Appendix 1: APL 2

Encounter 1: The Statue of Pelor






Snow Goblin Apprentice: male goblin Wiz3; CR 3; Small Humanoid (goblinoid); HD 3d4+6; hp 16; Init +3; Spd 30 ft., climb 20 ft.; AC 15, touch 14, flat-footed 12; Base Atk +1; Grp -4; Atk +1 melee (1d3-1/19-20x2, small dagger); SQ Darkvision 60 ft, weasel familiar; AL NE; SV Fort +4, Ref +7, Will +5; Str 8, Dex 16, Con 14, Int 14, Wis 12, Cha 8.


Skills and Feats: Climb +7, Concentration +8, Climb +7, Escape Artist +6, Hide +7, Intimidate +3, Jump -1, Listen +3, Knowledge (arcane) +8, Move Silently +7, Ride +3, Spellcraft +10, Spot +3; Spell Focus (Enchantment), Spell Focus (Illusion).


Languages: Common, Draconic, Goblin, Undercommon.


Spells Prepared (Wizard) (4/3/2; base DC = 12 + spell level, DC = 13 + spell level for enchantments and illusions): 0–arcane mark, daze*, mage hand, touch of fatigue; 1st–grease, color spray*, sleep*; 2nd–daze monster*, Tasha's hideous laughter*. *=enchantment or illusion spell


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


Possessions: Bracers of armor +1, cloak of resistance +1, potion of blur, potion of cure light wounds.
Snow Goblin Warrior: male goblin War2; CR 1; Small Humanoid (Goblinoid); HD 2d8+2; hp 15; Init +3; Spd 30 ft., climb 20 ft.; AC 17, touch 14, flat-footed 14; Base Atk +2; Grp +0; Atk +7 melee (1d6+3, longspear) or +5 melee (1d6+2, morningstar); SQ Darkvision 60 ft.; AL NE; SV Fort +4, Ref +3, Will +0; Str 14, Dex 17, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +10, Handle Animal +4, Hide +7, Intimidate +8, Jump +2, Listen +0, Move Silently +7, Ride +10, Spot +0; Weapon Focus (spear).


Languages: Common, Goblin, Orc.


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


Possessions: Studded leather armor, masterwork longspear, Morningstar, exotic military saddle (for snow spider).
Fiendish Snow Spider: CR 1; Medium Magical Beast (Augmented Vermin, Extraplanar); HD 2d8+2; hp 11; Init +4; Spd 40 ft., climb 40 ft.; AC 15, touch 14, flat-footed 11; Base Atk +1; Grp +1; Atk +5 melee (1d6 plus poison, bite); SA Leap, poison, smite good; SQ Cold resistance 5, darkvision 60 ft., fire resistance 5, low-light vision, SR 7, tremorsense 60 ft.; SV Fort +4, Ref +4, Will +0; Str 11, Dex 18, Con 13, Int 3, Wis 10, Cha 2.

Skills and Feats: Climb +12, Hide +8, Jump +28, Spot +8; Spring AttackB, Weapon FinesseB.


Leap (Ex): Snow spiders are known for darting up to bite their prey and instantly leaping back to avoid a return attack. They gain Spring Attack as a bonus feat. In addition, if a snow spider can jump on its prey (usually by making a Jump check as part of its movement), it can make a charge attack with a +4 attack bonus instead of the normal +2.


Poison (Ex): A snow spider has a poisonous bite. Unless a Fortitude save, DC 12, is made, a medium snow spider’s poison initially inflicts 1d4 Dexterity damage and paralysis as secondary damage. The save DC is Constitution-based.


Tremorsense (Ex): A snow spider can automatically sense the location of anything within 60 feet that is in contact with the ground (or ice or snow on top of the ground).


Skills: Snow spiders have a +4 racial bonus on Hide checks, a +20 racial bonus on Jump checks, a +8 racial bonus on Spot checks, and a +8 racial bonus on Climb checks. Snow spiders use their Dexterity modifier instead of their Strength modifier for Climb and Jump checks. Snow spiders can always choose to take 10 on Climb checks, even if rushed or threatened.


*In snowy or icy environments, a snow spider’s bonus on Hide checks improves to +8.


Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.
Encounter 2: The Ancient Temple of Pelor



Human Warrior Skeleton: CR 1/3; Medium Undead; HD 1d12; hp 6; Init +5; Spd 30 ft.; AC 15, touch 11, flat-footed 14; Base Atk +0; Grp +1; Atk +1 melee (1d6+1/18-20, scimitar) or +1 melee (1d4+1, claw); Full Atk +1 melee (1d6+1/18-20, scimitar) or +1/+1 melee (1d4+1, claws); SQ DR 5/bludgeoning, darkvision 60 ft. immunity to cold; AL NE; SV Fort +0, Ref +1, Will +2; Str 13, Dex 13, Con —; Int —, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.

Possessions: Heavy steel shield, scimitar.


Power-Up Suite (Status – desecrate): Grp +2; Atk +2 melee (1d6+2/18-20, scimitar) or +2 melee (1d4+2, claw); SV Fort +1, Ref +2, Will +3.
Revived* Fossil Human Cleric: CR 1; Medium Undead (Augmented Humanoid); HD 1d12+20; hp 26; Init +1; Spd 30 ft.; AC 17, touch 11, flat-footed 16; Base Atk +0; Grp +2; Atk +2 melee (2d6+2, claw); Full Atk +2/+2 melee (2d6+2, claws); SQ DR 10/adamantine, darkvision 60 ft., immunity to cold; AL NE; SV Fort +1, Ref +2, Will +3; Str 14, Dex 12, Con —; Int —, Wis 10, Cha 1.


Skills and Feats: Combat Reflexes.


Power-Up Suite (Status – desecrate): Grp +3; Atk +3 melee (2d6+3, claw); SV Fort +2, Ref +3, Will +4.

*See Appendix 2: New Rules Items.
Encounter 3: The Crypt


Necrosis Carnex: CR 3; Medium Undead; HD 4; hp 26; Init +3; Spd 40 ft.; AC 21, touch 17, flat-footed 18; Base Atk +2; Grp +3; Atk +5 touch (1d6+2, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +3, Ref +4, Will +5; Str 12, Dex 17, Con —, Int 3, Wis 12, Cha 7.

Skills and Feats: Jump +5, Listen +5, Spot +4; Great Fortitude, MobilityB, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Herceptus the Undying: Swarm-shifter* human Mummy2/Sor2; CR 5; Medium Undead (Shapeshifter); HD 2d12+2d4; hp 25; Init +1; Spd 20 ft.; AC 14, touch 11, flat-footed 13; Base Atk +2; Grp +3; Atk +3 melee (1d4+1, slam); SA Spells; SQ DR 1/–, darkvision 60 ft., swarm form (parts), vulnerability to fire; AL NE; SV Fort +1, Ref +2, Will +7; Str 12, Dex 12, Con —, Int 12, Wis 11, Cha 18.

Skills and Feats: Bluff +9, Concentration +10, Craft (alchemy) +6, Hide +5, Knowledge (arcana) +7, Knowledge (religion) +3, Listen +5, Move Silently +6, Spellcraft +7, Spot +5; Fell Weaken*, Greater Spell Focus (necromancy), Spell Focus (necromancy).

Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/5; base DC = 14 + spell level, DC = 16 + spell level for necromancy): 0–acid splash, daze, detect magic, read magic, touch of fatigue; 1st–cause fear, shield.

Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.

Possessions: arcane scroll of resist energy (CL3), arcane scroll of death armor (CL3)*, bracers of armor +1, elixir of hiding, robe of bones, unguent of timelessness (applied).


Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 5; Tiny Undead (Swarm); HD 2d12+2d4; hp 25; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 17, touch 15, flat-footed 14; Base Atk +4; Grp —; Atk swarm (2d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 1/–, half damage from slashing and piercing attacks, hive mind, swarm form, vulnerability to fire; AL NE; SV Fort +1, Ref +4, Will +7; Str 4, Dex 16, Con —, Int 12, Wis 11, Cha 18.


Skills and Feats: Bluff +9, Concentration +10, Craft (alchemy) +6, Disguise +16, Hide +7, Knowledge (arcana) +7, Knowledge (religion) +3, Listen +5, Move Silently +8, Spellcraft +7, Spot +5; Fell Weaken*, Greater Spell Focus (necromancy), Spell Focus (necromancy).

Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 12, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.

Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 16, or be frightened for 1d4 rounds. The save DC is Charisma-based.

Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
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Snow Goblin Wizard: male goblin Wiz5; CR 5; Small Humanoid (goblinoid); HD 5d4+10; hp 26; Init +3; Spd 30 ft., climb 20 ft.; AC 16, touch 15, flat-footed 13; Base Atk +2; Grp -3; Atk +2 melee (1d3-1/19-20x2, small dagger); SQ Darkvision 60 ft, toad familiar; AL N; SV Fort +5, Ref +8, Will +7; Str 8, Dex 16, Con 14, Int 15, Wis 12, Cha 8.


Skills and Feats: Climb +7, Concentration +10, Escape Artist +7, Hide +7, Intimidate +3, Jump -1, Knowledge (arcane) +10, Listen +3, Move Silently +7, Ride +3, Spellcraft +12, Spot +3; Extend Spell, Spell Focus (Enchantment), Spell Focus (Illusion).


Languages: Common, Draconic, Goblin, Undercommon.


Spells Prepared (Wizard) (4/4/3/1; base DC = 12 + spell level, DC = 13 + spell level for enchantments and illusions): 0–arcane mark, daze*, mage hand, touch of fatigue; 1st–color spray*, color spray* grease, sleep*; 2nd–daze monster*, extended mage armor, Tasha's hideous laughter*; 3rd–sleet storm. *=enchantment or illusion spell


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


Possessions: Bracers of armor +1, cloak of resistance +2, potion of blur, potion of cure light wounds, ring of protection +1, spellbook.
Snow Goblin Sergeant: male goblin War2/Ftr1; CR 2; Small Humanoid (Goblinoid); HD 2d8+1d10+3; hp 22; Init +3; Spd 30 ft., climb 20 ft.; AC 19, touch 14, flat-footed 16; Base Atk +3; Grp +0; Atk +8 melee (1d6+3, longspear) or +7 melee (1d6+2, morningstar); SQ Darkvision 60 ft.; AL NE; SV Fort +6, Ref +3, Will +0; Str 14, Dex 17, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +9, Handle Animal +5, Hide +6, Intimidate +9, Jump +1, Listen +0, Move Silently +6, Ride +11, Spot +0; Mounted Combat, Ride-By Attack, Weapon Focus (spear).


Languages: Common, Goblin, Orc.


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


Possessions: Masterwork chain shirt, amulet of natural armor +1, masterwork longspear, masterwork Morningstar, exotic military saddle (for snow spider).

Fiendish Snow Spider: CR 1; Medium Magical Beast (Augmented Vermin, Extraplanar); HD 2d8+2; hp 11; Init +4; Spd 40 ft., climb 40 ft.; AC 15, touch 14, flat-footed 11; Base Atk +1; Grp +1; Atk +5 melee (1d6 plus poison, bite); SA Leap, poison, smite good; SQ Cold resistance 5, darkvision 60 ft., fire resistance 5, low-light vision, SR 7, tremorsense 60 ft.; SV Fort +4, Ref +4, Will +0; Str 11, Dex 18, Con 13, Int 3, Wis 10, Cha 2.


Skills and Feats: Climb +12, Hide +8, Jump +28, Spot +8; Spring AttackB, Weapon FinesseB.


Leap (Ex): Snow spiders are known for darting up to bite their prey and instantly leaping back to avoid a return attack. They gain Spring Attack as a bonus feat. In addition, if a snow spider can jump on its prey (usually by making a Jump check as part of its movement), it can make a charge attack with a +4 attack bonus instead of the normal +2.


Poison (Ex): A snow spider has a poisonous bite. Unless a Fortitude save, DC 12, is made, a medium snow spider’s poison initially inflicts 1d4 Dexterity damage and paralysis as secondary damage. The save DC is Constitution-based.


Tremorsense (Ex): A snow spider can automatically sense the location of anything within 60 feet that is in contact with the ground (or ice or snow on top of the ground).


Skills: Snow spiders have a +4 racial bonus on Hide checks, a +20 racial bonus on Jump checks, a +8 racial bonus on Spot checks, and a +8 racial bonus on Climb checks. Snow spiders use their Dexterity modifier instead of their Strength modifier for Climb and Jump checks. Snow spiders can always choose to take 10 on Climb checks, even if rushed or threatened.


*In snowy or icy environments, a snow spider’s bonus on Hide checks improves to +8.


Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.
Encounter 2: The Ancient Temple of Pelor




Human Warrior Skeleton: CR 1/3; Medium Undead; HD 1d12; hp 6; Init +5; Spd 30 ft.; AC 15, touch 11, flat-footed 14; Base Atk +0; Grp +1; Atk +1 melee (1d6+1/18-20, scimitar) or +1 melee (1d4+1, claw); Full Atk +1 melee (1d6+1/18-20, scimitar) or +1/+1 melee (1d4+1, claws); SQ DR 5/bludgeoning, darkvision 60 ft. immunity to cold; AL NE; SV Fort +0, Ref +1, Will +2; Str 13, Dex 13, Con —; Int —, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Possessions: Heavy steel shield, scimitar.


Power-Up Suite (Status – desecrate): Grp +2; Atk +2 melee (1d6+2/18-20, scimitar) or +2 melee (1d4+2, claw); SV Fort +1, Ref +2, Will +3.
Revived* Fossil Human Cleric: CR 1; Medium Undead (Augmented Humanoid); HD 1d12+20; hp 26; Init +1; Spd 30 ft.; AC 17, touch 11, flat-footed 16; Base Atk +0; Grp +2; Atk +2 melee (2d6+2, claw); Full Atk +2/+2 melee (2d6+2, claws); SQ DR 10/adamantine, darkvision 60 ft., immunity to cold; AL NE; SV Fort +1, Ref +2, Will +3; Str 14, Dex 12, Con —; Int —, Wis 10, Cha 1.


Skills and Feats: Combat Reflexes.


Power-Up Suite (Status – desecrate): Grp +3; Atk +3 melee (2d6+3, claw); SV Fort +2, Ref +3, Will +4.


*See Appendix 2: New Rules Items.
Plague Walker: CR 3; Medium Undead; HD 6; hp 42; Init -2; Spd 20 ft.; AC 12, touch 8, flat-footed 12; Base Atk +3; Grp +7; Atk +8/+8 melee (1d6+4 plus diseased touch, claws); SA Putrid burst; SQ Bloated target, darkvision 60 ft.; AL CE; SV Fort +2, Ref +0, Will +6; Str 18, Dex 6, Con —, Int 4, Wis 13, Cha 3.


Skills and Feats: Climb +7, Listen +10, Spot +1; Skill Focus (Listen), Toughness, Weapon Focus (claws).


Languages: Understands creator’s orders.


Bloated Target (Ex): The -4 penalty for firing into melee does not apply to ranged attacks made against a plague walker. This penalty does, however, apply to other creatures in melee with it.


Diseased Touch (Su): Any living creature struck by a plague walker’s claws must succeed on a DC 13 Fortitude save or be overcome by racking pain and nausea, causing that creature to become sickened for 1 minute. The save DC is Constitution-based. Creatures that have immunity to disease are not affected by this ability.


Putrid Burst (Ex): When reduced to one-quarter of its starting hit points or fewer, a plague walker can use a swift action to explode. This burst has a 30-foot radius and deals 3d6 points of damage to everything in the area. All living creatures in the area are nauseated for 1 round; a DC 15 Reflex save halves the damage and negates the nauseated effect. The save DC is Consitution-based and includes a +2 racial bonus.


If reduced to 0 hit points before it can activate its putrid burst, a plague walker simply dissolves into a pile of rotting flesh.


Power-Up Suite (Status – desecrate): Grp +8; Atk +8 melee (1d6+5, claw); SV Fort +3, Ref +1, Will +7.

Physical Description: Staggering forward with an uneven gait, this moving corpse is a large sphere of bloated, rotting flesh. Its bloodshot eyes dart back and forth, and a gurgling sound issues from deep in its throat.

A plague walker is an undead weapon created by evil mages and clerics. Its tortured body is filled with rotting flesh, diseased matter, and other putrid filth. In battle, it can explode when sufficiently injured, showering the area around it with sickening debris.
Encounter 3: The Crypt



Necrosis Carnex: CR 3; Medium Undead; HD 4; hp 26; Init +3; Spd 40 ft.; AC 21, touch 17, flat-footed 18; Base Atk +2; Grp +3; Atk +5 touch (1d6+2, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +3, Ref +4, Will +5; Str 12, Dex 17, Con —, Int 3, Wis 12, Cha 7.


Skills and Feats: Jump +5, Listen +5, Spot +4; Great Fortitude, MobilityB, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Physical Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Herceptus the Undying: Swarm-shifter* human Mummy3/Sor3; CR 7; Medium Undead; HD 2d12+3d4; hp 28; Init +1; Spd 20 ft.; AC 16, touch 11, flat-footed 15; Base Atk +2; Grp +3; Atk +3 melee (1d4+1, slam); SA Spells; SQ DR 1/–, darkvision 60 ft., turn resistance +4, vulnerability to fire; AL NE; SV Fort +2, Ref +3, Will +8; Str 12, Dex 12, Con —, Int 12, Wis 13, Cha 18.


Skills and Feats: Bluff +10, Concentration +11, Craft (alchemy) +6, Hide +5, Knowledge (arcana) +8, Knowledge (religion) +4, Listen +6, Move Silently +6, Spellcraft +8, Spot +6; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy).


Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/6; base DC = 14 + spell level, DC = 16 + spell level for necromancy): 0–acid splash, daze, detect magic, read magic, touch of fatigue; 1st–cause fear, shield.

Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.


Possessions: arcane scroll of resist energy (CL5), arcane scroll of death armor (CL5)*, bracers of armor +1, elixir of hiding, robe of bones, necklace of fireballs (type I) (cold substituted), unguent of timelessness (applied).

Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 7; Tiny Undead (Swarm); HD 2d12+3d4; hp 28; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 19, touch 15, flat-footed 16; Base Atk +4; Grp —; Atk swarm (2d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 1/–, half damage from slashing and piercing attacks, hive mind, swarm form, vulnerability to fire; AL NE; SV Fort +2, Ref +5, Will +8; Str 4, Dex 16, Con —, Int 12, Wis 11, Cha 18.


Skills and Feats: Bluff +10, Concentration +11, Craft (alchemy) +6, Disguise +16, Hide +7, Knowledge (arcana) +8, Knowledge (religion) +4, Listen +6, Move Silently +8, Spellcraft +8, Spot +6; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy).


Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 13, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 16, or be frightened for 1d4 rounds. The save DC is Charisma-based.

Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
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Snow Goblin Warriors: male goblin War4; CR 2; Small Humanoid (Goblinoid); HD 4d8+4; hp 27; Init +4; Spd 30 ft.; AC 18, touch 15, flat-footed 14; Base Atk +4; Grp +2; Atk +9 melee (1d6+2/19-20x2, masterwork longsword) or +10 ranged (1d4+2/x3, masterwork composite (+2 Str) shortbow); SQ Darkvision 60 ft.; AL LE; SV Fort +5, Ref +5, Will +1; Str 14, Dex 18, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +10, Handle Animal +5, Hide +8, Intimidate +8, Jump +4, Listen +1, Move Silently +8, Ride +10, Spot +1; Swarmfighting*, Weapon Focus (longsword).


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


*See Appendix 2: New Rules Items.


Possessions: Masterwork studded leather armor, masterwork longsword, masterwork  composite (Str +2) shortbow, twenty arrows.


*See Appendix 2: New Rules Items.

Encounter 4: Battle of Words

Fiendish Mimic: CR 5; Large Aberration (Extraplanar, Shapechanger); HD 7d8+21; hp 52; Init +1; Spd 10 ft.; AC 15 (-1 size, +1 Dex, +5 natural), touch 10, flat-footed 14; Base Atk +5; Grp +13; Atk +9 melee (1d8+4, slam); Full Atk +9/+9 melee (1d8+4, slam); Space/Reach 10 ft./10 ft.; SA Adhesive, crush, smite good; SQ DR 5/magic, darkvision 60 ft., immunity to acid, mimic shape, resistance to cold and fire 5, SR 12; AL NE; SV Fort +5, Ref +5, Will +6; Str 19, Dex 12, Con 17, Int 10, Wis 13, Cha 10.


Languages: Common.


Skills and Feats: Climb +9, Disguise +13, Listen +8, Spot +8; Alertness, Lightning Reflexes, Weapon Focus (slam).


Adhesive (Ex): A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it. An adhesive-covered mimic automatically grapples any creature it hits with its slam attack. Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-coated mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save. A successful DC 16 Strength check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally. A mimic can dissolve its adhesive at will, and the substance breaks down 5 rounds after the creature dies.


Crush (Ex): A mimic deals 1d8+4 points of damage with a successful grapple check.


Mimic Shape (Ex): A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 feet by 5 feet by 6 feet), such as a massive chest, a stout bed, or a wide door frame. The creature cannot substantially alter its size, though. A mimic’s body is hard and has a rough texture, no matter what appearance it might present. Anyone who examines the mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check. Of course, by this time it is generally far too late.

Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.

Skills: A mimic has a +8 racial bonus on Disguise checks.
Advanced (8HD) Necrosis Carnex: CR 5; Large Undead; HD 8; hp 52; Init +3; Spd 40 ft.; AC 23, touch 19, flat-footed 20; Base Atk +4; Grp +5; Atk +7 touch (1d8+2, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +5, Ref +6, Will +7; Str 20, Dex 16, Con —, Int 3, Wis 12, Cha 7.


Skills and Feats: Jump +6, Listen +6, Spot +6; Dodge, Great Fortitude, MobilityB, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Physical Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Herceptus the Undying: Swarm-shifter* human Mummy4/Sor4; CR 9; Medium Undead; HD 3d12+4d4; hp 34; Init +1; Spd 20 ft.; AC 17, touch 11, flat-footed 16; Base Atk +3; Grp +5; Atk +5 melee (1d4+3, slam); SA Spells; SQ DR 2/–, darkvision 60 ft., turn resistance +4, vulnerability to fire; AL NE; SV Fort +3, Ref +4, Will +9; Str 14, Dex 12, Con —, Int 12, Wis 13, Cha 19.


Skills and Feats: Bluff +11, Concentration +12, Craft (alchemy) +7, Hide +6, Knowledge (arcana) +9, Knowledge (religion) +5, Listen +7, Move Silently +7, Spellcraft +9, Spot +7; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/7/4; base DC = 14 + spell level, DC = 16 + spell level for necromancy): 0–acid splash, daze, detect magic, read magic, slash tongue*, touch of fatigue; 1st–cause fear, magic missile, shield; 2nd–command undead.

Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.


Possessions: arcane scroll of resist energy (CL7), arcane scroll of death armor (CL7)*, bracers of armor +2, elixir of hiding, robe of bones, necklace of fireballs (type II) (cold substituted), unguent of timelessness (applied).

Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 9; Tiny Undead (Swarm); HD 3d12+4d4; hp 34; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 19, touch 15, flat-footed 16; Base Atk +5; Grp —; Atk swarm (3d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 2/–, half damage from slashing and piercing attacks, hive mind, swarm form, turn resistance +4, vulnerability to fire; AL NE; SV Fort +3, Ref +6, Will +9; Str 6, Dex 16, Con —, Int 12, Wis 11, Cha 19.


Skills and Feats: Bluff +11, Concentration +12, Craft (alchemy) +7, Disguise +16, Hide +8, Knowledge (arcana) +9, Knowledge (religion) +5, Listen +7, Move Silently +9, Spellcraft +9, Spot +7; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.

Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 13, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 17, or be frightened for 1d4 rounds. The save DC is Charisma-based.

Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
Encounter 5: Fallen Goblins


Snow Goblin Warrior Zombie: CR ½; Small Undead; HD 2d12+3; 16 hp; Init +0; Spd 30 ft.; AC 12, touch 11, flat-footed 12; Base Atk +1; Grp -2; Atk +3 melee (1d4+1, slam); SQ Single actions only, DR 5/slashing, darkvision 60 ft.; AL NE; SV For +0, Ref +0, Will +3; Str 13, Dex 11, Con —, Int —, Wis 10, Cha 1.

Skills and Feats: Toughness.


Single Actions Only (Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.
Encounter 6: The Survivor’s Cave






Snow Goblin Cavalry: male snow goblin War4; CR 2; Small Humanoid (Goblinoid); HD 4d8+4; hp 27; Init +4; Spd 30 ft., climb 20 ft.; AC 18, touch 15, flat-footed 14; Base Atk +4; Grp +2; Atk +8 melee (1d6+3/x3, masterwork lance) or +10 ranged (1d4+2/x3, masterwork composite (+2 Str) shortbow) or +8 melee (1d6+2/19-20x2, masterwork longsword); SQ Darkvision 60 ft.; AL LE; SV Fort +5, Ref +5, Will +1; Str 14, Dex 18, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +10, Handle Animal +6, Hide +8, Intimidate +10, Jump +2, Listen +0, Move Silently +8, Ride +13, Spot +0; Mounted Archery, Mounted Combat.


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.

Possessions: Masterwork studded leather armor, masterwork lance, masterwork longsword, masterwork (Str +2) composite shortbow, 20 arrows.

Advanced (3 HD) Fiendish Snow Spider: CR 1; Medium Magical Beast (Augmented Vermin, Extraplanar); HD 3d8+6; hp 24; Init +4; Spd 40 ft., climb 40 ft.; AC 15, touch 14, flat-footed 11; Base Atk +2; Grp +2; Atk +6 melee (1d8 plus poison, bite); SA Leap, poison, smite good; SQ Cold resistance 5, darkvision 60 ft., fire resistance 5, low-light vision, SR 8, tremorsense 60 ft.; SV Fort +4, Ref +4, Will +1; Str 11, Dex 18, Con 14, Int 3, Wis 10, Cha 2.


Skills and Feats: Climb +12, Hide +8, Jump +28, Spot +8; Improved Natural Attack (bite), Spring AttackB, Weapon FinesseB.


Leap (Ex): Snow spiders are known for darting up to bite their prey and instantly leaping back to avoid a return attack. They gain Spring Attack as a bonus feat. In addition, if a snow spider can jump on its prey (usually by making a Jump check as part of its movement), it can make a charge attack with a +4 attack bonus instead of the normal +2.


Poison (Ex): A snow spider has a poisonous bite. Unless a Fortitude save, DC 13, is made, a medium snow spider’s poison initially inflicts 1d4 Dexterity damage and paralysis as secondary damage. The save DC is Constitution-based.


Tremorsense (Ex): A snow spider can automatically sense the location of anything within 60 feet that is in contact with the ground (or ice or snow on top of the ground).


Skills: Snow spiders have a +4 racial bonus on Hide checks, a +20 racial bonus on Jump checks, a +8 racial bonus on Spot checks, and a +8 racial bonus on Climb checks. Snow spiders use their Dexterity modifier instead of their Strength modifier for Climb and Jump checks. Snow spiders can always choose to take 10 on Climb checks, even if rushed or threatened.


*In snowy or icy environments, a snow spider’s bonus on Hide checks improves to +8.


Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.
Encounter 7: The Shrine to the Mines





Black Piedra: female human Clr3/Sor4/True Necromancer1*; CR 8; Medium Human; HD 3d8+4d4+1d6+8; hp 42; Init +1; Spd 30 ft.; AC 12, touch 12, flat-footed 11; Base Atk +4; Grp +3; Atk +4 melee (1d4, dagger of venom); Full Atk +4 melee (1d4, dagger of venom); SA Spells, rebuke undead; SQ Aura of evil (moderate); AL NE; SV Fort +5, Ref +3, Will +11; Str 8, Dex 12, Con 12, Int 12, Wis 16, Cha 16.


Skills and Feats: Bluff +9, Concentration +10, Knowledge (arcane) +10, Knowledge (religion) +10, Knowledge (the planes) +5; Spellcraft +10; Fell Drain*, Improved Familiar, Spell Focus (necromancy), Profane Lifeleech*.


Languages: Common, Ancient Suloise.


Spells Prepared (Cleric) (4/3+1/2+1; base DC = 13+ spell level, DC = 14 + spell level for necromancy): 0— detect magic, detect poison, light, read magic; 1st—inflict light wounds, lesser confusion†, sanctuary, summon undead I*; 2nd—sound burst, stone bones*, touch of madness†.


†Domain spell. Deity Incabulos; Domains: Death – You may use a death touch once per day. Your death touch is a supernatural ability that produces a death effect. You must succeed on a melee touch attack against a living creature (using the rules for touch spells). When you touch, roll 1d6 per cleric level you possess. If the total at least equals the creature’s current hit points, it dies (no save); Madness – You subtract 1 from all Wisdom-based skill checks and all Will saves. However, once per day, you can see and act with the clarity of true madness: Add one-half you level to a single Wisdom-based skill check or Will save. You must choose to use this benefit before the check or save is rolled.

Spells Known (Sorcerer) (6/7/5; base DC = 13 + spell level; 14 + spell level for necromancy): 0—arcane mark, daze, mage hand, message, prestidigitation, ray of frost; 1st—chill touch, mage armor, magic missile, spirit worm*; 2nd—spectral hand, summon undead II*. 

Rebuke Undead (Su): True necromancer class levels stack with levels of all other classes that grant the ability to rebuke undead for the purpose of determining the character’s effective cleric level for rebuking. See Turn or Rebuke Undead, page 159 of the Player’s Handbook. The bonus from her necromantic prowess ability, once it is gained, also applies.


Possessions: dagger of venom, unholy symbol of Incabulos, rod of undead mastery*, ring of protection +1, scroll of desecrate.

*See Appendix 2: New Rules Items.

Puss (worg): CR 2; Medium Magical Beast (familiar); HD 8; hp 21; Init +2; Spd 50 ft.; AC 16, touch 12, flat-footed 14; Base Atk +4; Grp +7; Atk +7 melee (1d6+4, bite); SA Deliver touch spells, trip; SQ Darkvision 60 ft., empathic link, grant alertness, improved evasion, low-light vision, scent, share spells, track; AL NE; SV Fort +6, Ref +6, Will +11; Str 17, Dex 15, Con 15, Int 7, Wis 14, Cha 10.


Skills and Feats: Bluff +6, Hide +4, Jump +11, Listen +6, Move Silently +6, Spellcraft +5, Spot +6; Alertness, Track.

Trip (Ex): A worg that hits with a bite attack can attempt to trip the opponent (+3 check modifier) 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 worg.


Skills: A worg has a +1 racial bonus on Listen, Move Silently, and Spot checks, and a +2 racial bonus on Hide checks. *A worg has a +4 racial bonus on Survival checks when tracking

by scent.
Slaymate: CR 2; Small Undead; HD 4; hp 26; Init +1; Spd 20 ft.; AC 16, touch 12, flat-footed 15; Base Atk +2; Grp -1; Atk +4 melee (1d3+1 plus pale wasting, bite); SA Pale wasting disease; SQ Darkvision 60 ft., undead pale aura; AL LE; SV Fort +1, Ref +4, Will +5; Str 12, Dex 12, Con —; Int 11, Wis 13, Cha 15.


Skills and Feats: Hide +8, Listen +7, Move Silently +8, Spot +7; Alertness, Lightning Reflexes.


Languages: Flan.


Pale Aura (Su): A slaymate produces an invisible aura in a 10-foot-radius around itself. Any creature within the aura that uses a metamagic feat on a spell from the school of necromancy can prepare or use the spell as if it took up a spell slot one level lower than what the metamagic necromancy spell would normally require.


Pale Wasting (Su): Supernatural disease—bite, Fortitude save DC 14, incubation period 1 day; damage 1d6 Con and 1d6 Str. The save DC is Charisma-based.


Physical Description: This pale creature resembles a human child with slug-white skin. Its black eyes are too knowing for their size, and its too-wide mouth is home to rot and ruin.
The Needles: male human (Suel) Clr2/Rog4; CR 6; Medium Humanoid (human); HD 2d8+4d6+6; hp 34; Init +3; Spd 30ft.; AC 16, touch 13, flat-footed 16; Base Atk +4; Grp +4; Atk +9 melee (1d6+1/15-20x2, +1 adamantine keen rapier); SA Sneak attack +2d6; SQ Aura of evil (moderate), evasion, uncanny dodge; AL CE; SV Fort +5, Ref +7, Will +6; Str 10, Dex 17, Con 12, Int 12, Wis 14, Cha 10.


Skills and Feats: Bluff +8, Concentration +3, Escape Artist +8, Hide +12, Knowledge (arcane) +3, Knowledge (religion) +3, Listen +9, Move Silently +12, Perform (dance) +5, Search +6, Sleight of Hand +11, Spellcraft +3, Spot +9, Tumble, +12; Combat Reflexes, Dodge, Weapon Finesse, Weapon Focus (rapier).


Languages: Common, Ancient Suloise.


Spells Prepared (Cleric) (4/2+1; base DC = 12 + spell level): 0— detect magic, detect poison, light, read magic; 1st—cure light wounds, lesser confusion†, summon undead I*.

†Domain spell. Deity Incabulos; Domains: Death – You may use a death touch once per day. Your death touch is a supernatural ability that produces a death effect. You must succeed on a melee touch attack against a living creature (using the rules for touch spells). When you touch, roll 1d6 per cleric level you possess. If the total at least equals the creature’s current hit points, it dies (no save); Madness – You subtract 1 from all Wisdom-based skill checks and all Will saves. However, once per day, you can see and act with the clarity of true madness: Add one-half you level to a single Wisdom-based skill check or Will save. You must choose to use this benefit before the check or save is rolled.

Possessions: +1 adamantine keen rapier, +1 leather armor, dagger, unholy symbol of Incabulos.
APL 8
Encounter 2: Parting of the Ways





Snow Goblin Warriors: male goblin War4; CR 2; Small Humanoid (Goblinoid); HD 4d8+4; hp 27; Init +4; Spd 30 ft.; AC 18, touch 15, flat-footed 14; Base Atk +4; Grp +2; Atk +9 melee (1d6+2/19-20x2, masterwork longsword) or +10 ranged (1d4+2/x3, masterwork composite (+2 Str) shortbow); SQ Darkvision 60 ft.; AL LE; SV Fort +5, Ref +5, Will +1; Str 14, Dex 18, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +10, Handle Animal +5, Hide +8, Intimidate +8, Jump +4, Listen +1, Move Silently +8, Ride +10, Spot +1; Swarmfighting*, Weapon Focus (longsword).


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.


*See Appendix 2: New Rules Items.


Possessions: Masterwork studded leather armor, masterwork longsword, masterwork  composite (Str +2) shortbow, twenty arrows.


*See Appendix 2: New Rules Items.
Elder Guk: male snow goblin Ftr3/Clr3; CR 6; Small Humanoid (goblinoid); HD 3d10+3d8+12; hp 55; Init +1; Spd 30 ft., climb 20 ft.; AC 18, touch 12, flat-footed 17; Base Atk +5; Grp +3; Atk +8 melee (1d12+3/x3, masterwork greataxe); SA Spells; SQ Darkvision 60 ft.; AL LE; SV Fort +8, Ref +3, Will +7; Str 14, Dex 12, Con 14, Int 12, Wis 16, Cha 10.

Skills and Feats: Climb +10, Concentration +5, Handle Animal +4, Hide +5, Intimidate +6, Jump +2, Knowledge (arcana) +2, Knowledge (religion) +2, Listen +5, Move Silently +5, Ride +10, Spellcraft +2, Spot +5; Alertness, Eschew Materials, Improved Toughness*, Monkey Grip*, Mounted Combat, Weapon Focus (greataxe)B.


Languages: Common, Goblin, Infernal.


Spells Prepared (cleric) (4/3/2; base DC 13 + spell level) 0–cure minor wounds, create water, detect magic, purify food and drink; 1st–divine favor, enlarge person†, magic weapon, shield of faith; 2nd–bull’s strength†, cure moderate wounds, hold person.

†Domain spell. Domains: Strength (Perform feat of strength once per day, adding +3 to Strength score for one round as a free action); War (Free Martial Weapon Proficiency and Weapon Focus with greataxe).


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.

Possessions: Mithril chain shirt +2, masterwork greataxe (medium-size), gauntlets of ogre power, unholy symbol of Maglubiyet.

*See Appendix 2: New Rules Items.

Crabdíc: male snow goblin Brd6; CR 6; Small Humanoid (goblinoid); HD 6d6+6; hp 32; Init +0; Spd 30 ft., climb 20 ft.; AC 14, touch 11, flat-footed 14; Base Atk +4; Grp -1; Atk +5 melee (1d4-1/19-20 x2, masterwork whip-dagger); SA Bard abilities (song 10 times/day); SQ Arcane spell failure (5%), darkvision 60 ft.; AL NE; SV Fort +3, Ref +5, Will +6; Str 8, Dex 11, Con 12, Int 12, Wis 12, Cha 16.


Skills and Feats: Bluff +14, Climb +7, Decipher Script +3, Diplomacy +9, Escape Artist +2, Gather Information +9, Hide +9, Intimidate +11, Knowledge (religion) +8, Listen +7, Move Silently +6, Perform (oratory) +12, Ride +0, Sense Motive +6, Spellcraft +5, Tumble +4; Extra Music*, Lingering Song*, Persuasive.


Languages: Common, Goblin, Infernal.


Spells Known (Bard) (3/4/3; base DC = 13 + spell level): 0–dancing lights, daze, detect magic, know direction, message, open/close; 1st–cause fear, cure light wounds, detect secret doors, grease; 2nd–blur, cure moderate wounds, glitterdust.

Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.

Bardic Music (10 times per day):

Starting a bardic music effect is a standard action. Some bardic music abilities require concentration, which means the bard must take a standard action each round to maintain the ability. Even while using bardic music that doesn’t require concentration, a bard cannot cast spells, activate magic items by spell completion (such as scrolls), or activate magic items by magic word (such as wands). Just as for casting a spell with a verbal component, a deaf bard has a 20% chance to fail when attempting to use bardic music. If he fails, the attempt still counts against his daily limit.


Countersong (Su): A bard with 3 or more ranks in a Perform skill can use his music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components). Each round of the countersong, he makes a Perform check. Any creature within 30 feet of the bard (including the bard himself ) that is affected by a sonic or language-dependent magical attack may use the bard’s Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check result proves to be higher. If a creature within range of the countersong is already under the effect of a noninstantaneous sonic or language-dependent magical attack, it gains another saving throw against the effect each round it hears the countersong, but it must use the bard’s Perform check result for the save. Countersong has no effect against effects that don’t allow saves. The bard may keep up the countersong for 10 rounds.


Fascinate (Sp): A bard with 3 or more ranks in a Perform skill can use his music or poetics to cause one or more creatures to become fascinated with him. Each creature to be fascinated must be within 90 feet, able to see and hear the bard, and able to pay attention to him. The bard must also be able to see the creature. The distraction of nearby combat or other dangers prevents the ability from working. For every three levels a bard attains beyond 1st, he can target one additional creature with a single use of this ability. 

To use the ability, a bard makes a Perform check. His check result is the DC for each affected creature’s Will save against the effect. If a creature’s saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours. If its saving throw fails, the creature sits quietly and listens to the song, taking no other actions, for as long as the bard continues to play and concentrate (up to a maximum of 1 round per bard level). While fascinated, a target takes a –4 penalty on skill checks made as reactions, such as Listen and Spot checks. Any potential threat requires the bard to make another Perform check and allows the creature a new saving throw against a DC equal to the new Perform check result.

Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a ranged weapon at the target, automatically breaks the effect. Fascinate is an enchantment (compulsion), mind-affecting ability.


Inspire Courage (Su): A bard with 3 or more ranks in a Perform skill can use song or poetics to inspire courage in his allies (including himself ), bolstering them against fear and improving their combat abilities. To be affected, an ally must be able to hear the bard sing. The effect lasts for as long as the ally hears the bard sing and for 10 rounds thereafter. An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 morale bonus on attack and weapon damage rolls


Inspire Competence (Su): A bard of 3rd level or higher with 6 or more ranks in a Perform skill can use his music or poetics to help an ally succeed at a task. The ally must be within 30 feet and able to see and hear the bard. The bard must also be able to see the ally.

The ally gets a +2 competence bonus on skill checks with a particular skill as long as he or she continues to hear the bard’s music. Certain uses of this ability are infeasible. The effect lasts as long as the bard concentrates, up to a maximum of 2 minutes. A bard can’t inspire competence in himself. Inspire competence is a mind-affecting ability.


Suggestion (Sp): A bard of 6th level or higher with 9 or more ranks in a Perform skill can make a suggestion (as the spell) to a creature that he has already fascinated (see above). Using this ability does not break the bard’s concentration on the fascinate effect, nor does it allow a second saving throw against the fascinate effect.

Making a suggestion doesn’t count against a bard’s daily limit on bardic music performances. A Will saving throw (DC 16) negates the effect. This ability affects only a single creature (but see mass suggestion, below). Suggestion is an enchantment (compulsion), mind-affecting, language dependent ability.


Possessions: Padded armor +2, masterwork whip-dagger*.


*See Appendix 2: New Rules Items.

Encounter 4: A Battle of Words





Fiendish Mimic: CR 5; Large Aberration (Extraplanar, Shapechanger); HD 7d8+21; hp 52; Init +1; Spd 10 ft.; AC 15 (-1 size, +1 Dex, +5 natural), touch 10, flat-footed 14; Base Atk +5; Grp +13; Atk +9 melee (1d8+4, slam); Full Atk +9/+9 melee (1d8+4, slam); Space/Reach 10 ft./10 ft.; SA Adhesive, crush, smite good; SQ DR 5/magic, darkvision 60 ft., immunity to acid, mimic shape, resistance to cold and fire 5, SR 12; AL NE; SV Fort +5, Ref +5, Will +6; Str 19, Dex 12, Con 17, Int 10, Wis 13, Cha 10.


Languages: Common.


Skills and Feats: Climb +9, Disguise +13, Listen +8, Spot +8; Alertness, Lightning Reflexes, Weapon Focus (slam).


Adhesive (Ex): A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it. An adhesive-covered mimic automatically grapples any creature it hits with its slam attack. Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-coated mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save. A successful DC 16 Strength check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally. A mimic can dissolve its adhesive at will, and the substance breaks down 5 rounds after the creature dies.


Crush (Ex): A mimic deals 1d8+4 points of damage with a successful grapple check.


Mimic Shape (Ex): A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 feet by 5 feet by 6 feet), such as a massive chest, a stout bed, or a wide door frame. The creature cannot substantially alter its size, though. A mimic’s body is hard and has a rough texture, no matter what appearance it might present. Anyone who examines the mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check. Of course, by this time it is generally far too late.

Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.

Skills: A mimic has a +8 racial bonus on Disguise checks.
Advanced (8HD) Necrosis Carnex: CR 5; Large Undead; HD 8; hp 52; Init +3; Spd 40 ft.; AC 23, touch 19, flat-footed 20; Base Atk +4; Grp +5; Atk +7 touch (1d8+2, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +5, Ref +6, Will +7; Str 20, Dex 16, Con —, Int 3, Wis 12, Cha 7.


Skills and Feats: Jump +6, Listen +6, Spot +6; Dodge, Great Fortitude, MobilityB, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Physical Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Herceptus the Undying: Swarm-shifter* human Mummy5/Sor5; CR 11; Medium Undead; HD 3d12+5d4; hp 37 Init +1; Spd 20 ft.; AC 18, touch 11, flat-footed 17; Base Atk +3; Grp +5; Atk +5 melee (1d4+3, slam); SA Mummy rot 1/day, spells; SQ DR 2/–, darkvision 60 ft., turn resistance +4, vulnerability to fire; AL NE; SV Fort +3, Ref +4, Will +10; Str 14, Dex 12, Con —, Int 12, Wis 13, Cha 21.


Skills and Feats: Bluff +13, Concentration +13, Craft (alchemy) +8, Hide +6, Knowledge (arcana) +10, Knowledge (religion) +5, Listen +7, Move Silently +7, Spellcraft +10, Spot +7; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/8/5; base DC = 15 + spell level, DC = 17 + spell level for necromancy): 0–acid splash, daze, detect magic, read magic, slash tongue*, touch of fatigue; 1st–cause fear, magic missile, ray of enfeeblement, shield; 2nd–command undead, summon undead II*.


Mummy Rot (Su): A mummy can infect a creature hit by its slam attack with mummy rot. Mummy rot is a supernatural disease—Fortitude save DC 16, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.


Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below. 


Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.

 
Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.


Possessions: arcane scroll of resist energy (CL9), arcane scroll of death armor (CL9)*, aroma of curdled death*, bracers of armor +2, elixir of hiding, robe of bones, necklace of fireballs (type III) (cold substituted), unguent of timelessness (applied).

Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 11; Tiny Undead (Swarm); HD 3d12+5d4; hp 37; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 20, touch 15, flat-footed 17; Base Atk +5; Grp —; Atk swarm (3d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 2/–, half damage from slashing and piercing attacks, hive mind, swarm form, turn resistance +4, vulnerability to fire; AL NE; SV Fort +3, Ref +6, Will +10; Str 6, Dex 16, Con —, Int 12, Wis 11, Cha 21.


Skills and Feats: Bluff +13, Concentration +13, Craft (alchemy) +8, Disguise +17, Hide +8, Knowledge (arcana) +10, Knowledge (religion) +5, Listen +7, Move Silently +9, Spellcraft +10, Spot +7; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 14, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 19, or be frightened for 1d4 rounds. The save DC is Charisma-based.


Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
Encounter 5: Fallen Goblins


Goblin Warrior Zombie: CR ½; Small Undead; HD 2d12+3; 16 hp; Init +0; Spd 30 ft.; AC 12, touch 11, flat-footed 12; Base Atk +1; Grp -2; Atk +3 melee (1d4+1, slam); SQ Single actions only, DR 5/slashing, darkvision 60 ft.; AL NE; SV For +0, Ref +0 Will +3; Str 13, Dex 11, Con —, Int —, Wis 10, Cha 1.


Skills and Feats: Toughness.


Single Actions Only (Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.
Encounter 6: The Survivor’s Cave






Snow Goblin Cavalry: male snow goblin War4; CR 2; Small Humanoid (Goblinoid); HD 4d8+4; hp 27; Init +4; Spd 30 ft., climb 20 ft.; AC 18, touch 15, flat-footed 14; Base Atk +4; Grp +2; Atk +8 melee (1d6+3/x3, masterwork lance) or +10 ranged (1d4+2/x3, masterwork composite (+2 Str) shortbow) or +8 melee (1d6+2/19-20x2, masterwork longsword); SQ Darkvision 60 ft.; AL LE; SV Fort +5, Ref +5, Will +1; Str 14, Dex 18, Con 12, Int 12, Wis 10, Cha 8.


Skills and Feats: Climb +10, Handle Animal +6, Hide +8, Intimidate +10, Jump +2, Listen +0, Move Silently +8, Ride +13, Spot +0; Mounted Archery, Mounted Combat.


Booming Voice (Ex): Snow goblins can be heard over great distances, and their powerful voices can be quite intimidating. Snow goblins gain a +4 racial bonus on Intimidate checks.


Skills: Snow goblins have a +4 racial bonus on Move Silently checks and a +8 racial bonus on Climb checks. They can always choose to take 10 on Climb checks, even if rushed or threatened.

Possessions: Masterwork studded leather armor, masterwork lance, masterwork longsword, masterwork (Str +2) composite shortbow, 20 arrows.

Advanced (3 HD) Fiendish Snow Spider: CR 1; Medium Magical Beast (Augmented Vermin, Extraplanar); HD 3d8+6; hp 24; Init +4; Spd 40 ft., climb 40 ft.; AC 15, touch 14, flat-footed 11; Base Atk +2; Grp +2; Atk +6 melee (1d8 plus poison, bite); SA Leap, poison, smite good; SQ Cold resistance 5, darkvision 60 ft., fire resistance 5, low-light vision, SR 8, tremorsense 60 ft.; SV Fort +4, Ref +4, Will +1; Str 11, Dex 18, Con 14, Int 3, Wis 10, Cha 2.


Skills and Feats: Climb +12, Hide +8, Jump +28, Spot +8; Improved Natural Attack (bite), Spring AttackB, Weapon FinesseB.


Leap (Ex): Snow spiders are known for darting up to bite their prey and instantly leaping back to avoid a return attack. They gain Spring Attack as a bonus feat. In addition, if a snow spider can jump on its prey (usually by making a Jump check as part of its movement), it can make a charge attack with a +4 attack bonus instead of the normal +2.


Poison (Ex): A snow spider has a poisonous bite. Unless a Fortitude save, DC 13, is made, a medium snow spider’s poison initially inflicts 1d4 Dexterity damage and paralysis as secondary damage. The save DC is Constitution-based.


Tremorsense (Ex): A snow spider can automatically sense the location of anything within 60 feet that is in contact with the ground (or ice or snow on top of the ground).


Skills: Snow spiders have a +4 racial bonus on Hide checks, a +20 racial bonus on Jump checks, a +8 racial bonus on Spot checks, and a +8 racial bonus on Climb checks. Snow spiders use their Dexterity modifier instead of their Strength modifier for Climb and Jump checks. Snow spiders can always choose to take 10 on Climb checks, even if rushed or threatened.


*In snowy or icy environments, a snow spider’s bonus on Hide checks improves to +8.


Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.
Grolm: male fiendish hobgoblin Ftr6/Exotic Weapon Master2*; CR 9; Medium Humanoid (augmented humanoid, goblinoid, extraplanar); HD 8d10+24; hp 76; Init +2; Spd 20 ft.; AC 20, touch 12, flat-footed 18; Base Atk +8; Grp +12; Atk +14 melee (2d4+9+2d4 fire in 5-ft. burst, Reflex save DC 15 for half, +1 adamantine explosive spiked chain*) or +11 ranged (1d10/19-20x2, masterwork heavy crossbow); Full Atk +14/+9 melee (2d4+9+2d4 fire in 5-ft. burst, Reflex save DC 15 for half, +1 adamantine explosive spiked chain*) or +11 ranged (1d10/19-20x2, masterwork heavy crossbow); SA Exotic reach, show off, smite good 1/day (+8 damage); SQ Darkvision 60 ft., DR 5/magic, cold and fire resistance 10, spell resistance 13; AL NE; SV Fort +11, Ref +4, Will +2; Str 18, Dex 14, Con 16, Int 13, Wis 10, Cha 10.


Skills and Feats: Climb +2, Craft (weaponsmithing) +6, Intimidate +11, Listen +4, Spot +4; Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Disarm, Improved Trip, Weapon Focus (spiked chain), Weapon Specialization (spike chain).


Languages: Common, Goblin, Infernal.


Exotic Weapon Stunt (Ex):


Exotic Reach: When wielding an exotic weapon with reach the character may make an attack of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).


Show Off: As a standard action, the character can display his mastery with an exotic weapon and confound his opponent. The character may make an Intimidate check against a single opponent within 30 feet that can see him, adding his base attack bonus to the result. If the result exceeds the opponent’s modified level check (see the skill description on page 76 of the Player’s Handbook), the opponent becomes shaken (-2 penalty on attack rolls, ability checks, and saving throws) for 1 round per class level of the exotic weapon master.


Possessions: Breastplate +1, +1 adamantine explosive spiked chain*, amulet of natural armor +2, masterwork heavy crossbow, 20 bolts.


*See Appendix 2: New Rules Items.

Encounter 7: The Shrine to the Mines





Black Piedra: female human Clr3/Sor4/True Necromancer3*; CR 10; Medium Human; HD 3d8+4d4+3d6+10; hp 52; Init +1; Spd 30 ft.; AC 12, touch 12, flat-footed 11; Base Atk +5; Grp +4; Atk +5 melee (1d4, dagger of venom); Full Atk +5 melee (1d4, dagger of venom); SA Spells, rebuke undead, create undead 1/day, necromantic prowess (+1 CL); SQ Aura of evil (moderate); AL NE; SV Fort +6, Ref +4, Will +13; Str 8, Dex 12, Con 12, Int 12, Wis 16, Cha 16.


Skills and Feats: Bluff +9, Concentration +14, Knowledge (arcane) +11, Knowledge (religion) +11, Knowledge (the planes) +5; Spellcraft +12; Fell Drain*, Greater Spell Focus (necromancy), Improved Familiar, Spell Focus (necromancy), Profane Lifeleech*, 


Languages: Common, Ancient Suloise.


Spells Prepared (Cleric) (5/4+1/3+1/2+1; base DC = 13 + spell level, except necromancy DC = 15 + spell level): 0— detect magic, detect poison, light x2, read magic; 1st—inflict light wounds, lesser confusion†, sanctuary, summon undead I*; 2nd—cure moderate wounds, stone bones*, touch of madness†; 3rd—animate dead†, contagion, fell drain sound burst.


†Domain spell. Deity Incabulous; Domains: Death – You may use a death touch once per day. Your death touch is a supernatural ability that produces a death effect. You must succeed on a melee touch attack against a living creature (using the rules for touch spells). When you touch, roll 1d6 per cleric level you possess. If the total at least equals the creature’s current hit points, it dies (no save); Madness – You subtract 1 from all Wisdom-based skill checks and all Will saves. However, once per day, you can see and act with the clarity of true madness: Add one-half you level to a single Wisdom-based skill check or Will save. You must choose to use this benefit before the check or save is rolled.

Spells Known (Sorcerer) (6/7/6/4; base DC = 13 + spell level): 0—arcane mark, daze, mage hand, mending, message, prestidigitation, ray of frost; 1st— chill touch, mage armor, magic missile, spirit worm*; 2nd—spectral hand, summon undead II*; 3rd—summon undead III*.

Rebuke Undead (Su): True necromancer class levels stack with levels of all other classes that grant the ability to rebuke undead for the purpose of determining the character’s effective cleric level for rebuking. See Turn or Rebuke Undead, page 159 of the Player’s Handbook. The bonus from her necromantic prowess ability, once it is gained, also applies.

Create Undead (Sp): On attaining 2nd level, a true necromancer can cast create undead once per day, as the spell of the same name. She can use this ability one additional time per day at 5th level and higher. She must still supply the requisite material components. The true necromancer’s caster level equals her character level plus the bonus from her necromantic prowess ability, once it is gaine.


Necromantic Prowess (Ex): At 3rd level, a true necromancer gains unsurpassed power over death. When she rebukes undead, casts a necromancy spell, or uses a spell-like ability that mimics a necromancy spell, her effective caster level increases. The bonus is +1 at 3rd level, +2 at 6th level, +3 at 9th level, and +4 at 12th level and higher.


Possessions: dagger of venom, unholy symbol of Incabulos, rod of undead mastery*, ring of protection +1, scroll of desecrate.

*See Appendix 2: New Rules Items.

Puss (worg): CR 2; Medium Magical Beast (familiar); HD 10; hp 26; Init +2; Spd 50 ft.; AC 16, touch 12, flat-footed 14; Base Atk +5; Grp +8; Atk +8 melee (1d6+4, bite); SA Deliver touch spells, trip; SQ Darkvision 60 ft., empathic link, grant alertness, improved evasion, low-light vision, scent, share spells, track; AL NE; SV Fort +6, Ref +6, Will +11; Str 17, Dex 15, Con 15, Int 7, Wis 14, Cha 10.


Skills and Feats: Bluff +6, Hide +4, Jump +11, Listen +6, Move Silently +6, Spellcraft +5, Spot +6; Alertness, Track.


Trip (Ex): A worg that hits with a bite attack can attempt to trip the opponent (+3 check modifier) 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 worg.


Skills: A worg has a +1 racial bonus on Listen, Move Silently, and Spot checks, and a +2 racial bonus on Hide checks. *A worg has a +4 racial bonus on Survival checks when tracking

by scent.
The Needles: male human (Suel) Clr3/Rog5; CR 8; HD 3d8+5d6+8 ;hp 45; Init +4; Spd 30ft.; AC 17, touch 14, flat-footed 17; Base Atk +5; Grp +7; Atk +11 melee (1d6+3/15-20x2, +1 adamantine keen rapier); SA Sneak attack +3d6; SQ Aura of evil (moderate), evasion, uncanny dodge; AL CE; SV Fort +5, Ref +9, Will +6; Str 14, Dex 17, Con 12, Int 12, Wis 14, Cha 10.


Skills and Feats: Bluff +9, Concentration +7, Escape Artist +10, Hide +15, Knowledge (arcane) +3, Knowledge (religion) +3, Listen +10, Move Silently +15, Perform (dance) +5, Search +6, Sleight of Hand +12, Spellcraft +3, Spot +10, Tumble, +15; Combat Reflexes, Dodge, Weapon Finesse, Weapon Focus (rapier).


Languages: Common, Ancient Suloise.


Spells Prepared (Cleric) (4/3+1/2+1; base DC = 12 + spell level): 0— detect magic, detect poison, light, read magic; 1st—cure light wounds, lesser confusion*, summon undead I; 2nd—cure moderate wounds, sound burst, touch of madness*.


*Domain spell. Deity Incabulous; Domains: Death – You may use a death touch once per day. Your death touch is a supernatural ability that produces a death effect. You must succeed on a melee touch attack against a living creature (using the rules for touch spells). When you touch, roll 1d6 per cleric level you possess. If the total at least equals the creature’s current hit points, it dies (no save); Madness – You subtract 1 from all Wisdom-based skill checks and all Will saves. However, once per day, you can see and act with the clarity of true madness: Add one-half your level to a single Wisdom-based skill check or Will save. You must choose to use this benefit before the check or save is rolled.

Possessions: +1 adamantine keen rapier, leather armor +1, belt of strength +4, dagger, unholy symbol of Incabulos.
Slaymate: CR 2; Small Undead; HD 4; hp 26; Init +1; Spd 20 ft.; AC 16, touch 12, flat-footed 15; Base Atk +2; Grp -1; Atk +4 melee (1d3+1 plus pale wasting, bite); SA Pale wasting disease; SQ Darkvision 60 ft., undead pale aura; AL LE; SV Fort +1, Ref +4, Will +5; Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15.


Skills and Feats: Hide +8, Listen +7, Move Silently +8, Spot +7; Alertness, Lightning Reflexes.


Languages: Flan.


Pale Aura (Su): A slaymate produces an invisible aura in a 10-foot-radius around itself. Any creature within the aura that uses a metamagic feat on a spell from the school of necromancy can prepare or use the spell as if it took up a spell slot one level lower than what the metamagic necromancy spell would normally require.


Pale Wasting (Su): Supernatural disease—bite, Fortitude save DC 14, incubation period 1 day; damage 1d6 Con and 1d6 Str. The save DC is Charisma-based.


Physical Description: This pale creature resembles a human child with slug-white skin. Its black eyes are too knowing for their size, and its too-wide mouth is home to rot and ruin.
APL 10

Encounter 1: The Fetid Lake

Half-Farspawn* Otyugh: CR 10; Huge Outsider (Augemented Aberration, Native); HD 14d8+84; hp 147; Init +0; Spd 20 ft.; AC 22 (-2 size, +14 natural), touch 8, flat-footed 22; Base Atk +10; Grp +24; Atk +15 melee (1d8+6, primary tentacle); Full Atk +15/+15 melee (1d8+6, primary tentacle) and +13/+13 melee (1d8+3, farspawn tentacle) and +12 melee (1d6+3, bite); in amorphous form +13/+13/+13/+13 melee (1d8+6, farspawn tentacle); Space/Reach 15 ft./15 ft. (20 ft. with primary tentacles); SA constrict 1d8+6, disease, improved grab, spell-like abilities, true strike 1/day; SQ change shape, blindsight 60 ft., DR 10/magic, darkvision 60 ft., immunity to poison, resistance to acid 10, resistance to electricity 10, scent, spell resistance 24; AL CE; SV Fort +10, Ref +6, Will +12; Str 23, Dex 10, Con 23, Int 5, Wis 16, Cha 8.


Skills and Feats: Concentration +14, Hide +9, Listen +22, Move Silently +6, Spot +22; Alertness, Fling Enemy*, Lightning Reflexes, Multiattack, Weapon Focus (tentacle).


Languages: Common.


*See Appendix 2: New Rules Items.

Change Shape (Su): As a standard action, a half-farspawn can take the form of a grotesque, tentacled mass. This ability functions as described for the change shape ability (see page 306 of the Monster Manual), except as follows: the creature’s movement modes do not change; the creature retains the tentacle attacks granted by this template and gains two additional tentacle attacks when making a full attack; the creature becomes amorphous; creatures native to the Material Plane take a -1 morale penalty on attack rolls against a half-farspawn in its amorphous form.

Constrict (Ex): An otyugh deals automatic tentacle damage with a successful grapple check.

Disease (Ex): Filth fever—bite, Fortitude DC 23, incubation period 1d3 days; damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, an otyugh must hit with a tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Spell-Like Abilities (Sp): 3/day—blink, blur, ethereal jaunt; 1/day—greater invisibility, stinking cloud (DC 12), telekinesis (DC 14), touch of idiocy. Caster level 14th. The save DC is Charisma-based.

True Strike (Su): Once per day, a half-farspawn creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.
Encounter 2: The Dark Tower


Advanced (12 HD) Necrosis Carnex: CR 5; Medium Undead; HD 12; hp 89; Init +2; Spd 40 ft.; AC 22, touch 16, flat-footed 19; Base Atk +6; Grp +15; Atk +10 touch (1d6+6, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +4, Ref +7, Will +9; Str 20, Dex 17, Con —, Int 3, Wis 12, Cha 7.


Skills and Feats: Jump +11, Listen +7, Spot +8; Dodge, Great Fortitude, MobilityB, Spring Attack, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Physical Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Bone Creature* Warrior: human (Flan) War1; CR ½; Medium Undead; HD 1d8; hp 8; Init +4; Spd 30 ft.; AC 20, touch 14, flat-footed 16; Base Atk +1; Grp +3; Atk +6 melee (1d6+2/18-20x2, masterwork rapier) or +3 melee (1d4+2, claw) or +6 ranged (1d8+2, masterwork composite (+2 Str) bow); Full Atk +6 melee (1d6+2/18-20x2, masterwork rapier) or +3/+3 melee (1d4+2, claws) or +6 ranged (1d8+2, masterwork composite (+2 Str) bow); SQ DR 5/bludgeoning, darkvision 60 ft.,  immune to cold; AL NE; SV Fort +2, Ref +4, Will +1; Str 15, Dex 18, Con —, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +5, Jump +5, Listen +2, Spot +2; Point Blank Shot, Precise Shot, Weapon FinesseB.


Languages: Flan.


Possessions: Masterwork chain shirt, masterwork rapier, masterwork composite (+2 Str) longbow, arrows (20).


*See Appendix 2: New Rules Items.

Bone Creature* Warrior Ballista Operator: human (Flan) War6; CR 3; Medium Undead; HD 6d8; hp 39; Init +4; Spd 30 ft.; AC 20, touch 14, flat-footed 16; Base Atk +6; Grp +8; Atk +11 melee (1d6+2/18-20x2, masterwork rapier) or +8 melee (1d4+2, claw) or +11 ranged (1d8+2, masterwork composite (+2 Str) bow); Full Atk +11/+6 melee (1d6+2/18-20x2, masterwork rapier) or +8/+8 melee (1d4+2, claws) or +11/+6 ranged (1d8+2, masterwork composite (+2 Str) bow); SQ DR 5/bludgeoning, darkvision 60 ft.,  immune to cold; AL NE; SV Fort +3, Ref +4, Will +1; Str 15, Dex 19, Con —, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +1, Jump +1, Listen +5, Profession (siege engineer) +5, Spot +5; Ballista Proficiency*, Coordinated Shot*, Point Blank Shot, Precise Shot, Weapon FinesseB.


Languages: Flan.


Possessions: Masterwork chain shirt, masterwork rapier, masterwork composite (+2 Str) longbow, arrows (20).


*See Appendix 2: New Rules Items.
Physarum: human (Suel) Ftr7/Blackguard3; CR 10; Medium Humanoid (human); HD 10d10+20; hp 84; Init +1; Spd 20 ft.; AC 21, touch 11, flat-footed 20; Base Atk +10; Grp +16; Atk +18 melee (2d4+12 plus curse, +1 cursespewing adamantine spiked chain); Full Atk +18/+13 melee (2d4+12 plus curse, +1 cursespewing adamantine spiked chain); SA Aura of despair, poison use, smite good 1/day, spells; SQ Aura of evil, command undead, dark blessing, detect good; AL CE; SV Fort +12, Ref +6, Will +8; Str 22, Dex 12, Con 15, Int 12, Wis 12, Cha 12.

Skills and Feats: Concentration +2, Handle Animal +10, Intimidate +14, Knowledge (religion) +6, Ride +16; Cleave, Exotic Weapon Proficiency (spiked chain), Improved Sunder, Iron Will, Mounted Combat, Power Attack, Ride-By Attack, Weapon Focus (spiked chain), Weapon Specialization (spiked chain).


Languages: Common, Ancient Suloise.


Spells Prepared (Blackguard) (2; base DC = 11 + spell level): 1st–corrupt weapon, golden barding.

Aura of Despair (Su): Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 10 feet of him to take a –2 penalty on all saving throws.

Aura of Evil (Ex): The power of a blackguard’s aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.

Command Undead (Su): When a blackguard reaches 3rd level, he gains the supernatural ability to command and rebuke undead. He commands undead as would a cleric of two levels lower.


Detect Good (Sp): At will, a blackguard can use detect good as a spell-like ability, duplicating the effect of the detect good spell.


Poison Use (Ex): Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.


Dark Blessing (Su): A blackguard applies his Charisma modifier (if positive) as a bonus on all saving throws.

Smite Good (Su): Once a day, a blackguard of 2nd level or higher may attempt to smite good with one normal melee attack.


He adds his Charisma modifier (if positive) to his attack roll and deals 1 extra point of damage per class level. If a blackguard accidentally smites a creature that is not good, the smite has no effect but it is still used up for that day.


At 5th level, and again at 10th level, a blackguard may smite good one additional time per day.

Possessions: +1 cursespewing adamantine spiked chain*, belt of giant strength +4, cloak of charisma +4, full plate +2, vest of resistance +1.

*See Appendix 2: New Rules Items.
Puffball, Physarum’s Dire Bat Mount: CR 2; Large Animal; HD 4d8+12; hp 30; Init +6; Spd 20 ft., fly 40 ft. (good); AC 24, touch 15, flat-footed 18; Base Atk +3; Grp +10; Atk +5 melee (1d8+4, bite); Space/Reach 10 ft./5 ft.; SQ Blindsense 40 ft.; SV Fort +7, Ref +10, Will +6; Str 17, Dex 22, Con 17, Int 2, Wis 14, Cha 6.

Skills and Feats: Hide +4, Listen +12*, Move Silently +11, Spot +8*; Alertness, Stealthy.

Blindsense (Ex): A dire bat uses echolocation to pinpoint creatures within 40 feet. Opponents still have total concealment against the bat unless it can actually see them.


Skills: Dire bats have a +4 racial bonus on Spot and Listen checks. These bonuses are lost if its blindsense is negated.

Trained: Puffball is a fully trained war mount.


Possessions: Exotic military saddle, harness and bridle.
Herceptus the Undying: Swarm-shifter* mummified* human Sor9; CR 13; Medium Undead; HD 9d4; hp 68 Init +1; Spd 20 ft.; AC 23, touch 11, flat-footed 22; Base Atk +4; Grp +10; Atk +10 melee (1d8+9 plus mummy rot, slam); Full Atk +10 melee (1d8+9 plus mummy rot, slam); SA Despair, mummy rot, spells; SQ DR 5/–, darkvision 60 ft., turn resistance +8, vulnerability to fire; AL NE; SV Fort +4, Ref +5, Will +9; Str 22, Dex 12, Con —, Int 12, Wis 15, Cha 24.


Skills and Feats: Bluff +12, Concentration +17, Craft (alchemy) +11, Hide +4, Knowledge (arcana) +12, Knowledge (religion) +5, Listen +4, Move Silently +4, Spellcraft +11, Spot +4; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/8/8/8/5; base DC = 17 + spell level, DC = 19 + spell level for necromancy): 0–acid splash, caltrops*, daze, detect magic, read magic, slash tongue*, sonic snap*, touch of fatigue; 1st–backbiter*, cause fear, magic missile, ray of enfeeblement, shield; 2nd–blindness/deafness, command undead, spectral hand, summon undead II*; 3rd–fly, ray of exhaustion, vampiric touch; 4th–animate dead, summon undead IV*.

Despair (Su): At the mere sight of a mummy, the viewer must succeed on a DC 21 Will save or be paralyzed with fear for 1d4 rounds. Whether or not the save is successful, that creature cannot be affected again by the same mummy’s despair ability for 24 hours. The save DC is Charisma-based.

Mummy Rot (Su): A mummy can infect a creature hit by its slam attack with mummy rot. Mummy rot is a supernatural disease—Fortitude save DC 21, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.


Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below. 


Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.

 
Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.


Possessions: arcane scroll of resist energy (CL11), arcane scroll of death armor (CL11)*, aroma of curdled death*, bracers of armor +2, cloak of turn resistance*, elixir of hiding, necklace of fireballs (type IV) (cold substituted), robe of bones, unguent of timelessness (applied).

Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 13; Tiny Undead (Swarm); HD 9d12 hp 68; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 25, touch 15, flat-footed 20; Base Atk +6; Grp —; Atk swarm (3d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 5/–, half damage from slashing and piercing attacks, hive mind, swarm form, turn resistance +4, vulnerability to fire; AL NE; SV Fort +4, Ref +7, Will +9; Str 14, Dex 16, Con —, Int 12, Wis 11, Cha 21.


Skills and Feats: Bluff +12, Concentration +17, Craft (alchemy) +11, Disguise +19, Hide +6, Knowledge (arcana) +12, Knowledge (religion) +5, Listen +4, Move Silently +6, Spellcraft +11, Spot +4; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.

Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 14, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 21, or be frightened for 1d4 rounds. The save DC is Charisma-based.


Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
Encounter 3: The Demesne of Disease





Envira: female human (Suel) Clr4/Rog3/Cancer Mage5*; CR 12; Medium Humanoid; HD 8d6+4d8+24; hp 81; Init +4; Spd 30 ft.; AC 18, touch 14, flat-footed 14; Base Atk +8; Grp +8; Atk +13 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +12 melee (special, touch); Full Atk +13/+8 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +12/+7 melee (special, touch);SA Contagion 5/day, poison 5/day, rebuke undead (7/day), spells, sneak attack +4d6; SQ Aura (moderate evil), blindsight 30 ft., cancerous companion, children of the night, disease host, evasion, tatterdemalion, trapfinding, trap sense, uncanny dodge, viral agent; AL CE; SV Fort +13, Ref +12, Will +9; Str 10, Dex 19, Con 14, Int 14, Wis 16, Cha 10.


Skills and Feats: Balance +6, Concentration +6, Craft (trapmaking) +7, Decipher Script +6, Disable Device +12, Heal +13, Hide +15, Jump +2, Knowledge (arcana) +5, Knowledge (nature) +8, Knowledge (religion) +5, Listen +15, Move Silently +15, Search +8, Sleight of Hand +15, Spellcraft +5, Spot +15, Tumble +16, Use Magic Device +6; Extra Turning, Great Fortitude, Poison Immunity (spider venom)*, Profane Lifeleech*, Toughness, Weapon Finesse.


Languages: Common, Flan, Ancient Suloise.


Spells Prepared (Cleric) (5/4/3; base DC 13 + spell level; caster level 4th) 0–cure minor wounds (x2), detect magic, resistance, slash tongue*; 1st–cure light wounds, doom†, entropic shield, nightshield*, shield of faith; 2nd–cure moderate wounds, dance of ruin*, death knell†, sap strength*.

†Domain spell. Domains: Death (You may use death touch once per day. If you touch your victim, roll 4d6. If this at least equals the victim's hit points, it dies); Pestilence (Immunity to the effects of all diseases, though you can still carry infectious diseases).

Disease Host (Ex): At 1st level, a cancer mage suffers no ill effects of diseases, except for purely cosmetic ones such as boils, pockmarks, watery eyes, blackened skin, hair loss, foul smell, and so on. The cancer mage becomes a carrier of every disease he encounters, though he remains immune to most of their effects.


However, the cancer mage takes 1d6 points of damage per caster level if someone casts a cure disease spell or effect on him (he can make a Fortitude save to try to resist the effect). Furthermore, if the cancer mage has a cancerous companion (see below), he loses all abilities gained from the companion for 1d10 days after being the subject of a cure disease spell.


Contagion (Sp): Beginning at 2nd level, the touch of a cancer mage carries a contagion spell once per day per class level. The DC for the target’s saving throw is 16.

Cancerous Companion (Ex): At 2nd level, a cancer grows within the cancer mage, forming a large tumor. This cancerous growth gains intelligence and a personality distinct from the cancer mage. The companion and the cancer mage can communicate telepathically. When needed, the cancerous companion uses the cancer mage’s scores for saves, ability scores other than Intelligence, and so forth. The cancerous companion gains abilities as the cancer mage gains levels.

Intelligence: 9


Abilities: Blindsight 30 ft.; Can use a spell or spell-like ability of the cancer mage on its own as a standard action once per day, requiring no action on the part of the cancer mage; grants evasion; grants uncanny dodge.

Tatterdemalion (Ex): Gathering scraps of clothing and old, discarded rags, a 3rd-level cancer mage is able to make such articles into light armor with a the following stats: armor bonus +4, maximum Dex bonus +5, armor check penalty –1, arcane spell failure 15%, speed 30 ft./20 ft., weight 20 lb. Only a 3rd-level or higher cancer mage can wear this armor and gain these benefits; other wearers treat it as padded armor. This armor is considered masterwork quality and can be fashioned into magic armor.


Poison (Sp): Once per day per class level beginning at 3rd level, the touch of a cancer mage carries a poison spell. The DC for the target’s saving throw is 17.

Children of the Night (Su): A 4th-level cancer mage commands the lesser creatures of the world and can call forth a swarm of 2d6 Small monstrous spiders or a pack of 4d8 dire rats or a swarm of 10d10 bats, once per day, as a standard action. These creatures arrive in 2d6 rounds and serve the cancer mage (understanding his mental commands) for up to 10 minutes per class level.


Viral Agent (Su): At 5th level, a cancer mage befriends a disease or virus that infests his body. He supernaturally enhances a disease, making it smarter by giving it a point of his own Intelligence. He establishes a telepathic link with the disease that functions at a range of one mile per class level of the cancer mage.


The cancer mage can then attempt to infect a target with his viral agent, using his contagion ability. If successful, the viral agent can tell the cancer mage telepathically what its host experiences. In all other respects, the viral agent is a normal disease; if the victim fights it off or a cure disease spell is used, the disease and the viral agent die. The cancer mage regains his Intelligence point 24 hours after the viral agent dies. The cancer mage can create as many viral agents as he is willing to devote Intelligence points toward.


Possessions: +1 adamantine rapier of wounding, gloves of dexterity +2, periapt of wisdom +2,

*See Appendix 2: New Rules Items.

Kelkal Nool: male human (Suel) Adp6/Fleshwarper7*/Thrall of Juiblex2*; CR 12; Medium Humanoid (human); HD 13d6+2d10+45; hp 111; Init +0; Spd 30 ft.; AC 15, touch 11, flat-footed 15; Base Atk +8; Grp +9; Atk +8 melee (1d6-1, masterwork sickle) or +7 melee (1d3-1 + 2d6 acid, corrosive touch); Full Atk +8/+3 melee (1d6-1, masterwork sickle) or +7/+2 melee (1d3-1 + 2d6 acid, corrosive touch); SA Corrosive touch (2d6) 3/day, sickening slime, spells; SQ Elder secret (secret of the gibbering mouther, secret of the umber hulk), aberrant quasit familiar, graft mastery (fiendish, illithid, yuan-ti), graft (bonemail)*, graft (poison fangs)*, rapid grafting, scry on familiar; AL CE; SV Fort +14, Ref +10, Will +17; Str 8, Dex 10, Con 16, Int 14, Wis 23, Cha 10.


Skills and Feats: Concentration +18, Escape Artist +9, Heal +16, Intimidate +4, Knowledge (arcana) +11, Knowledge (dungeoneering) +13, Knowledge (nature) +11, Knowledge (the planes) +13, Listen +12, Sense Motive +6, Spellcraft +13, Spot +12, Use Magic Device +6; Aberration Blood (flexible limbs)*, Graft Flesh (undead)*, Improved Familiar, Lightning Reflexes, Thrall to Demon*, Willing Deformity*, Deformity (obese)*.


Languages: Common, Abyssal, Ancient Suloise.


Spells Prepared (Adept) (3/5/5/3/1; base DC 16 + spell level, caster level 12th) 0–cure minor wounds, detect magic, touch of fatigue; 1st–burning hands, cause fear, cure light wounds, protection from good, seething eyebane*; 2nd–cure moderate wounds, mirror image, scorching ray (x2), see invisibility; 3rd–cure serious wounds, lightning bolt, touch of Juiblex*; 4th–stoneskin.

Aberrant Familiar (Su): Your familiar (if you have one) becomes tainted by your magic. The familiar’s type changes to aberration, it gains darkvision out to 60 feet, and its form becomes warped. Your aberrant familiar gains one of the abilities described below, as chosen by you. At every third level you gain above 1st, your aberrant familiar gains another ability from those described below. You can’t choose the same ability twice. If your familiar is killed and you obtain a new one, you can choose new aberrant abilities for your new familiar based on your current fleshwarper level. Your aberrant familiar grants you a +2 bonus on all saving throws against mind-affecting spells and abilities as long as the familiar is within arm’s reach. Your fleshwarper class levels stack with all other class levels used to determine the familiar’s other attributes (see page 53 of the Player’s Handbook).

Corrosive Touch (Ex): Three times per day, a thrall of Juiblex of 2nd level or higher can secrete a caustic slime on its hand that deals 2d6 points of damage. Once it is secreted, the thrall can make an attack to get the corrosive slime to damage a foe, dealing normal unarmed damage as well as the damage from the slime. Because of the corrosive slime, this attack is not considered unarmed and does not provoke attacks of opportunity.

Sickening Slime (Ex): A thrall of Juiblex can secrete a smelly slime that coats its body in a thin layer. Anyone within 5 feet must make a Fortitude saving throw, DC 15, or take a –1 circumstance penalty on attack rolls and skill checks, due to the outrageous odor of the slime layer. The save is Constitution-based.

Elder Secret (Su): Your continuous self-experimentation in grafting results in occasional improvements to your form.


Secret of the Gibbering Mouther: Your form becomes partially amorphous. You have a 25% chance to ignore the extra damage dealt by a critical hit or a sneak attack.


Secret of the Umber Hulk: You gain a +2 racial bonus to your natural armor.


Rapid Grafting (Ex): Starting at 6th level, you can create grafts with shocking speed. Creating a graft with Graft Flesh now requires only 1 hour for each 1,000 gp.


Undead Graft – Bonemail (Ex): Bonemail resembles armor crafted from interlocking bones and shards of bones, but is actually part of the grafted creature’s body. Bonemail grants a +2 natural armor bonus to the grafted creature’s AC.


Yuan-ti Graft – Poison Fangs (Ex): These long sharp fangs allow the grafted creature to deliver poison (Fort DC 17 negates) with its bite. Initial and secondary damage are the same (1d6 Con). If the grafted creature did not previously have a natural bite attack, it can bite only a grappled foe (delivering the poison with a successful grapple check to pin the creature) or a helpless opponent.


Possessions: Masterwork sickle, periapt of wisdom +4, undead graft (bonemail)*, yuan-ti graft (poison fangs)*, lesser silent metamagic rod*, ring of protection +1, salve of slipperiness (applied to body), cloak of resistance +1.

*See Appendix 2: New Rules Items.

Calomyxa: aberrant quasit familiar; CR 2; Tiny Aberration (Chaotic, Extraplanar, Evil, Augmented Outsider); HD 15; hp 55; Init +7; Spd 20 ft., fly 50 ft. (perfect); AC 29, touch 19, flat-footed 26; Base Atk +8; Grp -1; Atk +13 melee (1d3-1 plus poison, claw) or +13 melee (1, tentacle); Full Atk +13/+13 melee (1d3-1 plus poison, claw) and +7 melee (1d4-1, bite); SA Deliver touch spells, poison, spell-like abilities, tentacle; SQ Alternate form (toad), amorphous form, DR 5/cold iron or good, darkvision 60 ft., empathic link, fast healing 2, immunity to poison, improved evasion, resistance to fire 10, share spells, speak with amphibians, speak with master, spell resistance 18; AL CE; SV Fort +12, Ref +10, Will +11; Str 8, Dex 17, Con 10, Int 12, Wis 12, Cha 10.


Skills and Feats: Bluff +6, Diplomacy +2, Disguise +0, Hide +17, Intimidate +2, Listen +7, Move Silently +9, Search +7, Spellcraft +10, Spot +6; Improved Initiative, Weapon Finesse.


Languages: Common, Abyssal.


Alternate Form (Su): A quasit can assume other forms at will as a standard action. This ability functions as a polymorph spell cast on itself (caster level 12th), except that a quasit does not regain hit points for changing form, and any individual quasit can assume only one or two forms no larger than Medium. Common forms include bat, monstrous centipede, toad, and wolf. A quasit in alternate form loses its poison attack.

Amorphous Form (Ex): A familiar with this ability is immune to extra damage from critical hits and sneak attacks.


Poison (Ex): Injury, Fortitude DC 19, initial damage 1d4 Dex, secondary damage 2d4 Dex. The save DC is Constitution-based and includes a +2 racial bonus.

Scales (Ex): The familiar’s natural armor bonus improves by 4. The familiar gains a +2 bonus on Fortitude saves.


Spell-Like Abilities: At will—detect good, detect magic, and invisibility (self only); 1/day—cause fear (as the spell, except that its area is a 30-foot radius from the quasit, save DC 11). Caster level 6th. The save DCs are Charisma-based. Once per week a quasit can use commune to ask six questions. The ability otherwise works as the spell (caster level 12th).

Tentacle (Ex): The familiar gains a tentacle attack with a reach of 5 feet. The attack deals 1 point of damage (assuming Tiny size). It cannot combine this attack with its other natural attacks.
APL 12

Encounter 1: The Fetid Lake

Half-Farspawn* Otyugh: CR 12; Huge Outsider (Augemented Aberration, Native); HD 18d8+84; hp 189; Init +0; Spd 20 ft.; AC 22 (-2 size, +14 natural), touch 8, flat-footed 22; Base Atk +13; Grp +27; Atk +18 melee (1d8+6, primary tentacle); Full Atk +18/+18 melee (1d8+6, primary tentacle) and +16/+16 melee (1d8+3, farspawn tentacle) and +15 melee (1d6+3, bite); in amorphous form +16/+16/+16/+16 melee (1d8+6, farspawn tentacle); Space/Reach 15 ft./15 ft. (20 ft. with primary tentacles); SA constrict 1d8+6, disease, improved grab, spell-like abilities, true strike 1/day; SQ change shape, blindsight 60 ft., DR 10/magic, darkvision 60 ft., immunity to poison, resistance to acid 10, resistance to electricity 10, scent, spell resistance 25; AL CE; SV Fort +12, Ref +8, Will +14; Str 23, Dex 10, Con 23, Int 5, Wis 16, Cha 8.


Skills and Feats: Concentration +14, Hide +9, Listen +22, Move Silently +6, Spot +22; Alertness, Crush*, Fling Enemy*, Lightning Reflexes, Multiattack, Power Attack, Weapon Focus (tentacle).


Languages: Common.


*See Appendix 2: New Rules Items.

Change Shape (Su): As a standard action, a half-farspawn can take the form of a grotesque, tentacled mass. This ability functions as described for the change shape ability (see page 306 of the Monster Manual), except as follows: the creature’s movement modes do not change; the creature retains the tentacle attacks granted by this template and gains two additional tentacle attacks when making a full attack; the creature becomes amorphous; creatures native to the Material Plane take a -1 morale penalty on attack rolls against a half-farspawn in its amorphous form.

Constrict (Ex): An otyugh deals automatic tentacle damage with a successful grapple check.

Disease (Ex): Filth fever—bite, Fortitude DC 25, incubation period 1d3 days; damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, an otyugh must hit with a tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Spell-Like Abilities (Sp): 3/day—blink, blur, ethereal jaunt; 1/day—greater invisibility, scintillating pattern, stinking cloud (DC 12), summon monster IX‡, telekinesis (DC 14), touch of idiocy. Caster level 18th. The save DC is Charisma-based. ‡A half-farspawn can summon only pseudonatural animals or vermin with this ability. It can select from any celestial or fiendish animal or vermin that could be summoned by summon monster IX, but applies the pseudonatural template to the creature rather than the celestial or fiendish template. In this case, a pseudonatural roc, dire shark, gargantuan monstrous scorpion, or a colossal monstrous spider may be summoned.

True Strike (Su): Once per day, a half-farspawn creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.
Encounter 2: The Dark Tower

Advanced (12 HD) Necrosis Carnex: CR 5; Medium Undead; HD 12; hp 89; Init +2; Spd 40 ft.; AC 22, touch 16, flat-footed 19; Base Atk +6; Grp +15; Atk +10 touch (1d6+6, necrotic touch); SA malign aura, unholy burst; SQ Darkvision 60 ft., vulnerability to good; AL NE; SV Fort +4, Ref +7, Will +9; Str 20, Dex 17, Con —, Int 3, Wis 12, Cha 7.


Skills and Feats: Jump +11, Listen +7, Spot +8; Dodge, Great Fortitude, MobilityB, Spring Attack, Weapon Finesse.


Languages: Understand creator’s orders.


Malign Aura (Su): Living creatures take a -2 penalty on attack rolls and saving throws when they are within 30 feet of a necrosis carnex.


Necrotic Touch (Su): If a necrosis carnex hits a living creature with its touch attack, it deals damage equal to 1d6+1 per 2 HD of the necrosis carnex. Undead are instead healed by the same amount, gaining any hit points over their full normal total as temporary hit points that last for up to 10 minutes.


Unholy Burst (Ex): When destroyed, a necrosis carnex explodes in a 30-foot-radius spread that deals damage equal to 1d6+1 per 2 HD of the necrosis carnex to all living creatures in the area. Undead are instead healed by the same amount, gaining any hit points over their normal total as temporary hit points, as described above.


Vulnerability to Good (Ex): Necrosis carnexes take half again as much (+50%) damage as normal from good-aligned weapons and spells.


Physical Description: The creature before you is a horrid amalgam of rotting flesh bound to twisted limbs. It walks on all four of its awkward appendages, and great bands of black iron seem to hold the various pieces of putrid tissue together.

A necrosis carnex is a ghastly collection of corpse-flesh bound together into an engine of destruction. It is something like an undead flesh golem, but it retains a glimmer of intelligence and can follow simple orders. Necrosis carnexes serve undead armies as both shock troops and combat medics.
Bone Creature* Warrior: human (Flan) War2; CR 1; Medium Undead; HD 2d8; hp 13; Init +4; Spd 30 ft.; AC 20, touch 14, flat-footed 16; Base Atk +2; Grp +4; Atk +7 melee (1d6+2/18-20x2, masterwork rapier) or +4 melee (1d4+2, claw) or +7 ranged (1d8+2, masterwork composite (+2 Str) bow); Full Atk +7 melee (1d6+2/18-20x2, masterwork rapier) or +4/+4 melee (1d4+2, claws) or +7 ranged (1d8+2, masterwork composite (+2 Str) bow); SQ DR 5/bludgeoning, darkvision 60 ft.,  immune to cold; AL NE; SV Fort +3, Ref +4, Will +1; Str 15, Dex 18, Con —, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +5, Jump +6, Listen +2, Spot +3; Point Blank Shot, Precise Shot, Weapon FinesseB.


Languages: Flan.


Possessions: Masterwork chain shirt, masterwork rapier, masterwork composite (+2 Str) longbow, arrows (20).


*See Appendix 2: New Rules Items.

Bone Creature* Warrior Ballista Operator: human (Flan) War6; CR 3; Medium Undead; HD 6d8; hp 39; Init +4; Spd 30 ft.; AC 20, touch 14, flat-footed 16; Base Atk +6; Grp +8; Atk +11 melee (1d6+2/18-20x2, masterwork rapier) or +8 melee (1d4+2, claw) or +11 ranged (1d8+2, masterwork composite (+2 Str) bow); Full Atk +11/+6 melee (1d6+2/18-20x2, masterwork rapier) or +8/+8 melee (1d4+2, claws) or +11/+6 ranged (1d8+2, masterwork composite (+2 Str) bow); SQ DR 5/bludgeoning, darkvision 60 ft.,  immune to cold; AL NE; SV Fort +3, Ref +4, Will +1; Str 15, Dex 19, Con —, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +1, Jump +1, Listen +5, Profession (siege engineer) +5, Spot +5; Ballista Proficiency*, Coordinated Shot*, Point Blank Shot, Precise Shot, Weapon FinesseB.


Languages: Flan.


Possessions: Masterwork chain shirt, masterwork rapier, masterwork composite (+2 Str) longbow, arrows (20).


*See Appendix 2: New Rules Items.
Physarum: human (Suel) Ftr7/Blackguard5; CR 12; Medium Humanoid (human); HD 12d10+24; hp 100; Init +1; Spd 20 ft.; AC 21, touch 11, flat-footed 20; Base Atk +12; Grp +18; Atk +20 melee (2d4+12 plus curse, +1 cursespewing adamantine spiked chain); Full Atk +20/+15/+10 melee (2d4+12 plus curse, +1 cursespewing adamantine spiked chain); SA Aura of despair, poison use, smite good 2/day, sneak attack +1d6, spells; SQ Aura of evil, dark blessing, detect good, fiendish servant; AL CE; SV Fort +13, Ref +6, Will +8; Str 22, Dex 12, Con 15, Int 12, Wis 12, Cha 12.


Skills and Feats: Concentration +2, Handle Animal +12, Intimidate +16, Knowledge (religion) +8, Ride +18; Cleave, Exotic Weapon Proficiency (spiked chain), Improved Sunder, Iron Will, Mounted Combat, Power Attack, Ride-By Attack, Spirited Charge, Weapon Focus (spiked chain), Weapon Specialization (spiked chain).


Languages: Common, Ancient Suloise.


Spells Prepared (Blackguard) (2/1; base DC = 11 + spell level): 1st–corrupt weapon, golden barding; 2nd–cure moderate wounds.

Aura of Despair (Su): Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 10 feet of him to take a –2 penalty on all saving throws.

Aura of Evil (Ex): The power of a blackguard’s aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.


Detect Good (Sp): At will, a blackguard can use detect good as a spell-like ability, duplicating the effect of the detect good spell.


Poison Use (Ex): Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.


Dark Blessing (Su): A blackguard applies his Charisma modifier (if positive) as a bonus on all saving throws.

Smite Good (Su): Once a day, a blackguard of 2nd level or higher may attempt to smite good with one normal melee attack.


He adds his Charisma modifier (if positive) to his attack roll and deals 1 extra point of damage per class level. If a blackguard accidentally smites a creature that is not good, the smite has no effect but it is still used up for that day.


At 5th level, and again at 10th level, a blackguard may smite good one additional time per day.

Possessions: +1 cursespewing adamantine spiked chain*, belt of giant strength +4, cloak of charisma +4, full plate +2, vest of resistance +1.

*See Appendix 2: New Rules Items.
Puffball, Physarum’s Fiendish Dire Bat Mount/Servant: CR 3; Large Magical Beast; HD 6d8+18; hp 45; Init +6; Spd 20 ft., fly 40 ft. (good); AC 26, touch 15, flat-footed 20; Base Atk +4; Grp +12; Atk +7 melee (1d8+6, bite); Space/Reach 10 ft./5 ft.; SA Smite good; SQ Blindsense 40 ft., DR 5/magic, darkvision 60 ft., golden barding, resistance to cold and fire 5, SR 9; SV Fort +8, Ref +11, Will +7; Str 18, Dex 22, Con 17, Int 6, Wis 14, Cha 6.

Skills and Feats: Hide +4, Listen +12*, Move Silently +11, Spot +10*; Alertness, Stealthy.

Blindsense (Ex): A dire bat uses echolocation to pinpoint creatures within 40 feet. Opponents still have total concealment against the bat unless it can actually see them.

Smite Good (Su): Once per day the creature can make a normal melee attack to deal extra damage equal to its HD total (maximum of +20) against a good foe.

Empathic Link (Su): The blackguard has an empathic link with his servant out to a distance of up to 1 mile. The blackguard cannot see through the servant’s eyes, but they can communicate empathically. Because of the limited nature of the link, only general emotional content can be communicated.

Because of the empathic link between the servant and the blackguard, the blackguard has the same connection to a place or an item that the servant does.


Improved Evasion (Ex): If the servant is subjected to an attack that normally allows a Reflex saving throw for half damage, it takes no damage on a successful saving throw and only half damage on a failed saving throw. Improved evasion is an extraordinary ability.


Share Saving Throws: For each of its saving throws, the servant uses either its own base save bonus or the blackguard’s, whichever is higher. The servant applies its own ability modifiers to saves, and it doesn’t share any other bonuses on saves that the blackguard might have.


Share Spells: At the blackguard’s option, he may have any spell (but not any spell-like ability) he casts on himself also affect his servant. The servant must be within 5 feet at the time of casting to receive the benefit. If the spell has a duration other than instantaneous, it stops affecting the servant if it moves farther than 5 feet away and will not affect the servant again even if the servant returns to the blackguard before the duration expires. Additionally, the blackguard may cast a spell with a target of “You” on his servant (as a touch range spell) instead of on himself. A blackguard and his servant can share spells even if the spells normally do not affect creatures of the servant’s type (magical beast).


Skills: Dire bats have a +4 racial bonus on Spot and Listen checks. These bonuses are lost if its blindsense is negated.

Trained: Puffball is a fully trained war mount.


Possessions: Exotic military saddle, harness and bridle.
Herceptus the Undying: Swarm-shifter* mummified* human Sor11; CR 15; Medium Undead; HD 11d4; hp 82 Init +1; Spd 20 ft.; AC 23, touch 11, flat-footed 22; Base Atk +5; Grp +11; Atk +11 melee (1d8+9 plus mummy rot, slam); Full Atk +11 melee (1d8+9 plus mummy rot, slam); SA Despair, mummy rot, spells; SQ DR 5/–, darkvision 60 ft., turn resistance +8, vulnerability to fire; AL NE; SV Fort +4, Ref +5, Will +10; Str 22, Dex 12, Con —, Int 12, Wis 15, Cha 24.


Skills and Feats: Bluff +12, Concentration +17, Craft (alchemy) +11, Hide +5, Knowledge (arcana) +13, Knowledge (religion) +6, Listen +5 Move Silently +5, Spellcraft +12, Spot +5; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Languages: Draconic, Flan, Ancient Suloise.


Spells Known (Sorcerer) (6/8/8/8/7/5; base DC = 17 + spell level, DC = 19 + spell level for necromancy): 0–acid splash, caltrops*, daze, detect magic, read magic, resistance, slash tongue*, sonic snap*, touch of fatigue; 1st–backbiter*, cause fear, magic missile, ray of enfeeblement, shield; 2nd–blindness/deafness, command undead, glitterdust, spectral hand, summon undead II*; 3rd–fly, lightning bolt, ray of exhaustion, vampiric touch; 4th–animate dead, dimension door, summon undead IV*; 5th–magic jar, wrack*.

Despair (Su): At the mere sight of a mummy, the viewer must succeed on a DC 22 Will save or be paralyzed with fear for 1d4 rounds. Whether or not the save is successful, that creature cannot be affected again by the same mummy’s despair ability for 24 hours. The save DC is Charisma-based.

Mummy Rot (Su): A mummy can infect a creature hit by its slam attack with mummy rot. Mummy rot is a supernatural disease—Fortitude save DC 22, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.


Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below. 


Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.

 
Vulnerability to Fire (Ex): A mummy takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

*See Appendix 2: New Rules Items.


Possessions: arcane scroll of resist energy (CL11), arcane scroll of death armor (CL11)*, aroma of curdled death*, bracers of armor +2, cloak of turn resistance*, elixir of hiding, energy substitution (cold) metamagic rod*, necklace of fireballs (type IV) (cold substituted), robe of bones, unguent of timelessness (applied).

Swarm Form (Su): Herceptus is able to turn into a swarm of body parts with the statistics listed below. Changing shape to or from swarm form is a standard action that infuses Herceptus with negative energy and heals 4 hit points of damage. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be dispersed due to damage taken, the swarm reverts to base creature and is destroyed.


Although use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change into its normal shape in an antimagic field. True seeing and similar magic reveal both forms.


Parts Swarm Form: CR 15; Tiny Undead (Swarm); HD 11d12 hp 82; Init +3; Spd 20 ft., fly 20 ft. (poor); AC 25, touch 15, flat-footed 20; Base Atk +7; Grp —; Atk swarm (4d6); Space/Reach 10 ft./0 ft.; SA Distraction, fear, parts, swarm; SQ DR 5/–, half damage from slashing and piercing attacks, hive mind, swarm form, turn resistance +4, vulnerability to fire; AL NE; SV Fort +4, Ref +7, Will +9; Str 14, Dex 16, Con —, Int 12, Wis 11, Cha 21.


Skills and Feats: Bluff +12, Concentration +17, Craft (alchemy) +11, Disguise +19, Hide +7, Knowledge (arcana) +13, Knowledge (religion) +6, Listen +5, Move Silently +7, Spellcraft +12, Spot +5; Fell Weaken*, Greater Spell Focus (necromancy), Improved Turn Resistance*, Spell Focus (necromancy), Sudden Empower*.


Distraction (Ex): Any living creature vulnerable to a swarm’s damage that begins its turn with the swarm in its square is nauseated for 1 round; a Fortitude save, DC 15, negates the effect. Even with a successful save, spellcasting or concentrating on spells within the area of a swarm requires a Concentration check. Using skills requiring patience and concentration requires a DC 20 Concentration check. The save DC is Constitution-based.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save, DC 22, or be frightened for 1d4 rounds. The save DC is Charisma-based.


Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack (included in stat block).

Swarm (Ex): Swarms deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed. Swarm attacks are not subject to a miss chance for concealment or cover. Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attack.
Encounter 3: The Demesne of Disease





Envira: female human (Suel) Clr4/Rog3/Cancer Mage7*; CR 14; Medium Humanoid; HD 10d6+4d8+28; hp 93; Init +4; Spd 30 ft.; AC 22, touch 14, flat-footed 18; Base Atk +10; Grp +10; Atk +15 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +14 melee (special, touch); Full Atk +15/+10 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +14/+9 melee (special, touch); SA Contagion 7/day, poison 7/day, rebuke undead (7/day), spells, sneak attack +4d6; SQ Aura (moderate evil), blindsight 30 ft., cancerous companion, children of the night, disease host, evasion, tatterdemalion, trapfinding, trap sense, uncanny dodge, viral agent; AL CE; SV Fort +14, Ref +13, Will +11; Str 10, Dex 19, Con 14, Int 14, Wis 18, Cha 10.


Skills and Feats: Balance +6, Concentration +6, Craft (trapmaking) +10, Decipher Script +6, Disable Device +14, Heal +14, Hide +17, Jump +2, Knowledge (arcana) +5, Knowledge (nature) +9, Knowledge (religion) +5, Listen +18, Move Silently +17, Search +8, Sleight of Hand +16, Spellcraft +5, Spot +18, Tumble +19, Use Magic Device +6; Extra Turning, Great Fortitude, Poison Immunity (spider venom)*, Profane Lifeleech*, Toughness, Weapon Finesse.


Languages: Common, Flan, Ancient Suloise.


Spells Prepared (Cleric) (5/4/3; base DC 14 + spell level; caster level 4th) 0–cure minor wounds (x2), detect magic, resistance, slash tongue*; 1st–cure light wounds, doom†, entropic shield, nightshield*, shield of faith; 2nd–cure moderate wounds, dance of ruin*, death knell†, sap strength*.


†Domain spell. Domains: Death (You may use death touch once per day. If you touch your victim, roll 4d6. If this at least equals the victim's hit points, it dies); Pestilence (Immunity to the effects of all diseases, though you can still carry infectious diseases).

Disease Host (Ex): At 1st level, a cancer mage suffers no ill effects of diseases, except for purely cosmetic ones such as boils, pockmarks, watery eyes, blackened skin, hair loss, foul smell, and so on. The cancer mage becomes a carrier of every disease he encounters, though he remains immune to most of their effects.


However, the cancer mage takes 1d6 points of damage per caster level if someone casts a cure disease spell or effect on him (he can make a Fortitude save to try to resist the effect). Furthermore, if the cancer mage has a cancerous companion (see below), he loses all abilities gained from the companion for 1d10 days after being the subject of a cure disease spell.


Contagion (Sp): Beginning at 2nd level, the touch of a cancer mage carries a contagion spell once per day per class level. The DC for the target’s saving throw is 17.

Cancerous Companion (Ex): At 2nd level, a cancer grows within the cancer mage, forming a large tumor. This cancerous growth gains intelligence and a personality distinct from the cancer mage. The companion and the cancer mage can communicate telepathically. When needed, the cancerous companion uses the cancer mage’s scores for saves, ability scores other than Intelligence, and so forth. The cancerous companion gains abilities as the cancer mage gains levels.

Intelligence: 11


Abilities: Blindsight 30 ft.; Can use a spell or spell-like ability of the cancer mage on its own as a standard action three times per day, requiring no action on the part of the cancer mage; grants evasion; grants uncanny dodge; Mind-affecting spells and effects have a 50% chance of affecting the companion rather than the cancer mage; 

Infected Wound (Ex): Once per day per class level beginning at 6th level, a cancer mage can infect his foe with an infectious taint after making a successful melee attack. The foe takes 1 point of Constitution damage and must make a Fortitude save (DC 21) 1 hour later or take a further 1d6 points of Constitution damage.


Insect Plague (Sp): At 7th level, a cancer mage invokes insect plague once per day as a cleric of his class level.


Insect Armor (Su): By allowing insects and worms to crawl over his body, a 7th-level cancer mage gains a +4 natural armor bonus. The cancer mage cannot wear armor heavier than light armor and keep this benefit, however.

Tatterdemalion (Ex): Gathering scraps of clothing and old, discarded rags, a 3rd-level cancer mage is able to make such articles into light armor with a the following stats: armor bonus +4, maximum Dex bonus +5, armor check penalty –1, arcane spell failure 15%, speed 30 ft./20 ft., weight 20 lb. Only a 3rd-level or higher cancer mage can wear this armor and gain these benefits; other wearers treat it as padded armor. This armor is considered masterwork quality and can be fashioned into magic armor.


Poison (Sp): Once per day per class level beginning at 3rd level, the touch of a cancer mage carries a poison spell. The DC for the target’s saving throw is 18.

Children of the Night (Su): A 4th-level cancer mage commands the lesser creatures of the world and can call forth a swarm of 2d6 Small monstrous spiders or a pack of 4d8 dire rats or a swarm of 10d10 bats, once per day, as a standard action. These creatures arrive in 2d6 rounds and serve the cancer mage (understanding his mental commands) for up to 10 minutes per class level.


Viral Agent (Su): At 5th level, a cancer mage befriends a disease or virus that infests his body. He supernaturally enhances a disease, making it smarter by giving it a point of his own Intelligence. He establishes a telepathic link with the disease that functions at a range of one mile per class level of the cancer mage.


The cancer mage can then attempt to infect a target with his viral agent, using his contagion ability. If successful, the viral agent can tell the cancer mage telepathically what its host experiences. In all other respects, the viral agent is a normal disease; if the victim fights it off or a cure disease spell is used, the disease and the viral agent die. The cancer mage regains his Intelligence point 24 hours after the viral agent dies. The cancer mage can create as many viral agents as he is willing to devote Intelligence points toward.


Possessions: +1 adamantine rapier of wounding, dust of disappearance, gloves of dexterity +2, periapt of wisdom +4,

*See Appendix 2: New Rules Items.

Kelkal Nool: male human (Suel) Adp6/Fleshwarper8*/Thrall of Juiblex3*; CR 14; Medium Humanoid (human); HD 14d6+3d10+51; hp 127; Init +4; Spd 30 ft.; AC 15, touch 11, flat-footed 15; Base Atk +10; Grp +11; Atk +10 melee (1d6-1, masterwork sickle) or +9 melee (1d3-1 + 2d6 acid, corrosive touch); Full Atk +10/+5 melee (1d6-1, masterwork sickle) or +9/+4 melee (1d3-1 + 2d6 acid, corrosive touch); SA Corrosive touch (2d6) 3/day, sickening slime, spells, summon ooze; SQ Elder secret (secret of the choker, secret of the gibbering mouther, secret of the umber hulk), aberrant quasit familiar, graft mastery (fiendish, illithid, yuan-ti), graft (bonemail)*, graft (poison fangs)*, rapid grafting, scry on familiar; AL CE; SV Fort +15, Ref +11, Will +19; Str 8, Dex 10, Con 16, Int 14, Wis 26, Cha 10.


Skills and Feats: Concentration +20, Escape Artist +12, Heal +18, Intimidate +4, Knowledge (arcana) +12, Knowledge (dungeoneering) +14, Knowledge (nature) +12, Knowledge (the planes) +14, Listen +15, Sense Motive +8, Spellcraft +14, Spot +15, Use Magic Device +6; Aberration Blood (flexible limbs)*, Graft Flesh (undead)*, Improved Familiar, Lightning Reflexes, Thrall to Demon*, Willing Deformity*, Deformity (obese)*.


Languages: Common, Abyssal, Ancient Suloise.


Spells Prepared (Adept) (3/5/5/4/3; base DC 18 + spell level, caster level 13th) 0–cure minor wounds, detect magic, touch of fatigue; 1st–burning hands, cause fear, cure light wounds, protection from good, seething eyebane*; 2nd–cure moderate wounds, mirror image, scorching ray (x2), see invisibility; 3rd–cure serious wounds, lightning bolt (x2), touch of Juiblex*; 4th–cure critical wounds, stoneskin, wall of fire.

Aberrant Familiar (Su): Your familiar (if you have one) becomes tainted by your magic. The familiar’s type changes to aberration, it gains darkvision out to 60 feet, and its form becomes warped. Your aberrant familiar gains one of the abilities described below, as chosen by you. At every third level you gain above 1st, your aberrant familiar gains another ability from those described below. You can’t choose the same ability twice. If your familiar is killed and you obtain a new one, you can choose new aberrant abilities for your new familiar based on your current fleshwarper level. Your aberrant familiar grants you a +2 bonus on all saving throws against mind-affecting spells and abilities as long as the familiar is within arm’s reach. Your fleshwarper class levels stack with all other class levels used to determine the familiar’s other attributes (see page 53 of the Player’s Handbook).

Corrosive Touch (Ex): Three times per day, a thrall of Juiblex of 2nd level or higher can secrete a caustic slime on its hand that deals 2d6 points of damage. Once it is secreted, the thrall can make an attack to get the corrosive slime to damage a foe, dealing normal unarmed damage as well as the damage from the slime. Because of the corrosive slime, this attack is not considered unarmed and does not provoke attacks of opportunity.

Sickening Slime (Ex): A thrall of Juiblex can secrete a smelly slime that coats its body in a thin layer. Anyone within 5 feet must make a Fortitude saving throw, DC 16, or take a –1 circumstance penalty on attack rolls and skill checks, due to the outrageous odor of the slime layer. The save is Constitution-based.


Summon Ooze (Sp): At 3rd level, a thrall of Juiblex can summon a patch of green slime, a gray ooze, an ochre jelly, or a gelatinous cube as the summon monster spell with his thrall level as the caster level.


Elder Secret (Su): Your continuous self-experimentation in grafting results in occasional improvements to your form.


Secret of the Choker: You become preternaturally quick and alert to danger. You gain a +4 racial bonus on initiative checks and a +1 racial bonus on Reflex saving throws.


Secret of the Gibbering Mouther: Your form becomes partially amorphous. You have a 25% chance to ignore the extra damage dealt by a critical hit or a sneak attack.


Secret of the Umber Hulk: You gain a +2 racial bonus to your natural armor.


Rapid Grafting (Ex): Starting at 6th level, you can create grafts with shocking speed. Creating a graft with Graft Flesh now requires only 1 hour for each 1,000 gp.


Undead Graft – Bonemail (Ex): Bonemail resembles armor crafted from interlocking bones and shards of bones, but is actually part of the grafted creature’s body. Bonemail grants a +2 natural armor bonus to the grafted creature’s AC.


Yuan-ti Graft – Poison Fangs (Ex): These long sharp fangs allow the grafted creature to deliver poison (Fort DC 17 negates) with its bite. Initial and secondary damage are the same (1d6 Con). If the grafted creature did not previously have a natural bite attack, it can bite only a grappled foe (delivering the poison with a successful grapple check to pin the creature) or a helpless opponent.


Possessions: Masterwork sickle, periapt of wisdom +6, undead graft (bonemail)*, yuan-ti graft (poison fangs)*, lesser silent metamagic rod*, ring of protection +1, salve of slipperiness (applied to body), cloak of resistance +1, wand of magic missiles (5th).

*See Appendix 2: New Rules Items.

Calomyxa: aberrant quasit familiar; CR 2; Tiny Aberration (Chaotic, Extraplanar, Evil, Augmented Outsider); HD 17; hp 63; Init +7; Spd 20 ft., fly 50 ft. (perfect); AC 29, touch 19, flat-footed 26; Base Atk +10; Grp +1; Atk +15 melee (1d3-1 plus poison, claw) or +15 melee (1, tentacle); Full Atk +15/+15 melee (1d3-1 plus poison, claw) and +10 melee (1d4-1, bite); SA Deliver touch spells, poison, spell-like abilities, tentacle; SQ Alternate form (toad), amorphous form, DR 5/cold iron or good, darkvision 60 ft., empathic link, fast healing 2, immunity to poison, improved evasion, resistance to fire 10, share spells, speak with amphibians, speak with master, spell resistance 19; AL CE; SV Fort +13, Ref +10, Will +11; Str 8, Dex 17, Con 10, Int 12, Wis 12, Cha 10.


Skills and Feats: Bluff +6, Diplomacy +2, Disguise +0, Hide +17, Intimidate +2, Listen +7, Move Silently +9, Search +7, Spellcraft +10, Spot +6; Improved Initiative, Weapon Finesse.


Languages: Common, Abyssal.


Alternate Form (Su): A quasit can assume other forms at will as a standard action. This ability functions as a polymorph spell cast on itself (caster level 12th), except that a quasit does not regain hit points for changing form, and any individual quasit can assume only one or two forms no larger than Medium. Common forms include bat, monstrous centipede, toad, and wolf. A quasit in alternate form loses its poison attack.

Amorphous Form (Ex): A familiar with this ability is immune to extra damage from critical hits and sneak attacks.


Poison (Ex): Injury, Fortitude DC 20, initial damage 1d4 Dex, secondary damage 2d4 Dex. The save DC is Constitution-based and includes a +2 racial bonus.

Scales (Ex): The familiar’s natural armor bonus improves by 4. The familiar gains a +2 bonus on Fortitude saves.


Spell-Like Abilities: At will—detect good, detect magic, and invisibility (self only); 1/day—cause fear (as the spell, except that its area is a 30-foot radius from the quasit, save DC 18). Caster level 6th. The save DCs are Charisma-based. Once per week a quasit can use commune to ask six questions. The ability otherwise works as the spell (caster level 12th).

Tentacle (Ex): The familiar gains a tentacle attack with a reach of 5 feet. The attack deals 1 point of damage (assuming Tiny size). It cannot combine this attack with its other natural attacks.

APL 14
Encounter 3: The Demesne of Disease






Envira: female human (Suel) Clr4/Rog3/Cancer Mage9*; CR 16; Medium Humanoid; HD 12d6+4d8+32; hp 105; Init +6; Spd 30 ft.; AC 24, touch 16, flat-footed 18; Base Atk +11; Grp +11; Atk +18 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +17 melee (special, touch); Full Atk +18/+13/+8 melee (1d6+1/18-20x2 plus wounding, +1 adamantine rapier of wounding) or +17/+12/+7 melee (special, touch); SA Contagion 9/day, poison 9/day, rebuke undead (7/day), spells, sneak attack +5d6; SQ Aura (moderate evil), blindsight 30 ft., cancerous companion, children of the night, disease host, evasion, tatterdemalion, trapfinding, trap sense, uncanny dodge, viral ally, viral agent; AL CE; SV Fort +15, Ref +16, Will +12; Str 10, Dex 22, Con 14, Int 14, Wis 18, Cha 10.


Skills and Feats: Balance +8, Concentration +6, Craft (trapmaking) +12, Decipher Script +6, Disable Device +16, Heal +14, Hide +22, Jump +2, Knowledge (arcana) +5, Knowledge (nature) +10, Knowledge (religion) +5, Listen +20, Move Silently +20, Search +8, Sleight of Hand +20, Spellcraft +6, Spot +20, Tumble +22, Use Magic Device +6; Extra Turning, Great Fortitude, Poison Immunity (spider venom)*, Practiced Spellcaster (Cleric)*, Profane Lifeleech*, Toughness, Weapon Finesse.


Languages: Common, Flan, Ancient Suloise.


Spells Prepared (Cleric) (5/4/3; base DC 14 + spell level; caster level 8th) 0–cure minor wounds (x2), detect magic, resistance, slash tongue*; 1st–cure light wounds, doom†, entropic shield, nightshield*, shield of faith; 2nd–cure moderate wounds, dance of ruin*, death knell†, sap strength*.


†Domain spell. Domains: Death (You may use death touch once per day. If you touch your victim, roll 4d6. If this at least equals the victim's hit points, it dies); Pestilence (Immunity to the effects of all diseases, though you can still carry infectious diseases).

Disease Host (Ex): At 1st level, a cancer mage suffers no ill effects of diseases, except for purely cosmetic ones such as boils, pockmarks, watery eyes, blackened skin, hair loss, foul smell, and so on. The cancer mage becomes a carrier of every disease he encounters, though he remains immune to most of their effects.


However, the cancer mage takes 1d6 points of damage per caster level if someone casts a cure disease spell or effect on him (he can make a Fortitude save to try to resist the effect). Furthermore, if the cancer mage has a cancerous companion (see below), he loses all abilities gained from the companion for 1d10 days after being the subject of a cure disease spell.


Contagion (Sp): Beginning at 2nd level, the touch of a cancer mage carries a contagion spell once per day per class level. The DC for the target’s saving throw is 17.

Cancerous Companion (Ex): At 2nd level, a cancer grows within the cancer mage, forming a large tumor. This cancerous growth gains intelligence and a personality distinct from the cancer mage. The companion and the cancer mage can communicate telepathically. When needed, the cancerous companion uses the cancer mage’s scores for saves, ability scores other than Intelligence, and so forth. The cancerous companion gains abilities as the cancer mage gains levels.

Intelligence: 11


Abilities: Blindsight 30 ft.; Can use a spell or spell-like ability of the cancer mage on its own as a standard action three times per day, requiring no action on the part of the cancer mage; grants evasion; grants uncanny dodge; Mind-affecting spells and effects have a 50% chance of affecting the companion rather than the cancer mage; Can form a 1-ft. tendril of flesh capable of making touch attacks, including the cancer mage’s contagion and poison spell-like abilities.


Infected Wound (Ex): Once per day per class level beginning at 6th level, a cancer mage can infect his foe with an infectious taint after making a successful melee attack. The foe takes 1 point of Constitution damage and must make a Fortitude save (DC 23) 1 hour later or take a further 1d6 points of Constitution damage.


Insect Plague (Sp): At 7th level, a cancer mage invokes insect plague once per day as a cleric of his class level.


Insect Armor (Su): By allowing insects and worms to crawl over his body, a 7th-level cancer mage gains a +4 natural armor bonus. The cancer mage cannot wear armor heavier than light armor and keep this benefit, however.

Tatterdemalion (Ex): Gathering scraps of clothing and old, discarded rags, a 3rd-level cancer mage is able to make such articles into light armor with a the following stats: armor bonus +4, maximum Dex bonus +5, armor check penalty –1, arcane spell failure 15%, speed 30 ft./20 ft., weight 20 lb. Only a 3rd-level or higher cancer mage can wear this armor and gain these benefits; other wearers treat it as padded armor. This armor is considered masterwork quality and can be fashioned into magic armor.


Poison (Sp): Once per day per class level beginning at 3rd level, the touch of a cancer mage carries a poison spell. The DC for the target’s saving throw is 18.

Children of the Night (Su): A 4th-level cancer mage commands the lesser creatures of the world and can call forth a swarm of 2d6 Small monstrous spiders or a pack of 4d8 dire rats or a swarm of 10d10 bats, once per day, as a standard action. These creatures arrive in 2d6 rounds and serve the cancer mage (understanding his mental commands) for up to 10 minutes per class level.


Viral Agent (Su): At 5th level, a cancer mage befriends a disease or virus that infests his body. He supernaturally enhances a disease, making it smarter by giving it a point of his own Intelligence. He establishes a telepathic link with the disease that functions at a range of one mile per class level of the cancer mage.


The cancer mage can then attempt to infect a target with his viral agent, using his contagion ability. If successful, the viral agent can tell the cancer mage telepathically what its host experiences. In all other respects, the viral agent is a normal disease; if the victim fights it off or a cure disease spell is used, the disease and the viral agent die. The cancer mage regains his Intelligence point 24 hours after the viral agent dies. The cancer mage can create as many viral agents as he is willing to devote Intelligence points toward.

Viral Ally (Su): In a fashion similar to the viral agent ability, a cancer mage of 8th level or higher can create a viral ally by devoting 3 points of Intelligence to a disease or virus in his system. The cancer mage can then bestow his viral ally upon a humanoid victim using his contagion ability, and the viral ally can communicate telepathically with the cancer mage. The viral ally (and thus the cancer mage) controls its host as surely as with a dominate person spell, although the host gets no separate saving throw to avoid the dominate person effect. The viral ally is a normal disease, however, and the victim can fight it off with successful Fortitude saves or a cure disease spell, either of which kills the viral ally. The cancer mage regains his missing Intelligence points 24 hours later. A cancer mage can create as many viral allies as he is willing to devote Intelligence points toward.


Possessions: +1 adamantine rapier of wounding, dust of disappearance, gloves of dexterity +4, periapt of wisdom +4,

*See Appendix 2: New Rules Items.

Kelkal Nool: male aberration Adp6/Fleshwarper10*/Thrall of Juiblex3*; CR 14; Medium Aberration (augmented humanoid, human); HD 16d6+3d10+76; hp 160; Init +4; Spd 30 ft.; AC 16, touch 11, flat-footed 15; Base Atk +11; Grp +12; Atk +11 melee (1d6-1, masterwork sickle) or +10 melee (1d3-1 + 2d6 acid, corrosive touch); Full Atk +11/+6/+1 melee (1d6-1, masterwork sickle) or +10/+5/+0 melee (1d3-1 + 2d6 acid, corrosive touch); SA Corrosive touch (2d6) 3/day, sickening slime, spells, summon ooze; SQ Darkvision 60 ft., elder secret (secret of the choker, secret of the gibbering mouther, secret of the umber hulk), aberrant quasit familiar, graft mastery (aboleth, fiendish, illithid, yuan-ti), graft (bonemail)*, graft (fearsome eye)*, graft (poison fangs)*, rapid grafting, scry on familiar; AL CE; SV Fort +15, Ref +11, Will +19; Str 8, Dex 10, Con 18, Int 14, Wis 26, Cha 10.


Skills and Feats: Concentration +22, Escape Artist +13, Heal +18, Intimidate +4, Knowledge (arcana) +14, Knowledge (dungeoneering) +16, Knowledge (nature) +14, Knowledge (the planes) +15, Sense Motive +8, Spellcraft +16, Spot +15, Use Magic Device +7; Aberration Blood (flexible limbs)*, Graft Flesh (undead)*, Improved Familiar, Lightning Reflexes, Scavenging Gullet*, Thrall to Demon*, Willing Deformity*, Deformity (obese)*.


Languages: Common, Abyssal, Ancient Suloise.


Spells Prepared (Adept) (3/5/5/5/4; base DC 18 + spell level, caster level 15th) 0–cure minor wounds, detect magic, touch of fatigue; 1st–burning hands, cause fear, cure light wounds, protection from good, seething eyebane*; 2nd–cure moderate wounds, mirror image, scorching ray (x2), see invisibility; 3rd–cure serious wounds, lightning bolt (x2), touch of Juiblex* (x2); 4th–cure critical wounds (x2), stoneskin, wall of fire.

Aberrant Apotheosis (Su): At 10th level, you undergo a transformation into an aberration. Your type changes to aberration and you gain darkvision out to 60 feet. You also gain a +2 racial bonus to your Constitution score.

Aberrant Familiar (Su): Your familiar (if you have one) becomes tainted by your magic. The familiar’s type changes to aberration, it gains darkvision out to 60 feet, and its form becomes warped. Your aberrant familiar gains one of the abilities described below, as chosen by you. At every third level you gain above 1st, your aberrant familiar gains another ability from those described below. You can’t choose the same ability twice. If your familiar is killed and you obtain a new one, you can choose new aberrant abilities for your new familiar based on your current fleshwarper level. Your aberrant familiar grants you a +2 bonus on all saving throws against mind-affecting spells and abilities as long as the familiar is within arm’s reach. Your fleshwarper class levels stack with all other class levels used to determine the familiar’s other attributes (see page 53 of the Player’s Handbook).

Corrosive Touch (Ex): Three times per day, a thrall of Juiblex of 2nd level or higher can secrete a caustic slime on its hand that deals 2d6 points of damage. Once it is secreted, the thrall can make an attack to get the corrosive slime to damage a foe, dealing normal unarmed damage as well as the damage from the slime. Because of the corrosive slime, this attack is not considered unarmed and does not provoke attacks of opportunity.

Sickening Slime (Ex): A thrall of Juiblex can secrete a smelly slime that coats its body in a thin layer. Anyone within 5 feet must make a Fortitude saving throw, DC 17, or take a –1 circumstance penalty on attack rolls and skill checks, due to the outrageous odor of the slime layer. The save is Constitution-based.


Summon Ooze (Sp): At 3rd level, a thrall of Juiblex can summon a patch of green slime, a gray ooze, an ochre jelly, or a gelatinous cube as the summon monster spell with his thrall level as the caster level.


Elder Secret (Su): Your continuous self-experimentation in grafting results in occasional improvements to your form.


Secret of the Choker: You become preternaturally quick and alert to danger. You gain a +4 racial bonus on initiative checks and a +1 racial bonus on Reflex saving throws.


Secret of the Gibbering Mouther: Your form becomes partially amorphous. You have a 25% chance to ignore the extra damage dealt by a critical hit or a sneak attack.


Secret of the Umber Hulk: You gain a +2 racial bonus to your natural armor.


Rapid Grafting (Ex): Starting at 6th level, you can create grafts with shocking speed. Creating a graft with Graft Flesh now requires only 1 hour for each 1,000 gp.


Fiendish Graft – Fearsome Eye (Ex): This eye is bright red in color and has a black iris. The grafted creature gains the ability to continuously see invisibility as the spell from a 20th-level caster. In addition, the grafted creature gains a fear gaze attack. Anyone within 30 feet of the grafted creature that meets its eyes must make a Will saving throw (DC 14) or be paralyzed with fear for 1d4 rounds. The save DC against this effect reflects a +2 bonus because only one of the grafted creature’s eyes can make the attack. The grafted creature is immune to its own gaze attack.


Undead Graft – Bonemail (Ex): Bonemail resembles armor crafted from interlocking bones and shards of bones, but is actually part of the grafted creature’s body. Bonemail grants a +2 natural armor bonus to the grafted creature’s AC.


Yuan-ti Graft – Poison Fangs (Ex): These long sharp fangs allow the grafted creature to deliver poison (Fort DC 17 negates) with its bite. Initial and secondary damage are the same (1d6 Con). If the grafted creature did not previously have a natural bite attack, it can bite only a grappled foe (delivering the poison with a successful grapple check to pin the creature) or a helpless opponent.


Possessions: Masterwork sickle, periapt of wisdom +6, fiendish graft (fearsome eye)*, undead graft (bonemail)*, yuan-ti graft (poison fangs)*, acid substitution metamagic rod*, lesser silent metamagic rod*, ring of protection +2, salve of slipperiness (applied to body), cloak of resistance +1, wand of magic missiles (5th).

*See Appendix 2: New Rules Items.

Calomyxa: aberrant quasit familiar; CR 2; Tiny Aberration (Chaotic, Extraplanar, Evil, Augmented Outsider); HD 19; hp 80; Init +7; Spd 20 ft., fly 50 ft. (perfect); AC 30 touch 19, flat-footed 27; Base Atk +11; Grp +2; Atk +16 melee (1d3-1 plus poison, claw) or +16 melee (1, tentacle); Full Atk +16/+16 melee (1d3-1 plus poison, claw) and +11 melee (1d4-1, bite); SA Deliver touch spells, poison, spell-like abilities, tentacle; SQ Alternate form (toad), amorphous form, DR 5/cold iron or good, darkvision 60 ft., empathic link, fast healing 2, immunity to poison, improved evasion, resistance to fire 10, share spells, speak with amphibians, speak with master, spell resistance 21; AL CE; SV Fort +14, Ref +13, Will +12; Str 8, Dex 17, Con 10, Int 13, Wis 12, Cha 10.


Skills and Feats: Bluff +6, Diplomacy +2, Disguise +0, Hide +17, Intimidate +2, Listen +7, Move Silently +9, Search +7, Spellcraft +13, Spot +6; Improved Initiative, Weapon Finesse.


Languages: Common, Abyssal.


Alternate Form (Su): A quasit can assume other forms at will as a standard action. This ability functions as a polymorph spell cast on itself (caster level 12th), except that a quasit does not regain hit points for changing form, and any individual quasit can assume only one or two forms no larger than Medium. Common forms include bat, monstrous centipede, toad, and wolf. A quasit in alternate form loses its poison attack.

Amorphous Form (Ex): A familiar with this ability is immune to extra damage from critical hits and sneak attacks.


Poison (Ex): Injury, Fortitude DC 20, initial damage 1d4 Dex, secondary damage 2d4 Dex. The save DC is Constitution-based and includes a +2 racial bonus.

Scales (Ex): The familiar’s natural armor bonus improves by 4. The familiar gains a +2 bonus on Fortitude saves.


Wings (Ex): The familiar can fly at a speed of 40 feet with good maneuverability. (If the familiar already has a fly speed, use whichever speed is higher and whichever maneuverability is better.) The familiar gains a +2 bonus on Reflex saves.

Spell-Like Abilities: At will—detect good, detect magic, and invisibility (self only); 1/day—cause fear (as the spell, except that its area is a 30-foot radius from the quasit, save DC 19). Caster level 6th. The save DCs are Charisma-based. Once per week a quasit can use commune to ask six questions. The ability otherwise works as the spell (caster level 12th).

Tentacle (Ex): The familiar gains a tentacle attack with a reach of 5 feet. The attack deals 1 point of damage (assuming Tiny size). It cannot combine this attack with its other natural attacks.

Appendix 2: New Rules Items
Feats






Aberration Blood [Aberrant] (Lords of Darkness): One of your ancestors was an aberration and has passed the taint of its aberrant physiology down through the generations to you. This taint manifests physically in your appearance in some noticeable way.


Prerequisite: Humanoid.


Benefit: You gain a physical feature that grants you a racial bonus on one type of check; once you select the check to which this bonus applies (as well as the corresponding feature) you cannot change it later. The bonus must be chosen from the following list:

	Aberrant Feature
	Benefit

	Bulging eyes
	+2 bonus on Spot checks

	Flexible limbs
	+2 bonus on Grapple checks

	Segmented eyes
	+3 bonus on Search checks

	Slimy skin
	+4 bonus on Escape Artist checks

	Sticky fingers
	+3 bonus on Climb checks

	Tail
	+4 bonus on Balance checks

	Webbed hands
	+4 bonus on Swim checks



Special: You can select this feat more than once. Each time you select this feat, choose a different aberrant feature and gain the bonus associated with it.

Ballista Proficiency [General] (Heroes of Battle): You have trained in ballista operation.

Benefit: You do not take the normal -4 nonproficiency penalty when making an attack roll with a ballista.


Special: A fighter can select Ballista Proficiency as one of his fighter bonus feats.
Coordinated Shot [General] (Heroes of Battle): You are extraordinarily talented at making ranged attacks past your allies.


Prerequisite: Point Blank Shot, Precise Shot.


Benefit: When making a ranged attack against a foe who has cover due to the position of your ally or allies, your ranged attacks ignore the Armor Class bonus granted to the target because of that cover. Cover from other sources is unaffected.


Special: A fighter can select Coordinated Shot as one of his fighter bonus feats.
Crush [General] (Savage Species): Like a dragon, you can hurl your body onto opponents to deal tremendous damage.


Prerequisite: Huge size.


Benefit: As a standard action, you can jump or fall onto opponents, using your whole body to crush them. This attack is useful only against creatures at least three size categories smaller than yourself. The base damage for a crush attack depends on your size category, as given on the table below. Add 1 ½ times your Strength bonus to this base damage to determine the total damage for the attack.

A crush attack deals bludgeoning damage and affects as many creatures as can fit under your body. Each creature in the affected area must succeed on a Reflex save (DC 10 + your Str modifier + your size modifier for grapple attacks). On a failure, the opponent is pinned and automatically takes crush damage each round the pin is maintained.

	Size Category
	Crush Base Damage

	Huge
	2d8

	Gargantuan
	4d6

	Colossal
	4d8


Deformity (Obese) [Vile] (Book of Vile Darkness): Through intentional gorging and general gluttony, the character is obese. Grossly overweight, she is now at least triple the normal weight for creatures of her kind.

Prerequisite: Willing Deformity.

Benefit: The character gains a +2 deformity bonus to Constitution and a -2 deformity penalty to Dexterity. Furthermore, she gains a +2 circumstance bonus on Intimidate checks and saving throws against poison.


Special: A character with this feat may not take the Deformity (gaunt) feat.
Extra Music [Bardic Music] (Complete Adventurer): You can use your bardic music more often than you otherwise could.


Prerequisite: Bardic music.


Benefits: You can use your bardic music four extra times per day.


Normal: Bards without the Extra Music feat can use bardic music once per day per bard level.


Special: You can gain this feat multiple times. Its effects stack.
Fell Drain [Metamagic] (Libris Mortis): Living foes damaged by your spell also gain a negative level.


Benefit: You can alter a spell that deals damage to foes so that any living creature that is dealt damage also gains a negative level. If the subject has at least as many negative levels as Hit Dice, it dies. Assuming the subject survives, the negative level disappears (without requiring a Fortitude save) after a number of hours equal to your caster level (maximum 15). A fell draining spell uses up a spell slot two levels higher than the spell’s actual level.
Fell Weaken [Metamagic] (Libris Mortis): Living foes damaged by your spell are also weakened.


Benefit: You can alter a spell that deals damage to foes so that any living creature that is dealt damage also takes a -4 penalty to Strength for 1 minute. Strength penalties from multiple spells enhanced by the Fell Weakening feat do not stack. A fell weakening spell uses up a spell slot one level higher than the spell’s actual level.
Fling Enemy [General] (Savage Species): You can pick up an opponent and fling it.


Prerequisites: Strength 23, Huge size, improved grab.


Benefit: You can make a grapple check at a -20 penalty against an opponent at least two size categories smaller than you. If you succeed, on your next action you can use an attack action to fling the held opponent. The range increment for the thrown creature is 120 feet.

A creature may be thrown horizontally or vertically. If thrown vertically, it takes normal falling damage. If thrown horizontally, it takes damage as if it had fallen half the distance thrown (rounded down).

You may also fling the creature at another creature. To do so, make an attack roll at a -4 penalty, with appropriate range penalties, against the target creature. If you hit, both creatures take the amount of damage that the thrown creature would have taken otherwise, as given above.

Graft Flesh [Item Creation] (Fiend Folio, Libris Mortis, Lords of Madness): You can apply a certain type of graft to other living creatures or to yourself.


Prerequisite: Heal 10 ranks.


Benefit: Choose a type of graft: aboleth, illithid, or silthilar. You must be an aboleth to choose aboleth grafts. You must be an illithid to choose illithid grafts. There are no additional requirements for choosing silthilar grafts. Other races aside from these three can create grafts; see the Fiend Folio for beholder, fiendish, undead, and yuan-ti grafts.

You can create grafts of your chosen type and apply them to other creatures or to yourself. Creating a graft takes one day for each 1,000 gp in its price. To create a graft, you must spend 1/25 of the graft’s price in XP and use up raw materials costing half this price.

Improved Toughness [General] (Complete Warrior, Libris Mortis): You are significantly tougher than normal.


Prerequisite: Base Fortitude save bonus +2.


Benefit: You gain a number of hit points equal to your current Hit Dice. Each time you gain a HD (such as by gaining a level), you gain 1 additional hit point. If you lose a Hit Die (such as by losing a level), you lose 1 hit point permanently.


Special: A fighter may select Improved Toughness as one of his fighter bonus feats.

Improved Turn Resistance [Monstrous] (Libris Mortis): You have a better than normal chance to resist turning.


Prerequisite: Undead type.


Benefit: You are less easily affected by clerics or paladins than you normally would be (see Turn or Rebuke Undead, page 159 of the Player’s Handbook) When resolving a turn, rebuke, command or bolster attempt, add +4 to your character level (monster Hit Dice plus class levels) to determine you Hit Dice for turn, rebuke, command, and bolster attempts. For example, a 4 HD wight with this feat is treated as an 8 HD undead for the purpose of turn, rebuke, command, and bolster attempts, even though it is a 4 HD creature for any other purpose. A vampire that already has +4 turn resistance adds an additional +4 with this feat, for a total of +8.
Lingering Song [Bardic Music] (Complete Adventurer): Your inspirational bardic music stays with the listeners long after the last note has died away.


Prerequisite: Bardic music.


Benefit: If you use bardic music to inspire courage, inspire greatness, or inspire heroics, the effect lasts for a minute after an inspired ally stops hearing you play.


Normal: Inspire courage, inspire greatness, and inspire heroics last as long as an ally hears the bard sing plus an additional 5 rounds thereafter.
Monkey Grip [General] (Complete Warrior): You are able to use a larger weapon than other people your size.


Prerequisite: Base attack bonus +1.


Benefit: You can use melee weapons one size category larger than you are with a -2 penalty on the attack roll, but the amount of effort it takes you to use the weapon does not change. For instance, a Large longsword (a one-handed weapon for a Large creature) is considered a two-handed weapon for a Medium creature that does not have this feat. For a Medium creature that has this feat, it is still considered a one-handed weapon. You can wield a larger light weapon as a light weapon, or a larger two-handed weapon in two hands. You cannot wield a larger weapon in your off hand, and you cannot use this feat with a double weapon.


Normal: You can use a melee weapon one size category larger than you are with a -2 penalty on the attack roll, and the amount of effort it takes to use the weapon increases. A larger light weapon is considered a one-handed weapon, a larger one-handed weapon is considered a two-handed weapon, and you cannot use a larger two-handed weapon at all.
Poison Immunity [General] (Book of Vile Darkness): After prolonged exposure to a poison or toxin, the character has rendered himself immune to it.


Benefit: The character is immune to one specific poison, whether available as a blade poison, the venom of a specific creature, or one other toxin. The character also gains a +1 circumstance bonus on saving throws against other poisons.


Special: A character may take this feat multiple times, choosing a different poison each time. The +1 bonus against other poisons doesn’t stack with itself, because the circumstances of each poison immunity are essentially the same.

Practiced Spellcaster [General] (Complete Arcane): Choose a spellcasting class that you possess. Your spells cast from that class are more powerful.


Prerequisites: Spellcraft 4 ranks


Benefits: Your caster level for the chosen spellcasting class increases by 4. This benefit can’t increase your caster level to higher than your Hit Dice. However, even if you can’t gain from the full bonus immediately, if you later gain Hit Dice in levels of nonspellcasting classes, you might be able to apply the rest of the bonus.


For example, a human 5th-level sorcerer/3rd-level fighter who selects this feat would increase his sorcerer caster level from 5th to 8th (since he has 8 Hit Dice). If he later gained a fighter level he would gain the remainder of the bonus and his sorcerer caster level would become 9th (since he now has 9 Hit Dice).


A character with two or more spellcasting classes (such as a bard/sorcerer or a ranger/druid) must choose which class gains the feat’s effect.


This feat does not affect your spells per day or spells known. It increases your caster level only, which would help you penetrate spell resistance and increase the duration and other effects of your spells.


Special: You may select this feat multiple times. Each time you choose it, you must apply it to a different spellcasting class. For instance, a 4th-level cleric/5th-level wizard who had selected this feat twice would cast cleric spells as an 8th-level caster and wizard spells as a 9th-level caster.

Profane Lifeleech [Divine] (Libris Mortis): You can channel negative energy to draw the life force from nearby creatures.

Benefit: As a standard action, you can spend two of your rebuke attempts to deal 1d6 points of damage to all living creatures within a 30-foot burst. This effect can’t reduce any creature’s current hit points to less than 0. You are healed of an amount of damage equal to the total amount of hit points that you drain from affected creatures, but this healing does not allow you to exceed your full normal hit point total.


Special: This feat deals no damage to constructs or undead.

Scavenging Gullet [Aberrant] (Lords of Madness): The taint of the aberration in your blood has gifted you with the ability to gain nourishment from things that others would never consider as food.


Prerequisite: Aberration Blood.


Benefit: You gain nourishment from eating any organic material, despite its freshness or source.

You gain a +4 racial bonus on Fortitude saves to resist the effect of ingested poisons, as well as on Fortitude saves to resist diseases caused by ingested substances (such as spoiled food).
Sudden Empower [Metamagic] (Complete Arcane): You can cast a spell to greater effect without special preparation.


Prerequisite: Any metamagic feat.


Benefit: Once per day, you can apply the effect of the Empower Spell feat to any spell you cast without increasing the level of the spell or specially preparing it ahead of time. You can still use Empower Spell normally if you have it.

Swarmfighting [General] (Complete Warrior): You and allies with this feat can coordinate melee attacks against a single target and are adept at fighting side by side in close quarters.


Prerequisites: Small size, Dex 13, base attack bonus +1.


Benefit: You can occupy the same 5-foot square in combat with any other allied Small creature that also possesses the Swarmfighting feat at no penalty. When you engage a Medium or larger creature in melee, and at least one other ally with the Swarmfighting feat threatens the target, you gain a +1 morale bonus on the attack roll. This bonus increases by +1 for each additional ally beyond the first with the Swarmfighting feat that threatens the same target. The total morale bonus imparted to your attack roll cannot exceed your Dexterity bonus.

Thrall to Demon [Vile] (Book of Vile Darkness): The character formally supplicates himself to a demon prince. In return for his obedience, the character gains a small measure of power.


Benefit: Once per day, while performing an evil act, the character may call upon his demonic patron to add a +1 luck bonus on any one roll.


Special: Once a character takes this feat, he may not take it again; he may not be the thrall of more than one demon. Nor may he take the Disciple of Darkness feat.

Willing Deformity [Vile] (Book of Vile Darkness): Through scarification, self-mutilation, and supplication to dark powers, the character intentionally mars her own body.


Benefit: The character gains a +2 deformity bonus on Intimidate checks.

Items






Whip-dagger (Arms and Equipment Guide)
A character who takes the Exotic Weapon Proficiency (whip) feat is also proficient in the whip-dagger. Unlike standard whips, the whip-dagger’s ability to deal damage is unhindered by armor bonuses and natural armor bonuses. Although you keep it in hand, the whip-dagger is treated as a ranged weapon with maximum range of 15 feet and no range penalties.

Because the whip-dagger can wrap around an enemy’s leg or other limbs, you can make trip attacks with it. If you are tripped during your own trip attempt, you can drop the whip-dagger to avoid being tripped.


You get a +2 bonus on your opposed attack roll when attempting to disarm an opponent (including the roll to keep from being disarmed yourself if you fail to disarm your opponent).


A might whip-dagger is made with especially heavy material that allows a strong user to take advantage of an above-average Strength score. The mighty whip-dagger allows you to add your Strength bonus to damage, up to the maximum bonus indicated.

	Exotic Weapon – Ranged
	Cost
	Dmg (M)
	Crit
	Range
	Weight
	Type

	Whip-dagger
	25 gp
	1d6
	19-20/x2
	15 ft.
	3 lb
	S


Magic Items





Aroma of Curdled Death (Complete Arcane)

This dark, viscous fluid is usually stored in a small stoppered bottle and applied like a perfume. One round after exposure to air, it creates and invisible cloud of poison gas in a 10-foot radius that lasts for 1 minute. The creature wearing the aroma of curdled death is protected from the cloud’s effect, but all other exposed creatures with 3 Hit Dice or less die with no save. Creatures with 4 to 6 Hit Dice must succeed on a DC 17 Fortitude save each round they are exposed to the effect or die (taking 1d4 points of Constitution damage on a successful save), and creatures with 6 or more Hit Dice take 1d4 points of Constitution damage (Fortitude DC 17 half). The cloud moves as the creature does.


If the bottle is opened but the liquid within no immediately applied to a creature, the cloud of poison gas that forms spreads to fill only a 5-foot radius, centered on the opened bottle or the place the liquid was poured out. This cloud also lasts for 1 minute.


Moderate conjuration; CL 9th; Craft Wondrous Item, cloudkill, character must have 4 ranks in Craft (alchemy); Price 4,500 gp. 

Cloak of Turn Resistance (Libris Mortis)

This unholy item makes its wearer more difficult to turn by adding a +4 bonus on its turn resistance.


Moderate necromancy [evil]; CL 10th; Craft Wondrous Item, able to rebuke undead as a 10th-level cleric; Price: 11,000 gp.

Fiendish Graft – Fearsome Eye (Fiend Folio)

This eye is bright red in color and has a black iris. The grafted creature gains the ability to continuously see invisibility as the spell from a 20th-level caster. In addition, the grafted creature gains a fear gaze attack. Anyone within 30 feet of the grafted creature that meets its eyes must make a Will saving throw (DC 14) or be paralyzed with fear for 1d4 rounds. The save DC against this effect reflects a +2 bonus because only one of the grafted creature’s eyes can make the attack. The grafted creature is immune to its own gaze attack.


Graft Flesh, fear, see invisibility, creator must be a fiend; Price: 120,000 gp.
Rod, Metamagic, Substitution (Complete Arcane)

Four different types of the metamagic rod of substitution exist, each one keyed to a different type of energy (acid, cold, electricity, fire). The wielder can cast up to three spells per day as though using the appropriate Energy Substitution feat.


Strong (no school); CL 17th; Craft Rod, Energy Substitution for the appropriate energy type; Price: 10,500 gp.
Rod of Undead Mastery (Libris Mortis)

This metal rod is carved to resemble a stack of miniature skulls. Anyone who holds the rod can control twice as many undead than he normally could. For instance, normally a caster can’t control more HD of undead than four times his caster level, but while holding the rod of undead mastery, he can control eight times his caster level of undead.


Moderate necromancy; CL 10th; Craft Rod, desecrate; Price: 10,000 gp.

Undead Graft – Bonemail (Libris Mortis)

Bonemail resembles armor crafted from interlocking bones and shards of bone, but is actually part of the grafted creature’s body. Bonemail grants a +2 natural armor bonus to the grafted creature’s AC.


Graft Flesh, animate dead; Price: 16,000 gp.

Weapon Special Ability: Cursespewing (Book of Vile Darkness)

Every time this weapon deals damage, the target must succeed at a Will saving throw (DC 15) or be affected by a curse that confers a -4 morale penalty on attack rolls, saving throws, skill checks, and ability checks.


Faint necromancy; CL 5th; Craft Magic Arms and Armor, bestow curse; Price +1 bonus.

Weapon Special Ability: Explosive (Complete Warrior)

Always slightly warm to the touch, weapons with the explosive ability deal extra damage to anyone near the intended target. Each successful hit with an explosive weapon deals 2d4 points of damage to all targets in a 5-foot burst (Reflex DC 15 half), including the original target. The explosive ability can be applied to any melee weapon (though the wielder may be subject to the extra damage) or ranged weapon. Projectile weapons so enhanced bestow the explosive ability on their ammunition.

Moderate transmutation; CL 10th; Craft Magic Arms and Armor, shatter; Price +2 bonus (+3 bonus for ranged weapons).
Yuan-ti Graft – Poison Fangs (Fiend Folio)

These long sharp fangs allow the grafted creature to deliver poison (Fort DC 17 negates) with its bite. Initial and secondary damage are the same (1d6 Con). If the grafted creature did not previously have a natural bite attack, it can bite only a grappled foe (delivering the poison with a successful grapple check to pin the creature) or a helpless opponent.


Graft Flesh, creator must be a yuan-ti; Price: 12,000 gp.

Prestige Classes




Cancer Mage (Book of Vile Darkness)
Scurrying about in sewers, back alleys, and abandoned buildings, the cancer mage feeds upon the corpse of society. The cancer mage hides in the darkness where no one wants to look, digging through trash long forgotten. Cancer mages are some of the most disgusting individuals a character is ever likely to meet, for they revel in filth, disease, and decay. They usually have their own foul goals, sometimes venerating deities of disease or corruption and other times spreading disease for its own sake.

Cancer mages use their power to equip themselves with a deadly array of weapons, but these are not the weapons of a warrior. The cancer mage strikes from darkness. He makes quick, poisonous attacks and then retreats, allowing his contaminated wounds to fester and hopefully kill his victims slowly.

Rogues, rangers, druids, and clerics are most likely to become cancer mages. Rats, insects, worms, and diseases are the cancer mage’s allies. Cancer mages sometimes work in horrible, hidden societies of the disease-ridden underclass, such as beggars and thieves. Sometimes they enjoy the company of assassins or vermin lords. They hate good-aligned clerics and paladins—particularly paladins—with a burning passion. Occasionally, an intelligent monster such as a troglodyte or a medusa will become a cancer mage, but these creatures are ostracized even by their own kind. One might imagine, however, that an otyugh or vermin such as giant maggots and cockroaches would not mind the company of a cancer mage. The most obvious allies of the cancer mage are undead creatures.


Hit Die: d6.

Requirements
To qualify to become a cancer mage, a character must fulfill all the following criteria.


Alignment: Any evil.


Base Save Bonus: Fort +5.


Skills: Heal 3 ranks, Hide 6 ranks, Knowledge (nature) 2 ranks, Move Silently 6 ranks.


Feats: Great Fortitude, Poison Immunity, Toughness.


Special: The cancer mage must have fallen victim to the ravages of a disease and must have taken damage from a poison.
Class Skills
The cancer mage’s class skills (and the key ability for each skill) are Alchemy (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Knowledge (nature) (Int), Listen (Wis), Move Silently (Dex), Pick Pocket (Dex), Profession (Wis), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier.
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Class Features
All the following are class features of the cancer mage prestige class.


Weapon and Armor Proficiency: Cancer mages are proficient with all simple and martial weapons, with all types of armor, and with shields.
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Sneak Attack (Ex): This works the same as the rogue sneak attack ability. This extra damage increases by +1d6 points every four levels (+2d6 at 5th level and +3d6 at 9th level). If cancer mage gets a sneak attack bonus from another source (such as rogue levels), the bonuses to damage stack.


Disease Host (Ex): At 1st level, a cancer mage suffers no ill effects of diseases, except for purely cosmetic ones such as boils, pockmarks, watery eyes, blackened skin, hair loss, foul smell, and so on. The cancer mage becomes a carrier of every disease he encounters, though he remains immune to most of their effects.


However, the cancer mage takes 1d6 points of damage per caster level if someone casts a cure disease spell or effect on him (he can make a Fortitude save to try to resist the effect). Furthermore, if the cancer mage has a cancerous companion (see below), he loses all abilities gained from the companion for 1d10 days after being the subject of a cure disease spell.


Contagion (Sp): Beginning at 2nd level, the touch of a cancer mage carries a contagion spell once per day per class level. The DC for the target’s saving throw is 13 + the cancer mage’s Wisdom modifier.


Cancerous Companion (Ex): At 2nd level, a cancer grows within the cancer mage, forming a large tumor. This cancerous growth gains intelligence and a personality distinct from the cancer mage. The companion and the cancer mage can communicate telepathically. When needed, the cancerous companion uses the cancer mage’s scores for saves, ability scores other than Intelligence, and so forth. The cancerous companion gains abilities as the cancer mage gains levels.


Tatterdemalion (Ex): Gathering scraps of clothing and old, discarded rags, a 3rd-level cancer mage is able to make such articles into light armor with a the following stats: armor bonus +4, maximum Dex bonus +5, armor check penalty –1, arcane spell failure 15%, speed 30 ft./20 ft., weight 20 lb. Only a 3rd-level or higher cancer mage can wear this armor and gain these benefits; other wearers treat it as padded armor. This armor is considered masterwork quality and can be fashioned into magic armor.


Poison (Sp): Once per day per class level beginning at 3rd level, the touch of a cancer mage carries a poison spell. The DC for the target’s saving throw is 14 + the cancer mage’s Wisdom modifier.


Children of the Night (Su): A 4th-level cancer mage commands the lesser creatures of the world and can call forth a swarm of 2d6 Small monstrous spiders or a pack of 4d8 dire rats or a swarm of 10d10 bats, once per day, as a standard action. These creatures arrive in 2d6 rounds and serve the cancer mage (understanding his mental commands) for up to 10 minutes per class level.


Viral Agent (Su): At 5th level, a cancer mage befriends a disease or virus that infests his body. He supernaturally enhances a disease, making it smarter by giving it a point of his own Intelligence. He establishes a telepathic link with the disease that functions at a range of one mile per class level of the cancer mage.


The cancer mage can then attempt to infect a target with his viral agent, using his contagion ability. If successful, the viral agent can tell the cancer mage telepathically what its host experiences. In all other respects, the viral agent is a normal disease; if the victim fights it off or a cure disease spell is used, the disease and the viral agent die. The cancer mage regains his Intelligence point 24 hours after the viral agent dies. The cancer mage can create as many viral agents as he is willing to devote Intelligence points toward.


Infected Wound (Ex): Once per day per class level beginning at 6th level, a cancer mage can infect his foe with an infectious taint after making a successful melee attack. The foe takes 1 point of Constitution damage and must make a Fortitude save (DC 10 + cancer mage’s class level + cancer mage’s Wis modifier) 1 hour later or take a further 1d6 points of Constitution damage.


Insect Plague (Sp): At 7th level, a cancer mage invokes insect plague once per day as a cleric of his class level.


Insect Armor (Su): By allowing insects and worms to crawl over his body, a 7th-level cancer mage gains a +4 natural armor bonus. The cancer mage cannot wear armor heavier than light armor and keep this benefit, however.

Viral Ally (Su): In a fashion similar to the viral agent ability, a cancer mage of 8th level or higher can create a viral ally by devoting 3 points of Intelligence to a disease or virus in his system. The cancer mage can then bestow his viral ally upon a humanoid victim using his contagion ability, and the viral ally can communicate telepathically with the cancer mage. The viral ally (and thus the cancer mage) controls its host as surely as with a dominate person spell, although the host gets no separate saving throw to avoid the dominate person effect. The viral ally is a normal disease, however, and the victim can fight it off with successful Fortitude saves or a cure disease spell, either of which kills the viral ally. The cancer mage regains his missing Intelligence points 24 hours later. A cancer mage can create as many viral allies as he is willing to devote Intelligence points toward.


Disease Form (Su): At 10th level, a cancer mage gains the ability to transform into a disease once per day. (This ability also affects up to 100 pounds of gear the cancer mage is carrying, plus tatterdemalion armor, insect armor, and a cancerous companion.) As a disease, the cancer mage is intangible and invisible to standard methods of observation, even blindsight. Creatures with the scent ability note a foulness in the air. The cancer mage cannot move, except with the wind (if any), or within a host.


The cancer mage may adopt his disease form as a standard action, attempting to infect a living creature within 100 feet. A potential victim must succeed at a Fortitude save (DC 20) to avoid being infected with the cancer mage. Any creature that comes within 10 feet of a cancer mage in disease form is subject to the saving throw to resist infection as well. Once inside an infected host, the cancer mage deals 1d3 points of Constitution damage per day after a 24-hour incubation period. The victim has no way of knowing that the cancer mage is anything other than a normal illness.


The cancer mage travels with the victim, aware of whatever the victim is aware of. A number of times per day equal to the cancer mage’s Charisma bonus, the cancer mage can attempt to force the victim to take one round’s worth of actions of the cancer mage’s choosing; a successful Will save (DC 18 + cancer mage’s Wis modifier) allows the victim to resist this. While controlling his victim, the cancer mage has access to all skills, feats, spells, and special abilities of the host, plus any of his own that he can use in his disembodied state.


The cancer mage can leave his host at any time, allowing the victim to recover normally. The victim can also attempt to force the cancer mage out by making Fortitude saves as if the cancer mage were a normal disease. Heal checks help the victim as they would normally. A cure disease spell kills the cancer mage if he fails a Fortitude save (calculating the save DC as for spells of the same level). Even if the cancer mage succeeds at the saving throw, he is forced to reassume his material form adjacent to the victim.


A cancer mage can remain in disease form as long as he desires, or he can return to his natural form and be done with the disease form for that day. While in disease form, the cancer mage does not need to eat, sleep, or drink, and he does not age. A cancer mage could remain dormant in a room for a hundred years, then take his material form or infect a new victim.
Exotic Weapon Master (Complete Warrior)

Characters of any race or background can become exotic weapon masters; the only real requirement is commitment and perseverance. Nevertheless, most exotic weapon masters are human, because members of that race have the most exposure to new cultures and thus the most opportunity to take up exotic weapons.

NPC exotic weapon masters often open training arenas or schools for those interested in learning to fight with unusual weapons or tactics. They often take levels in other prestige classes and can be found as champions or leaders among bands of warriors.

Hit Die: d10.
Entry Requirements

To qualify to become an exotic weapon master, a character must fulfill all the following criteria.

Base Attack Bonus: +6.

Skills: Craft (weaponsmithing) 3 ranks.

Feats: Exotic Weapon Proficiency (any exotic weapon), Weapon Focus (any exotic weapon).

Special: Races that have familiarity with an exotic weapon (such as the dwarf’s familiarity with the dwarven waraxe and the dwarven urgosh) are considered to have the Exotic Weapon Proficiency feat for the purpose of meeting the requirements of this class.
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1st +0 +2 +2 +0 Sneak attack +1d6, disease 
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2nd +1 +3 +3 +0 Contagion , cancerous 
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3rd +2 +3 +3 +1 Tatterdemalion, poison

4th +3 +4 +4 +1 Children of the night

5th +3 +4 +4 +1 Sneak attack +2d6, viral agent

6th  +4 +5 +5 +2 Infected wound 

7th +5 +5 +5 +2 Insect plague, insect armor

8th +6 +6 +6 +2 Viral ally

9th +6 +6 +6 +3 Sneak attack +3d6 

10th  +7 +7 +7 +3 Disease form 

Table 5–1: The Cancer Mage


Class Skills

The exotic weapon master’s class skills (and the key ability for each skill) are Craft (Int), Intimidate (Cha), and Profession (Wis).
Skill Points at Each Level: 2 + Int Modifier.
Class Features

All of the following are class features of the exotic weapon master prestige class.


Weapon and Armor Proficiency: Exotic weapon masters gain no proficiency with any weapon or armor.


Exotic Weapon Stunt (Ex): At each level, an exotic weapon master learns a special trick that he can use with any exotic weapon for which he has the Weapon Focus feat. He must select the trick learned when he gains the level, and once selected, the choice cannot later be changed. He can’t select the same stunt more than once.


Close-Quarters Ranged Combat: A character who knows this stunt doesn’t provoke an attack of opportunity when using an exotic ranged weapon.


Double Weapon Defense: When wielding an exotic double weapon with both hands, the character gains a +1 shield bonus to AC.


Exotic Reach: When wielding an exotic weapon with reach, the character may make an attack of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).


Exotic Sunder: When wielding a one-handed or two-handed exotic weapon, the character deals an extra 1d6 points of damage on any successful sunder.


Flurry of Strikes: When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to use a full attack action to make a flurry of strikes. When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round and until the exotic weapon master’s next turn. The extra attack may be with either end of the double weapon.


Ranged Disarm: The character can make a disarm attempt even on a ranged attack. Such an attack provokes no attack of opportunity (except as normal for using a ranged weapon). For the purpose of this disarm attempt, treat the character’s ranged weapon as a light weapon. If the character fails this disarm attempt, the defender can’t attempt to disarm him.


Show Off: As a standard action, the character can display his mastery with an exotic weapon and confound his opponent. The character may make an Intimidate check against a single opponent within 30 feet that can see him, adding his base attack bonus to the result. If the result exceeds the opponent’s modified level check (see the skill description on page 76 of the Player’s Handbook), the opponent becomes shaken (-2 penalty on attack rolls, ability checks, and saving throws) for 1 round per class level of the exotic weapon master.


Stunning Blow: If the character has the Stunning Fist feat, he can utilize the feat while wielding an exotic melee weapon.


Throw Exotic Weapon: The character can throw an exotic weapon with no penalty on the attack roll, even if it isn’t designed to be thrown (such as an orc double axe or a spiked chain). When he throws a double weapon, only one end of the weapon (character’s choice) can strike the target. Exotic weapons thrown in this way have a range increment of 10 feet.


Twin Exotic Weapon Fighting: When wielding the same light exotic weapon in each hand, the character is treated as having the Two-Weapon Fighting feat. If he already has the feat, the penalties on attack rolls are lessened to –1 for both the primary hand and the off hand when fighting in this manner.


Trip Attack: The character can use a one-handed or two-handed exotic weapon to make a trip attack. If he is tripped during his own trip attempt, he can drop the weapon to avoid being tripped. If the exotic weapon already allows its wielder to make trip attacks, the character instead adds a +2 bonus on any trip attempt.


Uncanny Blow: When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to this Strength bonus x2 instead of his Strength bonus x1-1/2. If he has the Power Attack feat, he treats the weapon as two-handed for purposes of determining his bonus damage on rolls.

Fleshwarper (Lords of Madness)
The flesh is the key. It holds the secrets, the hidden words. It is the constant between man and beast and monster. It is a simple matter, once the way of the flesh is understood and embraced, to use it to your will. It should not be abhorred simply for its differences, because the eye can be retrained to find beauty in all things. For what is more beautiful than the primal flesh? It is simply the purest form of expression one can hope to achieve.

—Erkin Tiorki, fleshwarper
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2nd 6 Blindsight 30 feet.

3rd 7 Can use a spell or spell-like ability of the cancer mage on its own as a standard action once per day, requiring no 

action on the part of the cancer mage.

4th 8 Can warn the cancer mage of danger, granting him the evasion ability.

5th 9 Can warn the cancer mage of danger, granting him the uncanny dodge (Dex bonus to AC) ability.

6th 10 Mind-affecting spells and effects have a 50% chance of affecting the companion rather than the cancer mage.

7th 11 Can use a spell or spell-like ability of the cancer mage on its own as a standard action three times per day, 

requiring no action on the part of the cancer mage.

8th 12 Can warn the cancer mage of danger, granting him the uncanny dodge (can’t be flanked) ability.

9th 13 Can form a 1-ft. tendril of flesh capable of making touch attacks, including the cancer mage’s contagion  and 

poison  spell-like abilities.

10th 14 Blindsight 60 feet.

The fleshwarper is destined to walk a lonely path, for few have the stomach to accept what he considers enjoyable. To a fleshwarper, there is no greater canvas than flesh itself. To reshape, reform, and rebuild the flesh into a new form is a closer step to divinity. To a fleshwarper, there are no taboos, only possibilities.

Becoming A Fleshwarper

Most fleshwarpers are primarily wizards or sorcerers with a level of cleric (or, more rarely, druid); this cleric or druid level raises your maximum ranks in Heal to your character level + 3 even if you were forced to buy several of the required ranks as a cross-class skill. The adept NPC class from the Dungeon Master’s Guide has access to both Heal and Knowledge (arcana), as well as the summon familiar class feature, and thus can qualify for this class by 6th level without multiclassing.

Such dedication pays in the long run. The fleshwarper learns countless eldritch and disturbing secrets that most people can never even guess at. Intelligence is perhaps the most important of the class’s abilities, since many of the fleshwarper’s class skills are keyed to it. The ability keyed to the fleshwarper’s spellcasting is also important, as is Constitution, since he has fewer hit points than most other characters.

Entry Requirements

Alignment: Any nonlawful.

Skills: Heal 4 ranks, Knowledge (arcana) 8 ranks.

Feat: Graft Flesh.

Special: Summon familiar class feature.

Hit Dice: d6

Class Features

All of the following are class features of the fleshwarper prestige class.


Spellcasting: At each level above 1st, you gain new spells per day and an increase in caster level (and spells known, if applicable) as if you had also gained a level in a spellcasting class to which you belonged before adding the prestige class level. You do not, however, gain any other benefi t a character of that class would have gained. If you had more than one spellcasting class before becoming a fleshwarper, you must decide to which class to add each level for the purpose of determining spells per day, caster level, and spells known.


Aberrant Familiar (Su): Your familiar (if you have one) becomes tainted by your magic. The familiar’s type changes to aberration, it gains darkvision out to 60 feet, and its form becomes warped. Your aberrant familiar gains one of the abilities described below, as chosen by you. At every third level you gain above 1st, your aberrant familiar gains another ability from those described below. You can’t choose the same ability twice. If your familiar is killed and you obtain a new one, you can choose new aberrant abilities for your new familiar based on your current fleshwarper level.Your aberrant familiar grants you a +2 bonus on all saving throws against mind-affecting spells and abilities as long as the familiar is within arm’s reach. Your fleshwarper class levels stack with all other class levels used to determine the familiar’s other attributes (see page 53 of the Player’s Handbook).

The abilities your aberrant familiar can have are as follows:


Amorphous Form: A familiar with this ability is immune to extra damage from critical hits and sneak attacks.


Scales: The familiar’s natural armor bonus improves by 4. The familiar gains a +2 bonus on Fortitude saves.


Size Increase: The familiar’s size becomes larger by one category. Consult the Monster Manual for the effects of this size increase on the familiar’s ability scores and other statistics.


Tentacle: The familiar gains a tentacle attack with a reach of 5 feet. The attack deals 1 point of damage (assuming Tiny size). It cannot combine this attack with its other natural attacks.


Wings: The familiar can fly at a speed of 40 feet with good maneuverability. (If the familiar already has a fly speed, use whichever speed is higher and whichever maneuverability is better.) The familiar gains a +2 bonus on Reflex saves.


Graft Reserve (Ex): You receive a pool of points you can spend instead of experience points when creating a new graft with your Graft Flesh feat. Each time you gain a class level, you receive a new graft reserve; leftover points from the previous level do not carry over. If the points are not spent, they are lost. You can also use your graft reserve to supplement the XP cost of a graft you are creating, taking a portion of the cost from your graft reserve and a portion from your XP.


Elder Secret (Su): Your continuous self-experimentation in grafting results in occasional improvements to your form. At 2nd level and every three levels thereafter, you make a powerful discovery in your research and learn how to improve your body in a subtle, minor way. Choose one elder secret from those described below when you reach 2nd, 5th, and 8th level.


Secret of the Aboleth: You gain a swim speed equal to your base land speed. You also gain a +8 racial bonus on Swim checks, and can always choose to take 10 on a Swim check even when rushed or threatened.


Secret of the Beholder: Your eyes protrude grotesquely from your head and move independently of each other. You gain a +4 racial bonus on Search and Spot checks, and you can’t be flanked.


Secret of the Choker: You become preternaturally quick and alert to danger. You gain a +4 racial bonus on initiative checks and a +1 racial bonus on Reflex saving throws.


Secret of the Destrachan: You gain immunity to damage from sonic energy.


Secret of the Ettercap: You gain a climb speed equal to your base land speed and a +8 racial bonus on Climb checks, and you can always choose to take 10 on Climb checks even if rushed or threatened.


Secret of the Gibbering Mouther: Your form becomes partially amorphous. You have a 25% chance to ignore the extra damage dealt by a critical hit or a sneak attack.


Secret of the Mind Flayer: You gain a +4 racial bonus on saves against mind-affecting spells and abilities.


Secret of the Otyugh: You gain immunity to disease.


Secret of the Umber Hulk: You gain a +2 racial bonus to your natural armor.


Graft Mastery (Ex): You learn how to create and apply grafts normally not available to your race by studying forbidden tomes and consulting ancient nameless sources. When you first gain the Graft Flesh feat, you choose a specific type of graft to associate with the feat (most likely silthilar grafts, or beholder or undead grafts from the Fiend Folio or Libris Mortis). At 3rd level, you can select a new type of graft to add to the list. If you choose a graft type that normally requires the creator to be a member of that race (such as aboleth and illithid grafts, or fi endish or yuan-ti grafts from the Fiend Folio), you ignore that restriction completely. You can select a new graft type every time you gain an odd-numbered fleshwarper level higher than 3rd.


Rapid Grafting (Ex): Starting at 6th level, you can create grafts with shocking speed. Creating a graft with Graft Flesh now requires only 1 hour for each 1,000 gp.


Aberrant Apotheosis (Su): At 10th level, you undergo a transformation into an aberration. Your type changes to aberration, and you gain darkvision out to 60 feet. You also gain a +2 racial bonus to your Constitution score.
Thrall of Juiblex (Book of Vile Darkness)

The thrall of Juiblex is as disgusting an individual as one may ever encounter. Oozing a horrible slime and surrounded by a nauseating stench, these thralls have no place in normal society, although the more powerful ones can disguise their form to slip among civilized people.

Fighters and barbarians sometimes become thralls of Juiblex, and clerics who favor the demon prince also take the prestige class.

A thrall of Juiblex usually operates alone, for no one can stand to be near it except for undead, oozes, and possibly cancer mages.


Hit Die: d10.

Requirements

To qualify to become a thrall of Juiblex, a character must fulfill all the following criteria.


Alignment: Any evil.


Base Save Bonus: Fort +6.


Skills: Escape Artist 5 ranks.


Feats: Thrall to Demon, Willing Deformity.


Special: Must have been polymorphed or experienced some sort of shapechanging experience.


Special: The thrall of Juiblex is initiated in a horrific rite that involves the sacrifice of an intelligent being. At least three oozes, slimes, or puddings must be present for the ritual. The victim of the sacrificial ritual must be dissolved in acid.

Class Skills

The thrall of Juiblex’s class skills (and the key ability for each skill) are Climb (Str), Disguise (Cha), Escape Artist (Dex), Intimidate (Cha), Jump (Str), Knowledge (religion) (Int), Listen (Wis), Move Silently (Dex), and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.
Class Features

All the following are class features of the thrall of Juiblex prestige class.


Weapon and Armor Proficiency: A thrall of Juiblex is proficient with all simple and martial weapons, with all types of armor, and with shields.


Sickening Slime (Ex): A thrall of Juiblex can secrete a smelly slime that coats its body in a thin layer. Anyone within 5 feet must make a Fortitude saving throw (DC 10 + the thrall’s class level + Constitution bonus) or take a –1 circumstance penalty on attack rolls and skill checks, due to the outrageous odor of the slime layer.


Corrosive Touch (Ex): Three times per day, a thrall of Juiblex of 2nd level or higher can secrete a caustic slime on its hand that deals 2d6 points of damage. Once it is secreted, the thrall can make an attack to get the corrosive slime to damage a foe, dealing normal unarmed damage as well as the damage from the slime. Because of the corrosive slime, this attack is not considered unarmed and does not provoke attacks of opportunity.


Summon Ooze (Sp): At 3rd level, a thrall of Juiblex can summon a patch of green slime, a gray ooze, an ochre jelly, or a gelatinous cube as the summon monster spell with his thrall level as the caster level.


Contagion (Su): Once per day, a thrall of Juiblex can spread a disease, as the contagion spell (caster level 10th).
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Alter Self (Su): At 4th level, a thrall of Juiblex’s form becomes somewhat transitory and amorphous. It can change its appearance and form at will, as the alter self spell cast by a 4th-level caster.


Summon Demon (Sp): A 5th-level thrall of Juiblex can summon a demon of 5 HD or less once per day. This functions as a summon monster spell cast by a 15th-level caster. A 9th-level thrall of Juiblex can summon a demon of 10 HD or less once per day.


Corrosive Spew (Ex): At 6th level, a thrall of Juiblex can spit a gout of caustic goo in a line 5 feet wide and 30 feet long once per day. The corrosive spew deals 8d6 points of acid damage to anyone in its path, with a Reflex saving throw (DC 10 + thrall’s class level + thrall’s Con bonus) for half damage.


Summon Pudding (Sp): At 7th level, a thrall of Juiblex can summon a black pudding as if it had cast a summon monster spell with its thrall level as the caster level.


Polymorph (Su): An 8th-level thrall of Juiblex’s form is more amorphous than ever. It can change its appearance and form at will, as the polymorph spell cast by an 8th-level caster.


No Discernible Anatomy (Ex): At 10th level, a thrall of Juiblex’s form is so amorphous that it no longer need worry about being affected by critical hits, sneak attacks, damage from poison, paralysis, or stunning. However, potions no longer affect the thrall either.

True Necromancer (Libris Mortis)

Power corrupts. Power over life and death corrupts absolutely. The power to raise an undying servant from the husk of the formery living is darkly tempting – and certainly evil. Those who seek such unyielding obedience from the dead willingly tread the path of necromancy.


Characters who wish to become true necromancers must take levels in both arcane and diving spellcasting classes, usually cleric and wizard or cleric and sorcerer. Only then do they begin their sinister schooling, learning how to combine the foulest aspects of both disciplines into a single, necromantic whole.


NPC true necromancers are usually found singly – living in an abandoned graveyard, hidden in the depths of a centuries-old catacomb, or lurking in an unhallowed mausoleum. Occasionally, true necromancers gather into small societies or evil associations, but eventually most such groups are stamped out. At least, so hope those concerned with the triumph of good over evil in the world.


Hit Die: d6.

Requirements

To qualify to become a true necromancer a character must fulfill all the following criteria.


Alignment: Any nongood.


Skills: Knowledge (arcane) 8 ranks, Knowledge (religion) 8 ranks.


Feats: Spell Focus (necromancy).

Spells: Able to cast summon undead II as a divine spell and command undead as an arcane spell.

Special: Able to rebuke undead.

Special: Access to the Death domain
Class Skills

The true necromancer’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Heal (Wis), Knowledge (arcane) (Int), Knowledge (religion) (Int), Profession (Wis), Search (Int), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.
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Table 5–14: The Thrall of Juiblex


Class Features

All the following are class features of the true necromancer prestige class.


Weapon and Armor Proficiency: A true necromancer gains no proficiency with any weapons, armor, or shields.

Spells per Day/Spells Known: A true necromancer gains new spells per day (and spells known, if applicable) as if she had also gained a level in either an arcane spellcasting class she belonged to before adding the prestige class, a divine spellcasting class she belonged to before adding the prestige class, or both, according to the accompanying table. She does not, however, gain any other benefit a character of that class would have gained (metamagic or item creation feats and so on; but see Improved Rebuking and Necromantic Prowess, below). If she had more than one arcane or divine spellcasting class before becoming a true necromancy, she must decide to which class she adds the new level for purposes of determining spells per day and spells known.

Rebuke Undead (Su): True necromancer class levels stack with levels of all other classes that grant the ability to rebuke undead for the purpose of determining the character’s effective cleric level for rebuking. See Turn or Rebuke Undead, page 159 of the Player’s Handbook. The bonus from her necromantic prowess ability, once it is gained, also applies.

Create Undead (Sp): On attaining 2nd level, a true necromancer can cast create undead once per day, as the spell of the same name. She can use this ability one additional time per day at 5th level and higher. She must still supply the requisite material components. The true necromancer’s caster level equals her character level plus the bonus from her necromantic prowess ability, once it is gaine.

Necromantic Prowess (Ex): At 3rd level, a true necromancer gains unsurpassed power over death. When she rebukes undead, casts a necromancy spell, or uses a spell-like ability that mimics a necromancy spell, her effective caster level increases. The bonus is +1 at 3rd level, +2 at 6th level, +3 at 9th level, and +4 at 12th level and higher.


Zone of Desecration (Su): At 4th level, a true necromancer begins to exert her authority over undead. This aura is identical to the effects of the desecrate spell (see page 218 of the Player’s Handbook) except that it affects only allied undead.


Major Desecration (Su): At 7th level, a true necromancer extends her authority over undead. The supernatural aura of negative energy surrounding her (see Zone of Desecration above) now extends to a radius of 10 feet per true necromancer class level.


Create Greater Undead (Sp): On reaching 8th level, a true necromancer can cast create greater undead (see page 215 of the Player’s Handbook) once per day, as the spell. She can use this ability one additional time per day at 11th level and higher. She must still supply the requisite material component. The true necromancer’s caster level equals her character level plus the bonus from her necromantic prowess ability.


Horrid Wilting (Sp): At 10th level and higher, a true necromancer can use horrid wilting once per day, with a caster level equal to her character level plus her bonus from the necromantic prowess ability.


Energy Drain (Sp): At 13th level and higher, a true necromancer can use energy drain once per day, with a caster level equal to her character level plus her bonus from the necromantic prowess ability.


Wail of the Banshee (Sp): At 14th level, a true necromancer can use wail of the banshee once per day, with a caster level equal to her character level plus her bonus from the necromantic prowess ability.
Spells






Backbiter (Spell Compendium)

Necromancy

Level: Sorcerer/wizard 1

Components: V, S, F

Casting Time: 1 standard action

Range: Close

Target: One weapon

Duration: 1 round/level or until discharged

Saving Throw: Will negates; see text

Spell Resistance: Yes (object)

The weapon you indicate during the spell’s casting briefly shimmers with a black aura that disappears in an eyeblink.

You cast this spell on any melee weapon. The next time that weapon is used to make a melee attack, its shaft twists around so that the weapon strikes the wielder instead. The weapon hits automatically, and no attack roll is made.


The wielder gets no warning or knowledge of the spell’s effect on his weapon, and although he makes the attack, the self-dealt damage can’t be consciously reduced (though damage reduction applies) or changed to nonlethal damage. Once the weapon attacks its wielder (whether successfully or not), the spell is discharged.


Magic weapons targeted by this spell receive a Will save. An item in a creature’s possession uses its own Will save bonus (2 + Caster Level required to enchant the weapon) or its wielder’s bonus, whichever is higher.


Focus: A dagger.

Caltrops (Spell Compendium)

Conjuration (Creation)

Level: Sorcerer/wizard 0
Components: V, S
Casting Time: 1 standard action
Range: Close
Area: See text

Duration: 1 round/.level
Saving Throw: None
Spell Resistance: No
You speak the words and spread you palm, open, as if you were throwing jacks. Coppery sparks spring from your palm, filling the corridor with small four-pronged spikes.

A caltrops spell covers one 5-foot-by-5-foot square with caltrops. Every time a creature moves into an area covered by caltrops or spends a round fighting while standing in such an area, it might step on one. The caltrops make one attack roll (+0 melee) against the creature. For this attack, the target’s shield and deflection bonuses do not count, nor does its armor bonus for armor worn. A target wearing shoes or other footwear gains a +2 armor bonus to Armor Class (which does count). If the caltrops succeed on the attack, the creature has stepped on one.


A successful attack by a caltrop deals 1 point of damage. If the target is Small, Medium, or Large, its land speed is reduced by one-half because of the injury. This movement penalty last for 24 hours, until the creature is successfully treated with a DC 15 Heal check, or until it receives at least 1 point of magical healing. A charging or running creature must immediately stop if it steps on a caltrop. Any creature moving at half speed or slower can pick its way through a bed of caltrops with no trouble.

The DM judges the effectiveness of caltrops against unusual opponents or opponents outside the size range given above. A giant centipede, for example, can scramble among caltrops with no chance of hurting itself, and a fire giant wearing thick, massive boots might be immune to their attacks.


For every two caster levels beyond 1st, you can affect an additional 5-foot-by-5-foot square, and the caltrops’ attack bonus increases by 1. Thus, you affect two squares at 3rd level (+1 melee), three at 5th level (+2 melee), four at 7th level (+3 melee), and a maximum of five at 9th level or higher (+4 melee maximum).


Multiple caltrops spells (or mundane caltrops) occupying the same space have no additional effect.

Dance of Ruin (Book of Vile Darkness)

Necromancy [Evil]

Level: Bard 2, cleric 2, demonologist 2, sorcerer/wizard 2

Components: V, S

Casting Time: 1 full round

Range: Close

Area: Spread centered on caster

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

To cast this spell, the caster dances wildly and chants. After she finishes her dance, a wave of crackling energy flashes outward up to the extent of the range. All non-demon creatures within the area take 2d20 points of damage.

Death Armor (Spell Compendium)

Necromancy

Level: Sorcerer/wizard 2

Components: V, S, M, F

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 round/level

You smear yourself with white paste, drawing a skull on your bare flesh. Immediately, a wreath of black flames crackles to life around you.
The black flames created by this spell injure creatures that contact them. Any creature striking you with its body or handheld weapon takes 1d4 points of damage +1 per two caster levels (maximum +10). If the creature has spell resistance, it applies to the damage. Weapons with reach, such as longspears, do not endanger their users this way.

Material Component: Paste made from ground bones.


Focus: An onyx worth 50 gp.

Golden Barding (Spell Compendium)

Conjuration (Creation)

Level: Blackguard 1, paladin 1

Components: V, DF

Casting Time: 1 standard action

Range: Touch

Target: Special mount touched

Duration: 1 hour/level
Saving Throw: None

Spell Resistance: No

With a flash, a glowing golden suit of barding for your special mount appears.

You create a suite of barding for your mount to wear. The armor appears on your mount, fitting perfectly. The golden barding you create has no armor check penalty and has no effect on your mount’s speed. The exact nature of the barding depends on your caster level.


2nd-3rd: Scale mail barding (+4 armor bonus)


4th-5th: Chainmail barding (+5)


6th-7th: Splint mail barding (+6)


8th-9th: Half-plate barding (+7)


10th+: Full plate barding (+8)


You can cast magic vestment or other spells that target a suit of armor on the golden barding.

Nightshield (Spell Compendium)

Abjuration

Level: Cleric 1, sorcerer/wizard 1
Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 minute/level (D)

With a whisper-quiet whoosh, a field of shadowy energy cloaks your body.

This spell provides a +1 resistance bonus on saving throws; this resistance bonus increases to +2 at caster level 6th and +3 at caster level 9th. In addition, the spell negates magic missile attacks directed at you.

Prismatic Ray (Spell Compendium)

Evocation

Level: Sorcerer/wizard 5

Components: V, S

Casting Time: 1 standard action

Range: Medium

Effect: Ray

Duration: Instantaneous

Saving Throw: See text

Spell Resistance: Yes

You feel within you, as the spell nears completion, various energies locked in a battle within your body. As nausea threatens to overcome you, you croak out the final syllables of arcane power and point your hand. A single beam of brilliantly colored light then shoots from your outstretched hand.

You must succeed on a ranged touch attack with the ray to strike a target. On a successful attack, a creature with 6 Hit Dice or fewer is blinded for 2d4 rounds by the prismatic ray in addition to suffering a randomly determined effect:

	1d6
	Color of Beam
	Effect

	1
	Red
	20 points fire damage (Reflex half)

	2
	Orange
	40 points acid damage (Reflex half)

	3
	Yellow
	80 points electricity damage (Reflex half)

	4
	Green
	Poison (Kills; Fortitude partial, take 1d6 points of Con damage instead)

	5
	Blue
	Turned to stone (Fortitude negates)

	6
	Indigo
	Insane, as insanity spell (Will negates)

	7
	Violet
	Sent to another plane (Will negates)

	8
	—
	Two effects; roll twice more, ignoring any “8” results


Sap Strength (Book of Vile Darkness)

Enchantment [Evil]

Level: Cleric 2, sorcerer/wizard 2

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: One living creature

Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes

The caster drains the personal well-being from the subject, who becomes exhausted. After 1 hour of complete rest, characters become fatigued rather than exhausted. A fatigued character becomes exhausted again if she does something else that would normally cause fatigue. After 8 hours of complete rest, fatigued characters are no longer fatigued.


Material Component: A long needle and a tiny glass bottle.

Seething Eyebane (Book of Vile Darkness)

Transmutation [Evil, Acid]

Level: Corrupt 1

Components: V, S, Corrupt

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Fortitude negates (see text)

Spell Resistance: Yes

The subject’s eyes burst, spraying acid upon everyone within 5 feet. The subject is blinded and takes 1d6 points of acid damage. Those sprayed take 1d6 points of acid damage (Reflex save for half). Creatures without eyes can’t be blinded, but they might take acid damage is someone nearby is the subject of seething eyebane.

Corruption Cost: 1d6 points of Constitution damage to caster.

Slash Tongue (Book of Vile Darkness)

Transmutation [Evil]

Level: Cleric 0, sorcerer/wizard 0

Components: V, S

Casting Time: 1 standard action 

Range: Close 

Target: One living creature with a tongue
Duration: 1 round 

Saving Throw: Fortitude negates

Spell Resistance: Yes
The subject’s tongue gets a thin cut. The subject takes 1 point of damage and takes a -1 penalty on attack rolls, saving throws, skill checks, and ability checks on the following round due to the annoying pain.
Sonic Snap (Spell Compendium)

Evocation [Sonic]

Level: Sorcerer/wizard 0

Components: V, S

Casting Time: 1 standard action

Range: Close

Target: One creature or object

Duration: Instantaneous

Saving Throw: Will partial

Spell Resistance: Yes

You bark the last work of the spell, and that word takes life, streaking toward your target and exploding in a shout.

You create a brief but loud noise adjacent to the target. The subject takes 1 point of sonic damage and must succeed on a Will saving throw or be deafened for 1 round. This spell has no effect if cast into the area of a silence spell.

Spirit Worm (Spell Compendium)

Necromancy

Level: Sorcerer/wizard 1

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: Living creature touched

Duration: 1 round/level, up to 5 round, see text

Saving Throw: Fortitude negates; see text

Spell Resistance: Yes

You press the bit of blackened bone against your foe and intone the spell. The bone vanishes, leaving a mottled bruise where it touched.

You create a lingering decay in the spirit and body of the target. If the target fails its saving throw, it takes 1 point of Constitution damage each round while the spell lasts (maximum 5 points). The victim can attempt a Fortitude saving throw each round, and success negates the Constitution damage for that round and ends the spell.


Material Component: A piece of fire-blackened ivory or bone carved in the shape of a segmented worm.

Stone Bones (Spell Compendium)

Transmutation

Level: Cleric 2, sorcerer/wizard 2
Components: V, S, F
Casting Time: 1 standard action

Range: Touch
Target: Corporeal undead creature
Duration: 10 minutes/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)


A brief flash engulfs your ally, and through his flesh you can see his skeleton. The skeleton glows a foggy gray for a moment thickening with eldritch power, then all is as it was before.

You cause the skeleton of the target corporeal undead to become thicker and as strong as stone. This gives the subject a +3 enhancement bonus to its existing natural armor.


Arcane Focus: A miniature skull carved of granite.

Summon Undead I (Libris Mortis)

Conjuration (Summoning) [Evil]

Level: Blackguard 1, cleric 1, sorcerer/wizard 1

Components: V, S, F/DF

Casting Time: 1 round

Range: Close

Effect: One summoned creature

Duration: 1 round/level

Saving Throw: None

Spell Resistance: No

This spell functions like summon monster I, except that you summon an undead creature.


Summon undead I conjures one of the creatures from the 1st-level list on the Summon Undead table. You choose which creature to summon, and you can change that choice each time you cast the spell. Summoned undead do not count toward the total Hit Dice of undead that you can control with animate dead or the other command undead abilities.


Focus: A tiny bag, a small (not lit) candle, and a craved bone from any humanoid.

Summon Undead II (Libris Mortis)
Conjuration (Summoning) [Evil]

Level: Blackguard 2, cleric 2, sorcerer/wizard 2

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except that you can summon one undead from the 2nd-level list or two undead of the same kind from the 1st-level list.

Summon Undead IV (Libris Mortis)

Conjuration (Summoning) [Evil]

Level: Blackguard 4, cleric 4, sorcerer/wizard 4

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except that you can summon one undead from the 4th-level list, two undead of the same kind from the 3rd-level list, or four undead of the same kind from a lower-level list.

Touch of Juiblex (Book of Vile Darkness)
Transmutation [Evil]

Level: Corrupt 3

Components: V, S, Corrupt

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes

The subject turns into green slime over the course of 4 rounds. If a remove curse, polymorph, heal, greater restoration, limited wish, miracle, or wish spell is cast during the 4 rounds of transformation, the subject is restored to normal but still takes 3d6 points of damage.


Corruption Cost: 1d6 points of Strength damage to caster.

Wrack (Spell Compendium)

Necromancy [Evil]

Level: Cleric 4, sorcerer/wizard 5

Components: V, S

Casting Time: 1 standard action

Range: Close

Target: One humanoid

Duration: 1 round/level + 3d10 minutes; see text

Saving Throw: Fortitude negates

Spell Resistance: Yes

With the final word of the spell, your chosen foe is wracked with such pain that it doubles over and collapses. Its face and hands blister and drip fluid, and its eyes cloud with blood, rendering it blind.
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Your touch causes your target to experience excruciating pain. For the duration of the spell, the subject falls prone and is blinded and helpless. Even when the spell ends, the subject is still shaken for 3d10 minutes.

Templates





Bone Creature (Book of Vile Darkness)

Sometimes creatures that rise as undead skeletons retain their intellect and abilities. Bone fighters wield deadly weapons and clank about in ancient armor. Bone sorcerers cast dreadful spells and are often confused with liches. Bone wyverns darken the skies and threaten with their poisoned, skeletal tails.


Bone creatures cannot be the result of a simple animate dead spell, but could arise from a create undead or create greater undead spell, as undead of their equivalent Hit Dice.
Creating A Bone Creature

“Bone” is a template that can be added to any nonundead, corporeal creature that has a skeletal system (referred to hereafter as the base creature). The creature’s type changes to undead. It retains all type modifiers and subtypes, if applicable.


The bone creature uses all the base creature’s statistics and special abilities except as noted here.

Hit Dice: Increase to d12.

Speed: Winged bone creatures retain the ability to fly. Now, however, the flight is magical, as the fly spell, but it still uses the creature’s original fly speed.

AC: Natural armor bonus changes to a number based on the bone creature’s size.
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Attacks: A bone creature retains all the natural attacks and weapon proficiencies of the base creature, except for attacks that can’t work without flesh, such as a mind flayer’s tentacle attacks. A creature with hands gains one claw attack per hand; a bone creature can strike with all of them at its full attack bonus. If the creature already had claw attacks with its hands, use the bone creature attack format and damage, if they’re better. The base creature’s base attack

bonus does not change.

Damage: Natural and manufactured weapons deal normal damage. A claw attack deals damage depending on the bone creature’s size.
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Use the base creature’s claw damage if it’s greater.

Special Qualities: Same as the base creature. In addition, all bone creatures gain darkvision with a range of 60 feet, undead traits, and various immunities.

Immunities (Ex): Bone creatures have cold immunity. Because they lack flesh or internal organs, they damage reduction 5/bludgeoning.

Saves: Same as the base creature, modified by ability score adjustments.

Abilities: Modify the base creature as follows: Str +0, Dex +4, Con —, Int +0, Wis +0, Cha +0.

Skills: Same as the base creature, modified by ability score adjustments.

Feats: Same as the base creature, plus the bone creature gets the Weapon Finesse feat with any one weapon for free.

Half-Farspawn (Lords of Madness)
“Half-farspawn” is an inherited template that can be added to any corporeal creature of the aberration, animal, dragon, elemental, giant, humanoid, magical beast, monstrous humanoid, ooze, plant, or vermin type (hereafter referred to as the base creature).


A half-farspawn uses all the base creature’s statistics and special abilities except as noted here.

Size and Type: The creature’s type changes to outsider. Do not recalculate Hit Dice, base attack bonus, or saves. Size is unchanged. Half-farspawn are normally native outsiders.

Armor Class: The creature’s natural armor improves by 3.

Attack: A half-farspawn gains two tentacle attacks in additional to any attacks the base creature could normally make. If the base creature can use weapons, the half-farspawn can still do so. A half-farspawn fi ghting without weapons uses a tentacle when making an attack action (unless it has another natural attack it prefers). When it has a weapon, it uses the weapon instead.

Full Attack: A half-farspawn fighting without weapons uses both its tentacles when making a full attack (plus any other natural attacks of the base creature). If armed with a weapon, it uses the weapon as its primary attack and its tentacles as secondary natural attacks (–5 on the attack roll, half Strength bonus on damage rolls).

Damage: A half-farspawn’s tentacle attacks deal bludgeoning damage as shown below.

	Size
	Tentacle Damage
	Reach with Tentacles

	Fine
	1
	0 ft.

	Diminutive 
	1
	0 ft.

	Tiny
	1d2
	0 ft.

	Small
	1d3
	5 ft.

	Medium
	1d4
	5 ft.

	Large
	1d6
	10 ft.

	Huge
	1d8
	15 ft.

	Gargantuan
	2d6
	20 ft.

	Colossal
	3d6
	30 ft.


Special Attacks: A half-farspawn retains all the special attacks of the base creature, and gains the following special attack:

True Strike (Su): Once per day, the creature can make a normal attack with a +20 insight bonus on a single attack roll. The half-farspawn is not affected by the miss chance that applies to attacks against a concealed target.

Spell-Like Abilities: A half-farspawn with an Intelligence score of 3 or higher has spell-like abilities depending on its Hit Dice, as indicated below. The abilities are cumulative. Unless otherwise noted, an ability is usable once per day. Caster level equals the creature’s Hit Dice, and the save DC is Charisma-based.

	HD 
	Abilities

	1–2 
	blur 3/day

	3–4 
	touch of idiocy

	5–6 
	stinking cloud

	7–8 
	blink 3/day

	9–10 
	greater invisibility

	11–12
	telekinesis

	13–14 
	ethereal jaunt 3/day

	15–16 
	scintillating pattern

	17–18 
	summon monster IX*

	19 or more 
	implosion


*A half-farspawn can summon only pseudonatural animals or vermin with this ability. It can select from any celestial or fiendish animal or vermin that could be summoned by summon monster IX, but applies the pseudonatural template (see page 161 Lords of Madness) to the creature rather than the celestial or fiendish template.

Special Qualities: A half-farspawn has all the special qualities of the base creature, plus the following special qualities:

— Blindsight out to 60 feet.

— Immunity to poison.

— Resistance to acid 10 and electricity 10.

— Damage reduction 5/magic (if HD 11 or less) or 10/magic (if HD 12 or more).

— A half-farspawn’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

— Spell resistance equal to Hit Dice + 10 (up to a maximum of 25).

Change Shape (Su): As a standard action, a half-farspawn can take the form of a grotesque, tentacled mass. This ability functions as described for the change shape ability (see page 306 of the Monster Manual), except as follows:

— The creature’s movement modes do not change.

— The creature retains the tentacle attacks granted by this template (see Attack, above) and gains two additional tentacle attacks when making a full attack.

— The creature becomes amorphous. It cannot be flanked, and is not subject to extra damage from critical hits.

— Creatures native to the Material Plane take a –1 morale penalty on attack rolls against a half-farspawn in its amorphous form.

Abilities: Increase from the base creature as follows: Str +2, Dex +2, Con +6, Wis +4, Cha +2.

Skills: A half-farspawn gains skill points as an outsider and has skill points equal to (8 + Int modifi er) × (HD + 3). Do not include Hit Dice from class levels in this calculation—the halffarspawn gains outsider skill points only for its racial Hit Dice, and gains the normal amount of skill points for its class levels. Treat skills from the base creature’s entry as class skills, and other skills as cross-class skills.

Challenge Rating: HD 4 or less, as base creature +1; HD 5 to 10, as base creature +2; HD 11 or more, as base creature +3.

Alignment: Always chaotic evil.

Level Adjustment: +4.

Mummified Creature (Libris Mortis)

“Mummified creature” is an acquired template that can be added to any corporeal giant, humanoid, or monstrous humanoid (referred to hereafter as the base creature).


A mummified creature speaks all the languages it spoke in life, and it has all the base creature’s characteristics except as noted here.

Size and Type: The creature’s type changes to undead, and it gains the augmented subtype. Do not recalculate base attack bonus, saves, or skill points. Size is unchanged.

Hit Dice: Increase all current and future Hit Dice to d12.

Speed: A mummified creature’s land speed decreases by 10 feet (to a minimum of 10 feet). The speeds for other movement modes are unchanged.

AC: A mummified creature’s natural armor bonus is +10 or the base creature’s natural armor bonus, whichever is higher.

Attack: A mummified creature retains all the attacks of the base creature and also gains a slam attack if it didn’t already have one. If the base creature can use weapons, the mummified creature retains this ability. A mummified creature with natural weapons retains those natural weapons. A mummified creature fighting without weapons uses either its slam attack or its primary natural weapon (if it has any). A mummified creature armed with a weapon uses it slam or a weapon, as it desires.

Damage: A mummified creature has a slam attack. If the base creature does not have this attack form, use the appropriate damage value for the table below according to the creature’s size.
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A mummified creature can infect a foe with mummy rote (see below) with all of its natural weapons.
Full Attack: A mummified creature fighting without weapons uses either its slam attack (see above) or its natural weapons (if it has any). If armed with a weapon, it usually uses the weapon as its primary attack along with a slam or other natural weapon as a natural secondary attack.

Special Attacks: A mummified creature gains two special attacks described below. Saves have a DC of 10 + ½ mummified creature’s HD + mummified creature’s Cha modifier unless otherwise noted.


Despair (Su): At the mere sight of a mummified creature, the viewer must make a successful Will save or be paralyzed with fear for 1d4 round. Whether or not the save is successful, that target cannot be affected again by that mummy’s despair ability for 24 hours.


Mummy Rot (Su): Supernatural disease—natural weapons, Fortitude DC as above, incubation period 1 minute; damage 1d6 Con and 1d6 Cha.

Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below. 


Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature that dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.

Special Qualities: A mummified creature gains the special qualities described below.

Damage Reduction (Ex): A mummified creature’s undead body is tough, giving it damage reduction 5/–.


Vulnerability to Fire: A mummified creature creature takes half again as much (+50%) damage as normal from fire attacks.
Abilities: A mummified creature’s ability scores are modified as follows: Str +8, Int -4, (minimum 1), Wis +4, Cha +4. As an undead creature, a mummified creature has no Constitution score.

Climate/Terrain: Any.

Organization: Solitary, warden squad (2-4), or guardian detail (6-10).

Challenge Rating: Same as base creature +3.

Alignment: Always lawful evil.

Level Adjustment: +4.
Pseudonatural Creature (Lords of Madness)

“Pseudonatural” is an acquired template that can be added to any corporeal creature (referred to hereafter as the base creature).

A pseudonatural creature uses all the base creature’s statistics and abilities except as noted here. Even though the creature’s type changes, do not recalculate Hit Dice, base attack bonus, or skill points.

Size and Type: The creature’s type changes to outsider. Size is unchanged.

Special Attacks: A pseudonatural creature retains all the special attacks of the base creature and also gains the following attack.

True Strike (Su): Once per day, a pseudonatural creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.

Special Qualities: A pseudonatural creature retains all the special qualities of the base creature and also gains the following special qualities.

Resistance (Ex): A pseudonatural creature has resistance to acid and electricity based on the base creature’s Hit Dice (see the table below).

Damage Reduction (Ex): A pseudonatural creature gains damage reduction based on the base creature’s Hit Dice (see the table below).

	Hit Dice
	Acid, Electricity Resistance
	Damage Reduction

	1–3
	5
	—

	4–7
	5
	5/magic

	8–11
	10
	5/magic

	12 or more
	15
	10/magic


Alternate Form (Su): As a standard action, a pseudonatural creature can take the form of a grotesque, tentacled mass (or another appropriately gruesome form, as determined by the DM). Despite the alien appearance, its abilities remain unchanged. Other creatures receive a –1 morale penalty on their attack rolls against a pseudonatural creature when it is in this alternate form.
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Special
Rebuke undead

Create undead 1/day
Necromantic prowess (+1)

Zone of desecration

Create undead 2/day

Spells per Day
+1 level of existing arcane spellcasting class.
+1 level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1 level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1level of existing divine spellcasting class

Necromantic prowess (+2) +1 level of existing arcane spellcasting class.

Major desecration

1 level of existing divine spellcasting class

Create greater undead 1/da +1 level of existing arcane spellcasting class/

Necromantic prowess (+3)

"Horrid wilting

+1 level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1 level of existing divine spellcasting class

Create greater undead 2/da +1 level of existing arcane spelicasting class/

+1level of existing divine spellcasting class

Necromantic prowess (+4) +1 level of existing arcane spellcasting class/

Energy drain

Wail of the banshee

+1 level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1level of existing divine spellcasting class
+1 level of existing arcane spellcasting class/
+1 level of existing divine spelicasting class



Spell Resistance (Ex): A pseudonatural creature gains spell resistance equal to 10 + the base creature’s HD (maximum 25).

Abilities: Same as the base creature, but Intelligence is at least 3.

Environment: Any land and underground.

Challenge Rating: Up to 3 HD, as base creature; 4 HD to 11 HD, as base creature +1; 12 or more HD, as base creature +2.

Revived Fossil (Libris Mortis)
“Revived fossil” is an acquired template that can be added to any corporeal creature (other than an undead) that has a skeletal system (referred to hereafter as the base creature).


A revived fossil has all the base creature’s statistics and special abilities except as noted here.
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Size and Type: The creature’s type changes to undead. It retains any subtype except for alignment subtypes (such as good) and subtypes that indicate kind (such as goblinoid or reptilian). It also gains the augmented subtype.

Hit Dice: Drop any Hit Dice gained from experience and raise remaining Hit Dice to d12s.

Speed: Winged revived fossils can’t use their wings to fly. If the base creature flew magically, so can the revived fossil.
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Armor Class: Natural armor bonus changes to a number based on the revived fossil’s size:

Attacks: A revived fossil retains all the natural weapons, manufactured weapon attacks, and weapon proficiencies of the base creature, except for attacks that can’t work without flesh (such as a mind flayer’s tentacle attacks). A creature with hands gains one claw attack per hand; a revived fossil can strike with each of its claw attacks at its full attack bonus. A revived fossil’s base attack bonus is equal to ½ its Hit Dice.
Damage: Natural and manufactured weapons deal damage normally. A claw attack deals damage depending on the revived fossil’s size. (If the base creature already had claw or talon attacks, use whichever damage value is higher.)
Special Attacks: A revived fossil retains none of the base creature’s special attacks.
Special Qualities: A revived fossil loses most special qualities of the base creature, though it retains any extraordinary special qualities that improve its melee or ranged attacks. A revived fossil also gains the following special qualities.


Bonus Hit Points: Because its body is a mass of stone, a revived fossil is hard to destroy. It gains bonus hit points based on its size, as shown on the following table.


Damage Reduction 10/Adamantine: Revived fossils are similar to animated stone statues.


Immunity to Cold (Ex): Revived fossils are not affected by cold/

Saves: Base save bonuses are Fort +1/3 HD, Ref +1/3 HD, and Will +1/2 HD+2.

Abilities: A revived fossil’s Dexterity score decreases by 2, it has no Constitution or Intelligence score, its Wisdom changes to 10, and its Charisma changes to 1.

Skills: A revived fossil has no skills.

Feats: A revived fossil loses all feats of the base creature but gains Combat Reflexes.
Environment: Any, usually same as base creature.

Organization: Any.

Challenge Rating: Same as base creature +3.

Treasure: None

Alignment: Always neutral evil.

Advancement: As base creature (or — if the base creature advances by character class).

Level Adjustment: —.

Swarm-Shifter (Libris Mortis)
“Swarm-shifter” is an acquired template that can be added to any corporeal undead with an Intelligence score (referred to hereafter as the base creature).


A swarm-shifter uses all the base creature’s statistics and special abilities except as noted here.

Note: Unlike most templates, an undead can potentially acquire this template more than once, gaining a new swarm form with each application.

Size and Type: The base creature’s type and size do not change, but it gains the shapechanger subtype. When in swarm form, it also has the swarm subtype and a new size (as determine by the particular swarm form, each described below). The swarm’s size influences how wind affects it and how weapons damage it.

Hit Dice: The base creature retains its Hit Dice and hit points when it takes swarm form, but changing form heals damage (as described in the swarm form ability description, below).

Speed: When in swarm form, the base creature has the movement modes and speeds listed for the particular kind of swarm (each described below).

Armor Class: When in swarm form, change the base creature’s natural armor according to its size change using Table 4-2, page 291 of the Monster Manual. In swarm form, the base creature also gains a new size modifier to Armor Class depending on the swarm’s size, as shown in Table 7-1, page 314 of the Monster Manual.

Base Attack/Grapple: When in swarm form, the base creature cannot grapple or be grappled. See the swarm subtype for details.
Attack and Full Attack: When in swarm form, the base creature lacks its normal attacks. Instead, a swarm-shifter has a swarm attack. This attack automatically damages any creature in the swarm-shifter’s space when it ends its move.


If the base creature’s natural attacks are treated in a manner that allowed it to overcome damage reduction, it retains that ability with its swarm attack in swarm form. For example, if the base creature’s natural attacks are treated as chaotic-aligned for the purposes of overcoming damage reduction, its swarm attack is also treated as chaotic-aligned for this purpose.


See the swarm subtype description on page 315 of the Monster Manual for more details about the swarm attack.

Damage: The amount of damage a swarm-shifter deals with its swarm attack is based on its Hit Dice, as shown in the table below.
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Space/Reach: When the base creature is in swarm form, it has a space of 10 feet. In swarm form, it has a reach of 0 feet, it cannot make attacks of opportunity, and it provokes attacks of opportunity when it enters a creature’s space. The swarm can occupy another creature’s space and moves thrown other creatures’ squares without impediment and vice versa. The swarm can move through holes and cracks large enough for its component creatures.

Special Attacks: When in swarm form, a swarm-shifter loses all the special attacks of the base creature. It gains the distraction and swarm special attacks, and gains new special attacks dependent on the swarm form it takes (described in the individual swarm form entries below).

Distraction (Ex): As described in the swarm traits.


Swarm (Ex): As described under the Attack and Damage entries above, the base creature in swarm form as a swarm attack.

Special Qualities: The base creature retains all special qualities and gains the swarm form special quality. When the base creature is in swarm form, it also gains the hive mind special quality. It loses special qualities of the base creature that rely on the base creature’s shape or abilities it lacks in swarm form. In addition, it gains other special qualities dependent on the swarm form it take (as described in the individual entries below).

Hive Mind (Ex): A swarm-shifter with this ability is immune to any spell or effect that targets a specific number of creatures (including single-target spells such as disintegrate), with the exception of effects that command, control, turn, rebuke, bolster, or destroy undead specifically. A swarm-shifter in swarm form is affected by turn and rebuke attempts just like the base creature.

Swarm Form (Su): The base creature can take the form of an undead swarm at will. The swarm the base creature can turn into is chosen when this template is first applied. Each form alters the base creature in swarm form in different ways (as described in the individual entries)

Changing shape to or from swarm form is a standard action that infuses the undead with negative energy and healts 1 hit point of damage per HD of the base creature. The undead cannot change from swarm form to its normal form in an area where its body could not normally fit. As with the alter self spell, the base creature’s items are absorbed into the swarm form and provide no benefit. When it would normally be disperse due to damage, the swarm reverts to the base creature’s form and is destroyed (except in the case of vampires, liches, and other undead with special destruction rules).

If the swarm-shifter has multiple swarm forms, it can change from one swarm form directly into another, losing the first swarm’s traits and gaining those of the other. When switching from one swarm form to another, the undead does not heal damage.

Although the use of this ability is a supernatural effect, remaining in one form or another is not supernatural, and the base creature is swarm form does not change to its normal shape in an antimagic field. True seeing and similar magic reveals both forms.

Abilities: The base creature’s Strength and Dexterity scores are different in swarm form due to the creatures’ size. When the base creature takes swarm form, change the base creature’s Strength and Dexterity scores according to Table 4-2, page 291 of the Monster Manual. This template cannot reduce the base creature’s Strength in swarm form to less than 1.
Skills: An undead in swarm form gains a +10 bonus on Disguise checks to act like a normal grouping of its constituent creatures. An undead in sand swarm form gains this bonus when acting like inanimate sand. An undead in parts swarm form gains this bonus when acting like inanimate body parts. In swarm form, the swarm creatures’ new size, speed, and ability scores can affect skill bonuses. An undead in swarm form loses the ability to speak.
Feats: Same as the base creature, but when the base creature is in swarm form it cannot benefit from feats that rely on attacks (such as Power Attack and Combat Expertise), special attacks of the base creature, or other abilities the base creature cannot use in swarm form.

Challenge Rating: Same as the base creature +1. If this template is applied multiple times, the base creature’s Challenge Rating increases by 2, regardless of how many swarms the creature can take in excess of one.
Swarm of Undead Parts
Tiny Undead (Swarm)


This swarm is composed of the body of the base creature broken into a pile of bones, sometimes including rotted flesh and organs. This swarm can skitter and slosh across the ground or rise in a cyclone of limbs and pieces.

Speed: 20 ft., fly 20 ft. (poor)


Special Attacks: An undead in parts swarm form has the following additional special attack.


Fear (Su): A creature damaged by a parts swarm must make a successful Will save (DC 10 + ½ the swarm’s HD + Cha modifier), or be frightened for 1d4 rounds.


Parts (Ex): A parts swarm undead is a swarm made up of the body parts of the undead creature. This causes the swarm to deal and extra 1d6 points of damage with its swarm attack.

Special Qualities: An undead in parts swarm form has the following additional special quality, in addition to darkvision out to 60 feet and undead traits.


Half Damage From Slashing and Piercing (Ex): Slashing and piercing attacks deal half damage to a swarm of Tiny creatures.
Appendix 3: Pseudonatural Summoned Creatures

Pseudonatural Roc: CR 11; Gargantuan Outsider (Augmented Animal, Native); HD 18d8+126; hp 207; Init +2; Spd 20 ft., fly 80 ft. (average); AC 17, touch 8, flat-footed 15; Base Atk +13; Grp +37; Atk +21 melee (2d6+12, talon); Full Atk +21/+21 melee (2d6+12, talons) and +19 melee (2d8+6, bite); Space/Reach 20 ft./15 ft.; SA True strike 1/day; SQ Alternate form, DR 10/magic, Low-light vision, resistance to acid 15 and electricity 15, SR 25; AL N; SV Fort +18, Ref +13, Will +9; Str 34, Dex 15, Con 24, Int 3, Wis 13, Cha 11.


Skills and Feats: Hide -3, Listen +10, Spot +14; Alertness, Flyby Attack, Iron Will, Multiattack, Power Attack, Snatch, Wingover.


Alternate Form (Su): As a standard action, a pseudonatural creature can take the form of a grotesque, tentacled mass (or another appropriately gruesome form, as determined by the DM). Despite the alien appearance, its abilities remain unchanged. Other creatures receive a –1 morale penalty on their attack rolls against a pseudonatural creature when it is in this alternate form.


True Strike (Su): Once per day, a pseudonatural creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.
Skills: Rocs have a +4 racial bonus on Spot checks.

Pseudonatural Dire Shark: CR 11; Huge Outsider (Augmented Animal, Native, Aquatic); HD 18d8+66; hp 147; Init +2; Spd Swim 60 ft.; AC 17, touch 10, flat-footed 15; Base Atk +13; Grp +27; Atk +18 melee (2d8+9, bite); Full Atk +18 melee (2d8+9, bite); Space/Reach 15 ft./10 ft.; SA Improved grab, swallow whole, true strike 1/day; SQ Alternate form, DR 10/magic, keen scent, resistance to acid 15 and electricity 15, SR 25; AL N; SV Fort +14, Ref +13, Will +12; Str 23, Dex 15, Con 17, Int 3, Wis 12, Cha 10.

Skills and Feats: Listen +12, Spot +11, Swim +14; Improved Natural Attack (bite), Toughness (4), Weapon Focus (bite).


Alternate Form (Su): As a standard action, a pseudonatural creature can take the form of a grotesque, tentacled mass (or another appropriately gruesome form, as determined by the DM). Despite the alien appearance, its abilities remain unchanged. Other creatures receive a –1 morale penalty on their attack rolls against a pseudonatural creature when it is in this alternate form.
Improved Grab (Ex): To use this ability, a dire shark must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can try to swallow the foe in the following round.


Swallow Whole (Ex): A dire shark can try to swallow a grabbed opponent of up to one size smaller by making a successful grapple check. Once inside, the opponent takes 2d6+6 points of bludgeoning damage plus 1d8+4 points of acid damage per round from the shark’s digestive juices. A swallowed creature can cut its way out using a light slashing or piercing weapon by dealing 25 points of damage to the shark’s digestive tract (AC 13). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way out.

A Huge dire shark’s gullet can hold 2 Large, 8 Medium or Small, 32 Tiny, 128 Diminutive, or 512 Fine or smaller opponents.

True Strike (Su): Once per day, a pseudonatural creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.

Keen Scent (Ex): A dire shark can notice creatures by scent in a 180-foot radius and can detect blood in the water at a range of up to 1 mile.


Skills: A dire shark has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.
Pseudonatural Gargantuan Monstrous Scorpion: CR 12; Gargantuan Outsider (Augmented Vermin, Native); HD 20d8+60; hp 150; Init +0; Spd 50 ft.; AC 24, touch 6, flat-footed 24; Base Atk +15; Grp +37; Atk +21 melee (2d6+10, claw); Full Atk +21/+21 melee (2d6+10, claws) and +16 melee (2d6+5 plus poison, sting); Space/Reach 20 ft./15 ft.; SA Constrict 2d6+10, improved grab, poison, true strike 1/day; SQ Alternate form, DR 10/magic, darkvision 60 ft., resistance to acid 15 and electricity 15, SR 25, tremorsense 60 ft.; AL N; SV Fort +15, Ref +6, Will +6; Str 31, Dex 10, Con 16, Int 3, Wis 10, Cha 2.


Skills and Feats: Climb +14, Hide –8, Spot +4.


Alternate Form (Su): As a standard action, a pseudonatural creature can take the form of a grotesque, tentacled mass (or another appropriately gruesome form, as determined by the DM). Despite the alien appearance, its abilities remain unchanged. Other creatures receive a –1 morale penalty on their attack rolls against a pseudonatural creature when it is in this alternate form.

Constrict (Ex): A monstrous scorpion deals automatic claw damage on a successful grapple check.


Improved Grab (Ex): To use this ability, a monstrous scorpion must hit with a claw attack. A monstrous scorpion can use either its Strength modifier or Dexterity modifier for grapple checks, whichever is better.


Poison (Ex): A monstrous scorpion has a poisonous sting. Fortitude save, DC 23, initial and secondary damage 1d8 Con The save DC is Constitution-based.


True Strike (Su): Once per day, a pseudonatural creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.
Pseudonatural Colossal Monstrous Spider: CR 13; Colossal Outsider (Augmented Vermin, Native); HD 32d8+64; hp 208; Init +2; Spd 30 ft., climb 20 ft.; AC 22, touch 4, flat-footed 20; Base Atk +24; Grp +50; Atk +26 melee (4d6+15 plus poison, bite); Full Atk +26 melee (4d6+15 plus poison, bite); Space/Reach 40 ft./30 ft.; SA Poison, true strike 1/day, web; SQ Alternate form, DR 10/magic, darkvision 60 ft., resistance to acid 15 and electricity 15, SR 25, tremorsense 60 ft.; AL N; Fort +20, Ref +12, Will +10; Str 31, Dex 15, Con 14, Int —, Wis 10, Cha 2


Skills and Feats: Climb +16, Hide –10*, Jump +10*, Spot +7*.


Alternate Form (Su): As a standard action, a pseudonatural creature can take the form of a grotesque, tentacled mass (or another appropriately gruesome form, as determined by the DM). Despite the alien appearance, its abilities remain unchanged. Other creatures receive a –1 morale penalty on their attack rolls against a pseudonatural creature when it is in this alternate form.

Poison (Ex): A monstrous spider has a poisonous bite. Fortitude save, DC 28, initial and secondary damage 2d8 Str. The save DC is Constitution-based.

True Strike (Su): Once per day, a pseudonatural creature can gain a +20 insight bonus on a single attack roll. In addition, the creature suffers no miss chance against a target that has concealment or total concealment when making this attack.

Web (Ex): Both types of monstrous spiders often wait in their webs or in trees, then lower themselves silently on silk strands and leap onto prey passing beneath. A single strand is strong enough to support the spider and one creature of the same size. Web-spinners can throw a web eight times per day. This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective against targets up to one size category larger than the spider. An entangled creature can escape with a successful Escape Artist check, DC 28, or burst it with a Strength check, DC 32. Both are standard actions. The check DCs are Constitution-based, and the Strength check DC includes a +4 racial bonus. 


Web-spinners often create sheets of sticky webbing from 5 to 60 feet square, depending on the size of the spider. They usually position these sheets to snare flying creatures but can also try to trap prey on the ground. Approaching creatures must succeed on a DC 20 Spot check to notice a web; otherwise they stumble into it and become trapped as though by a successful web attack. Attempts to escape or burst the webbing gain a +5 bonus if the trapped creature has something to walk on or grab while pulling free. Each 5-foot section has 18 hit points, and sheet webs have damage reduction 5/—.


A monstrous spider can move across its own web at its climb speed and can pinpoint the location of any creature touching its web.

Tremorsense (Ex): A monstrous spider can detect and pinpoint any creature or object within 60 feet in contact with the ground, or within any range in contact with the spider’s webs.


Skills: Monstrous spiders have a +4 racial bonus on Hide and Spot checks and a +8 racial bonus on Climb checks. A monstrous spider can always choose to take 10 on Climb checks, even if rushed or threatened. Monstrous spiders use either their Strength or Dexterity modifier for Climb checks, whichever is higher. *Hunting spiders have a +10 racial bonus on Jump checks and a +8 racial bonus on Spot checks. Web-spinning spiders have a +8 racial bonus on Hide and Move Silently checks when using their webs.

Appendix 4: Githyanki – Taking Back What is Ours

Encounter Background



The following encounter is to be included in all Gran March modules taking place in the northeast corner of the country. The relevant area includes Baronies Cavintus, Cragmor, Promanshire and Manthus. These baronies represent the area into which the surviving but defeated githyanki dispersed after GRM5-IN4 The Lich Queen’s Vengeance. Rather than return to the Astral Plane and their Queen in failure several surviving githyanki elements have divided into small teams and are conducting a guerrilla action against Gran March military elements in general and any possessors of silver swords in particular. Their goal is to retrieve as many lost githyanki swords and other equipment and then return to their queen with something that might dissuade her from consuming their life essence.


This encounter provides no rewards in experience, gold or item access. The APL of the encounter used should be based on the level of the PC with the silver sword. In addition to the corpses of the outsiders, all equipment recovered from any fallen githyanki is confiscated by the military as part of its continuing investigation of the incursion. The encounter is intended to be a quick, violent and challenging attack on a single PC with the audacity to posses a silver sword after the events on Mount Furgona earlier in the year.


The githyanki’s goal is to retrieve the sword and dimension door to safety. The easiest way to accomplish this is to kill the possessor, but should the PC opt to drop the sword, cast it aside or otherwise get rid of the weapon the githyanki break off their attack, retrieve the weapon, and depart.


In the event that this encounter is triggered by there being a PC in possession of a silver sword and that or other PC possesses the Undying Hatred of the Lich Queen from GRM5-IN4 The Lich Queen’s Vengeance, the team’s tactics change. Because these particular githyanki are veterans of the battle at Mount Furgona, they automatically recognize PCs with the “hatred” and focus their attacks on those PCs after the PC possessing the silver sword in accordance with the terms of the hatred.
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Githyanki Warriors (2): Fighter 2; CR 3; Medium Humanoid (Extraplanar); HD 2d10+6; hp 22; Init  +2; Spd; 20 ft. (4 squares); AC: 17 (+2 Dex, +5 armor), touch 12, flat-footed 15; Base Atk/Grp: +2/+4; Atk +6 melee (2d6+4, 19-20/x2; +1 greatsword) or +4 (1d8+2, 19-20/x2; longsword); Full Atk: +6 melee (2d6+4, 19-20/x2; +1 greatsword) or +4 (1d8+2, 19-20/x2; longsword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 7; AL LE; SV Fort +6, Ref +2, Will +0; Str 15, Dex 15, Con 16, Int 10, Wis 10, Cha 8


Skills and Feats: Ride +7, Spot +2; Dodge, Power Attack, Weapon Focus (greatsword).


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 2.


Possessions: +1 greatsword, breastplate, longsword, heavy wooden shield, dagger.
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Githyanki Warriors (2): Fgt2; CR 5; Medium Humanoid (Extraplanar); HD 4d10+12; hp 40; Init  +6; Spd; 20 ft. (4 squares); AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17; Base Atk/Grp: +4/+7; Atk +9 melee (2d6+6, 19-20/x2; +1 greatsword) or +8 (1d8+3, 19-20/x2; masterwork longsword); Full Atk: +9 melee (2d6+6, 19-20/x2; +1 greatsword) or +8 (1d8+3, 19-20/x2; masterwork longsword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 9; AL LE; SV Fort +7, Ref +3, Will +1; Str 17, Dex 15, Con 16, Int 10, Wis 10, Cha 8


Skills and Feats: Ride +9, Spot +3, Handle Animal +1; Dodge, Power Attack, Weapon Focus (greatsword), Improved Initiative, Weapon Specialization (greatsword).


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 4.


Possessions: +1 greatsword, +1 breastplate, masterwork longsword, heavy wooden shield, dagger, ring of protection +1.
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Githyanki Warrior (1): Fgt6; CR 7; Medium Humanoid (Extraplanar); HD 6d10+18; hp 58; Init  +6; Spd; 20 ft. (4 squares); AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17; Base Atk/Grp: +6/+9; Atk +11 melee (2d6+7, 19-20/x2; +1 greatsword) or +10 (1d8+3, 19-20/x2; masterwork longsword); Full Atk: +11 melee (2d6+7, 19-20/x2; +1 greatsword) or +10 (1d8+3, 19-20/x2; masterwork longsword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 11; AL LE; SV Fort +7, Ref +4, Will +2; Str 16, Dex 15, Con 16, Int 10, Wis 10, Cha 8.


Skills and Feats: Ride +9, Spot +4, Handle Animal +0; Dodge, Power Attack, Weapon Focus (greatsword), Improved Initiative, Weapon Specialization (greatsword), Cleave.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 6.


Possessions: +1 greatsword, +1 breastplate, masterwork longsword, heavy wooden shield, dagger, ring of protection +1.

Githyanki Rogue (1): Fgt6; CR 7; Medium Humanoid (Extraplanar); HD 6d6+18; hp 44; Init  +4; Spd; 30 ft. (6 squares); AC: 20 (+4 Dex, +5 armor, +1 deflection), touch 14, flat-footed 15; Base Atk/Grp: +4/+4; Atk +9 melee (2d4+1, 20/x2; +1 spiked chain) or +9 (1d6, 19-20/x2; masterwork short sword); Full Atk: : +9 melee (2d4+1, 20/x2; +1 spiked chain) or +9 (1d6, 19-20/x2; masterwork short sword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 11, uncanny dodge, evasion; AL LE; SV Fort +5, Ref +9, Will +2; Str 10, Dex 18, Con 16, Int 13, Wis 10, Cha 8.


Skills and Feats: Escape Artist +11, Hide +11, Listen +8, Move Silently +11, Search +9, Spot +8, Tumble +11, Use Magic Device +7; Combat Reflexes, Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 6.


Possessions: +1 chain shirt, +1 spiked chain, masterwork short sword, dagger, ring of protection +1.
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Githyanki Warrior (1): Fgt4/Brb1/Exotic Weaponmaster1/Occult Slayer2; CR 8; Medium Humanoid (Extraplanar); HD 2d8+5d10+1d12+24; hp 75; Init  +7; Spd; 30 ft. (6 squares); AC: 21 (+3 Dex, +7 armor, +1 deflection), touch 14, flat-footed 18; Base Atk/Grp: +8/+11; Atk +13 melee (1d10+9/19-20x2; +1 bastard sword); Full Atk: +13/+8 melee (1d10+9/19-20x2; +1 bastard sword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 13; AL LE; SV Fort +11, Ref +4, Will +3; Str 16, Dex 16, Con 16, Int 12, Wis 8, Cha 8.


Skills and Feats: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4; Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Initiative.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 8.


Rage (Ex): 1/day – Str 20, Con 20, 91 HP, Attack: +15 melee (1d10+13/19-20x2; +1 bastard sword), Full Attack: +15/+10 (1d10+13/19-20x2; +1 bastard sword), Fort +13, Will +5, AC 19


Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.


Magical Defense (Ex): +1 on all saves against spells or spell-like abilities.


Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.


Mind over Magic (Su): 1/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.  This ability otherwise functions as the spell turning spell (CL 7).


Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.


Possessions: +1 bastard sword, +2 breastplate, ring of protection +1.

Githyanki Rogue (1): Rog8; CR 9; Medium Humanoid (Extraplanar); HD 8d6+24; hp 58; Init  +5; Spd; 30 ft. (6 squares); AC: 22 (+5 Dex, +6 armor, +1 deflection), touch 16, flat-footed 17; Base Atk/Grp: +6/+6; Atk +12 melee (2d4+1, 20/x2; +1 spiked chain) or +12 melee (1d6, 19-20/x2; masterwork short sword); Full Atk: +12/+7 melee (2d4+1, 20/x2; +1 spiked chain) or +12/+7 melee (1d6, 19-20/x2; masterwork short sword); Space/Reach: 5ft./5ft.; SA Psionics, Sneak Attack +4d6; SQ Darkvision 60 ft., SR 13, uncanny dodge, evasion; AL LE; SV Fort +5, Ref +11, Will +2; Str 10, Dex 20, Con 16, Int 13, Wis 10, Cha 8.


Skills and Feats: Disguise +10, Escape Artist +15, Hide +15, Listen +11, Move Silently +15, Search +12, Spot +11, Tumble +15, Use Magic Device +10; Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 6.


Possessions: +2 chain shirt, +1 spiked chain, masterwork short sword, dagger, gloves of dexterity +2, ring of protection +1.
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Githyanki Warrior (1): Fgt4/Brb1/Exotic Weaponmaster1/Occult Slayer4; CR 11; Medium Humanoid (Extraplanar); HD 4d8+5d10+1d12+40; hp 92; Init  +7; Spd; 30 ft. (6 squares); AC: 21(+3 Dex, +7 armor, +1 deflection), touch 14, flat-footed 18; Base Atk/Grp: +8/+11; Atk +16 melee (1d10+11/19-20x2; +1 bastard sword); Full Atk: +16/+11 melee (1d10+11/19-20x2; +1 bastard sword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 15; AL LE; SV Fort +13, Ref +5, Will +4; Str 18, Dex 16, Con 18, Int 12, Wis 8, Cha 8.


Skills and Feats: Knowledge (arcana) +7, Spellcraft +6, Craft (weaponsmithing) +4; Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Initiative, Improved Bull Rush.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 10


Rage (Ex): 1/day – Str 22, Con 22, 161 HP, Attack: +18 melee (1d10+15/19-20x2; +1 bastard sword), Full Attack: +18/+13 (1d10+15/19-20x2; +1 bastard sword), Fort +15, Will +6, AC 19


Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.


Magical Defense (Ex): +2 on all saves against spells or spell-like abilities.


Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.


Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.  This ability otherwise functions as the spell turning spell (CL 9).


Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.


Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 4), except that it affects only the occult slayer and her possessions.


Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Possessions: +1 bastard sword, +2 breastplate, ring of protection +1, gauntlets of ogre power, amulet of health +2.

Githyanki Rogue (1): Rog10; CR 9; Medium Humanoid (Extraplanar); HD 10d6+48; hp 91; Init  +6; Spd; 30 ft. (6 squares); AC: 23 (+6 Dex, +6 armor, +1 deflection), touch 17, flat-footed 17; Base Atk/Grp: +7/+8; Atk +15 melee (2d4+3, 20/x2; +2 Spiked Chain) or +14 (1d6+1, 19-20/x2; masterwork short sword); Full Atk: +15/+10 melee (2d4+3, 20/x2; +2 spiked chain) or +14/+9 (1d6+1, 19-20/x2; masterwork  short sword); Space/Reach: 5ft./5ft.; SA Psionics, Sneak Attack +5d6, Opportunist; SQ Darkvision 60 ft., SR 15, uncanny dodge, evasion; AL LE; SV Fort +10, Ref +14, Will +5; Str 13, Dex 22, Con 20, Int 13, Wis 10, Cha 8.


Skills and Feats: Disguise +12, Escape Artist +18, Hide +18, Listen +13, Move Silently +18, Search +14, Spot +13, Tumble +18, Use Magic Device +12; Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes, Combat Expertise.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 10


Possessions: +2 chain shirt, +2 spiked chain, masterwork shortsword, dagger, gloves of dexterity +4, ring of protection +1, amulet of health +4, cloak of resistance +2.
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Half-Red Dragon Githyanki (1): Fgt4/Brb1/Exotic Weaponmaster1/Occult Slayer5; CR 14; Medium Humanoid (Extraplanar); HD 5d8+5d10+1d12+55; hp 117; Init  +3; Spd; 30 ft. (6 squares); AC: 24 (+4 natural, +3 Dex, +8 armor, +1 deflection), touch 14, flat-footed 21; Base Atk/Grp: +11/+19; Atk +21 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword); Full Atk: +21/+16/+11 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword) and bite +14 melee (1d6+4) or 2 claws +19 melee (1d4+8) and bite +14 melee (1d6+4); Space/Reach: 5ft./5ft.; SA Psionics, breath weapon; SQ Darkvision 60 ft., SR 16, immunity to fire, rage; AL LE; SV Fort +17, Ref +8, Will +7; Str 27, Dex 16, Con 20, Int 14, Wis 8, Cha 10.


Skills and Feats: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +16; Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13


Rage (Ex): Can rage 1/day for 10 rounds. Stats when raging Str 31, Con 24, 139 hp, Atk: +23 melee (1d10+2d6+23/19-20x2; +1 Vicious Bastard Sword), Full Atk: +23/+18/+13 melee (1d10+2d6+23/19-20x2, +1 Greatsword) and bite +17 melee (1d6+5) or 2 claws +21 melee (1d8+10) and bite +16 melee (1d6+5), Fort: +19, Will: +9, AC 22, Breath Weapon DC 17


Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.


Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.


Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.


Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.  This ability otherwise functions as the spell turning spell (CL 10).


Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.


Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.


Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.


Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects). She can suppress or resume this ability as a free action.


Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 15 for half

Possessions: +1 breastplate, +1 vicious bastard sword, ring of protection +1, gauntlets of ogre power, amulet of health +2, cloak of resistance +2.

Githyanki Rogue (1): Rog11; CR 12; Medium Humanoid (Extraplanar); HD 11d6+55; hp 101; Init  +6; Spd; 30 ft. (6 squares); AC: 23 (+6 Dex, +6 armor, +1 deflection), touch 17, flat-footed 17; Base Atk/Grp: +8/+9; Atk +16 melee (2d4+3, 20/x2; +2 spiked chain) or +15 (1d6+1, 19-20/x2; masterwork short sword); Full Atk: +16/+11 melee (2d4+3, 20/x2; +2 spiked chain) or +15/+10 (1d6+1, 19-20/x2; masterwork short sword); Space/Reach: 5ft./5ft.; SA Psionics, Sneak Attack +6d6, crippling strike; SQ Darkvision 60 ft., SR 16, uncanny dodge, improved uncanny dodge, evasion; AL LE; SV Fort +10, Ref +15, Will +5; Str 13, Dex 22, Con 20, Int 13, Wis 10, Cha 8.


Skills and Feats: Disguise +12, Escape Artist +18, Hide +18, Listen +13, Move Silently +18, Search +14, Spot +13, Tumble +18, Use Magic Device +12; Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes, Combat Expertise.


Crippling Strike (Ex): A rogue with this ability can sneak attack opponents with such precision that her blows weaken and hamper them. An opponent damaged by one of her sneak attacks also takes 2 points of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per day for each damaged ability.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 11


Possessions: +2 chain shirt, +2 spiked chain, masterwork shortsword, dagger, gloves of dexterity +4, ring of protection +1, amulet of health +4, cloak of resistance +2.
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Half-Red Dragon Githyanki (1): Fgt6/Brb1/Exotic Weaponmaster1/Occult Slayer5; CR 16; Medium Humanoid (Extraplanar); HD 5d8+7d10+1d12+24; hp 132; Init  +7; Spd; 30 ft. (6 squares); AC: 26 (+4 natural, +3 Dex, +8 armor, +1 deflection), touch 14, flat-footed 23; Base Atk/Grp: +13/+21; Atk +23 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword); Full Atk: +23/+18/+13 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword) and bite +16 melee (1d6+4) or 2 claws +21 melee (1d4+8) and bite +16 melee (1d6+4); Space/Reach: 5ft./5ft.; SA Psionics, breath weapon Special Qualities: Darkvision 60 ft., SR 18, immunity to fire, rage; SQ Darkvision 60 ft., SR 18, immunity to fire, rage; AL LE; SV Fort +18, Ref +9, Will +8; Str 27, Dex 16, Con 20, Int 14, Wis 8, Cha 10.


Skills and Feats: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +20; Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Improved Initiative, Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper, Leap Attack.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13


Rage (Ex): Can rage 1/day for 10 rounds. Stats when raging Str 31, Con 24, 158 hp, Atk: +25 melee (1d10+2d6+23/19-20x2; +1 Vicious Bastard Sword), Full Atk: +25/+20/+15 melee (1d10+2d6+23/19-20x2, +1 Greatsword) and bite +19 melee (1d6+5) or 2 claws +23 melee (1d8+10) and bite +18 melee (1d6+5), Fort: +20, Will: +10, AC 24, Breath Weapon DC 17


Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.


Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.


Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.


Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.  This ability otherwise functions as the spell turning spell (CL 10).


Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.


Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.


Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.


Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects). She can suppress or resume this ability as a free action.


Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 15 for half

Possessions: +3 Breastplate, +1 Vicious Bastard Sword, Ring of Protection +1, Gauntlets of Ogre Power, Amulet of Health +2, Cloak of Resistance +3.

Githyanki Warrior (1): Bbn1/Fgt10/Exotic Weapon Master2; CR 15; Medium Humanoid (Extraplanar); HD 1d12+12d10+56; hp 141; Init  +3; Spd; 30 ft. (6 squares); AC: 24 (+3 Dex, +10 armor, +1 deflection), touch 14, flat-footed 21; Base Atk/Grp: +14/+20; Atk +23 melee (2d4+12; +1 spiked chain) or +21 melee (1d8+9/19-20x2; masterwork longsword); Full Atk: +23/+18/+13 (2d4+12; +1 spiked chain) or +21/+16/+11 (1d8+9/19-20x2; masterwork longsword); Space/Reach: 5ft./5ft.; SA Psionics; SQ Darkvision 60 ft., SR 19, uncanny dodge, rage; AL LE; SV Fort +19, Ref +8, Will +6; Str 22, Dex 16, Con 18, Int 13, Wis 8, Cha 8.


Skills and Feats: Ride +20, Craft (weaponsmithing) +4, Jump +19, Climb +19, Intimidate +14; Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Weapon Specialization (spiked chain), Greater Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Improved Disarm, Power Attack, Cleave, Combat Reflexes, Iron Will.


Crippling Strike (Ex): A rogue with this ability can sneak attack opponents with such precision that her blows weaken and hamper them. An opponent damaged by one of her sneak attacks also takes 2 points of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per day for each damaged ability.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 14.


Trip Attack (Ex): The character can use a one-handed or two-handed exotic weapon to make a trip attack. If he is tripped during his own trip attempt, he can drop the weapon to avoid being tripped.  If the exotic weapon already allows the weilder to make trip attacks, the character instead adds a +2 bonus on any trip attempt.


Exotic Reach (Ex): When wielding and exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).


Rage (Ex): Can rage 1/day for 9 rounds. Stats when raging Str 26, Con 24, 175 hp, Atk: +25 melee (2d4+15; +1 spiked chain) or +23 melee (1d8+12/19-20x2; masterwork longsword), Full Atk: +25/+20/+15 melee (2d4+15; +1 spiked chain), Fort +21, Will: +8, AC 22

Possessions: belt of giant strength +4, gloves of dexterity +2, amulet of health +2, +2 mithral full plate, ring of protection +1, +1 spiked chain, masterwork longsword, cloak of resistance +2.
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Half-Red Dragon Githyanki (1): Fgt6/Brb1/Exotic Weaponmaster1/Occult Slayer5; CR 16; Medium Humanoid (Extraplanar); HD 5d8+7d10+1d12+37; hp 145; Init  +7; Spd; 30 ft. (6 squares); AC: 28 (+4 natural, +3 Dex, +7 armor, +1 deflection, +3 shield), touch 14, flat-footed 25; Base Atk/Grp: +13/+21; Atk +23 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword); Full Atk: +23/+18/+13 melee (1d10+2d6+19/19-20x2; +1 vicious bastard sword) and bite +16 melee (1d6+4) or 2 claws +21 melee (1d4+8) and bite +16 melee (1d6+4); Space/Reach: 5ft./5ft.; SA Psionics, breath weapon Special Qualities: Darkvision 60 ft., SR 18, immunity to fire, rage; SQ Darkvision 60 ft., SR 18, immunity to fire, rage; AL LE; SV Fort +18, Ref +9, Will +8; Str 27, Dex 16, Con 20, Int 14, Wis 8, Cha 10.


Skills and Feats: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +20; Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Improved Initiative, Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper, Leap Attack.


Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13


Rage (Ex): Can rage 1/day for 10 rounds. Stats when raging Str 31, Con 24, 158 hp, Atk: +25 melee (1d10+2d6+23/19-20x2; +1 vicious bastard sword), Full Atk: +25/+20/+15 melee (1d10+2d6+23/19-20x2, +1 greatsword) and bite +19 melee (1d6+5) or 2 claws +23 melee (1d8+10) and bite +18 melee (1d6+5), Fort: +20, Will: +10, AC 24, Breath Weapon DC 17


Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.


Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.


Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.


Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.  This ability otherwise functions as the spell turning spell (CL 10).


Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.


Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.


Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.


Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects). She can suppress or resume this ability as a free action.


Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 15 for half

Possessions: +2 breastplate, +1 vicious bastard sword, ring of protection +1, belt of giant strength +4, amulet of health +4, cloak of resistance +4, +1 animated heavy steel shield.
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 SEQ CHAPTER \h \r 1Table 9–6: The Fleshwarper


		Level

		Base


Attack


Bonus

		Fort


Save

		Ref


Save

		Will


Save

		Special

		Graft


Reserve

		Spellcasting



		1st

		+0

		+2

		+0

		+0

		Aberrant familiar

		500

		—



		2nd

		+1

		+3

		+0

		+0

		Elder secret

		700

		+1 level of existing spellcasting class



		3rd

		+1

		+3

		+1

		+1

		Graft mastery

		900

		+1 level of existing spellcasting class



		4th

		+2

		+4

		+1

		+1

		Aberrant
familiar

		1,200

		+1 level of existing spellcasting class



		5th

		+2

		+4

		+1

		+1

		Elder secret, graft  mastery

		1,500

		+1 level of existing spellcasting class



		6th

		+3

		+5

		+2

		+2

		Rapid  grafting

		2,000

		+1 level of existing spellcasting class



		7th

		+3

		+5

		+2

		+2

		Aberrant familiar, graft mastery

		2,500

		+1 level of existing spellcasting class



		8th

		+4

		+6

		+2

		+2

		Elder secret

		3,000

		+1 level of existing spellcasting class



		9th

		+4

		+6

		+3

		+3

		Graft mastery

		4,000

		+1 level of existing spellcasting class



		10th

		+5

		+7

		+3

		+3

		Aberrant apotheosis, aberrant familiar

		5,000

		+1 level of existing spellcasting class





Class Skills (4 + Int modifier per level): Concentration, Craft, Decipher Script, Heal, Knowledge (all skills taken individually), Search, Speak Language, Spellcraft, and Use Magic Device.



