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Monster of the Week

ohe ‘Mucoroth!

A NEW MONSTER FOR USE WITH THE PATHFINDER® ROLEPLAYING GAME
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Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/
pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not en-
dorse this product. Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplay-
ing Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License.
See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.
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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 mucoroth
— an alien visitor possessing a novel (@and nauseating)) flavor of immortality. Perfect for
horror-themed adventures or encounters, the mucoroth is an alien terror that caaame.. from
outer spaaace! Bizarre by its behavior and vile by its description, the mucoroth are sure
to unsettle your players, who will not soon forget their first foray into a mucoroth colony,
only to find themselves... utterly ignored by the indifferent natives? Take a seat by the
fire and read on, my friends, and learn why the mysterious, murderous mucoroth have
more important things to do than engage your intruding, intrepid band of bumblers..

Sense Motive +25, Sleight of Hand +9, Stealth
+16, Survival +16

THE MUCOROTH

This abomination resembles a bark-like stalk Languages  Aklo, Commpn (cannot  speak);
formed of stiff, mottled, rose-colored fungus. From its mucgrothitelERa i)
bulbous base, six soggy leg-spindles and two pairs of $Q death throes
lanky arms protrude. ECOLOGY

MUROROTH CR9

Environment any underground

XP 6,400; NE Medium aberration Organization solitary, pair, or colony (4-12)

Init +1; Senses darkvision 60 ft.; Perception +16
DEFENSE
AC 20, touch 14, flat-footed 18 (+1 Dex, +1 dodge,
+2 insight, +6 natural)
hp 102 (12d8+48); regeneration 2 (fire)
Fort +9, Ref +7, Will +13; +8 vs. mind-affecting

Defensive Abilities mind blank; DR 5/slashing;
Immune fungal defenses

OFFENSE

Speed 20 ft.
Melee 4 claws +10 (1d4+1 plus 1d6 acid)

Special Attacks caustic claws, mucosoporific cloud

STATISTICS

Str 12, Dex 13, Con 16, Int 17, Wis 21, Cha 8
Base Attack +9; CMB +10; CMD 22 (30 vs. trip)

Feats Diehard, Dodge, Great Fortitude, Improved
Lightning Reflexes, Lightning Reflexes, Nimble
Moves, Toughness

Skills Climb +12, Escape Artist +9, Intimidate +14,
Knowledge (dungeoneering) +9, Perception +16,

Treasure standard

SPECIAL ABILITIES

Caustic Claws (Ex) Each of a mucoroth’s four claws
secretes a caustic mucosal lining, dealing 1d6 points
of acid damage on each successful attack. A mucoroth
can suppress or renew this ability as a free action.

Death Throes (Ex) When a mucoroth is slain, its
body bursts into a mucosoporific cloud, exposing all
creatures within a 5-ft. radius to its mucosoporific
cloud ability (see below).

Fungal Defenses (Ex) A mucoroth is partially
composed of fungal plant matter, and possesses
immunity to paralysis, poison, polymorph effects,
sleep effects, and stun effects. While not completely
immune to mind-affecting effects, a mucoroth
benefits from a constant mind blank effect.

Mucoroth Telepathy (Su) Though a mucoroth
cannot speak, it can communicate telepathically
with all non-mindless creatures as though it shared
a language with all thinking things. In addition, the
mucoroth’s telepathic senses grant it a +2 insight
bonus to Armor Class as well as a +8 insight bonus
on Sense Motive skill checks. A mucoroth’s telepathy
extends out to a range of 1 mile.



Mucosoporific Cloud (Ex or Su) A mucoroth can
exude a cloud of fine mucosoporific particles —
tiny, flesh-colored spores — as a 10 ft.-radius burst,
centered on itself. Expelling the cloud is a full-round
action that provokes an attack of opportunity. Any
living creature other than a mucoroth caught within
the cloud takes 6d6 points of acid damage and must
succeed on a Fortitude saving throw (DC 19) or
inhale a part of the stream, contracting a strange and
gruesome soporificillness. Creatures that succeed on
this saving throw receive only half damage from the
attack and are not exposed to the illness. The details
of this supernatural disease are described below.

The mucosoporific cloud lingers in the area for
at least 1 round, though the mucoroth can exert
telepathic control over the cloud by concentrating as

a standard action. While concentrating on the cloud,
the mucoroth can move it up to 20 ft. per round.
Creatures may be affected by the same mucosoporific
cloud no more than once per round. An uncontrolled
spore cloud dissipates on its own after 1 full round. A
mucoroth can control only its own cloud in this way;
it cannot influence a spore cloud exuded by another
member of its species. Though releasing this cloud of
spores is an extraordinary ability (Ex), the mucoroth’s
ability to exert telepathic control over the cloud is a
supernatural ability (Su).
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THE MUCOSOPORIFIC
PLAGUE

The soporific affliction that makes the mucoroth so
very dangerous is, in actuality, less a disease than an
advanced and terrifyingly aggressive self-preservation
mechanism. Over the course of the fast-acting
affliction, the sufferer’s skin bleeds and cracks as a
pale, rippling fungus begins to creep and proliferate
outward from the eyes, nose, and mouth, as well as
from any open sores or wounds. Creatures immune
to bleed damage are immune to the damage dealt by
this affliction. Any living creature killed by the disease
is rapidly consumed by the fungal growth, and, after
2d12 hours, resembles no more than a heinous fungal
cocoon. A Medium-sized or larger corpse in this state
becomes a clone pod for the mucoroth, provided
that the body possesses an intact brain, and that the
original creature possessed an Intelligence score of 3
or higher. Should a mucoroth with one or more intact
clone pods die, its consciousness is immediately
transferred to the oldest intact clone pod that its
own spores created, emerging from the cocoon with
a new body, as the clone spell. Unlike a true clone, a
mucoroth’s clone pod never rots as long as it is stored
somewhere damp or verdant.

Any creature that dies from this mucosoporific
affliction cannot be raised until the resulting clone
pod is destroyed. Even then, such a creature cannot
be raised without true resurrection or greater magic.
A Medium-sized clone pod has an AC of 5 and 28 hit
points. The save DC for the mucosoporific plague is
Constitution-based.

MUCOSOPORIFIC PLAGUE

Type curse, disease (injury); Save Fortitude DC 19
Onset 1d4 rounds; Frequency 1/round

Effect 2d4 damage and sickened, target is also
nauseated instead after failing 2 saves; Cure 2
consecutive saves or a remove curse spell

Formed by a single, alien spore that fell to the earth
in an age long past, the mucoroth took shape in
the fetid pools of lightless, overgrown swamps
and shallow underground ponds and lakes. What
motivates these inscrutable aliens —and whether
their arrival was accidental or orchestrated — is
difficult to say. The mute mucoroth rarely set
out to communicate with other species; a colony
might live in relative peace with neighboring
tribes or species for centuries or even decades
without ever opening communication or
acknowledging an ambassador. So willfully
ignorant of other species are they, and so
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seemingly reluctant to acknowledge even the
presence of other creatures, that members
of some cultures sharing a habitat with the
mucoroth actually come to believe that the alien
beings simply cannot perceive other creatures
— that they literally cannot see or hear them.
Indeed, explorers stumbling into a mucoroth
colony might find themselves utterly ignored by
the indifferent natives... at least until a member
of the colony feels bothered or threatened by a
member of their party.

Terribly, many of the mucoroth’s geographical

neighbors eventually find their strange and
silent “alliances” with the mucoroth ended by an
unprovoked, full-force attack by the colony after
generations of mute peace. Truly, it seems that
the mucoroth — despite their telepathic ability
to communicate with any sentient creature —
are content to ignore the outside world entirely,
until some unfathomable need or impulse drives
them to wholesale violence or slaughter.

Many scholars believe that the mucoroth’ goals

are set on territorial domination, and that their
seeming patience and indifference is actually
only a facet of a years-long preparatory ritual.
The truth is not far from this theory: a mucoroth
devotes much of its life’s work toward the
biogenesis of countless fungal cloning pods —
plant-like cocoons which house organic clones
of each member of the colony, into which a
mucoroth’s consciousness can be transferred in
the event of its demise. A fresh clone possesses
a fish-belly white hue, deepening to redder,
rosier shades over time. Mucoroth that live long
enough grow to take on even darker colorations,
turning the tarry color of dried blood. A
mucoroth’s pods might be hidden or buried in
dozens or even hundreds of locations throughout
the colony’s territory and beyond, effectively
ensuring the immortality of the mucoroth. Like
their fungal cloning pods, a mucoroth “village”
is typically built from fibrous plant matter and
sheets of fungal canvas, with tubes, tunnels, and
structures scattered across miles of territory,
despite the relatively small size of a typical
colony. The mucoroth seem to take naturally to
repetitive tasks; when not attending their cloning
pods or laboring to expand their unusual organic
demesnes, a mucoroth might observe the stars
for hours on end, tend tediously to slow-growing
mold farms, or simply stand in one spot for days,
as if listening for some telepathic signal from far
above the earth... or perhaps from deep within
it.



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.
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