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¥ Monster of the Week

 Ohe Mahaha |

A NEW MONSTER FOR USE WITH THE PATHFINDER® ROLEPLAYING GAME
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v The Monster of the Week

The Monster of the Week product line takes its inspiration from the television trope of the
same name: a convention by which a weekly television production might introduce a
new freak, villain, or beastie in every episode, allowing the episode’s themes and topics to
revolve around the latest *big bad.” Monster of the Week aims to arm GMs with creatures and
villains perfect for such a role. Whether you’re looking to populate a memorable encounter
or a villainous story arc, our Monster of the Week is made for maximum creep-factor and
memorable *wow?” power!

Within this installment’s pages you will find the true and terrible description of the mahaha
— a shaggy, mountain-dwelling creature not dissimilar to a yeti or sasquatch, and yet far
more unnerving than either.. for the mahaha leaves its victims with a macabre calling card: a
signature smile, twisted and frozen upon the faces of those unfortunate enough to succumb
to the monster’s claws. Called by names like “the tickler,” or *the smiling man,” few creatures
make for more unsettling foes. Derived from real-world Inuit myth, these terrors of the tundra
are presented within these pages in the spirit of the original aboriginal legends. Read on, but
take care, lest you crack a smile or let slip a chuckle. You wouldn’t want to do that.. f

The Mahaha Languages Aklo, Common
SQ foolish

A shaggy creature stands upright like a man,

covered head to toe in frost-caked fur. Its fright- ECOLOGY
ful face grins a maniac smile while its wicked
claws twitch nervously.

Environment cold mountains
Organization solitary

MAHAHA CR 6 Treasure standard
XP 2,400; CE Large monstrous humanoid SPECIAL ABILITIES
Init +3; Senses low-light vision.; Perception +5 Foolish (Ex) A mahaha takes a -4 penalty on
DEFENSE Sense Motive skill checks, and a creature
that attempts to deceive a mahaha with
AC 19, touch 12, flat-footed 16 (+3 Dex, +7 a Bluff skill check never takes a penalty
natural, -1 size) for telling an unlikely or far-fetched lie.
Attempting to convince a mahaha to believe
hp 68 (8d10+24) the impossible still incurs a -10 penalty,
Fort +4, Ref +9, Will +3 but not the usual -20 penalty that would
Resist cold 10 normally apply to such a deception.
OFFENSE
Frozen Caress (Su) A mahaha can use its rigid
Speed 30 ft. claws to caress a creature that it is grappling

Melee 2 claws +12 (1d6+4), bite +11 (1d6+4)

Special Attacks frozen caress, hideous glee

Spell-Like Abilities (CL 8th, concentration +11)
constant—endure elements, tongues

STATISTICS

Str 19, Dex 16, Con 14, Int 9, Wis 5, Cha 16

Base Atk +8; CMB +13 (+15 grapple); CMD 26
(28 vs. grapple)

Feats Improved Grapple, Improved Unarmed
Strike, Toughness, Weapon Focus (claw)

Skills Climb +12, Intimidate +12, Perception
+5, Survival +8

as a standard action. The mahaha may
attempt to maintain the grapple as a part
of this action. The feeling of the mahaha’s
caress is a curious sensation, akin to tickling
or itching. Victims affected by this touch
often feel no pain at all, dying with laughter
as the tickling turns to scratching and then
to clawing. A creature touched in this way
must succeed on a Fortitude saving throw
(DC 17) or be fatigued — beset by a chill
akin to hypothermia. A creature so affected
feels warm and giddy, not cold, and takes
a -2 penalty on saving throws against the
mahaha’s hideous glee ability for 24 hours.
The saving throw is Charisma-based.



Hideous Glee (Su) A mahaha can

gain this bonus, similar to the
way that a creature may avert
its eyes from a gaze attack.
The saving throw is Charisma-
based.

spend a full-round action laughing
with hideous glee. The mahaha
may attempt to maintain a grapple
as a part of this action, but can take
no other actions while laughing.
A living creature within 30 ft.

that hears the mahaha laugh J This rarely-glimpsed monster
must succeed on a Will saving £/ lives a reclusive life on lonely
throw (DC 17) or be affected A mountaintops in the frozen tundra.
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hailing from the darkest reaches of the multiverse
— perhaps the same realms from which the terrible
wendigo are said to be driven from. Another
theory postulates that mahaha were men once,
mountain hermits who succumbed to the terrible
psychosis associated with wendigo encounters,
left manic and mutated by the experience.

Whatever the truth, one thing is certain: the
mahaha are cannibals — eaters of men, and
gleefully so, and equally willing to dine on their
own kind. In fact, a mahaha loathes nothing
more than another of its own. Stranger and
more unsettling still, the mahaha also seem
associated in some way with avalanches, and are
often reported picking through the aftermath
of arctic landslides, looking for survivors upon
which to dine. Curiously, mahaha are reluctant
to feast on the flesh of the dead, preferring live
flesh to a frozen carcass. What’s more, a mahaha
is thought to “season” the flesh of its victims
with laughter, grinning and tickling and smiling
as it kills, infecting its prey with a supernatural
giddiness accompanied by mad glee and terrible
laughter. In the accursed regions that the
mahaha call home, no sound can instill more
terror into the heart of an arctic explorer than
the sound of laughter echoing across the tundra.

Fortunately for explorers everywhere,
the insane and violent cheer of the mahaha
contributes to its greatest weakness:
foolishness and folly, bordering on crazed idiocy.
Additionally, mahaha are known to toy with their
prey before descending with claws and teeth,
often inadvertently affording a potential victim
valuable time with which to concoct a ploy or
deception to use against the monster.
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BLUFFING VS.
MAHAHA FOOLISHNESS

A mahaha’s foolishness can be a serious
weakness, and clever exploitation of this
vulnerability may allow even low-level parties
to survive an encounter with one. A GM who
intends to use a mahaha against a party of 3rd-
level characters or lower should give the PCs
ample opportunity to learn about the creature’s
foolish nature through Knowledge checks,
research, or the assistance of NPC sages and
scholars. The mahaha’s foolishness is typically
the first piece of relevant information learned
with a successful Knowledge (nature) check.
A DC 16 check is usually sufficient to learn the
mahaha’s weakness. Overcoming such a serious
physical threat by exploiting a vulnerability
which is almost entirely dependent on the
cleverness and ingenuity of the players can be
a tremendously satisfying experience, and one
that your players will remember long after the
adventure is over.

That said, be careful to consider the rules
and modifiers applicable to the Bluff skill
when determining what sort of trick a mahaha
might succumb to. Simply awarding a victory
when the PCs put forward their deception
is likely to subtract from your players’ sense
of accomplishment, not add to it. Below you
will find a handy table summarizing the usual
modifiers that apply when using the Bluff skill to
tell a lie, along with the modifiers as adjusted by
the mahaha’s foolish ability.

Circumstances of Bluff Standard Modifier Modifier vs. Mahaha
The target wants to believe you +5 +5
The lie is believable +0 +0
The lie is unlikely -5 +0
The lie is far-fetched -10 +0
The lie is impossible -20 -10
The target is drunk or impaired +5 +5
You possess convincing proof up to +10 up to +10




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative Material”
means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
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with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0 © 2000, Wizards of the
Coast, Inc.;

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax
and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC;
Author: Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC;
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian J.
Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson,
Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC;
Authors: Jason Buhlman, Tim Hitchcock, Colin McComb, Rob McCreary, Jason
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and
Russ Taylor.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights
reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson,
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based
on original content from TSR.

Abandoned Arts Presents: |\ of the Week: The Mahaha ©, 2016, Daron
Woodson; Author: Daron Woodson; Artist: Rick Hershey: Layout: Troy Daniels
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