards. They also
get a +4 size bonus to Hide checks, and a +10
racial Hide bonus when in their natural
form. This has been included above.

Sonic Vulnerability (Ex): Njuzu take
double damage from sonic attacks except on
a successful save.

Spell-like Abilities: Njuzu can use the
following spells as if cast by a Sth-level druid.
The animals a njuzu summons tend to be
fish, snakes, crocodiles, or amphibians,
depending upon the njuzu’s need at the time.

2/day — summon nature’s ally IIT

At Will — speak with animals

Waterspout (Su): The njuzu can trans-
form itself into a waterspout once per week
as a standard action, and remain in that
form for up to 24 hours. A njuzu caught over
land when the 24-hour period has elapsed is
irrevocably destroyed. Over land, the njuzu
waterspout moves at the njuzu’s base speed,
but over water it moves at its swim speed.
The waterspout’s dimensions are compara-
ble to the high end of the size category the
njuzu normally falls into; a Medium-size

Njuzu are & particularly
intzlliqent and territorial race
of aquiatic elemental creatures. They
have found it mutually beneficial to
make their homes on this plane of
existence, within small remote bodies
of water near primitive humanoid
settlements. The njuzu Keep the
water clean and pure while fending
off intruders, and are able to command
the aid of animals living in and
around their watery home. The local
humanoids, in turn, revere them as
divinities, sometimes qoing so far as to
make sacrifices to their “water gods.”
7‘(]' uzu so revered tend to, over time,
come to believe in the divinity
attributed to them. These are
exceptionally danqgerous examples of
their Kind, as the protection affordeq
them allows these njuzu to gain power
T?eyma( the norm for their kind.

A wjuzu's natural form is that
af A }Jaal af water-like liguid, but
they often Appear to other creatures as
fish with human heads, or as
beau tiful naked women, and can
take on the shape of & waterspout for
physical confrontations, though they
qenerally send fish, snakes, and
crocodiles to do battle for them. When
in these alternate forms, njuzu must
remain in contact with their home
1704{17 af water At all times, or else melt
back. into Liquid form. Njuzu are not
tied to their locale in the same way as
are dryads, though. When the neeq
arises, as happens when civilized
peoples encroach on primitive Lands,
WUZU Tise up As WALerspouts And
travel swiftlv and dangerously to a
Location better suited to their reclusive

nature.



ADVENTURE SEEDS

& Spotting a party of adventurers
nepr its omain, An especinlly greedy
wjuzu sends forth a group of crocodiles
and serpents to defeat the PCs and
return with their loot. This particular
njuzu is An exceptional specimen in

terms af both size and cu nninq.

& One of the PCs has researched the
divine formula for sweet water — an
anti-poison and decontaminating
agent. The primary ingredient is A
vial of water taken from the home of
A njuzu. Sweet water wonld make an
excellent alchemical addition to any
traveling party's supplies.

njuzu’s waterspout might aver-
age approximately 5 feet wide at the base, 15
feet wide at the top, and 15 feet tall, for
example. Any creature might take damage
when caught in the waterspout, and crea-
tures the same size category as the njuzu or
smaller may be swept up by it. An affected
creature must succeed at a Reflex save (DC
14) when it comes into contact with the
njuzu’s waterspout, or take the njuzu’s nor-
mal slam damage. The creature must also
succeed at a second Reflex save (—1 penalty
for each size category smaller it is than the
waterspout) or be picked up bodily and held
suspended in the powerful currents, auto-
matically taking slam damage each round. A
creature that has a swim speed or the Swim
skill is allowed a Reflex save each round to
escape the waterspout, but still takes dam-
age; other characters are effectively helpless.
The njuzu can eject any carried creatures
wherever it wishes. While in this form, the
waterspout’s base touches the surface of the
water or the ground, thereby also creating a
swirling cloud of water vapor or debris
around itself. This cloud is centered on the

njuzu’s waterspout and has a diameter of 10
feet. The cloud obscures all vision, including
Darkvision, beyond 5 feet. Creatures 5 feet

away have one-half con-
cealment, while those farther away have
total concealment. Those caught in the
cloud must succeed at a Constitution check
(DC 14) to cast a spell.

NEW POTION. SWEET WATER

Sweet water, when mixed into other lig-
uids, changes them to potable water. Sweet
water can also neutralize poison and ruin
other magical potions (no saving throw
allowed).

A single drop of sweet water is potent
enough to freshen one flask of water. The
typical vial of sweet water contains 50 drops;
enough to freshen 24 liters of water. Poison
and magical potions are affected one a 1:1
basis; 1 vial of sweet water neutralizes 1 vial
of magical liquid, while 1 vial of sweet water
renders 1 vial of poison inert. The effects are
permanent, but, after an initial period of
1d20 rounds, the liquid is subject to reconta-
mination or infusion.

Caster Level: 1s; Prerequisites: Brew
Potion, purify food and drink, a vial of water
taken from a njuzu’s pool; Market Price: 250




¢= NORTHERN SEA DRAGON

Gargantuan Dragon (Cold, Water)

Hit Dice: 34d12+238 (459 hp)

Initiative: +4 (Improved Initiative)

Speed: 10 ft., swim 80 ft.

AC: 24 (—4 size, +18 natural)

Attacks: Bite +42/+37/+32/+27 melee, and tail slam +37
melee

Damage: Bite 4d6+12, tail slam 2d6+6

Face/Reach: 20 ft. x 40 ft./10 ft.

Special Attacks: Breath Weapon, Improved Grab, Swallow Whole

Special Qualities: Darkvision 60 ft., Fog, Immunities, Low-light
Vision

Saves: Fort +28, Ref +21, Will +23

Abilities: Str 34, Dex 11, Con 25, Int 6, Wis 14, Cha 17

Skills: Bluff +25, Diplomacy +7, Innuendo +2 (+4 to
transmit a message; +4 to intercept a message),
Intimidate +25, Listen +27, Sense Motive +24, Spot
+26, Swim +12 (+20 to avoid hazards), Wilderness
Lore +29

Feats: Alertness, Great Fortitude, Improved Initiative,
Iron Will, Lightning Reflexes

Climate/Terrain: Cold aquatic

Organization: Solitary, pair, or family (1-2 and 1d4 offspring)

Challenge Rating: 20

Treasure: Standard

Alignment: Usually neutral

Advancement: 35-38 HD (Gargantuan), 39-102 HD (Colossal)
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Breath Weapon (Ex): Northern sea drag-
ons can expel a cone of frozen seawater and icy
mist 60 feet in length as a standard action every
1d4 rounds. No attack roll is necessary; it does
11d6 cold damage, with a Reflex save (DC 26)
for half damage.

Cold Subtype: The northern sea dragon
is immune to cold damage. It takes double
damage from fire unless the fire attack allows a
saving throw for half damage, in which case it
takes half damage on a successful save and dou-
ble damage on a failed save.

Dragon: Dragons are immune to sleep
and paralysis effects. Dragons have Darkvision
with a range of 60 feet and Low-light Vision.

Fog (Su): Northern sea dragons travel
always beneath a thick bank of mist. This cloud
is roughly circular, with a 100-foot radius cen-
tered on the dragon, and rises 50 feet in the air.
The mist gives any creature more than 5 feet
away half concealment (20% miss chance), and
gives any creature more than 15 feet away full
concealment (50% miss chance, must guess tar-
get’s location).

Improved Grab (Ex): If the northern sea
dragon hits an opponent of at least one size cat-
egory smaller than itself or smaller with its bite
attack, it deals normal damage and either
attempts to start a grapple as a free action with-
out provoking an attack of opportunity, or it
pulls the opponent into its space without pro-
voking an attack of opportunity and holds him
with a —20 penalty to grapple checks, using its
remaining attacks against other opponents. A
successful hold does not deal any additional
damage; each successtul grapple check it makes
during successive rounds automatically deals
bite damage.

Skills: Northern sea dragons receive a +8
racial bonus to Swim checks to avoid hazards.
They also get a +2 synergy bonus to Diplomacy
checks, Disguise checks for acting in character,
Innuendo to transmit a message, and
Intimidate. They get a second +2 synergy bonus
to Diplomacy checks, and to Innuendo checks
to intercept a message. This is included in the

stats, above.
Swallow Whole (Ex): If the northern sea
dragon makes a second successful grapple

Om of the most feared Aquatic
}:rea(mtars, the northern sea a(mgm

features in many tales of brave arctic
explorers. Ensily eighty feet long, these
great Peasts have been known to snatch
silors off decks and the rigging of ships,
sometimes following a vessel and eating
the crew one At A time until it is left
unmanned to drift as a ghost ship.
When in & particul arly foul mood, one
of these draqons will try to sink. a ship
and pluck a few strugqling sailers from
the water ]7efare sifting tﬁmmgh the
wreckadqe for any treasure that catches
its eve.

For Adges, these creatures were
believed tobe & myth, as & thick bank
of fog always surrounds them. Losses in
Vi banks were attributed to treacherous
weather conditions rather than to
predation. Tales of the lambent, glowing
eyes of the beast, hanging like twin
suns in the foq, were dismissed As
superstitious mm}ling‘ Only after one
wis successfully slain and brought back.
to port did nantical Authorities start
taking the sailors’ stories seriously.

The body of that northern sen
draqon proved to be extremely interesting
to the alchemical wmmunity, as well.
Not only did the glowing eves continue
to shed Light for ears after the death of
the beast, but certain glands in the body
could be processed to produce & wumber of
useful concoctions. Among these e
salves that grant immunity to cold to
the wearer, treatments far S[Lif hulls
allowing them to stip more quickly
through the water, and clowd bottles
that relense A bank. of fog when opened
or broken.

The demand for northern sea
dragon 17(7;{17 parts has Led several
Aadventurous mariners to mount
hunting expeditions for these creatures,
relying on their skill as whalers to bring
back the draqgons. These have met with
mixed success: for every ship that comes
into port with its hold full to bursting



with draqon carcass, two others Vanish
without A trace, and three come back

battered and empty.

Adult northern sea draqons are
generally L0 to S0 feet Long, and b to §
Jfeet across. They are generally serpent-
shaped, with a ridge of spiny fins
running down the back, and a spade-
like tail fluke. # dozen vestigial
flippers run down each side of the body,
helping the creature swim and grip, but
are ineffectunl in combat. The head is
wreathed in A thick beard and mane of
tendrils that resembles o mat of kelp,
and the plate-sized eves glow with an
eerie yellow light. The head is faintly
Leonine, with a large mouth that can
disjoint the lower jaw, much as a snake
can. The whole creature is covered in
mottled green and gray scales.

ADVENTURE SEEDS

Ao A new mercantile concern is laaking
to make its reputation by bringing in A
ship of northern sea draqon parts.

They 're Looking for experienced hunters,
whrriors, and mades to help find one of
the creatures and make the kill; the
pAy is & percentage of the take and all
the magqoty hardtack they can eat.

O The local trade conncil has decided
that they need A reliable way for ships
to make their way through the mam]n/
witers frequented by northern sea
draqons. Their saqes have come up with
w possibility, but there is & strong chance
of it back firing. The council means to
mount & pair of northern sea dragon
eyes, still glowing, on the bow of the ship
in an Attempt to fool the other dragons
into leaving the vessel alone. Of course,
1o one is sure how territorial the beasts
are; the eyes could be interpreted as &
challendge, eliciting instant attack. To
cover all their bases, the council has
decided to hire a grovip of seasoned
adventurers to protect the crew and
cargo should things o badly.

check after a grab, it swallows its prey, which
can be up to one size category smaller than
itself. Damage is 2d6+12 bludgeoning, plus 1d6
points of acid damage, plus 1d6 points of cold
damage each round. A swallowed creature can
climb back out of the stomach of the dragon
with a successful grapple check. This returns it
to the mouth, where another successful grapple
check is needed to get free. A swallowed crea-
ture can also cut its way out by using claws or a
Small or Tiny slashing weapon to deal 25 points
of damage to the stomach (AC 20). Once the
creature exits, muscular action closes the hole;
another swallowed opponent must again cut its
own way out. The northern sea dragon’s stom-
ach can hold 1 Large, 2 Medium-size, 4 Small,
8 Tiny, 16 Diminutive, or 32 Fine or smaller
opponents.

NEW POTION.
SALVE OF COLD IMMUNITY

When this salve is applied to the skin, the
wearer becomes immune to cold damage for
one day. However, during that time he also
takes double damage from fire unless the fire
attack allows a saving throw for half damage, in
which case it takes half damage on a successful

save and double damage on a failed save. One
dose is enough for a full application to one per-
son.

Caster Level: 5th; Prerequisites: Brew
Potion, a 1-foot square piece of northern sea
dragon hide that is destroyed in the creation
process; Market Price: 750 gp

NEW POTION. HULL SLICK

When applied to the hull of a ship, this
salve allows it to travel at half again its normal
speed. The salve must be re-applied once per
month.

Caster Level: 1s; Prerequisites: Brew
Potion, a pound of northern sea dragon blub-
ber; Market Price: 50 gp

NEW POTION; CLOUD BOTTLE

This vial releases the equivalent of a fog
cloud spell when opened or broken. The fog
bank has a range of 130 feet centering on the
vial, and a duration of 30 minutes.

Caster Level: 3id; Prerequisites: Brew
Potion, the gland that aids in producing the
northern sea dragon’s Fog ability (one dragon
has 12 of these glands); Market Price: 300 gp
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OOZES

DEEP BLUE QOZE

Large Ooze
Hit Dice: 6d10+18+15 (51 hp)
Initiative: -5 (Dex)
Speed: 20 ft., climb 20 ft., swim 40 ft.
AC: 4 (—1 size, -5 Dex)
Attacks: Slam +5 melee
Damage: Slam 1d8+3 plus 1d4 acid plus Paralysis
Face/Reach: 5 ft. x 10 ft./10 ft.
Special Attacks: Acidic Touch, Engulf, Paralysis

Special Qualities:

Blindsight 60 ft., Electricity and Fire Immunity,
Immunities

Saves: Fort +5, Ref -3, Will -3

Abilities: Str 15, Dex 1, Con 16, Int —, Wis 1, Cha 1

Skills: Climb +10, Hide —9 (-7 when well-fed; +1
when immersed in water), Swim +2 (+10 to
avoid hazards)

Climate/Terrain: Aquatic

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Always neutral

Advancement:

7-9 HD (Large), 10-19 HD (Huge),

20-29 HD (Gargantuan)

o

DEEP BLUE OOZE

Acidic Touch (Ex): A deep blue ooze
secretes a digestive acid from its surface that
quickly dissolves organic material and metal.
Any successful melee attack it makes deals
1d4 acid damage. The ooze’s Acidic Touch
deals 20 points of damage per round to wood
or metal objects. Clothing dissolves and
becomes useless immediately unless its wear-
er succeeds at a Reflex save (DC 15). The
acid cannot harm stone. The only organic
material a deep blue ooze cannot digest is
eyes.

Electricity and Fire Immunity (Ex):
Deep blue oozes are immune to electricity
and fire effects.

Engulf (Ex): A deep blue ooze can
attempt to engulf a creature of the same size
category as itself or smaller in its body as a
standard action. It cannot make a slam
attack during a round in which it Engulfs. Its
opponent can make an attack of opportunity
against the ooze, but if he does so he is not
entitled to a saving throw. If he does not

attempt an attacks of opportunity, he must

succeed at a Reflex save (DC 13) or be
engulfed; on a success, he are pushed back or
aside (opponent’s choice) as the ooze moves
forward. An Engulfed creature is subject to
the ooze’s paralysis and 1d4 acid damage per
round, and is considered to be grappled and
trapped within its body. Attacks that hit an
Engulfing deep blue ooze deal half their
damage to the ooze and half to the trapped
victim.

Ooze: Oozes are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
flanking, and are blind but have Blindsight
to a range of 60 ft. They have no Intelligence
scores and are therefore immune to all mind-
influencing effects, such as charms, compul-
sions, phantasms, patterns, and morale
effects.

Paralysis (Ex): Deep blue oozes secrete
an anesthetizing slime. A target hit by a
ooze’s slam or Engulf attack must succeed at
a Fortitude save (DC 16) or be paralyzed for
2d6 rounds. The ooze can automatically
Engulf a paralyzed opponent.

DEEP BLUE OOZE

7’1&55 Large witer-dwelling oozes
have dozens of small pseudopod
extensions covering their surface, which
they use to swim ... these Appendaqes
each end in a stightly butbous kno. The
creatures range fram fﬁlﬂ blue in color to
deep purple, depending on when they
Last fed. # deep blue ooze is deadly, as it
has not fed for some time and is Likely to
be agqressive in its pursuit of

sustenance.

Deep blue oozes feed by conting
their prey, once paralyzed, with a
acidic digestive fluid. Once the creature
is conted, the acid Liquefies the prey
except for its eyes. The ooze then recovers
the liguefied solution and consumes it.

ADVENTURE SEED

Ao A strange dark blob-Like creature
hasbeen spotted just below the water of
the [ake. Local fishermen believe it is o
strange sea creature, while others say it
is the manifestation of some water god,
here to wreak. havoc. Fis fw’ng nets have
been pulled in empty or partly dissolved,
cattle in Lakeside enclosures Aave qone
missing, and Farmer Brown has not been
seen far over A week..

The talk.in the local taverns
bLames everything from wnderwater
trolls, to stranqe cults worshipping A
freshwiater keaken. The townsfolk are
desperate to resolve the matter and
determine what the blob-like creature is
that is destroying their Livelihood.

The creature causing the panic
and mAny rumors 1, af course, Mtumlly
w gargantunn deep blue ooze that found
its way into the lake via & newly
opened underwAter cavern complex.



LAVA OOZE
Fum{ neAr — or even in — Active

Volcanoes or other puissant heat
sources, LAVA oozes earned their name
from their red-hot, Almost Liguid
apperrance, and their fiery touch.
Lava oozes can grow to measure 15 fzet
across and About two feet thick. Some
saqes speculate that LAVA oozes Ate
spawned from LAVA that has been in
contact with magical effects for some
time. Kzﬂt/m{less af their arigins, lava
oozes are often Looked on with fear or, At
best, caution, since they ignite or melt
everything they touch. Although not as
hot as real LAVA, these creatures have
been known to diq holes in the Landscape
Just 7717 stafing in one place, As their
body is so hot it melts the ground
beneath them.

Like its cousins, the LAVA ooze is An
um’ntelliqmt, untﬁinking creature,
incapaple of expressing emotions or
destres. However, some adventurers have
qrown to think of the Lava ooze as hot-
tem)vzm(, since the creature Attacks
et/art7 mm/ing Iming it can sense. In fMt,
the Lava ooze has only one instinct:
burn and melt anything and
eVergtking. Tt somehow nourishes itself
inthe process af Imming or m&lti?lﬂ, and
it never seems to have eaten emmgfu In
compRrison with other, more common
ovzes, the LAVA ooze is rather Latge, Ang
it shares their slow nature And nomadic
behavior. But, in contrast, the lava
S;vac{zs has never shown any nﬁ‘inity,
tolerance, or resistance to Acids, And is
easily identified because it exudse &
strong odor of burned materials and
continuously emits the sound of
771/177]711'%9 LAva.

ADVENTURE SEEDS

& The PCs hear Legends of a rare
magical item that would bestow a total
immunity to fire to its wearer.
unfortunately, this abject 15 also said to
have been. “swallowed 1717 fire itself” Long
aqo. Unpeknownst to the PCs, the object
in question is actually located inside

Huge Ooze (Fire)

Hit Dice: 8d10+32+20 (96 hp)

Initiative: -5 (Dex)

Speed: 20 ft.

AC: 3 (-2 size, —5 Dex)

Attacks: Slam +13/+8 melee

Damage: Slam 2d6+13 plus 2d6 fire (special)
Face/Reach: 10 ft. x 20 ft./10 ft.

Special Attacks: Constrict, Fire Touch, Improved Grab
Special Qualities: Blindsight 60 ft., Immunities

Saves: For +6, Ref —3, Will -3

Abilities: Str 28, Dex 1, Con 19, Int —, Wis 1, Cha 1
Climate/Terrain: Warm land and underground
Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 9-16 HD (Huge)

o

Skills: Deep blue oozes receive a +8
racial bonus to Climb checks, and a +8 racial
bonus to Swim checks to avoid hazards.
They suffer a —4 size penalty to Hide checks,
but receive a +2 racial bonus to Hide checks
when well-fed, and a +10 racial bonus to
Hide checks when they are underwater.
These bonuses and penalties are included
above.

LAvA OozE

Constrict (Ex): A lava ooze automati-
cally deals slam and fire damage with a suc-
cessful grapple check. It also deals
Constriction damage in addition to damage
dealt by the weapon used to grab with
Improved Grab.

Fire Touch (Ex): The lava ooze is made
entirely of a very hot substance; it melts and
burns metal and any organic material it
touches. Any melee hit a lava ooze does to an
opponent deals 2d6 fire damage; the same
damage is done each round to any substance
the lava ooze is in contact with. This damage
continues for 1d3 rounds after exposure
ceases, but at 1d6 damage per round. Items
attended by a character, and magical items
receive a Reflex save (DC 17). A magical

item’s save bonus is equal to 2 + one-half its
caster level or that of its owner, whichever 1s
better, while attended items use the charac-
ter’s save bonus. A weapon or other object
that strikes a lava ooze also takes the recur-
ring fire damage.

Fire Subtype: The creature is immune
to fire damage. It takes double damage from
cold unless the cold attack allows a saving
throw for half damage, in which case it takes
half damage on a successtul save and double
damage on a failed save.

Improved Grab (Ex): If the creature
hits an opponent of at least one size category
smaller than itself or smaller with its slam
attack, it deals normal damage and either
attempts to start a grapple as a free action
without provoking an attack of opportunity,
or it pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold deals
Constrict damage. If the creature does not
Constrict, each successful grapple check it
makes during successive rounds automatical-
ly deals normal damage for the slam attack.
Otherwise, it deals Constrict damage as well.

Ooze: Oozes are immune to poison, sleep,

paralysis, stunning, and polymorphing. They




MALBRAU

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement:

Small Ooze

1d10+5 (10 hp)

-5 (Dex)

20 ft.

6 (+1 size, -5 Dex)

Slam +1 melee

Slam 1d4 acid

5ft. x 5 ft./5 ft.

Throatburn

Blindsight 60 ft., Cold Immunity, Flammable,
Immunities

Fort +0, Ref —5, Will -5

Str 10, Dex 1, Con 10, Int —, Wis 1, Cha 1
Marsh and underground

Solitary, bunch (2--5), or colony (5-20)

2

None

Always neutral

2-5 HD (Medium-size), 6-9 HD (Large)

the body of & Lavia ooze. Tn order to
retrieve the item, the characters have
Little choice but stay the creature,
which might prove to be a very difficult
task.

o A sect of fire-worshipping priests
hidden deep within an inactive volcano
has discovered a way to control the Local
Lava oozes. These priests intend to
unleash the oozes aqainst a small
neighbouring town, thus showing the
entire world the power of their deity. The
PCs, when tfwi; pass tfmmglrl the town,
wre asked by the villagers to deal with
the threat posed ]717 the evil priests.

MALBRAU

ommonly called “the bad brew,” a

malbrau is & Kind of fermented
o0ze found in ale or beer. The story goes
that & waqon, Londed with barrels of
ale, was found tucked inside o north
woods cave by & poor wine merchant
Looking for shelter in & rainstorm. Near
the wagon he found what secemed tobe
the remains of an eaten man.
Presuming the wiqon's Load to e free for
the taking, he pulled the waqon free of
the cave and into the next village. The
barrels bore the mark.of & reputable
merchant, so & local innkeep honght
them. When the barrels were tapped
and the ale served, his customers suffered
terrible burns in their throats and bellies
.. they had tasted the bad brew.

What volume exactly constitutes
A Single malbrau is unclear, but the
things exist as watery, amber-colored
oozes. Sometimes they develop A thick
fonmy head, and some are snid tobe
bubbty like champagne. ALl malbraus
have a pungent alcohol odor and are
flammable as absinthe. Mathraus seem
to qwell solely in places where Ale and
menad is stored: dank. breweries, inn
celtars, and vats of fw;’s or }mrlm;.

Those brewers who have
encountered the bad brew claim that it
comes As & curse, possibly as A
}:uniskmmt Jrom some un/myfy nature



spirit. They say the only way to prevent
the stuff from being created is to pay
trifute to local spirits And fey. Tn truth,
the malbraw is An organism Attracted to
yenst. In its natural state, a malbrau
is A clear, harmless ooze sometimes found
in chilly bogs. Malbraus accidentally
included in a batch of beer feed on the
organic matter within. They absorb the
nutrients in yeasts, reproqucing and
qrowing strong As the brew ferments. A
mAalbrau seeps into A single barrel, feeds,
and then either Lays dormant or moves
from barrel to barrel to create more of
itself.

To the touch, a malbrau is stick.
but only somewhat viscous, compared to
other oozes. By sig/»t it is easily
mistaken for a Liguid, especinlly the
rare dark. malbrau, which is black. as
moss and secretes A creamy), ACiic foam.
ALL malbraus are toxic, especially if
ingested. They burn the esophaqus only
stightly at first, but as they begin to
warm and break. down, the burn qrow’s
worse. Some inn patrons have been
Killed by & malbrau burning right
timmgk their bellies.

ADVENTURE SEEDS

Ao A single odd barrel could become
infested with malhraus in the cellar of
A local inn, unknown to any until it is
tapped. Once Aqitated, the malbraus
mobilize by leaking out of their barrel -
home and seeking new food. If the PCs
are friends of their Local barkeep, they
mig ht come to his rescue when his
patrons accuse him of poisoning them. A
colony of malbraus could cause
considerable damaqe to the corner bar.

RO Of course, A batch af bad brew could
be intentionally delivered for the
purposes of causing mayhem ... or death.
What if some vengeful brewster
cultivated an especinlly potent batch of
malbraus Jor delivery to a prominent
Jfoe? Even experienced adventurers

might find it difficult to stop & Living
poison if it were Loosed during a formal

event.

are not subject to critical hits or
flanking, and are blind but have
Blindsight to a range of 60 ft. They
have no Intelligence scores and are

therefore immune to all mind-influenc-
ing effects, such as charms, compulsions, phan-
tasms, patterns, and morale effects.

MALBRAU

Cold Immunity (Ex): Malbraus take
no damage from cold effects.

Flammable (Ex): A malbrau is extremely
flammable, but is largely resistant to damage
from fire. Any contact with flame ignites a mal-
brau, but deals it only 1 point of damage per
round. A malbrau sputters when ignited, possi-
bly setting any creatures or objects within 5 feet
on fire; use the standard SRD rules for
catching on fire. Any

ground the malbrau has
traveled in the last minute
also burns for 1d4
rounds, igniting com-
bustibles as nor-

mal. When a
malbrau
burns, its sur-
face releases

a nauseat-

ing smoke. Any breathing creatures downwind
from, or sharing a closed environment with, the
burning malbrau must make a Fortitude save
(DC 11) or become nauseated. The DC increas-
es by 1 for every subsequent round of exposure.

Ooze: Oozes are immune to poison, sleep,
paralysis, stunning, and polymorphing. They
are not subject to critical hits or flanking, and
are blind but have Blindsight to a range of 60 ft.
They have no Intelligence scores and are there-
fore immune to all mind-influencing effects,
such as charms, compulsions, phantasms, pat-
terns, and morale effects.

Throatburn (Ex): In the event of inges-
tion, a malbrau deals 1d4+1 acid damage every
round. This damage persists for ten rounds,
minus the drinker’s Constitution modifier. A
Heal check (DC 10) can induce vomiting,
which clears the malbrau from the drinker’s
system but deals 3d4 damage in the process. A
cure disease or neutralize poison spell stops this
damage and kills a malbrau once it has been
ingested.

CREATING THE BAD BREW

To intentionally brew the simple malbrau
above requires a Profession (brewer) check (DC
15) to correctly identify and harvest the
plantlife, yeasts and simple ooze for the recipe.
This check requires some

knowledge of the mal-

brau, through personal

experience or expo-

sure to folklore; assume

any character with 4+

ranks in the skill has heard

the tales. It also requires 10

gp in materials and ample

time for fermentation; allow
at least one week.

Creating more
advanced or potent mal-
braus requires first a sam-
ple malbrau as described
above, then an Alchemy
check (DC 20) and anoth-
er 20 gp in ingredients to
perfect the nutrient bal-
ance and so stimulate the

malbrau’s growth. The
process requires a total
of one week of time
per HD of the resul-
tant malbrau.



SCUTTLING QOZE i

Large Ooze

Hit Dice: 6d10+18+15 (66 hp)

Initiative: +2 (Dex)

Speed: 30 ft., swim 30 ft

AC: 11 (-1 size, +2 Dex)

Attacks: Pseudopod slam +8 melee

Damage: Pseudopod slam 1d8+7 plus 1d6 acid

Face/Reach: 10 ft. x 10 ft./15 ft.

Special Attacks: Acid, Improved Grab, Swallow Whole

Special Qualities: Adhere, Blindsight 60 ft., Camouflage,
Immunities

Saves: Fort +5, Ref +4, Will -3

Abilities: Str 21, Dex 14, Con 16, Int —, Wis 1, Cha 1

Skills: Swim +5 (+13 to avoid hazards)

Climate/Terrain: Warm or temperate aquatic

Organization: Solitary

Challenge Rating: il

Treasure: 10% goods (pearls only, within the ooze’s body)

Alignment: Always neutral

Advancement: 7-9 HD (Huge), 10-14 HD (Gargantuan)

A

SCUTTLING OOZE

Acid (Ex): The scuttling ooze can
choose to deal 1d6 points of acid damage per
round to exposed flesh, wood, bone, and
other organic materials that it is in contact
with. Magical items and those attended by a
character may make a Fortitude save (DC
16) to resist this effect. This damage ignores
hardness. Metal is immune to this effect, as
are merfolk.

Adhere (Ex): The scuttling ooze can
adhere to any solid surface as a free action.
This natural property of its body mimics the
spider climb spell as if it cast by a 6w-level
wizard. The ooze usually uses this ability to
stick to the underside of ships. A Strength
check (DC 35) can pull the scuttling ooze off
a surface to which it has adhered, though
Acid damage may apply if the ooze is
touched directly.

Camouflage (Ex): The skin of a scut-
tling ooze changes to imitate the color and
texture of whatever surface it is at rest upon.
It requires a successful Spot check (DC 15) to
recognize the presence of the scuttling ooze

at rest.
Immunities (Ex): Scuttling oozes are
immune to piercing damage, which passes

through them harmlessly, and only take half
damage from bludgeoning weapons.
Slashing weapons cause full damage.

Improved Grab (Ex): If the scuttling
ooze hits an opponent of at least one size cat-
egory smaller than itself or smaller with its
pseudopod slam attack, it deals normal dam-
age (slam and acid) and either attempts to
start a grapple as a free action without pro-
voking an attack of opportunity, or it pulls
the opponent into its space without provok-
ing an attack of opportunity and holds him
with a =20 penalty to grapple checks. A suc-
cessful hold deals Acid damage. If the crea-
ture does not use its Acid, each successful
grapple check it makes during successive
rounds automatically deals plain slam dam-
age. Otherwise, it deals Acid damage as well.
A successful grapple allows it to use its
Swallow Whole ability.

Ooze: Oozes are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
flanking, and are blind but have Blindsight
to a range of 60 ft. They have no Intelligence
scores and are therefore immune to all mind-
influencing effects, such as charms, compul-
sions, phantasms, patterns, and morale
effects.

SCUTTLING OOZE

7"%4: scuttling ooze is & bane to sea-
7aing Vessels, far it not only preys
upon seamen, but also sinks ships as &
side effect of its bizarre feeding methods.
Scuttling o0zes mrmwlltj feen{ upon
qiant clams and other Large shellfish.
While semcf»ing far clams, the ooze
spirals t[mmgk the water like &
corkscrew. tpon ﬁm{mq one, it settles
upon the clam’s shell and adheres to it.
Tt stowly dissolves a small section of the
clam’s shell and then feasts upon its
tender innards.

When the pearl industry came to
the scuttling ooze’s normal hunting
grovings, it became a pest to pearl
Jarmers and & danqer to pearl divers. Tt
WAS common to hire guards of Various
aquatic races to drive the oozes from the
pearl fields. These oozes were forced to
Aadapt to circumstances, and the result
has proven far more dangerous. It has
qone from prevying upon clams to prevying
upon ships.

The ooze s;;imls t[mmgi» the water,
Aalmast impossible to see due to its near-
transparency in its natural farm. Upon
sensing & passing ship, it Adheres to the
bottom 0f the vessel below the waterline,
and begins to slowly dissolve through the
Sf»i}: 's hull. The ooze seals the hole with
its own body as it breaches the hull, and
its chameleon-like membrane chanqes
color to mimic the inner surface of the
vessel. Then the ooze prepares tafemt,
stealthily grabbing and consuming any
living tf»ings it can reach with its
pseudopods. At first, animals on hoard
the ship begin to go missing if they stray
near the ooze’s seal. Then Lone seamen,
especially those off duty and drunk,
disappear. If the voze is discovered and
Attacked, it im/Miﬁd?ly tries to consume
its Attackers, t[wugk it normally Jlees
After taking significant wounds. At
this point, the ship’s problems only
increase, As the hole in the Aull is now
open for the sea to enter; unless quick.
action is taken, the ship will quickly
sink. The scuttling ooze dislikes fire,



though it does it no more harm to the
creature than usual; uttmking it with
fire aboard a ship is usually a dangerous
gwmﬁle, however.

The one weakness the scuttling
ooze has is its Love of pearls. If zmaugk
penrls canbe thrown into the water
near & scuttling ooze, the ooze will often
leave whatever it is doing to chase down
and devour the pearls as they sink.
Some scuttling oozes have been found to
contain A small fortune in undigested
pearls within their bodses.

ADVENTURE SEEDS

& The PCs are trm/eling oversed to A
weAlthy port city, but are overcome by
A grovp of foreign pirates and their
sorcerous leader who have become the
new scourqe of the local waters. Chained
(with magical bonds if necessary) and
left in the ;:imte s hold, the PCs witness
A scuttling ooze fum thrmgk the hull
of the ski}a. How can the PCs ex;alnin
the danger to fvraign pirates unfamilinr
with the creature, without Arousing the
voze? Better yet, how can t[wt; use the
ooze to their Adyantaqe and escape the
fimtes,?

o The Local merfolk pearl quards have
disappeared and scuttling ooze Activity
has increased to dangerous levels. 4
pearl merchant offers payment to locate
the wise senfolk, but the PCs must
evade the oozes that plaque the sea-
Lanes to find them. What do they do
when they discover that the merfolk are
hunting a gargantuan Aalf-fiend
scuttling ooze that has consumed A
pearl sacred to their raced And more
importantly, what spawned such o
monstrosity, and are more on the way?

Skills:  Scuttling oozes

receive a +8 racial bonus to Swim
checks to avoid hazards. This is
included above.

Swallow Whole (Ex): If the scut-
tling ooze makes a second successful grapple
check after a grab, it swallows its prey, which
can be up to one size category smaller than
the ooze. Prey swallowed is instantly sucked
into the central body mass of the ooze.
Damage is 2d6+5 crushing damage plus 5
points of acid damage per round. While
within the ooze, creatures are trapped with-
in the watery fluid of the ooze’s interior and
are without air; this follows standard SRD
drowning rules. A character can hold
her breath for a number of rounds equal to
twice her Constitution score. After this time,
she must make a Constitution check (DC 20)
every round to continue holding her breath.
Each round the DC increases by 1,
until she finally fails her check
and begins to drown. In the first
round, she falls unconscious (0
hp). In the next round, she drops
to —1 hit points and is dying. In
the third round, she drowns.
While within the ooze, crea-
tures cannot cast spells with ver-
bal components, and must make
Concentration rolls to use somatic
components while enduring the
crushing and acid damage; material
components are generally dissolved
by the ooze’s acid before they can
be used, though they do get a sav-
ing throw as per the scuttling
ooze’s Acid ability. A swal-
lowed creature can attempt
to cut its way out of the
ooze by using claws or a
Small or Tiny slash-
ing weapon to deal
15 hit points of

damage to the internal membrane of the
ooze (AC 13). Once a creature has escaped
the inner fluid of the ooze, the exit flows
shut behind it; another swallowed creature
must cut its own way out. The elastic mem-
brane of the ooze can hold up to 4 Medium,
8 Small, 16 Tiny, 32 Diminutive, or 64 Fine
or smaller opponents. A creature swallowed
by an ooze attached to a ship cannot be seen
by those within the ship, as the ooze holds its
prey in the portion of its body outside the
hull; those in a position to see the underside
of a ship (swimmers, merfolk, etc.) should be
allowed a Spot check (DC 15) to see trapped
victims of the ooze.




<= ORPHAN OF THE NIGHT

Small Undead (Incorporeal)

Hit Dice: 5d12 (32 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: 20 ft.

AC: 16 (+1 size, +1 Dex, +4 natural)
Attacks: None

Damage: None

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Frightful Presence, The Vanishing

Special Qualities:

Creature of the Night, Darkvision 60 ft.,
Immunities

Saves: Fort +1, Ref +2, Will +4

Abilities: Str 7, Dex 12, Con —, Int 10, Wis 10, Cha 12

Skills: Bluff +5, Hide +9, Innuendo +4, Listen +7,
Open Lock +4, Pick Pocket +5, Search +6, Spot
+5, Tumble +5

Feats: Alertness, Improved Initiative

Climate/Terrain: Any land, at night only

Organization: Solitary or group (2—-10)

Challenge Rating: 4

Treasure: None

Alignment: Usually neutral evil

Advancement: 2—4 HD (Medium-size), 6-8 HD (Medium-size)

1'%

Orphans of the night do not seek out
battle, but instead choose to “play” with
those they encounter. If threatened or made
angry, they disappear into thin air.

Creature of the Night: Orphans of the
night manifest only within the gloom of
night. At daybreak, they disappear into mist
and are not apparent at all under the rays of
the sun.

Frightful Presence (Ex): The sight and
sounds of these murdered children’s souls
can cause even the stoutest heart to quaver.
Those within 30 feet of an orphan of the
night must succeed at a Fortitude save (DC
15) or suffer a permanent loss of one
Charisma point. Typically this loss will result
in visible changes, such as a character gain-
ing a white streak in his hair. Those exposed
to an orphan’s Frightful Presence once can-
not be affected by any orphan’s Frightful
Presence again.

Incorporeal Subtype: Incorporeal
creatures can only be harmed by other
incorporeal creatures, by +1 or better
weapons, or by spells, spell-like effects, or
supernatural effects. They are immune to all

non-magical attack forms, and cannot be
tripped or grappled by corporeal creatures.
They cannot fall or suffer falling damage. An

incorporeal creature has a 50% chance to
ignore any damage from a corporeal source.
The physical attacks of incorporeal creatures
ignore material armor. Incorporeal crea-
tures are not burned by normal fires, affect-
ed by natural cold, or harmed by mundane
acids. They do not leave footprints, have no
scent, make no noise, and can pass through
solid objects at will.

Skills: Orphans of the night receive a +4
size bonus to Hide checks. They also take a
—2 penalty to Open Lock checks since they
don’t generally have the required thieves’
tools. This is included above.

The Vanishing (Ex): When angered or
threatened, an orphan of the night will dis-
appear into thin air, leaving behind no trace
of her existence. One nearby creature or ani-
mal will also suddenly vanish, drawn with
her through a gate to the Plane of Shadow
unless it succeeds with a Reflex save (DC
20). A typical use of this power deprives a
traveler of his horses or pack animals, but
other times the unlucky traveler himself is
the target of this malicious ability. This abil-
ity can used at will.

Undead: Undead are immune to poi-
son, sleep, paralysis, stunning, disease, death
effects, necromantic effects, and mind-influ-

7‘%4 murder of A child is no small
crime. When the soul ofa young
one slain before her time cries out,
sometimes that cry is Answered. When
this occurs, it creates an entity Known
As An ar)v[wm of the m’gf»t ()r}:lr'mns
natu mlly seek.each other out, drawn
1717 An irresistiple urge to 7ﬂt[\£r taget[wr.
One of the most terrible sigftts fora
parent to see is her child's murdered soul
rising up from A frask qgrave to join A
qroup of sibling spirits, cursed to
eternally roam the m’gkt in A grotesque
parody of life.

An or;;[mn of the m'glrlt Appents as
she did in Life, A seemingly normal child,
smiling and usuwlly c[uae;fu L. #However,
the grisly means of her death is plain for
ALl to see, the knife sticking out of her
back, the starvation obvious in
hollowed cheeks ... whatever spelled the
childs end carries over as & psychic
“echo” in death. / soft, eerie glow
surrounds her And she possesses & gleeful
voice that has an edge of madness, an
otherworldly tone that sets mortal teeth

on-edge.

Orphans wander the night when
the boundaries between the worlds of the
living and the dead are thin. To
Vr;;fwtm, Aall m’qkts Are the same and
time has Little or no meaning. One child
Killed centuries aqo may caper And
play on & fogqy night with a girl slain
only Last week.

Or?[wms are not intrinsically
malicious, but the taint of & violent
death surrounds them, twisting lost
innocence into A kind of hideous
mischief. The orphans Like to “play”
with any living beings they encounter.
These unfortunate “playmates”
typically are tormented by the undend
chitdren until daybreak. The orphans
respond to conversation in very cryptic
[ashion, with childish rhymes on
occasion. They Like to explore, rooting
through packs or chests, and may even



kzef “}:retties i far themselves. If
threatened, orphans will defend
themselves.

ADVENTURE SEEDS

R0 A farmer hires the PCs to rid his
farm of & “terrible Munting. " Ite
refuses to tell the PCs much About the
S}Jin't, mly that it t&rrifies him, and
show’s them the white streak.of hair on
his head to prove it. Once on site At the
fmm, the PCs ﬂ/xickly qet A sense af the
[armer and his family ... he's &
drunkard, and the family is unusually
quiet. Encountering the spirit at night,
the PCs are shocked to see & family
resemblance ... the orphan of the night
havnting this farm is unmistakably
related to the farmer! The orphan
doesn't make it easy for the PCs, as she's
more interested in plaving than
anything else, but through some
childish rhymes and riddles the PCs
should be able to figure out that the
orphan wias murdered ]717 her father, the
fﬁmmr, in & runken raqe. The FC’/SfM&
w difficult choice: having been hired by
the farmer, do they now enact justice
aqainst their emplover? 0r do they seek.
toslay or put to rest the undead child
and take their payment?

A& The PCs waken one marm'ng to fina(
A note written in childish script,
weighted down with an ancient coin of
great value. Written on thenoteis A
name, followed by a messaqe: “Bring
this man to justice And you will be
rewnrded.” The complication: the name
on the note is that of an important
nobleman, with wealth and prestige.
An investigation by the PCs may
uncover that this nobleman is in fact &
cruel madman who delights in taking
the lives af children. If the PCs manage
to expose this fact to the authorities, the
nobleman buys his way out of trouble
.. but cannot escape his victims.
Orffwms af the m’g[vt Appenr ]7zfare the
PCs to take their slm7ar with them, into
the dark, forever.

encing effects. Undead are not
subject to critical hits, subdual
damage, ability damage or drain, or
energy drain. They have no
Constitution scores and are therefore

immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have
Darkvision with a range of 60 feet. Negative

% ORPHAN OF THE NIGHT

energy can heal undead creatures. An
undead creature is not at risk of death from
massive damage, but when reduced to 0 hit
points or less it is immediately destroyed.
Undead cannot be raised. Resurrection can
affect them, but generally fails because
they’re unwilling to return to life.




Large Aberration

Hit Dice: 4d8+8 (26 hp)
Initiative: +2 (Dex)
Speed: 30 ft., climb 30 ft.
AC: 14 (—1 size, +2 Dex, +3 natural)
Attacks: 2 claws +7 melee, and bite +2 melee
Damage: Claws 1d6+5 each, bite 2d6+2
Face/Reach: 5 ft. x5 ft./5 ft.
Special Attacks: Full Mauling
Special Qualities: Darkvision 60 ft.
Saves: Fort +3, Ref +3, Will +5
Abilities: Str 21, Dex 15, Con 14, Int 2, Wis 12, Cha 7
Skills: Balance +4, Climb +10, Jump +5, Listen +4,
Spot +4
Climate/Terrain: Warm forest
Organization: Solitary or band (2—8)
Challenge Rating: 2
Treasure: None
Alignment: Always neutral
Advancement: 5-8 HD (Large)
Aberration: Aberrations have attack bonus and inflict 2d4+2 damage each.

Darkvision with a range of 60 feet.

Full Mauling (Ex): When the pardilla
can get above a creature of Large size or
larger, it can drop down upon its back and
attack, not only with its
jaws and forelimbs,
but  with  its
clawed, heavily
muscled hind
limbs as well.
These  two
attacks have
a +2 melee

The pardilla favors this tactic when attacking
large prey such as rhinos, hippos, wild or
domestic cattle, etc. Given a Huge opponent
or larger, such as an elephant, two or more
pardillas can employ this
attack at the same time.
Skills: Pardillas
receive a +8 racial
bonus to Climb
checks. This is
included in the
above stats.

pATdiLLA resembles A species of

leopard with the general size and
form of & hulking qoritia. Its head,
tail, and spotted skin are those of &
leopard, but its Jorepaws are modified
into hands that enable it to climb
Among the trees with ease, and both
hands and feet are heavily clawed. 1t
is usually hunched over, like a true
goritla, but when standing (]7riefli7)
erect, it is seven fut in [uaiqkt.

These fearsome bests roam the
Junqles of the world, either singly or in
small family bands. Like their feline
Ancestors, tfuay are pure cArnivores,
eating anything from small rodents
and reptiles to the Largest of ]n'g qame
Aanimals. When tfw17 come upon Large
prey, such as an elephant, they will
band together and drop upon the
creature’s back, clinging tigf»tly and
tearing savaqely with their jaws and
ALl four clawed Limbs until the prey is
mortally wounded. They are
somewhat more intelligent than
mundane leopards, and although they
Are WaTY af fire, its mere presence is
not enough to frighten them away.

ADVENTURE SEED

& The Local peasants who farm and
herd Livestock near the edge of the
Jungle are in an uproar. Vicious beasts
such as have never been seen before are
raiding their flocks and herds, and
where only plants and no Livestock.
are being raised, the creatures have
been carrying off the peasants
themselves as prey. The Local Lord is
presccupied with a tense military
standoff with one of his powerful
neighbors, and so cannot spare the
troops needed to deal with this threat.
The PCs, As mercenaries or ;:assiﬁly
Landowners themselves, Are ordered to
deal with these raiders themselves.



Wt And square, paving beetles Look.
almost exactly like the stones

used to surface major roads. Paving
beettes sound stightly hollow when
Ste)v}:et( upon, however. Tku? Are (ml17
active at night, and are primarily
dung feeders, so few humans realize
they exist. During a brief period each
summer, though, female paving
beetles need to ent vast quantities of
meat to prepare far SPﬁLWning. Female
pAving beetles prefer to attack at
m'gfut, and select Stﬂtiﬂnﬁwi? or
solitary creatures as targets. T Iuat; Are
drawn to pright Lights, fires, and
reflective objects during this period of
their reproductive Lives.

ADVENTURE SEED

A A band of street Kids has been
Sfam{ing around the streets on An odd
sort of vehicle: sLabs of moving marble.
way "ve been knacking peop Le over,
stealing things, and frightening
horses. When the characters are asked
to Lok into the matter, they discover
that the leader of the gang is the heir
to A magician who develops weapons
Jfor the government. The band is using
his Latest invention — A domestic
Variety of paving beetle — to have

some fun.

However, the beetles were
intended to be the components of &
weapon: they were designed As self-
ordering bricks. The creatures come
together to form Various pieces of war
engineering like ﬁridﬂes, towers, And
1oads, then break apart when ordered.
A foreign government is aware of the
beetles’ function, however, and has
sent mercenaries to capture them.
They've been ordered to eliminate the
qang members in the process, since the
street Kids Know the simple commands
that order the beetles to move. These
words must be kept secret, o As not to
compromise the beetles’ usefulness

during sieqes.

PAVING BEETLE |-=a

Hit Dice:

Small Vermin

1d8+1 (5 hp)

Initiative: +0

Speed: 30 ft.

AC: 18 (+1 size, +7 natural)

Attacks: Bite +3 melee

Damage: Bite 1d4+3 plus Corrosive Smear
Face/Reach: 5 ft.x 5 ft./5 ft.

Special Attacks: Corrosive Smear

Special Qualities: Change Surface, Darkvision 60 ft., Immunities
Saves: Fort +3, Ref +0, Will +0

Abilities: Str 14, Dex 11, Con 13, Int —, Wis 10, Cha 12
Skills: Listen +3, Move Silently +4, Spot +3
Climate/Terrain: Any land or underground

Organization:

Challenge Rating: 1
Treasure: None
Alignment:

Advancement:

Cluster (2—7), or swarm (13-24)

Always neutral
2—-3 HD (Small), 4-6 HD (Medium-sized)

4

Change Surface (Ex): Paving beetles
can change their upper surface so that the-
grain and color match that of adjoining
paving stones. They can even develop black
grooves that simulate crazing, or match the
edges of stones they have nested into. It
requires a Spot check (DC 25) to notice any-
thing odd about a paving beetle so disguised.

Corrosive Smear (Ex): Paving beetles
can cover themselves in a corrosive slime at
will. They use this ability to dissolve hollows
for themselves in roads, and as a foul-

smelling anti-predator mechanism. This sub-
stance damages stone or metal equipment, as
well, dealing 1d6 points of acid damage per
round to exposed materials that it is in con-
tact with; weapons that hit the paving beetle
suffer this damage. Magical items and those
attended by a character may make a
Fortitude save (DC 18) to resist this effect.
Vermin: Vermin have no Intelligence
scores and are immune to all mind-influenc-
ing effects. Vermin have Darkvision with a

range of 60 feet.




Huge Aberration

Hit Dice: 12d8+60 (114 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: 30 ft.

AC: 16 (-2 size, +1 Dex, +7 natural)
Attacks: Bite +15/+10 melee

Damage: Bite 2d8+12 plus Poison
Face/Reach: 5 ft. x 40 ft./10 ft.

Special Attacks: Stone Gaze, Poison

Special Qualities:

Damage Reduction, Darkvision 60 ft.,

Tremorsense 60 ft.

Saves: Fort +9, Ref +5, Will +9

Abilities: Str 27, Dex 13, Con 21, Int 5, Wis 12, Cha 5

Skills: Climb +8, Hide +8 (+18 when underground),
Listen +8, Move Silently +12

Feats: Improved Initiative

Climate/Terrain: Underground

Organization: Solitary, pair, or family (2 plus 1d6 young)

Challenge Rating: 12

Treasure: None

Alignment: Usually neutral

Advancement:

13-24 HD (Huge), 25-36 HD (Gargantuan)

A

Aberration: Aberrations have Darkvision
with a range of 60 feet.

Damage Reduction (Su): The creature
ignores 12 hit points from most weapons and
natural attacks. A stone
weapon, or a +2 weapon
or better negates the
ability.

Poison (Ex):
When a character
takes damage from
the pedra wyrm’s bite
attack, he must make
a Fortitude save (DC
18). If he fails, he
suffers the poi-
son’s initial dam-
age of 2d8 tem-
porary Strength

.-'
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Even if he suc- Hl:‘_'._ Fai v i E_
} '-f"{-‘t:;lff“:r }/

ceeds, he faces
another 2d6 tempo- '
rary Strength score damage 1 minute

later, which he can also avoid with a successful
Fortitude saving throw. Temporary ability score
damage is healed at the rate of one point per

day. A character whose Strength score is

reduced to 0 falls to the ground and is helpless.
Skills: Pedra wyrms receive a +10 racial
bonus to Hide checks in underground environs,
though they also take a —8 size penalty to Hide
checks. This is figured into the stats above.

Stone Gaze (Su): Each character within
30 feet of the pedra wyrm when it uses its gaze
attack must make a Fortitude save (DC 13) each
round at the beginning of his turn or be turned
to stone for 1d6 hours. A pedra
wyrm can also actively attempt

to use its gaze as an attack
action; in this case an
opponent must save
once before its own
action and once dur-
ing the creature’s
action. Petrified char-
acters cannot move or
take actions of any
kind, even purely
mental ones. Their
Strength and
Dexterity scores are
effectively 0, and they
: ":“-'E are unaware of what
el occurs around them.
The pedra wyrm can
control its gaze attack, deactivating it when
so desired. It has a 20% chance of failure for
each use of this ability.

Tremorsense (Ex): By feeling vibrations
in the earth, a pedra wyrm automatically sens-
es the location of anything that is in contact
with the ground, moving, and within 60 ft.

aenm ries Ago, the mines af Skilothe

Mountain were & rich source of
Arcane stone, which is }Jrizu( far use in
constructing magical towers. Long after
the mines were abandoned, they became
the site of a mighty wizards’ duel
between Leqrebond Beast-Maker and A
terrifying Dark. Lord. Tt is theorized
that the pedra wyrm is & result of the
magical forces released during the duel,
which interacted with the residue of the
arcane stone and the bodies of

Legnebond's magically created beasts.
Deep mines and abandoned

dungeons are the normal qwelling places
ffor this stone-skinned wyrm. The pedra
wyrm 15 not namwtll17 an Mgressiw
beast, but when pared for mating or
when protecting its young this creature
can be quite ferocious. In these instances
it has been Known to ambush unwary
intruders, using its natural stone-like
coloration to blend in with its

suroundings.

Thin, multi-jointed legs run along
both.sides of the pedra wyrm's
unﬂ(aﬂmll% When the wyrm moves, its
hundred Legs appear as a fluttering
curtnin of fringe. The wyrm's bite is
highly poisonous, and the creature is
difficult to damage with anything but
A stone weapon. When attacking, the
wyrm will attempt to turn the
attacker to stone with its gaze and then
smash the resulting stone figure.

ADVENTURE SEED

& While seeking shelter from o terrible
mountain storm, the PCs discover a set
of stone fiqures — A group of three
}’mttaru(»laaking qwarven fighters.
Sometime qu ring the m’g[tt, the ﬁﬂ”' res
are released from the hold of the stone
qaze. Their leader, Fyqan Stonefist,
relates their adventure and enlists the
Pes’ aid in hunting and defeating the
pedra wyrm that attacked them.



n some remote isLAnds, certain
OStretcfuas of river are avoided At all
costs due to Long-Lived Leqends of the
poukai, An enormous man-eating bird
resembling A parrot or toucan. A
typical poukai stands About 10 feet
tall, with a green- and yellow-
plumed wingspan of about 15 feet and
a beak well over 5 feet in length.

Poukai narmnlly eat small
mammals and [arge insects, but are
not adverse to snatching up A sentient
Tm'ng if other prey is scarce. Poukai
faver hunting from the sky during
daylight hours, when they are the
most effective. Poukai are said to
relense A blood-curdling screech before
swooping down from hidden jungle
caves to snatch up an unsuspecting
victim in its enormous orange Peak.
The poukai then takes this prey to its
cave, where it kills it by smAashing its
head aqainst the rocks. Should its
prey reqain its senses And Imgin
attacking while being carried to the
}:aukm"s nest, the bird will fling the
creature to the ground and 4o through
its dive-and-snatch attack pattern
aqain. If pressed into ground combat,
the poukai hops about and uses its bill
to snatch and fling its opponents
until it is able to take flight Aqain.

Some native peoples have
developed means for dealing with the
poukai within their Lands, however.
One hero of Legend instructed
[rightened villagers to plait a strong
net, then, acting as a decoy, the hero

POUKAI

Large Magical Beast

Hit Dice: 4d10+4 (26 hp)

Initiative: +3 (Dex)

Speed: 10 ft., fly 50 ft. (average)

AC: 16 (-1 size, +3 Dex, +4 natural)
Attacks: Bite +7 melee, and 2 claws +2 melee
Damage: Bite 1d8+4, claws 1d6+2 each
Face/Reach: 5 ft. x5 ft./10 ft.

Special Attacks: Improved Grab, Screech, Snatch

Special Qualities:
Saves:

Darkvision 60 ft., Low-light Vision
Fort +5, Ref +7, Will +3

Abilities: Str 18, Dex 17, Con 13, Int 10, Wis 14, Cha 10
Skills: Listen +9, Move Silently +10, Spot +14

Feats: Alertness

Climate/Terrain: Warm forest

Organization: Solitary or pair

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 5-8 HD (Huge), 9-12 HD (Gargantuan)

o
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Poukai speak broken Common and are
able to perfectly mimic short phrases of intel-
ligent speech in any language. They are
birds, however, so their conversations are
often confusing, as the giant birds hop from
subject to subject as if listeners can easily fol-
low their flighty logic.

Improved Grab (Ex): If a poukai hits
an opponent of at least one size category
smaller than itself or smaller with a bite or
claw attack, it deals normal damage and
cither attempts to start a grapple as a free
action without provoking an attack of oppor-
tunity, or it pulls the opponent into its space
without provoking an attack of opportunity
and holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does not
deal any additional damage; each successful
grapple check it makes during successive
rounds automatically deals normal damage,
and allows it to use its Snatch ability if it
wishes, flying off with its victim in tow.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and Low-
light Vision.

Screech (Su): A Poukai can emit a
blood-curdling, scream-like cry once every
1d4 rounds. Usually this screech precedes a
dive attack, but may be used at any time.
Those within 80 feet must succeed at a Will

save (DC 14) or cower in fear for 1 round,
cowering creatures lose their Dexterity
bonus to AC, can take no actions, and foes
gain a +2 bonus to hit them. Those who suc-
cessfully save against this effect cannot be
affected by the same screech effect from the
same poukai for one day.

Snatch (Ex): A poukai that achieves a
successful grapple with its Improved Grab
ability, on an opponent of one size category
smaller than itself or smaller, can fly off with
its victim. It can drop a snatched creature as
a free action or use a standard action to fling
it aside or dash it against a rock. A flung
creature travels 30 feet and takes 3d6 points
of damage. A creature dashed against a rock
suffers 4d6 points of damage and must suc-
ceed at a Fortitude save (DC 16) or be
stunned for 1 round; stunned creatures lose
their Dexterity bonus to AC, can take no
actions, and foes gain a +2 bonus to hit them.
Falling damage equal to 1d6 damage per 10
feet fallen, to a maximum of 20d6, may also

apply.

POUKAI AS MOUNTS

Poukai are sometimes captured while

young and trained as aerial mounts by
rangers, druids, or other defenders of jungles

LT




and rain forests. These great birds serve
almost willingly if fed a healthy diet of tasty
forest mammals or big, juicy insects. Poukai
can be trained as aerial mounts with a suc-
cessful Handle Animal skill check (DC 22).
This DC may be reduced by 2 points if the
poukai is “bribed” with a large selection of
its favorite foods.

POUKAI TREASURES

The remains of a poukai are valuable for
their use as food and in creating magical
tools. A poukai’s beak can be combined with
a Craft (taxidermy) check (DC 12) and a gen-
tle repose spell to create a horn capable of

sounding the poukai’s dreaded screech. Each
of a poukai’s wings provide enough material
to be made into a cape of feather falling for
one Medium-sized creature. The delicate
plumage on these wings, if handled properly
with a Craft (weaving) check (DC 15), pro-
vides a +1 equipment bonus to the caster
level of the resulting cape. If mishandled, the
feathers are still a handsome foundation for
such an item. Poukai feathers are considered
of natural masterwork quality due to their
size and durability.

whited for the bird to dive for him. He
stipped through the netting at the Last
moment, cAusing the poukai to
entangle itself, and the men of the
villn?e, Armed with spears, were then
able to sta it to death. Another tale
exists in which two heroic friends went
down to the river, with one pretending
to fill water pots while the other
waited in hiding. As the poukai
swooped toward the first man, the
second man burst from hiding and
broke the bird’s huge wing with an
axe blow; the two friends were then
able to slay the wounded bird.

ADVENTURE SEEDS

& While filling waterskins in A
river, & PC is snatched up and carrieq
awny by what appenrs tobe a giant
}tﬂrrat or toucan. The other PCs track.
the birds flight path back to a well-
hidden cave, where their comrade is
reqaining his senses just in time to
realize he's about to become A meal for
A pair of fwttcf»ling;.

& Happening upon A friendly
native Villmga, the party soon learns
that one of their own members fits the
description of & legendary poukai-
slm;ing hero. Whether or not the PCs
accept the quest, the villagers thrust
upon them the prophesied duty of
staying a poukai in the area. To
refuse such an honor would prove the
Pl toben f/klse cMm;aim, and the
villagers would then turn hostile.
Success, however, brings great glory
and tribal wealth.



Kas are an ancient race of

shapeshifters that have dwelt in
the wild places of the world since before
recorded history. They are strange and
wild, allowing their curiosity and whims
to quide them through the world. They
Are not malicious, but enjoy A qood joke,
and have Little concern for anvone other
than themselves. That being said, they
sometimes form strong relationships with
humanoids, usually with individuals
suffering from exclusion or ostracism from
their own society. Outcasts and Lost camses
seem to Appeal to pukas.

The shapechanqing abilities of
pukas allow them to assume any
animal or humanoid form.
unfortunately, because of their flighty
inattention, pukas are unable to
perfectly duplicate a form; there is
always something wrong with the shage,
whether it is missing ears, has too many
ﬁnqm, or sports an inApproprinte tail.
This Allows opservant folk. to spot A
shapechanged puka.

In their natural farms, ?ukm
resemble short humans with the faces of
1Abbits and the ears of & cat. They tend to
be rather fantastical colors, running
tfmmg[» the entire spectrium, and are
covered with short, silky fur.

ADVENTURE SEED

W A nunmber of chaldren in A neatby
town have been having nasty accidents.
They've fallen from trees, been trampled
by horses, gotten trapped in & collApsing
barn, and run Afoul of wild animals. Six
children have so far been injured, and
now one has fallen down a well and
drowned. The center of this Little tragedy
is & four-year-old half-orc girl who has
been ruthlessly tormented and beaten by
the older children. # particularly
vindictive puka has taken it upon
herself to teach the other children a
Lesson. The puka, of course, doesn't want
tobe found, and the Little girl will not
17etrm7 her only friend.

PUKA

Special Qualities:
Saves:

Small Shapechanger

p Hit Dice: 1d8 (4 hp)

- ”r’ Initiative: +1 (Dex)
Speed: 20 ft., run 100 ft.
AC: 12 (+1 size, +1 Dex)
Attacks: 2 claws +1 melee
Damage: Claws 1d3 each
Face/Reach: 5 ft. x5 ft./5 ft.

Darkvision 60 ft., Invisibility, Shapechange
Fort +2, Ref +3, Will +3

Abilities: Str 10, Dex 12, Con 10, Int 12, Wis 12, Cha 16

Skills: Bluft +7, Hide +9, Listen +7, Move Silently +5,
Spot +7, Wilderness Lore +5

Feats: Alertness, Run

Climate/Terrain: Any land

Organization: Solitary or family (1-2 plus 1-2 offspring)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic good

Advancement: By character class (rogue)

i

Invisibility (Sp): Pukas may become invisible, as the invisibility spell, at will, although
it requires a full round of concentration to fade from sight.
Shapechange (Su): Pukas may assume the shape, and

all the attacks and extraordinary abilities, of any §
humanoid, monstrous humanoid, animal, or beast, at will.
There is always a minor flaw with the appearance of the
assumed form that marks it as unnatural.

Shapechanger:
Shapechangers have Darkvision
with a range of 60 feet.

Skills: Pukas receive a +4
size bonus to Hide checks. This
is worked into the above
stats.
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SABOATH

ANGEL

Medium-size Outsider (Chaotic, Good,
Saboath)

+7 (+3 Dex, +4 Improved Initiative)

+1 saboath quarterstaff +4/+4 melee
+1 saboath quarterstaff 1d6+4 plus 1d6 fire

Hit Dice: 4d8+ 12 (30 hp)

Initiative:

Speed: 30 ft., fly 20 ft. (poor)

AC: 20 (+3 Dex, +2 natural,
+5 saboath chain shirt +1)

Attacks:

Damage:

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Fear (DC 15), Saboath Armor and Shields,
Saboath Weapons, Spell-like Abilities

Damage Reduction 10/+1, Darkvision 60 ft.,
Halo, Low-light Vision, Immunities,
Regeneration 2, Resistances, Spell Resistance
14, Tongues

Fort +7, Ref +9, Will +7

Str 17, Dex 20, Con 17, Int 20, Wis 17, Cha 17
Animal Empathy +4, Bluff +5, Climb +5,
Decipher Script +6, Diplomacy +10, Disguise +8,
Handle Animal +5, Innuendo +3 (+5 to intercept a
message) Knowledge (religion) +9, Knowledge
(arcana) +7, Knowledge (the Planes) +7, Listen +8,
Perform (chant) +5, Perform (harp) +5, Perform
(trumpet) +5, Search +10, Sense Motive +8, Spot
+8, Swim +5, Wilderness Lore +5
Ambidexterity, Improved Initiative

Any land or underground

Solitary, choir (2-7), or host (10-10,000)

5; guardian angel 6

No coins, double goods, standard items
Always chaotic good

By character class (commoner)

S\

SABOATH QUALITIES

All saboath have the following qualities:

Fear (Su): Saboath constantly radiate
an aura of fear with a 60-foot radius.
Creatures failing a Will save against a DC of
(10 + 1/2 the saboath’s Hit Dice + its
Charisma bonus) are shaken for the duration
of the encounter and 1d6 rounds afterwards;
shaken characters suffer a —2 morale penalty
on attack rolls, weapon damage rolls, and
saving throws. This is a supernatural, mind-
affecting ability. Onlookers gain a +2 cir-
cumstance bonus to the save if the saboath
makes any attempt to calm them — a simple
“don’t be afraid” will suffice.

Halo (Su): As a free action, saboath can
surround themselves with a halo of light hav-
ing a radius of 20 feet. In addition to shed-
ding light, it acts as a magic circle against evil
as if cast by a sorcerer whose level is equal to
the saboath’s Hit Dice. The aura can be dis-
pelled, but the saboath can create it again as
a free action on its next turn.

Immunities (Ex): All celestials are
immune to electricity and petrification
attacks. Saboath are also immune to fire.

Keen Vision (Ex): All celestials have
Low-light Vision and Darkvision to a range
of 60 feet.

Languages: Saboath speak Celestial,

Abyssal, and Infernal.

sabonth are & collection of nine

different celestial races, all
united 7717 their devotion to the service
of their god. While it is certain that
this god crented the saboath, the
detnils of their creation remain
obscure. Similarities between the
saboath and various lower planar
races suqqest that the various races of
demons, devils, and celestials might
all be descended from common

Aancestors.

The saboath are separated into
three mmjar qrovps: Lesser,
intermedinte, and qreater. The Lesser
sabonth, made up of Angels,
archangels, and principalities, are
most Likely to come into contact with
the mortal races. The intermedinte
saboath, composed of powers, Virtues,
and dominions, Are concerned with the
workings of the many planes of
existence and the battle between qood
and evil. The greater saboath, made
up af af[mnim, cherubim, and
Semfkim, Are mastlv concerned with
the workings of their heaven, and
rarely come into contact with other
sorts of creatures unless in reqard to

some mAatter af cosmos ~s[mkin7 impart.

ANGELS

A'ngels Act as messenqers,
communicating the will of their
qod to the mortal races. Despite their
celestinl powers, ﬁmgels are the lowest
rank of the saboath and comparable
in power to An experienced Adventurer.
As A result, angels are rarely needeq
for universe-shaking tasks, and can
pAY more attention to mortal
concerns. Some pmgals, known as
“quardian angels” are actunlly
tasked with protecting individual
mortals.

Angels appear as especinlly
beautiful and winged members of a
sentient race, surrounded }717 A Saﬂ:
halo of golden or pearly light. They



have an wﬁiniﬂj Jor the color white,
and often dress in white robes. Though
angels often appear as humans, elves,
or other humanoids, they can take
virtually any farm. A-nﬁels
occasionally travel in disquise, And
Are m}mﬁle of suppressing their halos
if necessary. Angels are primarily
messenqgers And scouts, not warriors.
However, t[wt/ Are }:erfectly cufﬂvﬁle of
defending themselves with sabonth
weaponty. Since they often disquise
themselves as travelers, their }Jreferru(
weapon is the quarterstaff.

Angels are capable of mating
with humans, and the offspring of
such encounters, known as ne;rﬁilz’m,
often go on to become powerful
adventurers.

Resistances (Ex): Saboath ignore the
first 20 points of acid, cold, and sonic dam-
age done to them each round. They still
make saving throws normally. All celestials
receive a +4 racial bonus to Fortitude saves
against poison.

Saboath Armor and Shields: All
saboath armor, regardless of appearance,
has an AC bonus of +4, a maximum
Dexterity bonus of +8, an armor check
penalty of 0, and an arcane spell failure
chance of 10%. It is considered light armor.
All saboath shields, regardless of appear-
ance, have an AC bonus of +2, an armor
check penalty of 0, and an arcane spell fail-
ure chance of 10%. Both armor and shields
can also have enhancement bonuses ranging
from +1 to +5. Saboath armor and shields
are tied to the saboath wearing them; a
saboath can cause its armor or shield to
merge into or out of its body at will, and slay-
ing the saboath destroys the armor or shield
as well.

Saboath Weapons: All saboath
weapons have the holy, defending, and flam-
ing burst properties. They have enhance-

ment bonuses ranging from +1 to +3.
Saboath weapons are tied to the saboath
wielding them; a saboath can cause its
weapon to merge into or out of its body at
will, and slaying the saboath destroys the
weapon as well.

Tongues (Su): All celestials can speak
with any creature that has a language, as
though using a tongues spell cast by a 14th-
level sorcerer. This ability is always active.

SABOATH PRINCES

Many saboath have character class lev-
els. These creatures are collectively known as
the saboath “princes,” though some scholars
mistakenly refer to them as “archangels”
instead.

EX-SABOATH

Status as a saboath requires strict adher-
ence to a good alignment. A saboath who
voluntarily changes alignment away from




good immediately “falls” and becomes a
demon or devil of the closest equivalent CR.
There is no known way for a saboath to
atone once fallen.

ANGEL

Angels speak Celestial, Abyssal, and
Infernal.

Damage Reduction (Su): Angels
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 10
points, but a weapon with a +1 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and angels are also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to
angels is treated as subdual damage, and
they automatically cure themselves of 2
points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-
mal damage to an angel. If an angel loses a
limb or body part, the lost portion regrows
in 3d6 minutes. The celestial can reattach
the severed member instantly by holding it
to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear
(Will save DC 15), or a halo of light, and to
speak with any creature that has a language.
They are also immune to electricity, fire, and
petrification, have Acid, Cold, and Sonic
Resistance 20, and receive a +4 racial save
bonus vs. poison. They have both Low-light
Vision and 60-foot Darkvision.

Skills: Angels receive a +2 synergy
bonus to Diplomacy checks, and to
Innuendo checks to intercept a message.
This is included above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against an
angel, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 14, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: Angels

can use the following spells as if

cast by a 4th-level sorcerer. The

DC to resist these abilities is 13 +

the spell level.

1/day — plane shift

3/day — alter self, animal friendship, animal
messenger, augury, cure light wounds,
know direction, light, message, pass
without trace, remove fear, sanctuary,
virtue

At Will — guidance

GUARDIAN ANGELS

Guardian angels are constantly affected
by improved invisibility and protect their
charge with shield other. Both are spell-like
abilities that function as the spells cast by a
12th-level sorcerer. Either effect can be dis-
pelled normally, but the guardian angel can
restore it as a free action in the following
round.

ANGELS AS CHARACTERS

An angel’s favored character class is
commoner. The greatest of the angels,
Remiel, is a 20th-level commoner.

ARCHANGELS

Archangels speak Celestial, Abyssal, and
Infernal.

Damage Reduction (Su): Archangels
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 10
points, but a weapon with a +2 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and archangels are
also proficient with martial weapons. A slain
outsider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regalia (Su): An archangel always car-
ries some object symbolic of its station. An

item of regalia is similar to a wand, allowing
the archangel to cast a single spell of 3rd level
or less. Unlike wands, archangel regalia do

ADVENTURE SEEDS

oA 7unra(mn nngzl 15 mistmkgnly
};ratecting Aan evil enemy vf the PCs.
The foe uses magic to mask. his true
nature, and is cnreful to never let the
andgel see him involved in evildoing. To
t{efent their enemy, the PCs must
either figftt the quel, or somehow
convince its superiors that the enemy

does not deserve protection.

& The PCs come across an pmgel Lost
in the wilderness. The angel needs to
deliver an important messaqe from its
qod to & particular individual. If the
PCs help it find the person it's Looking
Jor it makes sure to put in & good worq
with its superiors.



ARCHANGEL

A'rciwmgzls, the middle rank of
the lesser saboath, Are charged
with supervising the untold numbers
of angels.

P/w;simllty, Mc[mngels appear to
be attractive, winged members of &
humanoid race. An archangel always
dresses in robes of & sym}mlic color and
carries items that are representative of
the Mtgels it SM}JETViSES. For exnmple,
an mcfwmgel who oversees & qrovp of
especially peaceful angels might dress
in green robes, carry an olive branch,

and be surrounded 7717 A flock. of doves.

Archangels are trained primarily
As Admianistrators, but must
occasionally take up Arms aqainst
fiendish opponents who would dare
inVade the material world.

ADVENTURE SEEDS

& An wrcfmngzl Appears fmfore the
party ’s cleric. A-}J}mrently, the pmgels
it supervises have qone missing. T he
angel requests the party’s [u:l}: in
tracking down its subordinates,
because it's to embarrassed to report
the incident to its superiors.

& An NPC tmv‘elinq with the party
is actually a disquised archangel who
has tired of servitude and wants to
become an adventurer. Such behavior
isA }m:lw{a to nfnll, t[wugk. WhAL
will the party do when they realize
their companion is not what he seems?

Medium-size Outsider (Neutral, Good,

Saboath)

Hit Dice: 6d8+30 (57 hp)

Initiative: +4 (Dex)

Speed: 30 ft., fly 30 ft. (poor)

AC: 27 (+4 Dex, +4 natural,
+6 saboath chain shirt +2, +3 saboath buckler
+1)

Attacks: +1 saboath heavy mace +11/+6 melee, or +1
saboath longbow +11/+6 ranged

Damage: +1 saboath heavy mace 1d8+5 plus 1d6 fire, +1
saboath longbow 1d8+1 plus 1d6 fire

Face/Reach: 5ft. x 5 ft./5 ft.

Special Attacks: Fear (DC 17), Regalia, Saboath Armor and

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

Shields, Saboath Weapons, Spell-like Abilities
Damage Reduction 10/+2, Low-light Vision,
Immunities, Regeneration 4, Resistances, Spell
Resistance 16, Tongues

Fort +10, Ref +9, Will +10

Str 18, Dex 18, Con 21, Int 18, Wis 21, Cha 18
Concentration +7, Decipher Script +6,
Diplomacy +12, Gather Information +5,
Innuendo +5 (+7 to intercept a message),
Intimidate +5, Knowledge (religion) +9,
Knowledge (arcana) +9, Knowledge (the Planes)
+9, Listen +10, Perform (chant) +10, Perform
(harp) +10, Perform (trumpet) +10, Read Lips
+5, Scry +6, Search +9, Sense Motive +10, Spot
+10, Use Magic Device +6

Expertise, Improved Disarm

Any land or underground

Solitary, choir (2—7), or host (10-10,000)

7

No coins, double goods, standard items
Always neutral good

AP

not require the archangel to know the spell,
and do not have charges. After use, an item
of regalia requires a full hour to gather
power before it may be used again. Regalia
are similar to saboath armor and weapons in
that they are part of the celestial. It can will
the item to merge into or out of its body, and
slaying the archangel destroys the item.
Regeneration (Ex): Damage dealt to
an archangel is treated as subdual damage,
and the archangel automatically cures itself
of 4 points of subdual damage per round.
Demons, devils, undead, unholy weapons,

unholy water and negative energy deal nor-

mal damage to an archangel. If an archangel
loses a limb or body part, the lost portion
regrows in 3d6 minutes. The celestial can
reattach the severed member instantly by
holding it to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.




PRINCIPALITY

Medium-size Outsider (Lawful, Good,

Saboath)

Hit Dice: 8d8+32+3 (71 hp)

Initiative: +4 (Dex)

Speed: 40 ft., fly 60 ft. (average)

AC: 24 (+4 Dex, +4 natural,
+6 saboath half plate +2)

Attacks: +2 saboath scythe +16/+11 melee, or 3 +1
saboath shuriken +13/+8 ranged

Damage: +2 saboath scythe 2d4+8 plus 1d6 fire, +1
saboath shuriken 2 plus 1d6 fire each

Face/Reach: 5ft.ox 5 ft./5 ft.

Special Attacks: Breath Weapon, Fear (DC 20), Saboath Armor
and Shields, Saboath Weapons, Spell-like
Abilities

Special Qualities: Damage Reduction 15/+2, Darkvision 60 ft.,
Eyes of Fire, Halo, Low-light Vision,
Immunities, Regeneration 6, Resistances, Spell
Resistance 18, Tongues

Saves: Fort +12, Ref +10, Will +10

Abilities: Str 22, Dex 19, Con 19, Int 19, Wis 19, Cha 22

Skills: Alchemy +9, Craft (armorsmithing) +9, Craft
(bowmaking) +9, Craft (weaponsmithing) +9,
Decipher Script +9, Disable Device +9, Gather
Information +11, Intimidate +14, Knowledge
(arcana) +9, Knowledge (religion) +10,
Knowledge (the Planes) +9, Listen +12, Perform
(chant) +8, Perform (harp) +8, Perform (trum-
pet) +8, Profession (scribe) +8, Search +12, Spot
+12, Use Magic Device +9 (+11 for scrolls)

Feats: Endurance, Great Fortitude, Toughness

Climate/Terrain: Any land or underground

Organization: Solitary, choir (2-7), or host (10—10,000)

Challenge Rating: 9

Treasure: No coins, double goods, standard items

Alignment: Always lawful good

Advancement: By character class (aristocrat)

A

They have both Low-light Vision and 60-
foot Darkvision.

Skills: Archangels receive a +2 synergy
bonus to Diplomacy checks, and to
Innuendo checks to intercept a message.
This is included above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against an

archangel, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds 16, the spell works nor-

mally, though the target still gets a saving
throw if the spell allows such.

Spell-like Abilities: Archangels can use
the following spells as if cast by a 6th-level
sorcerer. The DC to resist these abilities is 14
+ the spell level.
1/day — plane shift, teleport
3/day — aid, augury, bless, cure light

wounds, detect evil, divine favor,

enthrall, light, remove fear, sanctuary,
shield of faith, shield other

PRINCIPALITY

7‘14 principalities are the kigkzst
rank. of the lesser angels. wai; Are
charged with protecting mortal
institutions such as nations and
churches. It is said that the
principalities are somewhat hostile to
mortals, }’7eliwing them tobe
hopelessty corrupted by evil.

A principality appears tobe a
humanoid with skin of burnished
bronze, eyes that burn like fire, and &
tongue Like a double-edged sword.
Principalities do not have wings, but
they are capable of flight through
supernatural means. A principality
only fights to protect the interests of
the organization it represents. It does
not care about individual members of
the organization, only the institution
itself.



ADVENTURE SEEDS

o A principality appears to the
party’s cleric, and bids her to seek out
corruption in the upper ranks of her
temple. Mnfartunwtely, the
principality has no qualms about
sacrificing individuals in its quest to
pu n'fy the church, and the PC may
find herself abandoned 1717 the
principality in her hour af qrentest

need.

A The PCs are defending the castle of
abaron Aqainst & coup attempt.
Befare the battle is ] oined, the
barony's guardian principality
appenrs and offers to help the party.
Thais particular principality is not A
creative thinker, luckily, and allows
the PCs to order it Around — At least
until the Tmnmy is out of danger.

ARCHANGELS AS
CHARACTERS

An archangel’s favored charac-
ter class is adept. The leader of the
archangels, Saraquel, is a 20th-level adept.

PRINCIPALITY

Principalities speak Celestial, Abyssal,
and Infernal.

Breath Weapon (Su): The tongue of a
principality speaks only the truth, and the
truth is a double-edged sword. The harsh
words spoken by a principality can act as a
breath weapon, inflicting 8d6 points of sonic
damage to all non-outsiders in a 30-foot
cone. No attack roll is necessary; any char-
acter caught in the area must make a Reflex
save (DC 18) to halve the damage. Once a
principality has spoken the truth, it must
gather its righteous indignation for 1d4
rounds before it can speak the truth again.

Damage Reduction (Su): Principalities
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 15
points, but a weapon with a +2 or better
enhancement bonus deals full damage.

Eyes of Fire (Su): A principality can see
invisibility as the spell at will to a range of
180 feet.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and principalities are
also proficient with martial weapons. A slain
outsider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to a
principality is treated as subdual damage,
and the principality automatically cures itself
of 6 points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-
mal damage to a principality. If a principali-
ty loses a limb or body part, the lost portion
regrows in 3d6 minutes. The celestial can
reattach the severed member instantly by

holding it to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-

ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.

Skills: Principalities generally have
access to the artisan’s tools required for Craft
checks, and the thieves’ tools required for
Disable Device checks. They also receive a
+2 synergy bonus to Use Magic Device
checks related to scrolls. These are included
above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against a
principality, the spellcaster makes a level
check (1d20 + caster level). If the result
equals or exceeds 18, the spell works nor-
mally, though the target still gets a saving
throw if the spell allows such.

Spell-like Abilities: A principality can
use the following spells as if cast by a 8th-
level sorcerer. The DC to resist these abilities
is 16 + the spell level.
1/day — plane shift
3/day — bless water, calm emotions, conse-

crate, divination, locate object, magic

circle against chaos, magic circle against
evil, magic vestment, magic weapon,
order’s wrath, status, zone of truth

At Will — discern lies

PRINCIPALITIES AS CHARACTERS

A principality’s favored character class is
aristocrat. The leader of the principalities,
Raguel, is a 20th-level aristocrat.

POWER

Powers speak Celestial, Abyssal, and
Infernal.

Damage Reduction (Su): Powers
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 15
points, but a weapon with a +3 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and powers are also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,




Medium-size Outsider (Chaotic, Good,

Saboath)

Hit Dice: 10d8+60 (105 hp)

Initiative: +5 (Dex)

Speed: 50 ft., fly 90 ft. (average)

AC: 25 (+5 Dex, +4 natural,
+6 saboath chain shirt +2)

Attacks: +3 saboath longsword +14/+9 melee and +3
saboath longsword +14 melee, or +3 saboath
mighty composite (+4) longbow (firing +1
saboath arrows) +19/+14 ranged

Damage: +3 saboath longsword 1d8+8 plus 1d6 fire, +3
saboath mighty composite (+4) longbow (firing
+1 saboath arrows) 1d8+8 plus 2d6 fire

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Fear (DC 20), Saboath Armor and Shields,
Saboath Weapons, Smite Evil, Spell-like
Abilities

Special Qualities: Damage Reduction 15/+3, Darkvision 60 ft.,
Halo, Low-light Vision, Immunities,
Regeneration 8, Resistances, Spell Resistance
20, Tongues

Saves: Fort +13, Ref +12, Will +13

Abilities: Str 20, Dex 20, Con 23, Int 20, Wis 23, Cha 20

Skills: Animal Empathy +10, Climb +15, Handle
Animal +10 (+12 with animals), Jump +15,
Knowledge (arcana) +15, Knowledge (religion)
+15, Knowledge (nature) +15, Knowledge (the
Planes) +15, Listen +21, Ride +10, Search +18,
Spot +21, Swim +11, Tumble +7, Wilderness
Lore +18

Feats: Ambidexterity, Track, Two-Weapon Fighting

Climate/Terrain: Any land or underground

Organization: Solitary, choir (2-7), or host (10-1,000)

Challenge Rating: 11

Treasure: No coins, double goods, standard items

Alignment: Always chaotic good

Advancement: By character class (ranger)

A

although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to
powers is treated as subdual damage, and
powers automatically cures themselves of 8
points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-

mal damage to a power. If a power loses a
limb or body part, the lost portion regrows
in 3d6 minutes. The celestial can reattach

the severed member instantly by holding it
to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.

POWER _

7‘1‘4 powers are charged with
protecting mortals from evil and
keeping the forces of evil at bay.
Mﬂmv Aare hunters, Vzntun'ng into the
material world and attempting to

track down and destroy unbound

demons.

A power appears to be A
featureless humanoid with golden
skin, dressed in A white robe qirded
with & golden belt. A huge pair of
7«714{&% Wings ;;rajects fram its back,
and its feet are protected with qolden
sandals. Beneath its robe it wears a
shirt of golden chainmail, and in its
hands it wields a pair of fiery swords.

Powers Are ulwm;s m’lling to
c[mrge into battle aqainst the forces of
darkness. They do not seek. out conflict
with creatures af neutral mamliti;,
but will not back down from a fight
with such a creature. T/wtj AVoid
fighting qood-aligned creatures
whenever possible.



ADVENTURE SEEDS

o A power has entered the material
world hunting for & demon, but it has
found itself too weak to defeat it. Tt
approaches the PCs and asks for their
help in overcoming the beast.

& The characters accidentally reaqd
A passaqe from & book that unleashes
Aan increa(iﬁlv powerful demon upon
their world. The book. also discusses
powers, and contains & unique spell
that will teleport the characters to
the heavenly realm of the powers. If
the party is wise, they will use the
spell, and beseech the powers to help
them correct their mistake.

They have both Low-light Vision and 60-
foot Darkvision.

Skills: Powers receive a +2 racial bonus
to Listen and Spot checks. They also get a +2
synergy bonus to Handle Animal checks
with animals, a second +2 synergy bonus
Ride checks, and a third +2 synergy bonus to
Tumble checks. This is included above.

Smite Evil (Su): Once per day, a power
may attempt to Smite Evil with one normal
melee attack. The power adds a +5 bonus to
the attack roll, and deals an additional 10
points of damage. If the power accidentally
Smites a creature that is not evil, the Smite
has no effect but it is still used up for that
day.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against a
power, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 20, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: A power can use
the following spells as if cast by a 10th-level

sorcerer. The DC to resist these abilities is 15

+ the spell level.

1/day — gate

3/day — cure critical wounds, dimensional
anchor, dispel evil, divine power, flame
strike, greater magic weapon, Insect
plague, mark of justice, negative energy
protection, restoration, righteous might,
searing light

At Will — polymorph self

POWERS AS CHARACTERS

A power’s favored character class is
ranger. Their favored enemies are always
various creatures from the Lower Planes.
The greatest of the powers, Barachiel, is a
20th-level ranger.

YIRTUE

Virtues speak Celestial, Abyssal, and
Infernal.




Small Outsider (Lawful, Good, Saboath)

20 (+1 size, +5 Dex, +4 natural)

Hit Dice: 12d8+72 (126 hp)
Initiative: +5 (Dex)

Speed: 30 ft., fly 90 ft. (good)
AC:

Attacks: Slam +18/+13/+8 melee
Damage: Slam 1d4+7 plus 2d6 fire
Face/Reach: 5 ft.x 5 ft./5 ft.

Special Attacks:

Special Qualities:

Burn, Fear (DC 21), Saboath Armor and
Shields, Saboath Weapons, Spell-like Abilities
Damage Reduction 20/+3, Darkvision 60 ft.,
Halo, Low-light Vision, Immunities, Natural
Invisibility, Regeneration 10, Resistances, Spell
Resistance 22, Tongues

Str 20, Dex 20, Con 23, Int 20, Wis 23, Cha 20
Animal Empathy +10, Concentration +16,
Diplomacy +7, Gather Information +10,
Handle Animal +9 (+11 for animals), Heal +21,
Innuendo +6 (+8 to intercept a message),
Knowledge (arcana) +15, Knowledge (religion)
+15, Knowledge (the Planes) +15, Listen +15,
Perform (chant) +15, Perform (any 1) +15,
Profession (herbalism) +11, Read Lips +10, Scry
+15, Search +15, Sense Motive +16, Spellcraft
+15, Spot +16, Use Magic Device +5 (+7 for

Alertness, Dodge, Flyby Attack, Mobility
Solitary, choir (2—7), or host (10—-1,000)

No coins, double goods, standard items

Saves: Fort +14, Ref +13, Will +14
Abilities:
Skills:

scrolls), Wilderness Lore +10
Feats:
Climate/Terrain: Any land or underground
Organization:
Challenge Rating: 13
Treasure:
Alignment: Always lawful good
Advancement:

By character class (cleric)

AN

Burn (Ex): Those hit by a virtue’s slam
attack must succeed at a Reflex save (DC 22)
or catch fire. The flame burns for 1d4
rounds; use the standard SRD rules
for catching on fire. A burning creature can
take a move-equivalent action to put out the
flame. Creatures hitting a virtue with natur-
al weapons or unarmed attacks take fire
damage as though they had been hit by the
virtue’s slam attack, and also catch fire
unless they succeed at a Reflex save.

Damage Reduction (Su): Virtues
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.

Damage dealt by an attack is reduced by 20
points, but a weapon with a +3 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and virtues are also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Natural Invisibility (Su): This ability is
constant, allowing the virtue to remain invis-
ible even when attacking. This ability is nat-

VIRTUE

irtues Are the sabonth responsible

far working miracles upon the
Various planes of existence. Virtues are
naturally invisible. If they could
somehow be viewed, they would Look
Like humanoids composed of dancing
flwmes.

Virtues are healers, natﬁgf»tﬂrs.
However, they can be deadly
combatants if provoked, especinlly
aqrinst foes who are vulnerable to

fire.

ADVENTURE SEED

R Once & year, A Virtue Appears in i
small town and heals the blind. The
characters are hired by a blind man to
quide him to the town in time for the
event. After Various encounters in the
wilderness, they Arrive safely but the
Virtue does not Appear. The town's
livelihood depends on the pilgrims, so
they hire the party to Lok into the
disappearance.



DOMINION

ominions — Also known As

“dominations” — are the
overseers of the intermedinte saboath,
and also Look. After the workings of the
natural order, such as the motions of
the sun, moon, and planets.

A dominion Appears as i
manifestation of natural forces. They
have bodies made of clouds, & face of
sunlight, & halo made from a
rainkow, and ligktning botts far Arms
and legs. Dominions are awesome to
behold in combat, fmrling ligﬁtm’ng
botts and striking down Jfoes with
impunity.

ural and not subject to the invis-
ibility purge spell.
Regeneration (Ex): Damage
dealt to a virtue is treated as subdual
damage, and virtues automatically
cure themselves of 10 points of subdual dam-
age per round. Demons, devils, undead,
unholy weapons, unholy water and negative
energy deal normal damage to a virtue. If a
virtue loses a limb or body part, the lost por-
tion regrows in 3d6 minutes. The celestial
can reattach the severed member instantly
by holding it to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.

Skills: Virtues have a +2 synergy bonus
to Handle Animal checks with animals, a +2
synergy bonus to Heal checks, a +2 synergy
bonus to Use Magic Device checks related to
scrolls, and a +2 synergy bonus to
Diplomacy checks and Innuendo checks to
intercept a message. These are included
above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against a
virtue, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 22, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: Virtues can use the
following spells as if cast by a 12th-level sor-
cerer. The DC to resist these abilities is 15 +
the spell level. The virtue suffers no loss of
XP when it uses miracle.
l/day — break enchantment, cure critical

wounds, cure light wounds, cure minor

wounds, cure moderate wounds, cure
serious wounds, delay poison, gate, gen-
tle repose, healing circle, heal, heroes’
feast, lesser restoration, miracle, neutral-
ize poison, remove paralysis, remove
blindness/deafness, remove  curse,
remove disease, remove fear, restoration

YIRTUES AS CHARACTERS

A virtue’s favored class is cleric. The
most powerful virtue, Raphael, is a 20th-
level cleric.

DOMINION

Dominions speak Celestial, Abyssal, and
Infernal.

Cloud Form (Ex): Dominions can be
harmed only by incorporeal creatures, +1 or
better magic weapons, or magic, with a 50%
chance to ignore any damage from a corpo-
real source. Unlike truly incorporeal crea-
tures, dominions cannot pass through solid
objects, their attacks do not ignore armor,
and they do not move silently (they sound
like rolling thunder).

Damage Reduction (Su): Dominions
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 20
points, but a weapon with a +4 or better
enhancement bonus deals full damage.

Lightning Bolts (Ex): Every 1d4
rounds, a dominion can unleash a lightning
bolt as a ranged touch attack with a range
increment of 60 feet (maximum 10 range
increments). A successful hit inflicts 14d6
points of electricity damage; opponents can
attempt a Reflex save (DC 22) to take half
damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and dominions are
also proficient with martial weapons. A slain
outsider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to a
dominion is treated as subdual damage, and
the dominion automatically cures itself of 12
points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-
mal damage to a dominion. If a dominion
loses a limb or body part, the lost portion
regrows in 3d6 minutes. The celestial can
reattach the severed member instantly by

holding it to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or




DOMINION

Colossal Outsider (Neutral, Good,

Saboath)
Hit Dice: 14d8+70+3 (136 hp)
Initiative: +5 (Dex)
Speed: 20 ft., fly 120 ft. (perfect)
AC: 21 (-8 size, +5 Dex, +14 natural)
Attacks: Slam +13/+8/+3 melee
Damage: Slam 2d8+10 plus 2d6 electricity
Face/Reach: 40 ft. x 40 ft./25 ft.
Special Attacks: Fear (DC 24), Lightning Bolts, Saboath Armor

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

and Shields, Saboath Weapons, Spell-like
Abilities

Cloud Form, Damage Reduction 20/+4,
Darkvision 60 ft., Halo, Low-light Vision,
Immunities, Regeneration 12, Resistances, Spell
Resistance 24, Tongues

Fort +14, Ref +14, Will +14

Str 24, Dex 21, Con 21, Int 21, Wis 21, Cha 24
Animal Empathy +22, Concentration +15,
Diplomacy +17, Escape Artist +15, Handle
Animal +11 (+13 for animals; +13 for beasts),
Heal +15, Hide —1, Innuendo +5 (+7 to inter-
cept a message), Intimidate +17, Intuit Direction
+15, Listen +7, Move Silently +15, Perform +17
(chant), Perform (any 1) +17, Read Lips +15,
Search +15, Sense Motive +15, Spot +17, Swim
+17, Use Rope +5 (+7 to bind someone),
Wilderness Lore +20 (+22 to avoid getting lost)
Alertness, Endurance, Track, Toughness

Any land or underground

Solitary, choir (2—7), or host (10-1,000)

15

No coins, double goods, standard items
Always neutral good

By character class (druid)

AP

a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.

Skills: Dominions take a —16 size bonus
to Hide checks. They receive a +2 synergy
bonus to Handle Animal checks with ani-
mals or with beasts, a +2 synergy bonus to

Use Rope checks to bind someone, a +2 syn-
ergy bonus to Wilderness Lore checks to
avoid getting lost, and a +2 synergy bonus to

Diplomacy checks and Innuendo checks to
intercept a message. This is included above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against a
dominion, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 24, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: Dominions can use
the following spells as if cast by a 14w-level
sorcerer. The DC to resist these abilities is 17
+ the spell level.

ADVENTURE SEED

A The PCs must ferfarm A ritual
during an eclipse to fulfill an ancient
prophesy, but the sages say there won't
be another eclipse far over A millenia.
The only force capable of changing the
natural order in such a fashion is o
dominion. They must find one and
convince it to help them.



OPHAN

q Lso known as “thrones,” the
afzknnim are the weakest af the
greater saboath. Ophanim Act As their

qods chariots, and also dispense justice
throughout the cosmos.

An a}:fwm Appenrs to bea fmge,
Wkirling, flying, fiﬂﬂ? wheel.
offmm'm do not have Limbs, but are
capable of manipulating objects
through a Limited form of telekinesis.
If not for the numerous eyes that qaze
out of its burning depths, an ophan
could easily be mistaken for an
inanimate object. Some scholars o so
Jar as to sugqest that ophanim are
actunlly constructs opernted by tiny
celestials of & yet-undiscovered species.

It migﬁt seem strange that
chastic celestials act as dispensers of
Justice, but the truth is that they
enjoy their roles as }ringers of
destruction and death. This does not
make them evil, since they only visit
their wrath u pon those who are quilty
of grievous sins. The seraphim and
cherubim find this a good way to
channel the ophanims’ destructive

energies toward constructive ends.

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Huge Outsider (Chaotic, Good, Saboath)
16d8+96 (168 hp)

+12 (+8 Dex, +4 Improved Initiative)

50 ft., fly 150 ft. (perfect)

28 (-2 size, +8 Dex, +12 natural)

Slam +19/+14/+9/+4 melee

Slam 2d6+9 plus 2d6 fire

10 ft. x 10 ft./15 ft.

Fear (DC 24), Saboath Armor and Shields,
Saboath Weapons, Spell-like Abilities

Damage Reduction 25/+4, Darkvision 60 ft.,
Halo, Low-light Vision, Immunities,
Regeneration 14, Resistances, Spell Resistance
26, Tongues

Fort +16, Ref +18, Will +16

Str 23, Dex 26, Con 23, Int 23, Wis 23, Cha 26
Concentration +16, Diplomacy +10, Hide +19,
Innuendo +6 (+8 to intercept a message),
Intimidate +27, Intuit Direction +16,
Knowledge (arcana) +18, Knowledge (religion)
+20, Knowledge (the Planes) +20, Listen +25,
Move Silently +27, Scry +14, Search +25, Sense
Motive +18, Spellcraft +16 (+18 to decipher
scrolls), Spot +25, Swim +16, Use Magic Device
+18 (+20 for scrolls), Wilderness Lore +6 (+8 to
avoid getting lost)

Blind-Fight, Dodge, Improved Initiative,
Mobility

Any land or underground

Solitary, choir (2-7), or host (10—100)

17

No coins, double goods, standard items
Always chaotic good

By character class (sorcerer)

F=Ve

1/day — gate; and either fire storm, storm of'
vengeance, or whirlwind

3/day — acid fog, call lightning, chain light-
ning, control weather, control winds, fog
cloud, gust of wind, ice storm, lightning
bolt, obscuring mist, shocking grasp,
sleet storm

DOMINIONS AS CHARACTERS

A dominion’s favored character class is
druid. The most powerful dominion,

Jehudiel, is a 20th-level druid.

OPHAN

Ophanim speak Celestial, Abyssal, and
Infernal.

Damage Reduction (Su): Ophanim
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 25
points, but a weapon with a +4 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-




tioned in their entries, and ophans are also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to
an ophan is treated as subdual damage, and
an ophan automatically cures itself of 14
points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-
mal damage to an ophan. Ophanim do not
have limbs, and cannot suffer from severed
limbs.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.

Skills: Ophanim take a —8 size penalty
to Hide checks. They also receive a +2 syn-
ergy bonus to Wilderness Lore checks to
avoid getting lost, a +2 synergy bonus to
Diplomacy checks and to Innuendo checks
to intercept a message, a +2 synergy bonus to
Use Magic Device checks related to scrolls,
and a +2 synergy bonus to Spellcraft checks
to decipher scrolls. This is included above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against an
ophan, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 26, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: Ophanim can use
the following spells as if cast by a 17th-level
sorcerer. The DC to resist these abilities is 17
+ the spell level. Its flesh to salt spell is as
flesh to stone, but its victim turns into a pil-
lar of salt. Despite their lack of limbs, ophan-
im can still cast spells with somatic or mate-
rial components. Their telekinesis abilitiy is
limited to a range of 65 feet.

ADVENTURE SEEDS

A An injured apfwm falls from the
sky. A’a(x/entun’ng ;mrties, not
knowing any better, might mistake
the a;:lfmn Jfor some sort of flying
machine, and qo to investigate the
Wreckwae.

& If the party has an evil character
who has committed some sort of
atrocity, An a;;[wm comes After him.
The ophan may attempt a direct
attack. at first, but if the character
puts up sufficient resistance, the
ophan will retreat and use more
stealth in future attacks.



CHERUB

7’1‘4 cherubim occupy the middle
rank of the greater saboath. They
hold up their god’s throne, and act as

his “watchdogs,” protecting sacreq

places and items.

A cherub appears as & humanoid

Medium-size Outsider (Neutral, Good,

;i Saboath)
with the feet of & cALf, and four faces Hit Dice: 18d8+162 (243 hp)
spaced evenly around its head. The Initiative: +7 (Dex)
fiﬂtha is that "f"‘ human, the Speed: 60 ft., fly 120 ft. (good)
: + + +
second is that apr Vo, Eholthiti 0 AC: iz)( 7 Dex, +8 natural, +8 saboath half plate
that "f“’” ox, and the f ourth is that Attacks: +4 saboath greatsword +29/+24/+19/+14 melee,
af an eagle. /& cherub’s skin shines like or +4 saboath mighty composite (+4) longbow
burnished brass, and it fmmfaurfm'rs (ﬁrlngd+2 saboath arrows) +31/+26/+21/+16
: . range
afu/tngs 2 Aced WW‘? Lo e Damage: +4 saboath greatsword 2d6+14 plus 1d6 fire, +4
torso. saboath mighty composite (+4) longbow (firing
: ] +2 saboath arrows) 1d8+10 plus 1d6 fire
Cherubim only ﬁgkt when Face/Reach: 5 ft. x 5 ft./5 ft.
&(ism}:t&ﬂ(fram their sacred duties, And Special Attacks: Fear (DC 26), Saboath Armor and Shields,

Are Vicious combatants, 5[»0%’@
Sur}arisingltf little mercy far A Tm(

celestinl.

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:
Challenge Rating:

Saboath Weapons, Spell-like Abilities
All-around Vision, Damage Reduction 30/+4,
Darkvision 60 ft., Halo, Low-light Vision,
Immunities, Regeneration 16, Resistances, Spell
Resistance 28, Tongues, True Seeing

Fort +20, Ref +18, Will +20

Str 25, Dex 25, Con 28, Int 25, Wis 28, Cha 25
Concentration +27, Diplomacy +25, Innuendo
+9 (+11 to intercept a message), Intimidate +25,
Knowledge (arcana) +25, Knowledge (religion)
+25, Knowledge (the Planes) +25, Listen +27,
Perform (chant) +25, perform (harp) +25,
Perform (trumpet) +25, Read Lips +25, Scry
+17, Search +27, Sense Motive +27, Spellcraft
+25, Spot +25, Use Magic Device +7 (+9 for
scrolls)

Blind-Fight, Combat Reflexes, Endurance,
Flyby Attack, Power Attack

Any land or underground

Solitary, choir (2—-7), or-host (10-100)

20

Treasure: No coins, double goods, standard items
Alignment: Always neutral good
Advancement: By character class (wizard)
PVS
1/day — gate OPHANIM AS CHARACTERS
3/day —  blindness/deatness, contagion,

creeping doom, destruction, earthquake,
firestorm, finger of death, flamestrike,  sorcerer. The greatest of the ophanim, Uriel,

An ophan’s favored character class is

flesh to salt, slay living, storm of isa 20th-level sorcerer.

vengeance, and whirlwind.
At Will — improved invisibility, telekinesis
(short range)




CHERUB

Cherubim speak Celestial, Abyssal, and
Infernal.

All-Around Vision (Ex): Because it can
see in multiple directions simultancously, a
cherub gains a +4 racial bonus to Spot and
Search checks, and cannot be flanked.

Damage Reduction (Su): Cherubim
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 30
points, but a weapon with a +4 or better
enhancement bonus deals full damage.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and cherubs are also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to a
cherub is treated as subdual damage, and
the cherub automatically cures itself of 16
points of subdual damage per round.
Demons, devils, undead, unholy weapons,
unholy water and negative energy deal nor-
mal damage to a cherub. If a cherub loses a
limb or body part, the lost portion regrows
in 3d6 minutes. The celestial can reattach
the severed member instantly by holding it
to the stump.

Saboath Subtype: All saboath have
special armor, shields, and weapons. They
have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.

Skills: Cherubim receive a +2 synergy
bonus to Diplomacy checks and to Innuendo
checks to intercept a message, and a +2 syn-
ergy bonus to Use Magic Device checks
related to scrolls. This is included above.

Spell Resistance (Su): To determine if
a spell or spell-like ability works against a
cherub, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 28, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities:
Cherubim can use the following
spells as if cast by a 18t-level sor-
cerer. The DC to resist these abili-
ties is 17 + the spell level.
1/day — gate, prismatic sphere
3/day — commune, explosive runes, guards
and wards, glyph of warding, heal, secret
chest, screen, secret page, sepia snake
sigil, sequester, teleport without error,
vanish
At Will — arcane lock
True Seeing (Su): Cherubim are con-
stantly under the effect of the true seeing
spell as if cast by a 20w-level sorcerer. The
effect can be dispelled, but the cherub can
restore it as a free action on the following
round.

CHERUBIM AS CHARACTERS

A cherub’s favored class is wizard. The
leader of the cherubim, Gabriel, is a 20th-

level wizard.

SERAPH

Seraphim speak Celestial, Abyssal, and
Infernal.

Damage Reduction (Su): Seraphim
ignore damage from most weapons and nat-
ural attacks; the wounds heal immediately.
Damage dealt by an attack is reduced by 35
points, but a weapon with a +4 or better
enhancement bonus deals full damage.

Fiery Aura (Su): Seraphim are con-
stantly wreathed in flames. This has an effect
similar to the spell fire shield. Any creature
striking a seraph with its body or a handheld
weapon inflicts normal damage, but at the
same time takes 1d6+15 points of fire dam-
age, with no save.

Outsider: Outsiders have Darkvision
with a range of 60 feet. They are proficient
with all simple weapons and those men-
tioned in their entries, and seraphs are is also
proficient with martial weapons. A slain out-
sider cannot be raised or resurrected,
although a wish or miracle spell can restore
it to life.

Regeneration (Ex): Damage dealt to a

seraph is treated as subdual damage, and the
seraph automatically cures itself of 18 points
of subdual damage per round. Demons, dev-

ADVENTURE SEEDS
A The party im};riwns A demon

within an ancient temple. To ensure
that the creature never escapes, the
pArty must petition the saboath to
place & cherub there as an eternal

qUATHiAs.

& The party needs & powerful magic
item, which is quarded by a cherub.
They must either fight it or somehow
convince it to give them the item.



SERAPH

7'14 seraphim are the most
powerful of the qreater saboath. A
seraph Appears as A Large fiery
humanoid with three sets of wings; one
set covers its face, A second set covers its
feet, and a third set springs from its
back and altows it to fly. Seraphim
rarely speak, as they spend most of
their time singing the Sonq of

Creation.

waugk semfzkim Are cwfmﬁle of
Wnlking, t[m; never let their feet
touch the ground unless they are
somehow prevented from flying.
Seraphim exist in a state of constant
peace and harmony. They only fight
in self»&(&fense, or to }:ratzct the mfetv
af their heaven. This is fartunnte, far
few creatures are able to face & seraph

Aand survive.

Hit Dice:
Initiative:
Speed:
AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Large Outsider (Lawful, Good, Saboath)
20d8+160 (250 hp)

+8 (Dex)

30 ft., fly 180 ft. (good)

38 (—1 size, +8 Dex, +12 natural, +9 saboath
scale armor +5)

+5 huge saboath longspear +34/+29/+24/+19
melee

+5 huge saboath longspear 2d6+15 plus 1d6 fire
5 ft. x 5 ft./10 ft.

Fear (DC 30), Fiery Aura, Saboath Armor and
Shields, Saboath Weapons, Song of Creation,
Spell-like Abilities,

Damage Reduction 35/+4, Spell Resistance 30,
Regeneration 18, Darkvision 60 ft., Halo, Low-
light Vision, Immunities, Resistances, Tongues
Fort +20, Ref +20, Will +20

Str 30, Dex 27, Coon 27, Int 27, Wis 27, Cha 30
Alchemy +18, Balance +10, Climb +20,
Concentration +28, Decipher Script +18,
Diplomacy +25, Escape Artist +18, Heal +18,
Innuendo +8 (+2 to intercept a message),
Intimidate +30, Intuit Direction +18, Jump +20,
Knowledge (arcana) +23, Knowledge (religion)
+23, Knowledge (the Planes) +18, Listen +28,
Perform +18 (chant), Perform (harp) +18,
Perform (trumpet) +18, Read Lips +18, Scry
+18, Search +28, Sense Motive +31, Spellcraft
+16 (+18 to decipher scrolls), Spot +30, Swim
+20, Tumble +18, Use Magic Device +14 (+20
for scrolls), Use Rope +8 (+10 to bind someone),
Wilderness Lore +8 (+10 to avoid getting lost)
Dodge, Expertise, Mobility, Power Attack,
Spring Attack, Whirlwind Attack

Any land or underground

Solitary, choir (2-7), or host (10-100)

21

No coins, double goods, standard items
Always lawful good

By character class (paladin)

S

ils, undead, unholy weapons, unholy water
and negative energy deal normal damage to
a seraph. If a seraph loses a limb or body
part, the lost portion regrows in 3d6 min-
utes. The celestial can reattach the severed

member instantly by holding it to the stump.
Saboath Subtype: All saboath have
special armor, shields, and weapons. They

have the ability to radiate an aura of fear or
a halo of light, and to speak with any crea-
ture that has a language. They are also
immune to electricity, fire, and petrification,
have Acid, Cold, and Sonic Resistance 20,
and receive a +4 racial save bonus vs. poison.
They have both Low-light Vision and 60-
foot Darkvision.




Skills: Seraphim receive a +2 synergy
bonus to Use Magic Device checks related to
scrolls, a +2 synergy bonus to Use Rope
checks to bind someone, a +2 synergy bonus

to Wilderness Lore checks to avoid getting
lost, a +2 synergy bonus to Tumble checks, a
+2 synergy bonus to Diplomacy checks and
to Innuendo checks to intercept a message, a
+2 synergy bonus to Use Magic Device
checks related to scrolls, and a +2 synergy
bonus to Spellcraft checks to decipher
scrolls. They also receive a +2 synergy bonus
to Balance and Jump checks, a +3 dodge
bonus to AC when fighting defensively or
taking full-round actions, and a +6 dodge
bonus to AC when on total defense. This is
included above.

Song of Creation (Su): When not cast-
ing spells, a seraph is constantly singing a
hymn of unearthly beauty. The effects of the
Song of Creation have a 30-foot radius, and
are considered a sonic effect. Good-aligned
creatures within this radius are healed 1d8
points of damage per round. Neutral crea-
tures are unaffected. Evil creatures suffer as
shown on the table below. Note that effects
are cumulative, so a creature that is para-
lyzed, for example, is also blinded and deaf-
ened.

SONG OF CREATION EFFECTS TABLE

HD EFFECT
12 or more

Spell Resistance (Su): To
determine if a spell or spell-like
ability works against a seraph, the
spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 30, the spell works normally, though
the target still gets a saving throw if the spell
allows such.

Spell-like Abilities: Seraphim can use
the following spells as if cast by a 20th-level
sorcerer. The DC to resist these abilities is 20
+ the spell level. Seraphim do not take XP
loss when using miracle.
1/day — gate
3/day — dictum, foresight, greater restora-

tion, holy sword, mass heal, miracle,

regenerate, shapechange, sunburst, tele-
port without error, temporal stasis, time
stop

At Will — commune, detect evil, detect poi-
son, detect undead, discern lies, find
traps, true seeing

SERAPHIM AS CHARACTERS

A seraph’s favored class is paladin. The
greatest of the seraphim, Michael, is a 20th-
level paladin.

Deafened (as per blindness/deatness) for as long as the creature is within the

radius of the song plus 1d4 rounds.

Less than 12 Blinded (as per blindness/deafness) for as long as the creature is within the
radius of the song plus 2d4 rounds

Less than 8
minutes
Less than 4

Paralyzed for as long as the creature is within the radius of the song plus 1d10

Smote (living creatures die, undead creatures are destroyed)

ADVENTURE SEEDS

& The party encounters A seraph
trapped in A maqgical prison. They
must overcome A series of traps,
puzzles, and quardians to free the
creature. Once free, it reveals that a
disquised demon prince has taken its
place in heaven. It decides not reveal
itself right away, and asks the
adventurers for their help in leading
the demon into a trap.

& While searching for a powerful
maqical item, the characters
encounter A ward they cannot ]717}1%55.
According to An Ancient prophesy,
only & seraph can bring down the
ward. The party must somehow track
down & seraph and convince it to help
them.



5 aqe drakes are & bipedal subspecies
of draqons. They are insatinbly

curious, and maKe their Lairs near Large
cities, Libraries, schools, and other centers
of learning, using their magical powers
to blend with the populace and take
advantage of these opportunities for
study. Saqe drakes fill their homes with
books, scrolls, and items of historical
significance, collecting extensive

Libraries.

Ench sage drake specializes in o
sinqle field of study; this is usually
something that canght its eve in its
youth, and to which it dedicates its life.
These fields are as widely varied as are
the drakes themselves, ranging from
obscure periods in history, to specific
nfflictktims af engim;ering, to the
changes in A Lanquage over a thousand
years. They will sometimes hold
convocations, during which all the
drakes in a wide reqion gather together
to trade knowledge and items. This Leads
to A thriving exchange of magical items
within the community of saqe drakes.

51&9& drakes have lcmg, sar}nmtine
necks and semi-prehensile tails. Their
heads are pure draqon, with fierce jaw's
and purning eves, and their hands sport
wicked claws. They are covered from
head to foot in ﬁrigktly colored iridescent
scales that form distinctive patterns
over their bodies.

ADVENTURE SEED

Ao 0nly one being knows the secret of
opening the door to the lost treasure of
the tom of ELfarred. The drake in
question must be tracked down and
identified, and then persunded to Assist
the PCs. Flmﬁng onits Wmity A 70.7;{
first step, but to qet solid answers the
characters will have to a]j[zr some
equivalent information in excfwtnqa.
Dealing with an obsessive, preoccupied
dragon should present some interesting
challenges.

Medium-size Dragon

Hit Dice: 8d12+16 (68 hp)

Initiative: +1 (Dex)

Speed: 30 ft., fly 60 ft. (average)

AC: 21 (+1 Dex, +10 natural)

Attacks: 2 claws +10/+5 melee and bite +5 melee, or quar-
terstaff +10/+5, or quarterstaff +6/+1 and +2

Damage: Claws 1d6+2 each, bite 1d8+1, quarterstaff 1d6+2

Face/Reach: S ft. x5 ft/5 ft.

Special Attacks: Spell-like Abilities

Special Qualities: Darkvision 60 ft., Low-light Vision, Immunities,
Spell-like Abilities

Saves: Fort +8, Ref +7, Will +11

Abilities: Str 15, Dex 12, Con 15, Int 20, Wis 17, Cha 15

Skills: Alchemy +12, Appraise +8, Bluff +13, Decipher

Script +10, Diplomacy +12, Disguise +2 (+4 for act-
ing in character), Gather Information +13,
Innuendo +3 (+5 to transmit a message; +5 to inter-
cept a message), Intimidate +4, Knowledge (arcana)
+13, Knowledge (any one) +16, Pick Pocket +3,
Sense Motive +13, Spellcraft +10 (+12 to decipher
scrolls), Use Magic Device +13 (+15 for scrolls)

Feats: Flyby Attack, Iron Will

Climate/Terrain: Any land

Organization: Solitary, pair, or family (1-2 and 1d4 offspring)

Challenge Rating: 6

Treasure: Double items

Alignment: Usually neutral

Advancement: 9-13 HD (Medium-size), 14-21 HD (Large), 2224
HD (Huge

=

Dragon: Dragons are immune to sleep and paralysis
; effects. Dragons have Darkvision with a range of 60 feet and
_.'-'., e Low-light Vision. Sage drakes are proficient with simple
- weapons.
Immunities: Sage drakes receive a +5 racial
bonus to saves against enchantment and illusion
spells.
Skills: Sage drakes receive a +2 synergy bonus
to Diplomacy, to Disguise checks for acting in
character, to Innuendo to transmit a message, to
Intimidate checks, and to Pick Pocket checks.
i They also receive a +2 synergy bonus to Use
Magic Device checks related to scrolls, a +2 syn-
i ergy bonus to Diplomacy checks and to
Innuendo checks to intercept a message, and a +2
synergy bonus to Spellcraft checks to decipher
scrolls. These are all included in the above stats.
Spell-like Abilities: Sage drakes can use the
following spells as if cast by a 8w-level wizard.
The DC to resist these abilities is 15 + the spell level.
1/day — analyze dweomer, lightning bolt
3/day — detect thoughts, dispel magic, locate object, magic missile
At Will — alter self; detect magic, hypnotism, identfy, light, mage

e hand, prestidigitation, read magic




Hit Dice:
Initiative:
Speed:

AC:
Attacks:
Damage:
Face/Reach:
Special Qualities:
Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:

Alignment:
Advancement:

Large Monstrous Humanoid (Aquatic)
4d8+16+3 (37 hp)

-2 (Dex)

10 ft.

12 (-1 size, —2 Dex, +5 natural)

Trident +6 melee

Trident 1d6+3

5 ft. x 10 ft./5 ft.

Darkvision 60 ft., Water Breathing

Fort +5, Ref +2, Will +5

Str 16, Dex 7, Con 18, Int 8, Wis 13, Cha 15
Craft (any 1) +6, Diplomacy +9, Innuendo +1
(+3 to intercept a message), Listen +2, Move
Silently +3, Search +1, Sense Motive +8, Spot
+2

Endurance, Toughness

Temperate or warm aquatic

Solitary, family (2-7), or caravan (4d6 families)
2

Solitary or family 50% coins; caravans double
goods

Usually lawful good

By character class (ranger)

&4

Sea gypsies speak Aquan, and some community leaders speak Common.

Monstrous Humanoid: Monstrous humanoids have Darkvision with a range of 60 feet, and
are proficient with all simple weapons and with any weapons mentioned in their entries.

Skills: Assume that sea gypsies

have access to the artisan’s tools
needed for Craft checks. They
also receive a +2 synergy
bonus to Diplomacy
checks and to Innuendo
checks to intercept a
message. This is includ-
ed above.

Water Breathing
(Ex): Sea gypsies can
breathe both water and
air.

GEA GYPSIES AS
CHARACTERS

The preferred class for
sea gypsies is the ranger,
but the leaders of commu-
nities are sometimes druids.

s en Mfsies Ate AgUALIC creAtustes
that have humanoid torsos, but

from the whist down have the body of
Aan enormous snail. The color And
pattern of their shells varies by family
and climate, and serves as a sort of
heraldry. Sea qypsies visit constal
settlements to trade with surface-
dwelling races. They offer produce,
simple craftworks, and occasionally
salVage items from sunken vessels.

Sea qupsies prefer to avoid minor
foes by withdrawing into their shells.
When faced by more substantial
opponents, sen 717}151'35 try to fmn
defensive circles. They are aware that
they are comparatively clumsy, and
are extremely cavtions when in
unexplored Areas. Many undersed species
can swim, which allows them to attack.
sen gypsies from above.

Sea qypsies get their name from
their migratory wanderings, following
seasonal shifts in currents and fish
stocks. Sea qupsies sometimes form Large
temporary communities, called
CATAVANS, to travel tf»rmgf» a(tkngerous
ATeAs. Some few communities of sea
qypsies have settled to o maricultural
life, either raising herds of fish much as
humans do cattle, or tending fields of
clams, oysters, mussels, or abalone.

ADVENTURE SEED

o A nation’s king dies without
children, prompting his sister’s
danghter to sail from a distant port to
claim her inheritance. / pretender to
the throne arranges for the princess’
ship to be scuttled, and makes A deal
with & neighboring monarch to provide
an Army with which he can seize the
throne. Some nobles resist the usu rper,
but need a rallying point for their
cause. Can the plaver characters
convince the sea qypsies to recover the
skull of the dead princess from benenth
the waves, so that she can be

resurrected?



7o All friends who speak. the #igh
Trmjmz:

Know LAAE this place is haven to
qood tree-folk no more. In the Year of
fﬂllinj Stars, A 7rmt /lﬂﬁuﬁ af
Seeqkin came to this sanctuary.
Mﬂn7 7’ our gaw{ Ones /‘ell, n turn
Firthing new forms of these curseq Kin.
The rest, whe I lead] to safety, heaq
north to the Oakhaven where we will
rejoin our Goofly brothers and sisters,
never to turn Aqgiin towATqs this
place, }lijﬁtm{ and lost. Enter not this
place.

— Elven inscriftian I?efare the
Beech Szzmctunn?, A
ruined wood elf haven

nown As servitors to
(K%Mffwmaus druid covens and
as & plague to the deep wood elves,
animate seedKin plants thrive
wherever wildlife and sunlight are in
abundance. Few civilized folk know
of them, as an infestation of these
creatures has never struck. o major
city or port. The rare Assassin o quild
thief may have used solitary seedkin
creepers As tools far contract killing;,
but even they do not comprehend the
real danger of the seedkin pollinating

farm.

The two main Varieties of seedkin
Are creepers And spawners, with A
third type — stavers — being a
rarity. Both creepers and spawner
sprout from seeds that attach
themselves to animals and
humanoids, and then burst from the
outer skin of infected hosts. A typical
victim does not realize he has been
afflicted until he develops boils and
pustules about his body after two to
four days. The nascent seedkin roots
phinlessly bore into nutrient-rich
bloodstreams. Unseen, the seedkin feeds
of the host's Lifeblood until ready to
break from its pustule casing. From b
to 17 seedkin nest in any one host. Once
one begins to burst the rest follow.

-e"’p_-;

Tiny Plant
Hit Dice: 1d8 (4 hp)
Initiative: +4 (Dex)
Speed: 20 ft.
AC: 16 (+2 size, +4 Dex)
Attacks: 3 briar tendrils +6 melee, and bite —2 melee
Damage: Briar tendrils 1d3+1 each, bite 1
Face/Reach: 2 1/2 ft. x 2 1/2 £t./0 ft. (5 ft. reach with tendrils)
Special Attacks: Constrict, Improved Grab

Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Immunities, Low-light Vision, Vulnerability to
Darkness

Fort +2, Ref +4, Will +2

Str 12, Dex 19, Con 10, Int 5, Wis 14, Cha 3
Climb +3, Jump +3, Spot +4

Weapon Finesse (briar tendrils)

Forest

Solitary, sprouting (1 spawner plus 1d10+5
creepers), or harvest (20—100 creepers plus 5-25
spawners plus 1 slaver)

Challenge Rating: 1/2

Treasure: None
Alignment: Always neutral
Advancement: 2-3 HD (Tiny)

o

CREEPER _

Constrict (Ex): A seedkin creeper
crushes its opponent, dealing 1d3+1 blud-
geoning damage, after making a successful
grapple check. It also deals Constriction
damage in addition to damage dealt by its
briar tendrils when it uses its Improved
Grab ability.

Feats: Scedin creepers receive
Weapon Finesse (briar tendrils) free as a
racial bonus.

Improved Grab (Ex): If a seedkin
creeper hits an opponent of Medium size
or smaller with its briar tendril attack, it
deals normal damage and either attempts
to start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against

other opponents. A successful hold deals
Constrict damage. If the creature does not
Constrict, each successful grapple check it

makes during successive rounds automati-
cally deals briar tendril damage.
Otherwise, it deals Constrict damage as
well.

Plant: Plants are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
mind-influencing effects. Plants have
Low-light Vision unless otherwise noted.

Skills: Seedkin creepers receive a +2
racial bonus to Climb, Jump, and Spot
checks. This is included in the above stats.

Vulnerability to Darkness (Su):
Mystically bound to the life-giving sun, seed-
kin wilt in the absence of minimal light. Each
round in complete darkness, such as is found
underground or is created by the darkness
spell, a seedkin creeper must succeed a
Fortitude save (DC 18) or lose 1d4 hit points.
Any seedkin reduced to 0 hit points is ren-
dered lifeless, becoming a dried husk. A seed-
kin exposed to normal darkness, as is found
on a moonless night or in a dark room, seeks
aplace to rest in a dormant, hibernating state.
Any source of light will awake it from slumber.




Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Tiny Plant

2d8 (9 hp)

+8 (+4 Dex, +4 natural)

30 ft.

20 (+2 size, +4 Dex, +4 natural)

3 briar tendrils +7 melee, and bite +2 melee
Briar tendrils 1d4+1 each, bite 1d2

2 1/2 ft. x 2 1/2 £t./0 ft. (5 ft. reach with tendrils)
Improved Grab, Release Seed Pod
Immunities, Low-light Vision, Vulnerability to
Darkness

Fort +3, Ref +4, Will +2

Str 12, Dex 19, Con 10, Int 5, Wis 14, Cha 3
Climb +3, Jump +5, Spot +6

Multiattack, Weapon Finesse (briar tendrils)
Forest

Solitary, sprouting (1 spawner plus 1d10+5
creepers), or harvest (20—100 creepers plus 5-25
spawners plus 1 slaver)

1/2

None

Always neutral

3-5 HD (Tiny)

To the unsuspecting host, the
]7irti»in5 is horrific. Tiny spider-like
plants, initially an nch in [wigkt,
burst out of the pustules, spraying pus
and blood in their wake. Most of these
young seedkin are of the creeper
VAriety, but at least one emerqes As &
spawner. Once ex’fasza( to any ligi»t,
these young seedkin mature within

minutes.

If unchecked and organized by a
wild staver, the seedkin may grow into
a Loosely orqanized infestation of over
& hundred plants, known to the druids
As A harvest.

CREEPER _

7“fw central body of the creeper is
woven from a tiq[»t knit of roots
and strong brambles. Dead leaves often
cloak. the wpright portion of the
creeper body. Three thorny briar
tendrils, each several feet Long, sprout
from the central body in a triangular
array that resembles that of a tripod
insect. The creeper, when moving,
hoists its central body up by its
tendrils. When feeding, a wickeq
blossom of sharp cutting teeth
flourishes from the center of the body

MASS.

The creeper Variation of seedKin
survives by whipping or choking its
food and then slowly devouring it. As
such, its tendrils are tensile and

Strang.

ADVENTURE SEED

oA rival pays to have the PCs aﬁ‘aa{
in nasty fashion. Contracted assassins,
over the course of several days, scope out
the PCs’ livinq quarters and Flunt
creepers under their beds. The creatures
remain dormant until the PCs enter At
niq[tt 1’71/ cangle or lnmrligftt‘ Asthe
characters prepare to bed down, the
creepers strike, choking their
unsuspecting victims from behind or as



they tay in their beds. Denling with the
seediin and then hunting down the would-
be assassins proves an unexpected night’s
work..

SPAWNER_
7"1\2 spawner Version af seedkin can be
di

stinquished by the sac-like seed pods
qrowing on its body mass. Once the spawner
qrabs a victim, it tries to bore under
clothing and then release its seeds. The seeds
burst forth in a cloud of tiny fﬂmrs, much
like dandelion filaments, that hover in
the air until coming into contact with a
creature. Anyone within the general area
of the seedling burst may become infected.
Once the seeds Are released, spawners require

several days to grow a new seed pod Array.

ADVENTURE SEED

& A steady migration of deep wood elves
phss through town on their way to an
adjoining forest. When the townsfolk. ask
them whiy so many elves are leaving their
Ancestral homes, translators far the elves tell
of A grent doom uinleashed by evil druids of
the Dark Wood god. Many of their number
have been Lost to a great birthing of seedkin.
Elven PCs may have relatives or loved ones
counted among the Lost. A trek to the infested
Elfhome may reveal some Answers, put A
reckless party may find themselves

outmatched by a full harvest of seedfin.

SLAVER

“Woodmother, birth fﬂrt/» your wWrAth ang
anger;

Woodmother, with root Ang heart we
Peseech yors;

Woodmother, we who Are true to your
cnllinj;

Woogmother, bless us with the weapon of
thy vengeance;

7o choke their breath, to /iﬂraz their skin,
to take their wills.”

— From the Bringing Forth the

Seedkin rite, known only to the wicked

drvids of the deep forests

=y
SPAWNER

Seedkin
receive Multiattack and Weapon

Feats: spawners
Finesse (briar tendrils) free as racial
bonuses.

Improved Grab (Ex): If a seedkin
spawner hits an opponent of Medium size
or smaller with its briar tendril attack, it
deals normal damage and either attempts
to start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does
not deal any additional damage. Each suc-
cessful grapple check it makes during suc-
cessive rounds automatically deals briar
tendril damage, and allows it to use its
Release Seed Pod ability.

Plant: Plants are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
mind-influencing effects. Plants have
Low-light Vision unless otherwise noted.

Release Seed Pod (Ex): After mak-
ing a successful grapple, the spawner takes
its next full action to release its array of
seed pods on its unfortunate victim. The
target, and anyone within 5 feet of the tar-
get, must make a Fort save (DC 18) or
become infected with 1d10+5 seeds. The
nascent seedkin grow undetected on the
body for 1d4 days until the day before
they hatch. The day before, a number of
pustules and boils form on the victim’s
body. Once ready to sprout, the seedkin
burst from the pus-filled boils, causing
1d2 points of damage per seedling.
Remove disease, or more powerful plant-
affecting magics, destroy the seedlings
before sprouting.

Skills: Seedkin spawners receive a +4
racial bonus to Climb, Jump, and Spot
checks. This is included in the above stats.

Vulnerability to Darkness (Su):
Mystically bound to the life-giving sun,
seedkin spawners wilt in the absence of
minimal light. Each round in complete
darkness, such as is found underground or
is created by the darkness spell, a seedkin

spawner must succeed a Fortitude save
(DC 18) or lose 1d4 hit points. Any seed-
kin reduced to 0 hit points is rendered life-

less, becoming a dried husk. A seedkin
exposed to normal darkness, as is found
on a moonless night or in a dark room,
seeks a place to rest in a dormant, hiber-
nating state. Any source of light will
awake it from slumber.

SLAVER

Bind Seedkin (Ex): All seedkin with-
in a mile radius must obey the telepathic
call and mental commands of a slaver
host.

Control Host (Ex): Once a seedkin
slaver grapples an opponent, it can, as its
next full attack action, bore its tendrils
into its victim to begin the control process.
The victim takes 1 point of damage and
must immediately make a Fortitude save
(DC 15) to avoid an additional 1d4 points
of damage from shock. The following
round, the slaver injects its sap into the
victim’s blood — the victim now makes
Will saves at a —3 circumstance penalty.
Finally, the slaver enters a contest of wills
to render the subject docile and receptive
to slaver commands. The victim must
make a Will save (DC 17) each round the
slaver remains attached or become
enslaved to the seedkin. Once enslaved,
the victim cannot resist commands, as per
a permanent, touch-administered sugges-
tion spell cast as a biu-level sorcerer.
Remove disease, or more powerful plant-
affecting magics, destroy the slaver.
Seedkin
Multiattack and Weapon Finesse (briar
tendrils) free as racial bonuses.

Improved Grab (Ex): If a seedkin
slaver hits an opponent of Medium size or

Feats: slavers receive

smaller with its briar tendril attack, it
deals normal damage and either attempts
to start a grapple as a free action without
provoking an attack of opportunity, or it
pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does
not deal any additional damage. Each suc-
cessful grapple check it makes during suc-
cessive rounds automatically deals briar
tendril damage and allows it to use its
Control Host ability.




Tiny Plant
Hit Dice: 3d8 (13 hp)
Initiative: +8 (Dex, +4 natural)
Speed: 30 ft.
AC: 20 (+2 size, +4 Dex, +4 natural)
Attacks: 3 briar tendrils +8 melee, and bite +3 melee
Damage: Briar tendrils 1d4+1 each, bite 1d2
Face/Reach: 2 1/2 ft. x 2 1/2 /0 ft. (5 ft. reach with tendrils)
Special Attacks: Control Host, Improved Grab
Special Qualities: Bind Seedkin, Immunities, Low-light Vision,
Telepathy, Vulnerability to Darkness
Saves: Fort +3, Ref +5, Will +3
Abilities: Str 12, Dex 19, Con 10, Int 10, Wis 14, Cha 15
Skills: Climb +7, Jump +7, Sense Motive +8, Spot +8
Feats: Multiattack, Weapon Finesse (briar tendrils)
Climate/Terrain: Forest or urban land
Organization: Solitary or harvest (20-100 creepers plus 525

spawners plus 1 slaver)

Challenge Rating: 1
Treasure: None
Alignment:
Advancement:

Always neutral evil
4-6 HD (Tiny)

AP

Plant: Plants are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
mind-influencing effects. Plants have
Low-light Vision unless otherwise noted.

Skills: Seedkin slavers receive a +6
racial bonus to Climb, Jump, Sense
Motive, and Spot checks. This is included
in the above stats.

Telepathy (Ex): A seedkin slaver can
communicate telepathically with any
creature within a one-mile radius that has
an Intelligence score of at least 1. The
creature can respond if it wishes — no
common language is needed.

Vulnerability to Darkness (Su):
Mystically bound to the life-giving sun,
seedkin slavers wilt in the absence of min-
imal light. Each round in complete dark-
ness, such as is found underground or is
created by the darkness spell, a seedkin
slaver must succeed a Fortitude save (DC
18) or lose 1d4 hit points. Any seedkin
reduced to 0 hit points is rendered lifeless,
becoming a dried husk. A seedkin exposed
to normal darkness, as is found on a

moonless night or in a dark room, secks a
place to rest in a dormant, hibernating
state. Any source of light will awake it
from slumber.

NEW POTION.
BALM OF SEEDKIN CONTROL

This potion allows the user to give
commands to a seedkin slaver’s enslaved
victim. The user applies the balm to her
bare hands. While within touch contact of
a slaver host (a melee touch attack may be
needed), the user may impart mental com-
mands that are passed on to the victim.
This potion is good for one use only.

Caster Level: 5th; Prerequisites: Brew
Potion, control plants; Market Price: 750

gp

5 Lavers are a Variety of seedKin
created 1717 mortal hands using the

darkest of woodland rites. #ighly sought
by black-herted court manipulators,
these specimens, once grown, Attach
themselves to a targeted victim 1717 fwring
its fine tendrils into his Veins and arteries,
and oozing A clear sap into the
unfartunnta's bloodstream. The sap,
produced within the central bramble
cluster, heightens the victim's proclivity
to Any sugqestion given by the seedkin.

The seedkin slaver first implants
sugqestions making the host unable to
reveal its enslaved condition or the
presence af the slaver. A mortal controller,
using appropriate druid maqics, may also
implant sugqestions the slaver will
Mce;;t.

unlike the creeper or spawner
ViArieties of seedkin, slavers exhibit an
erratic intelligence and will reminiscent
of woodland demons. If unfettered 17!7 druid
MAGIC 0T CommAnds, A sLaver retreats to
the deep woods to find and organize other
seedkin under its thrall.

ADVENTURE SEED

& Rangers come to the city with
desperate news: & plague of stranqge plant
creatures infests the Local forest. For
hundreds of acres, sections of the wood teem
with seedkin. The town council shuts the
gates and announces that none are
allowed within the Higfttaa( woods. The
council then turns to the PCs far Ax:l};,
asking them to investigate the wood and
weigh the danger to the community.
Travelling to the cursed wood, the PCs
encounter masses of seedKin creepers And
spawners. The sheer size of the infecteq
ATen suqqests to the PCs that the town
may be next. After [wnring their re;:art,
the town mayor decides they must defend
themselves by Launching a full-scale
assault on the woods. Will the characters
discover in time that the town's mayor is
being manipulnted by a staver, and
coordinates the seedkin's infestation from
the inside?



5 entinels Are minor servitors fram

the Lawful realms. They serve as
front-line troops aqainst the forces of
chaos, or as quardians of important sites
or items. They are often invoked by
maqes and priests who want totally
incorruptible and faithful quardians.

Sentinels are guite amenable to
such quard duty. Once they have
accepted a quardianship, they will only
relinguish it through death or dismissal
by the person who assigned the task.
Time means nothing to them, and they
will continue to quard their charges for
eons, growing neither tired nor fmngﬂy
nor thirsty. Not given much to
inspiration or improvisation, sentinels
are very rigid when it comes to
interpreting their tasks. They follow the
letter of their guardianship rigidly,
with no attempt at interpretation. If
the instructions are Loosely worded,
however, tfwy tend to use their own
discretion to fill in the blanks. Anyone
trying to trick a sentinel into
abandoning its charge had better be o
very qood Liar, or face the consequences.

Sentinels Appenr As ngz, sexless,
hairless humanoids, with the heads of
VATious Animals. T[m; Are A um'fvm
pale blue, glow softly, and wear no
clatfw'ng, nltfwugk t[m; ench cATTY A
crystal shield and a Large Longsword of
7101471’%9 silver.

ADVENTURE SEED

R A item sacred to the chastic god of
destruction is being moved between
temples. To ensure that no underlings
get any bright ideas about rapid temple
}:rvmatim, the [w’qk }m’ests have
summoned an escort of sentinels tosee
the item safely to its destination. Of
course, the Lawful temples would Like
nothing better than to break the power
of the god of destruction by stealing the
item, And they could use A disavownble
party of specialists to do the dirty work.

SENTINEL

Hit Dice:

Large Outsider (Lawful)
4d8+12 (30 hp)

Initiative: +0

Speed: 20 ft.

AC: 19 (1 size, +8 natural, +2 large steel shield)
Attacks: Large longsword +9 melee

Damage: Large longsword 1d10+5 plus 2d6 lawful
Face/Reach: 5 ft. x5 ft./10 ft.

Special Attacks: Lawful Sword

Special Qualities:

Damage Reduction 10/+3, Darkvision 60 ft.,

Immunities, Regeneration 3, Spell Resistance 25
Saves: Fort +7, Ref +4, Will +4

Abilities:

Str 20, Dex 11, Con 17, Int 10, Wis 10, Cha 10

Skills: Diplomacy +2, Innuendo +0 (+2 to intercept a
message), Intimidate +6, Listen +7, Search +6,
Sense Motive +6, Spot +7

Feats: Power Attack, Weapon Focus (large longsword)
Climate/Terrain: Any land

Organization: Solitary, pair, or cadre (3—12)

Challenge Rating: 5

Treasure: None

Alignment: Always lawful neutral

Advancement:

Damage Reduction
(Su): A
ignores 10 hit points .
from most weapons A
and natural attacks. A
+3 weapon or better
negates the ability.

sentinel .

Immunities
(Ex): Sentinels are
immune to cold,
electricity, fire, and
sonic attacks.

Lawful
Sword (Su): The
swords of the sen-
tinels are part of
their very beings,
and are therefore
weapons  infused
with Law. As such, they )
inflict +2d6 points of lawful L™
damage against foes of chaotic
alignment.

Outsider: Outsiders have Darkvision with
a range of 60 feet. Sentinels are proficient with
all simple weapons, martial weapons, and those
mentioned in their entry. A slain outsider can-

not be raised or resurrected, although a wish or

miracle spell can restore it to life.
Regeneration (Ex): Damage dealt to a

sentinel js+reated as subdual damage, and the

5-6 (Large), 7-12 HD (Huge)

o

creature automatically cures
itself of 3 points of subdual
damage per round. It can regrow
or reattach severed body parts in
2d10 rounds. Acid and chaotic attacks
deal damage to the creature normally,
as do attacks that don’t deal hit
point damage. Attacks that can
cause instant death only threaten
the creature with death if it is
delivered by weapons that deal it
normal damage.
Regeneration does not
restore hit points lost
from starvation, thirst, or

suffocation.

Skills:  Sentinels
take a —2 armor check
penalty due to their

shields. They also receive a +2 syn-

ergy bonus to Diplomacy checks
and to Innuendo checks to intercept a
message. This is included above.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against a sentinel,
the spellcaster makes a level check (1d20 + cast-
er level). If the result equals or exceeds 25, the
spell works normally, though the creature still
gets a saving throw if the spell allows such.

AT




SIDHE

PHOUKA

Medium-size Fey (Sidhe)

+6 (+2 Dex, +4 Improved Initiative)

Bite +7 melee, and 2 claws +2 melee

Hit Dice: 8d6+40 (68 hp)

Initiative:

Speed: 40 ft.

AC: 14 (+2 Dex, +2 natural)
Attacks:

Damage: Bite 1d6+3, claws 1d4+1 each
Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Glamour (see text)

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Damage Reduction 15/+3 or cold iron, Low-
light Vision, Sidhe Health, Spell Resistance 18
Fort +9, Ref +8, Will +4

Str 17, Dex 14, Con 20, Int 12, Wis 7, Cha 13
Appraise +4, Balance +3, Bluff +3, Climb +5,
Disguise +4, Escape Artist +3, Hide +7,
Intimidate +6, Jump +7, Listen +5, Move
Silently +7, Pick Pocket +6, Search +5, Spot +3,
Swim +5, Tumble +4

Alertness, Great Fortitude, Improved Initiative
Any land or underground

Solitary or band (2-5)

8

10% coins, double items, double goods

Usually chaotic evil

9-12 HD (Medium-size), 13—16 HD (Large); or
by character class (rogue)

AP

SIDHE QUALITES

All sidhe, unless otherwise noted, have the
following special qualities:

Fey: As fey, sidhe have Low-light Vision,
and are proficient with all simple weapons and
those mentioned in their entries.

Languages: Sidhe can speak Sylvan,
Elven, Gnome, Halfling, and Common.

Sidhe Health (Ex): Sidhe suffer a —2
racial penalty to Fortitude saving throws against
poisons or diseases of non-fey origin. They gain
a *+4 racial bonus to Fortitude saving throws
against poisons or diseases of fey origin.

Spell Resistance (Su): To determine if a
spell or spell-like ability works against a sidhe
creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 10 plus its Hit Dice, the spell works nor-
mally, though the creature still gets a saving

throw if the spell allows such.
Damage Reduction (Su): Sidhe ignore
damage from most weapons and natural

attacks; the wounds heal immediately. Damage
dealt by an attack is reduced by the amount
indicated on the table below, but a cold iron
weapon or a weapon with the indicated
enhancement bonus or better deals full dam-
age.

A cold iron weapon is one that is beaten
into shape without the benefit of a heated forge.
Such weapons cost twice as much as normal
steel weapons due to the extra work involved,
but suffer a —1 attack penalty due to inferior
material.

Hit DicE DAMAGE REDUCTION
<3 5/+1 or cold iron

4-6 10/+2 or cold iron
7-9 15/+3 or cold iron
10-12 20/+3 or cold iron
13-15 25/+4 or cold iron
16+ 30/+5 or cold iron

Glamour (Sp): All sidhe have mysterious
powers, collectively known as Glamour.

7‘%4 sidhe (SHEE or SITH) are a
¢

reatures native to an alternate
world. In ancient times, the sidhe
developed the ﬂ]?iliﬂ/ to breach the
planar boundnries that separate the
infinite Lavers of the universe. Over the
eons, the sidhe have explored so many
different worlds that they no longer
remember where they originally came

fram.

Though the sidhe may
superficially resemble Aumanoids, they
wre alien in both biology and thought
processes. Sidhe do not Age, And AlWAYs
Appenr to be in excellent health, yet are
remarkably vulnerable to poisons,
diseases, and most especinlly, weapons
[ashioned from cold-forged iron.
Similarly, the sidhe social code is so
complex and conflicting that it makes
their behavior appear random to Anvone
but ansther fey.

The sidhe are reclusive creatures,
And AvVoid contact with most mortal
races. Unfortunately, the sidhe have a
bad habit of creating permanent planar
gates. Tl hese qites Alwavs Appear As some
sort of natural phenomena such as &
cAVe entrance, & mushroom circle, or
even A simple pool af water. Those
passing through the gate invVAriAbly
find themselves in one of the many
sidhe-dominated worlds.

The sidhe control hundreds of
alternate planes, A small List of which
includes the Lands of Avalon (At-vah-
Lohn), Emania (eh-MAHN-ee-ah),
Falins (FA#-lee-ahs), Findins (FIHN-
dee-ahs), Gorins (GO#H-ree-ns), #i
Breasil (HEYE bree-3A4L), Murias
(MOO-1ee-hs), And the emerald fields of
Tir Na Nog (TEER NAH NOHG). These
Lands all have different physical Laws,
And Are one reason travelers to the
“faerie world” often report such.
drastically different experiences.

Encounters with the sidhe can
range from the beneficial to the deadly,
but reqardless of qood or evil intentions,



the sidhe always Look. upon the mortal
TACES AS mere ;:lmytfu’ngs rather than as
equals.

PHOUKA

phowka are o dangerous sidhe

race with a fmclfwmt for
shapeshifting, robbery, and violence. In
its natural form, A }:Iwukn 1s A& hairless
qray humanoid with large black. eyes,
vestigial ears, and a small, toothless
mouth. Phouka rmely take their
natural farm, }Jmfern'ng instead to
appenr in the shae of some harmless
animal such as a rabbit, squirrel, or
cow.

A ;;Mukn uses its Animal farm to
Lull its victims into cam;almna;,
allowing it to qet close emmg[» to rop
them blind. Most phouka simply explode
into A flurrtj of violence, lovting the
corpses After AL its victims have been
slain. Others opt for & more subtle
approach, attempting to pick their
victims’ pockets, fleeing if caught, and
only fighting if cornered. In either case,
phouka are formidable opponents,
usually assuming the form ofa bear,
wolf, or other predatory animal, and
using its powers af glamour to fullest
AQVAntAge.

Despite being evil, phouka have
quite a sense of humor, and take great
delight in fleeing from weaker
opponents, Luring their pursuers through
A variety of dangerous terrins before
finalty turning on them.

ADVENTURE SEED

A While trm/eling tﬁrmgf» A furest,
the party comes upon the incongruous
sight of A deer fending off the attacks of
an entire pack of wolves. If the party
does not interfere, the deer wins, though
it is injured in the process. The deer is &
phovwka, and it does everything it can to
elicit sympathy and healing from the
pArty, even following them from a
distance and calling up the most

Glamour takes the form of either
spell-like abilities or psionic powers
(depending on the creature). A sidhe
uses Glamour at will, as if a 20th-level

sorcerer. Glamour provides a sidhe with
the following abilities:

* At least one transmutation spell or psy-
choportive power that allows planar
travel. Sidhe can only travel to alter-
nate Material Planes, or to connecting
planes such as the Ethereal Plane or
Shadow Plane.

¢ At least one illusion spell or psychokinetic
power.

¢ At least one enchantment spell or telepath-
ic power.

Certain sidhe will have additional pow-
ers or spells beyond those described above.

PHOUKA

Phouka can speak Sylvan, Elven, Gnome,
Halfling, and Common.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Glamour (Sp): Phouka can use the fol-
lowing psionic powers as if manifested by a
20th-level psion.

At Will — bite of the tiger, claws of the beast,
demoralize, ethereal jaunt, mvisibility (self
only), polymorph self
If your campaign does not use psionics,

phouka should use the following spells as if cast

by a 20th-level sorcerer. The DC to resist these
abilities is 11 + the spell level.

At Will — shocking grasp, emotion (despair),
cthereal jaunt, mvisibility, polymorph self
Sidhe Subtype: Sidhe receive Sidhe

Health that gives them a —2 racial penalty to

Fortitude saving throws against poisons or dis-

eases of non-fey origin, and a +4 racial bonus to

Fortitude saving throws against poisons or dis-

eases of fey origin. They also receive Spell

Resistance, Damage Reduction, and Glamour

as indicated in the Special Qualities stat line.

PHOUKA AS CHARACTERS

Though phouka usually advance by Hit
Dice, they have the ability to gain class levels. A
phouka’s preferred character class is rogue.



DAOINE-SIDHE

Medium-size Fey (Sidhe)

Hit Dice: 2d6-2 (5 hp)

Initiative: +3 (Dex)

Speed: 30 ft.

AC: 15 (+3 Dex, +2 leather armor)

Attacks: Rapier +0 melee, or longbow +5 ranged

Damage: Rapier 1d6-1, longbow 1d8-1

Face/Reach: 5 ft.x 5 ft./5 fi.

Special Attacks: Glamour (see text)

Special Qualities: Damage Reduction 5/+1 or cold iron, Low-light
Vision, Sidhe Health, Spell Resistance 12

Saves: Fort —1, Ref +6, Will +4

Abilities: Str 9, Dex 16, Con 8, Int 14, Wis 12, Cha 16

Skills: Animal Empathy +4, Bluff +7, Concentration
+0, Diplomacy +6, Handle Animal +4, Hide +7,
Innuendo +4, Knowledge (arcana) +3,
Knowledge (nature) +4, Listen +4, Move
Silently +5, Perform (ballad) +7, Perform
(dance) +7, Perform (harp) +7, Perform (story-
telling) +7, Ride +4, Search +4, Sense Motive
+4, Spellcraft +4, Spot +4, Wilderness Lore +4

Feats: Alertness, Tracking, Weapon Focus (longbow)

Climate/Terrain: Temperate forest and hills

Organization: Troop (4-24)

Challenge Rating: 2

Treasure: 50% coins, double goods, standard items

Alignment: Usually chaotic neutral

Advancement: By character class (ranger)

A
Resistance, Damage Reduction, and Glamour
DAO]NE‘SIDHE as indicated in the Special Qualities stat line.

Daoine-sidhe can speak Sylvan, Elven,
Gnome, Halfling, and Common.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Glamour (Sp): Daoine-sidhe can use the
following spells as if cast by a 20th-level sorcer-
er. The DC to resist these abilities is 13 + the
spell level.

At Will — charm person, faerie fire, invisi-
bility, plane shift (alternate Material Planes
only), and sleep

Sidhe Subtype: Sidhe receive Sidhe
Health that gives them a —2 racial penalty to
Fortitude saving throws against poisons or dis-

eases of non-fey origin, and a +4 racial bonus to
Fortitude saving throws against poisons or dis-
eases of fey origin. They also receive Spell

Skills: The jingling trinkets daoine-sidhe
wear cause them to suffer a —2 circumstance
penalty to Move Silently checks. This is includ-
ed above.

DAOINE-SIDHE AS CHARACTERS

A daoine-sidhe’s preferred class is ranger.
Daoine-sidhe rangers often fight with dual
rapiers.

BEAN-INIGHE

Bean-nighe can speak Sylvan, Elf, Gnome,
Halfling, and Common.

pAthetic noises it can muster. Unless the
adventurers chase it away, it follows
them around until the next time they
make camp, At which time it steals
their valunbles and attempts to escape.

DAOINE-SIDHE

Davine-sidhe (THEE-nah
7-“;4{;'515), Aalso kKnown s “traa;;ing
feries,” are & socinble race of sidhe
devoted to hunting and merrymaking.
Davine-sidhe resemble elves, standing
Abous tfﬁ/z feet n fuaig[xt, with }Jaintea(
ears and pale skin, hair, and eves. They
wear the finely made clothing of the
upper classes in ]m'gf»t shades af green,
yellow, red, and blue. Davine-sighe like
to decorate their clothing with betts,
feathers, qold coins, and other trinkets.

¥ disturbed while hunting, dnoine-
sidhe react angrily, even violently, but
nfter A hunt tfuiij relax, and 1f
Approached during one of their
leqendary parties they can be quite
[riendly toward adventurers. Davine-
sidhe parties are grand Affairs involving
singing, a{ﬂmcinq, p(n'nking, And Tmeml
reVelrt;. wav Are fmc( af cam;;etitims,
and will happily wager on contests of
archery, swordplay, song, dance, poetry,
and just about any other skilled
activity. However, they do not play
qames of chance, and an offer to play
cards, dice, or Any similar game offends a
davine-sidhe Almost As much as
interfering with a hunt.

Davine-sidhe never initinte
combat unless they have an AdyAntage.
They prefer to attack while mounted,
from concealment, or while invisible.
Davine-sidhe organize themselves into
eqalitarian hunting bands known as
troops. Members of & troop Are bovnd to
each other by friendship rather than
blood.

ADVENTURE SEED

o The party blunders across daoine-
sidhe post-hunting revelry. The faeries



are all sitting around A roaring
campfire, qetting druomk and singing
songs. The Adventurers will be asked to
participate in A marathon dance
session. If the party survives the
exhausting event, they may qet a
minor magical item for their trovples.

BEAN-NIGHE

Iso known as & “washer woman”,
f%ﬁw fwm-nighe (BEN. ~m—7¢h)
Appears to be & beautiful Young woman
with lmg hair, ;mla skin, and sunken
eves. A’}rmwnig[w aften Attaches
lwrself toa fwmil17 or even An entire
village, covertly providing them with
mAqical aid in times of trovble.

When one af her “fet” mortals dies,
abean-nighe is stricken with. grief and
Attempts to steal the person’s funeral
shroud or some other grave item, both As
& memento of the person, And As A
reminder of the fleeting nature of
mortality. Once she has the item, the
bean-nighe attempts to wash the opject
clean in the waters af A 1iver, stream,
}wm{, or lake. The item is never clean
emmgft to remove any aﬁﬁma{ing stains
or smells to the fey’s satisfaction, and
she will repeat the clmm'ng m'gﬁt tkftzr
m}][»t until the a}ject finnlly falls
apart from the abuse.

ADVENTURE SEED

A Those who come upon A bean-nighe
in the performance of her nightly duties
are sometimes attacked, but oftentimes
the creature will use her magic to
compel prssershy to assist her with her
whshing. If her helpers do a competent
J0b of cleaning the items, the bean-
nighe will allow them to leave
unmolested, And may even provide them
with magical mid. Those whe do not do o
thorough jaﬁ of cleaning usually end up
At the bottom of & river with two Proken
Arms.

Medium-size Fey (Sidhe)

Hit Dice: 6d6 (21 hp)

Initiative: +3 (Dex)

Speed: 30 ft., run 150 ft.

AC: 13 (Dex)

Attacks: Slam +5 melee

Damage: Slam 1d3+3

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Glamour (see text), Pitiful Wail

Special Qualities:

Damage Reduction 15/+3 or cold iron, Low-
light Vision, Sidhe Health, Spell Resistance 16

Saves: Fort +4, Ref +8, Will +4

Abilities: Str 14, Dex 17, Con 10, Int 15, Wis 9, Cha 18

Skills: Diplomacy +6, Hide +6, Innuendo —1 (+1 to
intercept a message), Intimidate +9, Knowledge
(history) +11, Listen +6, Move Silently +8, Read
Lips +6, Search +9, Sense Motive +6, Spot +6,
Swim +7

Feats: Alertness, Great Fortitude, Run, Track

Climate/Terrain: Temperate land, underground, or aquatic

Organization: Solitary

Challenge Rating: 6

Treasure: No coins, double goods, double items

Alignment: Usually neutral evil

Advancement: 7—-12 HD (Medium-size); or by character class

(sorcerer)

=

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Glamour (Sp): A bean-nighe can use the
following spells as if cast by a 20th-level sorcer-
er. The DC to resist these abilities is 14 + the
spell level.

At Will — commune with nature, dream, ethe-
realness, invisibility, lesser geas, move
carth, water breathing
Pitiful Wail (Su): Any creature within 30

feet of a bean-nighe who hears her sobbing

must make a Will save DC 18 or be stricken
with emotion (despair) for as long as she contin-

ues crying; affected characters suffer a —2

morale penalty to saving throws, attack rolls,

ability checks, skill checks, and weapon damage
rolls. Wailing is a move-equivalent action,
rather than the standard action usually

required to maintain concentration upon the

spell. This is a sonic, mind-affecting ability.
Sidhe Subtype: Sidhe receive Sidhe

Health that gives them a —2 racial penalty to

Fortitude saving throws against poisons or dis-
eases of non-fey origin, and a +4 racial bonus to
Fortitude saving throws against poisons or dis-
cases of fey origin. They also receive Spell
Resistance, Damage Reduction, and Glamour
as indicated in the Special Qualities stat line.

Skills: Bean-nighe receive a +2 synergy
bonus to Diplomacy checks and to Innuendo
checks to intercept a message. This is included
above.

BEAN-NIGHE AS CHARACTERS

Though bean-nighe usually advance by
Hit Dice, they have the ability to gain class lev-
els. A bean-nighe’s preferred character class is
SOrcerer.




SINGER _

Large Plant

5 ft. x 5 ft./10 ft. (15 ft. tongue reach)

Hit Dice: 4d8+12 (30 hp)
Initiative: +0

Speed: 0 ft. (immobile)

AC: 15 (1 size, +6 natural)
Attacks: Hammer slam +7 melee
Damage: Hammer slam 1d8+7
Face/Reach:

Special Attacks: Destructive Sonics

Special Qualities:

Blindsight 60 ft., Detect Thoughts, Immunities,
Silence

Saves: Fort +7, Ref +1, Will +2

Abilities: Str 20, Dex 10, Con 16, Int —, Wis 13, Cha 9
Climate/Terrain: Urban land or underground

Organization: Solitary or belfry (2—7)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 5-16 HD (Huge), 17-32 HD (Gargantuan)

Destructive Sonics (Su): The peal of
the singer echoes out in all directions, creat-
ing a sphere of destructive sound with a
radius of 10 feet per Hit Die the singer has.
The peal does 3d6 sonic damage to
organic creatures, with a Reflex save
DC 16 for half damage.

Detect Thoughts (Sp):
At will, singers can sense the
thoughts of creatures with-
in a radius of 10 feet per
Hit Die the singer has as
a free action. This
effect is treated as
detect thoughts cast by
a sorcerer of level
equal to the singer’s
Hit Dice.

Plant: Plants are
immune to poison,
sleep, paralysis, stun-
ning, and polymorph-
ing. They are not sub-
ject to critical hits or
mind-influencing
effects.  Singers have
Blindsight to a range of 60 feet instead of
Low-light Vision.

Silence (Sp): Singers eat sound, and

can create a sphere of silence as a free action.
The sphere’s range is 10 feet per Hit Die of
singer. A belfry of singers creates a single
sphere with a diameter of ten times the sum

of the Hit Dice of all of the singers in the
group. This effect is treated as if cast by a
sorcerer of a level equal to the singer’s Hit
Dice. A sphere created by a belfry of singers

is treated as if cast by a sorcerer of a
level equal to the summed total of
the Hit Dice of the singers. The
singer can drop or raise the
sphere at will.

TRAINING A
GINGER _

Young singers can
be domesticated.
Communities feed the
singer by singing to it,
talking near it, or play-
ing musical instru-
ments around it. The
singer is then anchored

in a significant place,
such as above a market-
place or in a church. It
uses its ability to sense
thoughts to know when the community is
threatened, or when its people are fright-
ened. When alarmed, the singer emits
booming, non-destructive peals to alter the
community’s members to danger.

5 ingers are ]75114[»%}154 Jungi that
[wmﬂ fram the raafs af

underground caverns. They vary
widely in color and size. Inside the bell
of the funqus is & Long tongue, which
ends in & knobby mass called a
hammer. Singers feed on sound, and
are only dangerous to humans who try
to harvest them; singer slices Are
deticious fried in butter with garlic,
and can be sold as A delicacy in most
large cities Jfor around 50 qold pieces per
100 1ps. Singer tonque is Also thought to
be a potent Aphrodisiac.

Singers ﬂﬁf‘t using sonic Attacks
and their hammers. They prefer to
inj ure faes, farcing them to retreat,
because corpses attract other predators.

ADVENTURE SEED

& The Monks of the Silent Way
kuf Singers At their monasteries, And
use them to ensure that no sound is
ever heard within the sacred spaces of
their god, who is deaf; the older monks,
who have Lived years without sound,
find even whispers are deafening. The
order has decided to create a new
monastery, and the only way the
monks can survive the journey is to
take an adult singer with them. The
characters are hired to Keep the monks
and singer safe. Their proximity to the
Singer, which has been trained to
consume ALl noise, means they will
not be able to speak to one anvther on
the jaumzy, relt;ing on hand 7estures,
li}: nzm(ing, Aand notes.



kunk Goblins Are smaller than
5 other variations of the race. They
typically stand A two feet tall, although
their Long, pointy ears can extend this by
as much as an additional twy feet.
Skunk goblins have mud-colored skin
covered with pungent, pus-Laden
ascesses. Their enormous eves Allow them
to see twice s far in the dark as other
qoblins. They have incredibly Long
whiskers which they decorate with bits of
colorful tissue or paper.

Skaunk. goblins prefer to be on good
terms with others, so that they are
allowed to do the job no one else wants to
do: collecting refuse and midden from the
Larger cities. Not only does this give them
Access to some of the nastiest, stinkiest
stuff in existence, it also Allows them
unlimited opportunities to scavenqge for
more- valuable materials. It is believed
that their first King, Sodhed
Turlingdung, once discovered A human
qod('s Lost bottomless baq in & heap of
dnmaged leather qoods. Supposedly, it
contnined the secrets of creation, enabling
the goblin king to become A god himself.

Fiﬂkting with a skunk. ga}lin is
tantamount to tnking on the entire race.
Hurting, insulting, or otherwise
annoving i skunk. 50]711'14 often results in
the offender waking up each day with
1AW sewqe and steaming piles of garbage
strewn ALl over his house, & punishment
that Lasts until the offender makes

Amends.

ADVENTURE SEED

W A skunk goblin wizard is using o
S}Jell to turn useless gm]mg& nto
facsimiles of valuable possessions. At
night, while the cit17 Slae}:s, her cohorts
sneak.into homes and replace real
Valuables with fake ones. After a week or
50, the enchantments wear aﬁ‘ and fea}:le
realize that they ve been bamboozled. The
characters are asked by one of the local
merchants to get to the bottom of the

ﬁm;stery.

SKUNK GOBLIN |m=ma

Tiny Goblinoid (Goblin)
1d8+4 (8 hp)

Hit Dice:

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 15 (+1 size, +2 Dex, +2 leather armor)

Attacks: Shortsword +2 melee, or javelin +4 ranged

Damage: Shortsword 1d6, javelin 1d6

Face/Reach: 2 1/2 ft. x 2 1/2 /0 ft.

Special Qualities: Darkvision 120 ft., Pungency

Saves: Fort +6, Ref +2, Will +0

Abilities: Str 10, Dex 14, Con 18, Int 10, Wis 11, Cha 6

Skills: Hide +11, Listen +3, Move Silently +4, Search
+9, Spot +3

Feats: Alertness

Climate/Terrain: Urban land or underground

Organization: Gang (4-9), troupe (10—24), band (10—100 plus 1
3rd-level cleric per 20 adults and 1 rogue of 5th
level), or tribe (40—400 plus 1 3rd-level cleric per
20 adults, 1 or 2 rogues of 6th level, 1 fighter of
7th level, and 10-24 dire rats)

Challenge Rating: 1/2

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: By character class (rogue)

A

Darkvision (Ex): Skunk goblins can see with no light source at all, to a range of 120 feet.
Darkvision is black and white only.

Pungency (Ex): Skunk goblins smell so bad that anyone within 10 feet of one must make
a Fortitude saving throw (DC 15) each round or become nauseated; nauseated characters are
unable to attack, cast spells, concentrate on spells, or do
anything else requiring attention. The only action 1
such a character can take is a single move or move- {
equivalent action per turn. This effect lasts until the {
character moves out of range, plus 1 round. !

Skills: Skunk goblins gain a +8 racial bonus to all
Search checks due to their almost supernatural pen-
chant for discovering valuables in even the densest of

midden heaps. They also receive a +8 size bonus to
Hide checks. This is included above.

GSKUNK GOBLINS AS
CHARACTERS

Most skunk goblins unsurpris-
ingly choose to follow the rogue
class. Those who become clerics
tend toward the following domains:
Chaos, Luck, and Trickery. The few )
that study arcane magic almost =
always take the adept class rather
than sorcerer or wizard, and usually =
multi-class as rogues.



(| SMOKE BEETLE

Hit Dice:
Initiative:

Speed:

AC:

Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement:

Tiny Vermin
1d8 (4 hp)

+0

5 ft., climb 10 ft., fly 30 ft. (good)
13 (+1 natural, +2 size)

Bite —2 melee

Bite 1d4—4 plus poison

21/2 ft. x 2 1/2 /0 ft.

Poison

Blindsight 60 ft., Darkvision 60 ft., Fire
Resistance 20, Immunities

Fort +2, Ref +0, Will -2

Str 2, Dex 11, Con 10, Int —, Wis 6, Cha 4
Climb +0, Hide +10, Spot +2 (+12 to notice
fires)

Forest

Solitary or swarm (2d100)

1/2

None

Always neutral

2 HD (Tiny)

»

Blindsight (Ex): Smoke beetles have Blindsight to a range of 60 feet that lets them per-
ceive the heat radiated by living creatures. Beyond this distance, the beetles can only tell the
basic direction of large sources of heat — such as bonfires or forest fires — to which they are

drawn.

Fire Resistance (Ex): Smoke beetles ignore the first 20 points of fire damage done to

them each round. They still make saving throws normally.
Poison (Ex): When a character is hit by a smoke beetle’s bite attack, he must make a

Fortitude save (DC 10). If he fails, he suf-
Y fers the poison’s initial damage of 1
point of temporary Dexterity score
damage. Even if he succeeds, he faces
1 point of temporary Constitution
score damage 1 minute later, which
he can also avoid with a successful
Fortitude saving throw. Temporary
ability score damage is healed at the

rate of one point per day.
Skills: Smoke beetles have a +10
racial bonus to Spot checks to notice
fires at a distance of up to 10 miles.
They also receive a +8 size bonus to
Hide checks, and a +8 racial bonus
to Climb checks. This is included in

the above stats.

Vermin: Vermin have no
Intelligence scores and are immune
to all mind-influencing effects.
Vermin have Darkvision to a range

of 60 feet.

£xflorers of distant Lands tell of a

huge insect drawn to flames —
sometimes those as small as o campfire,
bust more aftm tiwt; Arrive on the scene
of Large conflagrations, magical and
otherwise.

The smoke beetle is pyrophiltic: &
creature drawn to fire, or to places where
fire recently mgea(. Ni armnltt;, the
beetles are solitary and wide-ranging.
At the scene af A fire, however, dozens
may be found, gathering to mate and
then burrowing into scorched trees to
deposit their eqgs. Trees wounded by A
biaze have wenkened defenses aqainst
parasites, and provide protection and
nutrition until the new brood can take
wing and disperse.

Fire is like A beacon to smoke
beetles, drawing them. as simple light
Attracts many other insects. Specinlly
evolved pits on the underbelly of the
insects ﬁdnctim like heat vision, and
Ate ACUs tﬂli7 sensitive to temperature
differences. This sense Allows the beetles
to }Jerceiv‘e lmge fires even fmm miles
awny. T heir long antennae are also
acutely sensitive to the particles of
smoke sent adrift ]717 Jlames even more
distant.

ADVENTURE SEEDS

iz O le;er characters aften like to use
big, flashy fire magic. If they use it in &
reqion where smoke beetles are found, the
Jlames may draw & qanqgerous swarm.

oo Well-meaning individuals who
have protected their forest from any fires
At ALl have upset the natural balance;
without the natural incidence of forest
fires to facilitate the reproduction of the
smoke beetles, their prey species balloon
out of control. The overpopulation of
rats and other disedse-carriers in turn
spreads illness to the local humans. A
druid who realizes that an impalance
has occurred hires the PCs to capture
live smoke beetles from another Land to
repopulate the forest.



7‘%415& rare tu/afaablmg serpents
have a lig[»t blue coloration,
speckled with darker blue patches.
A’lt[wugk this offers no natural

camouflage, scholars have determined
that the coloration is a byproduct of

Diminutive Beast

Hit Dice: 1/2d10+1 (3 hp)

the production of venom in the [nitiative: +4 (Dex).
: : Speed: 15 ft., climb 15 ft.
creature’s body. Also unltike other AC: 19 (+4 size, +4 Dex, +1 natural)
serpents, the samna}akis does not make Attacks: Bite +8 melee
A [Lissing sound, but rather that ‘7](” Damage: Bite 1d2—4 plus Sleep Venom
lightly exhaled breath. This can be Face/Reach: Lt x 110 &
7 : t - Special Attacks: Sleep Venom
difficult to hear, allowing the serpent Special Qualities: Darkvision 60 ft., Low-light Vision, Scent
to hide in darker areas without giving Saves: Fort +1, Ref +4 Will +1
itselfwwm;. Samnaf:kis s Abilities: Str 3, Dex 19, Con 12, Int 2, Wis 12, Cha 2
1" oy 5 Skills: Balance +14, Climb +14, Hide +22, Listen +7,
normally ALtACK their prey ry Spot +7
Mn}usfung it. Unless carnerea{, ti\»ﬂ‘y Feats: \\,"eapon Finesse (b]te)
will not attack creatures [,,ngr than Climate/Terrain: Temperate and warm land
themselves. They attempt to flee at Qrganization: . Solitary
il Challenge Rating: 1/2
tfuaftrst sign afsuck An encounter. Treasure: None
4 fi % 2 Alignment: Always neutral
A ek Advancement: 1 HD (Tiny), 2 HD (Small)

nature. However, their venom can be

harvested for medical and nefarious qjii

purposes, And so hunts to capture these

S be n tucrative entely rise. Beast: Beasts have Low-light Vision and Darkvision with a range of 60 feet.

The venom af the SamnaFAiS can be Feats: Somnophis receive Weapon Finesse (bite) free as a racial bonus.

used As A& }wtirm that sends ;xzaple into Scent (Ex): Creatures with Scent can detect opponents within 30 feet by sense of smell, and
can pinpoint the source of a scent if it is within 5 feet. They can follow tracks by smell, making a
Wisdom check DC 10 + 2 per hour that the trail is cold.

}’[”75"“‘”’” keep & f eng oftke snakes in Skills: All snakes gain a +4 racial bonus to Hide, Listen, and Spot checks and a +8 racial
their aﬁcicesfar use As Anesthetics. bonus to Balance checks. Somnophis

receive a +8 racial bonus to
ADVENTURE SEE M/ﬁ//
DVENTURE SEED \\\\@ i )

” % 4 Climb checks, a.nd a +12 size
bonus to Hide checks.

& The son af an impartnnt noble has

been bitten by a somnophis.

A deep sleep. Many healers and

[/

W b"W// i %

4

Snakes also may choose to
use either their Dexterity or
Strength  modifier for
Climb checks. This is

included in the above stats.
\ Sleep Venom (Ex):

When a character takes

Mnmunllt; Mlergic to the venom, the
17717 will not come out of his stumber

unless the characters can retrieve a

. ) damage from a somnophis’

somnophis and have an antidote made bite aiack he must m;fl){e N
¢l

Fortitude save (DC 13). If
he fails, he suffers the poi-

Jrom its venom. Due to A recent

p(raug[vt, however, sigktings af the
creatures are few and far between.
Where can one be found, and how

son’s initial damage, equiv-
alent to the effects of a sleep
spell with a duration of 10

\‘ ‘ minutes, even if they would
W a/ normally be immune to the
Z

much will an alchemist’s services
cost? And can they get this all done
before the }mﬁlic Appearance the heir
has scheduled for his fast-approaching
Pirtﬁa{m;?

spell. Even if he succeeds, he

faces the same effect 1

minute later, which he can also

avold with a second successful
Fortitude saving throw.



Diminutive Elemental (Fire)

Hit Dice: 1/2d8 (2 hp)

Initiative: +4 (Dex)

Speed: Fly 40 ft. (perfect)

AC: 22 (+4 size, +4 Dex, +4 natural)

Attacks: Slam +1 melee, or Flame Spit +8 ranged

Damage: Slam 1d2-3 plus 1d4 fire, Flame Spit 1d6 fire

Face/Reach: 1 ft. x 1 ft./0 ft.

Special Attacks: Flame Spit

Special Qualities: Damage Reduction 5/+2, Darkvision 60 ft.,
Immunities

Saves: Fort +0, Ref +4, Will +0

Abilities: Str 5, Dex 19, Con 10, Int 6, Wis 10, Cha 14

Skills: Hide +18, Listen +5, Spot +5

Climate/Terrain: Warm desert, hills, and plains, and under-
ground

Organization: Flight (2—6), or swarm (4-40)

Challenge Rating: 1/2

Treasure: None

Alignment: Always chaotic neutral

Advancement: 1 HD (Tiny), 2 HD (Small)

Damage Reduction
(Su): The creature ignores 5
hit points from most weapons
and natural attacks. A +2
weapon or better negates the
ability.

Elemental: An elemental
is immune to poison, sleep,
paralysis, and  stunning.
Elementals are not subject to
critical hits or flanking and
have Darkvision with a range
of 60 feet. A slain elemental
cannot be raised or resurrect-
ed, although a wish or miracle
spell can restore it to life.

Fire Subtype: The crea-
ture is immune to fire damage.
It takes double damage from
cold unless the cold attack
allows a saving throw for half
damage, in which case it takes
half damage on a successful
save and double damage on a
failed save.

Flame Spit (Su): Sparks can spit a small jet of flame with a range increment of 5 feet at
will as a standard ranged attack. This attack does 1d6 points of fire damage, and may set
flammable material alight if it fails a Reflex save (DC 15); see the standard SRD rules for cat-
ching on fire.

Skills: Sparks receive a +12 size bonus to Hide checks. This is already included in the
above stats.

parks are small, mischievous

spirits of fire that appear as small
s?lfwres of fire, About six inches in
dinmeter; atiny point of bright light
orbits within the 910]7&. watj have about
the same intelligmce A5 A young child,
and the same sort of selfish absorption.
Tiwy cAre nat[u’ng for wnytking except
their own }:lmsum Aand Amusement,
Although skilled summoners can
sometimes force them into performing
simple tasks. When Immglut to the
material world, all that sparks want to

dois fly, play, nd burn things.

On their home realm of elemental
fire, sparks are considered pests, suitable
only for extermination or Avoidance.
T[m/ aren’t zmmglrl of an irritant or
threat to prompt wholesale stanghter,
though. When they have a chance to
sli}a tfmmgk to the material world, t[m;
seize it with abandon, burning & swath
through the area surrounding their
point of entry.

S;:Mks usmtllt; travel in qrovips,
eqqing each other on, pushing each other
to greater And qreater Acts of pyromania
in an endless cycle of one-upmanship
that ends when someone finally tracks
them down and kills them, or when
they get bored and find a way to wander
home.

ADVENTURE SEED

A Characters purchase a special batch
af tim(zrtuiiq; far use. T} Iuay seem normal,
but any fire Lit with one of the
tindertwigs becomes A tiny portal to the
elemental realm af fire, Mlam’ng A
fliﬂkt of sparks to escape into the
materinl world before it collapses.
Characters must figure out WhAt's
letting the creatures into this world,
and may have some harsh questions for
the person who sold them the tindertwigs
n the first place.



7‘1¢ spectral angler is an
insubstantial hunter that lurks in
the deep underground places of the
world. Tt feeds on the minds of other
creatures by draining their very
animating force. The common tactic of
the spectral angler is to find a place
frequented ]717 the denizens of the
underworld, sink below the surface of
the flaar, and attack. any creatures
that approach.

The site chosen by a spectral angler
Always has some feature that attracts
visitors. It may Imqm with just a well or
stream, but as the angler claims
victims, A pile of treasure Accumulates,
fmt[uar enticing prey into the qrasp of
the creature. Large and successful
anglers often have huge mounds of
treasure to Lure greedy adventurers in,
adding their possessions to the pile of
bait.

Spectral anglers are misty ovoids
with faintly colored organs twisting
and writhing within. Four long
tentacles are spaced evenly around the
1’700(17 of the angler, and these are often
the only parts of the creature that its
victims see as they reach up from
benenth. the ground. Anglers tend to hide
themselves below the floor or above the
ceiling, with theirbait sitting at the
center point of their bodies.

ADVENTURE SEED

& A small dwarven village in a new
mine has had its well occupied by &
young spectral angler. It claimed the
whrriors of the village early on, fnfvre
they knew what they were dealing
with, wfter several af the women and
children where Killed fetching water.
The Villagers are Locking for mercenaries
to remove the dangerous creature fmﬁrre
their small town dies from Lack of
water. They have very Little to offer in
return, but their survival depends on
the well.

Hit Dice:

SPECTRAL ANGLER _ =)

Huge Aberration (Incorporeal)

10d8+50 (95 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 10 ft., fly 20 ft. (perfect)

AC: 12 (-2 size, +1 Dex, +3 natural)

Attacks: 4 tentacle slams +8/+3 melee

Damage: Tentacle slam 1d6+3 plus 1 Charisma drain
each

Face/Reach: 15 ft. x 15 ft./10 ft.

Special Attacks: Charisma Drain

Special Qualities:

Blindsight 60 ft.

Saves: Fort +8, Ref +4, Will +9

Abilities: Str 15, Dex 13, Con 20, Int 12, Wis 14, Cha 16

Skills: Hide +6, Intimidate +10, Listen +10, Spot +10

Feats: Improved Initiative, Weapon Focus (incorporeal
touch)

Climate/Terrain: Underground

Organization: Solitary

Challenge Rating: 8

Treasure: Double Standard

Alignment: Always neutral evil

Advancement: 11-16 HD (Huge), 17-30 HD (Gargantuan)
Aberration: = cannot  be

Rather than the

mon to aberra-

Darkvision com- [ i'

tions, spectral
anglers have
Blindsight to a
range of 60 feet.
Charisma
Drain  (Su):
Living  crea-
tures struck by a
spectral angler’s
slam attack must
make a Fortitude
save (DG 18), or
lose 1 point of per- +*
manent Charisma
score. The angler
heals 5 hit points
for each point of
drain its victim takes,
to a limit of its nor-

mal maximum hit points. Drain is permanent,
though restoration can restore it. A Charisma
score of 0 means the character is unconscious.
Incorporeal Subtype: Incorporeal crea-
tures can only be harmed by other incorporeal

creatures, by +1 or better weapons, or by spells,
spell-like effects, or supernatural effects. They
are immune to all non-magical attack forms,

AT - I and
¢7 | tripped or grappled
' & by corporeal crea-

‘-.5} tures. They cannot
. fall or suffer falling
* damage. An incor-
poreal creature has a
50% chance to ignore
any damage from a
corporeal
source. The
physical
attacks of
incorporeal
creatures ignore
material armor.
b Incorporeal
- creatures are not
4 = burned by nor-
Fr mal fires, affect-
o =« ed by natural cold,
h 4 e . or harmed by
mundane
acids. They do not
leave footprints, have no scent, make no noise,
and can pass through solid objects at will.
Skills: Spectral anglers take a —8 size
penalty to Hide checks. This is worked into the
above stats.




SWORDTREE

Huge Undead
Hit Dice: 6d12 (39 hp)
Initiative: —1 (Dex)
Speed: 0 ft. immobile)
AC: 13 (=2 size, —1 Dex, +6 natural)
Attacks: 12 swordpods +9 melee
Damage: Swordpod 1d8+12 plus Swordseed each
Face/Reach: 10 ft. x 10 ft./15 ft. (20 ft. reach with tendrils)
Special Attack: Swordseed
Special Qualities: Darkvision 60 ft., Fire Vulnerability, Immunities,
Half Damage from Piercing Weapons
Saves: Fort +2, Ref +1, Will +6
Abilities: Str 26, Dex 8, Con —, Int 2, Wis 13, Cha 8
Skills: Listen +6, Spot +6
Climate/Terrain: Any land rich in iron
Organization: Solitary
Challenge Rating: 3
Treasure: 10% coins, 50% goods, 50% items. No iron or steel.
Alignment: Always neutral evil
Advancement: 7-8 HD (Huge)
Fire the nearest iron-rich location
Vulnerability at least one mile from

(Ex): Swordtrees
take one and a half
times normal dam-

another swordtree,
where it buries itself; a
sapling  swordtree
age from fire.

Half Damage
from Piercing
Weapons  (Ex):
The corky timber

springs from the
earth within one
month.
Undead:
Undead are immune
of the swordtree is to poison, sleep, paraly-
sis, stunning, disease,
death effects, necro-
mantic effects, and
mind-influencing

particularly resis-
tant to thin,
puncturing
weapons.
effects. Undead are not
subject to critical hits,
subdual damage, ability
damage or drain, or energy
drain. They have no
Constitution  scores

Swordseed
(Ex): On a suc-
cessful  swordpod
attack, the
swordtree’s vic-
tim is implanted
with a swordseed. and are therefore
Swordseeds can be dug out of injuries for the immune to any effect requiring
first three days, which costs 1 hp per day the a Fortitude save (unless it affects objects).
seed has been burrowing, or can be washed out ~ Undead have Darkvision with a range of 60
with holy water, which does no additional dam-  feet. Negative energy can heal undead crea-
age. Swordseeds can also be removed with a  tures. An undead creature is not at risk of death
remove disease or heal spell, even after the first ~ from massive damage, but when reduced to 0

three days. The seed itself does no damage toits  hit points or less it is immediately destroyed.

host. However, when the creature dies, it rises ~ Undead cannot be raised. Resurrection can
after three days as a zombie of the same size as  affect them, but generally fails because they’re
the original creature; use the standard SRD  unwilling to return to life.

stats for zombies. This zombie is drawn to e

5 wordtrees are tall undead plants

that grow in areas where the soil
is rich in iron, especially battlefields.
Their seedpods danqle on Long cords from
their canopy and are shaped Vaquely
like swords. They can either be melted
down for their iron, or sharpened and
used As maKkeshift weapons. Swordtrees
defend themselves if approached with
fire or attacked directly, but since —
At some primitive level — they want
their seedpods to be taken, they do not
attack those who are harvesting their
Jruit. Swordtrees are rooted firmly,

and cannot flee Attackers.

When a creature is cut by a
swordpod, a tiny seed is Left behind in
the wound. If the creature dies while &
swordseed remains within it, it becomes
A zombie that wanders to an Ared rich
in iron At least one mile from the
nerest swordtree and buries itself; a
sapling swordtree soon rises from this
site. Swordtree zombies never attack.
other creatures imbedded with
swordseeds, Although they will fight to
p(efem{ themselves.

ADVENTURE SEED

Ao The Royal Botanical Society af
the Kingdom the characters are
traveling through has offered &
substantinl reward Jfor a “sword-tree”
mentioned in the diary of one of the
society’s founders. Their records hint
that it was once seen in A Jistant
swimp, now hannted by undend. The
characters travel there, but the tree is
now defended 317 an assassin cult, for
whom the swordpods are sacred
weapons. EAch Assassin has been
embedded with a swordseed, And rises s
a zombie if Kalled.



7‘1¢ tactie ( tﬂaw&tyeﬁ) 15 A creature
of pure Leqend in the Midgle

Kingdom, & beast that has plagued
people since the reign af the fiﬂt emperor.
It hunts those whe exemplify the base
emotion of greed. The Taotie's head is
feline, with eves asblack. as conl, its
teeth and claws are razor-sharp and A
deep green Like ancient jade, and its
tonque is Vermilion fire. The rest af its
body is enshrouded by mist, and is snid to
remain in hell while the creature’s head
reAches tkraugfu to the mortal realm to
claim its Victims.

Lin Zhe-Xian, the Middle
Kingdom's most reputable Literati,
cliims that the beast is simply a by~
product of the mass consciousness, an
automaton of emotion created by A
population’s overwhelming compulsion
to see the mtf»lessly self-indulgent
members of its community suffer —
qreed 173701& greed, as it were. The zhus
i — A race of diminutive history
scholars — believe that the beast is an
ancient god imprisoned in hell for once
Aattempting to vielently take over
heaven, and that he can only be
released when the other gods deem him
worthy aqain. In the meantime, the
zhu v sy, the dead god musst absorb the
souls of his Victims in order to maintain
his considerably wenkened existence,
while At the same time meting out
punishment for the very sin that
brought him to his celestinl knees.

A dense bank. of fog precedes the
tactie’s appearance, enshrouding an
Ared Approximately one pale in
dinmeter. The temperature drops
sharply, frost forms, and Light sources
become muted and dim. Superficial,
771000(17 cuts open up on the intended
victim's cheeks, forming the two
characters that mean “qreed-filled
heart,.” Once these greed marks form, the
victim has exactly four days before the
beast arrives, one for each filial circle
his thoughtless selfishness damages: his
emperor, his parents, his Siﬁlings, and his
community. On the fourth day, the

TAOTIE SS

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Gargantuan Magical Beast

25d10+175 (312 hp)

+5 (+1 Dex, +4 Improved Initiative)

Fly 80 ft. (perfect)

29 (—4 size, +1 Dex, +22 natural)

Bite +33/+28/+23/+18 melee

Bite 4d6+18

30 ft. x 30 ft./15 ft.

Cursed Immortality, Fog of Terror, Improved
Grab, Spell-like Abilities, Swallow Soul, Tan
Xin,

Blindsight 300 ft., Damage Reduction 30/wood,
Darkvision 60 ft., Immunities, Low-light Vision,
Regeneration 10, Spell Resistance 30

Saves: Fort +21, Ref +15, Will +18

Abilities: Str 35, Dex 12, Con 24, Int 12, Wis 31, Cha 14

Skills: Intimidate +17, Listen +12, Sense Motive +12,
Spot +12

Feats: Cleave, Great Cleave, Improved Initiative,
Power Attack

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 22

Treasure: 10 times coins, goods, and magic items

Alignment: Always neutral evil

Advancement: 26-30 HD (Gargantuan), 31+ HD (Colossal)

V@

Blindsight (Ex): Blindsight makes invisi-
bility and darkness (even magical darkness)
irrelevant to a range of 300 feet. Blindsight can-
not distinguish color or visual contrast, doesn’t
allow a creature to read. Blindsight does not
subject a creature to gaze attacks or blinding
attacks. Blindsight works underwater but not in
a vacuum.

Cursed Immortality (Su): While on the
Prime Material Plane, the taotie may be slain in
mortal combat, but if this happens it returns in
two weeks as per the spell true resurrection.
During the interim, the victim retains the Tan
Xin marks; see below. In its lair, the taotie can
be killed if it’s tricked it into consuming itself, in
which case it remains dead for 40 years before
returning as per the spell aue resurrection. If
the taotie is slain in mundane mortal combat
while in its lair, it returns unchanged within 2d6
hours as per the spell true resurrection. Also, if
its heart is purified with spring water that has
been blessed by a cleric, it dies permanently.
The heart is hidden atop the highest peak of
heaven and is extremely difficult to find.

Damage Reduction (Su): The creature
ignores 30 hit points from most weapons and

natural attacks. A wood weapon negates the
ability.

Fog of Terror (Su): This fog appears four
days before the appearance of the taotie. It is
centered on the creature’s intended victim, with
a radius of 1 mile, and reduces all visibility to
one-quarter normal. In addition, the tempera-
ture drops to almost freezing unless it’s already
below freezing, which not even magical
warmth can abate, and all light sources are
dimmed to one quarter of their original bright-
ness.

Immunities (Ex): The taotie is immune to
cold, heat, and all mind-affecting attacks.

Improved Grab (Ex): If the taotie hits an
opponent of at least one size category smaller
than itself or smaller with its bite attack, it deals
normal damage and either attempts to start a
grapple as a free action without provoking an
attack of opportunity, or it pulls the opponent
into its space without provoking an attack of
opportunity and holds him with a —20 penalty
to grapple checks, using its remaining attacks
against other opponents. A successtul hold does
not deal any additional damage; each successful
grapple check it makes during successive

AT




rounds automatically deals bite damage and
allows the taotie to attempt to use its Swallow
Soul ability. of truth
Magical Beast: Magical :

.. . y

beasts have Darkvision with . ”

a range of 60 feet and i " F
Low-light Vision. - 4 .
Regeneration

the path, light, plane shift,
obscuring mist, soul bind, zone

Swallow Soul (Ex): If
the taotie makes a second success-
ful grapple check after a grab,
it swallows its prey, which

can be up to one size cat-
(Ex): The swirling b

mists that consti-
tute the taotie’s
“body” allow it

to heal damage
extremely rapid-

F egory smaller than
itself. Once swal-

lowed, the vic-
I tim must make

;I. 4F e a Wil save
: ] F‘\ (DC 40) each
round or take
2d8 points of

ly. It may also

reform parts that b
have been destroyed, L,

. il magic-based dam-
requiring a duration of ,‘ o age. He cannot cut his
2d6 rounds to do so. ’f way out of the taotie,

Regeneration H & ' but he can make an
(Ex): Damage f 2 -*f r opposed Will check
dealt to the taotie { A (DC 40) each round
is treated as subd- ' . to force the taotie to
ual damage, and . f - expel him back into
the creature ; ?- g — ial :_l the plane from
automatically " #JL | which he originated.

cures itself of 10 ’ After five rounds, if
the victim hasn’t died
damage per round. It can regrow or reattach  yet he is cast into the taotie’s lair in hell, where
severed body parts in 2d6 rounds. Acid deals  he becomes imprisoned as if by the spell soul
damage to the creature normally, as do attacks  bind cast by a 20th-level wizard if he fails a Will
that don’t deal hit point damage. Attacks that  save (DG 30). If the victim succeeds at this save,

can cause instant death only threaten the crea-  he must then battle the taotie anew in its lair.

points of subdual

ture with death if it is delivered by weapons that ~ This continues until either the taotie dies, the
deal it normal damage. Regeneration does not  character is successfully swallowed again, or the
restore hit points lost from starvation, thirst, or  character manages to escape somehow. For
suffocation. every one hundred souls captured this way, the

Skills: The taotie receives a +10 racial  creature advances in size by 1 Hit Die; the
bonus to Intimidate checks. This is included taotie can swallow an unlimited number of
above. creatures.

Spell Resistance (Ex): To determine if a Tan Xin (Su): Four days before the taotie
spell or spell-like ability works against the taotie,  arrives to claim a victim, these marks appear on
the spellcaster makes a level check (1d20 + cast-  his cheeks. A character affected by these marks
er level). If the result equals or exceeds 30, the  suffers a —6 profane penalty to all attack rolls,
spell works normally, though the creature still ~ weapon damage rolls, saving throws, and skill
gets a saving throw if the spell allows such. checks, and a —6 circumstance penalty to his

Spell-like Abilities (Sp): The taotie can ~ Charisma score. If the character repents by
use the following spells as if cast by a 20th-level ~ confessing the truth of his greed-filled heart,
caster. The DC to resist these abilities is 12 +the  and is honest and genuine, the marks and the
spell level. Tog of Terror dissipate after four days and the
3/day — banishment, daze, detect thoughts, dis-  taotic doesn’t arrive. In game terms, this means

missal, greater dispelling, greater planar  the character must sacrifice one full level to pre-

binding, imprisonment, solid fog, tongues,  vent the taotie from finding him and taking him
true strike to hell.

At Will — control weather, deeper darkness,
discern location, dimensional anchor, find

taotie’s head conlesces out of the mist,
Large enough. to devour the victim in one
bite. Those who are devoured join the
beast in hell to suffer for 1,000 years.

A few powerful individuals are
reported to have siain the taotie in
mortal combat, both in the material
world of the living and in hell where it
nests. unfartunm&ely, in every instance
the beast returns at some point to carry
on the hunt. Those who have withstood
its assault once rarely do so A second
time. Popular myth states there are
only two possiple ways to truly defent
the beast: embedding an artifact of such
renown dnd Value within the tastie's
stomach that it turns upon itself,
viciously devouring A path through its
own ]700{17 to 5&1: to it; or, ﬁm(mg its
heart, which is hidden At the heights of
heaven, and pou ring Blessed an'ng
water over it. Should it die as & result of
Auto-cannibalism, it subseqyentlv
becomes incapable of returning to the
mortal realm for a period of forty years.
If its heart is ;mn'ﬁm{, then it is tfwugkt
the tactie will revert to its original
celestial form to stand in judgment
before the other qods. Since the beast has
no visible stomach to speak of outside of
hell, executing the former method poses
Sigmfimnt }Jra}lzms. 30 far, no one has
succeeded At the Latter method — or
learned whether it has even a shred of
credibility — since the taotie still exists.

ADVENTURE SEED

& The character least likely to have
the tactie ever come After him wakes up
one day with the greed marks on his
face. It turns out that the person for
whom these marks were originally
destined used arcane magic to maslend
the benst, saving himself from a fate
worse than death. The characters have
four days to Llearn who is responsiple and
how to undo the curse of mistaken
identity. Otherwise, they will Lose their
Comrade in one extremely nmty, but
kig[»lt; memorable, 7141};.



DPofyd frowneq. “Can you tell me
ﬂﬂytﬁtﬁﬁ more Apout the

disappenrances?”

TEMPORAL MARAUDER _ [=>

The chubby merchant shuderes
“Well, it's hard to zx/lm'n. Tﬁey /ﬂa/le
didn 't exactly disappenar. It's ike they

Small Magical Beast
2d10 (11 hp)

Hit Dice:

: Initiative: +14 (+10 Dex, +4 Improved Initiative)
were murt{e:a{ ”741"}‘75’”3 oureyes. One Speed: 90 . (sce text)
mement ...” Ani without ancther sound AC: 93 (+10 Dex, +2 natural, +1 size)
he collapsed in a pile tyfhmef ang }lﬂw{y Attacks: 2 claws +13/+13/+13 melee (see text)
cloth. To Pafyd’s shock, the skeleton Damage: Claws 1d4 each
Face/Reach: 5 ft. x5 ft./5 ft.

had been picked] clean; he conld see tooth

Special Qualities:

Darkvision 60 ft., Low-light Vision, Scent, Time

mArks on the surface of the bone, Ang A Sync
Jew had even been crackeq as f Saves: Fort +3, Ref +13, Will +1
Wmet/u'@ Wtﬂkt{'fﬂﬁﬂtﬂttﬁé Ab‘llltleS: Str 10, Dex 30, Con 10, Int 3, Wis 12, Cha 7
Skills: Balance +11, Jump +3, Spot +3, Tumble +11
marrow. But there had been no soung, Feats: Weapon Finesse (claws)
no 51'771 ‘7[ Mﬂi/ity — whAE horror conly] Climate/Terrain: Temperate forest or hills, or underground
have done this? Organization: Solitary
Challenge Rating: 2
Treasure: None
Alignment: Always neutral
accidental — and Last — Advancement: 3—4 HD (Small), 5-6 HD (Medium-size)

creation of A wizard studying time-
altering magics, the temporal marauder
is A savAge Little creature with only one
foot in the timestream. For the
marauder, time flows At approximately
ten thousand times the rate it does for
mast beings. A marauder’s natural
lifespan of thirty vears passes in A day
of dbjective time, And A second of time for
A normal person is the equivalent of
three hours for o marauder. Things that
are ot of phase with the marauder
Appedr toit in A state of virtual stasis
Aalmast impossible for it to affect in Any
Wy & stream of water is Like a sheet of
giass, and flesh is Like stone.

However, temporal maranders
have an intuitive ﬁb}?iliti; to draw
tlrlings into their own temporal
Viewpoint. For the victim, this means
that this vicious creature Appenrs out of
nowhere, Lfmrging in far the kill, while
her friends and allies are suddenty
frazen like statues. To make matters
worse, the effect includes the clothes
that the victim is wearing and opjects
that can be held in her hands, but
nothing else. If she fires A Pow, the arrow
[reezes in the air the instant it leaves
her hand; the same is true of any spell
she attempts to cast, unless the spell is

4

Feats: Temporal marauders receive
Weapon Finesse (claws) and Improved
Initiative free as a racial bonus.

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and
Low-light Vision.

Scent (Ex): Creatures with Scent can
detect opponents within 30 feet by sense
of smell, and can pinpoint the source of a
scent if it is within 5 feet. They can follow
tracks by smell, making a Wisdom check
DG 10 + 2 per hour that the trail is cold.

Time Sync (Ex): A temporal maraud-
er experiences time at a far different rate
than other creatures; effectively, the world
around it is in temporal stasis, as the spell.
However, when a marauder focuses on a
single creature or object, it pulls the object
of its attention into the marauder’s own
timeframe. This has a number of different
effects:

* As long as the marauder is not try-
ing to drink, it can move across bod-
ies of liquid as if they were solid.

* A marauder leaves no tracks.
However, it can be tracked by scent.

* Only one being will normally be
able to fight a temporal marauder at
any given time — the current object
of its attention. The allies of the vic-

tim will not even perceive the battle;

they will only see the results when
the marauder flees or dies, return-
ing its victim to normal time. The
marauder’s target can use any sort
of touch spells or melee weapons, or
magical items that have touch-target
powers or intrinsic properties such
as rings, or magical arms or armor.
However, any effect that projects
beyond the user — any ranged
attack of any sort, whether magical
or material will freeze in place
the instant it leaves the hand of the
user, as it is returned to its normal
timeframe. The GM should keep
track of these attacks; when the bat-
tle is concluded and the victim is
returned to normal time, all of these
postponed effects will suddenly
occur at once.

Should the marauder become dis-
tracted — should it decide to flee,
become paralyzed by a spell like
ghoul touch, or die, for instance —
its victim will immediately be
returned to normal time. If it dies,
the marauder’s body will become
visible to the victim’s companions,
as well. However, the remains of the
marauder are still subject to its
accelerated timeframe, which means




that a minute of real time is the
equivalent of seven days for the
marauder; needless to say, the
remains will decompose with
astounding speed.

When a temporal marauder pulls a
victim out of time, it does not quite
pull him to the same timeframe as
the marauder. As a result, the
marauder receives approximately
three actions every round. This is
taken into account in the statistics

given above; if the
marauder and its victim

were fully synchronized, it

would only move at a speed

of 30 feet and receive one melee
attack per round. The effect of this
is that in any round the marauder
may move up to 30 feet before mak-
ing an attack, and if it wishes to it
may move an additional 30 feet after
making its first or second attacks.

delivered directly by touch. If &
marauder kills its tmget, it will qorge
on her flesh until nothing is left, and
then leave. A5 far as Anyone near the
marAuder’s Victim is concerned, the
target will suddenty collapse in a bloody
mess of torn clvtlrling and grnawed Pones.

A temyaml mArauder is A small,
hvmanoid-shaped creature. Its skin is
covered with dark. fur with white stripes
running along its head and chest; it has
something of the Lock. of & chimpanzee
blended with a }VW@ET. Its forearms are
long and its spine is quite flzm?;le, and
while it can stand comfortably on its
hind lggs, it tends to rum on ALl fvur. Its
head is flat and wedge-shaped, with a
wide mouth filled with small, needle-
like teeth. Even in its own tiwfmme,
while in mation A temporal marauder is
almost & blur, darting in and stashing
with its claws, occasionally taking a
moment to dodge behind its victim.

Temporal marauders Are unisexunl
creatures that reproduce through
pArthenogenesis. They have a very short
reproquctive life, producing only two or
three offspring in a thirty-year life
cycle. Marauders also have a mercifully
slow metabolism — otherwise, one could
eat its way through an entire village in
A matter of minutes. A marauder
attacks only when starving, and then
qorges itself to the ]mrSting }wint; A fu i
meal can Keep the creature satisfied for
nearly half an hour of subjective time.

ADVENTURE SEED

o A desperate villager approaches the
party, raving about demonic attacks
and strange diseases. Before they can
quiestion him, he is devoured hfora their
eyes, Leaving only bones. Examination
of the corpse shows it to be the work.of &
beast as opposed to A disense or magic —
but what beast could kill so quickiy?
The mage who created the first temporal
marauder lived nearby; three days aqo
he was killed by his creation. Now there
are five marauders in the area, and
each day their population grows.



£xﬂ4isite cmftsmﬂnskiy, great

pAtience, boundless wealth, and
fanatical loyalty were joined At the
command of ancient emperors to create
armies made of terra-cotta. Their rigid
forms embody the disciptine demanded
1717 the emperor. Their silent, perfect
Jormations are a model of vigilance.
Their precise, individunlized details
And sheer numbers hint at the
madness of the great, lost dynasties.

Ench terra-cotta fiqure is a
uniguely crafted work of art
depicting one exceptionally skilled,
Loyal soldier as & carved, hollow
earthenware figurs; every fme ina
terra-cotta army is distinct, ang
swordsmen, spearmen, and
cavalrymen are ench crafted with
their iconic weapons. To be replicated
A3 & terra-cotta quardian in defense of
the emperor’s tomb for ALl history was
a rewnrd bestowed on those elite soldiers
who pledged a part of their soul in
eternal service. The rite that hid a
shaving of their soul within the clay
soldiers has lang been Lost, but the
work. remains. Untold thousands of
terra-cotta warriors And cAVALrymen
stand in unerring formation benenth
the ruins of ancient Kingdoms, their
paint flaking away, waiting to serve
their emperors.

New soldiers were said to be
lifelike and colorful, though they
fmgftt in relative silence, with not a
shout, scream, shriek, or qasp. Th he
small bit of soul in each terra-cotta
Jrgure affords it an unusual
intalligence, as well. A’ltfwugk every
soldier is single-minded in its role as &
military instrument, ench is also
capable of executing simple tactics.
A'ltfwugk t[uat; ﬁgkt like living men,
they seem to repeat the same graceful
attacks aqain and aqain until their
enemies fAll. The warrior-historian
Kulya wrote that he had never been
more Afraid than the day he beheaded
A terrA~cotta wirrior. It didn't seem to

notice.

Hit Dice:
Initiative:

Speed:
AC:
Attacks:

Damage:

Face[Reach:
Special Qualities:

Saves:

Abilities:
Climate/Terrain:
Organization:

Medium-Size Construct

2d10 (11 hp)

+0

30 ft. (can’t run)

17 (+7 natural)

Slam +3 melee, or either shortsword +5 melee
or longspear +5 melee

Slam 1d6+3, shortsword 1d6+2, longspear
1d8+2

5 ft. x 5 ft./5 ft.

Darkvision 60 ft., Immune to Slashing and
Piercing Weapons, Immunities, Molded Grip,
Warrior Imprint

Fort +0, Ref +0, Will +0

Str 14, Dex 11, Con —, Int 10, Wis 11, Cha 2
Any land or underground

Solitary, pair, company (2—5), squad (5—20),
troop (20—40), battalion (40—-60 plus 5-20 terra-
cotta cavalrymen), or army (60—100 plus 20—40

terra-cotta cavalrymen)

Challenge Rating: 1
Treasure: None
Alignment:

Advancement:

WARRIOR

Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-
age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet.

Immune to Slashing and Piercing
(Ex): Weapons that do slashing or piercing
damage, enchanted or not, deal no damage

to a terra-cotta warrior.
Molded Grip (Ex): Terra-cotta war-
riors have solid, earthenware hands that act

Always neutral
3—4 HD (Medium-size), 5-6 HD (Large)

o

as locking gauntlets. This grants them a +10
bonus against disarm attempts, for a total of
+15 (without size modifiers).

Warrior Imprint (Ex): Terra-cotta
warriors are modeled on real individuals and
receive some of their abilities from life. This
affords the terra-cotta warrior an
Intelligence score of 10 and a +2 bonus to
attacks with either a shortsword or a longs-
pear. The weapon is determined by the soul
imprinted on the warrior during creation
and can never be changed.

CONSTRUCTING A
TERRA-COTTA WARRIOR

A terra-cotta warrior’s body is hollow,
but requires 300 pounds of fine earth and
exceptional craftsmanship to fashion. The
body costs about 100 gp in materials, with
another 5 or 10 gp for weaponry. To prepare
the body for imprinting, a successful Craft
(sculpting or pottery) check must be made at
DC 25.




The rite of imprinting requires a divine
spellcaster to cast the spells animate objects,
bless, and resurrection. Further, the rite
requires 1000 XP to be drained from the
model for the terra-cotta warrior, willing or
not.

CAVALRYMAN

Cavalryman Imprint (Ex): Terra-
cotta cavalry are modeled on real individuals

and receive some of their abilities from life.
This affords the terra-cotta cavalryman an
Intelligence score of 10 and the use of the
Trample and Ride-by Attack feats.
Construct: Constructs never have
Constitution scores. A construct is immune
to mind-influencing effects and to poison,
sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs
cannot heal damage on their own, though
they can be healed. A construct is not subject
to critical hits, subdual damage, ability dam-

WARRIOR _

1TA~COttA WATTIOTS ATe ot
ﬂﬁectﬁ/e outside of combat, not
even for manual Labor, but t/m; Are
exceptionally qood at fighting. Terra-
cotta spearmen will cover their
SWordsmen Companions in battle,
while cavalrymen circle to c[mrge.
Terra-cotta warriors have solid,
earthenware hands that act as
lacking gavntlets on their weapons,
and these soldiers reflect the
intelligence and fighting ﬁdn'lity of
the swordsman or Longspearman on
whom they are modeled.

ADVENTURE SEED

o Adventurers might come across A
company of terra-cotta warriors in
some underground tomb, but far more
smAall armies were created than is
commonly thought. Many Lesser
warlords, enﬂ;ing the laynlﬁ; enjmju{
by the emperors, forced their soldiers to
model for terra-cotta armies, though
they were slavghtered in the process or
Killed by their Lord afterward. After
AlL, the terra-~cotta wirriors did not
eat, complain, or otherwise yearn,
unlike armies made of flesh. The
remains of these armies still march in
endless circuits, wiiting for new orders,

in the barbarian grasstands.



CAVALRYMAN

7"{rm~cottn caAvalrymen are
crafted with their mounts as a
single, heavy mass that can easily
control the }ﬂttleﬂel:{. They reflect
the intelligence of their Long-dead
models, as well as their trained riding

n]n’litt;.

ADVENTURE SEED

& If & text were to surface that
detailed the ancient rites used to craft
terrA-cottn cavalrymen, it would be
of great use to scholars, As well as o
tempting bit of arcana for
charismatic, power-mad lunatics. For
while & sliver from one soul can fuel o
terra-cotta figure for eternity, an
entire soul completely consumed counlq
be used to create an entire mounted
squAd. How many modern movnted
soldiers would need to be tured into
ambushes and sacrificed to crente &
loyal army — and who would notice
if these models were taken from the
ranks of Adventurers wandering the
Land, without family or close friends
to Look. into their disappearances?

ERRA-COTTA ARMY

Large Construct

Hit Dice: 4d10 (22 hp)

Initiative: +0

Speed: 50 ft.

AC: 18 (—1 size, +9 natural)

Attacks: Slam +7 melee or longsword +7 melee
Damage: Slam 1d8+7 melee, longsword 1d8+5
Face/Reach: 5 ft. x 10 ft./5 ft.

Special Qualities:

Saves:

Abilities:

Feats:
Climate/Terrain:
Organization:

Cavalryman Imprint, Darkvision 60 ft.,
Immune to Slashing and Piercing Weapons,
Immunities

Fort +1, Ref +1, Will +1

Str 20, Dex 11, Con —, Int 10, Wis 10, Cha 2
Ride-by Attack, Trample

Any land or underground

Solitary, pair, company (2-5), squad (5-20),
troop (20—40), battalion (5-20 plus 4060 terra-
cotta warriors), or army (20—40 plus 60—100
terra-cotta warriors)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 5-8 HD (Large), 9—12 HD (Huge)

o

age or drain, or energy drain. It is immune
to any effect that requires a Fortitude save
(unless the effect also works on objects). A
construct is not at risk of death from massive
damage, but when reduced to 0 hit points or
less it is immediately destroyed. Since it was
never alive, a construct cannot be raised or
resurrected. Constructs have Darkvision
with a range of 60 feet.

Immune to Slashing and Piercing
(Ex): Weapons which do slashing or piercing
damage, enchanted or not, deal no damage
to terra-cotta cavalrymen.

CONSTRUCTING A
TERRA-COTTA CAVALRYMAN

A terra-cotta cavalryman’s body is hol-
low, but requires 900 pounds of fine carth
and exceptional craftsmanship to fashion.
The body costs about 500 gp in materials. To
prepare the body for imprinting, a successful
Craft (sculpting or pottery) check must be
made at DC 28.

The rite of imprinting requires a divine
spellcaster to cast the spells animate objects,
bless, and resurrection. Further, the rite
drains 1000 XP from the model for the

terra-cotta cavalryman, willing or not, and

2d4 points of permanent Constitution score
drain from the model for the horse.




7'141 common spider stretches flat
webs between two surfaces. The

time spider uses four dimensions

instend of two, spinning its web
through space and time. Like trap door

Large Vermin

Hit Dice: 8d8+24 (60 hp) spiders, time spiders hide in their Lairs,
Initiative: +4 (Dex)_ Wﬂitinq far prey to stumble into
Speed: 30 ft., climb 20 ft. . : ] |
AC: 93 (1 size, +4 Dex, +10 natural) danger. Their extra-dimensional Lairs
Attacks: Bite +9/+4 melee make them almost imyassﬂ?le to
Damage: Bite 1d8+6 plus poison perceive or Attack. This security lets
Face/Reach: 10 ft. x 10 ft./5 ft. : :

them Live Long Lives Wt
Special Attacks: Poison, Time Web A R 6"

Darkvision 60 ft., Flicker, Immunity to Mind- terrifying sizes.
influencing Effects

Saves: Fort +9, Ref +6, Will +2

Special Qualities:

To trip prey, & time spider spins A&

Abilities: Str 18, Dex 19, Con 16, Int —, Wis 10, Cha 2 7i7m4tic web in the enclosed space af A
Skills: Climb +12, Jump +8, Move Silently +7, Spot +7 tunnel, cavern, or room. Because ”f
Chmat.e/ Tc.erram: Unfierground the complicated relationship between
Organization: Solitary

Challenge Rating: 6
Treasure:
Alignment:
Advancement:

1/10 coins, 50% goods, 50% items
Always neutral
9-11 HD (Large), 12—15 HD (Huge), 16-23

HD (Gargantuan), 24—30 HD (Colossal)

A

Flicker (Ex): Time spiders skip from
second to second. This Flicker effect explains
the spiders’ high natural armor bonus, but it
makes it almost impossible for the creatures
to hide or camouflage themselves. In any sit-
uation where the spider might normally
make a Hide check, a character trying to
locate the spider makes a simple Spot check
(DC 10), instead.

Poison (Ex): When a character takes
damage from a time spider’s bite attack, he
must make a Fortitude save. If he fails, he
suffers the poison’s initial temporary
Strength damage. Even if he succeeds, he
typically faces more damage 1 minute later,
which he can also avoid with a second suc-
cessful Fortitude saving throw; the secondary
damage is also temporary Strength damage.
Temporary ability score damage is healed at
the rate of one point per day. A character
whose Strength score is reduced to 0 falls to
the ground and is helpless. A time spider’s
poison is based on the spider’s size as follows:

SI1ZE DAMAGE ForT DC
Large 1d6 Str 18
Huge 1d8 Str 20
Gargantuan  2d6 Str 22
Colossal 2d8 Str 24

Skills: Time spiders receive a +8 racial
bonus to Climb checks. This is included
above.

Time Web (Ex): Time spiders layer and
knot their webs to fill tunnels and caverns up
to 20 feet in diameter. The webbing exists in
the usual three spatial dimensions and they
actively travel through the fourth dimension
of time. The parts of the web that exist in
space are sticky, making it strong and diffi-
cult to escape. The parts of the web that exist
in time are not sticky. A time spider moves
across its web at its climb speed, and can
detect the exact location of any creature
touching the web. It takes two rounds for a
spider in its lair to move to the location of a
trapped creature. A time spider’s web traps
creatures within its area when it appears sud-
denly around them. Creatures within 10 feet
of the edge of the web may make a Reflex
save (DC 20) to move out of the web’s arca
and escape being entangled by the web. An
entangled creature can escape with a suc-
cessful Escape Artist check or burst the web
with a Strength check. Both are standard
actions. The DC to escape a time spider’s
web is based on the spider’s size, as is the hp
of each 5-foot section of the web, as seen on

next page.

the dimensions in which the web is
located, the same web may exist in
several different Locations. An
adventuring party migf»t Plunder
through a short section of the web and
find it has traveled several miles.

What makes the web dangerous
is that the strands do not exist all the
time. A two-dimensional web is mostly
empty air with thin strands
stretching across it. A four-
dimensional web is mostly empty time.
A tunnel full of time spider Wz}l’?ing 1
usually empty. A party may walk
down an apparently clear corridor,
only to get hopelessly entangled when
the web suddenty appears Around
them. How Long the web “exists” (from
our Limited, linear perspective)
depends on the age of the spider. The
strands of A younger time spider only
span A minute. Older spiders create
“thicker” strands that can be several
minutes wide. * character trapped in
A time spider’s web is freed when the
web “disappears,” but A time spider is
never far away from any strand of its
wep — and many things can happen

in A minute.

Any character who can move
through the web can use it to travel
through space, as mentioned aApove.
Traveling through time is also possible,
but it requires arcane knowledge



About the nature of time. The time
spider’s extradimensional Lair can
only be reached ]717 using the wep to
move through time. Some spiders have
webs that extend through Aundreds of
years, but they are so Large and
dangerous that most adventurers
would be easy prey!

ADVENTURE SEEDS

O Evil threatens the world, and it
can only be vanquished by the Black
Sword, af MaGuffin. There’s just one
problem — the plaver characters
destroved the Black Sword three years
aqo! Their only hope is to brave a time
spider’s Lair, go back.in time, and find
A way of retrieving the artifact
without alerting their past selves.

0 07cs Are raiding the town of
]Eiffling Waters. Their trail leads to A
broken-down barn and stops there, but
# strand of time spider web Appedrs in
the barn twice & dny. The PCs soon
learn the orcs are using the web as &
shortcut from their Lair in the
mountains. #ave the orcs stain the
spider, or have they found some way to
communicate and make a deal with
it?

SI1ZE HP DC DC
Large 16 30 34
Huge 18 32 36
Gargantuan 20 36 38
Colossal 22 40 40

The web strands have Damage
Reduction 5/fire; they ignore 5 hit points
from most weapons and natural attacks. Fire
negates the ability. The length of time a
thread exists in normal space, and the peri-
od at which it appears in any one place, is

also based on the size of the spider (see
below).

A character may figure out how to use
the web to move through time by making a
Knowledge (arcana) check (DC 35). This
allows the party to find and travel along the
non-sticky part of the web that exist only in
time; the results of this are left to the GM.

Vermin: Vermin have no Intelligence
scores and are immune to all mind-influenc-
ing effects. Vermin have Darkvision with a
range of 60 feet.

WEB TABLE

S1zE TIME/LENGTH OF THREADS PERIOD OF THREADS
Large 8 to 15 rounds (48 to 90 sec.) One or twice per day
Huge 90 sec. to 3 min. Every 6 to 8 hours
Gargantuan 3 to 6 min. Every 1 to 2 hours
Colossal 6 to 12 min. Every 15 to 30 minutes




sl TREE DEVIL

Medium-Size Beast

Hit Dice: 2d10+2 (13 hp)

Initiative: +2 (Dex)

Speed: 20 ft., climb 30 ft.

AC: 14 (+2 Dex, +2 natural)

Attacks: Bite +2 melee, or 2 claws +2 melee

Damage: Bite 1d6+1, claws 1d4+1 each

Face/Reach: 5t x 5 ft./5 ft.

Special Qualities: Darkvision 60 ft., Improved Grab, Low-light
Vision

Saves: Fort +4, Ref +5, Will +3

Abilities: Str 12, Dex 15, Con 13, Int 2, Wis 16, Cha 10

Skills: Balance +4, Climb +9, Hide +4 (+8 in forest),
Jump +8, Move Silently +4, Tumble +9,
Wilderness Lore +4

Climate/Terrain: Temperate forest

Organization: Solitary, pair, or family (1-2 and 1d4 offspring)

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: 3-6 HD (Large)

A

The initial attack of a tree devil, during which it swings down from the trees at its victim, is

treated as a charge, with the target usually caught flat-footed and completely surprised.
Beast: Beasts have Low-light Vision and Darkvision with a range of 60 feet.

Improved Grab (Ex): If a tree devil hits an opponent of at least the same size category as itself

or smaller with its claw attack, it deals normal damage and either attempts to start a grapple as a

free action without provoking an attack of opportunity, or it pulls the opponent into its space with-

out provoking an attack of opportunity and holds him

with a —20 penalty to grapple checks, using its

remaining attacks against other opponents. A

successful hold does not deal any additional dam-

age; each successful grapple check it makes during

successive rounds automatically deals claw damage.
Skills: Tree devils receive a +8 racial
bonus to Climb checks, and their fur
coloration adds a +4

racial bonus to Hide

7 . checks in their native

g~ forests. Tree devils also
—_ " receive a +2 synergy
J bonus to Balance and
) Jump checks, a +3 dodge
bonus to AC when fighting

i defensively or taking full-
round actions, and a +6 dodge

bonus to AC when on total
defense. And they get a +2

F‘ synergy bonus to Tumble
[ ™ checks.  These  skill
| \\* bonuses are included

f :'A,IL.,"'. : ."‘ __."'-. ’ above.

Tee devils are a fierce arboreal

}zrza(tktar, known far their
patience and their habit of dropping
on unsuspecting victims from the
Jforest canopy. T[ua17 are silent And
deadly hunters, stalking their prey
fram the ]70147[»5 af trees, laaking far an
opportunity to take a single target
alone, then quickly dropping down
and Vanishing back. into the branches
with their Kills. Merchant cAravans
tend to avoid forests that are known
hunting grounds for tree devils,
because of the nu mber of Livestock. and

quards Lost to & moment’s distraction.

Tree devils are about five feet
tall, bipedal, and Lok somewhat
similar to tree sloths, with shorter fur
and canine faces. Their coloring is
usually a mottled brown and black,
allowing them to blend into the
shadows of the forest with surprising

eAase.

ADVENTURE SEEDS

& The characters aqree to meet with
A person who claims to have a vital
clue to their current problem. The
designated meeting place is deep in the
forest at m’g[»t. When the characters
Arrive, tfuﬂ? witness their contact
}’ming pulled up into the trees 1717 A tree
devil. If they want the documents
they were qoing to receive, they must
foltow the wily predator up into the
forest canopy, and retrieve the body of
their contact.

& The PCs are hired to qu Ard A
merchant cAaravan traveling t[mmg[»
A forest. A family of tree devils has
recently taken up residence here, and
Looks upon the cArAVAR As A traveling
smorqashord. They keep pace with the
caravan through the treetops, and
attack wnwatched Animals or lone
people one ]717 one. Tkm? frefer to take
sleeping prey if they can, and the first
sign anyone notices of trouple may be
the empty bedrolls on the fringe of the

LWM}JSit&.



’A'Willim Appeats as o swarm of
rare, single-minded
hattucinogenic }uttzv‘li&s found in the
vicinity of horrible traqedies or pivotal
historical moments. It is an agent of
[fate on the Lookout for herves. It is said
that vrillisa are tasked with initiating
heroic journeys and delivering messaqes
to Adventurers on behalf of destiny.

A'lt[umg/» multiple small
Futtetflies make up A vrillisa swarm,
tfm; are actunlly a single magical
creature hatched fram one cocoon spun,
}:er[m?s, Jrom the wheel of fate. T} he
butterflies stay together, Acting As one,
for all purposes but one: escape. When &
Vrillisa is Attacked, its scatters in fear.
Wheever Levels a blade aqainst one of
these creatures should expect retripution
in the future, however.

A vrillisa is A vVibrant, calarful
creature of maquificent beauty. The
wings of the butterflies that make up
its form shine Like stained glass, but
Su}tly alter their huein flight. When
sunlight hits them it is refracted in o
vivid display of colors that forms meving
imaqes travelling across the multitude
of wings, telling tales of what has come
fmfrm: and where the heroes must go.
Sometimes the butterflies in & swarm
chatter like windchimes, as well. All of
these qualities combine to create a
maqical display that binds would-be
heroes to their missions. ¥ this fils, the
swarm may plaque the heroes with
hallucinations, such as images of their
ears slipping off their heads and flitting
AwRY, leading them towards their
destiny.

ADVENTURE SEED

& A vrillisn is sent to deliver a message
Jrom a divine force that has taken pity
on & poor ghost. If some band of heroes is
willing to follow the vrillisa to the site
of & desperte ghost's secret grave and
solve the mystery of its death, then the
ghost’s soul will be saved.

YRILLISA

—

Medium-size Magical Beast

Hit Dice: 1d10+2 (7 hp)

Initiative: +3 (Dex)

Speed: Fly 30 ft. (good)

AC: 16 (+3 Dex, +3 natural)

Attacks: Slam —1 melee

Damage: Slam 1d3-2 subdual

Face/Reach: Sft.x5ft/5ft

Special Attacks: Spell-like Abilities, Missive

Special Qualities: Darkvision 60 ft., Immunities, Low-light Vision,
Sentient Swarm

Saves: Fort +4, Ref +5, Will +2

Abilities: Str 7, Dex 16, Con 14, Int 8, Wis 14, Cha 18

Skills: Concentration +3, Hide +5 (+21 when scattered),
Knowledge (arcana) +3, Listen +5, Sense Motive
+5, Spot +5

Climate/Terrain: Warm land

Organization: Solitary swarm

Challenge Rating: 3

Treasure: None

Alignment: Usually neutral good

Advancement: 2-3 HD (Medium-size swarm), 4 HD (Large

swarm)

=

Magical Beast: Magical beasts have
Darkvision with a range of 60 feet and Low-light
Vision.

Missive (Su): This ability is used by a vrillisa
to bind subjects to a mission. It operates as the
spell lesser geas as cast by a 2nd-level sorcerer, but
is not limited to a single target. Up to 7 HD of
creatures within 30 feet who can see the vrillisa
are affected. The vril-
lisa can select which
eligible creatures to
target. ¥

Sentient Swarm
(Ex): A vrillisa is diffi-
cult to strike effec-
tively because it is
made up of a num-
ber discrete parts
equal to twice its
hp; no single but-
terfly in the swarm
is the heart or
brain of the
creature.
Because  of
this, a vrillisa
gains a +1
bonus to saves
versus mind-influ-
encing effects for

each hit point is has remaining, and it is not sub-
ject to critical hits. A vrillisa can also move its
component butterflies about to avoid attacks,
hence the natural AC bonus. When the vrillisa is
brought down to half its hit points, its butterflies
scatter; it becomes impossible for the vrillisa to
attack or use its special abilities, but it gains a
+8 size bonus to AC and +16 racial bonus
to Hide checks since every element of the
swarm is now of Fine size.
Spell-like Abilities:
A vrillisa can use the fol-
- lowing spells as if
¥ cast by a 2nd-level
sorcerer. The DC to
resist these abilities is 14
+ the spell level.
1/day — fear, modity
memory, persistent
image
3/day — charm
person, ghost
sound
At Will — con-
fusion,  silent
image



Feats: War dragons get one feat, plus
one additional feat per three Hit Dice. These
are usually those from the fighter feats list.
They cannot take most of the special dragon
feats, as those are related to flying.

Skills: War dragons have a racial bonus
to their Jump skill of +1 per Hit Die.
Civilized war dragons take skills as class skills
from the fighter list. Wild war dragons take
skills as class skills from the ranger list.

Climate/Terrain: The topaz dragon
was originally a desert-living dragon and the
war dragon’s habitat has expanded to
include forests and mountains. It can live in
any habitable terrain, like any other intelli-
gent species, but prefers lightly forested hills
and mountains.

Organization: Troop (4 young adults),
company (20 young adults), family pack (3—4
breeding females plus 1d6 young offspring),
or hunting pack (3—4 young adult males)

Challenge Ratings: Wyrmling 1, very
young 4, young 6, young adult 7, adult 9,
mature adult 11, old 13

Treasure: The war dragon fancies trea-
sure as much as any other dragon, but its

association with humanoids has given the
breed a taste for wearing jewelry, rather than
just hoarding it. Even wild war dragons are
likely to be found wearing necklaces for
bracelets and chokers or torques for rings.
Some of these might very well be magical.
Also, if a war dragon has found a magical
weapon of any size, he is likely to be using it.
The great prize of a war dragon might well
be in the war dragon, though. They value
hard precious stones as ideal for their giz-
zards. Hard pressed in a battle, a sand-spew-
ing war dragon may well be striking his ene-
mies with a fortune in semi-precious stones.

Alignment: War dragons are essentially
neutral in alignment, with some taking on
either lawful or chaotic alignments. They are
rarely good or evil, but are extremely self-
centered.

Advancement: Wyrmling 4-5 HD
(Tiny), very young 7 HD (Small), young 9
HD (Medium-sized), young adult 11 HD
(Large), adult 13-14 HD (Huge), mature
adult 16-17 HD (Huge), old 19-20 HD
(Huge)

7’7% ancient empire of Hyrkanem
wis founded by wizard Kings who
enslaved dragons. The wizards used the
Advantage to conquer several
relatively undeveloped nations that
were rich in magical resources but
rather Aard to get to. Their control of
these high-resource areas made the
Empire very powerful and influential
very quickly.

However, the practice of turning
draqons into steeds was fine for wide-
ranging wizards, but once the wizard
emperors settled down into one spot,
they found that most of the native
draqons moved out. As their military
might depended on having dragon
allies, they sought for & permanent
source of draqons to back up their
armies, which were relatively small
in relation to those of neiq[»}?aring

nations.

Part af the new ampire was the
Desert af Scintillation, A desolate
expanse composed of An inordinate
number of precious And semi-precious
stones. Possession af this source af
maqical components was one of the
reasons the empire haq been created
here. Inhabiting this desert were a
number of exotic animals, inclu ding
the topaz draqons. These were small
draqons that valued the precious
stones of the desert more for utilitarian

reasons than as treasure.

The wizards of #yrkanem seizeq
on these draqons as ideal for their
military purposes. They captured most
of the inhabitants of the desert and
started A breeding program. Within a
Jew qenerations, all the wild topaz
dragons were extinct. ALL that were
left were the domesticated variety,
called war dragons.

The wizards of #Hyrkanem ruled
their Land for several centuries, but
were finally brought Low by a block of
conquered nations thit resented their
control and heavy taxation. The war
draqons that escaped death in battte



were either taken Away by some of the
allied nations or escaped into the
wilderness during the confusion of the

canluest.

War raqons are Jar more
qreqarious than other dragons, as they
were bred to work.in troops of four and
companies of twenty. When found in
the wild, t[u:t; are either in me’lt;
packs of three or four females and
young aﬁ‘s}m’ng, orin fmnting ;:Mks
of three or four males. Full-grown
males and females never associnte
except for procreation. This is o
conditioned behavior from when the
males were bred for battle and the
females kept for }reea{ing‘ wild
females should not be discounted as
a}a}aanents, however. Since tfuav have
to protect their young fram predators,
they Are as able fighters As the males.
Indeed, some Armies with war dragon
units use older females in battte.

War draqons grow to Pe
ele;;kﬂmtine in size And Weigkt, but
rarely top 10,000 Lhs. War dragons vary
in color between a ligkt green to A
sullen 175110!47, 701'%7 fram one to the
other as they Age. They have small
wings that afn/iausli; cannot lift their
Weig[tt; instead, these Winqs }:rm/it(a
greater balance and leaping ability
in combat. They also mature much
faster than normal dragons, and
because of their Agqressiveness rarely
Aattain qreat Age.

War draqons are very intelligent
in their draconian way, and more
prolific than other species. In some
places they are treated as allies, in

Breath Weapon (Ex): The
war dragon’s breath weapon is
unique. Wild topaz dragons, which
evolved to survive in a desert environ-

ment, had to learn to eat many sub-
stances not found in the usual dragon diet.
Getting nutrition from many of these nigh-
indigestible substances was difficult, but the
topaz dragon developed a gizzard in which it
put rocks and pebbles, and used these to grind
up the foodstuffs for digestion. In emergency

WAR DRAGON AGE CATEGORIES

situations, war dragons can expel the contents
of this gizzard as a breath weapon, abrading
and destroying like the hard-driving sands of a
desert sandstorm. The size of their gizzards
allows war dragons only three expulsions
before they have to refresh their supply of
stones and gravel. The creature can expel a line
of stones 5 feet long and 5 feet wide as a stan-
dard action every 1d4 rounds. No attack roll is
necessary; the breath simply reaches the nor-
mal line length, as per the table below, and any

At this age, young war dragons are usually trained for battle
Most active war dragons are young adults
Adulthood is a rare age for war dragons; commanders and

Occasional mature adult war dragons are found in the wild.

Most domestic war dragons are “retired” at this point

AGE YEARS NoOTE
Wyrmling 0-2 —
Very Young 3-10 —
Young 11-20
Young Adult 21-55
Adult 56-100
trainers are this age
Mature Adult 101-200
Old 201+

Old age is very rare among this species; war dragons of this

age are usually found in the wild or as pets of their former

commanders

WAR DRAGON QUALITIES BY AGE

ATTACK
AGE SIZE Hit DICE (HP) AC* Bonus
Wyrmling Tiny 3d12+3 (22) 12 (+2 size) +5
Very Young Small 6d12+6 (45) 15 (+1 size, +4 natural) +8
Young Medium-sized ~ 8d12+8 (60) 17 (+7 natural) +10
Young Adult Large 10d12+10 (75) 20 (1 size, +11 natural) ~ +12
Adult Huge 12d12+12 (90) 25 (-2 size, +17 natural) ~ +14
Mature Adult  Huge 15d12+15 (112) 28 (-2 size, +20 natural)  +18
Old Huge 18d12+18 (135) 32 (-2 size, +24 natural) ~ +22

* The natural armor on a war dragon toughens as it ages, giving a progressively higher AC.

Nations that raise war dragons for combat often provide them with barding/armor, which
adds as much as 4 points to the AC of the dragon.

ADDITIONAL WAR_DRAGON QUALITIES BY AGE

others as slaves. Treating them s BREATH LINE FEAR
il mrelt; turns out well. War AGE Forr REF WILL WEAPON (DC)  LENGTH DC SR
B e il Wyrmling +4 +3 +3 1d6 (12) 30 ft. — 0
U1 the wWilds opaitas Very Young  +6  +5 45 2d4 (14) 40 . - 0
primitive Auntengmtkerars, tfwugl» Young +7 +6 +7 2d6 (15) 60 ft. _ 0
tlm? don’t cook. their meals. Tket; can Young Adult ~ +8 +7 +8 2d8 (16) 80 ft. — 10
be neqotinted with and, since t/wy Adult 9 8 9 2d10 (17) 80 ft. - 14
e o Mature Adult  +10  +9 +10 2d12 (18) 100 ft. - 18
have a Long tradition of association old +19 11 +13 2d12 (20) 100 ft. - 99

with humanoids, can even be allied
with.




character caught in the area must make a
Reflex save (DC indicated on the War Dragons
By Age table) to halve the damage, or suffer the
full damage as indicated on the same table.

Fighting Stance: War dragons were
trained to fight in an upright posture, just as
their humanoid companions did. They
charge and leap in an all-fours stance, but
generally fight upright. This allows them to
be trained in the use weapons; war dragons of

WAR DRAGON FACE/REACH BY AGE

Age Face Reach
Wyrmling 212 ft.x21/21ft. 5ft
Very Young 5 ft. x5 ft. 5 ft.
Young 5 ft.x 5 ft. 5 ft.
Young Adult 5 ft. x 10 ft. 10 ft.
Adult 10 ft. x 20 ft. 10 ft.
Mature Adult 10 ft. x 20 ft. 10 ft.
Old 10 ft. x 20 ft. 10 ft.

WAR DRAGON ABILITIES BY AGE

AGE SPEED* STR
Wyrmling 40 ft., jump 50 ft. 10
Very Young 40 ft., jump 60 ft. 12
Young 50 ft., jump 70 ft. 14
Young Adult 50 ft., jump 70 ft. 16
Adult 60 ft., jump 80 ft. 18
Mature Adult 60 ft., jump 80 ft. 21
Old 50 ft., jump 70 ft. 23

Young age and above are profi-

cient with all simple weapons, and

most of them take martial weapon
proficiencies as they age. Even the

wild war dragons have a tradition of weapon
use, and still teach their young to fight in this
posture; some even practice with branches
and small trees if there are no actual weapons
available. Of course, if a war dragon is using
a weapon, he does not get a claw attack with
that hand. Civilized war dragons often use
specially made shields, as well, meaning that
they get no claw attack at all.

Immunities (Ex): All dragons are
immune to sleep and paralysis effects.

Languages: Dragons speak Draconic
and, if part of a civilized army, the common
language of that land.

Spell Resistance (Ex): To determine if a
spell or spell-like ability works against a war
dragon, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds the war dragon’s Spell Resistance rat-

CASTER
DEx CoN INT Wis CHA LEVEL
10 13 6 10 5
10 13 7 11 6
10 13 8 12 7
11 13 9 12 3
11 13 10 13 9
11 13 12 13 1
11 13 14 14 12 3rd

,_.
N
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* Due to their small wings, war dragons do not fly, but the wings are powerful enough to give

them some lift for long jumps.

WAR DRAGON ATTACKS BY AGE

AGE BITE 2 CrLAws
Wyrmling 1d4 1d3
Very Young 1d6 1d4
Young 1d8 1d6
Young Adult 2d6 1d8
Adult 2d8 2d6
Mature Adult 2d8 2d6
Old 2d8 2d6

2 WINGS™* TAIL SLAP** CRUSH
1d4 — —

1d6 1d8 —

1d6 2d6 2d8
1d6 2d6 2d8
1d6 2d6 2d8

ADVENTURE SEEDS

A The adventurers Are Asked to
investigate the deaths of livestock.
The Livestock. have apparently been
attacked by a dragon, but the
investigators found dragon track
marks all over the site and no sign of A
draqon flying Away. This implies that
the dragon cannot fly, perhaps
because it's wounded, and that it is

very much still in the vicinity.

In fact, this is the work of o
qrovip of male war dragons who have
been forced out of their normal range
and so wandered into more civilized
Land. Their particular family qrovp
has been cut off from human contact
for several generations. They are
connected to A group of females and
wyrmlings o few days’ march into the
wilderness. Whether the adventurers
track. them down to kill them, or
attempt to befriend or domesticate the
whnderers is up to them.

& Lord Bahbahr, & famous general,
is dead, stain by his longtime
Aassociate, Raker. Raker is A war
draqon, and has fled to Bahbahr's
Pprivate game preserve, which has o
number of other exotic creatures in it.
The adventurers must Im'ng Raker
back. far ] ustice, And try to determine
whiy this companion of & dozen
campaigns suddenly turned against

his comrade.

* Due to their small wings, the damage from a wing buffet does not change once the dragon
reaches adulthood. However, war dragons that are part of civilized armies often sheath their
wings in edged metal, adding another 1d6 points of damage to that attack.

** War-trained war dragons are also often fitted with tail flails, adding a further 1d6 points of
damage to the tail slap attack. e
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ing, as given in the War Dragons
By Age table, the spell works nor-
mally, though the creature still gets a
saving throw if the spell allows such.

Spells: A war dragon knows and
casts arcane spells as a sorcerer of the level
indicated in the War Dragon Abilities By
Age table, gaining bonus spells for a high
Charisma score.

SAMPLE WAR_DRAGON

Wild Young Adult War Dragon

Large Dragon

Hit Dice: 10d12+10 (75 hp)

Initiative: 0

Speed: 50 ft., jump 70 ft.

AC: 20 (-1 size, +11 natural)

Attacks: Maul (heavy tree branch) +12/+7
melee, and tail slap +10 melee, and 2
wings +10 melee, and claw +10 melee,
and bite +10 melee

Damage: Maul 1d10+3, tail slap 1d8+1,
wings 1d6+1 each, claw 1d8+1, bite
2d6+1

Face[Reach: 5 ft. x 10 ft./10 ft.

Special Attacks: Breath Weapon 2d8

Special Qualities: Darkvision 60 ft.,
Fighting Stance, Immunities, Low-light
Vision, Spell Resistance 10

Saves: Fort +8, Ref +7, Will +8

Abilities: Str 16, Dex 11, Con 13, Int 9,
Wis 12, Cha 8

Skills: Balance +5, Heal +3, Intuit
Direction +7, Jump +10, Knowledge
(nature) +3, Listen +7, Move Silently +2,
Search +5, Spot +8, Swim +5, Tumble
+5, Wilderness Lore +5 +7 to avoid get-
ting lost)

) VAR DRAGON

Feats: Alertness, Multiattack, Power Attack

Climate/Terrain: Temperate and warm
desert, forest, hills, and mountains

Challenge Rating: 7

Treasure: No coins, double gems and jew-
elry, only magic is jewelry, no other
items

Alignment: Neutral

This dragon speaks Draconic.

Breath Weapon (Ex): this dragon can
expel stones and rocks three times before he
must refresh his supply of stones and gravel.
The creature can expel a line of stones 5 feet
long and 5 feet wide as a standard action
every 1d4 rounds. No attack roll is necessary;
the breath simply reaches 80 feet in length,
and any character caught in the area must
make a Reflex save (DC 16) to halve the dam-
age, or suffer the full 2d8 damage.

Dragon: Dragons are immune to sleep
and paralysis effects. Unless noted otherwise,
dragons have Darkvision with a range of 60
feet and Low-light Vision.

Fighting Stance: This dragon is profi-
cient with simple weapons, and with the
maul. He does not get a claw attack with the
hand that is using a weapon.

Skills: This dragon receives a +2 syner-
gy bonus to Wilderness Lore to avoid getting
lost, and a +2 synergy bonus to Tumble
checks. These are included above.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against this
dragon, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 10 the spell works normally, though
the creature still gets a saving throw if the
spell allows such.




(sl WHIP ROSE

Huge Plant
Hit Dice: 8d8+40 (76 hp)
Initiative: +2 (Dex)
Speed: 0 ft. (immobile)
AC: 14 (-2 size, +2 Dex, +4 natural)
Attacks: 5 Thorn Vines +6/+1 ranged, and bite +7/+2
melee
Damage: Thorn Vines 2d4+5 each, bite 1d6+2
Face/Reach: 15 ft. x 15 ft./10 ft.
Special Attacks: Improved Grab, Swallow Whole, Thorn Vines
Special Qualities: Blindsight, Immunities
Saves: Fort +11, Ref +4, Will +2
Abilities: Str 21, Dex 15, Con 20, Int 1, Wis 10, Cha 10
Feats: Multiattack
Climate/Terrain: Temperate forest, hills, or plains
Organization: Solitary
Challenge Rating: 6
Treasure: Standard
Alignment: Always neutral
Advancement: 9-16 HD (Huge), 17-24 HD (Gargantuan)

o

Feats: Whip roses receive Multiattack
free as a racial bonus.

Improved Grab (Ex): If the whip rose
hits an opponent of at least one size category
smaller than itself or smaller with its Thorn
Vine attack, it deals normal damage
and either attempts to
start a grapple as a
free action without
provoking an
attack of opportu-
nity, or it pulls the
opponent into its
space without pro-
voking an attack of
opportunity and
holds him with a
—20 penalty to
grapple  checks,
using its remaining
attacks against other
opponents. A success-
ful hold does not deal any
additional damage; each suc-
cessful grapple check it makes during succes-
sive rounds automatically deals Thorn Vine
damage and allows the whip rose to attempt
to use its Swallow Whole ability.

Plant: Plants are immune to poison,
sleep, paralysis, stunning, and polymorph-
ing. They are not subject to critical hits or
mind-influencing effects. Whip roses have
Blindsight to a range of 40 feet rather than

the Low-light Vision typical of plants.
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Swallow Whole (Ex): If the whip rose
makes a second successful grapple check
after a grab, it swallows its prey, which can
be up to one size category smaller than itself.
Damage is 2d6 bludgeoning plus
&7 1d6 acid damage per
round. A swallowed

creature can cut its way
out by using claws or a
Small or Tiny slashing
weapon to deal 15
points of damage to
the stomach (AC 14).
Once the creature
exits, muscular

Ty
/s action closes the
’

}9) '
7 k' e
§ “ “ hole; another swal-

lowed opponent
must again cut its
own way out. This
creature’s stomach
can hold 2 Large, 4
Medium-size, 8 Small,
16 Tiny, 32 Diminutive, or 64

Fine or smaller opponents.
Thorn Vines (Ex): The whip rose
attacks with vine-like tendrils lined with

FRAIM

thorns. These attacks are similar to whips,
attacking as ranged weapons out to a limit of
20 feet with no range increment. The vines
do normal damage, not subdual damage.

7‘141 wkif 1058 15 A CATRAVOTOUS,
Jlowering plant with runners
and flowers resembling a rose bush. It
has a central bole inside of which a
Large fanged movith opens, surrounded
1’717 a tangle of t[wrm; Vines benring
fm'gkt red blossoms. The Vines move
constantly, and Lash out at any
living creatures that approach
within reach. Once canght, a creature
is pulled into the gaping maw in the
center of the whip rose to be consumed.

Because of the beautiful flowers
qrown 17!7 the Wki}: rose, it 15 aftan
added to the gardens of those brave
souls who collect dangerous flora. Most
of these horticulturists take pains to
fence off the perimeter around the
plant to prevent unpleasant
accidents, but some count on the whip

1ose As A security meAasure.

Most mages assume that the whip
rose is the product of some maqical
ex;:arimentmtim, Mt/wug[» ne one
knows ]717 whom or when. Many
druids, however, claim that it is a
natural };lpmt, the ;:raa(u ct af natural
evolution. The presence af rzfermces to
the wa'}a rose in many Ancient herbals
does nothing to persuade either side,
and both use it as proof of their
arguments: the druids claim that the
age of the references mean that it
must be natural, while the maqes cite
the wide range of uses for the plant as
being beyond the realm of coincidence.

ADVENTURE SEED

oA prankster has managed to
transplant a whip rose into the city
park. It has claimed four victims so
fm, Aand is certain to kill more. Not
only does the party need to eliminate
the threatening plant, but it also
must track down the derandged person
who planted the bush in the first
place. Of course, anyone that can
move A whip rose Around with
impunity is someone to be reckoned
with.



Deep in the wild deserts and
unex;:larea{ ] ungles, in cities af
Ancient raugfm?arku{ stone, well the
Lanky, human-like }mings known as
the xipitotec. T he xipitotec are known
as worshipers of & savAaqe qod of the
SAme name; t[m; Ate A cunm'ng and
predatory race that flays helpless
captives alive and uses their skins as
cm/zn'ngs over their own c75t~ca1/are¢{,
7re17i5k~graen skin. To them, the
divine Xi}:itatec s A gaa{ af rebirth, so
they wear the uncured skins of others
as & way of constantly being renewed
into the world. until they rot away
nfter approximately three weeks,
these fleshy shrouds give the xipitotec
supernatural powers drawn from the

victim's life essence.

Xipitotec avoid the major outposts
af other sentient }eings; tfuay have no
interest in contact with other races,
aside from using them as a source of
food and, most importantly, skins. To
this end, the xipitotec hunt carefully,
using blunt Weapons and nets to
capture their prey with & minimum
of dnmaqe; whole pelts are worth more,
both because they hold more power and
because they signify that the wearer
is & hunter of great skill. Xipitotec
usually judge skins by how exotic
they Look rather than by any
knowledge of the owner's innate
abilities. #owever, tiwy aren't fools,
and will happily flay and wear the
skin af A ;:au/erful WATTLOT 0T
spelleaster tfuav Ve seen in Action.
Victims are ritually skinned alive
when }:assible, and their organs are
eaten. As A matter af honor, the
individual xipitotec who makes a Kill
qets to wear the skin, Mt[wugh at
times A xipitotec will present such a
skin to someone it wishes to mate
with.

The xipitotec social structure is
highly ritunlized, with a hierarchy of
priests and warriors ruling each city.
Status is achieved through the
collection of skins, and most adult

XIPITOTEC |m

Hit Dice:

Medium-size Humanoid (Xipitotec)
2d8+2 (11 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 13 (+1 Dex, +2 large wooden shield)

Attacks: Sap +1 melee, or net +2 ranged

Damage: Sap 1d6 subdual, net (special)

Face/Reach: 5 ft. x5 ft./5 ft.

Special Attacks: Disease, Skin Powers

Special Qualities: Disease Immunity, Enhanced Abilities, Skin
Powers

Saves: Fort +4, Ref +1, Will +0

Abilities: Str 10, Dex 13, Con 12, Int 10, Wis 10, Cha 7

Skills: Hide +1, Listen +3, Move Silently +1, Spot +3,
Wilderness Lore +1

Feats: Alertness

Climate/Terrain: Warm land

Organization: Party (2-7), band (8—20 plus one 4th-level

Challenge Rating:

cleric), or clan (20-100 plus 50% noncombat-
ants plus one 4th-level cleric per 10 adults,
3—4 6th-level warriors, and one 8th-level
fighter or cleric)

2 (+1 for every 2 HD of its current skin)

Treasure: Standard
Alignment: Usually lawful evil
Advancement: By character class (warrior)

A

Disease (Ex): A skin-clad xipitotec is a
walking disease vector. The most common
infection is called Deadskin Slough, easily
recognizable once the victim’s skin develops
grey-green blotches that spread over the
skin, which then starts sloughing off in
chunks. When a character is successfully hit
by a xipitotec’s melee attack, he must make a
Fortitude saving throw (DC 14). If he suc-
ceeds, the disease has no effect — his
immune system fought off the infection. If he
fails, he takes 1d3 temporary Constitution
damage and 1d3 temporary Charisma dam-
age after an incubation period of 1d3 days.
Once per day afterward he must make a suc-
cessful Fortitude saving throw (DC 14) to
avoid repeated damage. Two successful sav-
ing throws in a row indicate that he has
fought off the disease and recovers, taking no
more damage. To assist with the Heal skill,
every time the diseased character makes a
saving throw the healer makes a check. The

diseased character can use the healer’s result
in place of his saving throw if he spends most
of each day resting. Characters recover

points lost to ability score damage at a rate of
1 per day, even while a disease is in progress.
A character whose Constitution score is
reduced to 0 is dead; a character whose
Charisma score is reduced to 0 is uncon-
scious.

Disease Immunity (Ex): The xipitotec
are immune to all mundane diseases, thanks
to their prolonged exposure to rotting flesh.
They are affected normally by magical and
supernatural diseases, such as demon fever
and mummy rot.

Enhanced Abilities (Su): While wear-
ing a skin, a xipitotec gains the skin’s pervi-
ous owner’s Strength, Dexterity, and
Constitution modifiers, if positive, to its own
Strength, Dexterity, and Constitution scores.
For example, the skin of a human who had a
Strength score of 16 will give the xipitotec a
+3 bonus to its own Strength score; the xipi-
totec represented by the above stats would
thus have a Strength score of 13. This repre-
sents the xipitotec siphoning off its victim’s
remaining life force.
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Skills: Xipitotec take a —2 armor check
penalty for their traditional large wooden
shields. This is included above.

Skin Powers (Su): Skin-clad xipitotec
gain the “at-will” spell-like and supernatural
abilities of their skin’s former owner, the
ranks he has in his two highest-ranked skills,
and one of his feats of the xipitotec’s choice.
They can also cast spells the victim had
memorized at the time of death, provided
the spell’s level is at most half the xipitotec’s
number of Hit Dice rounded down. Each
spell can be cast once daily. For example, a
2-HD xipitotec could use any 0- or lst-level
spells of'its skin, each once per day. Also, xip-
itotec have fragmentary memories from
their skins, which should be treated as a
Knowledge (victim’s memories) skill with
one rank.

NEW MINOR_ARTIFACT;
NECKLACE OF THE XIPITOTEC,

This horrific treasure is a ritual accesso-
ry for xipitotec clerics. At least three of these
necklaces are known to exist at three differ-
ent xipitotec sites. Each is made from the
teeth, collarbones, and fingerbones left over
from ritual sacrifices. Said to be favored by
the twisted xipitotec god, the necklaces hold
a special value to those of other races. The
necklace bestows a complete immunity
against diseases of all sorts to the wearer, as
well the ability to cast deathwatch, death
ward, and mending at will. Once per month,
on the first day of the new moon, the wearer
may also cast slay living.

Caster Level: 20th; Weight: less than 1 1b.

xipitotec make reqular farm;s to hunt
for them. Small bands of xipitotec can
live almost anywhere, but their main
dwellings Are massive, crumpling
cities built of raug[» black stone. The
few scholars aware of this race’s
existence believe them to be the twisted
remnants af an ancient cult, 7ivfm
the apparent aqe of their cities
combined with their worship of an
otherwise Lost qod. No explanation for
their Pfu]siml Appearance or
supernatural abilities has been given.
The xipitotec speak. a debased dinlect
called Xipic that evolved from a dead

lnngumﬁa.

ADVENTURE SEEDS

A The matriarch of & noble family
will reward the PCs well for the
recovery vf her 17aun7est son, An
impulsive redhended teen Lost in the
Jungle. H#e should be easy to find, as A
17017 hood accident Left him with a Long
SCAT Actoss his fAce that terminates in
A shock. of white hair. Sadly, he was
seized by & Large clan of xipitotec who
see his dramatic coloration As An omen
and who now wear the skins of the
boy's bodyquards. The boy will be
skinned soon quring a great ritual,

unless the flnyzrs can free him.

o A powerful magician has heard of
the xipitotec and wishes to examine
one of their skin-shrouds. #e pays
handsomely, but the skin must be
taken without damaging it. As no
xipitotec will part with its skin
Willinql% the PCs have a c[mllenga
on their hands — to say nothing of the
?rafﬂzm of qetting it Pack to
civilization Tmfare it decays.



7414117 w creature born of utter
m’gktmmz, the yungqulur is o
massive behemoth that primarily preys
upon the most innocent of all —
children. A single such beast can, if
undetected, completely and covertly
destroy a small town in mere weeks.

Physically intimidating,
yungqulurs averaqe twelve to fifteen
Jfeet in height and typically weigh 2,500
}Jauru{S. No clatf»ing covers their Sickltf,
pale skin, which ranqes in color from a
dull white to & putrid qray or yellow. A
qrossty distended belly makes up the
bulk of the creature’s bloated mass.
Finwllt;, the yun%ulur has lmg,
sloping arms that touch the ground and
end in twisted hands tipped with
wickedly curved yellowed claws. Their
legs are sipalarin form to A goat’s,
ending in wide, splaved flat feet that
boast three Large claws ench. A
yungqulur's spherical head is vagquely
reminiscent of & Auman’s, and is
dominated by two Large, Luminous green
eves. Colors seem to swiirl and whirl
within those eyes, which are said to
have the power to absorh and destroy
men's souls. A massive maw filled with
thick, sfww;;, Vallamw( teeth dominates
the entire Lower half of the yungqulur’s
head, and a small, stightly pug nose is
found between the eves. A pir of
downward-turned, spiraling, fleshy
horns sprouts from either side of the head;
they are believed to function in the
same manner as ears. Lastly, a shock.of
whitish-blue hir sprouts from the
yungqulur's head and trails down its
neck. and pack.

While yunggulurs by no means
disdnin combat, they typically do not
find themselves in melee due to their
nefarious natures and sheer evil
cunning. T his creature, as A rule, enters
inty An Ared nearhy the settlement of &
sentient race, And then creates a hidden
Lair in an mt~af~tke—u/m; spot, such as
At the center of A swamp, in & Long-
abandoned mine, or hidden in a dark.

and tangled grove. Once it feels secure in

Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Huge Aberration

13d8+65 (123 hp)

+11 (+7 Dex, +4 Improved Initiative)

60 ft.

23 (-2 size, +7 Dex, +8 natural)

2 claws +14/+9 melee, and stomp +12/+7 melee
or bite +12/+7 melee

Claws 2d4+7 each, stomp 1d6+3, bite 2d8+3
10 ft. x 10 ft./15 ft.

Doomsong, Frightful Presence, Improved Grab,
Spell-like Abilities, Swallow Whole

Darkvision 60 ft., Fast Healing 5, Spell-like
Abilities

Saves: Fort +9, Ref +11, Will +12

Abilities: Str 25, Dex 24, Con 20, Int 22, Wis 18, Cha 18

Skills: Hide +16, Intimidate +16, Listen +12, Move
Silently +16, Perform (mimicry) +20, Read Lips
+12, Search +12, Spot +12

Feats: Cleave, Combat Reflexes, Endurance, Great
Cleave, Improved Bull Rush, Improved
Initiative, Multiattack, Power Attack

Climate/Terrain: Any land

Organization: Solitary or pair

Challenge Rating: 11

Treasure: Standard

Alignment: Always lawful evil

Advancement: 14-16 HD (Huge), 17-20 HD (Gargantuan)
oV

Aberration: Aberrations have saving throw is immune to that creature’s

Darkvision with a range of 60 feet.

Doomsong (Su): Yunggulurs are able to
match the voice of any creature they hear
speak. Characters must make a Listen check
versus a Perform (mimicry) check by the
yunggulur to determine that it’s a fake.

Fast Healing (Ex): At the beginning of
each of the yunggulur’s turns, it heals 5 hit
points. A creature that has taken both subd-
ual and normal damage heals the subdual
damage first. Fast Healing does not allow a
creature to regrow lost body parts, or reat-
tach them unless otherwise stated, and does
not restore hit points lost from starvation,
thirst, or suffocation.

Frightful Presence (Ex): When a
yunggulur roars, opponents with fewer Hit
Dice than the yunggulur has, and who are
within 60 feet, become frightened for 5d6
rounds; frightened characters suffer a -2
morale penalty on attack rolls, weapon dam-

age rolls, and saving throws, and attempts to
flee. Opponents can resist with a Will save
DC of 20. An opponent who succeeds at the

Frightful Presence for one day.

Improved Grab (Ex): If a yunggulur
hits an opponent of at least one size category
smaller than itself or smaller with its bite
attack, it deals normal damage and either
attempts to start a grapple as a free action
without provoking an attack of opportunity,
or it pulls the opponent into its space without
provoking an attack of opportunity and
holds him with a —20 penalty to grapple
checks, using its remaining attacks against
other opponents. A successful hold does not
deal any additional damage; each successful
grapple check it makes during successive
rounds automatically deals bite damage and
allows the yunggulur to attempt to use its
Swallow Whole ability.

Skills: Yunggulurs take a —8 size penal-
ty to Hide checks, but receive a +10 racial
bonus to Hide checks due to the coloration
of their skin. They also get a +10 racial bonus
to Perform (mimicry) checks. This is includ-
ed above.

YUNGGULUKJ@,




Spell-like Abilities: Yunggulurs can
use the following spells as if cast by a 10th-
level sorcerer. The DC to resist these abilities
is 14 + the spell level.
3/day — confusion, improved invisibility,

teleport
At Will — charm person

Swallow Whole (Ex): If the yunggulur
makes a second successful grapple check
after a grab, it swallows its prey, which can
be up to one size category smaller than the
yunggulur. Damage is 1d8+7 bludgeoning

plus 1d8 acid damage per round. A swal-
lowed creature can cut its way out by using
claws or a Small or Tiny slashing weapon to
deal 20 points of damage to the stomach (AC
20). Once the creature exits, muscular action
closes the hole; another swallowed opponent
must again cut its own way out. This crea-
ture’s stomach can hold 1 Large, 2 Medium-
size, 4 Small, 8 Tiny, 16 Diminutive, or 32
Fine or smaller opponents.

its new home, it fmgins Venturing out,
undetected, into the neig[»}aring
settlement. After studying its intended
prey and learning all that it can, the
yungqulur slowly beqins Luring the
children of the community with its
imitations of the voices of their own
parents and Loved ones. Yungqulurs can
speak any Language known by their
intended victim, but they rarely speak.
unless calling others to their doom.

Tw;imllv, this monster devours a
few children and then hides the others
AWAY, using them Later as bait to ture
still others into its grasp. The yungqulur
calls the parents to their dooms using the
voices of their dead children. Any adults
not drawn 1717 this horrific ploy are then
dealt with quickly and easily by the
creature’s massive claw's and terrific
maw. /A single yungqulur can guietly
eradicate an entire town without an

AlArim being riised.

ADVENTURE SEED

R0 A hermit wizard seeks to impede the
advances of an encroaching mamfny
town. After cma{ucting much research,
and performing many divinations and
scryings, the wizard has learned of the
existence af A nggulur on the move,
laaking far A new home. She contacts
the characters and asks them to retrieve
the beast, but she wants it brought back.
alive for “magical research purposes.”
Once she has the creature and sends the
characters on their way, she plans to
release it outside of the nearby
unsuspecting town. T he characters,
however, catch a hint af the twisted
wizard's plan and have a chance to stop
her. If the wizard suspects this, she will
unleash the yungquluron the
characters, so that they will have to
deal not only with a farmia(ﬂ}le and

crazed wizard, but also a roque

Vun%ulur.



zenzogin Are winged, four-armeq
qiants from the celestial realms.

ZENZOGIN S

T

Their skin color is either 7ala(en or silver,
and their hair, which they wear tied

17Mk in l(ﬂ’tﬂ CWSCM&S t[WVt remfv fﬂst Huge Outsider (Lawful)
their waists, 1s either jet Plack or the Hit Dice: 16d8+112 (184 hp)
color af pure B 7—[‘&7 Initiative: +7 (+3 Dex, +4 Improved Initiative)
; r Speed: 40 ft., fly 30 ft. (average)
commonly wear & quilted Kimono, AC: 98 (-2 size, +3 Dex, +17 natural)
matching trousers that end at the knee, Attacks: 1 Gargantuan +5 vorpal greatsword
and cloth two-toed sandals that t[w’? +25/+21/+15/+11 melee, and 3 Gargantuan +5 vor-

pal greatswords +25 melee

Lace up their shins. The fmtlms af their

Damage: Gargantuan +5 vorpal greatswords 4d6+16 each

Wings are the same color as their Mir, Fa.ce/Reach: 10 ft. x 10 ft./15 ft.
and the tip af each is adorned with a Special Attacks: Art of War, Shadow of the Past, Sins of the Father
&(ﬁmgling metal ring or }Jreciaus qem. Special Qualities: Damage Reduction 20/+3, Darkvision 60 ft.,
Thew all fiaht L Regeneration 5, Spell Resistance 25

Vi W “e 5t17 ized Saves: Fort +17, Ref +13, Will +14
f Acemasks Known As A mempo in the Abilities: Str 29, Dex 17, Con 25, Int 18, Wis 18, Cha 20
eastern Lands, 7wmg them t"’rriﬁﬂ”ﬂ’ Skills: Balance +16, Concentration +16, Diplomacy +18,

Heal +18, Hide +14, Innuendo +13 (+15 to intercept

emonic Visages. No one in recon
4 ] e a message), Intimidate +22, Jump +16, Knowledge

his t"”? has ever seen o lit/ing mezaﬂin (war) +20, Listen +14, Move Silently +16, Ride +16,
without his mask. Search +14, Sense Motive +18, Spot +14,
Tumble +16
Zenzaqin Are the AVALATS 0f ) ustice Feats: Blind-fight, Cleave, Combat Reflexes, Deflect
And war. 7’[\&,7 were once },,gg},lg who Arrows, Dodge, Expertise, Far Shot, Flyby Attack,

were excep tiWLMli; moral, ethical, and Great Cleave, Improved Bull Rush, Improved
& Ciritical, Improved Disarm, Improved Initiative,

lm‘f’"l 1 ltfz’ and have peen rewnrded Improved Trip, Improved Unarmed Strike,

with service to the 70#@ af battle. T[Lﬂl? Mobility, Mounted Archery, Mounted Combat,

appear in threes, with a least one Multidexterity, Multiweapon Fighting, Point Blank

Shot, Power Attack, Precise Shot, Quick Draw,

f R e i grovip: . qulV ¥ Rapid Shot, Ride-by Attack, Shot on the Run,

the scenes afmmsixle battles. For the Spirited Charge, Spring Attack, Stunning Fist,
most part, t[w;t; merely opserve, but t[wy Sunder, Trample, Weapon Focus (greatsword),
have been known to aid one side or the \A\/'eapli)n Specialization (greatsword), Whirlwind
9 o g ttac)
Atlthar o accﬁmm,' their mMme z{mng & Climate/Terrain: Any land
is generally to bring equilibrivm to an Organization: Triumvirate (3)
unpalanced war. It isn't uncommon in Challenge Rating: 17
especinlly important military {[reasure: hlaae
] J 1 Alignment: Lawful neutral
campnigns for one of the winged giants Advancement: 17--19 (Huge), 20-24 HD (Gargantuan)

to call out an Army ’s most ;wu?mful hero

or Leader to engaqe him or her in one-on- 4? @ {i‘ @

one combat. When the trinmvirate is

satisfied that the confl licting armies are Art of War (Ex): Zenzogin have the 3/day — antimagic field, blade barrier, bull’s
even, t[u:i; 7zmrn1117 take their leave. sum of the world’s martial knowledge in strength, calm emotions, circle of doom,
TnSome insEances, however, BRelzenzs g ah Lhei]; minds. {?ls su;h},lthey can use any com(i dcnch(;i ﬁs]t, (;]omagj;n., dictum, disint](;f
: 2 at feat at will and have every weapon an grate, dispel chaos, divine power, earth-

have Mt‘uulli; oy ed out both sides afﬂ armor proficiency; standard feats are quake, endure elements, flame strike,
battte, SIWWiﬂﬂ neither mercy nor already included in the above stats. In addi- grasping hand, harm, hold monster,
mmgr;gfart[wir actions, while in other tion, they may cast spells from the inflict critical wounds, inflict light
. b tkay'wzndea(u/ms}y Destructlon., Law, Protection, htrength, and wouz.ids, magic CII“C{C against chao.s,
. ) ‘ War domains as a 16th-level cleric, three magic vestment, magic vestment, magic

7 reVentmg the armies fr i s o times per day each. The DC to resist these weapon, mind blank, order’s wrath,
one another. abilities is 14 + the spell level. power word: blind, power word: stun,

protection from chaos, protection from

In combat, the zenzogin ate, as
might be expected, fearsome and deadly,

caymﬁle of using any weapon, ﬂgkting
stvle, orbattle mﬂgic known — and




clements, repulsion, rightcous might,

sanctuary, shatter, shield of law, shield

other, spell immunity, spell immunity,
spell resistance, spiritual weapon, stone-
skin

Damage Reduction (Su): The zenzo-
gin ignores 20 hit points from most weapons
and natural attacks. A +3 weapon or better
negates the ability.

Outsider:
Outsiders have
Darkvision with a ¢
range of 60 feet. A ’J
slain outsider cannot
be raised or resur-
rected, although a
wish or miracle
spell can restore it
to life.

Regeneration
(Ex): Damage dealt
to the zenzogin is
treated as subdual
damage, and the
creature automati-
cally cures itself of 5
points of subdual dam-
age per round. It can
regrow or reattach sev-
ered body parts. Fire™ 1y
and acid deal damage
to the zenzogin normally, as do
attacks that don’t deal hit point dam-
age. Attacks that can cause instant death
only threaten the creature with death if it is
delivered by weapons that deal it normal
damage. Regeneration does not restore hit
points lost from starvation, thirst, or suffoca-
tion.

Shadow of the Past (Sp): The zenzo-
gin can use Shadow of the Past to put a crea-
ture on trial for his alleged “crimes.” Once
per day, a zenzogin may target a creature
within its line of sight with this ability. If the
creature fails a Will save (DC 26), he must
relive in his own mind either his entire life or
key moments of it, over a time span of 3
rounds. The creature cannot take any action
during these rounds other than to observe
and speak when directly addressed by the
zenzogin. The magic compresses time, so the
affected creature may feel as if an hour, a
day, a week, or more has passed. To outside
observers, this effect is identical to the affect-

ed creature being paralyzed; he is unable to
move, has effective Strength and Dexterity
scores of 0, but can take purely mental
actions. Additionally, when a creature comes

out of this state, he
must make a Fortitude save (DC ™.
26) or take 1d2 points of tempo-
rary Constitution damage from the
psychological shock of the experi-
ence. If all three members of the triumvirate
use this power together, work-
ing in concert, then it has an
area of effect of 20 feet and

T all

creatures

I,I caught in the

A effect radius must

lll.'f experience  the

targeted creature’s
life as it does.

Sins of the
Father (Sp): One
who dies at a zenzo-
gin’s hand may be

reborn with a soul
that has been
absolved of the
sins he commit-
; ted in his former
©life. This has the
/ same effect as if
the spell resurrec-
tion were cast on
# the character by a
16th-level  cleric,
with the exception
that the character
is reborn at half
his original age and
in a completely different body. For a charac-
ter to be restored by means of this ability,
there must be some small shred of corporeal
remains left behind. The zenzogin may use
this ability 3 times per day.

Skills: Zenzogin receive a —8 size penal-
ty to Hide checks. They receive a +2 synergy
bonus to Tumble checks. They get a second
+2 synergy bonus to Diplomacy checks, and
to Innuendo checks to intercept a message.
They receive a third +2 synergy bonus to
Balance and Jump checks, a +3 dodge bonus
to AC when fighting defensively or taking a
full-round action, and a +6 dodge bonus to
AC when on total defense. These skill bonus-
es are included above.

Spell Resistance (Ex): To determine if
a spell or spell-like ability works against a
zenzogin, the spellcaster makes a level check
(1d20 + caster level). If the result equals or
exceeds 25, the spell works normally, though
the zenzogin still gets a saving throw if the
spell allows such.

some that are unknown, if truth be
told. Foes who have great future
potentinl or an wnfulfilled destiny
and wheo are slain ]717 n zenzogin are
typically reborn with a clean siate, to
be given a second chance At redeeming
themselves. In fact, it's not unusual
for victims of the zenzogin to remember
parts of their former Lives during their
new ones, nllawing them the
opportunity to n’g[&t the wrongs that
led to their demises. When A zenzogin
dies it is reborn with full awnreness
from the moment of birth of who it was
and what it has the potential to
become aqain. If it holds true to the
way of morality and justice in this
new life, then it will eventu ally
become a zenzogin Aqain At death.
Only in o fzu? extremely rare instances
does the reborn zenzogin follow the
way of evil. At death, the corrupted
zenzogin qoes to one of the numerous
hells, perhaps rewnrded by the demons
that rule there.

ADVENTURE SEEDS

Ao A zenzogin trivmvirate has been
captured by A Large mercenary
company and Tmmglf»t back to the
capital city. They are chained at the
center of an arens, hound by magic
not even they can break, and the city
leaders announce that within a
weeks time they will hold o
tournament to see who the can stay
the ginnts. Those who survive will be
well rewnrded with wealth and noble
titles.

A The characters are abducted by
three zenzogin and put on trial for
their past “crimes.” Key moments in
their Lives are relived As the ginnts
present their “evidence.” Can the
characters defend their actions? Will
they make the same choices agrin if
qiven A second chance — and if they
make different choices, can they live
in world that is fundamentally
altered due to those choices?



7‘1¢z[m 11 Are the spirits of
knowledge, the caretakers of
history, and the quardians of fact. For
these diminutive scholars, information

ZHU RU |m=r=

Small Fey
1d6+3 (6 hp)

is prized more than anyithing else in the
world.

Hit Dice:

Initiative: +2 (=2 Dex, +4 Improved Initiative)
In the lﬁmﬂungz aftfw Middle Speed: 20 ft., run 100 ft.
Kingdoms the word “zhu ru” pronounced AC: 9 (+1 size, ~2 Dex)
: = ) Attacks: Dagger —1 melee
qzov-1o0, mesns “qwarf,” but that is Damage: Dagger 1d4—1
merely & name of convenience given to Face/Reach: 5 ft. x 5 ft./5 ft.
them 1717 the other races. In their own Special Attacks: Spell Summoning

Special Qualities: Channel Knowledge, Linguistic Weakness, Low-

tonque, t[wi; preferto be called “zhishs

Jenzis"or Shonored scholars,” for thatds Saves: Fort +0, Ref +0, Will +5
indeed what tfwy are. Tt 1s tfwugkt that Abilities: Str 9, Dex 7, Con 10, Int 20, Wis 13, Cha 16

the 7‘,‘{5 created them so that ﬁ“V could Skills: Alchemy +8, Appraise +8, Bluff +6,

" Concentration +3, Decipher Script +15,
murnt&lv e m/erythmg e Diplomacy +6, Gather Information +13,

Knowledge (history) +18, Listen +6, Profession
(historian) +14, Search +8, Sense Motive +7,
Spellcraft +8, Spot +6, Use Magic Device +6

light Vision, Polyglot, Spell Summoning

happens, as the gods certainly have
Larger issues to worry About. Opservations
made by these beings are written down

in special magical scrolls; every m’gf»t
during the fourth Pell these scrolls pass
on their information to the Annals of
Time. The Location of the repository
[wusing this collection of scrolls is
unknown, but rumers SAY it exists on
the mythical mountain Kun Lun, the
supposed homeland of all Middle
Kingdom spirits and fey. No zhu rvs has
ever actually seen Kun Lun, much less
Tnows if it exists — what they do know
is that if such & place is real then they
will be the ones to eventually find it.

Zhu ru are Sfti/ }eings, fraferring to
observe the world from. a distance rather
than interact directly with it. When
necessity requires it, one may befriend o
saqe o scholar from another culture to
exchange information, but only as an
Absolute Last resort. Known Sfor their
incredible patience, the zhu ru will 90
to Any extreme over Any lmgtk of time
toget information, tfwugf» t[\m; foltow
A strict code af nm-interfereme; 7«;1/{145
out information that could seriously
alter the natural course of destiny is
prohibited. The only other thing a zhu
v won't do for knowledge is pay for it.
Any zhu ru cm:gkt pAving for
information is immedintely banished;
his robes, cap, and scroll are taken from
him and the word is spread that he's an

Feats: Alertness, Improved Initiative, Iron Will, Run,
Skill Focus (Sense Motive), Toughness

Climate/Terrain:
Organization:
Challenge Rating: 1
Treasure: None
Alignment:

Advancement:

Any land and underground
Solitary or research team (2—4)

Always lawful neutral
2-7 HD (Small)

=

Channel Knowledge (Ex): While
incredibly intelligent creatures, a zhu ru
couldn’t possibly remember all the knowl-
edge his race as accumulated over the cen-
turies. But the Annals of Time does, and he
can call it on it when he must. Three times
per day, the zhu ru can channel the knowl-
edge contained within the Annals by making
an Intelligence roll (DC 20, modified as
appropriate for the rarity of information
sought). A success means that the zhu ru
temporarily gains 10 ranks in the skill closest
to what he needs, even if he doesn’t have that
skill; for instance Knowledge (history) to
know information regarding the lost tombs
of a long-dead monarch, or Wilderness Lore
to understand the mating rituals of the local
centaur population. A failure means either
the Annals of Time doesn’t contain the infor-
mation yet, or the zhu ru is denied access to
the information for some reason. A natural

20 temporarily gives the zhu ru 15 ranks in
the skill plus 5 ranks in two other peripher-
ally related skills. A natural 1 results in infor-

mation overload that does 1d8 temporary
Intelligence damage; temporary ability score
damage returns at the rate of one point per
day. When channeling knowledge, a bright
nimbus of blue energy fills the zhu ru’s eyes.
Any non-zhu ru within 5 feet of him sudden-
ly notices random tidbits of incredibly
obscure information springing into the their
minds only to fade seconds later. It takes a
full 3 rounds to use this ability and, if suc-
cessful, the effects last for 1d6 hours.

Fey: Fey have Low-light Vision, and are
proficient with all simple weapons and those
mentioned in their entries.

Linguistic Weakness (Ex): The zhu ru
can’t stand the sound of any language spo-
ken in reverse. It drives them utterly mad
and wracks their bodies with pain. If within
30 feet of a person speaking the reverse form
of any tongue, the zhu ru makes a Will save
(DC 25). A success means he is able to toler-
ate the sound but suffers a —5 morale penal-
ty to all skill checks, attack rolls, weapon
damage rolls, and saving throws until the
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noise ceases. If he fails the saving throw, he
takes 1d4 points of subdual damage and suf-
fers a —10 morale penalty to all skill checks,
attack rolls, weapon damage rolls, and sav-
ing throws until the noise ceases.

Polyglot (Sp): The zhu ru are masters
of language, as their research takes them to
all parts of the world. This ability functions
like the spell tongues and is always in effect.

Skills: Zhu ru receive a +10 racial bonus
to Decipher Script, Gather Information,
Knowledge (history), and Profession (histori-
an) checks. This is included above.

A

Spell Summoning (Sp): Once per day,
a zhu ru can access the Annals of Time using
her magical scroll, calling forth a single spell
effect. This effect is as any spell taken from
the standard SRD wizard spell lists.
The summoned spell is cast as if by a 20th-
level wizard. The DC to resist it is 15 + the
spell level. Zhu ru detest killing, and if faced
with combat use this ability to escape rather
than retaliate directly.

information broker. Zhu ru don’t
usually Last Long disassocinted from
their own kind, but some of those that
have survived went on to become some of
the most highly sought-after spies in the
world.

Zhn s stand as high as 2 1/Z feet
tall, with squnt, barrel-shaped bodies
and silky, crimson-colored skin. Zhu ru
madles and females display Little sexual
a(imar;:f»ism, n}:feming mmrlt;
identical. Their eves are Large And conl
black. tike their hair, which they wear
tied back.in a long stream that dangles
down to the floor. Misshaped ears jut out
Jrom the sides of their heads. They favor
red and gold brocaded scholar’s robes,
woven from the finest Middle Kingdom
sitk, and bowl-shaped schotar’s caps.
Ench cap bears A small wooden or
mineral bead dangling from the top
that connotes that zhu ru's scholarly
1AnK; the lowest yi-pin is represented by
A }viece of Poxwood, while the kigfwst ]'t'w

pinwears a piece of pure green fei cusi
Jade. X zhu ru's Laugh is deep,
thunderous, and infectiously jovial,
coming straight from the belly. Zhu ru
abhor vislence, though should one ever
be forced into A dangerous situntion it is
able to calls on 10,000 yiears of stockpiled
knowledge to extricate itself.

Zhu ru Sfmk any Language, past
or present, except lzmgunges s;akm in
reverse, which send them into wild
PATOXYSIMS of pain when timj hear
them.

ADVENTURE SEED

A A zhu ru asks the characters to
smugqle her into A highly quarded,
magically warded treasury compound so
that she might confirm a hypothesis
she's been Warking on far A number af
years. In exchange, she offers them a

mugic item As fuyw,nt.



“Abyssal plague host” is a template that can be added to any living creature
affected by an abyssal worm plague’s Corruption attack (referred to hereafter as the
“base creature”). The creature’s type changes to “undead.” It uses all of the base
creature’s statistics and special abilities except as noted below.

Size: As base creature

Hit Dice: Change to d12, and adjust hit point bonus for ability score modi-
fications.

Initiative: As base creature, adjusted for ability score modifications.

Speed: As base creature

AQC: The base creature’s natural armor improves by +6, adjusted for ability
score modifications.

Attacks: The host retains all the attacks of the base creature and also gains
a slam attack if it didn’t already have one. Adjust for ability score modifications.

Damage: Abyssal plague hosts have slam attacks. If the base creature
does not have this attack form, use the damage values in the table below.
Creatures with natural attacks retain their old damage ratings or use the
values below, whichever is better, adjusted for ability score modifica-

tions.

SizE SL.AM DAMAGE
Fine 1
Diminutive 1d2
Tiny 1d3
Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6

Face/Reach: As base creature

Special Attacks: An abyssal
plague host retains all of the special
attacks of the base creature and also
gains Energy Drain.

Energy Drain (Su): Living crea-
tures hit by an abyssal plague host’s
slam attack suffer 2 negative lev-
els. For each negative level, the
character suffers —1 to all skill
and ability checks, attack rolls,
and saving throws, -5 hit

As many hosts as possible, leaving them in strateqic places
q nn}njsml plaque host is an undead creature crmte:{}y 1 'Y B kel A f iy

ture use, or simply to cAuse more misery.
An Mn;sml worm plague’s corrupting Attacks see the % %7 &

demons entry in the Creatures section. It Appears to ben

normal creature af its type, except its skin is sallow ang ADVENTURE SEEDS

shrunken. On close inspection, one fim{s the bore holes af
o While trm/elinq in the ] ungle, an nﬁan’ginnl tribe

invites the characters to spend the night with them. As part

Some worm ;-lwgues are content to have one host at a aftfuz o ng T “7’7";”7 "f R 1h: shnan il iop "f
time, using it until it has been consumed. Others create

thousands of worms penetrating its flesh.

RS
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points, and whenever the character’s level is used in a die roll or calcula-
tion, reduce it by one for each negative level. If the victim casts spells, he
loses access to one spell as if he had cast his highest-level, currently avail-
able spell. When he next prepares spells or regains spell slots, he gets one
less spell slot at his highest spell level. Negative levels remain for 24 hours
or until removed with a spell, such as restoration. After 24 hours, the
afflicted character must attempt a Fortitude save (DC 10 + one-half the
abyssal plague host’s Hit Dice + the abyssal plague host’s Charisma mod-
ifier). On a success, the negative level goes away causing no harm. If it
fails, the negative level goes away, but the character’s level is also reduced
by 1. The afflicted character makes a separate saving throw for each neg-
ative level. A character with negative levels at least equal to his current
level, or Drained below 1st level, is instantly slain. The abyssal plague host
gains 5 temporary hit points for each negative level it inflicts.

Special Qualities: An abyssal plague host retains all the special
qualities of the base creature and receives those listed below, and also
gains the undead type.

Acid Immunity (Ex): Abyssal plague hosts are immune to acid dam-
age.

Controlled (Su): At any time, an abyssal plague host can be totally
controlled by the worm plague that created it, as if by the spell dominate
person, though no Will save is allowed.

Damage Reduction (Su): An abyssal plague host ignores 15 hit points
from most weapons and natural attacks. A +1 weapon or better negates
the ability.

Host (Su): An abyssal plague host has been seeded with the larvae of
the original worm plague that created it. These larvae slowly consume
the host; after 2d4 months, the abyssal plague host dies and a new, fully
grown abyssal worm plague emerges. If the host is killed before this ime
passes, the worm larvae die.

Saves: As base creature’s, adjusted for ability score modifiers.

Abilities: Increase from the base creature’s as follows: Str +6, Dex
+4, Cha +2. As an undead creature, abyssal plague hosts have no
Constitution score.

Skills: As base creature, adjusted for ability score modifiers.

Feats: Abyssal plague hosts gain Improved Ciritical (slam), Improved
Initiative, Lightning Reflexes, and Power Attack, assuming the base crea-
ture meets the prerequisites and doesn’t already have these feats.

Climate/Terrain: Any land and underground

Organization: Solitary, gang (2—4), or troupe (1 abyssal worm
plague and 2-5 abyssal plague hosts)

Challenge Rating: As base creature +2

A great treasure locked in an ancient temple. This temple is
located in & forbidden VAlley, inhabited by unnatural
dinosaurs. The PCs find the valley, which is crawling with
abyssal plaque hosts made from the dinosaurs that Live there.
Tn the forbidden temple is an abyssal worm plague, creating
the unded.

AoWhile traveling in the underdark, the PCs encounter a
strange undead drider. The drider, an unwilling abyssal

g

Treasure: As base creature

Alignment: If the base creature has an Intelligence of less than 3,
it is of neutral alignhment. Base creatures with an Intelligence of 3 or
more are chaotic evil.

Advancement: As base creature

SAMPLE ABYSSAL PLAGUE Host

Megaraptor Abyssal Plague Host
Huge Undead

Hit Dice: 8d12 (52 hp)

Initiative: +8 (+4 Dex, +4 Improved Initiative)

Speed: 60 ft.

AC: 24 (-2 size, +4 Dex, +12 natural)

Attacks: Slam +12 melee or rake +12 melee, and 2 claws +7 melee, and
bite +7 melee

Damage: Slam 2d6+8 plus Energy Drain, rake 2d8+8, claw 1d4+4 each,
bite 2d6+4

Facef/Reach: 10 ft. x 10 ft./15 ft.

Special Attacks: Energy Drain

Special Qualities: Acid Immunity, Controlled, Damage Reduction
20/+2, Darkvision 60 ft., Host, Immunities, Scent

Saves: Fort +13, Ref +10, Will +4

Abilities: Str 27, Dex 19, Con —, Int 2, Wis 15, Cha 12

Skills: Hide +7, Jump +17, Listen +12, Spot +12, Wilderness Lore +10

Feats: Improved Ciritical (slam), Improved Initiative, Lightning Reflexes,
Power Attack

Climate/Terrain: Any land and underground

Organization: Solitary, gang (2-4), or troupe (1 abyssal worm plague
and 2-5 abyssal plague hosts)

Challenge Rating: 8

Treasure: None

Alignment: Always neutral

Advancement: 9-16 HD (Huge), 17-24 HD (Gargantuan)

Acid Immunity (Ex): Abyssal plague hosts are immune to acid
damage.

Controlled (Su): At any time, an abyssal plague host can be totally
controlled by the worm plague that created it, as if by the spell dominate
person, though no Will save is allowed.
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flugue host, fzm that it will soon be consumed 1717 the worm
plaque Larvae infesting it. The drider attempts to neqotinte. If
the PCs aqgree to find & cure, it will lead them to an even
qreater evil and help them defeat it.

A& The PCs have been c[wm'ng an Mnysml worm plague
across the Kingdom, and almost have it in their sights, when
a Local nobleman AttAcKs them. The worm plague has made A
host of the nobleman's favorite horse, And he refuses to et




Damage Reduction (Su): An abyssal plague host ignores 15 hit
points from most weapons and natural attacks. A +1 weapon or better
negates the ability.

Energy Drain (Su): Living creatures hit by an abyssal plague host’s
slam attack suffer 2 negative levels. For each negative level, the character
suffers —1 to all skill and ability checks, attack rolls, and saving throws, —5
hit points, and whenever the character’s level is used in a die roll or cal-
culation, reduce it by one for each negative level. If the victim casts spells,
he loses access to one spell as if he had cast his highest-level, currently
available spell. When he next prepares spells or regains spell slots, he gets
one less spell slot at his highest spell level. Negative levels remain for 24
hours or until removed with a spell, such as restoration. After 24 hours,
the afflicted character must attempt a Fortitude save (DC 15). On a suc-
cess, the negative level goes away causing no harm. If it fails, the negative
level goes away, but the character’s level is also reduced by 1. The aftlict-
ed character makes a separate saving throw for each negative level. A
character with negative levels at least equal to his current level, or
Drained below 1st level, is instantly slain. The abyssal plague host gains
5 temporary hit points for each negative level it inflicts.

Host (Su): An abyssal plague host has been seeded with the larvae
of the original worm plague that created it. These larvae slowly consume
the host; after 2d4 months, the abyssal plague host dies and a new, fully
grown abyssal worm plague emerges. If the host is killed before this time
passes, the worm larvae die.

Scent (Ex): Creatures with Scent can detect opponents within 30
feet by sense of smell, and can pinpoint the source of a scent if it is with-
in 5 feet. They can follow tracks by smell, making a Wisdom check DC
10 + 2 per hour that the trail is cold.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 feet. Negative ener-
gy can heal undead creatures. An undead creature is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is imme-
diately destroyed. Undead cannot be raised. Resurrection can affect
them, but generally fails because they’re unwilling to return to life.

anyone slay it, foolishly }elieving that he can still save his
steed. The PCs must either convince the noble that his horse is
Lost, or somehow bypass his quards to get at the host.

A The chieftain of & clan of qwarves has been taken s A
host by an abyssal worm plague. The warves know that
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NEW BOTANICAL SUBSTANCE, BLAUFFSWORT

This information uses the botanical rules presented in Occult Lore.

Either the evil scourge of the abyssal worm plague spontaneously
creates this vile mold or some mundane ugliness is attracted to the endur-
ing rot of a plague host. The disintegrating husks of abyssal plague hosts
are hot and moist inside, like a greenhouse, encouraging the growth of a
pasty mold called blauffswort. It’s little more than a grainy yellow sludge,
but it has uses both benign and deadly.

Cultivating blauffswort involves scraping it out from inside an abyssal
plague host’s remains. Preparing it for use requires it either to be dried or
soaked. A saturation of blauffswort and spirits such as mead or whiskey
creates a preservative broth. Dried blauffswort creates a paralytic poison.

Climate/Terrain: Any wet, warm land

Bindings: Necromancy 3

Traits: Achebane 2, Rotguard 3, Shivertog 2

NEW MUNDANE CONCOCTION: ROTGUARD

A successful refinement of blauffswort and alcohol into a tincture
(Herbalism check DC: 18) is useful for the preservation of dead tissues.
Living subjects may drink this disgusting tincture to automatically avoid
one day’s worth of necrotizing effects (that is, Constitution damage) from
diseases or poisons. The tincture is sometimes poured over corpses to pre-
serve them for travel. Such corpses should be considered to be under the
effects of a gentle repose spell for one day, provided the corpse can be kept
damp.

NEW POISON. BLAUFFSILL

When blauffswort is dried (Herbalism check DC 17) it becomes a yel-
lowish powder called blauffsill, which is poisonous when inhaled. The
powder’s preservative agents pacify or paralyze affected tissues, some-
times stopping the heart.

Type: Inhaled DC 17

Initial Damage: 1d6 Dex

Secondary Damage: 2d6 Con

Price: 1,000 gp
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their leader is Lost, but custom dictates that he must be given
a proper burinl before A new chief can be elected. The PCs are
hired to retrieve the body, and must somehow remove the
Larvae from the host, before it consumes the chief’s body.



(sl  BARROW WIGHT (TEMPLATE)

“Barrow wight” is a template that can
be added to any sentient creature with an

Hit Dice: Change to d12 and adjust
bonus hit points for ability score modifica-
organic body and a soul who comes from tions.
a culture with death rituals and has Initiative: As base creature
Speed: As base creature, 5 ft. in daylight
AC: As base creature, with +4 natural

armor or the base creature’s natural
armor, whichever is better.

Attacks: The wight retains

any natural attacks of the

recently died either by a barrow wight’s

Energy Drain ability or naturally; if natu-
rally, the creature must be raised as a bar-
row wight by some magical force. The crea-
ture’s possession of a soul is a determination

for the game master to make, but in most cam-
paigns it will include any dragon, giant, base creature, and gains
humanoid,  monstrous  humanoid, or
shapechanger. Fey, elementals, and other such

a natural claw
attack.
creatures will depend on the campaign’s cosmology;

creatures that are a type of spirit are not subject to
being raised as a barrow wight. The creature’s type
changes to “undead.” It uses all the creature’s statis-
tics and special abilities except as noted below.

Size: As base creature

Barrow wights do not need to sleep, eat, or breathe. In
fact, they must make a conscious effort to bring air into their
mummified Lungs in order to speak. Some have not done so in
aqes, and when they do attempt to speak. their voices are
fwrn’ﬁly distorted. /A wight's flesh is that of a corpse, cold and
GraYy. Upon its transformation into an undead creature, its

7'1& qods have many terrible penalties for Preﬁbkinq hoty
frvhi]?itiam, but the curse af undeath is one af the most

dire. The punishment for breaching the vaults of the dead and
}:lu na{en’ng their riches is to exist as & barrow Wiqlr‘»t, an
undead creature that burns with hate for ALl intruders in its
realm. Fell guardinns, they avenge themselves on those who
would disturh their eternal stumber 1717 taking the Looters’
most precious riches of all, their Lives and souls.

hair and finqemnils continue to grow for days. Rigor mortis
Also sets in, causing its Long hair to stand on end in fnmkis[u

]



Damage: Creatures without natural weapons gain claws
that do damage based on the creature’s size. If the creature already
has claws that do more damage, the creature retains its original
damage.

SizE CLAW DAMAGE
Fine —

Diminutive 1

Tiny 1d2

Small 1d3
Medium-size 1d4

Large 1d6

Huge 2d4
Gargantuan 2d6

Colossal 2d8

Face/Reach: As base creature

Special Attacks: A barrow wight retains all of the special
attacks of the base creature and also gains the following.

Create Spawn (Su): Any sentient creature with a soul and death
rituals that is slain by a barrow wight’s Energy Drain rises as a bar-
row wight the next night, as per this template. The spawn receives
the Spawn supernatural ability, which places it under the command
of the wight that created it and any wight that is in the direct line of
creation to the first wight of that line, and keeps it from advancing.
The spawn is a slave to its creator line until the death of every wight
before it in that direct line of creation. Once the creator line of
wights is destroyed, the wight spawn loses the Spawn supernatural
ability and regains its free will. From that point on, every time the
barrow wight uses its Create Spawn ability on a creature with a soul,
it gains 1 HD and remains its original size.

Energy Drain (Su): Living creatures hit by a barrow wight’s claw
attack receive one negative level. For each negative level, the character
suffers —1 to all skill and ability checks, attack rolls, and saving throws,
—5 hit points, and whenever the character’s level is used in a die roll or
calculation, reduce it by one for each negative level. If the victim casts
spells, he loses access to one spell as if he had cast his highest-level, cur-
rently available spell. When he next prepares spells or regains spell slots,
he gets one less spell slot at his highest spell level. Negative levels remain

displays and its hands to curl into claws with talons. Its eves
qlow red, and the creature can sense the Life force of Living
creatures Around it. It retains the senses of sight and hearing
from its previous Life, but Loses the senses of smell, taste, and
tem;;emtu re. It cannot a(irectly feel its environment, ] ust &
constant bitter burning cold that pierces its soul. The warmth
of Life is tangible to wights and they hunger for it; magically
draining the Life forces of sentient Living creatures can Almost

make A Wigftt fael alive Aqain ... far A time.

Tn combat, barrow wights are requced to beings of hate
who Lavinch themselves almost suicidally into melee for the
opportunity to grasp some Life essence. Others have been
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for 24 hours or until removed with a spell, such as restoration. After 24
hours, the afflicted character must attempt a Fortitude save (DC 10 +
one-half the wight’s Hit Dice + the wight’s Charisma modifier). On a
success, the negative level goes away causing no harm. If it fails, the
negative level goes away, but the character’s level is also reduced by 1.
The afflicted character makes a separate saving throw for each negative
level. A character with negative levels at least equal to his current level,
or Drained below 1st level, is instantly slain. He may rise the next night
as the barrow wight’s spawn; see Create Spawn. The barrow wight
gains 5 temporary hit points for each negative level it inflicts.

Special Qualities: A barrow wight retains all the special quali-
ties of the base creature and receives those listed below, and also
gains the undead type.

Damage Reduction (Ex): The wight ignores 10 hit points from
most weapons and natural attacks. A silver weapon or better negates
the ability.

Fire Vulnerability (Ex): A barrow wight takes double damage
from fire attacks unless a save is allowed for half damage. A success-
ful save halves the damage and a failure doubles it.

Life Sense (Ex): The barrow wight can sense the presence of any
creature subject to its Energy Drain attack. One round of concen-
tration will reveal the presence of life forces within 30 feet of the
wight. A second round of concentration will reveal the general num-
ber and strength (Hit Dice) of the life forces. A third round of con-
centration will reveal the exact position of the life forces.

Nature Rejection (Ex): The barrow wight’s connection to the
Negative Energy Plane is tangible to natural creatures within 200
feet of the wight, and they will react accordingly. Animals, beasts,
and fey will become agitated in the presence of wights, often exhibit-
ing fear reactions.

Sunlight Vulnerability (Su): A barrow wight’s connection to the
Negative Energy Plane is significantly impaired in sunlight. In sunlight
the wight’s abilities are all effectively reduced to 1, its speed is reduced
to 5 feet, and the wight can only take partial actions. The wight cannot
use its Energy Drain ability in sunlight, and loses its Damage Reduction
but not its natural armor. Time spent in sunlight does not count for
recovering spells for those barrow wights who are spellcasters.

Turn Resistance (Ex): When resolving a Turn, Rebuke, Command,
or Bolster attempt, add+3 to the barrow wight’s Hit Dice total.
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Known to Attempt to end their torment by Leaping into
bonfires, as fire is one of the few things that can easily harm
them. When exposed to sunlight the creatures become
Virtw»lly }um/erless, As t[wy Are ﬂ/ﬁickly overcome with
Lassitude and cannot concentrate or move guickly.

There are many ways such wights can be created: the
qods can touch an aren so that its dead will rise up if
disturbed; priests can recite the pravers to invoke such a
quardian of the grave; and it is Also said that men of power
and will can rise ]717 their own Accord to avenge themselves. In
addition, when a wight's victim is drained of its life, the
creature will rise As A wight the next night. These wight



BARROW WIGHT

(TEMPLATE)

Saves: As base creature, adjusted for ability score modifications.

Abilities: As base creature, though as an undead creature the
barrow wight has no Constitution score.

Skills: As base creature, adjusted for ability score modifications.
A barrow wight also gains a +8 racial bonus to Move Silently checks.
When advancing, barrow wight class skills are Climb, Hide, Listen,
Move Silently, Search, and Spot.

Feats: As base creature

Climate/Terrain: Any land and underground

Organization: Solitary, gang (1 barrow wight and 1-4 spawn),
or pack (I barrow wight and 5—10 spawn)

Challenge Rating: As base creature +2

Treasure: Varies from none to double standard

Alignment: Usually evil

Advancement: Special; every time the barrow wight uses its
Create Spawn ability on a creature with a soul, it gains 1 HD and
remains its original size.

SAMPLE BARROW WIGHT

Annis Hag Barrow Wight
Large Undead

Hit Dice: 7d12 (45 hp)

Initiative: +1 (Dex)

Speed: 40 ft., 5 ft. in daylight

AC: 20 (-1 size, +1 Dex, +10 natural)

Attacks: 2 claws +13 melee and bite +8 melee

Damage: Claws 1d6+7 each, bite 1d6+3

Face/Reach: 5 ft. x 5 ft./10 ft.

Special Attacks: Create Spawn, Energy Drain, Improved Grab,
Rend 2d6+14, Spell-like Abilities, Tear

Special Qualities: +3 Turn Resistance, Damage Reduction 10/sil-
ver, Darkvision 60 ft., Fire Vulnerability, Immunities, Life Sense,
Nature Rejection, Spawn, Spell Resistance 19, Steely Skin,
Sunlight Vulnerability

Saves: Fort +1, Ref +6, Will +6

Abilities: Str 25, Dex 12, Con —, Int 13, Wis 13, Cha 10

spawn Are totally subservient to the will of their slaver.
However, 1f their creator is a(estrayaa(, these spAwn raqm'n their
free will and grow in power with every sentient creature they
Kill. These rogue undead form packs of barrow wights that
roam the cou ntrysio{e 1717 m’g[»t, seeking life farces to stave aﬁc
the eternal cold.

ADVENTURE SEEDS

& The Thieves' Guild has a high-risk job with & hefty
rewArd And the opportunity [or serious loot. 4 client wants
the quild to retrieve & certain amulet out of the ancient

RIS

Skills: Concentration +10, Hide +7, Listen +11, Move Silently ™3
+9, Spot +11

Feats: Alertness, Blind-Fight, Combat Casting

Climate/Terrain: Any land and underground

Organization: Solitary, gang (1 wight and 1-4 spawn), or pack (1
wight and 510 spawn)

Challenge Rating: 8

Treasure: Standard

Alignment: Always chaotic evil

Advancement: Special; see Spawn ability

Create Spawn (Su): Any sentient creature with a soul and
death rituals that is slain by a barrow wight’s Energy Drain rises as
a barrow wight the next night, as per this template, also gaining the
Spawn supernatural ability.

Damage Reduction (Ex): The wight ignores 10 hit points from
most weapons and natural attacks. A silver weapon or better negates
the ability.

Energy Drain (Su): Living creatures hit by a barrow wight’s claw
attack receive one negative level. Negative levels remain for 24 hours or
until removed with a spell, such as restoration. After 24 hours, the
afflicted character must attempt a Fortitude save (DC 15). On a success,
the negative level goes away causing no harm. If it fails, the negative
level goes away, but the character’s level is also reduced by 1. A char-
acter with negative levels at least equal to his current level, or Drained
below 1st level, is instantly slain. He may rise the next night as the bar-
row wight’s spawn; see Create Spawn. The barrow wight gains 5 tem-
porary hit points for each negative level it inflicts.

Fire Vulnerability (Ex): A barrow wight takes double damage
from fire attacks unless a save is allowed for half damage. A success-
ful save halves the damage and a failure doubles it.

Improved Grab (Ex): If an annis hag hits an opponent of at
least Large size or smaller with its claw attack, it deals normal dam-
age and either attempts to start a grapple as a free action without
provoking an attack of opportunity, or it pulls the opponent into its
space without provoking an attack of opportunity and holds him
with a —20 penalty to grapple checks, using its remaining attacks
against other opponents. A successful hold allows the annis hag to
use its Tear and Rend attacks. Each successful grapple check it
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cairns of the hill barbarians. It is snid to be quarded by
undead, and those quild members who Aave gone in over the
decades have not returned. However, the cairns Are known to
hold great treasures and the weapons of the leqendary heroes of

the barbarian clans.

Ao A cleric af a 704{ ome af the PCs u/arsﬁi;:s contacts the
character. Abarrow wight that Aas quarded a tomb for
generations and successfully stain many robbers has finally
been dispatched, and part of the tomb Lovted. Worse, there are
now packs of the wight's spawn running wild at night,
attacking anything Living they can get their hands on. The
clergy need ALl the help they can get in purging the land




age.
Life Sense (Ex): The barrow wight can sense the presence of
any creature subject to its Energy Drain attack. One round of con-
centration will reveal the presence of life forces within 30 feet of the
wight. A second round of concentration will reveal the general num-
ber and strength (Hit Dice) of the life forces. A third round of con-
centration will reveal the exact position of the life forces.

Nature Rejection (Ex): Animals, beasts, and fey within 200 feet
of a barrow wight will become agitated, often exhibiting fear reactions.

Rend (Ex): An annis hag that hits with both claw attacks latch-
es onto the opponent’s body and tears the flesh. This attack auto-
matically deals an additional 2d6+14 points of damage.

Skills: A barrow wight gains a +8 racial bonus to Move Silently
checks. This is included above.

Spawn (Su): A barrow wight created with the Create Spawn
ability of another barrow wight is under the command of the wight
that created it and any wight that is in the direct line of creation to
the first wight of that line, and is unable to advance. The spawn is a
slave to its creator line until the death of every wight before it in that
direct line of creation. Once all the creator line of wights are
destroyed, the barrow wight spawn loses the Spawn supernatural
ability and regains its free will. From that point on, every time the
barrow wight uses its Create Spawn ability on a creature with a soul,
it gains 1 HD and remains its original size.

Spell-like Abilities: This annis hag can use the following spells
as if cast by a 8th-level sorcerer.

3/day — change self, fog cloud

Steely Skin (Ex): The steely skin of an annis hag reduces dam-
age dealt by slashing and piercing weapons by 1 point of damage per
hit. Conversely, their brittle bones increase damage dealt by blud-
geoning weapons by 1 point per hit. (Treat combination weapons
such as morningstars as bludgeoning weapons.)

Sunlight Vulnerability (Su): A barrow wight’s connection to
the Negative Energy Plane is significantly impaired in sunlight. In
sunlight the wight’s abilities are all effectively reduced to 1, its speed
is reduced to 5 feet, and the wight can only take partial actions. The
wight cannot use its Energy Drain ability in sunlight, and loses its
Damage Reduction but not its natural armor. Time spent in sunlight
does not count for recovering spells for those barrow wights who are
spellcasters.

Tear (Ex): An annis hag automatically hits a held opponent with
all its melee attacks each round it maintains the hold.

of these now-Lawless undead. It is feared that many are
9ram'n7 in power mpia{ly, 5o time may be af the essence.

A “Tneed your ketf. A 9rm/zll17 voice in the darkness
pleads with the party to aid it in recovering its Lost
fmmpmitv. Is this tru 117 A tmgic tale, oris it A setu?? Can
the ;mrty gnin Access to resurrecting mngics s the barrow
Wigf»t requests, or will tfwy kill the su ﬁering creatre out af
fem,?
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Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +3 to the barrow wight’s Hit
Dice total.

Undead: Undead are immune to poison, sleep, paralysis, stun-

ning, disease, death effects, necromantic effects, and mind-influenc-
ing effects. Undead are not subject to critical hits, subdual damage,
ability damage or drain, or energy drain. They have no Constitution
scores and are therefore immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have Darkvision with a range
of 60 feet. Negative energy can heal undead creatures. An undead
creature is not at risk of death from massive damage, but when
reduced to 0 hit points or less it is immediately destroyed. Undead
cannot be raised. Resurrection can affect them, but generally fails
because they’re unwilling to return to life.

NEW MINOR_ARTIFACT. BARROW [ AMP

A barrow lamp isn’t really a lamp or an artifact but rather the
severed head of an un-destroyed barrow wight.

To obtain a barrow lamp, a barrow wight must be physically
immobilized and decapitated. In game terms, the barrow wight must
be rendered helpless, then subjected to a coup de grace that deals at
least 10 points of damage (remembering Damage Reduction). Since
the barrow wight is undead, this faux coup de grace does not prompt
a Fortitude save or death effect; but it can sever the wight’s head.
The wight must have hit points remaining after decapitation in order
for the head to be used as a barrow lamp. Once severed, a barrow
wight’s head has either 5 hp or the creature’s total remaining hit
points, whichever is fewer. If the body is destroyed, the head dies. If
the body is freed, it comes in search of the head.

A barrrow lamp can be used to transform a Turn attempt into a
Rebuke attempt. The wielder of a barrow Jamp may control any barrow
wights enslaved to the stolen head. All barrow lamps use the barrow
wight’s Life Sense ability whenever possible. None of these abilities func-
tion in daylight. All the functions of a barrow wight’s Damage Reduction,
Nature Rejection and Fire Vulnerability apply to a barrow lamp as well.

Barrow lamps can hiss, moan, or bite as well as a barrow wight.
Whenever possible, a barrow lamp attempts to return to its body.

Caster Level: 5th; Weight: 8 lbs.
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@ BLACKBONES (TEMPLATE)

“Blackbones™ is a template that can be added to any humanoid Attacks: As base creature
creature with an affinity for fire magic who completes the transfor- Damage: As base creature
mation ritual described below (this creature is hereafter referred to as Face/Reach: As base creature
the “base creature”). The creature’s type changes to “undead” and it Special Attacks: A blackbones retains the special attacks that
gains the subtype “fire”. It retains all statistics and special abilities as it had in life and also gains the ones listed below.
in life except as noted below. Ash Cloud (Su): The blackbones is constantly shrouded in
A character wishing to become a black- a cloud of ash and soot. Living, breathing creatures with-
bones must be a spellcaster capable of

E-I —, in a 5-foot radius must succeed at a Fortitude save
. each round (DC 15, +1 per previous check) or
begin coughing and choking. A character
who chokes for two consecutive rounds
takes 1d6 points of subdual damage.
Characters within the blackbones’
cloud, including the blackbones

itself, receive one-half con-
cealment (20%  miss

casting at least four spells with the

Fire descriptor or dealing with if
fire. The character must pre-
pare four rubies (worth
1,000 gp each) by cast-
ing one of the four - 8
spells on each gem ten
times (for a total of forty
spells). The rubies must chance).
Fiery Touch (Su):

At will, any metal
object touched by the
blackbones is affected

as if by a heat metal

then soak for a month in a
tub of flammable oil. At the
end of this time, the char-
acter must Iimmerse
himself in the oil and
cast a Fire spell to ignite spell as cast by a 7th-
it. Once the flames
burn out, the charac-

ter’s charred skeleton

level cleric.
Enchanted items and
items worn or carried
rises up as a black- ¥ i j ’ ! by another creature
bones. f i R f receive a Will save to

Size: As base ; - L { avoid the effect. The
creature

Hit Dice: Change .
to dl2, and adjust hit
point bonus for ability

DC to resist this abili-
ty is 10 + the black-
bones’ HD + the
blackbones” Wisdom
modifier.

Spells: The black-

score modifications.
Initiative: As base

creature bones can cast any
Speed: As base spells it knew 1n life.
creature Special Qualities:

A blackbones retains all
special qualities and

AC: A blackbones
has a natural armor of :
+4, replacing any natur- - : gains the undead type

al armor possessed in life.

coercion. T[wy Are cunning and patient, caynﬁle of dinbolical

Lackbones are undead spellcasters, usually fanatic
B e i schemes that spread despair and destruction.

clerics devoted to A deity of fire, who have used fell
magical rites to become undead. Blackbones are active, power- A bLackbones appenrs as the blackened skeleton of a
hu ngry creatures that use their miq[»t for material qain. humanoid creature, with smoldering oranqe eyes. It reeks of
These frightening monsters often gather armies of undead and charred flesh, though no skin remains on the body; the
other evil creatures to do their bidding, either through forceor  darkened, charred bones leave whirls of soot And Ash in the

]




qualities listed below.

Command Undead (Su): All blackbones are capable of
Rebuking Undead as an evil cleric of a level equal to the blackbones’
Hit Dice, with one potent difference: a blackbones can Command
Undead on any roll the results in a successful Rebuke or Command.
This power is usable a total of three plus the creature’s Charisma
bonus times per day. This enhanced ability replaces any other abili-
ty to Rebuke Undead, but bonuses from the Extra Turning feat still
apply. A blackbones may Command up to three times its Hit Dice in
undead before having to release already-controlled undead to com-
mand new minions.

Damage Reduction (Su): A blackbones ignores 10 hit points from
most weapons and natural attacks. A +1 weapon or better negates
the ability.

Fiery Death (Su): When brought to 0 hit points, the blackbones
explodes in a blast equivalent to a fireball, inflicting 1d6 points of fire
damage per Hit Die of the blackbones to a range of 400 ft. + 40
ft./Hit Die of the blackbones (10d6 damage maximum).

Sense Heat (Ex): A blackbones is able to sense any source of heat
warmer than the surrounding room temperature within 30 feet. This
allows the blackbones to “see” warm-blooded creatures in utter dark-
ness, even if they are invisible.

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +4 to the blackbones’ Hit Dice
total.

Saves: As base creature, adjusted for ability score modifications.

Abilities: A blackbones gains +2 Intelligence, +2 Wisdom, and
+2 Charisma but has no Constitution score.

Skills: As base creature, adjusted for ability score modifiers.

Feats: As base creature

Climate/Terrain: Any land and underground

Organization: Solitary, pair, troop (1-2 plus 3—-5 wights and
15-20 ghouls), horde (1-2 plus 8-10 wights, 25-30 ghouls, 2-6
ghasts, and 2—6 shadows), or legion (1-4 plus 15-20 wights, 30—45
ghouls, 10-15 ghasts, 1-2 wraiths, 8—10 shadows, 10-20 orcs, 2—6
ogres, and 12-22 medium skeletons)

Challenge Rating: As base creature +2

Treasure: As base creature

Alignment: Any evil

Advancement: By character class (as base creature)

air. As most were ;wu/erful divine S}Jellcnsters in life, many
Fiackbones wear the robes af their order. #owever, these clothes
are covered in the ash that constantly swirls about the

creature.

Blackbones s;;mk all lpmguuges known in life‘

BLACKBONES AS CHARACTERS

Blackbones retain the same favored class as they did in life. Any
class abilities are retained in undeath.

SAMPLE BLACKBONES

7th-level Human Druid Blackbones
Medium-size Undead (Fire)

Hit Dice: 7d12 (45 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 16 (+1 Dex, +4 natural, +1 ring of protection)

Attacks: +] scimitar +6 melee

Damage: +/ scimitar 1d6+1

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Ash Cloud, Fiery Touch, Spells

Special Qualities: +4 Turn Resistance, Command Undead,
Damage Reduction 10/+1, Darkvision 60 ft., Fiery Death,
Immunities, Nature Sense, Resist Nature’s Lure, Sense Heat,
Trackless Step, Wild Shape, Woodland Stride

Saves: Fort +5, Ref +3, Will +9

Abilities: Str 10, Dex 12, Con —, Int 16, Wis 18, Cha 13

Skills: Concentration +10, Diplomacy +11, Knowledge (arcana) +13,
Knowledge (nature) +13, Spellcraft +13, Wilderness Lore +14

Feats: Combat Casting, Extend Spell, Spell Focus (Evocation), Spell
Penetration

Climate/Terrain: Any land and underground

Organization: Solitary, pair, troop (1-2 plus 3-5 wights and 15-20
ghouls), horde (1-2 plus 8-10 wights, 25—30 ghouls, 2-6 ghasts,
and 2-6 shadows), or legion (1-4 plus 15-20 wights, 30-45
ghouls, 10—15 ghasts, 1-2 wraiths, 8—10 shadows, 10-20 orcs,
2—6 ogres, and 12—22 medium skeletons)

Challenge Rating: 9

Treasure: Standard, including +I ring of protection, +1 scimitar,
shippers of spider climbing

Alignment: Always neutral evil

Advancement: By character class (any)

Ash Cloud (Su): The blackbones is constantly shrouded in a
cloud of ash and soot. Living, breathing creatures within a 5-foot
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ADVENTURE SEEDS
Ao Radge umbrist is A frithless coward who fancies himself a

fearsome wizard. Having recently come upon Arcane writings
ex;:lm'ninq the ariqin vf blackbones, he's become interested in
trying out the process. First, Radge wants to try the ritual on
someone else. If it's successful, t[wugfu, Radge will be no match

RIS
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radius must succeed at a Fortitude save each round (DC 15, +1 per
previous check) or begin coughing and choking. A character who
chokes for two consecutive rounds takes 1d6 points of subdual dam-
age. Characters within the blackbones’ cloud, including the black-
bones itself, receive one-half concealment (20% miss chance).

Command Undead (Su): All blackbones are capable of
Rebuking Undead as an evil cleric of a level equal to the blackbones’
Hit Dice, with one potent difference: a blackbones can Command
Undead on any roll the results in a successful Rebuke or Command.
This power is usable a total of four times per day. This enhanced abil-
ity replaces any other ability to Rebuke Undead, but bonuses from
the Extra Turning feat still apply. A blackbones may Command up
to three times its Hit Dice in undead before having to release
already-controlled undead to command new minions.

Damage Reduction (Su): A blackbones ignores 10 hit points
from most weapons and natural attacks. A +1 weapon or better
negates the ability.

Fiery Death (Su): When brought to 0 hit points, the blackbones
explodes in a blast equivalent to a fireball, inflicting 7d6 points of fire
damage to a range of 680 ft.

Fiery Touch (Su): At will, any metal object touched by the
blackbones is affected as if by a heat metal spell as cast by a 7th-level
cleric. Enchanted items and items worn or carried by another crea-
ture receive a Will save to avoid the effect. The DC to resist this abil-
ity is 21.

Fire Subtype: The creature is immune to fire damage. It takes
double damage from cold unless the cold attack allows a saving
throw for half damage, in which case it takes half damage on a suc-
cessful save and double damage on a failed save.

Nature Sense: A druid can identify plants and animals (their
species and special traits) with perfect accuracy. The druid can deter-
mine whether water is safe to drink or dangerous.

Resist Nature’s Lure: A druid gains a +4 bonus to saving
throws against the spell-like abilities of fey.

Sense Heat (Ex): A blackbones is able to sense any source of
heat warmer than the surrounding room temperature within 30 feet.
This allows the blackbones to “see” warm-blooded creatures in utter
darkness, even if they are invisible.

Spells: (6/5/4/2/1) This druid blackbones generally prepares the
following spells. The DC to resist these spells is 14 + the spell level.

Jfor the unwilling undead monster. Will the PCs intervene
fmfare or wfter this new blackbones qets its rm/znga?

&0 The only thing worse than facing a blackbones, is facing
An entire cult af them. A /mnagful af young fmmtics, the
only survivers af a secret cult wiped out 1717 previeus
Adventurers, have made themselves into blackbones in a

0 Level — detect magic (x2), flare (x2), read magic, resistance
Ist Level — endure elements (x2), entangle, faerie fire, summon

nature’s ally 1
2nd Level — barkskin, flame blade, flaming sphere, produce flame
3rd Level — call lightning, meld into stone
4th Level — flame strike

Trackless Step: A druid leaves no trail in natural surroundings
and cannot be tracked.

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +4 to the blackbones’ Hit Dice
total.

Undead: Undead are immune to poison, sleep, paralysis, stun-
ning, discase, death effects, necromantic effects, and mind-influenc-
ing effects. Undead are not subject to critical hits, subdual damage,
ability damage or drain, or energy drain. They have no Constitution
scores and are therefore immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have Darkvision with a range
of 60 feet. Spellcasting undead make Concentration checks using
their Charisma modifier, and negative energy can heal undead crea-
tures. An undead creature is not at risk of death from massive dam-
age, but when reduced to O hit points or less it is immediately
destroyed. Undead cannot be raised. Resurrection can affect them,
but generally fails because they’re unwilling to return to life.

Wild Shape (Sp): A druid gains the spell-like ability to poly-
morph self into a Small or Medium-size animal (but not a dire ani-
mal) and back again once per day. Unlike the standard use of the
spell, however, the druid may only adopt one form. As stated in the
spell description, the druid regains hit points as if he or she has rest-
ed for a day. The druid does not risk the standard penalty for being
disoriented while in the wild shape. This druid blackbones can use
this ability three times each day.

Woodland Stride: A druid may move through natural thorns,
briars, overgrown areas, and similar terrain at his or her normal
speed and without suffering damage or other impairment. However,
thorns, briars, and overgrown areas that are enchanted or magically
manipulated to impede motion still affect the druid.
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single, terrible ceremony. 517 day, t[m; dwell in the ruins of
their shrines on the ec(qz af A simmering volcano. 517 nig[»t,
they seek out vengeance. The heroes who would face them now
have one factor in their favor: the heat of the volcano renders
mortal creatures invisible to the blackbones.
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BLINK CREATURE (TEMPLATE)

I@I >

“Blink creature” is a
template that can be added
to any newborn aberration,
animal, beast,
dragon, elemental, fey, giant,

construct,

humanoid, magical beast,
monstrous humanoid, out-
sider, shapechanger, or ver-
min, or any one of these crea-
tures affected by the Blink
ability of the ethereal plague
(hereafter referred to as the
“base creature”). The crea-
ture’s type changes to “magi-
cal beast.” It uses all the base
creature’s statistics and special
abilities except as noted
below.

Size: As base creature

Hit Dice: Change to d10

Initiative: As base crea-
ture

Speed: As base creature

AGC: As base creature

Attacks: As base creature

Damage: As base crea-
ture

Face/Reach: As
creature

Special Attacks: A blink creature retains all of the special
attacks of the base creature.

Special Qualities: A blink creature retains all the special qual-

base

ities of the base creature, and gains the magical beast type and the
following:

Blink (Su): A blink creature can blink as the spell cast by an 8th-
level sorcerer, and can evoke or end the effect as a free action.

Dimension Door (Su): A blink creature can teleport as dimension
door cast by an 8w-level sorcerer, once per round as a free action.
The ability affects only the blink creature, which never appears with-
in a solid object and can act immediately after teleporting.

Saves: As base creature

Blink creatures come in many flm/ars: some come }717 their
powers As A natural rAciAl n}iliti;, others are born to A
mundane species as mutants, and still others were once infecteq
1717 the ethereal plaque. Tn this Last instance, rather than
killing them, the flﬂﬂuﬂ tmnsfamm{ them into creatures
capable of Limited teleportation — essentinlly Altering their
phusical forms so that they qain the unigue powers of the blink.
a(ag. A’w.mq sentient rices, Some ATe never AWAre af the c/wmgz,

RS

Abilities: As base creature; if
the creature’s Intelligence is below
3, raise it to 3.

Skills: As
adjusted for ability score modifiers.

base creature,

Feats: As base creature

Climate/Terrain: Any land or
underground

Organization: As base creature

Challenge Rating: As base
creature +1

Treasure: As base creature

Alignment: As base creature

Advancement: As base creature

SAMPLE BLINK CREATURE

Blink Deinonychus Dinosaur
Large Magical Beast

Hit Dice: 4d10+12 (34 hp)

Initiative: +2 (Dex)

Speed: 60 ft.

AC: 16 (-1 size, +2 Dex, +5 natur-

al)

Attacks: Rake +6 melee, and 2

claws +1 melee, and bite +1 melee

Damage: Rake 2d6+4,

1d3+2 each, bite 2d4+2

claws

Face[Reach: 5 ft. x 5 ft./10 ft.

Special Qualities: Darkvision 60 ft., Scent, Blink, Dimension Door,
Low-light Vision

Saves: Fort +7, Ref +6, Will +2

Abilities: Str 19, Dex 15, Con 17, Int 3, Wis 12, Cha 10

Skills: Hide +7, Jump +13, Listen +11, Spot +11, Wilderness Lore +9

Climate/Terrain: Any land or underground

Organization: Solitary, pair, or pack (3—6)

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 5—8 HD (Large)
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just thankful that they have survived a potentially deadly
disense. But others quickly grow used to their new abilities, and
employ them in A wide VAriety of manners.

Creatures from populations that Aave been ravaged by
the ethereal plague will often reform into qrovps composed
entiretv af blink. creatures. Rare thou 7/» these creatures may
Y, t[mj fresent an interzstin7 distu rhance in the natural
ecology of the world.



BLINK _

Blink raptors are extremely dangerous opponents, combining
the frightening speed, horrific natural weaponry, and cunning hunt-
ing abilities of the deinonychus with their unique teleportation abil-
ities. The blink raptors’ ability to coordinate pack hunting — sur-
rounding their prey and bringing down weak or wounded victims
through the use of seemingly random teleporting — makes them
extremely deadly enemies for anyone who happens to cross their
path.

Blink (Su): A blink raptor can blink as the spell cast by an 8th-
level sorcerer, and can evoke or end the effect as a free action.

Dimension Door (Su): A blink raptor can teleport as dimen-
sion door cast by an 8th-level sorcerer, once per round as a free
action. The ability affects only the blink raptor, which never appears
within a solid object and can act immediately after teleporting.

Magical Beast: Magical beasts have Darkvision with a range of
60 feet and Low-light Vision.

Scent (Ex): Creatures with Scent can detect opponents within
30 feet by sense of smell, and can pinpoint the source of a scent if it
is within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.

NEW SUPERNATURAL DISEASE,
THE ETHEREAL PLAGUE

The ethereal plague was, at one time, nothing more deadly than
a common cold — capable of infecting a large number of species, but
largely harmless to all of them. At some point, however, the plague
jumped species and infected a blink dog. In the magical physique of
the blink dog the plague mutated before jumping back across species
lines.

Today the ethereal plague is extremely deadly. It incubates
quickly and generally kills its victims within mere days. Normally
a plague of this nature would quickly burn itself out, killing vic-
tims faster than it can infect new ones, but the ethereal plague is
capable of lying dormant within infectious hosts before suddenly
bursting forth again.

There are two things that make the ethereal plague notewor-
thy, however: first, many of its victims find themselves trans-
ported to the Ethereal Plane, hence the name of the disease; sec-
ond, approximately one victim in a hundred finds himself
strangely altered by the disease, gaining teleportation abilities he
never possessed before.

ADVENTURE SEED
&5 For months, now, the PCs have heard rumaors of a terrible
plaque spreading among the barbarian tribes of the north. It is
said that entire clans have been wiped out, and the Kingdoms of
the south have been breathing in collective relief — with their
populitions ravaged, it is believed that the barbarian threat
will be greatly lessened. But now word has arrived that
settlements Along the northern frontier are being wiped out.
unbeknownst to the southern Kingdoms, the disease that

g

Infection: Inhaled

DC: 20

Incubation: 1d4 minutes

Damage: The character takes random damage from the plague
each day after the incubation period. Each time the character takes
damage from the ethereal plague, roll percentile dice and consult the
following table. Once a character has been infected with the ethere-
al plague, he cannot become infected again.

D% DAMAGE
01-15 2d6 Str
16-30 2d6 Str
31-45 2d6 Con
46-60 2d6 Dex
61-75 1d8 Int
76-90 1d8 Wis
90-98 Ethereal
99 Dormant
100 Blink

Ability Score Damage: Ability score damage from the Ethereal
Plague is temporary. Temporary ability score damage returns at the
rate of one point per day.

Ethereal: Over the course of 24 hours, the character seems to
slowly fade from existence until he finds himself on the Ethereal
Plane. He is trapped there until he finds some way of returning.
Trapped characters are still infected, and the disease will continue to
affect them even while they are on the Ethereal Plane. If this result
occurs while a character is on the Ethereal Plane, the character will
fade to the Prime Material Plane.

Dormant: The ethereal plague has become dormant. The
character seems cured, but continues to infect others.
Approximately six months later, the disease will mutate into a
noninfectious form.

Blink: The character is modified as per the blink creature tem-

plate. The disease has mutated into a noninfectious form.
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swept through the northern tribes was the ethereal plague.
A’ltiwugﬁl the death toll was cutmtrafkic, the barbarians who
have survived have largely become possessed of blink abilities. To
mAKe matters worse, & new wir chief called urlak. has
convinced them that the southern Kingdoms are responsiple for
infecting them with the disease, and has wsed that as a rallying
cry for uniting the surviving tribes under his banner.




CHILD OF THE DARK (TEMPLATE) |,

“Child of the dark” is a template that can be added to any cor-
poreal creature who inhales or ingests the spores of a child of the light
(referred to hereafter as the “base creature”). Beasts and animals with
this template gain the type “magical beast.”” Humanoids, monstrous
humanoids, and giants gain the type “outsider.” Otherwise, the creature
type is unchanged. A child of the dark uses all the base creature’s statis-
tics and special abilities except as noted below.

Size: As base creature

Hit Dice: If the new child of the dark is a magical beast, change
its Hit Dice to d10. Ifit is an outsider, change its Hit Dice to
d8. All other children of the dark use the Hit Dice of
the base creature. Adjust bonus hit points for
ability score modifications.

Initiative: As base creature,
adjusted for ability score modifica- "
tions. LA T

Speed: As base creature [ ¥ -

AC: Natural  armor .|I g B
improves by +2, and AC is '/
adjusted for ability score modifi- 'i
cations.

Attacks: As base creature,
adjusted for ability score modifica-
tions. L)

Damage: As base creature, I';
adjusted for ability score modifications. \

Face/Reach: As base creature -.lI

Special Attacks: The child of the %
dark retains all the special attacks of the
base creature. Any child with an
Intelligence greater than 4 after the
transformation also gains the special ) -
attacks described below. . dJ J

Deadly Touch (Su): A child of 7
the dark can make a touch attackto £
channel negative energy from the
Negative Energy Plane where it gets its
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7"%217 come frvm the hills every few years, Always in the
d

ring. The invasion is Almost unnoticeable at first —a
strange humming of insects, A shadow in the woods. Then the
shadow’s multi;:ly, and qrow mrger. In the summer, ;;za?le
ngin to disappenr.

“Child of the dark.” is & catch-all term for an unusual
infestation. Ench child is an ordinary creature that has
inhaled or ingested A dose of magical spores. The spores spread
tlmmgi» his 170;(17, erting fi}rms structures that increase his
strenqgth and durability. The structures Also channel magical
enerqy, 7i1/ing the creature S}aecml ;wu/ars. Its farm becomes
shadowy, and it can Kill with a touch. The fibers also play
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power. This does 1d8 points of damage plus 1 point for every Hit Die the

child has up to 5. Since undead are powered by negative energy, this spell
cures them of a like amount of damage rather than harming them.

Spore Attack (Ex): Once per hour, a child of the dark may breathe a

sparkling cloud of spores in a 10-foot cone. Any creature caught in the

cone must make a Fortitude save with a DC of 10 + 1/2 the child’s HD +

the child’s Constitution modifier. Any creature that fails this save

=" " becomes a child of the dark within 1d6 days.

1 Special Qualities: The

child of the dark retains

all of the special qualities

y of the base creature, and
% ‘ | gains the outsider or
magical beast type as
described above. The child
also gains the following special qualities.
Call of the Wild (Ex): Every month, the child of
| the dark must make a Will save. Any child that fails this
-r ~ save must journey into the wilderness to embark on a
' new state of existence; see the child of the light entry in
fl( the Templates section. The DC of the Will save is 12
i the first month, and increases by 2 each month.
Light Sensitivity (Ex): Children of the dark suffer
a —1 penalty to attack rolls in bright sunlight or with-
in the radius of a daylight spell.
Saves: As base creature, adjusted for ability
score modifications.

Abilities: Change from the base creature as
k [ follows: Str +6, Dex —2, Con +4, Int —4, Wis -2,
! Cha +0. If the creature becomes a magical beast,

its Intelligence score cannot go below 3.
Skills: Children of the dark receive a
+8 racial bonus to Hide and Move
: Silently checks. Otherwise, as base crea-
| ture, adjusted for ability score modi-

fiers.

Feats: As base creature

havoe with the creature’s nervous system, reducing
intelligence and slowing reaction time. The creature becomes
n”rassi\/e, eﬂm'ly disoriented, And facuse;{ on Sim;:le behaviors:
find food and water, flee danger, create more children.

An infestation Eegim with a fatl of qlowing spores from. the
sk17. unbeknownst to the rest af the world, the spores are
a(istn']mtﬂ({ﬁt/ the children of the light, a species of glowing,
9fwst~like entities that live in the Stmtas;:[wre; see their entry
also in the Templates section. Frogs and insects are affected first:
the frogs absorh the spores through their skins; the insects
encounter the spores in the crevices of flowers and leaves. After
t[uat; c[mwia tlmj Are stnmger but stower, And Are Qyickly
snapped up by birds, snakes, And other small animals.



CHILD OF THE QARK (‘HrEMPL_ATE)

Climate/Terrain: Forest and hills

Organization: Solitary, gang (2-5), or horde (5-15)
Challenge Rating: As base creature +1

Treasure: As base creature

Alignment: Always neutral

Advancement: As base creature

CHILDREN OF THE DARK AS CHARACTERS

Infested PCs or NPCs can remain in play, at least for a little while.
The transformation takes two days, and is quite painful. Being a child of
the dark has physical benefits, but it also causes severe brain damage. The
character becomes irrational and emotionally unstable. Eventually, the
call of the wild seizes the character’s will.

After a character has been exposed to the spores, the transformation
can be prevented by a remove disease spell. Once the transformation has
occurred, it can only be reversed by a heal, greater restoration, limited
wish, miracle, or wish spell.

SAMPLE CHILD OF THE DARK_

5th-level Human Fighter Child of the Dark
Medium-Size Outsider

Hit Dice: 5d8+20 (42 hp)

Initiative: +4 (Improved Initiative)

Speed: 20 ft.

AC: 22 (+8 full plate, +2 large shield, +2 natural)

Attacks: Masterwork bastard sword +13 melee, or masterwork shortbow
+7 ranged

Damage: Masterwork bastard sword 1d10+8, masterwork shortbow 1d6

Facef/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Deadly Touch, Spore Attack

Special Qualities: Darkvision 60 ft., Light Sensitivity, Call of the Wild

Saves: Fort +9, Ref +2, Will +2

Abilities: Str 22, Dex 11, Con 18, Int 6, Wis 10, Cha 8

These }:m(ntars fmnefit more frvm the spores, And t/wi; et well.
They are also prey, however, And sometimes they seem to leap
into their predators’ jaws. Within a month after the infestation
beqins, it reaches Large animals Like wolves and bears.

The wolves and the bears hunt intelligent woods-
dwellers, cam/erting travelers or lum}erjmks ]717 fmmtlr’u'ng
spores upon them or falling prey to their weapons. The
transformed humanoids then creep out of the woods into
villages and other settlements. Sometimes the populations of
entire towns Are turned into children of the dark. Given time,
the children would surely take over the world — but they
always vanish into the woods before the first snowfall. No
bodies are ever found
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Skills: Climb +10, Hide +8, Jump +10, Move Silently +8, Ride +4,
Swim +10

Feats: Exotic Weapon (bastard sword), Improved Initiative, Power
Attack, Weapon Focus (bastard sword), Weapon Specialization (bas-
tard sword)

Climate/Terrain: Any land and underground

Organization: Solitary, gang (2-5), or horde (5-15)

Challenge Rating: 6

Treasure: Standard

Alignment: Always neutral

Advancement: By character class (any)

Call of the Wild (Ex): Every month, the child of the dark must
make a Will save. If the child fails this save he must journey into the
wilderness to embark on a new state of existence; see the child of the light
entry in the Templates section. The DC of the Will save is 12 the first
month, and increases by 2 each month.

Deadly Touch (Su): A child of the dark can make a touch attack to
channel negative energy from the Negative Energy Plane where it gets its
power. This does 1d8+5 points of damage. Since undead are powered by
negative energy, this spell cures them of a like amount of damage rather
than harming them.

Light Sensitivity (Ex): Children of the dark suffer a —1 penalty to
attack rolls in bright sunlight or within the radius of a daylight spell.

Outsider: Outsiders have Darkvision with a range of 60 feet. They
are proficient with all simple weapons and those mentioned in their
entries, and this creature is also proficient with martial weapons. A slain
outsider cannot be raised or resurrected, although a wish or miracle spell
can restore it to life.

Skills: Children of the dark receive a +8 racial bonus to Hide and
Move Silently checks. This is included above.

Spore Attack (Ex): Once per hour, a child of the dark may breathe
a sparkling cloud of spores in a 10-foot cone. Any creature caught in the
cone must make a Fortitude save with a DC of 11. Any creature that fails
this save becomes a child of the dark within 1d6 days.
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ADVENTURE SEEDS

& The party visits A village famous for its midsummer fair,
but there's no fair this year. Weeds grow in the fields, and all
the villngers want to stay indoors, out af the sun. The PCs
may suspect Vampires, but they're dealing with children of
the dark. That's not Likely tobe Any comfort when the
villngzrs expose the characters to the spores, however.

& An outhreak. l7f children af the dark threatens the region,
attracting the interest of & necromancer. #e wants to capture
villagers and harvest their spores to strengthen his legion of
zombies. The PCs will }mﬂm}ly want to stop him — but can
they discover this plan if he's posing as a doctor searching
foracureto the infestation?



CHILD OF THE LIGHT (TEMPLATE)
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“Child of the light” is a tem-
plate that can be added to any child of
the dark with an Intelligence greater
than 4 (referred to hereafter as the “base
creature”). The base creature must go to
the site where the spores that made it \
into a child of the dark originated.

The
mnstinctively where this place

is. At least 600 pounds of -
children of the dark must 1
be present for the transfor- |

base creature knows

mation to occur. This mass

is absorbed into the new
child of the light, though the
new creature’s weight is only
about 50 pounds. The transfor-
mation takes about two hours. A

child of the light uses all the base crea- - bl

ture’s statistics and special abilities except

as noted below. The creature’s type becomes
“outsider” if it 1s not already, and its size changes to
Huge.

Size: If the base creature’s size is less than Huge, the crea-
ture’s size increases to Huge. Creatures already of Huge size or big-
ger do not increase in size. The base creature’s statistics should be adjust-
ed for the increased size.

Hit Dice: Change to d8

Initiative: As base creature

Speed: Children of the light have a fly speed of 80 feet with perfect
maneuverability, unless the base creature has a higher fly speed.

AGC: As base creature, adjusted for size.

Attacks: A child of the light is so diffuse that it cannot do damage
with physical attacks. It loses all attacks of the base creature.

Damage: The child of the light loses all attacks of the base creature.

Face[Reach: Change to 25 ft. x 10 ft./0 ft.

Special Attacks: The child of the light loses the base creature’s
Deadly Touch and Spore Attack. It gains the following.

on sunny) JAys you can just ]7Mel17 see them — firefly sparks
darting around the cirrus clouds high above. Sometimes they
dive almost to the ground and swoop Across A village. These are
the children af the ligkt — beau tifu 1, manta-like creatures
made of A glowing vellow Light, with & wingspread of about
twenty-five feet. The few scholars who have examined children
of the light claim to have seen organs pumping and fluids
moving within the creatures’ bodies, but the sketches they have
made do not corroborate each other.

Children af the liﬁlrlt o not breathe, eat, drink, or slee;:. It
is believed they sustain themselves with sunlight and

]

Fy Spell-like Abilities: Children of the
light can use the following spells as if
cast by a 10th-level sorcerer. The DC

to resist these abilities is 10 + the child’s
Charisma modifier + the spell level.
3/hour — scaring light
At Will — flare
Special Qualities: The child of the
light loses the base creature’s Light
Sensitivity and Call of the Wild. It gains the
outsider type if it doesn’t already have it,
and it receives the following special qual-
ities.

Call of Beyond (Ex): After four
years of existence and every six
months afterwards, the child of the
light must make a Will save. Any
child that fails this save must jour-

ney to the edge of the atmosphere

and discorporate as described below.

The DC of the Will save is 14 for the first

check, and increases by 2 each year.

e Create Spores (Ex): Once per year, usual-

ly in the spring, a child of the light may

deposit spores that create children of the
N dark.

- " Damage Reduction (Su):

iy The child of the light ignores 20

hit points from most weapons and

Ll natural attacks. A +1 weapon or

better negates the ability.

Spell-like Abilities: Children of the
light can use the following spells as if cast by a 10th-level sorcerer. The DC
to resist these abilities is 10 + the child’s Charisma modifier + the spell
level.

1/day — healing circle

At Will — daylight (self only)

Telepathy (Su): Children of the light can communicate telepathical-
ly with any creature within 100 feet that has a language.

magical enerqy. They are intelligent and m}m}le of mind-to-
mind communication, and go through a strange life cycle that
few mortal beings have been able to discover. The children of the
light and the children of the dark are different life stages of &
single organism. A child of the light is created when several
children of the dark.qather in one place, meld, and transform.
Several lmge, or many small, children af the dark must be
present to create & child of the Light, and at least one of the
creatures involved in the transformation must be intelligent.

Children of the light reproduce 1717 scattering spores in
isolated woodland ares. These spores infest other creatures to
crente children of the dark; see their entry in the



Saves: As base creature, adjusted for ability score modifications.

Abilities: Change from the base creature as follows: Str +0, Dex +0,
Con +0, Int +6, Wis +6, Cha +6

Skills: Children of the light lose the base creature’s +8 racial bonus
to Hide checks. Otherwise, as base creature, adjusted for ability score
modifiers.

Feats: As base creature

Climate/Terrain: Any land

Organization: Solitary, pair, or pod (10-25)

Challenge Rating: As base creature +1

Treasure: None

Alignment: Always neutral

Advancement: As base creature

CHILDREN OF THE LIGHT AS CHARACTERS

It’s hard to imagine a child of the light taking a sustained interest in
the doings of an adventuring party. The size and form of these creatures
also makes it difficult for them to participate in many of a party’s activi-
ties. However, experienced players may relish the challenge of portraying
a completely alien being. Children of the light make excellent sorcerers.

The base creature’s transformation into a child of the light cannot be
prevented except by restoring it to its original form. The transformation
can be delayed, however, by successful Will saves against the child of the
dark’s special quality Call of the Wild, or by preventing the conditions of
the transformation. Once transformed, a child of the light may only be
restored to its original form with a wish or miracle spell.

SAMPLE CHILD OF THE LIGHT

Sth-level Human Fighter Child of the Dark) Child of the Light
Huge Outsider

Hit Dice: 5d8+20 (42 hp)

Initiative: +4 (Improved Initiative)

Speed: Fly 80 ft. (perfect)

AC: 10 (+2 natural, -2 size)

Attacks: Searing light +3 ranged

Damage: Searing light (special)

Tem?mtes section fvr more infwmmtim. A few months Later, the
children of the dark. return to the place where the spores were
scattered and combine to become one or more children of the Light.
Children of the light then live and reproduce for five to ten years
]7&fvre undergoing A final transformation. Over & period of weeks,
the child wanders awny from its pod. It flies higher and higher,
and one qavy, As it touches the very upper edge of the Atmosphere,
it glows Erightly, breaks apart, and disnppenrs. Perﬁnfs the air
pressure is too Low to hold it together At that altitude, or perhaps
it has transcended its current existence yet Aqain.

Face/Reach: 25 ft. x 10 ft./0 ft.

Special Attacks: Spell-like Abilities

Special Qualities: Call of Beyond, Create Spores, Damage Reduction
20/+1, Darkvision 60 ft., Spell-like Abilities, Telepathy

Saves: Fort +9, Ref +2, Will +5

Abilities: Str 22, Dex 11, Con 18, Int 12, Wis 16, Cha 14

Skills: Climb +10, Jump +10, Ride +4, Move Silently +8, Swim +10

Feats: Exotic Weapon (bastard sword), Improved Initiative, Power
Attack, Weapon Focus (bastard sword), Weapon Specialization (bas-
tard sword)

Climate/Terrain: Any land

Organization: Solitary, pair, or pod (10—25)

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: By character class (any)

Call of Beyond (Ex): After four years of existence and every six
months afterwards, the child of the light must make a Will save. If the
child fails this save it must journey to the edge of the atmosphere and dis-
corporate as described above. The DC of the Will save is 14 for the first
check, and increases by 2 each year.

Create Spores (Ex): Once per year, usually in the spring, a child of
the light may deposit spores that create children of the dark.

Damage Reduction (Su): The child of the light ignores 20 hit
points from most weapons and natural attacks. A +1 weapon or better
negates the ability.

Outsider: Outsiders have Darkvision with a range of 60 feet.
Children of the light are not proficient with weapons. A slain outsider
cannot be raised or resurrected, although a wish or miracle spell can
restore it to life.

Spell-Like Abilities: Children of the light can use the following
spells as if cast by a 10th-level sorcerer. The DC to resist these abilities is
12 + the spell level.

1/day — healing circle

3/hour — searing light

At Will — daylight (self only), flare

Telepathy (Su): Children of the light can communicate telepathi-
cally with any creature within 100 feet that has a language.
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ADVENTURE SEED

o In the village of Owlsnest, visits from the children of the
light are A bAd omen — especinlly since an outhreak.of children
of the dark alwys seems to happen a few weeks Later. # child of
the Light swoops down over the village while the party is
visiting, and the PCs are hired to hunt down the mysterious

creature and make sure it never returns.

RIS



FEY-BLOODED (TEMPLATE)

I@I >

“Fey-blooded” is a template that can be added to any new-

born humanoid or animal creature (referred to hereafter as the
“base creature”). The creature’s type changes to “fey.” It uses all the
base creature’s statistics and special abilities except as noted below.

Size: As base creature

Hit Dice: Change to d6, and adjust bonus
hit points for ability score modifications.

Initiative: As base creature, adjusted |‘I‘_ tk
for ability score modifications. i

Speed: Fey-blooded creatures
tend to move quickly and easily. Add
10 ft. of speed to each mode of move-
ment.

AC: As base creature, adjusted
for ability score modifications.

Attacks: As base creature, adjusted for
ability score modifications.

Damage: As base creature, but natural
weapons do +1 damage, and count as +1
magical weapons. Adjust for ability score
modifications.

Face/Reach: As base creature

Special Attacks: A fey-blooded
creature retains all the special attacks of
the base creature and also gains the follow-
ing.

Spell-like Abilities: Fey-blooded creatures
can use the following spells as if cast by a sor-
cerer of a level equal to the creature’s HD.
The DC to resist these abilities is 10 + the
creature’s Charisma modifier + the spell
level.

1/day — dancing lights, detect magic, ghost sound

Special Qualities: Fey-blooded creatures have all the special
qualities of the base creature, plus those listed below, and the fey
type.

Spell Resistance (Ex): To determine if a spell or spell-like ability
works against the fey-blooded creature, the spellcaster makes a level
check (1d20 + caster level). If the result equals or exceeds 10 + the fey-
blooded’s HD + the fey-blooded’s Wisdom bonus, the spell works
normally, though the creature still gets a saving throw if the spell

allows such.

Feq creatures are strange And fickle, love a qood time, And
are AlwAys ready to go to Almost any Lengths to fulfill
their own desires far cam;:nnimskif, entertdinment, revenge,
or # good joke. This has Led to a number of crentures sprinkled
throughout the world that can trace at least part of their
Lineage back to a creature of faerie. Fey -blooded creatures are
the result of & mating between & fey creature and a non-fey
creatute. Sometimes the faerie taint does not manifest for

7enemtims‘

Fey-blooded creatures tend to be moody and stranqe
compared to the rest of their Apparent species, and prone to
Jeelings of isolation and wild flights of fancy. They often run
or drift away from their homes and families — who are
qenerally just as gLad to see the changeling leave — and seek.

i

someplace to Tul(mg. Their fz17 relatives tend to be
unwelcoming, leaving the fey ~blooded to search for others of
its kind. Small bands and communities of these outcasts are
sprinkled across the Land, although theyare often quite
secretive and hard to find.

The taint of faerie blood produces creatures that are more
deticate and finer-featured than the majority of the base
species, often with stranqe coloring. #air and eves especially

Are rare colors, aftm colors not present in the mm~fe17 creature.

ADVENTURE SEEDS

& Someone has Kidnapped the hunting pack of the local
Lord. This pack. is famed far and wide as the greatest group of
hunting dogs in the Land, which is because the creatures



FEY—BLO(zDED (‘HrEMPL_ATE)

Saves: As base creature, adjusted for ability score modifications.

Abilities: Change from the base creature as follows: Str -2, Dex
+2, Con -2, Int +2, Wis +0, Cha +2

Skills: A fey-blooded creature has 3 skill points, plus its
Intelligence modifier, per Hit Die. Treat skills from the base crea-
ture’s list as class skills and other skills as cross-class. If the creature
has a class, it gains skills for class levels normally. Fey-blooded crea-
tures also have a +4 racial bonus to Animal Empathy, Intuit
Direction, Move Silently, Sense Motive, and Wilderness Lore.

Feats: Fey-blooded creatures receive the Dodge feat and the
Weapon Finesse feat free as racial bonuses, as long as they meet the
prerequisites and don’t already possess it.

Climate/Terrain: As base creature

Organization: Solitary, group (2-5), or gathering (10-20)

Challenge Rating: As base creature +1

Treasure: Standard

Alignment: Any, though usually chaotic

Advancement: As base creature

SAMPLE FEY-BLOODED CREATURE

Fey-Blooded Light Horse

Large Fey
Hit Dice: 3d6+6 (16 hp)
Initiative: +2 (Dex)
Speed: 70 ft.
AC: 14 (-1 size, +2 Dex, +3 natural)
Attacks: 2 hooves +1 melee
Damage: Hooves 1d4 each
Face[Reach: 5 ft. x 10 ft./5 ft.
Special Attacks: Spell-like Abilities
Special Qualities: Low-light Vision, Scent, Spell Resistance 14

are all fey -blooded. There has been no ransom demand, simply
because the thief is & proud elven noble who feels that such a
fe17 treasure }elmgs with the elves, rather than with
humans. #e has taken the animals to his forest stronghold,
and has no intention of returning them. The characters are
hired by the tocal Lord to find out what has happened to his
dogs, and to recover the animals if possible.

Ao Caravans have been attacked by a stranqge group of
bandits. T[uay seem to be of many different races, led 1717 A tall,
stim ogre, and they move through the woods almost silently.
They have & weird Assortment of magical abilities, as well.
The bandit gAng is A group af fe17 ~blooded 7a}lins, orcs, kobolds,
and bu 777&%, led 1717 the fey blooded oqre. They have
7rm/itnte¢{ taget[wr nfter hing cast out of their VArious tribes,
and have been working to make the Lives of others as

RS

Saves: Fort +4, Ref +5, Will +2

Abilities: Str 11, Dex 15, Con 13, Int 4, Wis 12, Cha 8

Skills: Animal Empathy +5, Intuit Direction +5, Listen +2, Move
Silently +6, Sense Motive +5, Spot +3, Wilderness Lore +5

Feats: Dodge, Weapon Finesse (hooves)

Climate/Terrain: Any land

Organization: Solitary, group (2-5), or gathering (10-20)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: None

Feats: Fey-blooded creatures receive the Dodge feat and the
Weapon Finesse feat free as racial bonuses.

Fey: Fey have Low-light Vision, and are proficient with all sim-
ple weapons and those mentioned in their entries.

Scent (Ex): Creatures with Scent can detect opponents within
30 feet by sense of smell, and can pinpoint the source of a scent if it
is within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.

Skills: Fey-blooded creatures have a +4 racial bonus to Animal
Empathy, Intuit Direction, Move Silently, Sense Motive, and
Wilderness Lore. This is included in the above stats.

Spell-like Abilities: I'ey-blooded horses can use the following
spells as if cast by a 3rd-level sorcerer. The DC to resist these abilities
is 9 + the spell level.

1/day — dancing lights, detect magic, ghost sound

Spell Resistance (Ex): To determine if a spell or spell-like abil-
ity works against the fey-blooded horse, the spellcaster makes a level
check (1d20 + caster level). If the result equals or exceeds 14, the spell
works normally, though the creature still gets a saving throw if the
spell allows such.
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miserable as theirs have been. They have & palisade deep in
the forest, where they live between raids. Characters might be
cAravAn quards during one of the Attacks, or they may be
hired ]717 the merchants to track. the bandits to their Lair and
deal with them once and for all.

RoSholas the Wizard has an impressive collection of fey
creatures, but he is ALwAys on the lookout far more. He has
Just heard tales of the White #art, an ancient fey-blooded
deer that roams the woods nmrfﬂj’ and wants the characters
to capture it alive far him. If tfwy do well with that, there’s
more work wiiting for them: a fey ~blooded Lion has been seen
roaming the savannah in the south, and the fey-blooded
enqles in the nearby mountains would be worthy additions as
well.




Once per day, a fomoraig with

the Summon Thralls Chaos Power may
summon from the void a number of HD
of enslaved creatures equal to its own
HD. They are always the same thralls,
and they return to the chaos after they
are brought to 0 hp or dismissed, to
recoup their energies.

“Fomoraig thrall” is a template that
can be added to any aberration, animal,
beast, dragon, eclemental, fey, giant,
humanoid, magical beast, monstrous
humanoid, outsider, or shapechanger
(referred to herafter as the “base crea-
ture”) that has been brought to 0 hp by a
fomoraig and that has as many or fewer
HD than the fomoraig. The creature’s
type changes to “outsider.” It uses all the
base creature’s statistics and special abili-
ties except as noted below.

Size: As base creature

Hit Dice: Changes to d8

Initiative: As base creature

Speed: As base creature +10 ft. (see
below)

AC: As base creature —2 deflection
penalty (see below). A thrall created from
a base creature that was capable of wear-
ing armor may wear armor normally.

Attacks: As base creature, +2
morale bonus and adjusted for ability
score modifications. Thralls are inca-
pable of attacking with weapons, and
instead fight with their natural arma-
ment. The base creature retains any nat-
ural attacks and gains a slam attack.

Damage: Damage for any natural
attacks is as for the base creature, adjust-
ed for ability score modifications.
Damage for a new slam attack is based

on the size of the base creature.

Versi he he W . Th
jy creature that captures the interest of & fomoraig emms. i . et f’m -
ight be trasformed ints & frmorniy thrail. Given the fomornig that has the bestinl features of a Lion and a bloated
! 4 | frﬂg-likz tonque may cmfzr hints vf these traits onto its
power and Longevity of the fomoraigs, virtually any monster, ) .
thralls. The traits, thought they may benefit the master, do

NPC, PC, or other enemy destroyed by the fomoraig, or &
17‘0( 7, 4 4 f ] ] natking fvr its servants but mark. them as unnatural.
completely new ang horrid creation could be found asits

thrall. Without even & rudimentary intellect, fomoraig thralls
fotlow the orders of their master without question. They

Fomoraig thralls are creatures for om the raw chaos
% 'y poM attack in reckless abandon, smashing, clawing, or biting

of the void. As such, they are incomplete or flawed

RS



Si1ZE SLAM DAMAGE
Fine 1

Diminutive 1d2

Tiny 1d3

Small 1d4
Medium-size 1d6

Large 1d8

Huge 2d6
Gargantuan 2d8

Colossal 4d6

Face/Reach: As base creature

Special Attacks: Thralls lose any supernatural or spell-like abil-
ities that the base creature may have possessed. Thralls retain any
extraordinary abilities of the base creature.

Special Qualities: Thralls lose any supernatural or spell-like
abilities that the base creature may have possessed. Thralls retain
any extraordinary abilities of the base creature. They also gain the
outsider type, and the following special ability:

Heedless (Ex): Thralls are mindless creatures that have no con-
cern for their own safety or survival. They rush headlong into com-
bat without a thought for the future. As such they gain +10 feet to
their Speed, a +2 morale bonus to attacks, and suffer a —2 deflection
penalty to AC.

Saves: As base creature, adjusted for ability score modifications.

Abilities: As base creature, but increase Strength by +4. Also,
thralls have no Intelligence score and are thus immune to all mind-
influencing effects, such as charms, compulsions, phantasms, pat-
terns, and morale-influencing effects. Thralls automatically fail any
Intelligence check.

Skills: Thralls have Listen +8, Spot +8. Typically they have few
or no other skills.

Feats: Thralls gain Multiattack if they have more than one nat-
ural attack per round. Thralls lose any feats that the base creature
might have had that rely upon intellect or decision-making in any
way.

Climate/Terrain: Hills, mountains, marsh, or underground

Organization: Solitary, pack (3—6), or horde (6-20)

Challenge Rating: As base creature

Treasure: None

Alignment: Always chaotic, usually chaotic evil

Advancement: None

their opponents without thou g/»tfar their own survival.
Remaorseless, the17 skmg aﬁ‘ any domination other than that
of the fomornig that summoned them into this version of Life.

ADVENTURE SEED

Ao A close frizm( or relative af the PCs, An adventurer in her
own right, falls to a fomoraig in battie qu ring An expedition

g

SAMPLE FOMORAIG THRALL

Dragonne Fomoraig Thrall
Large Outsider
Hit Dice: 9d8+27 (67 hp)
Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 50 ft., fly 40 ft. (poor)
AC: 16 (1 size, —2 deflection, +2 Dex, +7 natural)
Attacks: Bite +16 melee, 2 claws +11 melee, and slam +11 melee
Damage: Bite 2d6+6, claws 2d4+3 each, slam 1d8+3
Face/Reach: 5 ft. x 10 ft./5 ft.
Special Qualities: Darkvision 60 ft., Heedless, Immunities, Scent
Saves: Fort +9, Ref +8, Will +4
Abilities: Str 23, Dex 15, Con 17, Int —, Wis 12, Cha 12
Skills: Listen +8, Spot +8
Feats: Blind-fight, Improved Initiative, Multiattack
Climate/Terrain: Any hills, mountains, marsh, or underground.
Organization: Solitary, pack (3—6), or horde (6—20)
Challenge Rating: 7
Treasure: None
Alignment: Usually chaotic evil
Advancement: None

Heedless (Ex): Thralls are mindless creatures that have no con-
cern for their own safety or survival. They rush headlong into com-
bat without a thought for the future. As such they gain +10 feet to
their Speed, a +2 morale bonus to attacks, and suffer a —2 deflection
penalty to AC.

Outsider: Outsiders have Darkvision with a range of 60 feet.
Thralls are not proficient with weapons. Thralls have no Intelligence
score and are thus immune to all mind-influencing effects, such as
charms, compulsions, phantasms, patterns and morale-influencing
effects. A slain outsider cannot be raised or resurrected, although a
wish or miracle spell can restore it to life.

Scent (Ex): Creatures with Scent can detect opponents within
30 feet by sense of smell, and can pinpoint the source of a scent if it
is within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.
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to the mysterious ruins of & temple dedicated to chaos. When
the PCs journey to this site and find her in & pack. of fomoraig
thratls, will t/m7 believe that it is tru Ly im;wssi}le to save
these pitiful creatures? 0r will they follow even the most
unrelinble evidence into the terrible reaches of fomoraig
territory if it's the only way to exhaust all leads and prove
their devotion?



“Fossegrim” 1s a template that can be added to any good-aligned giant, humanoid,
monstrous humanoid, or shapechanger who has recently died (hereafter called the “base
creature”). The base creature must have a Charisma score of at least 10, and a love for the
waterfall to which he is to be joined. The creature’s type changes to “undead.” It otherwise
uses all the base creature’s statistics and abilities except as noted below.
Size: As base creature
Hit Dice: Change to d12, and adjust hit point bonus for ability score modifications.
Initiative: As base creature
Speed: A fossegrim has a fly speed of 30 ft. with perfect maneuverability, unless the base the
creature has a greater fly speed.
AC: As base creature
Attacks: The fossegrim retains all the attacks of the base creature, though the armor,
weapons, and shield it possessed in life are manifested as watery objects that are an extension
of the fossegrim itself, but otherwise act as normal; these items gain the formed water special
ability.
Damage: As base creature
Face[Reach: As base creature plus an additional 15 feet to reach.
Special Attacks: Same as the base creature, plus the fossegrim receives the following.
Captvating Song (Su): When a fossegrim sings, all creatures within a 200-foot radius of
the creature must succeed at a Will save (DC 12 + the fossegrim’s Charisma modifier) or
become utterly captivated. This is a sonic, mind-affecting charm. If the save is successful, that
creature cannot be affected again by that fossegrim’s song for one day. A captivated vic-
tim walks toward the fossegrim, taking the most direct route available. If the path leads
into a dangerous area, that creature gets a second saving throw. Captivated crea-
tures can take no actions other than to defend themselves. A victim within 5 feet
of the fossegrim stands there and offers no resistance to the creature’s attacks.
The effect continues for as long as the fossegrim sings. A bard’s Countersong
ability allows the captivated creature to attempt a new Will save.
Charming Beauty (Su): This ability operates continuously, affecting all
humanoids within 60 feet of the fossegrim. Those who look directly at a
fossegrim must succeed at a Will save (DC 11 + the fossegrim’s Charisma
modifier) or be charmed as per the charm person spell for 4d8 min-
utes. Once a character has resisted this ability, or it has worn off;, he
cannot be affected again by that fossegrim’s Charming Beauty for
one day.
Treezing ‘Touch (Su): Fossegrim have the ability to freeze
water at will, by touch. They can affect a radius of 80 feet, and :
adepth of up to 1 foot. Creatures within one quarter of their ! J |
speed distance from shore can make a Reflex save (DC 15) -
to avoid being caught in the icy waters. Creatures cap- £ i
tured in the frozen waters take 1d6 points of subdual .
damage from hypothermia per minute of exposure ¥ .
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Fosseqrim Are guite playful, reclusive spirits who in
Fassegrim Appear As ]nuutiful men or women, slightly vy fIP0 g o G

! eneral don't mean to cause harm. However, anyone who
smaller than a human. T/ Am/ have no visible feet, As 9 v y/

despoils the Land and water Around & fosseqrim’s home will
quickly be attacked 1717 the undead quardian; the alluring
song of & fosseqrim has been the cause of many a Listener's

their legs end in a swirl of watery mist. They are typically
the spirits of dead bards, who in Life enjoved the presence of the
waterfall they now quard. When they died their spirits

untimely demise.
sought out the waterfall and became one with it. ne i

RS



and are entangled; entangled characters suffer a —2 penalty to attack rolls
and a —4 penalty to effective Dexterity, as well as being unable to move
from that location. An entangled character who attempts to cast a spell
must make a Concentration check (DC 15) or lose the spell. A Strength
check (DC 23) is required to break free; the ice has an AC of 5, a
Hardness of 0, and 3 hit points per inch of ice per 5-foot section.

Memory Loss (Su): Three times per day, a character struck or
touched by a fossegrim must make a Will save (DC 14 + the fossegrim’s
Charisma modifier) or lose all memory of contact with the fossegrim and
the area in which it dwells, as per the modify memory spell. Anyone who
loses his memory is rendered unconscious for 4d6 minutes. The fosseg-
rim will then relocate the victim.

Spell-like Abilities: Fossegrim can use the following spells as if cast by
a 18th-level sorcerer. The DC to resist these abilities is 10 + the fossegrim’s
Charisma modifier + the spell level. When a fossegrim uses change self,
a swirling mist always remains at its ankles.

At Will — change self, fog cloud, form water (see below), gust of wind,
obscuring mist, shout, water breathing, whispering wind

Special Qualities: Same as the base creature plus those listed
below, and the creature gains the undead type.

Gender Illusion (Su): A fossegrim appears as a physically perfect
being of the opposite sex of any humanoid gazing upon it. A Will save
(DC 11 + the fossegrim’s Charisma bonus) is required to see the gender-
neutral creature that it is. Anyone captivated by the fossegrim’s song or
charmed by its beauty is not allowed a save.

Symbiosis (Su): Each fossegrim is spiritually bound to the waterfall it
inhabits and must never go beyond 100 feet from it. Any fossegrim that
does dissipates into a fine mist, and will not return to the waterfall for 2d4
days.

Turn Resistance (Ex): When resolving a Turn, Rebuke, Command,
or Bolster attempt, add the fossegrim’s Charisma bonus to the creature’s
Hit Dice total.

Saves: As base creature, adjusted for ability score modifications.

Abilities: As base creature except that the fossegrim has no
Constitution score, its Wisdom score increases by +4, and its Charisma
score increases by +8.

Skills: Fossegrims receive a +8 bonus to Hide, Listen, Perform
(singing), Search, and Spot checks. Otherwise same as base creature,
adjusted for ability score modifications.

Feats: As base creature

Climate/Terrain: Any land, though always near a waterfall

Organization: Solitary

ADVENTURE SEED

Ao In the commu m'ti; af W[u's?en'ng Winds, & ccm;:le in love
has been found dead at the base of & high ctiff. The Locals
believe that the spirit of the Whispering FAlls forced them
over the cliff. The town is intent on exploring the fosseqrim’s
home and driving it from the mortal realm, however no one
Jrom the village is willing to do so. It is said that the evil
fosseqrim possesses & great watery sword And wields powerful

g

Challenge Rating: As base creature +3
Treasure: None
Alignment: Always good

Advancement: As base creature

SAMPLE FOSSEGRM

Elf Fossegrim
Medium-size Undead

Hit Dice: 1d12 (6 hp)

Initiative: +1 (Dex)

Speed: Fly 30 ft. (perfect)

AC: 15 (+1 Dex, +3 formed water studded leather, +1 formed water small
shield)

Attacks: Longsword +1 melee, or longbow +2 ranged

Damage: Longsword 1d8, longbow 1d8

Face[Reach: 5 ft. x 5 ft./20 ft.

Special Attacks: Captivating Song, Charming Beauty, Freezing Touch,
Memory Loss, Spell-like Abilities

Special Qualities: +4 Turn Resistance, Darkvision 60 ft., Gender
Tllusion, Immunities, Low-light Vision, Symbiosis

Saves: Fort +2, Ref +1, Will +2

Abilities: Str 10, Dex 13, Con —, Int 11, Wis 15, Cha 19

Skills: Hide +9, Listen +13, Perform (singing) +12, Search +11, Spot +12

Feats: Weapon Focus (longbow)

Climate/Terrain: Any land, though always near a waterfall

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always good

Advancement: By character class (wizard)

Captivating Song (Su): When a fossegrim sings, all creatures with-
in a 200-foot radius of the creature must succeed at a Will save (DC 16)
or become utterly captivated. This is a sonic, mind-affecting charm. If the
save 1s successful, that creature cannot be affected again by that fosseg-
rim’s song for one day. A captivated victim walks toward the fossegrim,
taking the most direct route available. If the path leads into a dangerous
area, that creature gets a second saving throw. Captivated creatures can
take no actions other than to defend themselves. A victim within 5 feet of
the fossegrim stands there and offers no resistance to the creature’s
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maqics. t few of the town elders believe that the spirit is
innocent, tfwugft, and that the young cau}:le had a terriple

Accident or were murdered 1717 A townsperson.

In truth, the young man, Galem, was [wWing an uﬁm’r
with his Lover's mother. He Immgkt the younger woman, Jilee,
here to tell her that it was time to end their relationship.
unpeknownst to the young cou fle, the girl 's mother fallaww{
them. Jilee became frustrated and angry at Galem. An



bard’s Countersong ability allows the captivated creature to attempt a
new Will save.

Charming Beauty (Su): This ability operates continuously, affect-
ing all humanoids within 60 feet of the fossegrim. Those who look direct-
ly at a fossegrim must succeed at a Will save (DC 15) or be charmed as
per the charm person spell for 4d8 minutes. Once a character has resist-
ed this ability, or it has worn off, he cannot be affected again by that fos-
segrim’s Charming Beauty for one day.

Elven Traits (Ex): Elves are immune to magic sleep spells and
effects, have a +2 racial bonus to Will saves against enchantment spells or
effects, have Low-light Vision that lets them see twice as far as a human
in starlight, moonlight, or torchlight, and an elf who merely passes with-
in five feet of a secret or concealed door is entitled to a Search check as
though actively looking for it.

Freezing Touch (Su): Fossegrim have the ability to freeze water at
will, by touch. They can affect a radius of 80 feet, and a depth of up to 1
foot. Creatures within one quarter of their speed distance from shore can
make a Reflex save (DC 15) to avoid being caught in the icy waters.
Creatures captured in the frozen waters take 1d6 points of subdual dam-
age from hypothermia per minute of exposure and are entangled; entan-
gled characters suffer a —2 penalty to attack rolls and a —4 penalty to
effective Dexterity, as well as being unable to move from that location. An
entangled character who attempts to cast a spell must make a
Concentration check (DC 15) or lose the spell. A Strength check (DC 23)
is required to break free; the ice has a Hardness of 0 and 3 hit points per
inch of'ice per 5-foot section.

Gender Illusion (Su): A fossegrim appears as a physically perfect
being of the opposite sex of any humanoid gazing upon it. A Will save
(DC 15) 1s required to see the gender-neutral creature that it is. Anyone
captivated by the fossegrim’s song or charmed by its beauty 1s not allowed
a save

Memory Loss (Su): Three times per day, a character struck or
touched by a fossegrim must make a Will save (DC 18) or lose all mem-
ory of contact with the fossegrim and the area in which it dwells, as per
the modify memory spell. Anyone who loses his memory is rendered
unconscious for 4d6 minutes. The fossegrim will then relocate the victim.

Skills: Fossegrims receive a +8 bonus to Hide, Listen, Perform
(singing), Search, and Spot checks. These are included above.

Spell-like Abilities: Fossegrim can use the following spells as if cast
by a 18th-level sorcerer. The DC to resist these abilities is 14 + the spell
level. When a fossegrim uses change self, a swirling mist always remains
at its ankles.

arqument ensued and & small struggle resulted in Galem
stum}ling and falling over the cliff's edge. Jilee broke into
tears, as her mother rushed up behind her and in A fit of rage
pushed her own daughter over the edge. Jilee never saw wheo
fusfwa( her.
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obscuring mist, shout, water breathing, whispering wind.

Symbiosis (Su): Each fossegrim is spiritually bound to the waterfall
it inhabits and must never go beyond 100 feet from it. Any fossegrim that
does dissipates into a fine mist, and will not return to the waterfall for 2d4
days.

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +4 to the fossegrim’s Hit Dice total.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 fect. Negative ener-
gy can heal undead creatures. An undead creature is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is imme-
diately destroyed. Undead cannot be raised. Resurrection can affect
them, but generally fails because they’re unwilling to return to life.

NEW SPELL. FORM WATER _

Transmutation

Level: ClIr 3, Drd 3, Water 3, Sor/Wiz 5
Components: V, S, M

Casting Time: 1 action

Range: Touch

Target: Volume of water up to 10 cu. ft. + 1 cu. ft./level
Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

The character can form an existing amount of water into any shape
that suits the character’s purpose. The item is effectively solid, and will
have the feel and hardness of the object it represents. For example, the
character can make a water weapon, a bridge, or a water rope. At high-
er levels, form water also permits the character to part water to make an
opening in a waterfall, or to make a portion of river impassible to boats.
The character cannot create items that require moving parts, such as
crossbows.

Material Focus: The body of water to be affected.
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(m=====| GHOUL AND GHAST (TEMPLATE)

“Ghoul” is a template that can be added to any sentient creature  Fey, elementals, and other such creatures depend on the campaign’s
cosmology; creatures that are a type of spirit are not subject to undead
raising as a ghoul. The creature’s type changes to “undead.” It uses all

the creature’s statistics and special abilities except as noted below.

with an organic body and a soul who was killed by a ghoul and affected
by its Create Spawn ability, or who ate the flesh of creatures of its type in
life and recently died (referred to

Size: As base creature

Hit Dice: Change to d12, and adjust hit points bonus for ability score
modifications.

Initiative: As base creature

Speed: As base creature

hereafier as the “base crea-

ture”). In most cam-
paigns, this will include
any dragon, giant,
humanoid, monstrous
humanoid,

or AC: The ghoul has +2 natural armor or the creature’s natural armor,

shapechanger.  whichever is better, though it loses any manufactured armor bonuses.

Attacks: The ghoul retains any natural attacks, and gains 2 natural
claw attacks and a bite attack if it doesn’t already have them, though it
loses any attacks with manufactured weapons. Adjust retained natural
attacks for ability score modifications.

Damage: Creatures without natural weapons gain a bite and 2 claw
attacks based on the ghoul’s size category. If the creature already has a
bite or claws that do more damage, the creature retains these, but adjust-
ed for ability score modifications.

S1ZE BITE CrAws
Fine 1 —
Diminutive 1d2 1
Tiny 1d3 1d2
Small 1d4 1d3
Medium-size 1d6 1d4
Large 1d8 1d6
- Huge 2d6 2d4
Pt Gargantuan  2d8 2d6
3 - Colossal 4d6 2d8
P I 40 i!i.,,.
f ; \.‘"3- J Face/Reach: As base creature
:._1-:_.‘,_ o J%b ] 4 J.___..-"I I‘ Special Attacks: A ghoul retains all of the
. I'l\}?-' - L e T | special attacks of the base creature, except for
& 1 e e | _' . those affected by Degeneracy (see below), and
P, = % also gains the following.
12y L

Create Spawn (Su): In most cases, ghouls

devour those they kill. From time to time, however, the
bodies of their victims lic where they fell, to rise as ghouls
themselves in 1d4 days. Casting protection from evil on a
body before the end of that time averts the transformation.
The Create Spawn ability can only apply to sentient creatures

e e e T

t0 An unlife in which its corruption is reflected in body and mind

71”5 are some universal percepts, the philosophers say, that
apply to every culture of sentient beings. Among these is &
prohibition aqainst cannibalism. To consume one’s own kind qoes
aqainst the natural order and is A desecration that shocks the
conscience of both qods and men. Such deqeneracy can call down
a foul curse that clings to the cannibal’s soul, preventing it from
pAssing on to an afterlife upon its death. Instead, it is condemned

AS it rises AS A 7fwul.

Ghouls Are undead abominations. Their bodies are
physically intact, but their skin is discolored, showing signs of
decayy and a hint of putrescence. The fingers curl into unnatural
hunting claws and the touch of its flesh is sufficient to paratyze
A mortal in dread for its soul. The creature’s Aair grow's Long and

]



GHOUL AND GHAST (TEMPLATE)
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with an organic body and a soul, as required for the template. Other
creatures killed by ghouls do not arise as ghouls.

Paralysis (Ex): Those hit by a ghoul’s bite or claw attack must suc-
ceed at a Fortitude save (DC 14) or be paralyzed for 1d6 rounds. Elves
are immune to this paralysis.

Special Qualities: A ghoul retains all the special qualities of the base
creature, except for those affected by Degeneracy (see below), receives
those special qualities listed below, and also gains the undead type.

Degeneracy (Ex): A ghoul loses all skills and abilities not typical of
brute predators. All class abilities are lost except for base saves. Ghouls are
not able to learn or use feats that require tool use, such as weapon and
armor proficiencies or most combat feats. The ghoul cannot learn or use
skills such as Craft, Profession, Disable Device, etc. The ghoul cannot
advance i class levels after becoming a ghoul, unless it is levels in the
ghoul prestige class; see below. The ghoul does retain racial abilities,
except for those that a ghoul is otherwise prohibited from learning.

Turn Resistance (Ex): When resolving a Turn, Rebuke, Command,
or Bolster attempt, add +2 to the ghoul’s Hit Dice total.

Saves: As base creature, modified by changes to abilities.

Abilities: Modify from the base creature as follows: Str +4, Dex +0,
Int —2, Wis +2, Cha —4. The creature’s ability scores cannot go below a
1. As it is undead, the ghoul has no Constitution score.

Skills: Ghoul class skills when advancing are Climb, Escape Artist,
Hide, Intuit Direction, Jump, Listen, Move Silently, Search, and Spot.
See Degeneracy, and adjust skills for ability score modifications. Ghouls
suffer a —2 racial penalty on skill rolls when using skills requiring fine
manipulation.

Feats: The ghoul gains Multiattack. See Degeneracy.

Climate/Terrain: Any land and underground

Organization: Solitary, gang (2—4), or pack (7-12)

Challenge Rating: As base creature

Treasure: None

Alignment: Always chaotic evil

Advancement: As an undead creature

thin, often fulling out completely. The creature’s teeth become
sharper and its flesh and sinews harden.

The creature’s mind suffers a similar deqeneration, sinking
into an Almost animalistic preqator state. #igher thought
becomes harder but a crude cunning is sharpened. The creature
Loses the trappings of culture and civilization, fargets All learned
skills, and Loses interest and fmiliti; in Art, tool use, And social
interaction. The 7if?17£rin7 And manic creature becomes bent on
mtisfyinq its Wam;[wlmim] hu nger far carrion, And
particularly for the flesh of its own former kind.

Some gl?wuls seek. to Assuaqe their I?umger In; attacking
every lix/im] creature t[wy encounter. Others Are more
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SAMPLE GHOUL

Ogre Ghoul
Large Undead
Hit Dice: 4d12 (26 hp)
Initiative: —1 (Dex)
Speed: 30 ft.
AC: 13 (-1 size, —1 Dex, +5 natural)
Attacks: Bite +10 melee, and 2 claws +8 melee
Damage: Bite 1d8+7 plus Paralysis, claws 1d6+3 plus Paralysis each
Face[Reach: 5 ft. x 5 ft./10 ft.
Special Attacks: Create Spawn, Paralysis
Special Qualities: +2 Turn Resistance, Darkvision 60 ft., Degeneracy,
Immunities
Saves: Fort +4, Ref +0, Will +2
Abilities: Str 25, Dex 8, Con —, Int 4, Wis 12, Cha 3
Skills: Climb +6, Listen +3, Spot +3
Feats: Multiattack
Climate/Terrain: Any land and underground
Organization: Solitary, gang (2—4), or pack (7-12)
Challenge Rating: 2
Treasure: None
Alignment: Always chaotic evil
Advancement: As undead creature

Create Spawn (Su): In most cases, ghouls devour those they kill.
From time to time, however, the bodies of their victims lie where they fell,
to rise as ghouls themselves in 1d4 days. Casting protection from evil on
abody before the end of that time averts the transformation. The Create
Spawn ability can only apply to sentient creatures with an organic body
and a soul, as required for the template. Other creatures killed by ghouls
do not arise as ghouls.

Degeneracy (Ex): A ghoul loses all skills and abilities not typical of
brute predators. All class abilities are lost except for base saves. Ghouls are
not able to learn or use feats that require tool use, such as weapon and
armor proficiencies or most combat feats. The ghoul cannot learn or use
skills such as Craft, Profession, Disable Device, etc. The ghoul cannot
advance in class levels after becoming a ghoul, unless it is levels in the

discriminating predators who seek. out places where lone
individuals are vulnerable. Like bandits, many g[umls canbe
encountered in Lonely passes and on roads far from well-defendeq
settlements. Instead of waylaving travelers for their qoods, they
assault them for their very flesh. Other ghouls Lair near
cemeteries where they can be assured of finding A steady supply
of carrion. Still others follow armies on the move, awniting the
inevitable carnaqe that will satinte their depraved tastes. Over
time successful ghouls Adapt to their new circumstances and
become more skallful hunters, but their diet of corrupted flesh
pervades their }m’ng, making them noxious to Living creatures.
Such ghouls entering adyanced decay are known as ghasts.

i’
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GHOUL AND GHAST

ghoul prestige class; see below. The ghoul does retain racial abilities,
except for those that a ghoul is otherwise prohibited from learning.

Paralysis (Ex): Those hit by a ghoul’s bite or claw attack must suc-
ceed at a Fortitude save (DC 14) or be paralyzed for 1d6 rounds. Elves are
immune to this paralysis.

Skills: Ghouls suffer a —2 racial penalty on skill rolls when using skills
requiring fine manipulation.

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +2 to the ghoul’s Hit Dice total.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 feet. Negative ener-
gy can heal undead creatures. An undead creature is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is imme-
diately destroyed. Undead cannot be raised. Resurrection can affect
them, but generally fails because they’re unwilling to return to life.

NEw PRESTICE CLASS: GHAST

Ghouls who adapt to their degenerate undead state and thrive
become fearsome predators called ghasts. While they can no longer fol-
low the classes of civilization, cunning ghasts can progressively build upon
the powers of their cursed state and travel down darker paths, increasing
their connection to the Negative Energy Plane and becoming ever more
deadly threats to those they encounter.

Hit Die: d12

REQUIREMENTS

To qualify to become a ghast, a character must fulfill all of the fol-
lowing criteria.

Race: Ghoul

Special: Must create a pack of spawn.

ADVENTURE SEEDS

&0 The tall thin man said he needs & certain grey night-
Haaming Jlower harvested from atop the grave of Goodman
Stillwell at midnight under the full moon. #e won't say whiy
he needs the flower's petals undamaged, or why he won't 4o
hamself, but he will pay a Little gold for the service. There's no
renl reason to be scared of the qraveyard at night. It is holy
qrovnd, After all, and the priests have Plessed every plot in the
cemetery so nothing will rise wp out of its own grave. Besides, the
characters aren't 7aing in to disturh Any graves, just qet the
m’gkt-ﬁlaaminq flower.
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CLASS SKILLS
The ghast’s class skills (and the key ability for each skill) are Climb
(Str), Escape Artist (Dex), Hide (Dex), Intuit Direction (Wis), Jump (Str),
Listen (Wis), Move Silently (Dex), Search (Int), and Spot (Wis).
Skill Points at Each Level: 2

CLAsS FEATURES

All of the following are class features of the ghast prestige class.

Weapon and Armor Proficiency: Ghasts gain no proficiency in
any weapon or armor.

Paralytic Potency (Ex): At Lst level, the DC for the ghast’s paraly-
sis attack increases to 18.

Paralytic Persistence (Ex): At 2nd level, the ghasts’s paralysis attack
lasts for 2d6 rounds.

Ghastly Combatant (Ex): At 3rd level, the ghast’s natural armor
increases to +4 if not already higher, and the ghast’s bite and claw dam-
age increases by one size category as per the ghoul damage table, if not
already higher.

Shake the Elven Spirit (Ex): At 4t level, the ghast’s connection to
the Negative Energy Plane is now sufficient to affect even elves with its
Paralysis.

Stench (Ex): At 5th level, the stink of death and corruption sur-
rounding a ghast is sickening. Those within 10 feet must succeed at a
Fortitude save (DC 15) or be wracked with nausea; nauseated characters
are unable to attack, cast spells, concentrate on spells, or do anything else
requiring attention. The only action such a character can take is a single
move or move-equivalent action per turn.

CLASS TABLE: THE GHAST

Crass  BAse Forr Rer WIL

LEVEL  ATTACK SAVE SAVE SAVE SPECIAL

Lst +0 +0 +0 +2 Paralytic Potency

2nd +1 +0 +0 +3 Paralytic Persistence
3rd +1 +1 +1 +3 Ghastly Combatant
4th +2 +1 +1 +4 Shake the Elven Spirit
5th +2 +1 +1 +4 Stench
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& Ever since Lord Victor Brecht came back. from the Fallow
Maoors they say he has become reclusive andill. Some even
whisper he has gone mad and he is Letting his affairs run to seed.
Even tlrlmgf» he WrAps up in scarves and will see almost no one,
he still makes time to go hunting, however. Lately, rumors Are
starting up that he's been involved in an awful lot of hunting
accidents, and some of the servants have sudgenly become
violently sick and died. The Lord is having quite a time getting
new servants, And they say he refuses to see Any healer.




HALF-DREAMKIND (TEMPLATE)
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“Half-dreamkind” is a template that can be added to any new-
born aberration, beast, dragon, fey, giant, humanoid, magical beast,
monstrous humanoid, outsider, or shapechanger
with an Intelligence of at least 3 that
also dreams (referred to herafter as
the “base creature”). The creature’s type
changes to “outsider,” and it gains - 4
the subtype “chaotic.” It otherwise
uses all the base creature’s statistics P
and special abilities except as
noted below.
Size: As base creature
Hit Dice: Change to d8
Initiative: As base creature
Speed: As base creature I
AGC: As base creature
Attacks:  The  half-
dreamkind retains all the
attacks of the base creature.
Damage: As base crea-

—=

ture -.T"'_& Y g

Face/Reach: As base “HllL"-f"_
creature

Special Attacks: The e
half-dreamkind retains all the J
special attacks of the base crea- -
ture. |

Special Qualities: All ¥,

dreamkind except for the nemesis
share the following racial traits:
(Su):
Dreamkind can freely travel
across the Dream Plane to any

Dream Travel

location by using a full action, or
mto the dream of a mortal
sleeper by concentrating for two
rounds. Also, dreamkind may travel to
any place in the Material Plane invested

with the power of dreams, but such travel takes ten minutes of concen-
tration to attune to the Material Plane. Very few dreamkind have the reqg-
uisite patience to make such a journey.
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progeny af A Dream Plane native and a mortal, or o
mortal birthed in the realm of dreams, the half-
dreamKind retain an affinity for their place of origin; see the
Creatures section for more on the dreamkind. Half-dreamking
tend to be marked with strangely colored hair or eyes of A
disturbingly vibrant color, And display many of the abilities
of their dream Tn’rtlm’gkt.

RS

Lead Other to Dreams (Su): Dreamkind can draw others within 10
feet of themselves to and from the Dream Plane, but are limited to using
this ability once per day for every two Hit Dice they
have.

EEI Telepathy (Su): Dreamkind can communicate

telepathically with any creature capable of dreaming.

A D, As such, dreamkind do not normally use spoken

languages, although a few earthbound
dream lords have learned mortal
tongues. To the disappointment of
mortal sages, the great cities of
X the dreamlords feature mas-
. sive libraries that house
rows and rows of books all
j filled with blank pages. The
dreamkind have no need for
actual writings and keep the
libraries only to impress their
mortal audience.

Saves: As base creature

Abilities: As base creature,

1 but Charisma score increases
by +2
Skills: Half~dreamkind

receive a +2 racial bonus to
Lucid Dreaming if the oneiro-
mancy rules from Occult Lore,
also by Atlas Games, are in usc.
Otherwise same as the base
creature, adjusted for ability
i score modifications.
il Feats: As base creature
Climate/Terrain: As base
creature
Organization: As base creature
Challenge Rating: As base creature +1
Treasure: As base creature
Alignment: Any chaotic alignment. Note
that alighment now mirrors the dualistic nature of the dreamkind.
Advancement: As base creature

Some question remains whether or not dreamKind half-
breeds actunlly dream when they sleep. They are truly the
dreamer and the dream, after All. What they see in their
sleep is s rel as t[w17 Are, and the connection works both
ways. A half-dreamkind can be pursued into the waking
world by & nightmare because, it is thought, the hatf-
dreamKind is always only half-awake.



SAMPLE HALF-DREAMKIND

Gnome Half-Dreamkind
Small Outsider (Chaotic)

Hit Dice: 1d8+1 (5 hp)

Initiative: +0

Speed: 20 ft.

AC: 16 (+1 size, +4 chain shirt, +1 small shield)

Attacks: Short sword +2 melee, or light crossbow +2 ranged

Damage: Short sword 1d6—1, light crossbow 1d8

Face[Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Spells

Special Qualities: Darkvision 60 ft., Dreamkind Traits, Gnome Traits,
Low-light Vision, Speak With Animals, Spell-like Abilities

Saves: Fort +3, Ref +0, Will +0

Abilities: Str 8, Dex 10, Con 12, Int 11, Wis 11, Cha 13

Skills: Listen +4, Lucid Dreaming +2, Spot +2

Feats: Weapon Focus (short sword)

Climate/Terrain: Any forest, hill, and underground

Organization: Company (2—4), squad (11-20 plus 1 leader of 3rd to 6th
level and 2 3rd-level lieutenants), or band (30-50 plus 1 3rd-level
sergeant per 20 adults, 5 Sth-level lieutenants, 3 7th-level captains,
and 2-5 dire badgers)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic good

Advancement: By character class (illusionist)

Gnomes speak their own language, Gnome. Most gnomes who trav-
el outside gnome lands (as traders, tinkers, or adventurers) know
Common, while warriors in gnome settlements usually learn Goblin or
Kobold. Gnomes make heavy use of illusion magic and carefully pre-
pared ambushes and traps whenever they can.

Dreamkind Traits: All dreamkind have Telepathy, Dream Travel,
and Lead Other to Dreams. See above for descriptions of these.

Gnome Traits (Ex): Gnomes have Low-light Vision that lets them
see twice as far as a human in starlight, moonlight, or torchlight. They
also have a +2 racial bonus to saving throws against illusions, +1 racial
bonus to attack rolls against kobolds and goblinoids, and +4 dodge bonus
against giants. Once per day a gnome can use the spell-like ability speak
with animals as a 1st-level druid to communicate with a burrowing mam-
mal. Gnomes with Intelligence scores of 10 or higher may cast dancing

ADVENTURE SEED

WA PC character comes to the slow realization of her
dreamKind heritage. Nightly, the character has vivid and
fantastic dreams of her noble ancestry. One evening, she and
her friends disappear while asleep, only to materialize within

g

lights, ghost sound, and prestidigitation, each once per day as a 1st-
level wizard (spell failure penalties for armor apply).

Outsider: Outsiders have Darkvision with a range of 60 feet. They
are proficient with all simple weapons and those mentioned in their
entries, and this half-dreamkind is also proficient with martial weapons.
A slain outsider cannot be raised or resurrected, although a wish or mir-
acle spell can restore it to life.

Skills: Half-dreamkind receive a +2 racial bonus to Lucid
Dreaming. Gnomes receive a +2 racial bonus to Listen checks, for their
keen hearing, and to Alchemy checks, because their sensitive noses allow
them to monitor alchemical processes by smell.

NEW DISEASE. DREAM SNAP

Half-dreamkind sometimes develop a condition called the dream
snap, which is an ailment of the mind that causes periodic, undesired
shifting into a dream-state. The condition resembles narcolepsy except
the half-dreamkind’s perceptions snap uncontrollably between the wak-
ing world and the dreams being dreamt in the area. The experience is like
a waking dream or hallucination. The affliction is either hereditary or
passed through unhealthy dreams.

Infection: Inherited or Contact

DC: 14

Incubation: 2d10 years (inherited) or 1d20 days (contracted)

Damage: 3d6 Wisdom for 1d10 minutes. Each day the Fortitude save is
failed, the victim suffers one episode. Each year, the length of the
episodes increases by +1d10 minutes. The affliction is thought to be
permanent.
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the Dream Plane. At the end of & hazardous journey through
the Dream Plane cou ntrysi;{e, cities, And mmtm’nsmyzs, the
prty finds themselves before a powerful dream lord with the
tale behind the character’s true heritage.



“Half-giant” is a template that can be added to any newborn corporal biped creature that
is not an animal, construct, ooze, plant, undead, or vermin (hereafter referred to as the “base
creature”). The creature’s type becomes “giant” and it gains the subtype of its giant parent. The
creature retains all statistics and special abilities except as noted below.

Size: If the base creature’s size is less than Large, the creature’s size increases one step.
Creatures already of Large size or bigger do not increase in size, but neither do they decrease
in size. The base creature’s statistics should be adjusted for the increased size.

Hit Dice: Increase by one die type, to a maximum of d8, and adjust hit point bonus for
ability score modifications.

Initiative: As base creature

Speed: Half-giants move at 40 ft. or the speed of the base creature, whichever is faster

AGC: The base creature’s natural armor improves by +3, and AC is adjusted for size.

Attacks: As base creature, adjusted for ability score modifications and size.

Damage: As base creature, adjusted for ability score modifications.

Face/Reach: As modified by size increase

Special Attacks: Half-giants retain all special attacks of the base creature.

Half-giants of Large size or larger gain the Rock Throwing ability.

Rock Throwing (Ex): Adult half-giants are accomplished rock-throwers and
receive a +1 racial bonus to attack rolls when throwing rocks. A half-giant of at least
Large size can hurl rocks weighing 40 to 50 pounds each (Small objects) up to 5
range increments of 120 feet. A Huge half-giant can hurl rocks of 60 to 80 pounds
(Medium-size objects). Damage is 2d6 for Small rocks and 2d8 for Medium-size.

Special Qualities: Half-giants retain all special qualities of the base
creature, and gain immunities based upon the giant variety of their par-
ent. Half-giants of Large size or larger gain the Rock Catching ability. (TR EEE
Half-giants gain the giant type and the subtype of their giant parent.

Immunity (Ex): Some half-giants are immune to spells that utilize spe-

cific forces. For example, half-stone giants are immune to spells with the Earth
descriptor, such as spike stones. The immunity depends on the race of the giant
parent, as shown in the table below.

TYPE IMMUNITY
Hill None
Stone Earth
Frost Cold

Fire Fire

Cloud Air

Storm Electricity

Rock Catching (Ex): A half-giant of at least Large size can catch
Small, Medium-size, or Large rocks (or projectiles of similar shape).
Once per round, a giant that would normally be hit by a projectile

thata Tming has giant blood, but the powerful buitd is a qood

ong have ginnts bred with other races. This occurs i
: ; indication.
rmtumtli; on occAsion, And much more freﬂ/tmtly with
the interference of powerful Im'ngs such as wiZards And sorcerers. The maj ority of civilized societies will not tolerate half-
Half-giants are often treated poorly. Many are abandoned by qiants. However, in the more brutal societies, half-ginnts can
their parents o subjected to conditions bordering on stavery. become favored champions or fearsome Leaders. Their size And

temper Are an Asset in these surrou ndings, and t[uaﬂ often excel.
When found among true ginnts, the halfpreeds are usunlly
deleqnted the most menial tasks.

#Mfﬂinnﬂ are Large creatures, nlu/m;s }iﬂger than
Average members af their nm~giﬂnt sfecies. T/ fwy 7enemlli7 have
Long arms and Are fuzm/ily musscled. Tt is not Always apparent

i ]



HALF-GIANT

can make a Reflex save to catch it as a free action. The DC is 15 for a
Small projectile, 20 for a Medium-size one, and 25 for Large objects. If
the projectiles have a magical enhancement bonus to attack rolls, the DC
increases by a like amount. The half-giant must be aware of the attack
and cannot be flat-footed.

Saves: As base creature, adjusted for ability score modifications.

Abilities: Modify the base creature’s ability scores as follows: Str +4,
Dex +0, Con +4, Int +0, Wis +0, Cha +0

Skills: Half-giants have 6 + their Intelligence modifier in base skill
points. In addition, half-giants gain 1 + their Intelligence modifier in skill
points per Hit Die. Treat skills from the base creature’s list as class skills
and other skills as cross-class. If the creature has a class, it gains skills for
class levels normally.

Feats: Half-giants have one feat, plus one feat for every four Hit Dice
or levels, or the base creature’s total feats, whichever is greater.

Climate/Terrain: As base creature or giant variety

Organization: Solitary, pair, or gang (2—5)

Challenge Rating: As base creature, +1 for Medium-size or small-
er half-giants, +2 for Large size or bigger

Treasure: As base creature

Alignment: As base creature

Advancement: As base creature

HALF-GIANTS AS CHARACTERS

Half-giants tend toward the more aggressive classes, such as fighter
and barbarian. Spellcasting half-giants are most commonly adepts.

SAMPLE HALF-GIANT

Half-Frost Giant/Half-Gnoll
Large Giant (Cold)

Hit Dice: 2d8+6 (15 hp)

Initiative: +0 (Dex)

Speed: 30 ft. (scale mail), 40 ft. base

AC: 19 (-1 size, +4 natural, +4 scale mail, +2 large shield)

Attacks: Battleaxe +5 melee, or shortbow +1 ranged, or rock +1 ranged

Damage: Battleaxe 1d8+4, shortbow 1d6, rock 2d6+4 (Small) or 2d8+4
(Medium-size)

Face[Reach: 5 ft. x 5 ft.,/10 ft.

ADVENTURE SEEDS

R0 0Ld man Giles, the village cartwright, has just died. Only his
Jreakish adopted son survives him. #is name is Hewlovgh, and
he's Atmost twelve feet tall. The villagers fear him a Little bit,
Fut he's alwnys been a qood boy. Now, with Giles gone, Hewlough
intends to complete the one task he knew would break. his
[ather's heart. #ewlough wants to find his real parents. When
it turns out that one of Hewlough's parents is also parent to a
PC, how fm will this adventurer travel to [u’lf her new lmlﬁ
brother find his ancestry?
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Special Attacks: Rock Throwing

Special Qualities: Cold Immunity, Darkvision 60 ft., Fire
Vulnerability, Rock Catching

Saves: Fort +6, Ref +0, Will +0

Abilities: Str 19, Dex 10, Con 17, Int 8, Wis 11, Cha 8

Skills: Listen +3, Spot +3

Feats: Power Attack

Climate/Terrain: Temperate or warm land and underground

Organization: Solitary, pair, or gang (2—5)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class (ranger)

Half-giant/half-gnolls speak Giant and Gnoll. They fight fiercely
using their tremendous strength to their advantage. Rocks and heavy
objects will be thrown for as long as possible before melee is engaged.
They are often found with tribes of gnolls and will let their smaller
brethren take the initial brunt of an attack.

Cold Subtype: The creature is immune to cold damage. It takes
double damage from fire unless the fire attack allows a saving throw for
half damage, in which case it takes half damage on a successful save and
double damage on a failed save

Giant: Giants are proficient with all simple weapons and with any
weapons listed in their entries. Unless noted otherwise, giants have
Darkvision with a range of 60 feet.

Rock Catching (Ex): A half-giant of Large size can catch Small,
Medium-size, or Large rocks (or projectiles of similar shape). Once per
round, a giant that would normally be hit by a projectile can make a
Reflex save to catch it as a free action. The DC is 15 for a Small projec-
tile, 20 for a Medium-size, and 25 for Large. If the projectiles have a mag-
ical enhancement bonus to attack rolls, the DC increases by a like
amount. The half-giant must be aware of the attack and cannot be flat-
footed.

Rock Throwing (Ex): Adult half-giants are accomplished rock
throwers and receive a +1 racial bonus to attack rolls when throwing
rocks. A half-giant of Large size can hurl rocks weighing 40 to 50 pounds
each (Small objects) up to 5 range increments of 120 feet. Damage is 2d6
for Small rocks and 2d8 for Medium-size.
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o EVenj 5memtim, A volunteer fmm the remote town af
Kalmaroon And ancther from the local tribe of hill giants come
together to produce A child, which secures peace between their two
peoples. The child then spends alternate years in the homes of his
mother and father. The Lives of the human villagers depend on
this union, but while the child is in their care he disappenrs.
Who has taken him, and W[L1727 The end vf the vear 1s
nffmncﬁing, and the 7iﬂmts will come fram the mountains to
collect him in three days ..




HIVE SPIDER ADULT (TEMPLATE)

I@- >

fall victim to a juvenile hive spi-
der’s Possession ability and must
undergo the transformation as
described in the Creatures
section. The base crea-
ture’s type changes to

“aberration” and its
size increases to Large
if it 1s not already big-
ger than this. It other-
wise uses all the base
creature’s statistics and
abilities  except as
noted below. It cannot

be changed back

unless a wish spell or

similar magic is used.

Size: If the base

creature’s size is less
than Large, the crea-
ture’s size increases
to Large. Creatures
already of Large
size or bigger do not
increase in size. The
base creature’s sta-
should be
the

tistics
adjusted  for

increased size.

Hit Dice: Change to
d8 if not already higher,
and adjust hit point bonus
for ability score modifications.

Initiative: As base creature,
adjusted for ability score modifica-
tions, plus Improved Initiative

Speed: As base creature

7‘& adult form of the hive spider is its second stage of life.
After & juvenile hive spider enters the ]70&(17 of & victim

t[mmqk its mouth and consumes its brain, thus t/kking
control of its host, the hive spider finds a dark and damp
Location and begins secreting A stick substance from its host's
pores. The substance eventually forms & hard shell Around the
host’s 7704:(17. Soon, an adult hive spider emerges. In adult form,
the hive spider host sprouts eight spider-like Legs from its

“Adult hive spider” is a template
that can be added to any humanoid
creature (referred to herafter as the
“base creature”). The creature must

breath weapon once every

AC: As base creature minus any armor,

adjusted for ability score modifications and
size increase, and add +8 natural (natur-

al armor does not stack with exist-
ing natural armor of base crea-
ture; use whichever is best)

Attacks: The base
creature gains a bite
attack if it
already have one and

doesn’t

retains all other natur-
al attacks adjusted for
ability score modifi-
cations. It loses the
ability to attack with
weapons.
Damage: An adult
hive spider’s bite dam-

age is 1d6 + poison, all
other damage is as base
creature adjusted for ability
score modifications.

Face/Reach: 5 ft. x
5 ft./10 ft. or as base
creature if it was
already of Large
size or bigger
Special
Attacks: An adult
hive spider loses the
ability to cast spells if
the base creature was
able, though it retains

its other special abilities.
It has the following special
attacks.

Breath Weapon (Su): The
hive spider can spit forth a large
mass of spider web strands as a

1d4

rounds. The spray of web strands is a line

that reaches out to 15 feet, and is 1 foot in

RS
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back, ench ending in three strong digits. The host's skull
becomes soft and six multi-faceted eves protrude from it.
Mandibles bulge from the host's cheeks. The body becomes
bloated and bulbous, and covered in a Layer af mucous secreted
from its pores. The host's body sheds its natural hair, and fine,
conrse bristles take its place. The skin of the host's body turns
black and purple, as its fine blood vessels burst. In this adult
form, the hive spider qains the ability to spit a paralyzing



HIVE SPIDER

U

diameter. Characters must make a Reflex save (DC 10) to avoid the
strands or be entangled as if by a tanglefoot bag. Entangled charac-
ters suffer a —2 penalty to attack rolls, a —4 penalty to effective
Dexterity, and can only move at half speed. Entangled characters
must make another Reflex save (DC 15) or be glued to the floor,
unable to move. A character who is glued to the floor can break free
with a successful Strength check (DC 27) or by dealing 15 points of
damage to the webs with a slashing weapon. If another character
helps, hitting the webs is automatic, and he makes a damage roll to
see how much of the webs he scraped off. Once free, a character can
move at half speed. A character capable to spellcasting must make a
Concentration check (DC 15) to cast a spell while bound by the webs.
Unlike a tanglefoot bag, the webs do not become fragile after 10 min-
utes.

Poison (Ex): Once bitten by an adult hive spider’s bite attack, a
Fortitude saving throw (DC 18) is required to avoid being paralyzed
for 4d6 rounds

Spell-like Abilities: In adult form, the hive spider can use the fol-
lowing spells as if cast by a 12th-level sorcerer. The DC to resist these
abilities is 10 + the creature’s Charisma modifier + the spell level.
3/day — cause fear, expeditious retreat, hypnotism, spider climb,

web, contagion

Swarm (Su): Once per week, the adult hive spider may open its
mouth to release a swarm of Fine-sized juvenile hive spiders; see
their stats in the Creatures section. A swarm contains between 10
and 20 spiders. Releasing a swarm provokes an attack of opportuni-
ty.

Special Qualities: An adult hive spider loses the ability to cast
spells if the base creature was able, though it retains its other special
abilities. It also has the following special qualities:

All-Around Vision (Ex): Hive spiders have multi-faceted eyes
that give them a bonus to Spot and Search checks (see below), and
they can’t be flanked.

Hive Mind (Su): Hive spiders can communicate with each other,
as one mind, as long as they are all within 400 feet of each other. Any
hive spider that leaves the area of effect will lose contact with the
other hive spiders.

Saves: As base creature, adjusted for ability score modifications

Abilities: The following adjustments apply: Str +2, Dex —2, Con
+4, Cha —4. Intelligence is set to 13, and Wisdom to 9. No ability
score can go below 1.

wep strand and to release A swarm of juvenile hive spiders
[from it mouth. See the Creatures section for more on the
Juvenile hive spider.

ADVENTURE SEED

& The }mafle rff A smAall hamlet called vy ’s Rose have fultm
victim to & sinister evil. Several hive spiders have infected

g

Jump checks, and a +4 racial bonus to Spot and Search checks. All
other skills are the same as the base creature, adjusted for ability
score modifications.

Feats: As base creature, but loses feats related to weapon use,
and gains Improved Initiative

Climate/Terrain: Temperate land

Organization: Solitary or swarm (2-5)

Challenge Rating: As base creature +3

Treasure: As base creature

Alignment: Changes to chaotic evil

Advancement: As base creature

SAMPLE ADULT HIVE SPIDER

Troglodyte Adult Hive Spider
Large Aberration

Hit Dice: 2d8+8 (17 hp)

Initiative: +2 (-2 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 15 (1 size, —2 Dex, +8 natural)

Attacks: 2 claws +2 melee, and bite +0 melee

Damage: Claws 1d4+1 each, bite 1d6 plus Poison

Face[Reach: 5 ft. x 5 {t./10 ft.

Special Attacks: Breath Weapon, Spell-like Abilities, Poison,
Stench, Swarm

Special Qualities: All-Around Vision, Darkvision 60 ft., Hive Mind

Saves: Fort +7, Ref -2, Will -1

Abilities: Str 12, Dex 7, Con 18, Int 13, Wis 9, Cha 6

Skills: Climb +7, Hide +5 (+9 in rocky and subterranean settings),
Jump +7, Listen +2, Spot +3, Search +5

Feats: Improved Initiative, Multiattack

Climate/Terrain: Any temperate land

Organization: Solitary or swarm (2—5)

Challenge Rating: 4

Treasure: 50% coins, 50% goods, 50% items

Alignment: Always chaotic evil

Advancement: By character class (cleric)

Aberration: Aberrations have Darkvision with a range of 60
feet.
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prominent locals and are prepared to let the other humans
and their children live if, and only if, they continue to bring
in fresh. food.

vy ’s Rose Lies in the crossronds r7f three mtkj or trm{ing
routes. #ere people spend the night at the hamlet’s inns and
taverns before continuing on their path to the next town to
trade their wares. Now these groups never escape the open arms
af the 7001{ people af vy ’s Rose.



ADULT (TEMPLATE)

All-Around Vision (Ex): Hive spiders have multi-faceted
eyes that give them a bonus to Spot and Search checks (see below),
and they can’t be flanked.

Breath Weapon (Su): The hive spider can spit forth a large
mass of spider web strands as a breath weapon once every 1d4
rounds. The spray of web strands is a line that reaches out to 15 feet,
and 1s 1 foot in diameter. Characters must make a Reflex save (DC
10) to avoid the strands or be entangled as if by a tanglefoot bag.
Entangled characters suffer a —2 penalty to attack rolls, a —4 penal-
ty to effective Dexterity, and can only move at half speed. Entangled
characters must make another Reflex save (DC 15) or be glued to the
floor, unable to move. A character who is glued to the floor can
break free with a successful Strength check (DC 27) or by dealing 15
points of damage to the webs with a slashing weapon. If another
character helps, hitting the webs is automatic, and he makes a dam-
age roll to see how much of the webs he scraped off. Once free, a
character can move at half speed. A character capable to spellcasting
must make a Concentration check (DC 15) to cast a spell while
bound by the webs. Unlike a tanglefoot bag, the webs do not become
fragile after 10 minutes.

Hive Mind (Su): Hive spiders can communicate with each
other, as one mind, as long as they are all within 400 feet of each
other. Any hive spider that leaves the area of effect will lose contact
with the other hive spiders.

Poison (Ex): Once bitten by an adult hive spider’s bite attack, a
Fortitude saving throw (DC 18) is required to avoid being paralyzed
for 4d6 rounds

Skills: Troglodyte skin changes color, giving the creature a +4
racial bonus to Hide checks, which increases to +8 in rocky or sub-
terranean settings. Hive spiders receive a +6 racial bonus to Climb
and Jump checks, and a +4 racial bonus to Spot and Search checks.
This is included above.

Spell-like Abilities: In adult form, the hive spider can use the
following spells as if cast by a 12th-level sorcerer. The DC to resist
these abilities is 8 + the spell level.
3/day — cause fear, expeditious retreat, hypnotism, spider climb,

web, contagion

Stench (Ex): Troglodytes can secrete a chemical that requires all
creatures except troglodytes within 30 feet of the creature to succeed
at a Fortitude save (DC 13) or be overcome with nausea. This lasts
for 10 rounds and deals 1d6 points of temporary Strength damage.
Temporary damage returns at the rate of one point per day.

Recently, a captured caravan quard escaped the web of
one of the hive spiders. The townspeople Are in An uproar, and
must capture him before their children fall victim to the hive
spiders. T) [m7 will enlist any and ALl aiq fassi}te to recapture
this man, who they say must be brought to justice for a
murder he committed in their town. He must be brought back
alive.
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Swarm (Su): Once per week, the adult hive spider may open
its mouth to release a swarm of Fine-sized juvenile hive spiders;
see their stats in the Creatures section. A swarm contains between
10 and 20 spiders. Releasing a swarm provokes an attack of oppor-
tunity.

NEW SPELL. HIVE MIND

Divination

Level: Sor/Wiz 6

Components: S, M

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft./ 2 levels)

Targets: One creature/three levels, no two of which can be more
than 30 ft. apart

Duration: 10 minutes/level

Saving Throw: Will

Spell Resistance: Yes

You link together the intellects of several creatures, whose minds
become a single mass of knowledge and skill. Each subject creature
must have an Intelligence score of 6 or higher. The network can be
established between any combination of willing and unwilling sub-
jects, all of whom become “ranked” in the heirarchy by their
Intelligence scores. Once the hive mind has been established, sub-
jects are linked whenever they are within 1 mile of another subject.
Hive mind cannot reach into other planes.

Each subject in the hive mind can make use of ranks in any
Intelligence-based skills possessed by any other member of the hive
mind. Likewise, every subject can recall memories or knowledge
from any other subject in the link (effectively making basic
Intelligence checks and bardic knowledge checks with someone else’s
mind). In the event that a subject does not wish to cooperate, that
subject must succeed at an opposed Intelligence check against each
other member of the hive mind. The caster of this spell enjoys a +4
bonus to all opposed Intelligence checks against the spell’s subjects.

A wish spell can make the hive mind permanent but cannot
overcome the 1-mile limit on the link.

Material Components: One juvenile hive spider per subject in
the link.
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PERFECTED

(TEMPLATE)

“Perfected” is a template that can be added to any humanoid,
monstrous humanoid, animal, giant, or beast that has undergone the
ritual of perfection (referred to hereafter as the “base creature”). The
creature’s type changes to “magical beast.” It uses all the base crea-
ture’s statistics and special abilities except as noted below.

Wizma(s through the aqes have sought powerful,

relinble quardians. To that end, many rites And
procedures have been developed to tmnsfarm normal f7eings
into biddable servants. The most refined of these processes is
known as the ritual of perfection. The ritual of perfection

The ritual of perfection is a closely guarded secret. It requires
5,000 gp in materials for each Hit Die of the base creature; the spells
antimagic field, bull’s strength, cat’s grace, charm monster,
endurance, mage armor, resist elements, and stoneskin must be cast
during the process; and the ceremony lasts one week for each Hit Die

transforms the su}ject into an empowered, refined version of
itself, glowing with health, and atl but impervious to
damage. It also places the su}jzct in A permanent charmed
state, obedient to the worker of the ritual in all reqards.
This makes for very loyal and effective quardians and

servVAnts.

]



of the base creature, culminating in the base creature drinking a

bowl of the caster’s blood. The resulting perfected creature looks

like an ideal version of the base creature with a metallic hue to the
skin, hair, and eyes.

Size: As base creature

Hit Dice: Changes to d10, and hit point bonus is adjusted for
ability score modifications.

Initiative: As base creature, adjusted for ability score modific-
tions.

Speed: As base creature

AC: The base creature’s natural armor improves by +5, and its
AC is adjusted for ability score modifications.

Attacks: As base creature, adjusted for ability score modifica-
tions.

Damage: As base creature, adjusted for ability score modifica-
tions.

Face/Reach: As base creature

Special Attacks: A perfected creature retains all of the special
attacks of the base creature.

Special Qualities: A perfected creature retains all the special
qualities of the base creature and gains those listed below, as well as
gaining the magical beast type.

Charmed and Compelled (Ex): Perfected creatures are in a per-
manent charmed state. They view their masters as their best friends,
and do their best to make sure that no harm ever comes to them.
Perfected creatures are also compelled to follow all orders from their
master explicitly, without any attempts to twist the nature or purpose
of the orders. Neither of these conditions can be dispelled or other-
wise removed, and they endure as long as the perfected creature
lives, even if the master dies.

Damage Reduction (Ex): The creature ignores 10 hit points from
most weapons and natural attacks. A +5 weapon or better negates
the ability.

Energy Resistance (Su): Perfected creatures ignore the first 12
points of damage each round from fire, cold, electricity, sound, and
acid. The creature still makes saving throws normally.

Immunities: Because of the permanent charmed state of perfect-
ed creatures, they are immune to any other enchantment spells.
They are also immune to aging, hunger, thirst, and disease.

Spell Resistance (Ex): To determine if a spell or spell-like ability
works against the creature, the spellcaster makes a level check (1d20

ADVENTURE SEEDS

& A wizard acquaintance of the party has located a copy
of the ritual of perfection that he has been Lusting after
for the better part of & decade. Unfortunately, the possessor
af the ritual is uninterested in Salling or sfmring. Enter the
characters, who seem to be the ferfect grovp to q0 and fztck
the book. umtm'ning the ritual, no matter what the
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+ caster level). If the result equals or exceeds 12 + 1/2 the Hit Dice of
the perfected creature, the spell works normally, though the creature

still gets a saving throw if the spell allows such.

Saves: As base creature, adjusted for ability modifications.

Abilities: Perfected creatures become better at whatever they
were previously good at. The highest ability of the base creature
increases by +6, the second highest by +4, and the third highest by
+2. This is not without cost, however. The lowest two abilities of the
base creature are each reduced by 2, to a minimum of 2. In case of
a tie for first-, second-, or third-highest ability, determine the higher
of the matching abilities randomly. If the creature’s Intelligence
would be under 3, it raises to 3.

Skills: As base creature, adjusted for ability score modifications.

Feats: As base creature

Climate/Terrain: As base creature

Organization: Solitary or team (2-5)

Challenge Rating: As base creature +3

Treasure: Standard

Alignment: Any

Advancement: As base creature

SAMPLE PERFECTED

Perfected Dire Tiger
Huge Magical Beast

Hit Dice: 16d10+80 (168 hp)

Initiative: +3 (Dex)

Speed: 40 ft.

AC: 22 (-2 size, +3 Dex, +11 natural)

Attacks: 2 claws +21 melee, and bite +16 melee

Damage: Claws 2d4+11 each, bite 2d6+5

Face/Reach: 10 ft. x 30 ft./10 ft.

Special Attacks: Improved Grab, Pounce, Rake 2d4+5

Special Qualities: Charmed and Compelled, Damage Reduction
10/+5, Darkvision 60 ft., Energy Resistance, Immunities, Low-
light Vision, Scent, Spell Resistance 20

Saves: Fort +15, Ref +14, Will +9

Abilities: Str 33, Dex 17, Con 21, Int 3, Wis 12, Cha 8

Skills: Hide +1, Jump +14, Listen +3, Move Silently +10, Spot +3,
Swim +14
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challenge. Of course, this challenge includes & few perfecteq
7uma(inns.

& The Golden Order has announced a tournament. They
have invited brave competitors from across the Land to their
citadel to compete for the honor of fmcaminq perfected.
Tmmortality is & tempting prize, And many brave warriors
come seeking the chance to Live forever. Also in attendance



Climate/Terrain: As base creature

Organization: Solitary, or team (2-5)

Challenge Rating: 11

Treasure: Standard

Alignment: Usually neutral

Advancement: 17-32 HD (Huge), 33-48 HD (Gargantuan)

Charmed and Compelled (Ex): Perfected creatures are in a
permanent charmed state. They view their masters as their best
friends, and do their best to make sure that no harm ever comes to
them. Perfected creatures are also compelled to follow all orders
from their master explicitly, without any attempts to twist the nature
or purpose of the orders. Neither of these conditions can be dispelled
or otherwise removed, and they endure as long as the perfected crea-
ture lives, even if the master dies.

Damage Reduction (Ex): The creature ignores 10 hit points
from most weapons and natural attacks. A +5 weapon or better
negates the ability.

Energy Resistance (Su): Perfected creatures ignore the first 12
points of damage each round from fire, cold, electricity, sound, and
acid. The creature still makes saving throws normally.

Immunities: Because of the permanent charmed state of per-
fected creatures, they are immune to any other enchantment spells.
They are also immune to aging, hunger, thirst, and disease.

Improved Grab (Ex): If the perfected dire tiger hits an
opponent of at least one size category smaller than itself or
smaller with its bite attack, it deals normal damage and either
attempts to start a grapple as a free action without provoking an
attack of opportunity, or it pulls the opponent into its space with-
out provoking an attack of opportunity and holds him with a —20
penalty to grapple checks, using its remaining attacks against
other opponents. A successful hold does not deal any additional
damage, but does allow it to use its Rake ability. If the creature
does not Rake, each successful grapple check it makes during
successive rounds automatically deals bite damage. Otherwise, it
deals Rake damage as well.

Magical Beast: Magical beasts have Darkvision with a range of
60 feet and Low-light Vision.

Pounce (Ex): If the perfected dire tiger leaps upon a foe during
the first round of combat, it can make a full attack even if it has
already taken a move action, and can use its Rake ability.

Ate & number af AnimAal trainers Anxious far their pets to
prove themselves; t/wv /w}:e to win wfwt purse without
qiving up their own wills. Characters can either Join the
tournament, or can be sent to prevent one vf their friana(s
from competing. With the wealth of Petting going on
around the tournament, there will be flentif af bookies
laaking to SWinq the odds in their own fm/ar, as well. ALl in
All, an event n'fe with a}:fartunities far All sorts af trouble.

PERFECTED (TEMPLATE

Rake (Ex): A perfected dire tiger can make two Rake
attacks (+21 melee) against a held creature with its hind legs, for
2d4+5 damage each. If the tiger pounces on an opponent, it can
also Rake.

Scent (Ex): Creatures with Scent can detect opponents within
30 feet by sense of smell, and can pinpoint the source of a scent if it
is within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.

Spell Resistance (Ex): To determine if a spell or spell-like abil-
ity works against the creature, the spellcaster makes a level check
(1d20 + caster level). If the result equals or exceeds 20, the spell works
normally, though the creature still gets a saving throw if the spell
allows such.

NEW SPELL. CHARMING DEMEANOR _

Enchantment (Charm) [Mind-Affecting]
Level: Brd 2, Sor/Wiz 3

Components: V, S

Casting Time: | action

Range: Close (25 ft. + 5 ft./2 levels)
Target: You

Duration: 10 minutes/level

Saving Throw: Will negates

Spell Resistance: Yes

As charm person, except the enchantment is centered on you.
People you meet must make a Will save or be affected as if you had
cast charm person on them. You may not choose targets. Anyone you
meet during the spell’s duration is affected, up to a number of peo-
ple equal to your caster level.
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PLAGUELING (TEMPLATE)
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“Plagueling” is a template that can be applied to any living crea-
ture with a functioning anatomy and a Wisdom of 6 or higher who has
been killed by plague rot (referred to hereafter as the “base creature”). It
cannot be applied to constructs, elementals, oozes, plants, undead, or
vermin, or to any creature immune to supernatural disease. A plagueling
gains the type “undead,” and uses all the base creature’s statistics and spe-
cial abilities except as noted below.

Size: As base creature

Hit Dice: Change to d12, and adjust hit point bonus to
reflect ability score modifications.

Initiative: As base creature, adjusted for ability
score modifications.

Speed: Reduce the base creature’s speed by one
third, rounding up to the nearest 5-foot interval.

AC: As base creature, adjusted for ability score’
modifications.

Attacks: Plaguelings use the same melee attacks
as the base creature, but never use missile weapons.

Damage: As base creature

Face/Reach: As base creature

Special Attacks: The base creature
loses any supernatural or spell-like abili-
ties, but retains any exceptional abilities it
had. In addition, it gains the fol-

lowing special attacks: T
Blowout (Su): As a stan- (//' )
dard action, a plagueling % Y
can end its unlife by explod- :
ing into a cloud of infec- [’* —
tious goo. Anyone within 20
feet + 5 feet for every 4 Hit Dice
the plagueling has must make a
Reflex save (DC 10 + 1/2 plagueling’s
Hit Dice). Those who fail must then
make a Fortitude save (DC 14 + 1/2
plagueling’s Hit Dice) or contract
plague rot. Those that make their
Reflex saves must also save vs. the rot, but the
DC is only 10 + 1/2 the plagueling’s Hit Dice.

Plague Rot (Su): This supernatural disease is inhaled. When a char-
acter comes within 5 feet of a plagueling, he must make a Fortitude save

(DC 10 + 1/2 plagueling’s Hit Dice; increase DC by 2 for contact, and by
4 for ingestion or injury). If he succeeds, the disease has no effect — his

aquelings Are the wretched victims of & magical disease

called plaque rot. “The 1ot” consumes its victims' minds
wnd bodies, replacing their innards with infectious goo. What's
worse, the rot maqically sustains its victims after death and
compels them to spread the disease. /s the 1ot progresses, its victims

are inevitably driven insane.

Plaguelings typically travel in bands, wearing tattered
1Ags And passing themselves off as beqqars or even Leper
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immune system fought off the infection. If he fails, he takes 1d2 tempo-
rary Wisdom and Intelligence score damage, and 1d4 permanent
Constitution score drain, after an incubation period of 4 days. Once per
day afterward he must make a successful Fortitude saving throw (DC 16)
to avoid repeated damage. To assist with the Heal skill, every time the dis-
cased character makes a saving throw the healer makes a check. The dis-
cased character can use the healer’s result in place of his sav-
ing throw if he spends most of each day resting. Characters
recover points lost to temporary ability score damage at a
rate of 1 per day, even while a disease is in progress, though
permanent drain can only be regained through magical
means. The victim’s Wisdom and Intelligence scores are
never reduced to less than 4. If the victim’s
Constitution is reduced to 0 or less, the victim dies
™ and becomes a plagueling as per this template.
Special Qualities: The base creature loses any
supernatural or spell-like abilities, but retains any
extraordinary abilities it had. The creature does
retain Damage Reduction, even though this is usual-
ly a supernatural ability. In addition, it gains the
undead type and the following special
quality:
Backblast (Ex): If a an attacker
threatens a critical hit against a plagueling,
the attacker should check to see if the hit
would be critical, even though the plagueling
is not subject to such blows. If a critical hit
would have resulted, the attacker has hit a soft
spot on the plagueling and is sprayed with infec-
tious goo. Unless he makes a Reflex save (DC 16) he
must immediately make a Fortitude save against
plague rot (DC 12 + 1/2 the plagueling’s Hit Dice).
Saves: As base creature, adjusted for ability score
modifications.

Abilities: As an undead creature, the plagueling has
no Constitution score. Also, reduce the base creature’s
Dexterity by —2, its Charisma by —4, and reduce Wisdom
and Intelligence to 4. If the base creature’s Intelligence
score is lower than 4, it remains unchanged, and no ability score can

drop below 1.

Skills: As base creature’s skills, adjusted for ability score modifica-
tions. A plagueling loses any skills that are “trained only” (such as Craft),
and can never take 10 or 20 on a roll.

communities. They are rarely welcome visitors, and so stip
furtively into villages and cities to spread their vile sickness.

&ompzllu(}y its illness, A }:lﬂgueling will aftm
contaminate food or water supplies by coming into close contact
with them. Flnquelin?s work. in qrovps to infect s many
victims as possible.

Most plaquelings ate physically weak in combat, but act
with reckless Abandon. If interrupted during some foul plot,
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Feats: As the base creature, but the plagueling also receives the
Toughness feat free as a racial bonus.

Climate/Terrain: As base creature

Organization: Solitary, or as base creature.

Challenge Rating: Variable, based on the plagueling’s Hit Dice as
shown below.

Hirr DicE CR Hirr DicE CR

<1 1 11-15 7

1-4 3 >16 As base
5-10 5 creature

Treasure: None
Alignment: Always chaotic evil
Advancement: As an undead creature

SAMPLE PLAGUELING

Plagueling Gnoll
Medium-sized Undead

Hit Dice: 2d12+3 (16 hp)

Initiative: —1 (Dex)

Speed: 15 ft. (scale mail), base 20 ft.

AC: 16 (-1 Dex, +1 natural, +4 scale, +2 large shield)

Attacks: Battleaxe +3 melee

Damage: Battleaxe 1d8+2

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Plague Rot, Blowout

Special Qualities: Backblast, Darkvision, Immunities

Saves: Fort +3, Ref —1, Will -3

Abilities: Str 15, Dex 8, Con —, Int 4, Wis 4, Cha 4

Skills: Listen +0, Spot +0

Feats: Toughness, Power Attack

Climate/Terrain: Temperate or warm land and underground

Organization: Solitary, pair, gang (2-5), band (10-100 plus 50% non-
combatants plus 1 3rd-level sergeant per 20 adults and 1 leader of
4th-6th level), or tribe (20-200 plus 1 3rd-level sergeant per 20
adults, 1 or 2 lieutenants of 4th or 5th level, and 1 leader of 6th to
8th level)

Challenge Rating: 3

Treasure: None

they will attempt to subdue the interloper. If overpowered,
}:lﬂguelings will sim;:lt; ex;:laa(e, Sfilling their infectiaus matter
ALl over an a;:fcment.

ADVENTURE SEED

& A epidemic of plague rﬂtlm'ngs the countryside to its Knees.
Cities and keeps close their gates, churches spill over with the

e

Alignment: Always chaotic evil
Advancement: As undead creature

Backblast (Ex): If a an attacker threatens a critical hit against a
plagueling, the attacker should check to see if the hit would be critical,
even though the plagueling is not subject to such blows. If a critical hit
would have resulted, the attacker has hit a soft spot on the plagueling and
is sprayed with infectious goo. Unless he makes a Reflex save (DC 16) he
must immediately make a Fortitude save against plague rot (DC. 13).

Blowout (Su): As a standard action, a plagueling can end its unlife
by exploding into a cloud of infectious goo. Anyone within 20 feet of this
plagueling must make a Reflex save (DC 11). Those who fail must then
make a Fortitude save (DC: 15) or contract plague rot. Those that make
their Reflex saves must also save vs. the rot, but the DC is only 11.

Plague Rot (Su): This supernatural disease is inhaled. When a char-
acter comes within 5 feet of the plagueling, he must make a Fortitude
save (DC 11; increase DC by 2 for contact, and by 4 for ingestion or
injury). If he succeeds, the disease has no effect — his immune system
fought off the infection. If he fails, he takes 1d2 temporary Wisdom and
Intelligence score damage, and 1d4 permanent Constitution score drain,
after an incubation period of 4 days. Once per day afterward he must
make a successful Fortitude saving throw (DC 16) to avoid repeated dam-
age. To assist with the Heal skill, every time the diseased character makes
a saving throw the healer makes a check. The diseased character can use
the healer’s result in place of his saving throw if he spends most of each
day resting. Characters recover points lost to temporary ability score
damage at a rate of 1 per day, even while a disease is in progress, though
permanent drain can only be regained through magical means. The vic-
tim’s Wisdom and Intelligence scores are never reduced to less than 4. If
the victim’s Constitution is reduced to 0 or less, the victim dies and
becomes a plagueling himself.

Skills: Plaguelings can never take 10 or 20 on a roll.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 feet. Negative ener-
gy can heal undead creatures. An undead creature is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is imme-
diately destroyed. Undead cannot be raised. Resurrection can affect
them, but generally fails because they’re unwilling to return to life.
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dead and dying, and villagers barricade roads into towns. A
nmrby cavern is rumored to hold a sacred spring that can heal
the sick, however. If the PCs could find it and create safe
pAssage, they could save thousands of Lives. But plaguelings
terrorize the 1oads, And the caves are now home to & fearsome
mianotaur. Can the PCs save the a(mj?
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“Possessed construct” is a template that may be added to any self-aware
being who has successfully undergone the possess construct spell
described here (referred to hereafter as the “base character”). The base
character must be of a type other than a construct, plant, or similar
mindless creature. Once the transition has taken place, the charac-
ter is considered to be of the construct type used in the spell
(referred to hereafter as the “base construct”), taking the type
“construct,” with the following exceptions.
Size: As base construct
Hit Dice: As base construct, regardless of the base char-
acter’s original HD type or hit point total.
Initiative: As base construct
Speed: As base construct
AC: As base construct
Attacks: Use the base character’s Base Attack
Bonus as modified by the base construct’s Strength or
Dexterity.
Damage: As base construct
Face/Reach: As base construct
Special Attacks: The base character loses all origi-
nal special attack methods except for spells or psionics,
but gains those of the base construct. Unfortunately,
because of the artificial nature of the body that the base
character’s life force now inhabits, he can only cast
half as many spells per level, to a minimum of one
spell per level that may be cast, or access half as
many power points per day as usual. There is also a
chance of spell failure equal to double the base con-
struct’s natural armor class bonus, even if the char-
acter is using divine spells.

Special Qualities: The base character loses all
special qualities that it possessed before the transfor-
mation except for those that are purely mental in
nature, gains the construct type, and gets the follow-

t ing new qualities.
Independence (Ex): The possessed construct
| becomes immune to any controls previously
/

placed upon its body, such as the amulet associ-
ated with a shield guardian or the commands
\ ! d -.!} issued by a golem’s creator. Even magical
; Tt \B items and spells that would normally

allow one to take command of the con-

true abilities can be noticed 1717 the cnreful observer, tfwug[u.
A possessed construct isn't imbued with some magical power, it
is & master of it; and what brilliant spellcaster would risk. his
immaortality to hide his cunning? / possessed construct fights

5 ometimes & spellcaster escapes the cruel inevitability of
denth by taking the route of Lichdom. Sometimes they
choose another way. One alternative is for the spellcaster to
transfer his Life essence into & constructed body. This is how Ly .
possessed constructs come to be.

The artificial 1700(17 of & possessed construct makes fine

Possessed constructs appear as any mindless construct, e ’
‘i PP A work difficult to manage. For this reason, many possesseq

and often behave similarly to eep their intelligence hidden

constructs kee; rentice or Assistant spellcasters Aroun,
as & secret AvAntaqe. Clues to A possessed construct’s L 4 4

RS



POSSESSED
.

CONST

CT (TEMPLATE) (i

struct will no longer work. All abilities related to this control, such as
the Shield Other, Guard, and Master abilities of a shield guardian,
are also nullified.

Special Construct (Ex): Unlike normal constructs, one that is
possessed has a living mind, and thus an Intelligence score, making
it susceptible to mind-influencing effects (charms, compulsions,
phantasms, and morale effects) and Intelligence, Wisdom, or
Charisma drains. Psychic paralysis is also able to affect the creature.
Since it was once alive, a possessed construct could be brought back
to life as the base character if a magical means that didn’t require a
body were used. All other aspects of the construct type apply.

Saves: As base construct except for Will, which becomes that of
the base character with a —4 penalty. This reduction in the saving
throw is caused by the transplanted life force’s susceptibility to out-
side stimuli, a side effect of being contained in an artificial body that
lacks the use of living senses and perceptions, thus making the char-
acter’s mind more hungry for, and thus vulnerable to, outside senso-
ry input of any and all kinds.

Abilities: The physical stats remain those of the base construct,
but Intelligence, Wisdom, and Charisma are those of the base char-
acter. Furthermore, because the mind within a possessed construct
becomes somewhat sensory deprived, its intellect develops beyond
what it would normally have been able to achieve, granting +2
bonuses to Intelligence and Wisdom score. On the down side, the
foreignness of existence within the base construct imposes a —2
penalty to the Charisma score.

Skills: The possessed construct retains all skills that it possessed
as the base character, adjusted for ability score modifications.

Feats: As base character

Climate/Terrain: Any land or underground

Organization: Solitary

Challenge Rating: As base construct +2

Treasure: Standard coins, double goods, double items

Alignment: Usually any evil

Advancement: As base character, though no new hit points are
gained and experience is earned at half the usual rate.

SAMPLE POSSESSED CONSTRUCT

14th_Level Human Sorcerer Possessed Shield Guardian
Large Construct

to handle book work. and delicate jobs. In combat, such lesser
s;:ellcmters also serve as a valuable target far presumptuous

tTBS}J ASSers.

ADVENTURE SEEDS

o A previous adversary that the player characters thought
long-vanquished has returned to trouble them 1717 possessing A
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Hit Dice: 15d10 (82 hp)

Initiative: +0

Speed: 30 ft.

AC: 24 (—1 size, +15 natural)

Attacks: Slam +12/+7 melee

Damage: Slam 1d8+9

Face[Reach: 5 ft. x 5 {t./10 ft.

Special Attacks: Spells, Spell Storing

Special Qualities: Darkvision 60 ft., Fast Healing 5, Immunities,
Independence, Special Construct

Saves: Fort +5, Ref +5, Will +7

Abilities: Str 22, Dex 10, Con —, Int 19, Wis 16, Cha 11

Skills: Concentration +16, Knowledge (arcana) +18, Listen +7, Move
Silently +5, Scry +14, Search +7, Sense Motive +4, Spellcraft
+20, Spot +8

Feats: Combat Casting, Craft Wondrous Item, Empower Spell,
Quicken Spell, Scribe Scroll, Silent Spell, Spell Penetration, Still
Spell

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 10

Treasure: Standard coins, double goods, double items

Alignment: Usually lawful evil

Advancement: By character class (any), though no new hit points
are gained and experience is earned at half the usual rate.

Construct: Constructs never have Constitution scores. A con-
struct is immune to poison, sleep, paralysis, stunning, disease, death
effects, and necromantic effects. Constructs cannot heal damage on
their own, though they can be healed. A construct is not subject to
critical hits, subdual damage, ability damage or drain, or energy
drain. It is immune to any effect that requires a Fortitude save (unless
the effect also works on objects). A construct is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is
immediately destroyed. Constructs have Darkvision with a range of
60 feet.

Fast Healing (Ex): At the beginning of each of the possessed
construct’s turns, it heals 5 hit points. If it has taken both subdual
and normal damage, it heals the subdual damage first. Fast Healing
does not allow a creature to regrow lost body parts, or reattach them
unless otherwise stated, and does not restore hit points lost from star-
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owerful new, artificial body. Depending upon the villain's
7 Hep#e) et

fersamblity, he may opt to let the characters initinlly believe
that he is but & mindless servant of the “true mastermind,” or
he may come right out and declare both his identity and
Vangeful intent.

IO Upon his deathbed, & nenr}n; benevolent ruler, destmte to
elude the clutches of beyond, Aad his court wizard transfer his
Life force into A construct. Despite the fact that his mind is
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vation, thirst, or suffocation. Fast Healing does not increase the
number of hit points regained when a creature polymorphs.

Independence (Ex): The possessed shield guardian is free of'its
amulet’s control and is immune to magical items and spells that
allow one to take control of constructs.

Special Construct (Ex): The possessed shield guardian is sus-
ceptible to mind-influencing effects (charms, compulsions, phan-
tasms, and morale effects) and Intelligence, Wisdom, or Charisma
drains. Psychic paralysis is also able to affect the creature. Since it
was once alive, a possessed construct could be brought back to life as
the base character if a magical means that didn’t require a body were
used.

Spell Storing (Sp): The possessed shield guardian can store one
spell of 4th level or lower that is cast into it by another creature. It
“casts” this spell at will. Once this is used, it can store another spell
(or the same spell).

Spells: (3/3/3/3/3/3/2/1) This possessed construct knows the fol-
lowing spells as a 14th-level sorcerer. The DC to resist his spells is 10
+ the spell level. There is a 30% chance of spell failure.

0 Level — daze, detect magic, flare, ghost sound, light, mage hand,
ray of frost, read magic, resistance

Ist Level — cause fear, enlarge, magic missile, obscuring mist, true
strike

2nd Level — detect thoughts, flaming sphere, ghoul touch, levitate,
scare

3rd Level — dispel magic, fireball, fly, lightning bolt

4th Level — fear, improved invisibility, minor globe of invulnerabili-
ty, polymorph other

5th Level — dismissal, dominate person, teleport

6th Level — circle of death, true secing

7th Level — limited wish

NEW SPELL. POSSESS CONSTRUCT

Necromancy

Level: Clr 7, Sor/Wiz 7

Components: V, S, M

Casting Time: 30 minutes

Range: Close; the targeted construct and living being must be with-
in 25 ft. of each other.

Target: One construct and one living being (usually the spellcaster)

Duration: Instantaneous

intact, his subjects cannot accept him and have since
dectared their king officially dead. Shocked by his subjects’
response, the King's mind has since snapped and he is now
rampAqing Across the countryside, staying the people he once
;-ratzcta{.

RIS

Saving Throw: Will negates (see text)
Spell Resistance: No

This spell allows the life force of a living being to be transferred
into a construct, transforming the artificial creature into the new
body for the target’s living mind. The construct’s body, whether it is
similar in shape to that of the life essence’s original shape or not, will
seem natural and all of its abilities will immediately be known to the
being inhabiting it. However, the life essence being transferred must
make a Will save (DC 10 + construct’s CR) to see if the ritual suc-
ceeds. If the save fails, roll upon the following table to determine the
results.

D100
01-05
06-15

TRANSFER FAILURE

Lucked out; the transfer is completed as normal

The transfer is completed but minor damage is caused to the
mind. —2 Intelligence permanently.

16-25 The transfer is completed but major damage is caused to the
mind. —1d4+2 Intelligence permanently.

The transfer is completed but all memories are lost. There is
a 50% chance of a new alignment surfacing in such instances
and, if so, roll randomly to determine the new alignment.

26-40

41-75 The transfer fails and the life force remains within its living
body without harm.
The transfer fails, causing permanent damage of —2 Wisdom
and —2 Intelligence.
The transfer fails in a major magical backlash, causing 6d6

permanent hit point drain to the body.

76-85
86-95
96-00 The transfer fails horribly with either the construct being

destroyed, or the living being undergoing the transfer being
killed instantly (no save); determine this result randomly.

Material Components: A ruby and a construct. The targeted
construct and creature whose life essence is to be transferred must
both be within the boundaries of the same ritual circle. The life force
is then drawn into a ruby worth at least 2,500 gp, after which the
gem is merged into the construct. Though the caster of the spell that
will possess the construct needs to be of the requisite level to cast the
spell — either a 13th-level cleric or wizard, or 14w-level sorcerer —
the spell’s target may be of any level, class, race, or type other than
a construct, plant, or similar mindless creature.
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Rebuilding a creature requires a high degree of skill. Before any-
one can attempt to rebuild a creature, they must meet the following
requirements:

Skills: Alchemy 10 ranks, Heal 10 ranks, Knowledge (anatomy)
10 ranks, Knowledge (arcana) 10 ranks

Spellcasting: Able to cast polymorph any object

Feats: Craft Wondrous Item

The process of rebuilding a creature requires 1,000 gp worth of
materials per HD of the base creature, an alchemist’s lab, a well-
equipped operating theater, an arcane workshop, and a subject. The
subject must be either willing, unconscious, or restrained throughout
the entire procedure, which takes one week per HD of the base crea-
ture.

q jeane chirurgeons have pushed back the frontiers of
medical science with the use af mwgic. Tkﬂi? have, well,

maybe not perfected, but certainly advanced the use of
ATCANE MAGLC t0 preserve the Lives of wounded creatures.

They Ve Also been able to improve upon the haphazard designs
af nature.

The prime expression of this craft are the rebuilt. These

creatures Ate meldings af normal credtures with magical

]

“Rebuilt” is a template that can be added to any humanoid,
monstrous humanoid, animal, beast, or magical beast creature
who undergoes the process of being rebuilt (referred to hereafter as
the “base creature”). The base type of the creature does not change.
It uses all the base creature’s statistics and special abilities except as
noted below. A rebuilt creature has 10 options to spend on improve-
ments.

Size: As base creature

Hit Dice: As base creature. Add one hit die per option spent on
extra Hit Dice, and adjust bonus hit points for ability score modifi-
cations.

Initiative: As base creature. Add +1 natural per option spent on
Initiative increase, and adjust for ability score modifications.

Speed: As base creature. Add 5 feet of base speed per option
spent on speed increase.

AC: As base creature. Add +1 natural armor per option spent on
armoring, and adjust for ability score modifications.

Attacks: As base creature, adjusted for ability score modifica-
tions. The base attack bonus may be increased by +1 for each two
options spent on improved attacks. For two options, a new attack
may also be added at the base attack bonus of the base creature. This
attack may be a natural attack, such as a claw or bite, or a built-in
Small or Tiny weapon such as a light mace or a dart. Ranged
weapons are considered to have a number of shots per day equal to
the Constitution bonus of the rebuilt creature, plus an equivalent
number per option spent on extra ammunition.

Damage: As base creature, adjusted for ability score modifica-
tions. One natural attack may have its damage die increased one step
per option spent on extra damage. Damage from extra natural
weapons bought with options is as follows:

SI1ZE BITE CLAwW
Fine 1 —
Diminutive 1d2 1
Tiny 1d3 1d2
Small 1d4 1d3
Medium-size 1d6 1d4
Large 1d8 1d6
Huge 2d6 1d8
Gargantuan 2d8 2d6
Colossal 4d6 2d8

devices and constructs, turning them into Vastly improved
Versions af the original creature, to the evjes af the chiru rqeons.

Creatures that have been rebuilt are afn/iamli?
unnatural. T) Iwy Are an Amalgam of the original creature,
new organs, And maqical devices. They resemble nothing so
much as mi;stiml uﬂmrgs, with 7lam'n7 crtjstﬂls, rune~-cArved
rods and plates, and unnaturally shaped features mixed in
with the normal Appearance af the creature. Each option



Face[Reach: As base creature
Special Attacks: The following special attacks may be added
to the base creature at a cost of two options for each:
Constrict (Ex): The rebuilt creature automatically does blud-

geoning damage to any creature it successfully grapples. Damage is
based on the size of the creature:

S1ZE DAMAGE
Fine 1
Diminutive 1d2
Tiny 1d3
Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6

If the creature also has the Improved Grab ability, it deals
Constriction damage in addition to damage dealt by the weapon
used to grab.

Improved Grab (Ex): If the creature hits an opponent of at least
one size category smaller than itself or smaller with a natural attack,
it deals normal damage and either attempts to start a grapple as a
free action without provoking an attack of opportunity, or it pulls the
opponent into its space without provoking an attack of opportunity
and holds him with a —20 penalty to grapple checks, using its
remaining attacks against other opponents. A successful hold does
not deal any additional damage unless the creature also has the
Constrict ability. If the creature does not Constrict, each successful
grapple check it makes during successive rounds automatically deals
the damage listed for the attack that established the hold. Otherwise,
it deals Constriction damage as well.

Poison (Ex): One attack of the creature injects a special poison in
addition to the normal damage. This poison has a Fortitude save DC
of 10 + 1/2 the rebuilt creature’s HD + the rebuilt creature’s
Constitution modifier. The initial damage is 1d4 to one attribute
determined at the time of the rebuilt creature’s creation, and sec-
ondary damage is 1d6 to the same attribute one minute later. Poison
damage is temporary. This option may be purchased more than
once, either boosting the poison damage, or allowing it to affect an
additional attack.

added to the creature has some apparent feature; thus, extra

ATmor mAY Appedr As A mesh of mithril wire over the surface

of the skin, while the ability to see At night may be a cluster
of red crystals in the forehead, and extra speed may be & mass
of stranqe, pulsing muscles in the legs.
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Sonic Attack (Su): Once every 1d4 rounds, the rebuilt creature
may use a sonic attack that affects all creatures in a 20-foot radius.
Creatures affected must make a Fortitude save (DC 10 + 1/2 rebuilt
creature’s HD + the rebuilt creature’s Constitution modifier) or be
deafened for 1d6 rounds. This option may be purchased more than
once; each extra time it is purchased reduces the wait time between
uses by one round.

Spell-like Abilities: One offensive 1st-level spell may be implant-
ed in the rebuilt creature. The creature is able to activate this spell as
a standard action once per day. Use the HD of the creature to deter-
mine caster level. The DC to resist the spell is 10 + the creature’s
modifier for the same ability used by the spellcaster that created it +
the spell level. This option may be purchased more than once, either
gaining another use per day, or adding a second offensive spell.

Special Qualities: The following special qualities may be
added to the base creature at a cost of two options for each:

Blindsight (Ex): The rebuilt creature is able to perceive the world
around it through nonvisual senses. The range is 30 feet.

Damage Reduction (Su): The creature ignores damage from
most weapons and natural attacks. The creature takes normal dam-
age from energy attacks, spells, spell-like abilities, supernatural abil-
ities, and magic weapons of a rating higher than the number after
the slash in its Damage Reduction rating. The rebuilt creature has
Damage Reduction 5/+1 for every two options spent on this ability.
Thus, spending six options will give the creature Damage Reduction
15/+3.

Darkvision (Ex): The rebuilt creature can see 60 feet in total
darkness.

Fast Healing (Ex): At the beginning of each of the creature’s
turns, it heals a certain number of hit points. A creature that has
taken both subdual and normal damage heals the subdual damage
first. For every two options spent on this ability, the creature has the
ability to regain 1 hit point each round. Thus, spending six options
will give the creature Fast Healing 3, allowing it to regain 3 hit points
each round.

Resistance to Energy (Ex): The creature ignores some damage
from a specific type of energy each round. For every two options
spent on this ability, the rebuilt creature gains Resistance 5 to one
type of energy. Thus, spending six options can give the creature Cold
Resistance 5 and Fire Resistance 10, allowing it to ignore 5 points of
cold damage and 10 points of fire damage each round.
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ADVENTURE SEEDS

& The characters come upon A moh surrounding & meek-
Looking wizard. It seems that the Locals have taken exception
to the arcane chirurgeon experimenting on their livestock and
sick relatives. The rebuilt creatures the chirurgeon has
created may be grateful to their savior and hurt by their
families’ hostility, or they may be furious at the Little fellow
for turning them into freaks. Either way, trouble is



Scent (Ex): Creatures with Scent can detect opponents within 30
feet by sense of smell, and can pinpoint the source of a scent if it is
within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.

Spell Resistance (Ex): To determine if a spell or spell-like ability
works against the creature, the spellcaster makes a level check (1d20
+ caster level). If the result equals or exceeds the creature’s Spell
Resistance rating, the spell works normally, though the creature still
gets a saving throw if the spell allows such. For two options, the crea-
ture gains Spell Resistance equal to the creature’s Hit Dice. This
option may be purchased more than once, with each purchase after
the first increasing the Spell Resistance by an amount equal to the
creature’s Hit Dice.

Spell-like Abilities: One non-offensive lst-level spell may be
implanted in the rebuilt creature. The creature is able to activate this
spell as a standard action once per day. Use the HD of the creature
to determine caster level. The DC to resist the spell is 10 + the crea-
ture’s modifier for the same ability used by the spellcaster that creat-
ed it + the spell level. This option may be purchased more than once,
either gaining another use per day, or adding a second offensive
spell.

Saves: As base creature. Saves may be increased at the cost of
one option for +1 to one save, and adjusted for ability score modifi-
cations.

Abilities: As base creature. Abilities may be increased at the cost
of two options for +1 to one ability score.

Skills: As base creature, adjusted for ability score modifications.

Feats: As base creature. Extra feats may be added at the cost of
one option per feat.

Climate/Terrain: As base creature

Organization: As base creature

Challenge Rating: As base creature +2

Treasure: As base creature

Alignment: As base creature

Advancement: As base creature

SAMPLE REBUILT CREATURE

Rebuilt Bugbear
Medium-size Humanoid (Goblinoid)
Hit Dice: 3d8+3 (16 hp)

brewing, and the characters seem to have wandered into the
midst of it.

A A companion af the party, long t[wugkt to be dead, turns
up Aqain, laaking decidedly different. #er 170417 was stolen 1717
An Arcane chiru rqeon, }raug/tt back. to life, and used in

REBUILT (TEMPLATE

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 30 ft., run 150 ft.

AC: 17 (+1 Dex, +3 natural, +2 leather armor, +1 small shield)

Attacks: Shortsword +4 melee and dagger —1 melee, or morn-
ingstar +4 melee, or javelin +3 ranged

Damage: Shortsword 1d6+2, dagger 1d4+2, morningstar 1d8+2,
javelin 1d6+2

Face[Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Sonic Attack

Special Qualities: Damage Reduction 5/+1, Darkvision 60 ft.

Saves: Fort +2, Ref +4, Will +1

Abilities: Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9

Skills: Climb +2, Hide +3, Listen +3, Move Silently +6, Spot +3

Feats: Alertness, Improved Initiative, Run

Climate/Terrain: Any underground

Organization: Solitary, gang (2—4), or band (11-20 plus 150% non-
combatants plus 2 2nd-level sergeants and 1 leader of 2nd—5th
level)

Challenge Rating: 4

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class (rogue)

Bugbears speak Goblin and Common.

Damage Reduction (Su): The creature ignores 5 hit points
from most weapons and natural attacks. A +1 weapon or better
negates the ability.

Darkvision (Ex): This creature can see with no light source at
all, to a range of 60 feet. Darkvision is black and white only.

Skills: Bugbears receive a +4 racial bonus to Move Silently
checks. This is included above.

Sonic Attack (Su): Once every 1d4 rounds, the rebuilt creature
may use a sonic attack that affects all creatures in a 20-foot radius.
Creatures affected must make a Fortitude save (DC 12) or be deaf-
ened for 1d6 rounds.
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experimental procedures. She has finally escaped, and has
come lvaking far her farmer cam}mnians, Szeking to rebuild her
life. She also wants some }Mking when she goes to show the
chirurgeon just how plensed she is with her new, warped

existence.
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SHADOW ] ICH (TEMPLATE)

[

11th level. At least 120,000 gp
and 4,800 XP must be invested
in the removal process, and the
solidified soul shadow becomes
an item with a caster level equal
to that of the creator at the time
of creation.

“Shadow lich” is a tem-
plate that is added to a spell-
casting humanoid creature who
has undergone
process of removing his soul

the above

and transforming it into a soul
shadow (referred to hereafter as
the “base creature”). The crea-
ture’s type changes to “undead”
and it gains the subtype “incor-
poreal.” The statistics of a shad-
ow lich are a mix of those it had
in life and new ones bestowed
on it by its undead form, as
noted below.

Size: As base creature

Hit Dice: Change to d12,
and adjust hit point bonus for
ability score modifications.

Initiative: As base crea-
ture
Speed: 30 ft, fly 40 ft.
(good)

AC: 10, plus +3 natural,
plus Dex and size bonuses, if

Ky
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any.
Attacks: The host retains
all the natural attacks of the base

creature, adjusted for ability score modifications. It also gains an

Incorporeal Touch melee attack.

5 hadow Liches are undead spellcasters who have used their

magical powers to seal their souls into their own shadows,
which they then solidify and separate from their bodies. Freed
from mortality by the removal of their souls, they transform
their bodies into magic-wielding shadows, Im,aming effectively
immortal as Long as their solidified souls aren't discovered and
destroved. They Lust for magical power, but are disinterested in

The first step in becoming a shadow lich involves removing the
spellcaster’s soul and sealing it in its solidified shadow. This is a task
equivalent to that of crafting a normal lich’s phylactery, requiring the use
of the Craft Wondrous Item feat by a sorcerer, wizard, or cleric of at least

Damage: Creatures with natural attacks retain their old damage
ratings, adjusted for ability score modifications. A shadow lich’s
Incorporeal Touch does 1d2 points of temporary Strength damage.

Face/Reach: As base creature

Special Attacks: A
shadow lich retains all the
special attacks it had i life,
and gains the following
additional attacks.

Chill Aura (Su): The
cold darkness that surrounds
a shadow lich causes food
and drink within a 60-foot
radius to be spoiled, and
ruins holy water and magi-
cal liquids unless they suc-
ceed at a Fortitude save (DC
10 + the shadow lich’s Hit
Dice). Items that successtully
save cannot be affected
i again by the same shadow
lich’s aura for one day.

Create Spawn (Su): Any
humanoid reduced to 0
Strength by a shadow lich’s
Incorporeal Touch becomes
an undead shadow under
the control of its killer within
1d4 rounds; use the stan-

dard SRD  stats for
shadows.
Incorporeal Touch (Su):

With a successful melee
touch attack to its victim’s
shadow, the shadow lich
deals 1d2 points of tempo-
rary Strength damage to its
living foe. Temporary ability
score damage returns at the
rate of one point per day. A creature reduced to 0 Strength by a shadow
lich’s touch dies.
Spells: The shadow lich can cast any spells it could cast while alive. If
it needed spellbooks in life, the spells in those books are now all treated as

the affairs of the living, gradually Losing their grasp on mortal
sanity over the years and centuries of their unlife.

In their g_yzstfvr ATCATE pOWer, shadow Liches pursue
rumors of forgotten spells and avenues of magical achievement
with single-minded Abandon. Along with the spells they learned
while Living, some research new spells, many of which emphasize
their affinities with cold and darkness.
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mastered, although the shadow lich is still restricted in the number of
spells it can cast per day. The DC to resist these spell is equal to 10 + the
shadow lich’s Charisma + the spell level. If the spellcaster knew spells to
create light in life, it can still employ these after death, although using light
may affect its Hide skill, and daylight could potentially destroy its soul-
containing shadow.

Special Qualities: A shadow lich retains all the special qualities it
had in life except Summon Familiar, plus those listed below. A shadow
lich gains the undead type and the incorporeal subtype.

Cold Immunity (Ex): Shadow liches take no damage from cold.

Shadow _Jump (Su): A shadow lich has the ability to travel between
shadows as if by means of a dimension door spell. The magical transport
must begin and end in an area with at least some shadow. The shadow
lich can jump up to a total number of feet equal to 10 x its Hit Dice each
day in this way, although this may be used as a single jump or multiple
jumps of 10-foot increments.

Soul Shadow (Su): As part of its transformation into a shadow lich,
the spellcaster sealed his mortal soul inside of his own shadow, solidified
that shadow, and hid it somewhere in its lair; he then transformed his
own body into a shadow that replaced the solidified one. Many liches roll
up their soul shadows to resemble a scroll, sew them into the backing of
a tapestry, or merely seal them away in a stout box. The shadow lich can
only be permanently destroyed if that hidden soul shadow is found and
destroyed; reducing the lich itself to 0 hit points doesn’t destroy it, it mere-
ly causes the shadow lich to melt into the ambient shadows of its lair,
reforming 1d10 days after its apparent death. The secreted soul shadow
has an AC of 6, a Hardness of 20, and 40 hit points, but cannot be
destroyed with normal weapons; blunt-weapon attacks do it no damage,
and even attacks that cut through its leather-tough substance do no last-
ing harm, as the severed pieces immediately reform into the original
object. Magical weapons do damage equal to their enchantment bonus-
es each attack. Exposing the shadow to true sunlight or a daylight spell
destroys it in 1 minute.

Turn Resistance (Ex): When resolving a Turn, Rebuke, Command,
or Bolster attempt, add +4 to the creature’s Hit Dice total.

Saves: As base creature, adjusted for ability score modifications.

Abilities: A shadow lich gains +2 to Intelligence, Wisdom, and
Charisma, but has no Constitution or Strength scores; Dexterity is unaf-
fected.

Skills: As base creature adjusted for ability score modifications, plus
a+8 racial bonus to Hide in dark areas, Intuit Direction, Listen, and Spot
checks.

Feats: As base creature, plus Dodge and Spell Mastery.

ADVENTURE SEEDS

R If A plavier character wizard researches a spell involving cold
or darkaness, especially one that draws its enerqy from the realm
of shadow, it is highly Likely that at least one shadow Lich will
eventunlly detect its use and will immedintely crave that spell
forits own arsenal.

Climate/Terrain: Any land and underground

Organization: Solitary or troupe (1 shadow lich, plus 1d8 shad-
ows)

Challenge Rating: As base creature +3

Treasure: 1/2 coins, 1/2 goods, 1/2 items

Alignment: Any evil

Advancement: By character class (wizard, or highest spellcasting
class of base creature)

SAMPLE SHADOW LicH

11th-Level Gnome Illusionist Shadow Lich
Small Undead (Incorporeal)

Hit Dice: 11d12 (71 hp)

Initiative: +2 (Dex)

Speed: 30 ft., fly 40 ft. (good)

AC: 16 (+2 Dex, +1 size, +3 natural)

Attacks: Incorporeal Touch +6 melee

Damage: Incorporeal Touch 1d2 temporary Str damage

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Chill Aura, Create Spawn, Incorporeal Touch, Spells

Special Qualities: +4 Turn Resistance, Coold Immunity, Darkvision 60
ft., Immunities, Low-light Vision, Shadow Jump, Soul Shadow,
Spell-like Abilities

Saves: Fort +3, Ref +5, Will +9

Abilities: Str —, Dex 15, Con —, Int 18, Wis 14, Cha 11

Skills: Balance +8, Bluff +7, Concentration +13, Hide (only in dark) +14,
Intuit Direction +10, Knowledge (arcana) +17, Listen +12, Pick
Pocket +4, Spellcraft +18, Spot +10

Feats: Ambidextrous, Craft Wondrous Item, Combat Casting, Dodge,
Run, Scribe Scroll, Silent Spell, Spell Mastery, Still Spell

Climate/Terrain: Any land and underground

Organization: Solitary or troupe (1 shadow lich, plus 1d8 shadows)

Challenge Rating: 14

Treasure: 1/2 coins, 1/2 goods, 1/2 items, including a darkskull (detect
magic), and stone of alarm (attached to soul shadow hiding place)

Alignment: Usually neutral evil

Advancement: By character class (illusionist)

Chill Aura (Su): The cold darkness that surrounds a shadow lich
causes food and drink within a 60-foot radius to be spoiled, and ruins holy
water and magical liquids unless they succeed at a Fortitude save (DC 21).
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& Some powerful magic items are darkness-related, but while
shadow liches naturally covet them, obstacles such as powerful
owners or hiding places specifically designed to prevent the
operation of shadow-Linked maqic frustrate attempts to gain
them. / shadow Lich still relatively new to unlife, and thus
more likzly to retain its Spmity, could em;:lay mﬂgiml
suﬁterfuge to dupe adventurers into procuring the item for it,
while o lLess subtle shadow lich might just set itself to monitoring
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shadow lich’s aura for one day.

Cold Immunity (Ex): Shadow liches take no damage from cold.
Create Spawn (Su): Any humanoid reduced to 0 Strength by a
shadow lich’s Incorporeal Touch becomes an undead shadow under the
control of its killer within 1d4 rounds; use the standard SRD stats for
shadows.

Gnome Traits (Ex): Gnomes have Low-light Vision that lets them
see twice as far as a human in starlight, moonlight, or torchlight. They
also have a +2 racial bonus to saving throws against illusions, +1 racial
bonus to attack rolls against kobolds and goblinoids, and +4 dodge bonus
against giants. Once per day a gnome can use the spell-like ability speak
with animals as a 1st-level druid to communicate with a burrowing mam-
mal. Gnomes with Intelligence scores of 10 or higher may cast dancing
lights, ghost sound, and prestidigitation, each once per day as a Ist-level
wizard.

Incorporeal Subtype: Incorporeal creatures can only be harmed
by other incorporeal creatures, by +1 or better weapons, or by spells,
spell-like effects, or supernatural effects. They are immune to all non-
magical attack forms, and cannot be tripped or grappled by corporeal
creatures. They cannot fall or suffer falling damage. An incorporeal crea-
ture has a 50% chance to ignore any damage from a corporeal source.
The physical attacks of incorporeal creatures ignore material armor.
Incorporeal creatures are not burned by normal fires, affected by natur-
al cold, or harmed by mundane acids. They do not leave footprints, have
no scent, make no noise, and can pass through solid objects at will.

Incorporeal Touch (Su): With a successful melee touch attack to
its victim’s shadow, the shadow lich deals 1d2 points of temporary
Strength damage to its living foe. Temporary ability score damage
returns at the rate of one point per day. A creature reduced to 0 Strength
by a shadow lich’s touch dies.

Shadow Jump (Su): A shadow lich has the ability to travel between
shadows as if by means of a dimension door spell. The magical transport
must begin and end in an area with at least some shadow. The shadow
lich can jump up to 110 feet each day in this way, although this may be
used as a single jump or multiple jumps of 10-foot increments.

Skills: Shadow liches receive a +8 racial bonus to Hide checks in
dark areas, Intuit Direction, Listen, and Spot checks. This is included
above.

Soul Shadow (Su): The shadow lich can only be permanently
destroyed if that hidden soul shadow is found and destroyed; reducing the
lich itself to O hit points doesn’t destroy it, it merely causes the shadow lich
to melt into the ambient shadows of its lair, reforming 1d10 days after its

the a}ject of its desire, intending to waylay anvone who removes
the device from its sanctum.

WA PCis illed by an undead shadow, ecoming a shadow
fu’mself. Befam his fel Low Adventurers can restore him to life,
they will first have to release him from his undead existence

RIS

apparent death. The secreted soul shadow has an AC of 6, a Hardness of
20, and 40 hit points, but cannot be destroyed with normal weapons;
blunt-weapon attacks do it no damage, and even attacks that cut through

its leather-tough substance do no lasting harm, as the severed pieces
immediately reform into the original object. Magical weapons do dam-
age equal to their enchantment bonuses each attack. Exposing the shad-
ow to true sunlight or a daylight spell destroys it in 1 minute.
Spells: (4/5/5/5/4/2/1 plus one Hlusion spell per level) This creature
normally has the following spells prepared. The shadow lich can cast all
of'its spells as mastered spells cast by an 11t-level wizard, and always has
darkness, shadow conjuration, and shadow evocation prepared. The DC
to resist his spells is 14 + the spell level. Specialization: Illusion. Prohibited
School: Enchantment
0 Level — detect magic, ghost sound, mage hand, ray of frost, read magic
Ist Level — cause fear (x2), chill touch, obscuring mist, ray of enfeeble-
ment, silent image
2nd Level — darkness, detect thoughts, fog cloud, ghoul touch, minor
image, scare

3rd Level — clairaudience/clairvoyance, dispel magic, gust of wind,
major image, stinking cloud, vampiric touch

4th Level — fear, scrying, shadow conjuration, shout, solid fog,
5th Level — cloudkill, cone of cold, shadow evocation

6th Level — circle of death, shades

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +4 to the creature’s Hit Dice total.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 feet. Spellcasting
undead make Concentration checks using their Charisma modifier, and
negative energy can heal undead creatures. An undead creature is not at
risk of death from massive damage, but when reduced to 0 hit points or
less it is immediately destroyed. Undead cannot be raised. Resurrection
can affect them, but generally fails because they’re unwilling to return to
life.
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by staying his monstrous form. unfortunately, their former
ally leaves the scene of the battle, magically summoned to
the side of A shadow Lich seeking pawns for some scheme. The
Loss of any one of its minions would be & mere annoyance to
the shadow Lich, but the PC party won't know that.



ey SKINWALKER (TEMPLATE)

i
“Skinwalker” is a template that can be added to any humanoid spellcaster [ .' ,"rﬁ
g

who is initiated into the dark rites of the desert witches (referred to hereafter as
the “base character”). The character’s type changes to “shapechanger.” He

uses all the character’s statistics and special abilities, except as noted below:
Size: As base character. While wearing an animal’s skin, his size is that of
the animal.
Hit Dice: As base character. While skinwalking as an animal, add
that animal’s Hit Dice and bonus hit points to the skinwalker’s own.
For example, a skinwalker wearing a black bear’s skin would gain
3d8+6 Hit Dice. These Hit Dice provide 19 temporary hit
points, and if the hit points granted by skinwalking are
lost, the character reverts to its natural form.
Initiative: As base character. While skinwalk-
ing, he uses either its own Initiative rating or
that of the animal, whichever is higher.
Speed: As base character. While

skinwalking, he uses that animal’s | l.:-:'\
. LN
speed rating. iyl
AC: As base character. While skin- = i

walking, he uses the animal’s AC. Any

of the character’s bonuses to armor

class also apply, except for Dexterity, |

size, armor and shield, and natural armor. b
Attacks: As base character. While skinwalk- fr ’

ing, he attacks as the animal. Add the character’s 0

base attack bonus to the animal’s attack bonus.
Damage: As base character. While wearing i

an animal’s skin, he deals damage as that animal.
Face/Reach: As base character. While wearing

an animal’s skin, its face and reach are that of the

animal.
Special Attacks: A skinwalker retains all of the special

attacks of the base character and also gains the following:
Bad Medicine (Sp): If a skinwalker has a sample of

his victim’s hair, fingernails, or blood, he can cre-

ate a medicine bag that gives him power over

that victim. Creating a bad medicine bun-

dle takes one day, and the skinwalker

must then bury it within 100 feet of

where his victim sleeps. If the victim

does sleep in range of the bundle, she

“The time we spent in the desert was devoted all-but-
utterly to avoiding the skinwalkers. Our quide claimed to see

q skinwalker is & humanoid spellcaster who has
them ev‘erwawre, but I saw no other men on the road with us.

empraced the dark spirits of the desert and devoted his or

her Life to cruelty and power. These creatures wrap themselves
For days, coyotes ransacked our camps and stole hats, boots

Aand Imgs. Then, one night, Luc just wandered off into the
desert and we had to go on without him.”

in the skins of dead Animals and prowl about at night,
Sfrem(ing fnin Aand sorrow.

Skinwalkers hide among desert communities,
particularly those that dwell in cliffs and mesas. They
pretend to be simple healers or mAgicians, And practice

— Vicrum, Merchant af Alswheel
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takes a —2 resistance penalty on all saving throws against the
skinwalker’s magic for the next 24 hours.

Lure (Sp): If a skinwalker has buried a bad medicine bundle
near a sleeping victim, he can call the sleeper out into the desert to
do his bidding. The victim must make a Will save (DC 15 + the skin-
walker’s Charisma bonus). If she fails, the victim quietly sleepwalks

out into the desert to meet the skinwalker. If someone wakes the vic-
tim before she reaches the skinwalker, this effect is broken. If the vic-
tim reaches the skinwalker, she must make another Will save. If she
fails, she acts as affected by a dominate person spell for the rest of the
night.

Paralyzing Sand (Sp): A skinwalker can affect an opponent as
with a hold person spell cast by a 9ii-level sorcerer (save DC 15 + the
skinwalker’s Charisma bonus). He must throw a handful of sand at
the opponent and hit with a ranged touch attack. The range incre-
ment of thrown sand is 5 feet, with a maximum range of 25 feet.

Special Qualities: A skinwalker retains all of the special quali-
ties of the base character, gains the shapechanger type, and also
receives the following:

Nondetection (Su): A skinwalker is always protected by nonde-
tection. If a divination is attempted against him, the caster of the div-
ination must succeed at a caster level check (1d20 + caster level)
against a DC of 19.

Skinwalking (Sp): A skinwalker can don the hide of any dead ani-
mal between the sizes of Tiny and Large. He takes on the form of
that animal, including its modes of movement, attacks, damage, nat-
ural armor, size, saves, physical ability scores, and any special attacks
or qualities. Because the skinwalker is “wearing” the new form, he
adds the animal’s Hit Dice and bonus hit points to his own. He also
adds his own base attack bonus and saves to the animal’s, as well as
some AC bonuses. The hit points gained from skinwalking are tem-
porary hit points. If these hit points are lost, the character returns to
his normal form and the damaged animal skin can no longer be used
for skinwalking. Skinwalking can only be done at night.

Saves: As base character. While skinwalking, he uses the ani-
mal’s Fortitude and Reflex saves, to which are added the character’s
base saving throw bonuses.

Abilities: As base character. While skinwalking, he uses the ani-
mal’s Strength, Dexterity, and Constitution scores.

their qark. arts in secret. A stranger Asking about these desert
witches is typically greeted with stony silence and the sign
aqainst evil, as merely speaking of the skinwalkers might
draw their ire.

Skills: As base character. While skinwalking, he gets all of the
animal’s racial and circumstance bonuses, and his skills are adjusted
for ability score modifications.

Feats: The skinwalker gains the Still Spell and Silent Spell
metamagic feats, but he can only use Still or Silent Spells while skin-
walking. While skinwalking, he also gains any feats possessed by the
animal.

Climate/Terrain: Warm or temperate desert

Organization: Solitary, pair, or cult (1 St-level cleric plus 3-9
Ist- to 3rd-level sorcerers)

Challenge Rating: As base character +2

Treasure: Standard coins, standard goods, double items

Alignment: Any evil

Advancement: As base character

SKINWALKERS AS CHARACTERS

A skinwalker can induct other humanoid spellcasters into its dark
family. The skinwalker must first make a bad medicine bundle for
the initiate, then lead the initiate in the violation of some taboo like
cannibalism or incest. The next night, the new skinwalker kills and
skins his first animal. The initiate must willingly partake in the ritu-
als, though he may be seduced or deceived by the skinwalker. Once
these rites are complete, the initiate becomes a skinwalker.

As long as his “mentor” controls the new skinwalker’s bad med-
icine bundle, he has a —2 resistance penalty to saves against his men-
tor’s magic. He is also susceptible to his master’s Lure ability.

SAMPLE SKINWALKER

5th-Level Human Sorcerer Skinwalker (Coyote Hide)
Medium-sized Shapechanger

Hit Dice: 5d4+1+3 (16 hp); 5d4+1+3 + 1d8+2 temp HD (16 hp plus
6 temp hp) as coyote

Initiative: +6 (+2 Dex, +4 Improved Initiative); +7 as coyote (+3
Dex, +4 Improved Initiative)

Speed: 30 ft.; 40 ft. as coyote
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ADVENTURE SEEDS

& While exploring the catacombs beneath an abandoned

cliff qwelling, the PCs discover & dark. temple and A store of

human ment. The PCs Likely destroy the blasphemous site,

but when they return to the nem}’n; mesa and share their

story, they find themselves shunned by the locals. Dire events

soon follow as the local skinwalker seeks vengeance on the
PCs.

RIS



AC: 13 (+2 Dex, +1 ring of protection); 16 as coyote (+1 size, +3 Dex,
+1 natural, +1 ring of protection)
Attacks: Shortspear +2 melee, or light crossbow +6 ranged; bite +4

melee as coyote

Damage: Shortspear 1d8-1, light crossbow 1d8, bite 1d4+1 as coyote

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Bad Medicine, Lure, Paralyzing Sand, Spells

Special Qualities: Darkvision 60 ft., Nondetection, Skinwalking,
Summon Familiar; Nondetection, Scent, Skinwalking, Summon
Familiar as coyote

Saves: Fort +3, Ref +4, Will +6; Fort +5, Ref +6, Will +6 as coyote

Abilities: Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 16; Str 13, Dex
17, Con 15, Int 10, Wis 12, Cha 16 as coyote

Skills: Concentration +9, Hide +2, Listen +3, Move Silently +2,
Spellcraft +8, Spot +3, Wilderness Lore +1; Concentration +9,
Hide +3, Listen +3, Move Silently +3, Spellcraft +8, Spot +3,
Wilderness Lore +1 (+9 when tracking by scent) as coyote

Feats: Alertness, Toughness, Improved Initiative; Alertness,
Toughness, Improved Initiative, Silent Casting, Subtle Casting
as coyote

Climate/Terrain: Any warm or temperate desert

Organization: Solitary, pair, or cult (1 th-level cleric plus 3-9 1st-
to 3rd-level sorcerers)

Challenge Rating: 7

Treasure: Standard coins, standard goods, double items, including
+1 ring of protection, wand of sleep (30 charges), dust of illusion
(3 uses), potion of invisibility, coyote hide

Alignment: Usually chaotic evil

Advancement: By character class (any)

Bad Medicine (Sp): If a skinwalker has a sample of his victim’s
hair, fingernails, or blood, he can create a medicine bag that gives
him power over that victim. Creating a bad medicine bundle takes
one day, and the skinwalker must then bury it within 100 feet of
where his victim sleeps. If the victim does sleep in range of the bun-
dle, she takes a —2 resistance penalty on all saving throws against the
skinwalker’s magic for the next 24 hours.

Feats: Skinwalkers can only use Silent Spell and Still Spell while
skinwalking.

o New to town, the PCs accidentally offend an old woman.
They find themselves watched by various animals that
nig[tt, and soon Are dogqed 1717 “accidents” and unnerving
encounters. Most tawnsfalk refusa to clue the PCs in, so tﬁet;
mAY have to resort to drastic measurtes to find their tormentor.

Lure (Sp): If a skinwalker has buried a bad medicine bun-
dle near a sleeping victim, he can call the sleeper out into the
desert to do his bidding. The victim must make a Will save (DC 18).
If she fails, the victim quietly sleepwalks out into the desert to meet
the skinwalker. If someone wakes the victim before she reaches the
skinwalker, this effect is broken. If the victim reaches the skinwalker,
she must make another Will save. If she fails, she acts as affected by
a dominate person spell for the rest of the night.

Nondetection (Su): A skinwalker is always protected by nonde-
tection. If a divination is attempted against him, the caster of the div-
ination must succeed at a caster level check (1d20 + caster level)
against a DC of 19.

Paralyzing Sand (Sp): A skinwalker can affect an opponent as
with a hold person spell cast by a 9th-level sorcerer (save DC 18). He
must throw a handful of sand at the opponent and hit with a ranged
touch attack. The range increment of thrown sand is 5 feet, with a
maximum range of 25 feet.

Shapechanger: Shapechangers have Darkvision with a range of
60 feet.

Skills: This skinwalker gains a +8 racial bonus to Wilderness
Lore checks while tracking by scent as a coyote. This is included
above.

Skinwalking (Sp): A skinwalker can don the hide of any dead
animal between the sizes of Tiny and Large. He takes on the form of
that animal; the second set of stats above denotes the skinwalker in
animal form. The hit points gained from skinwalking are temporary
hit points. If these hit points are lost, the character returns to his nor-
mal form and the damaged animal skin can no longer be used for
skinwalking. Skinwalking can only be done at night.

Spells: (6/7/5/1) This sorcerer knows the following spells. The
DC to resist his spells is 13 + spell level.

0 Level — detect magic, ghost sound, mage hand, prestidigitation,
read magic, resistance

Ist Level — change self, endure elements, mage armor, charm per-
son

2nd Level — darkness, invisibility

Summon Familiar: As a sorcerer, this skinwalker can obtain a
familiar at a cost of 100 gp. He does not currently have a familiar,
however.
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SOULLESS (TEMPLATE)
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“Soulless” is a template that can be added to any aberration,
animal, beast, dragon, giant, humanoid, magical beast, monstrous
humanoid, or shapechanger that has sold its soul to a dark advocate
or other evil outsider (referred to hereafter as the “base creature”).
It is up to the GM to determine if a particular creature has a soul in
his campaign’s cosmology and so is eligible to have this template
applied. The creature’s type changes to “outsider,” and it gains the
subtypes “evil” and “chaotic.” It otherwise uses all the base crea-
ture’s statistics and special abilities except as noted below.

Size: As base creature

Hit Dice: Change to d8, and adjust hit point bonus for ability
score modifications.

Initiative: As base creature, adjusted for ability score modifica-
tions.

Speed: Add flight 10 ft. (poor)

AC: As base creature, adjusted for ability score modifications.

Attacks: The soulless retains any attacks the base creature had,
adjusted for ability score modifications, and gains a slam attack if it
didn’t already have one. The soulless will use its new body itself as a
weapon, without regard to any damage caused to it.

Damage: Soulless have slam attacks. If the base creature does
not have this attack form, use the damage values in the table below.
Adjust retained attacks for ability score modifications.

SizE DAMAGE
Fine 1
Diminutive 1d2
Tiny 1d3
Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6

Face/Reach: As base creature

Special Attacks: A soulless retains the special attacks of the
base creature.

Special Qualities: A soulless has all the special qualities of the
base creature and those listed below, and gains the outsider type and
evil and chaotic subtypes. Also, the base creature gains the following

quality:

7’%& soulless are humanoids or other creatures that have
foolishly Imrgm'ma( awny their souls, vin a dark. advocate,
tothe infzmul courts; see the Creatures section. Upon collection,
their former bodies, if living, become inhabited by perverse spirits
Jrom the realm of devils. Normally, the minor chastic spirits are
crushed under infernal muthority, so being released into the
mortal world allows them to freely express their inherent

natures.
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Possessed (Su): The character has been taken over by a chaotic
evil spirit. He will act irrationally and impulsively in every situation
he finds himself'in, and has no memory of his mortal life; he can only
recall the spirit’s existence in Baatezu. If the character is a PC, he is
no longer under the control of the player, but rather may be used at
the GM’s whim.

Saves: As base creature, adjusted for ability score modifications.

Abilities: Modify the base creature’s ability scores as follows: Str
+6, Dex -2, Con +6, Wis -2, Int -2, Cha —2

Skills: As base creature, adjusted for ability score modifications.

Feats: Gains Improved Initiative

Climate/Terrain: As base creature

Organization: Solitary

Challenge Rating: As base creature +1

Treasure: As base creature

Alignment: Always chaotic evil

Advancement: As base creature

SAMPLE SOULLESS CREATURE

2nd-Level Soulless Human Commoner
Medium-size Outsider (Evil, Chaotic)

Hit Dice: 2d8+6+3 (18 hp)

Initiative: +3 (—1 Dex, +4 Improved Initiative)

Speed: 40 ft., fly 10 ft. (poor)

AC: 9 (-1 Dex)

Attacks: Slam +4 melee, or short sword +4 melee

Damage: Slam 1d6+4, short sword 1d6+3

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Qualities: Darkvision 60 ft., Possessed

Saves: Fort +3, Ref —1, Will -1

Abilities: Str 16, Dex 8, Con 16, Int 8, Wis 8, Cha 8

Skills: Listen +2, Hide +3, Spot +2

Feats: Improved Initiative, Toughness

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 2

Treasure: Standard

Alignment: Always chaotic evil

Advancement: By character class (any)
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The soulless have trouble hiding among mortals, as they
tend to act erratically and have a tendency towards murder and
Lesser crimes. For A time, A soulless will amuse itself 1717 Msuming
the life of its victim and slowly working to destroy its personal
relationships and reputation. Also, the soulless fear greater devils
and unquestioningly obevying any that command them.

Another tell-tale sign of & soulless is its child-like
fascination with its new body. Often, just-mAade soulless forget
their new incarnation’s vulnerabilities to firﬂ, fm'sm,




Outsider: Outsiders have Darkvision with a range of 60 feet. Anyone who reads the book for at least 12 straight hours
They are proficient with all simple weapons and those mentioned in  enjoys a +10 bonus to Diplomacy checks made with or against
their entries. This soulless is also proficient with martial weapons. A devils. This bonus lasts for one day. Once read, the book may be
slain outsider cannot be raised or resurrected, although a consulted (a five-minute process) to make a single skill
wish or miracle spell can restore it to life. check using the book’s 5 ranks in Knowledge

(Law).

Possessed (Su): The character has been
taken over by a chaotic evil spirit. He will
act irrationally and impulsively in
every situation he finds himself in,
and has no memory of his mor-

Caster Level: 20th; Weight:
35+ Ibs.

- NEW WONDRQUS
. ) ITEM. EXORCISTS
BELL

tal life; he can only recall the
Spirit’s existence in
Baatezu.

This simple
NEW WONDRQUS brass bell is used
ITEM: MANUAL
OF INFERNAL
LAW

to force possess-
ing spirits out
of human ves-
sels. Once per
subject  per
day, the bell
may be struck

This two-foot-
wide black book
gets ever larger as
more and more to award a pos-
sessed vessel a
Will  save to
resist possession
or inhabitation,

mortal fools sell their
souls to the Dark
Advocates. Every case
in the diabolical courts
is recorded into this book even if the vessel’s
no matter where the book proper soul is absent
is or who wins the case. and even if a previous
Will save has failed. If the
bell is struck during the ves-

sel’s first or only Will save

Each night at midnight, new
pages appear.

The Manual of Infernal Law is a against possession, the bell grants
a +4 sacred bonus to the Will save.
Alternately, all of the bell’s magic for the day
It is primarily a compendium of case facts. Each case is can be used to cast dismissal once.

described in precise, exacting language readable automatically by Caster Level: 7th; Prerequisites: Craft Wondrous Item, dismissal;

whoever opens the book. Ornate and terrible etchings illustrate the ~ Market Price: 11,200 gp

hefty tome of delicate paper and deep, red
inks. Little legal theory is discussed in the book.

acts in question in each case. The book has no external features, save
one: on its spine is a silver sigil, the Infernal word for “law.”

and physical damage. Worse yet, most inlm}iting spirits do not of it. Now the wizard has been transformed into a soulless, and is

realize that flying, which is second nature to them, might causing havoc in the local town. The Local priests know what

Attract attention. has happened and seek. a party of adventurers to discretely
eliminate the wizard. Because of his former stature in the
community, Killing him in A direct confrontation on the streets

ADVEI\ITURE SEED could turn the ;w;rulm Mm'nst the party. Ti ime runs out,

& A respected wizard secretly (wnd foolis sz ) made & pact however, as the soulless’ Actions quickly kegin to unravel

with & dark. adyocate, pridefully assuming he could weasel out allinnces and generally cause a qreat deal of unrest.
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“Thrall of the pale king” is a template that
can be added to any humanoid, monstrous
humanoid, or animal slain by a pale king’s
Death Gaze (referred to hereafter as the “base

creature”). The creature’s type changes to
“undead.” It uses all the base creature’s statistics
and special abilities except as noted below. A miracle
or wish spell can bring a thrall back to life.

Size: As base creature

Hit Dice: Change to d12, and adjust hit
point bonus for ability score modifications.

Initiative: As base creature

Speed: As base creature

AC: The base creature’s natural armor
improves by +2 as its flesh thickens and toughens.

Attacks: A thrall of the pale king retains all
the attacks of the base creature, and gains a slam
attack if it didn’t already have one.

Damage: Thralls of the pale king have slam '
attacks. If the base creature does not have this attack

T

form, use the damage values in the table below. Creatures
with natural attacks retain their old damage ratings or use the values
below, whichever is better.

S1ZE DAMAGE
Fine 1
Diminutive 1d2
Tiny 1d3
Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6
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W[wn a pale king — the servant of the fey qod Arawn —

inds A useful Living creature, he tries to claim it as A
thrall; see the court of the pale king entry in the Creatures
section. This process has two staqes. First, the pale king must Kill
the creature using his Death Gaze ﬂJn’litt;. Once the creature is
dead, the pale King may then call back the spirit and bind it
into servitude within the body it originally inhakbited. The
process for calling the spirit back takes five full minutes, and
requires that the pale king be touching the body of the
frwfzctiw thrall. At the end af this time, the creature returns to
life s & thrall of the pate King.

Because A pale King can have only a limited number of
thralls, each does his best to find creatures with something special
to offer. Whether the new recruit is & powerful mage, o Leader of
men, A Vicious monster, or A bureaucrat within the qovernment,

) Face[Reach: As base creature
Special Attacks: A thrall of the pale
king retains all the special attacks of the

base creature.

Special Qualities: A thrall of the pale
king retains all the special qualities of the
base creature and gains those listed below,
i and also gains the undead type.

Fast Healing (Ex): Thralls of the pale
king heal hit points at the rate of 5 hit
4 points each round, unless reduced to 0 hit
points. At this point, the thrall of the pale
king is completely dismembered and
unable to recover.

Thralldom (Su): No thrall of the pale
] Jﬂ\ J king may act to harm the pale king to
_ whom it is in thrall. It can plot for its own
thwart

advancement, and

" schemes of the pale king that are not neces-

can any

sary for survival, but cannot take action to
harm the pale king, nor can it allow harm to come to the pale king
through inaction.

Turn Immunity (Ex): When within 50 feet of the pale king to
whom they are in thrall, a thrall of the pale king is immune to all
Turning attempts.

Saves: As the base creature, with an additional +3 to Fortitude to
reflect its toughened body.

Abilities: As undead creatures, thralls of the pale king have no
Constitution score.

Skills: As base creature, adjusted for ability score modifications.

Feats: As base creature

Climate/Terrain: As base creature

each rings something special to offer the pale king. To make sure
that A prospective thrall is indeed worthy of the honor the pale
King offers, the pale King frequently devises a wide ranqe of
devious tests.

Once A thrall hasbeen chosen, the pale king stalks it until
he has an opportunity stay the creature. #e prefers to take
potential thralls with Little or no struggle, so as not to damage
the 1700(17. If he fm’ls tostay the creature easily, he qenerally fnlls
back.to reqroup his forces and try aqain Later. Once o creature
has been claimed by & pale king as a thrall, no power short of the
strongest magic can bring it back to life.

The relationship Amonq thralls of the same pale King is
somewhat striined. Favoritism is the rule, as the pale King plays
one Aquinst the other to qain privise and prompt them to better
service. Jealousy amongst the sentient thralls is common, and
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ETHRALL OF THE PALE l;{ING (“HrEMPL.ATE)

Organization: Solitary or court (1-6 thralls, 1-6 zombies, 1-10
skeletons, and 1 pale king)

Challenge Rating: As base creature +1

Treasure: Standard

Alignment: Always lawful evil

Advancement: As base creature

SAMPLE THRALL OF THE PALE KING

Dire Boar Thrall of the Pale King
Large Undead

Hit Dice: 7d12 (45 hp)

Initiative: +0

Speed: 40 ft.

AC: 17 (-1 size, +8 natural)

Attacks: Bite +12 melee, or slam +12 melee

Damage: Bite 1d8+12, slam 1d8+12

Face[Reach: 5 ft. x 10 ft./5 ft.

Special Attacks: Ferocity

Special Qualities: Darkvision 60 ft., Fast Healing 5, Immunities,
Scent, Thralldom, Turn Immunity

Saves: Fort +11, Ref +5, Will +6

Abilities: Str 27, Dex 10, Con —, Int 2, Wis 13, Cha 8

Skills: Listen +9, Spot +8

Climate/Terrain: Temperate and warm forest

Organization: Solitary or court (1-6 thralls, 1-6 zombies, 1-10
skeletons, and 1 pale king)

Challenge Rating: 5

Treasure: Standard

Alignment: Always lawful evil

shifting allinnces and plotting colors everything that the
thralls o in service of their master. The one thing that does not
M}afm is revolution; thralls are unable to act to hamm their
fnle kinq.

Thralls are most aftan encountered with their }mle kinq,
but it is not unusual to meet one on An errand for its master, or
to run across A thrall that has been Sfreed ]717 the death of its pale
king, gi\lm Arawn's falia; r7f kitling the weakest ;mle king
each year. If A }mle king 1s killed, his thralls continue to exist
and are controlled 7717 their own will. Ay petty grudges carried
over from their service ate resolved with wild Abandon, and the
survivers usually take to their heels soon after.

Thralls of the pale Kings look identical to the way they
Looked in Life, except that each has & Large, bone-white
handprint on the body where the pale king rested his Aand when
calling the thrall back.

RIS

Fast Healing (Ex): At the beginning of each of the crea-
ture’s turns, it heals 5 hit points. A creature that has taken both
subdual and normal damage heals the subdual damage first. Fast
Healing does not allow a creature to regrow lost body parts, or reat-
tach them unless otherwise stated, and does not restore hit points lost
from starvation, thirst, or suffocation. If reduced to 0 hit points, the
thrall of the pale king is completely dismembered and unable to
recover.

Ferocity (Ex): A dire boar is such a tenacious combatant that it
continues to fight without penalty even while disabled or dying.

Scent (Ex): Creatures with Scent can detect opponents within
30 feet by sense of smell, and can pinpoint the source of a scent if it
is within 5 feet. They can follow tracks by smell, making a Wisdom
check DC 10 + 2 per hour that the trail is cold.

Thralldom (Su): A thrall of the pale king cannot take action to
harm its pale king, nor can it allow harm to come to the pale king
through inaction.

Turn Immunity (Ex): When within 50 feet of the pale king to
whom he is in thrall, a thrall of the pale king is immune to all
Turning attempts..

Undead: Undead are immune to poison, sleep, paralysis, stun-
ning, disease, death effects, necromantic effects, and mind-influenc-
ing effects. Undead are not subject to critical hits, subdual damage,
ability damage or drain, or energy drain. They have no Constitution
scores and are therefore immune to any effect requiring a Fortitude
save (unless it affects objects). Undead have Darkvision with a range
of 60 feet. Negative energy can heal undead creatures. An undead
creature is not at risk of death from massive damage, but when
reduced to 0 hit points or less it is immediately destroyed. Undead
cannot be raised. Resurrection can affect them, but generally fails
because they’re unwilling to return to life.
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ADVENTURE SEED

& The chamberlain is missing. He vanished one m'gf»t, nfter
working Late on the accounts for the local baron, and never
made it bACK to his home. His wife is beside herself, and the baron
himselfis terribly concerned, both becamse he likes the
chamberlnin and becanse of the confidential information the
chambertain has About the finances of the barony. The
characters are asked to solve this mystery and, if };assi}le, return
the chamberlin to his home and family. unfortunately, the
chamberlain has been Kidnapped by thralls of a pale king,
because their master needs a new bookieeper. The charcters will
have to hurry to find the man before the pale king arrives to

claim him as & thrall.




UNKNOWING ONE (TEMPLATE)

[

“Unknowing one” is a template that can be added to any

humanoid or monstrous humanoid creature who has recently died a
sudden, unexpected death (referred to hereafter as the “base creature”).
The creature’s type changes to “undead.” It uses all the base creature’s

statistics and special abilities except as noted below.
Size: As base creature

Hit Dice: Change to d12, and adjust
bonus hit points for ability score modifica-

tions.

Initiative: As base creature

Speed: As base creature

AC: As base creature, plus
natural armor improves to +4.

Attacks: An unknowing one
retains all the attacks of the base
creature, adjusted for ability
score modifications, and gains
a slam attack if it didn’t
already have one.

Damage: Unknowing ones
have slam attacks. If the base crea-
ture does not have this attack
form, use the damage val-
ues in the table below.
Creatures with natural
attacks retain their old
damage ratings, adjusted
for ability score modifica-
tions, or use the values
below, whichever is better.

S1zE DAMAGE
Fine 1
Diminutive 1d2
Tiny 1d3
Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6

u nknau/inq ones are A strange type af undead created 1717 the
denth. of someone who doesn’t quite notice for some reason.
This usually happens when a person of great will is Killed very
quickly and unexpectedly, and just doesn't qet the message. He
continues on with his Life, not awnare of the fact that he is now
dead. #He will go to great lengtf»s to deny that he is now undead,
and rationalize any indications af his demise away. It is only
the unknowing one’s deninl to accept that he is dead that keeps
him from passing completely from the realm of the living.
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Face/Reach: As base creature

Special Attacks: An unknowing one retains all the special attacks of
the base creature, and also gains the special attack listed below.

Frenzy (Ex): When faced with proof that they are dead, unknowing
ones attack in a furious rage, not stopping until they have destroyed their
accuser and any physical proof. This attack is so mindless and ferocious
that the unknowing one gains an additional +5 bonus to melee attacks
and damage. Anyone witnessing this frenzied attack must make a

Will save (DC 10 + 1/2 unknowing one’s HD + unknowing one’s
Charisma modifier) or become shaken; shaken characters suffer

a—2 morale penalty on attack rolls, weapon damage rolls, and

saving throws. Once the source of the frenzy has been
destroyed, the unknowing one retains no memory of the
incident.

Special Qualities: An unknowing

one retains all the special qualities of

the base creature and gains those
listed below, and also gains the
".,' undead type.

\ Damage Reduction (Su):
The body of an unknowing
one toughens after death.
The creature ignores 10 hit
points from most weapons
and natural attacks. A +1
weapon or better negates the
ability.

Fast Healing (Ex): At the
beginning of each of the
unknowing one’s turns, it heals

3 hit points. A creature that has

taken both subdual and normal

damage heals the subdual dam-
age first. Fast Healing does not allow
a creature to regrow lost body parts, or
reattach them unless otherwise stated,
and does not restore hit points lost from
X starvation, thirst, or suffocation. Fast
% Healing does not increase the number of
hit points regained when a creature poly-
morphs.
Turn Resistance (Ex): Unknowing ones
are unaware that they are undead. When

If confronted by someone or something that provides
incontrovertible proof that he has died, an unknowing one is
usunlly driven into & frenzy of Violence, doing his best to destroy
his accuser and the evidence. This terrible fury passes quickly
with the destruction of the target, and the unknowing one will
not remember his actions.

Unknowing ones Appear much as they did in life, although
tfwy tend to become paler and gaunter as time passes. Tl Aa7 dress




resolving a Turn, Rebuke, Command, or Bolster attempt, add +5 to the
creature’s Hit Dice total.

Saves: As base creature, with an additional +5 racial bonus to
Fortitude to reflect the toughened body, and +2 to Will representing the
driving surety of the unknowing one’s delusion of life.

Abilities: Increase from the base creature as follows: Str +4, Wis +4.
As undead creatures, unknowing ones have no Constitution score.

Skills: Unknowing ones receive a +5 racial modifier to
Concentration, Hide, and Move Silently checks. Otherwise, skills are the
same as the base creature, adjusted for ability score modifications.

Feats: Unknowing ones gain the feats Endurance, Improved
Unarmed Strike, and Power Attack, assuming that the base creature
meets the prerequisites and doesn’t already have these feats.

Climate/Terrain: As base creature

Organization: Solitary or group (2—3)

Challenge Rating: As base creature +2

Treasure: Standard

Alignment: Any

Advancement: As base creature

SAMPLE UNKNOWING ONE

Gnoll Unknowing One
Medium-size Undead
Hit Dice: 2d12 (13 hp)
Initiative: +0
Speed: 20 ft. (scale mail), base 30 ft.
AC: 20 (+4 natural, +4 scale mail, +2 large shield)
Attacks: Battleaxe +5 melee, or shortbow +1 ranged, or slam +5 melee
Damage: Battleaxe 1d8+4, shortbow 1d6, slam 1d6+6
Facef/Reach: 5 ft. x 5 ft./5 ft.
Special Attacks: Frenzy
Special Qualities: +5 Turn Resistance, Damage Reduction 10/+1,
Darkvision 60 ft., Fast Healing 3, Immunities
Saves: Fort +9, Ref +0, Will +2
Abilities: Str 19, Dex 10, Con —, Int 8, Wis 15, Cha 8
Skills: Concentration +5, Hide +5, Listen +5, Move Silently +5, Spot +5
Feats: Endurance, Improved Unarmed Strike, Power Attack
Climate/Terrain: Temperate or warm land and underground
Organization: Solitary or group (2-5)
Challenge Rating: 3
Treasure: Standard

in their normal clothes, continve with their normal tasks, and

tend to carry on as if nothing unusual has happened.

ADVENTURE SEED

& The elite First #Heavy Infantry has vowed to win the war for
the King, no matter what the cost. They have always been the
maost Loyl and valiant of the king's defenders. They have also
been wiped out 1717 A powerful magical storm. ThAt hasn't

g

Alignment: Usually chaotic evil
Advancement: By character class (ranger)

Damage Reduction (Su): An unknowing one ignores 10 hit points
from most weapons and natural attacks. A +1 weapon or better negates
the ability.

Fast Healing (Ex): At the beginning of each of the unknowing one’s
turns, it heals 3 hit points. A creature that has taken both subdual and
normal damage heals the subdual damage first. Fast Healing does not
allow a creature to regrow lost body parts, or reattach them unless oth-
erwise stated, and does not restore hit points lost from starvation, thirst,
or suffocation. Fast Healing does not increase the number of hit points
regained when a creature polymorphs.

Frenzy (Ex): When faced with proof that they are dead, unknowing
ones attack in a furious rage, not stopping until they have destroyed their
accuser and any physical proof. This attack is so mindless and ferocious
that the unknowing one gains an additional +5 bonus to melee attacks
and damage. Anyone witnessing this frenzied attack must make a Will
save (DC 10) or become shaken; shaken characters suffer a —2 morale
penalty on attack rolls, weapon damage rolls, and saving throws. Once
the source of the frenzy has been destroyed, the unknowing one retains
no memory of the incident.

Skills: Unknowing ones receive a +5 racial modifier to
Concentration, Hide, and Move Silently checks. This is included above.

Turn Resistance (Ex): When resolving a Turn, Rebuke,
Command, or Bolster attempt, add +5 to the unknowing one’s Hit Dice
total.

Undead: Undead are immune to poison, sleep, paralysis, stunning,
disease, death effects, necromantic effects, and mind-influencing effects.
Undead are not subject to critical hits, subdual damage, ability damage
or drain, or energy drain. They have no Constitution scores and are
therefore immune to any effect requiring a Fortitude save (unless it affects
objects). Undead have Darkvision with a range of 60 feet. Negative ener-
gy can heal undead creatures. An undead creature is not at risk of death
from massive damage, but when reduced to 0 hit points or less it is imme-
diately destroyed. Undead cannot be raised. Resurrection can affect
them, but generally fails because they’re unwilling to return to life.
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stopped them, though. They have all kept right on fighting the
wWAr As unKnowing ones, And have driven their enemies in fear
before them. The apparently divine powers that make them
almost unstoppable have canght the king's eve, and he has sent
the characters to discover the source of these powers, with the
intention of trying to duplicate them for his other units. Of

course, uncm/m'ng the secret mAY mean fMing An entire unit af

frmzyinq undead soldiers.




WENDIGO (TEMPLATE)
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“Wendigo™ is a template that can be added to any humanoid
creature that has eaten the flesh of another humanoid creature
(referred to hereafter as the “base creature”). The creature’s type changes
to “monstrous humanoid.” It uses all the base creature’s statistics and
special abilities except as noted below.

Wendigos may be changed back to their original state through the
use of the atonement spell. The wendigo must be truly contrite for this to
be effective, and the price of redemption is often very steep, requiring
lengthy and dangerous service to the church. Other than atonement,
only wish or miracle spells will transform a wendigo back to what it was.

Size: As base creature

Hit Dice: Change to d8, and adjust bonus hit points for ability score
modifications.

Initiative: As base creature

Speed: As base creature

AGC: The base creature’s natural armor improves by +3.

Attacks: A wendigo retains all the attacks of the base creature,
adjusted for ability score modifications, and gains two claw attacks and
one bite attack if it didn’t already have them.

Damage: Wendigos have claw and bite attacks. If the base creature
does not have these attack forms, use the damage values in the table
below. Creatures with natural attacks retain their old damage ratings,
adjusted for ability score modifications, or use the values below, whichev-

er is better.
SizE CrLaw BITE
Fine — —
Diminutive 1 1
Tiny 1d2 1d2
Small 1d3 1d3
Medium-size 1d4 1d4
Large 1d6 1d6
Huge 1d8 1d8
Gargantuan 2d6 2d6
Colossal 2d8 2d8

Face/Reach: As base creature

Special Attacks: A wendigo retains all the special attacks of the base
creature, and also gains the special attacks listed below.

Consume (Ex): When a wendigo scores a critical hit with its bite
attack, it tears a piece of flesh from its victim and consumes it. The wound
bleeds at a rate of 1 point of damage per round, and the bleeding can only
be stopped by a successful Heal check (DC 15), or the application of any
cure spell or other healing magic.

Special Qualities: A wendigo retains all the special qualities of the
base creature and gains those listed below, and it gains the monstrous
humanoid type.

Immunity to Cold (Ex): Wendigos are immune to cold effects.

Scent (Ex): Wendigos gain the ability to detect opponents (or prey)
within 30 ft. by sense of smell. If the opponent is upwind, the range
increases to 60 ft.; if downwind, it drops to 15 ft. It can also track by smell,
with a successful Wisdom check. The typical DC for a fresh trail is 10
regardless of what type of surface holds the scent, and increases or
decreases depending on strength of odor, number of creatures, etc. For
cach hour that the trail is cold, increase the DC by 2.

Saves: As base creature adjusted for ability score modifications, with
an additional +5 racial bonus to Will to reflect the single-minded pursuit
of sentient flesh.

Abilities: Increase from the base creature as follows: Str +2, Con +4.

Skills: As base creature adjusted for ability score modifications.

Feats: Wendigos gain the feat Multiattack.

Climate/Terrain: As base creature

Organization: Solitary

Challenge Rating: As base creature +2, +1 for every size increase

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 1 HD (+1 size category), 2-3 HD (+1 size category),
4-7 HD (+1 size category, 8-15 HD (+1 size category), 16-31 HD (+1 size
category)

Every time a wendigo eats a sentient creature entirely, it gains power.
If the wendigo eats one creature for each Hit Die it currently possesses, it
may advance by one Hit Die. When a wendigo advances past a category
size break, its size increases by one category. For instance, a 7-HD,
Medium-sized wendigo must eat 7 sentient creatures to advance to 8 HD
and Large size.

SAMPLE WENDIGO

3rd-Level Half-Elf Ranger Wendigo
Medium-size Monstrous Humanoid (Half-Elf)

Hit Dice: 3d8+9 (22 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 19 (+4 studded leather +1, +2 Dex, +3 natural)

Attacks: Masterwork longsword +6 melee and shortsword +4, or 2 claws
+6 melee and bite +4 melee
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n the heart af winter, when the faaz{ runs Low, fea;:le ﬂet

o(es)vemte. 30 a(es;;emte, in fnct, that t[m; will qo to any
lenqth to fill their bellies with meat. Cannibalism carries o
terrible price, though, and those who succumb to the urge to
ent their own Kind may be cursed by the qods, becoming
Wzna(igas.

Wendiqos Are vicious creatures overcome by the desire to
ent the flesh of sentient creatures, and have been
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corrupted by this desire. They Appear as wild-eyed, fearsome
specimens of their species, disheveled and unkempt. Their
hands qrow lmg, s[mrf claws, and their teeth turn to ﬁmgs.
The only goal in their minds and hearts is the consumption of
sentient creatures, and they devote all their efforts to
fulfilting this objective. Once A creature has become &
wzm{iqa, there is little Ifw}ae of reclm’minq it.




Damage: Longsword 1d8+3, shortsword 1d6+3, claws 1d4+3 each,
bite 1d4+3

Face/Reach: 5 ft. x 5 ft./5 ft.

Special Attacks: Consume, Favored Enemy (goblinoids)

Special Qualities: Darkvision 60 ft., Immunities, Immunity to Cold,
Low-light Vision, Scent

Saves: Fort +6, Ref +3, Will +7

Abilities: Str 16, Dex 15, Con 17, Int 10, Wis 12, Cha 8

Skills: Hide +7, Move Silently +7, Spot +7, Wilderness
Lore +7

Feats: Ambidexterity, Improved Initiative,
Multiattack, Track, Two-Weapon Fighting,
Weapon Focus (longsword)

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 6

Treasure: Standard

Alignment: Always chaotic evil

Advancement: Special, see template

Consume (Ex): When a wendigo scores a
critical hit with its bite attack, it tears a piece of
flesh from its victim and consumes it. The
wound bleeds at a rate of 1 point of damage per
round, and the bleeding can only be stopped by
a successful Heal check (DC 15), or the applica- “I
tion of any cure spell or other healing magic. i

Favored Enemy: This ranger gains a +1
bonus to Bluff, Listen, Sense Motive, Spot, and
Wilderness Lore checks
when using these skills
against goblinoids. The
same bonus applies to
weapon damage rolls
against goblinoids.

Feats: A ranger
gains Track as a
bonus feat,
and a ranger
wearing light or
no armor can
fight with  two

ADVENTURE SEEDS

& The unsavory practices of a local 50]711‘14 tribe has resulted
in several of them becoming wendigos. These crentures quickly
Ate all the other tribe members, and are SWATIing t/mmgh
the nearby human Lands, searching for prey. The Locals need a
brave party of adventurers to stand up to the giant, man-
eﬂting 7.?171«;145.

WENDIGO (TEMPLATE) (i

;.

weapons as if he had the feats Ambidexterity and Two-Weapon
Fighting (total —2 to both attacks).

Half-Elven Traits (Ex): Half-clves are immune to magic sleep
spells and effects, have a +2 racial bonus to Will saves against enchant-
ment spells or effects, and have Low-light Vision that lets them see twice
as far as a human in starlight, moonlight, or torchlight. For all special abil-
ities and effects, a half-elf'is considered an elf.

Immunity to Cold (Ex): Wendigos are immune to cold effects.

Monstrous Humanoid: Monstrous humanoids have Darkvision
with a range of 60 feet, and are proficient with all simple

weapons and with any weapons mentioned in their entries.
Scent (Ex): Creatures with Scent can detect oppo-
nents within 30 feet by sense of smell, and can pinpoint
the source of a scent if it is within 5 feet. They can fol-
low tracks by smell, making a Wisdom check DC
10 + 2 per hour that the trail is cold.

& The elven King needs help. #is daughter and heir, o
ranger, was tmﬁm( in the mountain passes when the snows
came, and became & wendigo After hunting hobgoblins for
food. #er father wants her frund and brought back. to him
alive so that he can have his priests try to cure her. Hunting
A feral ranger through the snow-bound passes of the
mountains is worth a hefty reward, don't you thinks

g



&> APPENDICES &

APPENDIX | CREATURES BY TYPE (AND SUBTYPE)

ABBERATION:

Aperil, Abroa, Blind Maw, Blood Kr’awn, Breeder Kr’awn, Castigoran
Manavore, Emph, Grumbler, Hive Spider Adult Template, Hive Spider
Juvenile, Howling Kr’awn, Leechman, Pardilla, Pedra Wyrm, Royal
Kr’awn, Scrying Kr'awn, Spectral Angler, Yunggulur

(AIR):
Lesser Air Wyrm

ANIMAL:
Giant Cone Shell, Kuri

(AQUATIC):

Blood Kr’awn, Breeder Kr’awn, Devil Fish, Giant Cone Shell, Howling
Kr’awn, Littoral Makara, Pelagian Makara, Royal Kr’awn, Scrying
Kr’awn, Sea Gypsy

(BAATEZU):
Dark Advocate

BEAST:
Jigokomushi, Nail Stealer, Needlejack, Somnophis, Tree Devil

(BI-PLANAR):
Mock Familiar

(CoLp):

Bylur, Elder Ice Elemental, Greater Ice Elemental, Huge Ice Elemental,
Ice Lion, Ice Stalker, Large Ice Elemental, Medium Ice Elemental,
Northern Sea Dragon, Small Ice Elemental

CONSTRUCT:

Aquamarine Jewel Golem, Black Eyak, Bloodstone Jewel Golem, Blue
Eyak, Candle Golem, Castigoran Constrictor, Diamond Jewel Golem,
Emerald Jewel Golem, Gray Eyak, Green Eyak, Guardian Orb,
Halperthian Rattler, Infiltrator, Jade Jewel Golem, Living Webs,
Millwork Golem, Opal Jewel Golem, Pearl Jewel Golem, Possessed
Construct Template, Red Eyak, Ruby Jewel Golem, Sapphire Jewel
Golem, Spider Golem, Stained-Glass Warrior Golem, Terra-cotta
Cavalryman, Terra-cotta Warrior, Toku Golem, Yellow Eyak

DRAGON:

Adult War Dragon, Bonechewer, Lesser Air Wyrm, Lesser Earth Wyrm,
Lesser Fire Wyrm, Lesser Water Wyrm, Marrow Dragon, Mature Adult
War Dragon, Naryanese Snapdragon, Northern Sea Dragon, Old War
Dragon, Sage Drake, Very Young War Dragon, Wyrmling War Dragon,
Young Adult War Dragon, Young War Dragon,

(EARTH):
Crystal Serpent, Lesser Earth Wyrm

ELEMENTAL:
Ice Stalker

ELEMENTAL (AIR):
Bull of Heaven, Elemental Atom of Air, Ice Lion, Whisperer
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ELEMENTAL (EARTH):
Elemental Atom of Earth

ELEMENTAL (FIRE):
Elemental Atom of Fire, Spark

ELEMENTAL (WATER):

Elemental Atom of Water, Elder Ice Elemental, Greater Ice Elemental,
Huge Ice Elemental, Large Ice Elemental, Medium Ice Elemental,
Njuzu, Small Ice Elemental

FEY:

Bean-nighe Sidhe, Cellar Dweller, Cernan, Cuckoo, Daoine-sidhe, Fey-
blooded Creature Template, Glaistig, Italna Dryad, Leshy, Lhianon,
Lubin, Pale King, Phouka Sidhe, Shethala Dryad, Zhu Ru

(FIRE):
Akyanzi, Blackbones Template, Lava Ooze, Lesser Fire Wyrm

GIANT:
Bortha, Enkidu, Fomoraig, Half-Giant Creature Template, Hyperborean

GOBLINOID:
Skunk Goblin

(HOST’s SUBTYPE):
Dracotick

HumaNOID:
Dildersnitch, Dog Soldier, Krish-dharjat, Navigator, Xipitotec

(INCORPOREAL):
Cantrip Spirit, Dark Voyeur, Dreadwraith, Emph, Leitmotf, Limbo
Infant, Orphan of the Night, Shadow Lich Template, Spectral Angler

(INVISIBLE):
Leitmotif, Myndie Snake

MAGICAL BEAST:

Alchemouse, Blink Creature Template, Bonethief, Bylur, Child of the
Dark Template, Chupacabra, Creeping Fiend, Cropping Squid Female,
Cropping Squid Male, Crystal Serpent, Fright Owl, Fuzzwippit,
H’liblika, Kanershee, Littoral Makara, Myndie Snake, Pelagian Makara,
Perfected Creature Template, Poukai, Taotie, Temporal Marauder,
Vrillisa

MoNsSTROUS HUMANOID:
Amphi, Celenian, Da Fong Queen, Da Fong Worker, Laxmyri, Sea
Gypsy, Wendigo Template

OO0ZE:
Deep Blue Ooze, Lava Ooze, Malbrau Ooze, Scuttling Ooze

OUTSIDER:
Adaro, Cantrip Spirit, Child of the Dark Template, Child of the Light
Template, Fomoraig Thrall Template, Forest God, Leitmotif, Ler

360 ey
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OUTSIDER (CHAOTIC):

Abyssal Worm Plague, Amorette, Angel Saboath, Athame Demon,
Banderlatch Demon, Devil Fish, Dream Knight Dreamkind, Dream
Lord Dreamkind, Fable Dreamkind, Guardian Angel Saboath, Half-
Dreamkind Creature Template, Harrower, Mage IFiend, Nemesis
Dreamkind, Ophan Saboath, Power Saboath, Soulless Creature
Template, Tatterdemalion, Wist Dreamkind

OUTSIDER (EVIL):

Abyssal Worm Plague, Athame Demon, Banderlatch Demon, Dark
Advocate, Devil Fish, Dream Knight Dreamkind, Dream Lord
Dreamkind, Garkain, Hound of Arawn, Mage Fiend, Nemesis
Dreamkind, Soulless Creature Template, Tatterdemalion

OUTSIDER (GOOD):

Amorette, Angel Saboath, Archangel Saboath, Cherub Saboath,
Dominion Saboath, Dream Knight Dreamkind, Dream Lord
Dreamkind, Fable Dreamkind, Guardian Angel Saboath, Ophan
Saboath, Power Saboath, Principality Saboath, Seraph Saboath, Virtue
Saboath, Wist Dreamkind

OUTSIDER (LAWFUL):

Dark Advocate, Dream Knight Dreamkind, Dream Lord Dreamkind,
Hound of Arawn, Principality Saboath, Sentinel, Seraph Saboath,
Virtue Saboath, Zenzogin

OUTSIDER (NEUTRAL):
Archangel Saboath, Cherub Saboath, Dominion Saboath

PLANT:
Cactus Crawler, Hunter Bush, Leaf Trapper, Lure Tree, Seedkin
Creeper, Seedkin Slaver, Seedkin Spawner, Singer, Whip Rose

(REPTILIAN):
Bonethief

(SABOATH):

Angel Saboath, Archangel Saboath, Cherub Saboath, Dominion
Saboath, Guardian Angel Saboath, Ophan Saboath, Power Saboath,
Principality Saboath, Seraph Saboath, Virtue Saboath

SHAPECHANGER:
Emigré, Irrinja, Mock Familiar, Morrigan, Puka, Skinwalker Template

(SIDHE):
Bean-nighe Sidhe, Daoine-sidhe, Phouka Sidhe

(TANAR’RI):
Abyssal Worm Plague, Athame Demon

UNDEAD:

Abyssal Plague Host Template, Akyanzi, Barrow Wight Template,
Blackbones Template, Bloodwraith, Bog Slain, Dark Voyeur,
Dreadwraith, Fossegrim Template, Ghoul Template, Jikininki, Limbo
Infant, Orphan of the Night, Plagueling Template, Shadow Lich
Template, Swordtree, Thrall of the Pale King Template, Unknowing
One Template
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VERMIN:
Acanaster, Assassin Caterpillar, Caffeine Wasp, Dracotick, Frostmite
Swarm, Paving Beetle, Smoke Beetle, Time Spider

(WATER):
Adaro, Lesser Water Wyrm, Northern Sea Dragon

APPENDIX [l. CREATURES BY TERRAIN

ANY LAND:

Aperil, Abyssal Plague Host Template, Abyssal Worm Plague, Acanaster,
Akyanzi, Amorette, Angel Saboath, Aquamarine Jewel Golem,
Archangel Saboath, Athame Demon, Banderlatch Demon, Barrow
Wight Template, Black Eyak, Blackbones Template, Blink Creature
Template, Bloodstone Jewel Golem, Bloodwraith, Blue Eyak, Bull of
Heaven, Candle Golem, Castigoran Constrictor, Cherub Saboath, Child
of the Light Template, Cropping Squid Female, Cropping Squid Male,
Cuckoo, Dark Advocate, Dark Voyeur, Diamond Jewel Golem,
Dildersnitch, Dog Soldier, Dominion Saboath, Dreadwraith, Elder Ice
Elemental, Elemental Atom of Air, Elemental Atom of Earth, Elemental
Atom of Fire, Elemental Atom of Water, Emerald Jewel Golem, Emigré,
Emph, Fossegrim Template, Ghoul Template, Glaistig, Gray Eyak,
Greater Ice Elemental, Green Eyak, Guardian Angel Saboath, Guardian
Orb, Halperthian Rattler, Harrower, Hound of Arawn, Huge Ice
Elemental, Infiltrator, Italna Dryad, Jade Jewel Golem, Jikininki, Ller,
Large Ice Elemental, Leitmotif, Lhianon, Limbo Infant, Living Webs,
Mage Fiend, Medium Ice Elemental, Millwork Golem, Mock Familiar,
Navigator, Njuzu, Opal Jewel Golem, Ophan Saboath, Orphan of the
Night, Paving Beetle, Pearl Jewel Golem, Phouka Sidhe, Possessed
Construct Template, Power Saboath, Principality Saboath, Puka, Red
Eyak, Ruby Jewel Golem, Sage Drake, Sapphire Jewel Golem, Sentinel,
Seraph Saboath, Shadow Lich Template Small Ice Elemental, Spider
Golem, Swordtree, Taotie, Tatterdemalion, Terra-cotta Cavalryman,
Terra-cotta Warrior, Toku Golem, Virtue Saboath, Whisperer, Yellow
Eyak, Yunggulur, Zenzogin, Zhu Ru

AQUATIC:

Adaro, Bean-nighe Sidhe, Deep Blue Ooze, Devil Fish, Giant Cone
Shell, Lesser Water Wyrm, Littoral Makara, Northern Sea Dragon,
Pelagian Makara, Scuttling Ooze, Sea Gypsy

ASTRAL PLANE:
Cantrip Spirit

CoLp:
Bog Slain, Bortha, Bylur, Frostmite, H'liblika, Hyperborean, Ice Lion,
Ice Stalker, Laxmyri, Northern Sea Dragon

DESERT:

Adult War Dragon, Cactus Crawler, Enkidu, Irrinja, Jigokomushi, Krish-
dharjat, Lesser Fire Wyrm, Mature Adult War Dragon, Myndie Snake,
Naryanese Snapdragon, Old War Dragon, Skinwalker Template, Spark,
Very Young War Dragon, Wyrmling War Dragon, Young Adult War
Dragon, Young War Dragon

DREAM PLANE:

Dream Knight Dreamkind, Dream Lord Dreamkind, Fable Dreamkind,
Nemesis Dreamkind, Wist Dreamkind,
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FOREST:

Adult War Dragon, Amphi, Bonethief, Caffeine Wasp, Celenian,
Cernan, Child of the Dark Template, Creeping Fiend, Da Fong Queen,
Da Fong Worker, Daoine-sidhe, Enkidu, Forest God, Fright Owl,
Fuzzwippit, Garkain, Hunter Bush, Kanershee, Krish-dharjat, Leaf
Trapper, Leshy, Lure Tree, Mature Adult War Dragon, Morrigan, Nail
Stealer, Old War Dragon, Pale King, Pardilla, Poukai, Seedkin Creeper,
Seedkin Slaver, Seedkin Spawner, Shethala Dryad, Smoke Beetle,
Temporal Marauder, Tree Devil, Very Young War Dragon, Whip Rose,
Wyrmling War Dragon, Young Adult War Dragon, Young War Dragon

Hivrs:

Adult War Dragon, Child of the Dark Template, Creeping Fiend,
Daoine-sidhe, Enkidu, Fomoraig, Fomoraig Thrall Template, Fright
Owl, Fuzzwippit, H'liblika, Kanershee, Laxmyri, Lesser Air Wyrm,
Lesser Earth Wyrm, Lubin, Mature Adult War Dragon, Morrigan,
Naryanese Snapdragon, Old War Dragon, Pale King, Spark, Temporal
Marauder, Very Young War Dragon, Whip Rose, Wyrmling War
Dragon, Young Adult War Dragon, Young War Dragon

MARSH:

Amphi, Blood Kr’awn, Bog Slain, Breeder Kr’awn, Creeping Fiend,
Fomoraig, Fomoraig Thrall Template, Howling Kr’awn, Krish-dharjat,
Leechman, Littoral Makara, Malbrau Ooze, Royal Kr’awn, Scrying
Kr’awn

MOUNTAINS:

Adult War Dragon, Bonechewer, Bortha, Fomoraig, Fomoraig Thrall
Template, Grumbler, H'liblika, Ice Stalker, Krish-dharjat, Laxmyri,
Lesser Air Wyrm, Lesser Earth Wyrm, Lesser Fire Wyrm, Marrow
Dragon, Mature Adult War Dragon, Old War Dragon, Very Young War
Dragon, Wyrmling War Dragon, Young Adult War Dragon, Young War
Dragon

PLAINS:

Enkidu, Fright Owl, Fuzzwippit, Ice Lion, Ice Stalker, Kanershee, Kuri,
Lesser Air Wyrm, Lesser Earth Wyrm, Lesser Fire Wyrm, Morrigan,
Naryanese Snapdragon, Needlejack, Spark, Whip Rose

TEMPERATE:

Adult War Dragon, Alchemouse, Assassin Caterpillar, Bean-nighe Sidhe,
Blood Kr’awn, Bonethief, Breeder Kr'awn, Caffeine Wasp, Creeping
Fiend, Da Fong Queen, Da Fong Worker, Daoine-sidhe, Fuzzwippit,
Giant Cone Shell, H'liblika, Hive Spider Adult Template, Hive Spider
Juvenile, Howling Kr’awn, Hunter Bush, Kuri, Lubin, Lure Tree,
Mature Adult War Dragon, Morrigan, Old War Dragon, Pale King,
Royal Kr’awn, Scrying Kr’awn, Scuttling Ooze, Sea Gypsy, Shethala
Dryad, Skinwalker Template, Somnophis, Temporal Marauder, Tree
Devil, Very Young War Dragon, Whip Rose, Wyrmling War Dragon,
Young Adult War Dragon, Young War Dragon

UNDERGROUND:

Abroa, Abyssal Plague Host Template, Abyssal Worm Plague, Acanaster,
Akyanzi, Amorette, Angel Saboath, Aquamarine Jewel Golem,
Archangel Saboath, Athame Demon, Banderlatch Demon, Barrow
Wight Template, Bean-nighe Sidhe, Black Eyak, Blackbones Template,
Blind Maw, Blink Creature Template, Blood Kr’awn, Bloodstone Jewel
Golem, Bloodwraith, Blue Eyak, Bonechewer, Breeder Kr’awn,
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Castigoran Constrictor, Castigoran Manavore, Cellar Dweller, Cherub
Saboath, Crystal Serpent, Dark Advocate, Dark Voyeur, Diamond Jewel
Golem, Dildersnitch, Dog Soldier, Dominion Saboath, Dracotick,
Dreadwraith, Elder Ice Elemental, Elemental Atom of Air, Elemental
Atom of Earth, Elemental Atom of Fire, Elemental Atom of Water,
Emerald Jewel Golem, Emph, Fomoraig, Fomoraig Thrall Template,
Ghoul Template, Gray Eyak, Greater Ice Elemental, Green Eyak,
Guardian Angel Saboath, Halperthian Rattler, Howling Kr’awn, Huge
Ice Elemental, Infiltrator, Italna Dryad, Jade Jewel Golem, Jikininki,
Large Ice Elemental, Lava Ooze, Leaf Trapper, Leechman, Lesser Earth
Wyrm, Limbo Infant, Living Webs, Mage Fiend, Malbrau Ooze,
Medium Ice Elemental, Navigator, Opal Jewel Golem, Ophan Saboath,
Paving Beetle, Pearl Jewel Golem, Pedra Wyrm, Phouka Sidhe,
Possessed Construct Template, Power Saboath, Principality Saboath,
Red Eyak, Royal Kr'awn, Ruby Jewel Golem, Sapphire Jewel Golem,
Scrying Kr’awn, Seraph Saboath, Shadow Lich Template Singer, Skunk
Goblin, Small Ice Elemental, Spark, Spectral Angler, Spider Golem,
Tatterdemalion, Temporal Marauder, Terra-cotta Cavalryman, Terra-
cotta Warrior, Time Spider, Virtue Saboath, Yellow Eyak, Zhu Ru

URBAN:

Aperil, Candle Golem, Cellar Dweller, Cuckoo, Dark Advocate,
Dildersnitch, Emigré, Emph, Fuzzwippit, Infiltrator, Lhianon, Nail
Stealer, Seedkin Slaver, Singer, Skunk Goblin, Stained-Glass Warrior
Golem, Toku Golem

WARM:

Adult War Dragon, Amphi, Blood Kr’awn, Bonethief, Breeder Kr’awn,
Cactus Crawler, Caffeine Wasp, Chupacabra, Da Fong Queen, Da Fong
Worker, Enkidu, Garkain, Giant Cone Shell, Howling Kr’awn, Lava
Ooze, Leaf Trapper, Lesser Fire Wyrm, Littoral Makara, Marrow
Dragon, Mature Adult War Dragon, Myndie Snake, Naryanese
Snapdragon, Needlejack, Old War Dragon, Pardilla, Poukai, Royal
Kr’awn, Scrying Kr’awn, Scuttling Ooze, Sea Gypsy, Shethala Dryad,
Skinwalker Template, Somnophis, Spark, Very Young War Dragon,
Vrillisa, Wyrmling War Dragon, Xipitotec, Young Adult War Dragon,
Young War Dragon

APPENDIX Il CREATURES BY CHALLENGE RATING

'VARIABLE:

Abyssal Plague Host Template, Barrow Wight Template, Blackbones
Template, Blink Creature Template, Child of the Dark Template, Child
of the Light Template, Fey-blooded Creature Template, Fomoraig Thrall
Template, Fossegrim Template, Ghoul Template, Half-Dreamkind
Creature Template, Half-Giant Creature Template, Hive Spider Adult
Template, Mock Familiar, Perfected Creature Template, Plagueling
Template, Possessed Construct Template, Rebuilt Creature Template,
Shadow Lich Template, Skinwalker Template, Soulless Creature
Template, Thrall of the Pale King Template, Unknowing One Template,
Wendigo Template, Xipitotec

CR 1/4:
Assassin Caterpillar, Brown Eyak, Caffeine Wasp, Creeping Fiend,
Elemental Atom of Earth
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CR1/2:

Abroa, Alchemouse, Blue Eyak, Breeder Kr’awn, Candle Golem,
Cantrip Spirit, Devil Fish, Elemental Atom of Air, Elemental Atom of
Fire, Elemental Atom of Water, Fuzzwippit, Green Eyak, Naryanese
Snapdragon, Seedkin Creeper , Seedkin Spawner , Skunk Goblin,
Smoke Beetle, Somnophis, Spark, Wist Dreamkind, Yellow Eyak

CR1:

Aperil, Acanaster, Akyanzi, Amphi, Blood Kr’awn, Bog Slain, Celenian,
Cernan, Crystal Serpent, Dildersnitch, Dog Soldier, Fable Dreamkind,
Fright Owl, Frostmite Swarm, Glaistig, Gray Eyak, Italna Dryad, Krish-
dharjat, Leitmotif, Lubin, Nail Stealer, Needlejack, Paving Beetle,
Pelagian Makara, Puka, Red Eyak, Seedkin Slaver , Small Ice
Elemental, Terra-cotta Warrior, Tree Devil, Wyrmling War Dragon,
Zhu Ru

CR 2:

Adaro, Amorette, Black Eyak, Bonethief, Daoine-sidhe, Emigré, Hive
Spider Juvenile, Jikininki, Laxmyri, Littoral Makara, Living Webs,
Malbrau Ooze, Navigator, Njuzu, Pardilla, Sea Gypsy, Stained-Glass
Warrior Golem, Temporal Marauder

CR 3:

Cellar Dweller, Chupacabra, Cuckoo, Dark Voyeur, Dracotick, Giant
Cone Shell, Hound of Arawn, Kuri, Leaf Trapper, Leechman, Marrow
Dragon, Medium Ice Elemental, Morrigan, Pearl Jewel Golem,
Shethala Dryad, Singer, Swordtree, Tatterdemalion, Terra-cotta
Cavalryman, Vrillisa,

CR 4:

Banderlatch Demon, Bloodwraith, Dream Knight Dreamkind,
Halperthian Rattler, Howler Kr’awn, Hunter Bush, Kanershee,
Lhianon, Millwork Golem, Orphan of the Night, Poukai, Scrying
Kr’awn, Very Young War Dragon, Whisperer

CR 5:

Angel Saboath, Bortha, Da Fong Queen, Da Fong Worker, Dark
Advocate, Deep Blue Ooze, Dreadwraith, Garkain, Grumbler, Guardian
Orb, Hyperborean, Ice Stalker, Infiltrator, Irrinja, Large Ice Elemental,
Mage Fiend, Sentinel

CR6:

Aquamarine Jewel Golem, Bean-nighe Sidhe, Bylur, Castigoran
Manavore, Cropping Squid Male, Emerald Jewel Golem, Guardian
Angel Saboath, H'liblika, Harrower, Opal Jewel Golem, Pale King, Sage
Drake, Time Spider, Whip Rose, Young War Dragon

CR7:

Archangel Saboath, Blind Maw, Bonechewer, Dream Lord Dreamkind,
Enkidu, Huge Ice Elemental, Ice Lion, Jigokomushi, Lava Ooze,
Moonstone Jewel Golem, Scuttling Ooze, Young Adult War Dragon

CR 8:

Athame Demon, Emph, Forest God, Leshy, Lesser Air Wyrm, Lure
Tree, Phouka Sidhe, Sapphire Jewel Golem, Spectral Angler, Spider
Golem, Toku Golem

CR9:
Adult War Dragon, Greater Ice Elemental, Lesser Fire Wyrm, Lesser
Water Wyrm, Principality Saboath, Royal Kr’awn

CR 10:
Lesser Earth Wyrm, Limbo Infant

CR 11:
Cactus Crawler, Elder Ice Elemental, Mature Adult War Dragon, Power
Saboath, Yunggulur

CR 12:
Abyssal Worm Plague, Bull of Heaven, Diamond Jewel Golem, Ler,
Pedra Wyrm, Ruby Jewel Golem

CR 13:
Old War Dragon, Virtue Saboath

CR 15:
Bloodstone Jewel Golem, Dominion Saboath, Jade Jewel Golem

CR 17:
Ophan Saboath, Zenzogin

CR 20:
Cherub Saboath, Cropping Squid Female, Fomoraig, Myndie Snake,
Northern Sea Dragon

CR 21:
Seraph Saboath

CR 22:
Taotie

INDETERMINATE:
Nemesis Dreamkind

APPENDIX [V. CREATURES ADVANCING BY CLASS

Abyssal Plague Host Template, Amphi, Angel Saboath, Archangel
Saboath, Bean-nighe Sidhe, Blackbones Template, Blink Creature
Template, Celenian, Cherub Saboath, Child of the Dark Template,
Child of the Light Template, Da Fong Worker, Daoine-sidhe, Dog
Soldier, Dominion Saboath, Emerald Jewel Golem, Emigré, Fey-blooded
Creature Template, Fomoraig, Fossegrim Template, Ghoul Template,
Glaistig, Guardian Angel Saboath, Half-Dreamkind Creature Template,
Half-Giant Creature Template, Hive Spider Adult Template,
Hyperborean, Ice Stalker, Irrinja, Krish-dharjat, Ler, Laxmyri, Leshy,
Lhianon, Morrigan, Navigator, Ophan Saboath, Perfected Creature
Template, Phouka Sidhe, Possessed Construct Template, Power Saboath,
Principality Saboath, Puka, Rebuilt Creature Template, Royal Kr’awn,
Scrying Kr'awn, Sea Gypsy, Seraph Saboath, Shadow Lich Template,
Skinwalker Template, Skunk Goblin, Soulless Creature Template, Thrall
of the Pale King Template, Unknowing One Template, Virtue Saboath,
Xipitotec




APPENDIX V. SUPPLEMENTAL SUMMONING TABLES

SUMMON MONSTER

The summon monster spell summons an outsider (extra-planar crea-

ture) that attacks the character’s enemies. A player whose character uses

the standard SRD summon monster spell can choose a creature

from those normally available to the spellcaster, or one from the supple-

mental summon monster table given here if the GM allows it.
Creatures are listed by spell level with their types (and subtypes), align-
ments, and CRs given for reference. We’ve taken an inclusive approach

in determining what an “extra-planar” creature is; GMs should decide

whether particular creatures are appropriate in their campaign’s cosmol-
ogy. Also, the nemesis dreamkind has been omitted from this list as it is
unsuited to being a summoned creature.

1sT LEVEL
Cantrip Spirit
Devil Fish

‘Wist Dreamkind

2ND LEVEL

TFable Dreamkind
Gnome Half-Dreamkind
Leitmotif

3RD LEVEL

Human Com?2 Soulless
Adaro

Celestial Kuri

Fiendish Kuri

4TH LEVEL

Amorette

Celestial Giant Cone Shell
Fiendish Giant Cone Shell
Hound of Arawn

Tatterdemalion

5TH LEVEL

Angel Saboath
Banderlatch Demon

Dark Advocate

Dream Knight Dreamkind
Garkain

Sentinel

6TH LEVEL

Human Furd

Child of the Dark

Human Fud

Child of the Dark/Light
Archangel Saboath
Guardian Angel Saboath
Dragonne Fomoraig Thrall
Dream Lord Dreamkind
Harrower

Mage Fiend

Outsider (Incorporeal)
Outsider (Chaotic, Evil, Aquatic)
Outsider (Chaotic,Good)

Outsider (Chaotic, Good)
Outsider (Chaotic)
Outsider (Invisible, Incorporeal)

Outsider (Evil, Chaotic)
Outsider (Water)
Magical Beast

Magical Beast

Outsider (Chaotic, Good)
Magical Beast

Magical Beast

Outsider (Lawful, Evil)
Outsider (Chaotic, Evil)

Outsider (Chaotic, Good, Saboath)
Outsider (Chaotic, Evil)
Outsider (Evil, Lawful, Baatezu)

(

(

(

Outsider (Chaotic, Good or Lawful, Evil)

Outsider (Evil)
Outsider (Lawful)

Outsider

Outsider
Outsider (Neutral, Good, Saboath)
Outsider (Chaotic, Good, Saboath)

Outsider

Outsider (Chaotic, Good or Lawful, Evil)

Outsider (Chaotic)
Outsider (Chaotic, Evil)

CE
CG

CG
CG
CN

CE
NE
CG
CE

CG
NG
NE
LE

CE

CG

CE

LE
CGorLE
NE

LN

N

NG

CG

CE
CGorLE
CN

CE

12
12
1/2
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7TH LEVEL
Athame Demon

Forest God

8TH LEVEL

Principality Saboath

9TH LEVEL

Abyssal Worm Plague
Cherub Saboath
Dominion Saboath
Ler

Ophan Saboath
Power Saboath
Seraph Saboath
Virtue Saboath

Zenzogin

Outsider (Chaotic, Evil, Tanar’ri)

Outsider
Outsider (Lawful, Good, Saboath)

Outsider (Chaotic, Evil, Tanar’ri)
Outsider (Neutral, Good, Saboath)
Outsider (Neutral, Good, Saboath)
Outsider

Outsider (Chaotic, Good, Saboath)
Outsider (Chaotic, Good, Saboath)
Outsider (Lawful, Good, Saboath)
Outsider (Lawful, Good, Saboath)
Outsider (Lawful)

SUMMON NATURES ALLY

The summon nature’s ally spell summons a natural creature that

CE

LG

CE
NG
NG
NE
CG
CG
LG
LG

9

attacks the character’s enemies. A player whose character uses the stan-
dard SRD summon nature’s ally spell can choose a creature from
those normally available to the spellcaster, or one from the supplemental

summon nature’s ally table given here if the GM allows it.

Cirreatures are listed by spell level with their types (and subtypes), align-
ments, and CRs given for reference. We've taken an inclusive approach
in determining what a “natural” creature is; GMs should decide whether
particular creatures are appropriate in their campaign’s cosmology. Take
note of non-elementals with elemental subtypes and creatures with the

vermin type, especially. Also, the Zhu Ru has omitted from this list

because it is unsuited to combat.

1sT LEVEL

Assassin Caterpillar
Caffeine Wasp

Elemental Atom of Air
Elemental Atom of Earth
Elemental Atom of Fire
Elemental Atom of Water
Seedkin Creeper

Spark

2ND LEVEL
Acanaster
Akyanzi

Cernan

Cirystal Serpent
Frostmite Swarm
Glaistig

Italna Dryad
Lubin

Paving Beetle
Seedkin Spawner
Smoke Beetle
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Vermin

Vermin
Elemental (Air)
Elemental (Earth)
Elemental (Fire)
Elemental (Water)
Plant

Elemental (Fire)

Vermin

Undead (Fire)

Fey

Magical Beast (Earth)
Vermin

Fey

Fey

Fey

Vermin

Plant

Vermin

z 72 2 'z 7z Z Z

Q
Z

CE
CN

CN

CN

1/4
1/4
12
1/4
12
12
12
12



3RD LEVEL

Adaro

Daoine-sidhe
Fey-Blooded Light Horse
Njuzu

Seedkin Slaver

Small Ice Elemental

4TH LEVEL
Cellar Dweller
Cuckoo

Giant Cone Shell
Kuri

Leaf Trapper
Shethala Dryad
Singer

Whisperer

5TH LEVEL
Dracotick
Hunter Bush
Ice Stalker
Lhianon

Medium Ice Elemental

6TH LEVEL
Bean-nighe Sidhe
Bylur

Ice Lion

Large Ice Elemental
Lava Ooze

Pale King

‘Whip Rose

7TH LEVEL

Huge Ice Elemental
Leshy

Lesser Air Wyrm
Lure Tree

Phouka Sidhe
Time Spider

8TH LEVEL

Human Drd7 Blackbones
Cactus Crawler

Greater Ice Elemental
Lesser Fire Wyrm

Lesser Water Wyrm

9TH LEVEL

Bull of Heaven
Elder Ice Elemental
Lesser Earth Wyrm

Northern Sea Dragon

Outsider (Water)

Fey (Sidhe)

Fey

Elemental (Water)

Plant

Elemental (Cold, Water)

Fey

Fey

Animal (Aquatic)
Animal

Plant

Fey

Plant

Elemental (Air)

Vermin (Host’s Subtype)
Plant

Elemental (Cold)

Fey

Elemental (Cold, Water)

Fey (Sidhe)

Beast (Cold)

Elemental (Air, Cold)
Elemental (Cold, Water)
Ooze (Fire)

Fey

Plant

Elemental (Cold, Water)
Fey

Dragon (Air)

Plant

Fey (Sidhe)

Vermin

Undead (Fire)

Plant

Elemental (Cold, Water)
Dragon (Fire)

Dragon (Water)

Elemental (Air)
Elemental (Cold, Water)
Dragon (Earth)

Dragon (Cold, Water)
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OPEN GAME LICENSE VERSION 1OA

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including deriv-
ative works and translations (including into other computer lan-
guages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"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, pro-
cedures, 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, story-
lines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, mag-
ical 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 identify itself or its products or the asso-
ciated 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
Material 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.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open 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 Content You are copy-
ing, modifying or distributing, and You must add the title, the copy-
right 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, independent Agreement with the
owner of each element of that Product Identity. You agree not to indi-
cate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership 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 designated Agents may pub-
lish updated versions of this License. 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 permission 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 regu-
lation 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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2001, Wizards of the Coast,
Inc.

D20 System Rules & Content Copyright 2000 Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by Dave Arneson and E. Gary Gygax.

Open Game Content from The Penumbra Bestiary Copyright 2003,
Trident Inc. d/bja Atlas Games; editor Michelle A. Brown Nephew.
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