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FOREWORD.
Y ED ﬁmanwoon

elcome to Underworld Races & Classes.
What a treat! Who doesn’t love a good
dungeon crawl, especially when we’re
starting out roleplaying and everything is shiny
and new? Dark, creepy places underground...
which if we’re lucky, give way to endless networks
of caverns, an entire world down there.

It did for me, and I happily met, was frightened
by, and fought intelligent fungi, talking rocks, and
all manner of creeping, slithering, oddly-glowing,
ceiling-clinging, nightmarish critters.

And was, of course, inspired to create my own.
Yes, I added intelligent underground races to the
official D&D® rules, and even a subterranean-
dwelling species of dragon—and I'm still doing it,
with glee!

And why not? If the Underworld is a vast
subterranean landscape, as big—or even bigger;
layers!—as the surface world above, it’s a world.
Vast and hopefully varied (all of these fearsome
beasties we know are down there, entire races of
them, have to live somewhere, and find food and
drink; that takes space). If the surface world has
hundreds of distinctly different sorts of critters,
why not the Underworld? And what’s more
fearsome than a roaring, horrible beastie? A race
of intelligent roaring, horrible beasties who want

revenge if you stomp one of them! And may even
come hunting you...

These subterranean landscapes are so much
more, should be so much more, than labyrinths of
caverns full of evil drow ruling everyone else (or at
least trying to). Think of an Underworld so big it
holds sentient races who’ve never heard of drow—
or at least never actually seen one. It follows that
for such a big, rich adventure playground to be
rich, it will be full of new races, who live their lives
in such different ways than humans on the surface
that playing characters of these different races will
demand new character classes.

Well, looky here! This gorgeous tome is brimming
with details about subterranean-dwelling races,
and new classes galore! I can’t wait to explore the
Underworld anew with all these new toys!




Living in the Underworld of Aventyr for any period
tends to alter one’s perspective. The lack of light or
changes in temperature that normally indicate day
and night are gone, as are the meaning of the terms.
The senses run amok as constant sounds flit in and
out of the limits of hearing, and the need to be able
to navigate in three dimensions—as chimneys and
crevasses suddenly appear in your path—confusing
any natural talent for direction. Were that not
enough, the creeping horrors that developed below
the picturesque surface of Aventyr have a disturbing
trait of “changing” people.

In the stygian depths, the claustrophobic tunnels,
endless caverns, undiscovered realms, countries,
and entire lands beneath Aventyr’s surface, the
races that thrived have warped and shaped the
abilities of the paths taken by humanoids on the
Upperworld. Specialties suited to the peculiar
environs abound, and “survival of the fittest” has
rarely been more appropriate. Those that adapt to
their surroundings live, while those that only hold
fast to the old ways fall prey to menaces that lurk
around every corner.

The archetypes and classes in The Underworld
of Aventyr are most frequently associated with
characters in the Underworld of Aventyr but can be
adopted either by other races in an underground
setting or by a character with an Underworld
influence in their history. If your campaign doesn’t
have a subterranean bent, each class has other
means and motivations for characters to pursue
them detailed in their class entry.

UNDERWORLY HISTORY

The first of the four great events that have forever
marked the history of the Underworld of Aventyr
came by the hands of the gods themselves during
the Forging of the Dvergr. Finding the mythical
creatures to be ultimately self-destructive, the
divine powers carved each into the four dwarven
races (dweorg, dvergr, zwerc, and their foul kin, the
gitwerc) and the immortals (elves and drow). The
gitwerc removed themselves from the rest of the

races being created by the deities, sealing a pact o

with the devils of Hel at the core of the world while
their cousins were molded. Each of the different
races of dwarves lived in tenuous peace deep below
the surface of Aventyr while their slender, distant
cousins sought refuge away and above. War would
surely have erupted between the three great clans
(dweorg, dvergr and zwerc) were it not for the
sweeping changes soon to overtake the Underworld.
The second great event is known as the Grand
Sculpting, when the Progenitors (the first race of
Aventyr, mysterious entities still shrouded by the
mists of time) mastered the primal dragons of
the subterranean depths. Enslaved, the powerful
creatures were made to terraform the whole of the
continent beneath the surface, carving out grand
empires and rerouting magma flows to create vast
networks of caves that connected peoples and
creatures never-before exposed to one another.

>4
\\ UNDER THE SURFACE

The Underworld is as diverse as the
surface world is with oceans, lakes, and
wide turbulent rivers. Of course, on planets
like Earth, the subsurface is usually one
complete mass, but Aventyr is different.
Although no one is entirely sure (largely
due to the constant movement at the surface
of Hel) many sages consider it probable
that there are probably several continental
Underworlds, each resting as an individual
land mass on an ocean of internal fire—
Hel, the realm that rests at the core of
Aventyr. Rather than plate tectonics and
shelf drift, the continents really can move
quite spectacularly if monumental events
take place within or on the surface of Hel;
this might account for several the great
extinctions, the raising of gigantic mesa
and mountains, the isolation of races and
peoples, and so on. The Underworld itself
can take on an almost fluid characteristic as
Hel moves, magma flows, and the previous
configuration of caverns and tunnels is
terraformed beyond recognition.

115




T ¥
e

The dwarves scattered as the world around them
was reforged by the potent draconic slaves; the
dweorg to the relative safety near the surface, the
dvergr to remote caverns to build cities of their own
and the zwerc to isolated outposts barely tethered
to the Material Realm, far removed from the rest
of the world in pocket dimensions connected to the
Elemental Plane of Earth (only accessible by the
mystical Amber Roads—mysterious veins of orange
crystal that bisect the realms of reality). The gitwerc
and drow were already far removed from most of the
Underworld (the former near the core of Aventyr
and ruling the realms directly above Hel, the latter
foraging in the darkness at the farthest reaches of
the existing cave networks after their banishment
from the Silent Forest) and held little interest in the

massive terraforming of the Progenitors.
—

(2]

= The Progenitors are still very much a
mystery of the past. Scholars believe the
Draaki to be the remains of the once great
race that terraformed the Underworld, but
the many names attributed to the influential
Progenitors—Kantaisa, Kantaa, Stamvader
and more—leave the truth of their origins an
enigma that puzzles even the finest historians
of Aventyr. Legends suggest that the eldest
primal dragons might know the truth of the
mysterious, powerful, prehistoric peoples,
but if they do know, they are keeping it to
themselves.

THE PREHISTORIC PROGENITORS

(<

>

The third event, the Great Schism, saw the
downfall of those powerful slavers. Over centuries,
the dragons plotted in secret, subtly enchanting
the tunnels and byways they carved through
Aventyr, beneath the notice of their minders. In a
grand ritual that promised to grant the progenitor
race great power, they instead awoke a seemingly
impossible creature—the Dracoprime. Before the
monstrosity could fully rise and form, the greatest
mages of the once powerful slavers sacrificed the
very essence of their species to see it destroyed,

calling out with a cry that shook the most far flung
planes. The Progenitors found themselves saved,
but much reduced in power, influence, and ability,
rapidly mutating into the draaki.

Forming out of the bedrock beneath the
oceans, most of the continent was safe from the
Dracoprime’s calamitous fall—all save Picollo.
Once a great archipelago that extended far from the
mainland, the realm of the halflings was reduced
in one disastrous moment to a single island.
Countless small folk died on that cataclysmic day,
as their world became forever changed by what
caused the mountainous creature’s end. The drow
took this opportunity to “save” numerous refugees
of the Dracoprime’s fallout, becoming the new
powerful slavers beneath the surface, forcing the
lesser races under their charge to build magnificent
cities hidden away in the endless caverns.

The desperate call of the panicking draaki
brought aid from strange otherworldly powers
when the god of an alien planet far across the
cosmos answered their plea. Zagnexis transported
his physical form (Zagn) and his brood to Aventyr
using a grand surge of divine power to place them
directly into the forming brain of the draconic
idol. The Dracoprime’s skull erupted with the
insectoid deity’s body and its children, killing the
monstrosity instantly and precipitating its fall.
Many hoyrall were carried to the Underworld
where they prepared for a grand invasion, but
the others remained on the surface engaging in a
war that nearly consumed the remaining halflings
of Picollo. Exis, the god’s essence, maintained a
connection with his creations, granting them a hive
mind that made them a threat poised to topple the
entire Underworld—if not Aventyr itself.

The fourth event was bred from the dire plea to
end the Dracoprime; more than one bizarre entity
answered the call, and the colloid arrived to the
Underworld in an event which came to be known as
the Confluence. Exis’ conduit to his children had been
studied by the colloid for some time and after several
centuries the alien stole its power to transport itself
to Aventyr, shattering the hive mind that made the




UNDERWORLD RACES AGE, HEIGHT, ¢ WEIGHT

Race Adulthood Middle Age old
Drow 125 years 250 (400) years 400 (600)
years
Dweorg 40 years 75 years 150 years
Dvergr 40 years 65 years 140 years
Zwerc 40 years 100 years 175 years
Gitwerc 30 years 50 (100) years 100 (250)
years
Ahooling 32 years 50 years 66 years
Dadelig 20 years — —
Draaki 14 years 32 years 52 years
Funglets 72 years 152 years 240 years
Hoyrall 12 years 28 years 46 years
Kraidyl 11 years 84 years 132 years
Vestraadi 42 years 96 years 178 years
Race Base Height Base Weight
Ahooling 5 ft. 1inch. 190 lbs.
Dadelig 2 ft. 7in. 16 lbs.
Draaki 5 ft. 6 in. 180 Ibs.
Funglets 7 ft. 11n. 230 lbs.
Hoyrall 1ft. 7in. 34 lbs.
Kraidyl 6 ft. 200 lbs.
Vestraadi 4 ft. 51in. 140 lbs.

Venerable
450 (800)

years
175 years
165 years
225 years

125 (400) years

80 years
64 years
320 years
60 years
150 years
264 years

Modifier

3d4
2d4
2d10
3d10
2d6
1d12
3d10

Maximum Age
650 (1-1.5K) years

225 years
200 years
300 years

60 + 4d100years

80 + 2d10 years
68 + 3d12 years
20 + 6d100 years
60 + 2d10 years
150 + 1d20 years
264 + 5d20 years

Weight Modifier

x2 lbs.
x11b.
x5 lbs.
x10 lbs.
x2 lbs.
x10 lbs.
x2 lbs.




insect god’s creatures such a dangerous force. Their
race fell into disarray, their deity’s monstrous body
turned into a mindless aquatic beast; the echoes of
the colloid’s arrival would soon leave even bigger
waves in the sea of history.

While its message only now reaches the surface,
the denizens below have known the colloid’s touch
for some time. One lich, obsessed with finding
a way to protect himself from the otherworldly
hive-mind, instead created two new species that
survive in the subterranean world to this day (even
if he does not). Each reflects their creator; one a
reduced version of himself but forever tied to stone
(the dedelig), and the other that which he hated
most—crystalline beings borne from contact with
the alien creature (the colliatur). It was during this
latest period that the jungles of the Underworld
saw the emergence of a fungal race that towers
over its subterranean fellows with an aloofness and
apprehension that sets them apart as surely as their
intimidating presence, and they have propagated
across Aventyr since.

Tre F ORGING or iz DUERGR

In the days of darkness when the world was
young, the gods forged a race from the very heart
of the world itself. They called this race “dvergr”
and placed them close to the heart of Motherworld.

The dvergr thrived and prospered, but as time
went on they became greedy, fighting over the
precious metals and gems of the Motherworld.

The gods foresaw the destruction of the dvergr
at their own hands, thus they divided the race into
five parts, each sharing the appearance of the first
dvergr (but only a fragment of its whole).

The first were named dweorg, and were created
from the dvergr’s hands and heart giving them
honor and expert craftsmanship.

The second were made from the dvergr’s head,
and kept its most proud of names. They stayed
deep beneath the world toiling in their greatest
cities, only an echo of their former selves.

The third were named the zwerc, created from
the spirits of the dvergr. This granted them innate
power over magic, their mystical nature making
them loners and travelers with an endless thirst for
knowledge.

The potent avarice of the dvergr, however,
would not be undone by the gods—traveling far
from the deific crafting, the very essence of their
greed delved deep into Aventyr, much deeper




than the gods had permitted the dvergr to go.
Soon they had discovered Hel—where devils and
demons dwell—and while the first three races
were created, a pact was forged with the denizens
there. The devils granted the dvergr’s avarice
physical form and realms in the deepest, most foul
and flaming depths of the Underworld—but they
did not stop there. The devils gave the dvergr the
ability to siphon souls from the other races to feed
themselves, granting them even more power.

When the gods returned to forge the fourth, they
found the dvergr’s entrails snatched up by devils
who had turned them into terrible creatures: the
gitwerc.

The gods, realizing their mistakein creatingarace
with no concept of evil, vowed never to do so again
and went to work creating the fifth race in secret,
using all the remaining parts of the dvergr. The
fifth and final race would be eloquent, honorable,
knowledgeable, and nearly immortal, yet the race
would be forever divided, torn between light and
darkness. Their souls were permanently bound
to the world, sentenced with a nearly endless life
staring out upon the sea of eternity, never able
to attain that balance which comes so easy to the
other races. The gods placed this race above and
below the world, both in light and in darkness;
they became the elves and the drow.

Then the gods did something which surprised
all the races. They created a realm between
Upperworld and the Underworld, using the
culminating thoughts of all the new races to forge
the “Gift from the Gods,” the first humans: Ask
and Embla.

This gift would bring balance to the world.




AHOOLING

AHOOLINQ

These are the children of the dreaded, winged,
nightmare beasts of the Underworld, the ahool.
Compared to their elders they are considerably
smaller and less of a threat, but denizens of
the depths would find reason to disagree. The
demandinglife of ahool society irons out the failings
and weaknesses of these youthful creatures quickly,
but when one is led too far astray or abandoned by
their tribe, they pursue whatever path life provides
for them (sometimes never reaching their full
primal potential). Small collectives of ahooling are
said to live outside the incredibly fierce societies
of the predatory ahool, eschewing the bestial
traditions of their greater cousins.

AHOOLING RACIAL TRAITS

+2 Strength, —2 Intelligence, +2 Charisma: Unlike their elder
counterparts, ahooling are not particularly intelligent, but their
bodies are prodigiously strong and their presence is potent.

Ahool: Ahoolings are monstrous humanoids.

Medium: Ahoolings are Medium creatures and have no

bonuses or penalties due to their size.

Normal Speed: Ahoolings have a base speed of 30 feet on

land.

Darkvision: Ahoolings can see in the dark up to 60 feet.
Underworld Resistances: Ahoolings have cold resistance 5

and sonic resistance 5.

Natural Weapon: An ahooling has a bite attack that deals 1d6
points of damage. The bite is a primary natural attack, or a secondary
natural attack if the creature is wielding manufactured weapons or

making other natural attacks.

Vestigial Wings: Ahooling have wings that do not provide the lift
required for actual flight, but do have enough power to aid flight attained
by some other method, and grant a +4 racial bonus on Fly checks. »

Light Blindness: Exposure to bright light blinds ahoolings for 1
round. They are dazzled as long as they remain in areas of bright light.

Languages: Ahoolings begin play speaking Draconic. Those with
high Intelligence scores can choose from the following: Abyssa i

Celestial, Dwarven, and Undercommon.

HISTORY

The origins of the ahool are as mysterious and
widely attributed as their strange transformations,
but some facts are known to the wisest and most
knowledgeable Underworld scholars. During the
Forging of the Dvergr, the devils of Hel granted
great power to the gitwercbut not without garnering
the attentions of their demonic counterparts. The
fiends capered about the endless caves, corralling
vast swarms of lesser creatures—bats, crabs and
rats, depending on where the demons found
themselves—together into vast caverns prepared
for the simple beasts’ arrival. When all was ready,
they collectively engaged in a complex, wild, grand
two-stage ritual. They morphed thousands of
the tiny minds into singular souls, and then they

.’_




infused each with the essence of a primordial air
spirit born in the core of Aventyr—the resulting
creatures were the true ahool, predators supreme
of the Underworld.

The fierce, primal minds of the swarming
creatures, melded with the predatory instincts
of the aether spirits, created a race that easily
rivaled the Gitwerc. Unlike the changes wrought
by the devils, however, the means of continuation
for these powerful Underworld creatures was not
so simple. When killed these powerful beastmen
dissipated into swarms of demonic bats, crabs and
rats, fleeing from whatever felled them to infest
the endless caves as infernal creatures. When
the lesser demonic vermin interacted with any
other of their kind, each attributed a swarm and
eventually—through an extremely gruesome and
painful transformation—created the first ahooling.
Those that survived are the ancestors of today’s
ahool, carrying on the varied traditions required
to catalyze their lesser forms and realize the true
potential inherent in every ahooling.

Demons are said to occasionally create a new
true ahool when the mood strikes them, but most
of the originals have been destroyed by wayward
adventurers or the infernal dwarves. The rivalry
between ahool and gitwerc remains strong today—
the beastmen crave the blood of the devilish stout
ones, savoring what they believe to be the sweetest
blood in all Aventyr. A scant few of the true ahool
still roam the Underworld (seemingly immortal)
and are said to influence the events of all their
lesser kin in a manner mysterious enough to be
fitting for their kind.

Physical Description: ahooling are not
considerable in size, though they tend to be very
lean and well-muscled. Each bear marks of what
it may grow into as the ahooling ages, but the
creatures are remarkably adaptive and their bodies
evolve to suit their behaviors and environments.
Still, they all bear some similar traits—long,
piercing fangs that peek from out of their mouths,
bodies covered in fine, coarse dark brown hair,
vestigial wings that just out of their shoulders,

taloned hands, and large ears that rise from their
narrow skulls in short triangular folds of flesh. The
irises of ahooling are predominantly yellow—the
eyes of nocturnal predators.

Society: The core of their being demands a
diehard approach to life from the ahool, and
even their lesser cousins, the ahooling, find their
cultures to be largely predicated upon extreme
Darwinism—the strongest survive. The collection
of trophy fetishes is common to these Underworld
beastmen, though only the strongest wear them
openly; duels for assuming the spoils of victory
from another are commonplace. Ahooling treasure
the drinking of blood; the more types of creatures
one can legitimately claim to have succored
from heightens their social status. Thus, the
most respected of the beastmen are either fierce
combatants or purveyors of their most valued
cultural tradition: vino sanguinis (blood wine).
While few in number, ahooling moss caverns
(which are located on the floor of a cave rather than
on the ceiling, unlike the ahool’s moss gardens) are
always ruled over by a native that has traveled the
Underworld and returned ascended, a full ahool.
When found by their more bestial cousins, these
conclaves are quickly subsumed, whittled down
until only the toughest ahooling remain. Their
warriors are as much hunters as anything else, but
the lesser beastmen show greater reverence for the
arts and magics, allowing for their settlements to
survive hidden from their stronger cousins.

Relations: Ahooling are respected and feared
by other Underworlders, regarded as powerful—
albeit dubious—allies. Some can be quite civilized,
but they are all naturally cutthroat survivalists and
barbarism is typically the word of the day. Most
explorers remain wary of the ahooling; they avoid
killing captives, instead subjecting them to long,
torturous existences as preferred livestock for the
vino sanguinis brewers.

Alignment and Religion: Ahooling are
predominantly chaotic and evil, but not exclusively
so. More than a few of the true ahool’s demonic
lesser forms were discovered by well-intentioned
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adventurers that cleansed them, creating good
impurities in the creatures before letting them
loose once again in the Underworld. Sometimes
these impurities surface in an ahooling, creating a
beastman devoted to the purest ideals and goals.
Though quite rare, paladin ahooling (and ahool)
are spoken of in hushed tones by the malicious
elder denizens of the endless caves, and ruthlessly
sought out whenever a true ahool learns of their
existence.

Adventurers: The demanding lives of ahooling
turn them into exquisite hunters, effective scouts,
deft warriors and brutal barbarians. Those that
leave their home moss cavern exemplify the drive
and focus of their race—these explorers find their
primal urges to fight and thrive to prove invaluable
as they travel across Aventyr. While they are
normally best suited to bear a weapon, some take
to spellcasting and make powerful sorcerers or
oracles.

Male Names: Asht’haht, Gympth, Kolschak,
Riktha, Rorsk’haht, Tek’ta’kaht, Worlpth

Female Names: Errell’atht, Fisscourth, Graix,
Nedrazt, Preall’atht, Sol’kla, Syrralth, Vanes’satht

AHOOLING SCALING ADVICE

The ahooling is balanced against the stronger of
the core races and planar races like the aasimar.

For grittier games: For low-powered, grittier
games, eliminate the underworld resistances.

For high-fantasy games: For more high-
powered campaigns, consider granting the base
fly speed of the fledgling ahool racial paragon
class from the get-go. Truly high-powered games
may consider granting the benefits of the fledgling
ahool racial paragon class to the ahooling as he
reaches the respective character levels for free,
quasi-gestalting the character.

AHOOLING M0OSs CAVERNS

The homes of ahooling are expansive networks
of caverns overgrown with moss that hangs from
the ceiling and traps in moisture, making the
interior warm and inviting when compared to the
cold passages of the Underworld. Were it not for

the greater respect that lesser beastmen show for
magic, these settlements would never survive. A
character that succeeds on a Knowledge (nobility)
check (DC 20 - settlement’s size modifier x 2) can
determine from the tribal markings and level of
pageantry shown around an ahooling moss cavern
to determine just how barbaric—and dangerous—
its residents are likely to be. A moss cavern of
ahoolings typically becomes an ahool moss garden
(suspended in the air) after whatever initial
founder’s influence has completely passed into the
annals of history.

RACIAL SUBTYPES

The ahooling don’t have subtypes in the strictest
sense, but rare archetypes of the fledgling ahool
monster class breed aquatic and grounded cousins
that disperse into swarms of crabs and rats,
respectively. The former loses its fly speed but
gains a swim speed and the aquatic subtype, while
the latter gains a climb speed. Upon apotheosis, the
aquatic ahool gains additional abilities in the water
and the terrestrialahool increases their terrestrial
talents.

Favored Class Options

Instead of receiving an additional skill rank or
hit point whenever they gain a level in a favored
class, ahooling have the option of choosing from
several bonuses, depending upon the character’s
favored class. The following options are available
to all ahooling who have the listed favored class,
and unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1/5 bleed damage to the
alchemist’s bomb attacks. This bleed damage only
applies to targets of a direct hit.

Barbarian: Add +%2 to the barbarian’s cold
resistance and sonic resistance.

Bard: Add +%4 to the DC to resist the bard’s
bardic performance when using fascinate.

Cavalier: Add +%4 to the natural armor of the
cavalier’s mount.
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Cleric: Add +%2 to the cleric’s channel energy
total when dealing damage to creatures of evil or
good alignment.

Druid: Add +1 to the druid’s cold resistance or
sonic resistance.

Fighter: Add +1 to the fighter’s CMB when
making a grapple check.

Fledgling ahool: Add +2 ft. to the fledgling
ahool’s fly speed. This option has no effect unless
the fledgling ahool has selected it at least 3 times (or
another increment granting a bonus in increments
of 5 feet); a fly speed of 44 feet is effectively the
same as a fly speed of 40 feet, for example, and a
fly speed of 46 feet is effectively the same as a fly
speed of 45 feet.

Inquisitor: Add +% to the inquisitor’s saving
throws when resisting divine spells and spell-like
abilities.

Magus: Add +V4 to the magus’ saving throws
when resisting arcane spells and spell-like abilities.

Monk: Add +1/3 dodge bonus to AC for attacks
made by airborne creatures.

Oracle: Add +Y2 to the oracle’s level for the
purpose of determining the effects of the oracle’s
curse ability.

Paladin: Add +2 feet to the size of all the
paladin’s aura class features. This option has no
effect unless the paladin has selected it 3 times (or
another increment granting a bonus in increments
of 5 feet); an aura of 14 feet is effectively the same
as a 10-foot aura, for example, and an aura of 16
feet is effectively the same as a 15-foot aura.

Ranger: Choose a weapon from the following
list: bolas, flails, javelins, longspears, and nets.
Add +1 on critical hit confirmation rolls made
while using that weapon (maximum bonus of +4
per weapon). This bonus does not stack with the
Critical Focus feat.

Rogue: The rogue gains a +Y2 bonus on
Acrobatics, Escape Artist and Use Magic Device
checks.

Sorcerer: Add +¥2 point of sonic damage to
spells that deal sonic damage cast by the sorcerer.

Stonespeaker: Add +1/6 to the number
of times per day the stonespeaker can use the
elemental shape ability.

Summoner: Add +%2 hit point and +1/5
natural armor bonus to the summoner’s eidolon.

Witch: Add one spell from the witch spell list
to the witch’s familiar. This spell must be at least
one level below the highest spell level she can cast.
If the witch ever replaces her familiar, the new
familiar knows these bonus spells.

Wizard: Add +% bonus on concentration
checks made to cast a wizard spell defensively.

RACIAL CLASSES
FLEDGLING AHOOL (PARAGON CLASS)

The rigorous lives of the ahool breed out the
weaknesses of their youth through demanding
training to hunt, kill and evade the many
dangers of the Underworld. The fledgling ahool
slowly masters these disciplines and in doing so,
unlocks the potential within themselves to evolve,
eventually transforming into a whole ahool.

Role: The fledgling ahool is a unique class that
offers a monstrous experience for a PC, granting
uncommon abilities and a strong basis for skills
and combat. They might easily step in as a frontline
warrior, gifted scout or unlikely asset on the field
of battle.

Alignment: Fledgling ahool may be of any
alignment.

Hit Die: dio

Requirements

Race: The true source of the ahool and their
procreation is a mystery to the races of the
Underworld. Ahooling are their natural born
offspring, but rumors persist that other creatures
(stryx and monsters with a fly speed) have been
made to join the ahool as penance. Some legends
even speak of a foul ritual that can change any
intelligent race captured by the ahool into an
ahooling, and then forced towards this class.




AHOOLING

Base . Natural Limited S
Level Attack Fort Ref Will Armor Flight Class Abilities
Blood thirst, obscuring
1st +1 +0 +2 +2 +1 30 ft. (clumsy) mist 1/day, resist sonic,
skill bonus
Ability boost (Dex +2),
2nd +2 +0 +3 +3 +1 30 ft. (poor)  claws (1d4 damage),
disruptive echo
Change shape, gust of
3rd +3 +1 +3 +3 +2 40 ft. (average) wind 1/day, lesser blood
drain, resist cold
Ability boost (Str +2, Con
4th 4 1 4 4 2 50 ft. (good) +2), blind sense (20-ft.)
5th +5 +1 +4 +4 +3 60 ft. (good) gueciarothculs
Class Skills carry him aloft for too long at a time. A fledgling

A fledgling ahool’s class skills are Climb (Str),
Craft (Int), Fly (Dex), Intimidate (Cha), Perception
(Wis), Ride (Dex), Stealth (Dex), Survival (Wis),
and Swim (Str).

Skill Ranks per level: 2 + Int modifier.

* Skill bonus applies to Fly, Perception and
Stealth (in shadowy areas). (Note that their
maneuverability also grants a bonus.)

Class Features

Weapon and Armor Proficiencies:
Fledgling ahool are proficient with all simple
weapons, plus bolas, flails, javelins, longspears,
and nets. Fledgling ahool are proficient with light
armor and light shields.

Blood Thirst: A fledgling ahool must drink the
blood of others to properly fuel their metabolism.
Every week he must consume one gallon of blood
per class level or suffer from fatigue until he does
so. After ahool apotheosis, failure to sate their
blood thirst leaves an ahool exhausted as well.

Natural Armor (Ex): At 1st level, a fledgling
ahool gains a +1 bonus to natural armor as his hide
and muscles toughen. This increases to +2 at 3rd
level and to +3 at 5th level.

Limited Flight (Ex): A fledgling ahool’s wings
lack the resilience, size, and strength necessary to

ahool may only fly for a number of continuous
rounds equal to his fledgling ahool class level, after
which point he must rest for twice the duration they
were in the air before he can fly again. Otherwise,
the fledgling ahool’s wings have limited use per the
gliding wings class feature.

Gliding Wings (Ex): A fledgling ahool takes
no damage from falling (as if subject to a constant
nonmagical feather fall spell). While in midair,
a fledgling ahool can move up to 5 feet in any
horizontal direction for every 1 foot he falls, at a
speed of 60 feet per round. He cannot gain height
with these wings alone, and merely coasts in other
directions as he falls. If subjected to a strong
wind or any other effect that causes a creature to
vertically rise, a fledgling ahool can take advantage
of the updraft to increase the horizontal distance
he can glide.

Resist Sonic (Ex): At 1st level, a fledgling
ahool’s sonic resistance increases to 10 as his ears
become inured to the screams and cries of his kin.
At 3rd level, his sonic resistance increases to 15.

Skill Bonuses (Ex): At 1st level, a fledgling
ahool has already become familiar with the
disciplines of his elders and gains a +2 racial bonus
to Fly, Perception, and Stealth (in shadowy areas).
This bonus increases by +2 (to +4) at 3rd level.




Obscuring Mist (Sp): At 1st level, a fledgling
ahool unlocks the first of his mystical gifts, gaining
obscuring mist as a spell-like ability usable once
per day. The fledgling ahool’s caster level equals
his character level.

Ability Boosts (Ex): The genetics of a fledgling
ahool’s parent race become clear as he develops.
At 2nd and 4th level a fledgling ahool increases the
listed attribute scores by +2.

Claws (Ex): A fledgling ahool’s hands toughen
and their nails grow into sharp claws that tear flesh
asunder. At 2nd level, a fledgling ahool can make
two claw attacks as secondary natural weapons
with damage appropriate for a creature of his size
(usually 1d4 damage).

Lesser Disruptive Echo (Su): These feared
Underworld predators are well known for the
echoing call they let loose as they swoop towards
their prey. At 2nd level, a fledgling ahool gains
a lesser version of the disruptive echo ability
possessed by adult ahool, usable a number of times
per day equal to 3 + the fledgling ahool’s Charisma
modifier (minimum 1). A fledgling ahool may use
this as a substitute for another attack, focusing
his echolocation in a ray up to 60 feet long. This
is a ranged touch attack that deals 2d6 points of
nonlethal or sonic damage to a single target. A
successful Reflex save (DC 10 + ¥2 fledgling ahool
level + Charisma modifier) halves the damage.

Improved Flight (Ex): The more a fledgling
ahool makes use of its wings, the more graceful
they become when powering themselves along the
subterranean breezes of Aventyr. At 2nd level, a
fledgling ahool’s maneuverability improves to poor.
Flight increases by speed and maneuverability as
indicated on the table at higher levels.

Change Shape (Su): At 3rd level, a fledgling
ahool can change shape as a standard action
to assume the form of a dire bat or a swarm of
common bats. Transformation into a dire bat
works like beast shape II with a caster level equal
to the ahooling’s character level. If the fledgling
ahooling instead transforms into a swarm, he gains
the natural weapons and extraordinary special

attacks of a bat swarm. The swarm has the same
number of hit points as the fledgling ahooling.
While in swarm form, a fledgling ahooling can’t
use his normal form’s natural attacks or any of its
special attacks. He retains the defensive abilities,
weaknesses, and special qualities, but gains all
swarm traits of a swarm of Diminutive creatures.
A fledgling ahool may change shape for a number
of rounds per day equal to fledgling ahool level +
their Charisma modifier. These rounds need not be
consecutive. This is a transmutation (polymorph)
effect.

Gust of Wind (Sp): At 3rd level, a fledgling
ahool unlocks the means to use his mastery of
sound to modify the air, gaining gust of wind as a
spell-like ability usable once per day. The fledgling
ahool’s caster level is equal to his character level.

Lesser Blood Drain (Ex): At 3rd level, a
fledgling ahool gains a lesser version of the blood
drain possessed by an adult ahool. A fledgling
ahool can suck blood from a grappled opponent; if
the fledgling ahool establishes or maintains a pin,
he drains blood, dealing 1 point of Constitution
damage per 2 fledgling ahool class levels. The
fledgling ahool heals 3 hit points per round he
drains blood or, if he has maximum hit points,
gains 3 temporary hit points for 10 minutes. These
temporary hit points stack with themselves, but not
with other sources of temporary hit points, up to a
maximum number of temporary hit points equal
to his full normal hit points. A fledgling ahool can
only draw a limited amount of sustenance from
lesser beings - some of his mystic metabolism
requires the blood of sentient beings. A fledgling
ahool may only use this ability once per day when
feeding from creatures with an Intelligence score
lower than 3 — a fledgling ahool can nurse itself
slowly back to health by feeding on rats, but a
proper diet does the trick much faster (and tastes
better).

Resist Cold (Ex): At 3rd level, a fledgling
ahool’s resistance to cold energy increases to 10 as
his body’s fur becomes extremely thick and dense.
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Blindsense (Ex): At 4th level, a fledgling ahool
gains blindsense out to a range of 20 feet as his keen
senses and natural sonic abilities merge to grant a
preternatural awareness of his surroundings.

Ahool Apotheosis: At 5th level, a fledgling
ahool fully realizes his heritage. The fledgling ahool
increases the range of his blindsense to 60 feet,
increases resistance to sonic energy to 20, increases
his SR to 10 + character level, and gains two wing
buffet attacks (these are secondary natural attacks
that deal 1d4 points of damage).

AQUATIC FLEDGLING AHOOL

ARCHETYPE

Ahooling that bear the heritage of ahool spawned
from the demons near aquatic realms develop
differently than airborne counterparts.

Aquatic Subtype (Ex): The aquatic fledgling
gains the aquatic subtype, the ability to breathe
underwater, and a swim speed equal to the fly
speed of a fledgling ahool of the same level. This
ability replaces improved flight.

Skill Bonuses (Ex): The aquatic fledgling
receives bonuses to the Swim skill instead of the
Fly skill. Change Shape (Su): The aquatic
fledgling’s change shape ability functions as a
fledgling ahool’s, except he transforms into a
swarm of crabs rather than bats or into a giant crab
instead of a dire bat.

Slipstream (Sp): The aquatic fledgling gains
slipstream as a spell-like ability usable once per
day. The aquatic fledgling’s caster level equals his
character level. This ability replaces gust of wind.

Ahool Apotheosis (Ex): The aquatic fledgling
never gains a fly speed. Instead his swim speed
increases to 80 feet and he gains blindsense out
to 80 feet, automatically sensing the location of
anything within this range. However, this special
blindsense only detects creatures in contact with
the same body of water as the ahooling. This
modifies ahool apotheosis.

TERRESTRIAL FLEDGLING AHOOL

ARCHETYPE

Not every ahooling evolves to take to the air or the
water. Some scamper along the walls and squeeze
into the minute cracks of the endless caves, living
as rat kings of the Underworld.

Climb (Ex): The terrestrial fledgling gains a
climb speed equal to the fly speed of a fledgling
ahool of the same level + 10 feet. This ability
replaces improved flight.

Skill Bonuses (Ex): The terrestrial fledgling
receives bonuses to the Escape Artist and Climb
skill instead of the Fly skill.

Change Shape (Su): The terrestrial fledgling’s
change shape ability functions in the same way as a
fledgling ahool’s, save that they instead turn into a
swarm of rats rather than bats. Alternatively, they
can transform into a dire rat with the advanced
simple creature template.

Create Pit (Sp): The terrestrial fledgling
gains create pit as a spell-like ability once per day.
The terrestrial fledgling’s caster level equals his
character level. This ability replaces gust of wind.

Ahool Apotheosis (Ex): The terrestrial
fledgling never gains a fly speed. Instead their base
speed increases by 20 feet and the range of their
darkvision increases to 120 feet. This modifies
ahool apotheosis.

THIRST FOR BLOOD

The fledgling ahooling’s blood thirst is left
deliberately vague and is mostly intended as
a roleplaying device and motivation for the
fledgling ahool to keep moving/adventuring.
For reference purposes: An average adult
human body contains 1.2 — 1.5 gallons of
blood. If we assume an average Constitution
score of 10, this would translate to roughly
0.12 US gallons per point of Constitution
drained—a total of ~8 points of Constitution
thus would satisfy the requirements of blood
thirst in any given week.




IRONSINGER (PRESTIGE CLASS)

In the confines of the caves beneath Aventyr, the
only creatures as feared as the gitwerc or respected
as the stonespeaker are the Ironsingers. Complete
masters of sonic energy, their bodies are as hard
as their namesake. Ironsingers aural abilities
create cacophonous calamities around them,
the deafening blasts of their attacks rendering
confusion among their foes before they swiftly
strike them down.

Role: The Ironsinger is a dangerous combatant
both in melee and at range, but their ability to affect
the battle extends well beyond simple attacks. The
Ironsinger can influence combat with their spell-
like abilities and sonic attacks, and easily, silently
travel where others may not be able to tread.

Alignment: Ironsingers may be of any
alignment.

Race: The ahool are championed by their
Ironsingers, but other creatures of the Underworld
(and even the occasional bard) have purportedly
learned the ways of these cacophonic predators.
Hit Die: d8.

Requirements

Base Attack Bonus: +5.

Special: Access to a sonic damage causing
special attack or spell-like ability.

Class Skills

The Ironsinger’s class skills are: Climb (Str),
Craft (Int), Fly (Dex), Intimidate (Cha), Perception
(Wis), Ride (Dex), Stealth (Dex), Survival (Wis),
and Swim (Str).

Skill Ranks at Each Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: An
Ironsinger gains no proficiency with any weapon
or armor.

Damage Reduction (Ex): At 1st level, an
Ironsinger’s skin becomes as tough and resilient as
his namesake and he gains DR 1/ —. This increases
by 1 every odd Ironsinger levels thereafter, to a
maximum of DR 5/— at gth level.

Increased Sonic Damage (Ex or Su): At 1st
level, an Ironsinger’s special sonic attack increases
the damage inflicted by +1d6. This increases by
another +1d6 at each odd level thereafter, for
a maximum increase of +5d6 at gth level. For
Ironsingers that have sonic attacks which do not
inflict damage and instill negative conditions
or effects instead, their sonic attack inflicts this
damage in the first round that it affects a target
or targets. If such an attack has a saving throw
to negate, the damage is negated as well on a
successful save. Should they have limited uses of
their sonic attack per day, increase the number of
uses by one per +1d6 (up to five additional uses per
day at gth level). Should they have multiple sonic
attacks, the Ironsinger chooses one each time they
receive the increased sonic damage ability to gain
an additional use per day for.
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Base . Damage  Natural -
Level Attack Fort Ref Will Reduction Armor Class Abilities

1st ks i b e 1= 5 Fog. cloud 1/day, increased

sonic damage
1 Ability boost (Dex +2),

2nd +1 +1 +1 1/— +1 gaseous form 1/day, wind
wall 1/day

3rd +2 +2 +1 +1 2/— +1 Contro{ wmds.l/ 417
staggering sonics

4th +3 +2 +1 +1 2/— +2 Ability boost (Str +2)

A Gaseous form 2/day, sonic
5th *3 3 B i 3/ B immunity, wind wall 2/day
6th +4 +3 +2 +2 3/— +3 Ability boost (Cha +2)

= Chain lightning 1/day, dazing
7th +5 +4 +2 +2 4/ +3 e

_ Gaseous form 3/day, wind
8th +6/+1 +4 +3 +3 4/ +4 el ik
oth +6/+1 +5 +3 +3 5/— +4 Ability boost (Con +2)

1oth +7/+2 e e e 5/ = Chain lightning 2/day,

Natural Armor (Ex): At 2nd level, and every
two levels thereafter, an Ironsinger improves his
natural armor by +1, to a maximum of +5 at 10th
level.

Spell-Like Abilities (Sp): An Ironsinger gains
several spell-like abilities, as indicated on the table
above. The Ironsinger’s caster level is equal to his
character level or hit dice (whichever is higher).

Ability Boosts (Ex): The power of the
Underworld’s strange melodies enhances the
Ironsinger substantially, making him into
powerhouse predators of subterranean Aventyr. At
2nd, 4th, 6th, and 9th level an Ironsinger increases
the listed ability score by +2.

Staggering Sonics (Ex or Su): At 3rd level,
the Ironsinger’s call can become a cacophonous
wave that humbles even the strongest opponents.
On a failed save against an attack or effect from
an Ironsinger that deals sonic damage, a creature
is staggered for one round if the sonic attack or
effect has a duration that is instantaneous. If the
ability lasts longer than one round, the creature
is staggered for that duration. Sonic attacks that
do not have a saving throw instead stagger the

echoing sonics

target for one round, unless the target succeeds
a Fortitude saving throw against DC 10 + Y2 the
Ironsinger’s character level + the iron singer’s
Constitution modifier. This ability can be used
three times per day.

Sonic Immunity (Ex): At s5th level, the
Ironsinger is at one with all rhythms, beats,
melodies, cries, calls, screams, and sounds. The
Ironsinger gains immunity to sonic damage, sonic
effects, and language-dependent effects. He may
cease or resume this immunity as a free action.

Dazing Sonics (Ex or Su): At 7th level,
the Ironsinger’s sonic call carries a hum that
temporarily hampers. Three times per day, the
Ironsinger can lace crippling harmonics into his
sonic attacks as a swift action. On a failed save, a
creature is dazed for one round if the sonic ability
is instantaneous. If the ability lasts longer than one
round, the creature is dazed for that duration. On
a successful save, a creature is staggered instead.

Echoing Sonics (Ex or Su): At 1oth level,
an Ironsinger can make a sonic attack an echoing
sonic attack as a swift action. Whenever a creature
is targeted by an echoing sonic attack or within its
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area succeeds on a saving throw against the effect,
it must make a second saving throw against the
effect. If a creature fails this second saving throw,
it suffers the full effects of the sonic attack as if it
had failed its first saving throw. If a given sonic
attack thus enhanced prompts more than one
saving throw, all saving throws need to be made
twice to negate the respective effects. This ability
can be used three times per day.

RACIAL ARCHETYPE
Ahool Keener (Cleric Archetype)

Ahooling priests can use their divine power to
emit deadly blasts of sound and some clerics from
other races are drawn to the vampiric and savage
nature of the ahooling, following the way of the
keener to potentially learn the art of the Ironsinger.

Keening Channel (Su): An ahool keener
can expend a use of channel energy to focus her
echolocation in a ray up to 60 feet long. This is

nonlethal or sonic damage per channel energy die
the ahool keener possesses to a single target. A
Reflex save (DC 10 + Y2 ahool keener’s level + ahool
keener’s Charisma modifier) halves the damage.
Levels in the Ironsinger prestige class are treated
as cleric levels for the purpose of determining the
effectiveness of this use of channel energy, but not
for the purpose of channeling positive or negative
energy. This ability qualifies a sonic special attack
and can be enhanced by the Ironsinger prestige
class’s increased sonic damage ability. This ability
replaces the bonus spells granted by one of the
ahool keener’s cleric domains granted at first level.

AHOOL CULTISTS

Servants of Camazotzseekingtoemulatethe

predatory nature of the Ironsinger gravitate
towards the ahool keener archetype just as
often as ahoolings. Starting attitude towards
these clerics is generally at least indifferent
when interacting with ahoolings and usually,
they are less prone to treat the cultist as cattle
to be drained of blood. Usually.

a ranged touch attack that deals 1d6 points of
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AHOOLING EQUIPMENT

Ahooling have access to the following equipment.

Ahooling Macuahuitl
Item Type: Exotic One-Handed Melee Weapon;
Price: 3 gp; Damage (S): 1d6; Damage (M):
1d8; Critical: x3; Range: — ; Weight: 8 lbs.;
Damage Type: Slashing; Special: Barbarian
This savage weapon crafted by the ahool is also
known as “thirsting stick.” The sword-like paddle
is carved from bones or hardened fungi. Grooves
along the cutting edges are filled with chips of
obsidian, bone, or crystals, and usually held in
place with a moss-based adhesive. The jagged edges
of these chips have a nasty tendency to splitter off
in the wounds of foes. An ahooling macuahuitl can
hold a maximum of 9 chips of obsidian at any given
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point. On a successful critical hit, a chip breaks off
in the wound, dealing 1 point of bleed damage for a
number of rounds equal to the wielder’s base attack
bonus, minimum 1. New obsidian chips can be
added to an ahooling macuahuitl with a successful
Craft (weapons) skill check (DC 15). An obsidian
chip costs 1 sp. An ahooling macuahuitl without

chips is treated as a club. Ahoolings and ", Y

barbarians are proficient with ahooling
macuahuitl. Everyone else treats the

weapon as an exotic weapon. A

Moss Net
Price: 170 gp; Weight: 3 Ibs.

These tiny items seem to be
little more than a compressed
ball of green moss and are
treated with mysterious
substances known only to the
ahooling (and ahool). A moss net
functions as a net except a creature
struck by a moss net additionally
suffers the penalties and bonuses
of being prone. This does not stack
with the prone condition. The
Escape Artist DC is reduced to 17
and a moss net can be burst with a
DC 17 Strength check. A moss net is
extremely susceptible to flame—even
one point of fire damage destroys
it entirely, though any fire
damage inflicted also damages
anyone within (up to the moss net’s 5
hit points).

A moss net that hits an empty square covers it
entirely in vegetation, making the area difficult
terrain until it is cleared or burned away. Creatures
within the square when the moss net hits do not
treat it as difficult terrain when first exiting the area.
Crafting a moss net requires both a DC 32 Craft
(alchemy) and DC 25 Knowledge (nature) check.

Moss Rope
Price: 250 gp; Weight: 8 Ibs.

A moss rope can stretch considerably before
breaking. Moss ropes can support 250 pounds of
weight at a length of 50 feet. For every additional
50 pounds of weight the moss rope bears, it
extends by 10 feet, up to a

maximum length of 100 feet.
For every 20 feet, the moss
rope stretches, its effective
hit points are reduced
by 1 (to a minimum of

1) and should it bear

more than 500 pounds,

it immediately snaps. Any
exposure to flame (1 point of
fire damage) destroys a moss
rope. A moss rope has 15 hit
points and can be burst with a DC
30 Strength check. Crafting a moss
rope requires both a DC 30 Craft
(alchemy) and DC 23 Knowledge
(nature) check.

Staunching Moss
Price: 100 gp; Weight: —

Like the moss net, this item
appears to be a tiny ball of
compressed vegetable matter—
unwary explorers have met
untimely ends because they did not
differentiate the two. A staunching

moss also expands when used as a swift action,

but its area of effect is quite limited, covering a
limb or patch of flesh without encumbering its
user. Applying a staunching moss to a non-magical
bleed effect immediately stops the bleeding.

-3




AHOOLING FEATS

Enduring Wings
You've taken to the air as often as possible, reveling
in your ability to fly—if only briefly. Unlike your
compatriots, you can do so for longer periods, soaring
through the Underworld in extended bounds and leaps.
Prerequisites: Vestigial wings racial trait,
fledgling ahool 1°t level.
Benefits: You triple the number of rounds
per day that you can fly. If you undergo ahool
apotheosis, increase your fly speed by 10 feet.

Primal Companion
The essence and demonic influence of the true
ahool runs strongly in your blood. Your fiendish
soul is so powerful that you can attract creatures
of the same persuasion.

Prerequisites: Primal Speaker, animal
companion or familiar class ability, evil alignment.

Benefit: Your familiar or animal companion
gains the fiendish template.

Special: Should your alignment ever change
from evil, you immediately lose this feat and gain
the Fleet feat.

Primal Speaker
Your connection to the vermin of the Underworld
is considerable; while you may not yet be able to
transform into one of these lesser animals, you can
converse with them freely.
Prerequisites: Ahooling, Charisma 13.
Benefit: You are considered to always be under
the effects of a constant speak with animals spell,
but are only able to understand and be understood
by bats, crabs, and rats.

Sanguine Aficionado (Combat)
When you drink the blood of a creature, it is a
consummate act that far outweighs the primal
sensations awakened by consumption. You not
only taste the lifeblood of your victims, you can
savor their very essence as well.
Prerequisites: Vicious Bite, base attack bonus +3.
Benefits: After making a successful bite attack
that deals bleed damage, you may use the blood

biography spell as a spell-like ability (that does not
provoke attacks of opportunity) as an immediate
action. You may use Sanguine Aficionado number
of times per day equal to 3 + your Charisma
modifier. Your caster level for this spell-like ability
is equal to your character level.

Terrifying Swoop (Combat)

Predatory dives can be a truly magnificent thing
to behold, but when you swoop in for the kill it is
terrifying! Creatures flee at the very sight of your
aerial maneuvers when your fangs strike true.

Prerequisite: Vampiric Charge.

Benefits: Whenever you strike a critical hit
when making a Vampiric Charge, you may make
an Intimidate check to demoralize as a free action.
Any enemies susceptible to bleed damage within
sight that you demoralize must become shaken
for 1d4+4 rounds. Creatures that fail this save
by 5 or more are frightened for 1d6+1 rounds,
and creatures that fail the save by 10 or more are
panicked for 1d4+1rounds. Thisis an extraordinary
mind-affecting fear effect.

Vampiric Charge (Combat)

The drive to taste blood is an enormous motivator
for you when blades are drawn and teeth are
bared. Your focus while pursuing a target to sate
your hunger turns you into a nimble, relentless
predator on the attack.

Prerequisite: Vicious Bite.

Benefits: You gain a +2 racial bonus to CMB to
begin a grapple at the end of a charge. If you end a
charge with a bite attack, you do not provoke attacks
of opportunity from your movement and the critical
threat range of your bite attack is doubled.

Vicious Bite (Combat)
Whether from a primal heritage or fondness for
blood, you’ve developed fangs far better suited to
puncture flesh.

Prerequisite: Ahooling.

Benefits: When you hit with your natural bite
attack, you also deal 1 hit point of bleed damage.
Bleed damage from multiple bites is not cumulative.
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AHOOLING MAGIC ITEMS

BLOOD DARTS

Aura moderate necromancy; CL 7th
Slot none; Price 1,000 gp; Weight —

DESCRIPTION
These obscenely dangerous slivers of obsidian are
+1 darts treated as cold iron and are hazardous
to handle for creatures that lack a natural armor
bonus (they take 1 point of slashing damage for
each round it is held) but far more deadly to targets
struck by them. Creatures susceptible to bleed
damage that are hit by a blood dart suffer 1 point
of bleed damage and the wielder of the blood dart
heals 5 hit points. Excess hit points are gained as
temporary hit points.
A blood dart is expended when thrown and can be
used in conjunction with the Sanguine Aficionado feat.
CONSTRUCTION
Requirements Craft Wondrous Item, vampiric
hunger, versatile weapon; Cost 500 gp

DEMONIC TOoOTH

Aura faint transmutation; CL 5th

Slot none; Price 12,100 gp; Weight —
DESCRIPTION

The wearer of this noxious, rotten, and pitted tooth
takes a —4 penalty to all Charisma-based skill checks
while it is in their mouth. They also gain a bite attack
that deals damage appropriate to the wearer’s size.
If the wearer already has a bite attack, the critical
threat range of the bite attack doubles. This does
not stack with other magical effects that increase the
threat range of a natural weapon. If the wearer has
the Vicious Bite feat, the amount of bleed damage
dealt with their bite attack increases to 2.
CONSTRUCTION

Requirements Craft Wondrous Item, monstrous
physique I; Cost 6,050 gp

TRUE AHOOL CROWN

Aura strong enchantment; CL 17th
Slot head; Price 152,000 gp; Weight 2 lbs.

DESCRIPTION
This grisly crown is made from unnaturally smooth
obsidian inlaid with gemstones of varying colors
and complexity, but entirely covered in gore that
reappears as soon as it is wiped away. A wearer
takes a —4 penalty to all the wearer’s Charisma-
based skill checks when dealing with creatures
other than ahooling, ahool, or cultists worshiping
these entities.
The wearer of a true ahool crown gains the ability
to mentally command swarms of creatures. As a
swift action, the wearer can target any swarm with
hit dice equal to or less than their own and subject
it to a DC 23 Will save. On a failure, the swarm is
affected by the equivalent of a dominate monster
spell, even if the swarm or its constituent creatures
would normally be immune to the effect. A wearer
of a true ahool crown may control multiple
swarms, but the total hit dice of all swarms may
never exceed the wearers.
CONSTRUCTION
Requirements Craft Wondrous Item, dominate
monster; Cost 76,000 gp

AHOOLING SPELLS

AHOOL FRENZY

School enchantment; Level bard 2, cleric 3, druid
3, ranger 2, sorcerer/wizard 3, summoner 3

Casting Time 1 standard action

Components V, S, M (1 ounce of blood)

Range close (25 ft. + 5 ft./2 levels)

Target one ahooling or ahool

Duration 1 round/level (D)

Saving Throw Fortitude negates (harmless);
Spell Resistance yes

One ahooling or ahool within range becomes

incensed with a bestial bloodlust that drives

their movements in combat to greater heights

of savagery. Any attacks against or attacks from

targets that have been bitten by the enchanted

ahool or ahooling during this encounter are treated

as though the ahool or ahooling were under the

effects of a barbarian’s rage.




The creature does not receive any of the penalties
or temporary hit points from rage, but the
enchanted ahooling or ahool does receive a +4
bonus to their Strength when determining attack
rolls and weapon damage against bitten targets
and they receive a +2 bonus to Fortitude saves and
Will saves against spells cast by bitten targets.
The bonuses from ahool frenzy do not stack with
the barbarian’s rage class ability, the bloodrager’s
bloodrage class ability, the rage spell or similar
spells and effects.

HAUNTING GLIDE

School illusion; Level bard 2, cleric 3, druid 3,
ranger 2, sorcerer/wizard 3, summoner 3

Casting Time 1 standard action

Components V, S, M (piece of an Underworld
creature’s wing)

Range close (25 ft. + 5 ft./2 levels)

Target one creature/level

Duration 10 minutes/level (D)

Saving Throw Will negates (harmless); Spell
Resistance yes

After this spell is cast, as soon as any target leaves

the ground the magic activates, turning them both

silent and invisible (granting a total +30 bonus to

Stealth checks) but only while they remain aloft.

Both effects deactivate as soon as a target touches

the ground (not the ceilings or walls, but the

ground or floor).

WINE TO BLOOD

School transmutation; Level bard 1, cleric 1,
druid 1, ranger 1, sorcerer/wizard 1, summoner 1

Casting Time 1 standard action

Components V, S, M (bottle of wine)

Range close (25 ft. + 5 ft./2 levels)

Effect up to 1 gallon of water/level

Duration instantaneous

Saving Throw none; Spell Resistance no

This spell takes any non-magical inert liquid and

changes it into blood. It doesn’t taste very good, but

provides the nutrients necessary for an ahooling or

ahool to survive.

COLLIATUR

“We are the radiant, we are the eternal. We are the
scourge of the undead, the salvation of the meek
and downtrodden. By our light, you shall know us.
By our gleaming skin, our radiant stride. We bring
deliverance and an end to the unliving threat that
plagues your lands. Some call us the Shining Ones,
others the Luminaires or Luxites; still more name
us Krystallerne, Edalsteinn or Gimsteinnmenn—
we prefer Colliatur. Choose freely, for we judge
you not, for we are your salvation.”

Colliatur are Aventyrians that drank from waters
carrying a pathogen designed by one of the world’s
first masters of magic, Udadelig, released through
Underworld streams and to the surface above.
These microorganisms cannot completely stop the
advance of the alien biology’s invasion of a host
body, but they do prevent them from becoming
completely sublimated to the otherworldly entity’s
will. The limited time available to the undead
wizard prevented wide dispersal of the anti-
colloid virus, leaving the extraterrestrial sentience
puzzled by how any creature can resist its psyche
(there is a 1% chance that a PC has been exposed
to this otherwise benign virus and is immune to
the detrimental effects of the colloid). Colliatur are
often found leading the subjects of the colloid—
their independence proving to be an attracting
forcetothealien’s thralls—and maybe encountered
anywhere in the Underworld or Surface.

HISTORY

The colliatur are a new race to the world of
Aventyr, created by the mad designs of Udgdelig
after The Confluence. Their “parent”, the colloid,
is a creature from the far-flung stars of the cosmos
and unlike any other on Aventyr (even the hoyrall,
though they share some eerily similar traits).
A collective intelligence that rivals deities in its
mental powers, it sensed the mass transposition
of lifeforms across the galaxy during the Great
Schism. For centuries, it studied the conduit
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maintained by the alien half-god Exis, engineering
a means to take that power for its own.

Eventually the colloid’s chance came; through
incalculable machinations for nearly any other
entity, the colloid seized the half-god Exis’ divine
connection to the hoyrall, subverting it to catch
upon an asteroid headed for Aventyr. The hive-
mind of the alien insects in both Underworld and
Surface was destroyed instantly, and as the bizarre
entity hurtled across the galaxy, their societies fell
in upon themselves.

Whenthecolloidand themeteoritusedtotraverse
the cosmos landed in the First Hive, the overload
of stimulation in its re-entry to the atmosphere
left the alien entity confused and distraught. In the
onslaught that ensued, thousands of hoyrall died
as the colloid rampaged away to solitude far below
in the Underworld, where it could regain its senses
of purpose and understand all that had occurred
since its relatively quiet journey across the stars.

As it re-assembled itself and re-encountered
sentient life, the colloid began to understand
more of what had occurred and recognized the
great threat represented by the necromancy of
the first lich, Udedelig. Centuries before he had
fled below the surface of Aventyr, taking refuge
in an undertower near the First Hive. When the
colloid landed in the Underworld, his shambling
minions were the first formidable force the alien
encountered and the hatred it feels for all undead
knows no bounds.

Before the colloid could reach and consume
the obsessed lich, the undead wizard managed
to enact one of his countless ploys to undermine
the alien entity that threatened all of all his kind.
Though the ancient mage’s mastery of biology was
largely useless to the creation of an entire race of
undead, he was well-suited to craft an organism
which could aid the living against the otherworldly
entity.

After fleeing from the colloid’s arrival in the First
Hive, Udgdelig crafted a grand undertower that
stretched far into the bedrock of Aventyr, a place
where he thought only his kind could survive. For
decades, he employed advanced arcane techniques
and powerful spells to hone his craft and eventually,
using the bacteria and countless other creatures
the naked eye would never see in the Underworld,
Udgdelig created a microorganism tailored to
modify living tissue to resist the colloid.

Immediately the undead mage set off to disperse
his fabrication across Aventyr, releasing batches
of the practically invisible creatures into the many
waters of the Underworld. While he was away,
the colloid discovered the location of Udadelig’s




undertower. It poised itself where it knew the lich
would not tread but surrounded his abode, waiting
for the mad wizard to return home before making
its inexorable, fatal strike. Udedelig did not survive
to create more of the virus, but enough propagates
that the colliatur have begun to appear across
Aventyr.

Physical Description: Colliatur appear much
like the base creature does, save for a few subtle
changes. Their hair has several strands that are
crystalline, their pupils appear to be distorted
into the shape of many pointed stars, and their

most disturbing of all, the teeth of all colliatur are a
perpetually clean, stark white.

Society: These children of the colloid are
inclusive, kind and friendly to all races. When
left entirely to their own devices, colliatur are
disturbingly quiet and seemingly lethargic, though
they’re more likely to be in deep contemplation.
There is little celebration for the arts or purportedly
impressive deeds, but the few stories told of
settlements of their kind speak of architecture that
defies understanding and resonances that shake
men to their cores.

fingertips become reflective and metallic. Perhaps

CoLLIATUR RACIAL TRAITS

+2 to One Ability Score: Colliatur are often humans* and receive a +2 bonus to one ability score of
their choice at character creation.

*Other races have been known to be similarly affected by the colloid; in these instances, change type
and ability score modifiers, removing all racial traits and replace them with those below. At the GM’s
discretion, you may play a Small colliatur.

Outsider: Colliatur have the outsider (native) type.

Medium: Colliatur are Medium creatures and have no bonuses or penalties due to their size.

Normal Speed: Colliatur have a base speed of 30 feet.

Darkvision: Colliatur can see in the dark up to 60 feet.

Crystal Form: The crystalline biology integrated into the colliatur grant them a +2 racial bonus to AC
against ray spells and effects. Once per day, they can deflect a single ray attack targeted at them. This
otherwise functions as if they were using the Deflect Arrows feat.

Deathless Spirit: Colliatur gain resistance 5 against negative energy damage, and do not lose hit points
when they gain a negative level. They receive a +2 racial bonus on saving throws against death effects,
energy drain, negative energy, and spells or spell-like abilities of the necromancy school.

Stone in the Blood: Colliatur gain fast healing 2 for 1 round whenever they take acid damage. They can
heal up to 2 hit points per level per day with this ability, after which it ceases to function.

Sociable: When a colliatur attempts to change a creature’s attitude with a Diplomacy check and fails by
5 or more, they can try to influence the creature a second time even if 24 hours have not passed.
Arcane Focus: Colliatur gain a +2 racial bonus on concentration checks made to cast arcane spells
defensively.

Envoy: Colliatur with an Intelligence score of 11 or higher gain the following spell-like abilities: 1/
day—comprehend languages, detect magic, and read magic. The caster level for these effects is equal to
the colliatur’s character level.

Hatred: Colliatur receive a +1 racial bonus on attack rolls against creatures of the undead type.

Sonic Energy Weakness: Colliatur are vulnerable to sonic energy. They take half again as much
(50%) damage from sonic energy, regardless of whether a saving throw is allowed or if the save is a
success or failure.

Language: Colliatur begin play speaking Common and Undercommon.
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Relations: Most surface-dwellers and
underworlders greet the colliatur with open
arms, accepting their warm embrace with either
a hidden dagger or hand out for mercy. Their
tendency to deeply value life make them fast allies
in both cases, but their hatred of undead make
them mortal enemies of the dedelig. Hoyrall that
recognize them for what they are will attack them
instinctively (which anyone that knows about the
colloid is wont to do). Despite all of that, aside
from the dweorg, they are the most celebrated and
desirable race from the Underworld as far as most
of Aventyr is concerned.

Alignment and Religion: Colliatur typically
gravitate towards the Neutral alignment over time,
but may be of any alignment they please. They
rarely worship any of the gods, instead gaining
quasi-mystic abilities from the colloid. Those few
that turn their backs on the alien entity find solace
in He Who Renews, Eureum.

Adventurers: Exploring is a natural impulse
for the colliatur, and spreading the message of the
alien overmind is their first priority. Spellcasters
are common among them, but warriors of
exceptional prowess are frequent as well.

Names: Colliatur tend to keep the names they
had before their transformation.

COLLIATUR SCALING ADVICE

This race should provide no issues whatsoever in
grittier games, thanks to their unique psychological
makeup and focus on nonlethal means of conflict
resolution. Power-wise, the colliatur are slightly
above the stronger core races.

For grittier games: In truly gritty games, make
players choose either the stone in the blood or
the crystal form racial trait. For a further power-
decrease, neither envoy, nor their hatred towards
the undead necessarily needs to be included in
their racial stats to retain their flavor.

For high-fantasy games: Granting a free
Crystalline Diffusion racial feat at first level and
making its effects increase by one negative level
incurred at 5th level and every 5 levels thereafter

will enhance the undead hunter aspect. Granting
Pliable Parts and its follow-up feats as free bonus
feats is another way to increase the power of the
colliatur while further enhancing their unique feel.

COLLIATUR, EMISSARIES

ACROSS AVENTYR

Some colliatur take refuge with the colloid, but
not all; the otherworldly entity is pleased when
creatures immune to its call ally with it regardless,
but it does so with a cold, calculating plan to
segregate these unique beings from the areas of
itself most likely to be tread across. Other colliatur
create their own settlements, hybridizations of the
culture they once knew and the otherworldly forces
at play within themselves. Duplicating structural
elements from Surface and Underworld, their
buildings have an architecture that seems to twist
when looked upon, striking most as truly bizarre
and difficult to comprehend. Whether on the
surface or below it, the majority of these wondrous
towns and villages are said to be extremely amicable
to travelers, providing them with free lodging and
foodstuffs. Explorers, however, should be reticent
when entering a colliatur settlement; some of their
race have become militant to the dangers presented
by (or to) the colloid, and travelers that take of their
kindness are soon to find themselves conscripted
into service against the alien entity or its foes. A
Knowledge (nobility) check (DC 20 - settlement’s
size modifier x2) gives warning enough that a
colliatur settlement has taken on this aggressive
stance before it’s too late.

RACIAL SUBTYPES

All sentient races that do not have the undead
type might become colliatur, but all share a uniform
otherworldly strangeness courtesy of the collective.

FAVOREDCLASSOPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
colliatur have the option of choosing from several
other bonuses, depending upon the character’s




favored class. The following options are available
to all colliatur who have the listed favored class,
and unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1 bonus nonlethal damage
to the alchemist’s bombs. This bonus damage is
applied to both direct hit and splash damage.

Barbarian: Add +Y2 bonus nonlethal damage
to the first attack made each round while raging.

Bard: Add +1/3 to the number of targets the bard
may simultaneously affect with bardic performances.

Cavalier: Add +1 bonus nonlethal damage when
making a mounted charge.

Cleric: Add +1/3tothecleric’s negative energy resistance.

Druid: Add +1/2 bonus nonlethal damage to the first
natural attack made each round while using wild shape.

Fighter: Reduce the attack roll penalty to deal
nonlethal damage with a lethal weapon by 1. Gain +1/2
to attack rolls when dealing nonlethal damage with a
lethal weapon after the penalty has been reduced to o.

Gunslinger (Crystal Cannonade): Add
+1/4 bonus nonlethal damage to the gunslinger’s
crystalline crossbow bolts.

Inquisitor: Add +1 nonlethal damage when
using a judgment that enhances the inquisitor’s
attacks or gain damage reduction 1/nonlethal when
using a judgment that enhances the inquisitor’s AC.

Magus: Add +¥4 bonus weapon damage when
using spell combat.

Monk: Add +1/2 tothe DC of the monk’s Stunning Fist.

Oracle: Add +1/3 to the oracle’s caster level when
determining the potency of revelations granted from
the Life mystery. This does not grant the oracle abilities
earlier than they would normally be able to access
them, and only enhances abilities they already have.

Paladin: Add +1 nonlethal damage when the
paladin smites evil.

Ranger: Add +¥2 bonus nonlethal damage to
attacks made against favored enemies.

Rogue: Add +%2 bonus nonlethal damage when
making sneak attacks against flat-footed opponents.

Sorcerer: Add +1/2 to the sorcerer’s caster level
when casting spells with the light descriptor.

Stonespeaker: Add +%4 nonlethal damage to the
stonespeaker’s exploding earth class ability. Selecting
this favored class option has no effect until it has been
chosen four times, at which point the stonespeaker
may use exploding earth to deal nonlethal damage.

Summoner: Add +1/3 bonus nonlethal damage
to natural attacks made by the summoner’s eidolon.
Selecting this favored class option has no effect until
it has been chosen three times, at which point the
eidolon may choose one natural attack to inflict
nonlethal damage without incurring the usual penalty.

Witch: Add damage reduction 1/nonlethal to
the witch’s familiar.

Wizard: Add +1/3 to the wizard’s caster level
when casting spells with the light descriptor.

RACIAL ARCHETYPES
CRYSTAL CANNONADE

(GUNSLINGER ARCHETYPE)

The colloid’s children quickly learned how to
adjust some of the terrestrial Aventyrian weapons,
and the crossbow was the first the alien collective
managed to fully embrace. These inexplicable
warriors turn the weapons into otherworldly devices
that fire slivers of crystal. Cosmic bullets that refract
all light fire from their crossbows, slamming against
objects but strangely melting into living creatures.

Crystalline Crossbow (Ex): As a standard
action, a crystal cannonade may cover a wielded
crossbow with crystalline formations that extend
from their own body. Crystalline crossbows
immediately revert to regular weapons the
moment they leave a crystal cannonade’s hand.
Light crossbows made into crystalline crossbows
increase their critical threat range to 18-20/x2.

Reloading a crystalline crossbow is a swift action
that requires only one hand and no ammunition
as the crystal cannonade’s own body slots more
otherworldly bolts into the weapon on command.

Bolts from a crystalline crossbow always deal
nonlethal damage. There is no daily limit to the
number of bolts a crystal cannonade can provide




to a crystalline crossbow. At 10th level, reloading
a crystalline crossbow is reduced to a free action.

Against creatures immune to nonlethal damage, a
crystalline crossbowdeals halfits damage asbludgeoning
damage. A weapon under the effects of this ability cannot
be disarmed. This ability replaces gunsmithing,

At sth level, a crystal cannonade can turn a
crossbow into a crystalline crossbow as a swift
action. At 10th level, a crystal cannonade can turn a
crossbow into a crystalline crossbow as a free action.

Weapon Proficiency: A crystal cannonade
does not gain proficiency with any firearms and
gains proficiency with crossbows of all types
instead. Crossbows function as firearms for all
gunslinger class abilities.

Deeds: Crystal cannonades do not gain the
death’s shot or bleeding wound deeds.

Disposable Parts: At 1st level, crystal
cannonades receive this feat as a bonus feat. This
replaces the quick clear deed.

Pliable Parts: At 1st level, crystal cannonades
receive this feat as a bonus feat.

Crack Crystalline Crossbowman (Ex): At 5th
level, the crystal cannonade gains a bonus equal to
her Dexterity modifier on damage rolls when firing
a crystalline crossbow. This bonus increases by +1 at
oth level and every four levels thereafter (13th and
17th level). This ability replaces gun training.

COLLIATUR REAVER
(MONK ARCHETYPE)

A calm center in a storm of carnage, the colliatur
reavers can slice through the legions of the
undead and effectively deal with the animating
necromancers behind their minions, thanks to
their deadly, wire-like-like filaments.

AC Bonus: When unarmored and
unencumbered, the colliatur reaver adds his
Constitution bonus (if any) to his AC and his combat
maneuver defense. In addition, a colliatur reaver
gains a +1 bonus to AC and combat maneuver
defense at 4th level. This bonus increases by 1 for
every four colliatur reaver levels thereafter, up to
a maximum of +5 at 20th level. These bonuses to

AC apply even against touch attacks or when the
colliatur reaver is flat-footed. Furthermore, the
bonus is doubled against ray attacks. He loses
these bonuses when he is immobilized or helpless,
when he wears any armor, when he carries a shield,
or when he carries a medium or heavy load. This
modifies AC bonus.

Bonus Feats: The colliatur reaver adds all
feats with the prerequisite of “colliatur” to his list
of available bonus feats. The reaver must meet all
prerequisites for bonus feats with colliatur as a
prerequisite. This modifies bonus feats.

Pliable Parts (Ex): A colliatur reaver must
choose Pliable Parts as his monk bonus feat at first
level and treats the weapons generated as though
they have the monk special quality. Whenever an
ability or feat would require the expenditure of a
use of the stunning fist ability, the colliatur reaver
may instead expend a round of use of the Pliable
Parts feat. Weapons created with the Pliable Parts
feat function as monk weapons.

',.




Reaver’s Claws (Ex): The control a colliatur
reaver can exert over his crystalline suffused
skeleton allows to create retractable claws, cesti,
or similar weapons at will. This weaponry deals
damage as a monk’s unarmed strike and functions
as unarmed strikes such for all monk abilities and
feats. As a move action, the reaver may change the
damage type (bludgeoning, slashing, piercing) of
his claws. This modifies unarmed strike.

Reaver’s Filaments (Su): Colliatur reavers
are feared for the crystalline, fragile, and dazzling
filament-like weapons they can manifest as a free
action from their clawed hands. This weaponry
deals damage as a monk’s unarmed strike and
functions as unarmed strikes for all monk abilities
and feats. The filament is treated as a melee
weapon with 30-foot reach, though it doesn’t
threaten the area into which the reaver can make
an attack, but it can be used to attack adjacent foes.
Reaver’s filaments are treated as ranged attacks
for the purpose of determining the effects of cover
and concealment against non-adjacent enemies..
A colliatur reaver can manifest one filament from
each hand. The usual penalties for two-weapon
fighting apply when using two filaments.

A filament requires gestures to execute attacks.
Thus, a colliatur reaver needs to have nothing but
the filament in his hands hand to direct the attacks.
Reaver’s filaments are not precise enough to open
doors, picklocks, or perform similar actions. The reaver
cannot perform combat maneuvers with filaments.

Colliatur filaments have hit points equal to the
colliatur reaver’s Constitution score, a hardness
of 0 and, if destroyed, one can be reformed
as a standard action that provokes attacks of
opportunity. Filaments can be enchanted as
masterwork weapons, and enchanted filaments
that have been destroyed retain enchantments
upon being reformed. The reach of these filaments
increases by +10 ft. at 5th level, 10th level and 15th
level. This ability replaces stunning fist.

Maneuver Training (Ex): At 3rd level, the
colliatur reaver may execute combat maneuvers
with his filaments. If the combat maneuver provokes

an attack of opportunity, the target of the maneuver
may attack the filament. If the filament is destroyed
by the attack, the maneuver fails. Colliatur reavers
use his colliatur reaver level in place of his base
attack bonus to calculate his combat maneuver
bonus when using his reaver’s claws or filaments.
This modifies maneuver training.

Ki Pool (Su): A colliatur reaver’s body is closer
to being a physical representation of his entire
being. The colliatur reaver has a ki pool equal to 1/2
his colliatur reaver class level + his Constitution
modifier. This modifies ki pool.

Colloid’s Soul (Su): At 11th level, the colliatur
reaver becomes immune to energy drain. This
replaces diamond body.

—

== The colliatur reaver is unique in its
radically different playstyle, somewhere
between a very popular mutant from a comic
franchise and the wire-fighters popularized
by anime. From a design-perspective, the
archetype is front-heavy. This is intentional,
since the non-unchained monk, already a
weak class back in the game’s beginning,
has been all but rendered obsolete when
compared to other options available. The
flavor of the colliatur reaver and the emphasis
on nonlethal conflict resolution written into
the race should make clear that this is very
much a racial archetype — colliatur reavers
are deliberately bred and created. To prevent
abuse, it is strongly suggested to restrict
multiclassing options for colliatur reavers
and forbid just “dipping” into the class. The
unchained version of this archetype is less
prone to this issue, though GM discretion is
still advised due to the different power-levels
of campaigns out there.

COLLIATUR REAVER BALANCE
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COLLIATUR REAVER
(UNCHAINED MONK ARCHETYPE)

AC Bonus: As the colliatur reaver (monk
archetype).

Bonus Feats: As the colliatur reaver (monk
archetype).

Pliable Parts (Ex): As the colliatur reaver
(monk archetype).

Reaver’s Claws (Ex): As the colliatur reaver
(monk archetype).

Reaver’s Filaments (Su): Colliatur reavers
are feared for the crystalline, fragile, and dazzling
filament-like weapons they can manifest as a free
action from their clawed hands. This weaponry
deals damage as a monk’s unarmed strike and
functions as unarmed strikes for all monk abilities
and feats. The filament is treated as a melee
weapon with 20-foot reach, though it doesn’t
threaten the area into which the reaver can make
an attack, but it can be used to attack adjacent foes.
Reaver’s filaments are treated as ranged attacks
for the purpose of determining the effects of cover
and concealment against non-adjacent enemies.
A colliatur reaver can manifest one filament from
each hand. The usual penalties for two-weapon
fighting apply when using two filaments.

A filament requires gestures to execute attacks.
Thus, a colliatur reaver needs to have nothing but
the filament in his hands hand to direct the attacks.
Reaver’s filaments are not precise enough to open
doors, pick locks, or perform similar actions. The
reaver cannot perform combat maneuvers with
filaments.

Colliatur filaments have hit points equal to
the colliatur reaver’s Wisdom score, a hardness
of 0 and, if destroyed, one can be reformed
as a standard action that provokes attacks of
opportunity. Filaments can be enchanted as
masterwork weapons, and enchanted filaments
that have been destroyed retain enchantments
upon being reformed. The reach of these filaments
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increases by +10 ft. at 10th level. This ability
replaces stunning fist.

Ki Pool (Su): As the colliatur reaver (monk
archetype).

Ki Power (Su): The colliatur reaver can select
from the following ki powers.

Filament Maneuvers (Ex): The colliatur reaver
may execute combat maneuvers with his filaments.
If the combat maneuver provokes an attack of
opportunity, the target of the maneuver may
attack the filament. If the filament is destroyed by
the attack, the maneuver fails. Colliatur reavers
use his colliatur reaver level in place of his base
attack bonus to calculate his combat maneuver
bonus when using his reaver’s claws or filaments.
A colliatur reaver must be at least 6th level before
selecting this ki power.




Colloid’s Soul (Ex): By spending 1 point from his
ki pool, a colliatur reaver can remove one negative
level from himself, as if using the restoration spell
as a spell-like ability, using his class level as his
caster level. He can spend more than one point
from his ki pool to remove multiple negative levels,
but the effort of using colloid’s soul more than once
per hour leaves him fatigued for a number of hours
equal to the negative levels removed. A colliatur
reaver cannot remove permanent negative levels.
A colliatur reaver must be at least 12th level before
selecting this ki power.

Longer Filaments (Ex): The colliatur reaver
may use ki to temporarily increase the range of his
filaments. By expending 1 point from his ki pool,
the colliatur reaver can increase the reach of his
filaments by +10 ft. for a number of rounds equal
to his Constitution modifier. This ki power can be
chosen multiple times. Each time it is chosen, the
filaments increase their reach by a further + 10 ft.
(to a maximum of +30 ft.).

COLLIATUR EQUIPMENT

Colliatur have access to the following equipment.

Colloid Plating
Price: 250 gp per plate; Weight: 2 lbs. per plate.
The colliatur have learned to treat certain
components of colloid-absorbed material to
generate reflective plates for shields or armor.
A colliatur can attune their inherent crystalline
harmonics to resonate with a colloid plated item
by wearing it for 24 hours. A colliatur can only be
attuned to one colloid plated item at a given time. A
shield or armor can hold a number of colloid plates
equal to the armor bonus of the item. For each
such plate added and attuned, a colliatur gains an
additional use of the crystal form racial ability. The
added weight of these plates increases the armor or
shield’s armor check penalty by 1 and arcane spell
failure by 5% per plate.

Colliatur Powder
Price: 200 gp, Weight: 2 1b.

The crushed remains of certain colliatur shards
(identified with a DC 22 Heal check) make powerful
material components when used to cast spells of
the divination school. When used as a material
component for a divination spell, use of colliatur
powder increases the caster level of the spell by 2.

Colliatur Shard
Price: 4 gp, Weight: /2 1b. — 4 1bs.

A colliatur shard is an actual piece of a colliatur,
taken off their body. A living colliatur can creature
a shard with the Disposable Parts feat (see below)
and may choose what type of damage a colliatur
shard deals (bludgeoning, piercing or slashing). A
DC 18 check can pry shards off of a dead colliatur
(a Medium-sized colliatur can provide up to six
colliatur shards), which provides a simple lockpick
or small piercing weapon. Colliatur shards are
always improvised weapons or equipment, and
attack rolls, combat maneuvers, and skill checks
with colliatur shards are made at a —2 penalty.

COLLIATUR FEATS

Bringer of Light
The myriad crystal formations throughout your
body refract and contain a light all their own.

Prerequisites: Cha 13, colliatur.

Benefits: You gain dancing lights and light
as at will spell-like abilities. Your caster level is
equal to your character level and any save DCs are
Charisma-based.

Crystalline Diffusion
The positive energy that courses through your
limbs has caused an odd refractive quality. The
inexplicable crystalline formations can be hidden
with proper attire, but pulse with matrices of light
when touched by negative energy.
Prerequisites: Positively Infused, colliatur.
Benefits: Each time a spell or effect would
inflict more than one negative level, you reduce
the number of negative levels gained by one (to a
minimum of one negative level).
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Disposable Parts (Combat)
So long as you are alive, you are never without
a tool or weapon. The strange nature of your
changed body has made it somewhat disposable
and you can break parts of your own flesh away
to defend yourself or provide a means where once
there was none.

Prerequisites: Con 15, colliatur.

Benefits: You can break off parts of your
own body to use as an improvised tool
or weapon (see colliatur
shard). Breaking off a
piece of yourself for this
purpose is a standard
action and the amount
of self-inflicted damage
is determined by the
colliatur shard’s size: A
Diminutive object deals
2 damage, a Tiny object
deals 4 damage, and a
Small-sized object (of
which you can only provide
two) deals 1 point of temporary
Constitution damage. When
removing a Small-sized
colliatur shard from your
body, you reduce your base
movement speed by 5 feet per
shard removed until the self-
inflicted damage is healed.

Jack-of-all-Limbs (Combat)

You aren’t just able to create improvised weapons
and tools from your body, you're able to do so with
deft accuracy.

Prerequisites: Disposable Parts, Pliable Parts,
colliatur.

Benefits: When creating weapons or tools with
Disposable Parts, you may spend a full-round
action to carefully craft the shape of the colliatur
shard you pull from your body. This ignores the
—2 penalty for improvised equipment. You take
only half the self-inflicted damage from removing

colliatur shards from your body (minimum 1).
With at least one minute of effort you can craft a
melee weapon of your size made from a colliatur
shard. This deals 3 points of Constitution damage
and inflicts a —15 ft. penalty to your movement
speed until the Constitution damage is healed.
When using Pliable Parts, you may expend two
rounds of uses per day to create a thrown weapon
with a range increment of 20 feet from your hands.

Nimbus Wielder
The positive energy
that suffuses you
is so potent that
it enhances your
ability to cast
positive energy
spells and abilities.
Prerequisites:
Bringer of Light,
caster level 1st,
colliatur.
Benefits:
Whenever you
cast a spell or use an
ability that deals positive
energy damage, you deal
an additional number of
points of positive energy
damage equal to half your caster
level. This does not increase hit point
damage healed by positive energy spells or
effects.

Pliable Parts (Combat)

You have a knack for combat that runs to your
core and your warring biology reflects that. You've
learned how to morph your very hands into blades,
axe heads, and worse.

Prerequisites: Str 13, colliatur.

Benefits: For a number of rounds per day equal
to your character level, you can transform your
hands into any Medium-sized or smaller simple or
martial melee weapon as a free action (any held
objects fall to the ground). These rounds need not
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be consecutive. Your modified hands deal a type of

weapon damage of your choice, chosen when you
use this ability, but do not grant any other bonuses
(such as reach). You cannot be disarmed. You are
automatically proficient with any weapon created
in this manner.

Positively Infused
Your body may bear a natural defense mechanism
to the alien collective consciousness, but you surge
with positive energy that greatly enhances your
resistance to negative energy.

Prerequisites: Cha 13, colliatur.

Benefits: Your resistance to negative energy
increases by 1. At 4th level and every four levels
thereafter, it increases by 1 again.

COLLIATUR MAGIC ITEMS

Aura moderate divination; CL gth
Slot none; Price 9,500 gp; Weight —
DESCRIPTION
This slim, crystalline object is extremely small,
perhaps the size and shape of a fingernail. When
implanted in the body of a creature (requiring a
DC 30 Heal check), the creature can communicate
with anyone likewise bearing a crystalline implant
keyed to the same frequency. This effect functions
as the telepathic bond spell, except it operates
inside of an antimagic field (although under
these conditions, its range is reduced to 30 feet).
Keying crystalline implants to the same frequency
requires a full-round action while all implants or
creatures with crystalline implants are within 5
feet of each other.
CONSTRUCTION
Requirements Craft Wondrous Item, telepathic
bond; Cost 4,750 gp

ADAPTIVE CRYSTALLINE IMPLANT

Aura strong abjuration; CL 12th

Slot none; Price 56,000 gp; Weight —
DESCRIPTION

This curious item looks much like a regular
crystalline implant, except that it is jet black. A

greater crystalline implant is utilized in much

the same way as its counterpart, but grants no

telepathic bond or special consideration for cure

and divination spells.

The bearer of a greater crystalline implant is

granted immunity to indirect effects of the colloid;

it never counts as difficult terrain for the wearer,

and there are no drawbacks or ill effects from using

crystals of life or microfactes.

CONSTRUCTION

Requirements Craft Wondrous Item, 30 colliatur
shards of varying sizes, 10 lbs. of colliatur
powder, death ward, freedom of movement,
creator must be colliatur; Cost 28,000 gp

MERCIFUL SHARD

Aura faint conjuration; CL 3rd
Slot none;; Weight —
Price varies by specific type:

« Lesser merciful shard: 250 gp

« Merciful shard: 500 gp

« Greater merciful shard: 750 gp
DESCRIPTION
This colliatur shard radiates visible magic,
vibrating with a pleasant, serene sensation when
touched. When wielded in one hand, a spellcaster
can cast a prepared or known spell as though they
had (prepared it or possessed) the Merciful Spell
feat, but at +3 caster level. This does not increase
the casting time or spell level, but it does expend
the merciful shard. Normal merciful shards can
be used with spells of 6th level or lower. Lesser
merciful shards can be used with spells of 3rd level
or lower, while greater merciful shards can be used
with spells of gth level or lower.
CONSTRUCTION
Requirements Craft Wondrous Item, cure light

wounds, creator must be a colliatur; Cost varies

by specific type:

« Lesser merciful shard: 125 gp

« Merciful shard: 250 gp

« Greater merciful shard: 375 gp
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COLLIATUR SPELLS
ALIENSURGE |

School transmutation; Level cleric 3, druid
3, inquisitor 2, ranger 2, sorcerer/wizard 3,
summoner 2

Casting Time 1 standard action

Components V, S, M (gem fragments)

Range personal

Target you

Duration 1 minute/level

Saving Throw Will negates (harmless); Spell
Resistance no

You gain up to 3 points in temporary evolutions
(as a summoner’s eidolon) chosen when the spell
is cast and for the duration of alien surge. For
the purposes of these evolutions, your summoner
level is equal to your caster level. You do not gain
the ability to make any additional attacks from
evolutions, regardless of what evolutions you
choose. You must meet any prerequisites of the
selected evolution.

CRYSTAL EXPLOSION

School evocation; Level sorcerer/wizard 3
Range long (400 ft. + 40 ft./level)

Target 20-ft.-radius spread

This spell otherwise functions as crystal expulsion,
except that it targets an area and may be used at
greater range.

CRYSTAL EXPULSION

School evocation; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (glass shards)
Range medium (100 ft. + 10 ft./level)
Target one creature

Duration instantaneous

Saving Throw Reflex half; Spell Resistance yes
Crystalline shards explode from your arm and
toward a target within range. With a successful
ranged touch attack, the target takes 1d8 points of
nonlethal damage per caster level (maximum 10d8).

GREATER ALIEN SURGE

School transmutation; Level cleric 5, druid
5, inquisitor 4, ranger 4, sorcerer/wizard 5,
summoner 4

This spell functions as alien surge, except that you

gain a total of 6 evolution points and may gain up

to two secondary attacks.

LIGHT OF KNOWLEDGE

School divination; Level bard 2, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (gem valued at 40 gp or
more)

Range close (25 ft. + 5 ft./2 levels)

Target you and two other creatures, +1 creature
per 3 caster levels

Duration instantaneous

Saving Throw Will negates (harmless); Spell
Resistance no

You and all other targets gather together in a circle

and meld minds, pooling your collective memories

in a matrix of light. You can attempt a number of

Knowledge skill checks equal to halfthe total number

of subjects. All targets automatically use the aid

another action for these checks and use the highest

Knowledge skill ranks plus the highest Intelligence

modifier among the subjects to determine the total

bonus to any Knowledge checks made from light

of knowledge. You may use this spell to attempt a

Knowledge check you have already failed, but you

may not retry Knowledge checks already enhanced

by the light of knowledge spell.
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These small stone skeletons caper about the
Underworld, living immortal lives of abandon and
casual investigation wherever they go. The only
known locale that dedelig are sure to be found is
the corpse of the Dracoprime—a mountainous
subterranean expanse made from the draconic
idol’s dead body, buried far below the surface of
Aventyr. The only things they take seriously are the
uncovering of more of their kin and avoiding the
colloid, an alien entity intent on the destruction of
all undead.

HISTORY

Dgdelig are a race that were never intended by
the gods of Aventyr—their creator was the lich
Udgdelig, a mad wizard intent on preserving the
legacy of undead. Their existence is still something
of an anomaly to the Underworld; the truth is that
their entire species’ animation owes as much to the
Great Schism as it does The Confluence.

When the body of the Dracoprime fell upon the
islands of the halflings during the Great Schism,
countless small folk were instantly crushed to
death under its mountainous corpse. The very
marrow of their bones was forced into the stones
under the draconic idol, simultaneously immersed
in the potent and arcane energies of its passing. For
centuries, their lifeless, crushed bodies remained,
mystically ingrained within the very rock.

Udgdelig was once a simple man, but came to be
one of the first to successfully master the workings
of magic before his mortal coil ran short. His
distinction as the first lich of Aventyr did not at all
go unnoticed by surface dwellers, and in his haste,
he fled to the Underworld sometime after the Great
Schism. For several decades, he enjoyed exploring
the subterranean seas, jungles and emerging
realms, eventually settling not far from the First
Hive of the hoyrall, keen to see how their obvious
plans for martial domination would play out.

The Confluence changed his demeanor

considerably as the colloid arrived and threw

the insectoids into disarray. It didn’t take long
for Udedelig to realize the alien entity’s intent to
destroy all undead it encountered and he fled to the
far reaches of the Underworld to plot, scheme and
develop a means to combat the otherworldly threat
or preserve his legacy. While he managed to enact
one scheme that still puzzles the colloid to this day,
the lich would never know the success or failure of
his most vital contribution to the Underworld.

Unfortunately, the colloid is as persistent as it
is pernicious and the lich was ill-prepared for the
alien’s attack, left encased entirely within its form
and fighting a losing battle against its endless
minions. In the farthest reaches of the mad wizard’s
undertower, Udgdelig’s skeletal familiar made a
surprising discovery: the skeletons of halflings
were magically fossilized within the very bedrock.
Without recourse, the lich played at a gambit that
ultimately cost him his very existence, but forever
changed subterranean Aventyr.

Expending his own being in an arcane ritual of
a potency unseen since the Progenitors, Udgdelig
spread his spark of undeath to each one of the
halfling skeletons fossilized by the Great Schism,
binding it to the very magics that infuse their
calcified bodies.

The colloid was largely confused by this final
tactic employed by Udgdelig, but as the most
powerful undead foe the alien had ever seen, the
unusual strategy did not seem so impossible.
Besides, it instantly found hundreds of undead
souls to destroy created as a by-product of the lich’s
desperate attempt to escape. The otherworldly
creature continues through the Underworld,
undaunted by the few dedelig it encounters (if it
notices them at all; the clever skeletons can fool it
briefly, often just long enough to hide and escape).

While dedelig only very rarely remember any
part of their life before transforming into undead,
they are much like the mortal halflings they once
were. Jovial, adventurous and well-suited for
traveling the Underworld, these small, intelligent
skeletons have become increasingly common
across subterranean Aventyr not too long after
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The Confluence. They are reckless, fearless, and
durable despite their size, but penultimately
concerned with entertaining themselves.

Their settlements are likely to sprout anywhere—
literally; it is said that the Dracoprime’s fall and
the energies dispersed by its destruction flung
debris (and settlements) across Aventyr, each
imbedded deep within the earth by the gargantuan
inertia that carried them through the sky. The chief
concern of the dedelig is the preservation of their
kind, leaving them to be surprisingly martial when
there is a demand for it and encouraging them to
search for their kin with regularity as they wander
the Underworld.

Physical Description: Dgdelig are identical
to halfling skeletons, save that they are not made
of bone. Their bodies are composed of variously
colored stone writhing with a dark blue hue of the
magical energies that sustain them. A dedelig’s
body is made of whatever stone its skeleton was
once encased within, a by-product of the marrow
they once had centuries before and the mystical
powers enacted upon it.

Society: The dodelig are loyal to one another
without exception, valuing the life of every member
of their race as if it were their own. The devotion
dodelig show to one another creates tightly-
knit social groups that ensure the safety of their
settlements. Despite their light-hearted natures,
they are instinctively aware of the massive danger
the colloid poses to all of them and are woe to ever
drop their guard lest it destroy them and their kin.

Once having been halflings, their love of
surprise, pranks and merriment is not entirely
surprising, but surface-dwellers especially find
them to be off-putting. Musicians and artists of
all kinds from both Surface- and Underworld are
shown particular reverence for their much sought
after talents.

Relations: Initiallyitis hard for members of any
race to befriend the dedelig—save the enlightened
and the necromancers, most of the peoples in
Aventyr react poorly to undead, intelligent or
not. This is not to say that dedelig are unkind;

they are in fact often quite amicable, even if their
appearance does engender fear.

Alignment and Religion: Dgdelig take
after the essence of the soul that granted them a
second chance at existence and are only rarely an
alignment that is not Chaotic, though only halflings
that were truly devoted to their beliefs or possessed
unparalleled resolve during life can count
themselves among their number. The dedelig are
not sure how they came to be or what they ought to
worship, and pay tributes to deities determined by
their whimsy more than anything else. Still, some
find a kinship in the Dark Governess, Nearru,
becoming clerics or oracles in her name.

Adventurers: Becoming an explorer is a
required obligation placed upon every dedelig
as soon as they are freed from entombment.
The ghostly remains of the traveler’s blood still
haunt their stone bones, but more importantly,
all dedelig are charged with uncovering more of
their kin in the Underworld. Once one is found,
more are certain to be nearby and every undead
settlement carries the name of its founder and
savior in respect. While they might not excel as
warriors or barbarians, dedelig are suited for any
spellcasting class and are exceptional rogues or—
very rarely—monks.

Names: Dgdelig don’t really identify very
strongly with gender, and both “sexes” use the
same names; Bonk, Cain, Dack, Gazz, Herbet, Irk,
Jurgen, Kynt, Lim, Thunk, Xot, Ziz

Age: Dgdelig are undead and are effectively
immortal; they do not accrue age bonuses or
penalties.

D@DELIG SCALING ADVICE

The fun and joyous dedelig are one of the most
unique races out there and while their undead-like
immunities look significant on paper, in play, they
are also fragile due to their quasi-undead nature.
Thus, their power-level is no significant issue
here; more important would be the focus of the
campaign:




DoneLic RACIAL TRAITS

+2 Dexterity, +2 Wisdom, —2 Strength: Dgdelig are quick and perceptive, but physically weak.

Not Quite Undead Yet: Dadelig are small skeletons made of calcified stone. They do not receive a
Constitution score and instead use their Charisma score when calculating hit points, Fortitude saves,
and any special ability that relies on Constitution. They are immune to bleed damage, death effects,
disease, paralysis, poison, sleep effects, stunning, nonlethal damage, ability drain, exhaustion, fatigue,
energy drain, damage to any physical ability scores, and any effect that requires a Fortitude save (unless
the effect also works on objects or is harmless). Dgdelig are harmed by positive energy and healed by
negative energy; they do not risk death from massive damage, but are immediately destroyed when
reduced to o hit points or fewer. They are unaffected by raise dead and reincarnate spells and abilities,
and when targeted with a resurrection or true resurrection spell, they lose all racial traits and are turned
into a halfling. Unlike standard undead, dedelig do not have immunity to mind-affecting effects; when
targeted by a mind-affecting effect, a dedelig is considered to be a humanoid (halfling) (thus charm
person and similar spells can be used to target dedelig).

Small: Dgdelig are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack
rolls, a —1 penalty to their Combat Maneuver Bonus and Combat
Maneuver Defense, and a +4 size bonus on Stealth checks.

Speed: Dadelig are quick on their feet and have a base
speed of 30 feet.

Darkvision: Dgdelig can see in the dark up to 60 feet.

Skeletal Damage Reduction: The skeletal
nature of the dedelig grant them damage reduction
5/bludgeoning.

Stonecunning: Dgdelig receive a +2 bonus on
Perception checks to potentially notice unusual
stonework, such as traps and hidden doors located in
stone walls or floors. They receive a check to notice
such features whenever they pass within 10 feet of
them, whether they are actively looking or not.

Stone Body: If targeted by a spell that disrupts
or otherwise transforms stone (such as soften
earth and stone, transmute rock to mud, or
stone to flesh), a dedelig takes damage equal to
the caster level plus the spell level and is slowed
as per the spell for a number of rounds equal to
the spell’s level. A Fortitude save (DC equal to 10
+ spell level + spellcaster’s spellcasting attribute
modifier) reduces this damage to half and negates
the slow effect.

Light Blindness: Abrupt exposure to bright
light blinds dedelig for 1 round; on subsequent
rounds, they are dazzled as long as they remain in
the affected area.
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Vulnerability to Sunlight: A dedelig takes
1 point of Charisma damage after every hour it is
exposed to sunlight. When their Charisma score is
reduced to o or below, a dedelig is destroyed.

Dark and Light: Once per day as an immediate
action, a dedelig can treat negative and positive energy
as if it were a living creature, taking damage from
negative energy and healing damage from positive
energy. This ability lasts for 1 minute once activated.

Languages: Dgdelig begin play speaking
Common and Undercommon. Dgdelig with high
Intelligence scores can choose from the following
list: Draconic, Dwarven, Elven, and Halfling.

For grittier games: The dedelig can work
surprisingly well in a gritty game; if a decreased
power-level for the race is desired nonetheless,
changing their type to humanoid (eliminating the
not quite undead yet trait, but retaining their quasi-
negative energy affinity) and providing a +2 bonus
to saves to 2 things they’d usually be immune to,
would help. If diseases or similar effects they’d
be immune to are a central plot-element, that
can be easily excluded from their racial traits.
Stonecunning can be eliminated while keeping the
racial flavor intact. Do, however, leave the skeletal
damage reduction unless you're sure you know
what you're doing: The dedelig are fragile.

For high-fantasy games: The significant array of
immunities of the dedelig are balanced with serious
drawbacks: Making them easily healed via channel
energy and positive energy will make them easier
to keep “alive” and getting rid of the drawbacks
similarly should help—high-powered games may
wish to allow the dedelig to grant the benefits of
the day rambler racial paragon class over the levels
for free. Getting rid of the “destroyed at o hp”
caveat eliminates the fragility of the race, if that is
a concern in your game.

D@DELIG COMMUNES

The free-spirited, boisterous nature the dedelig
once knew as living beings persists with them still.
While it might be an initially disturbing experience,

once asurface-dweller has spent a little time around
dedelig, their frightening undead appearance
becomes less noticeable. What their settlements do
and how they run, however, often leave travelers
mystified for quite some time after their departure.
All dedelig societies have a militaristic bent and
artistic drive to entertain; sometimes these two
qualities are in balance, but often one overtakes
the other. Some dedelig communes are rampant
parties that last all day, night, week and month (if
they ever stop at all!), while others are like massive
thespian colleges, far unlike their highly codified,

Cms
_ \) DSDELIG AND ATTRIBUTES

The dedelig are a race without a
Constitution score, and require some
slight changes to the ability score generation
methods. Some suggested options are as
follows, corresponding to the five standard
methods.

Standard: Roll 4d6, discarding the lowest
result as normal, and sum the results, but
only do this five times, and assign them as
you see fit, skipping Constitution.

Classic: Roll 3d6 and sum the results
five times, and assign them as you see fit,
skipping Constitution.

Heroic: Roll 2d6 and add 6 to the sum of
each. Do this five times and assign them as
you see fit, skipping Constitution.

Dice Pool: Instead of a pool of 24d6, races
without Constitution get a pool of 20d6 to assign
to the ability scores, except for Constitution.
These characters still must assign a minimum of
3d6 in each of the other ability scores. Increase
the number for high-powered games.

Purchase: When using the purchase method
for ability scores, assume members of races
without Constitution have a Constitution
score of 10 and buy the rest of the abilities
normally using the points allocated for the
campaign’s power level.
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strictly artistically segregated counterparts. These
latter settlements have become obsessed with
uncovering the complete origins of their race
and seeing the dedelig propagate across Aventyr,
sometimes at the cost of their living kin. Halflings
and gnomes must remain wary of some dedelig
communes; a successful Knowledge (religion)
check (DC 20 - settlement’s size modifier x2) is
enough for them to realize whether they too might
soon lose their lively qualities.

RACIAL SUBTYPES

Dgadelig come in a variety of different colors, their
magically imbued stone bodies morphing to fit the
sediment around them. Most dedelig are white
limestone, but there are black slate dedelig, tan
sandstone dedelig and a kind of the small undead
folk in virtually every different type of stone in
Aventyr.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or
hit point whenever they gain a level in a favored
class, dodelig have the option of choosing from
other bonuses, depending upon the character’s
favored class. The following options are available
to all dedelig who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1/3 negative energy damage
to the alchemist’s bombs. This bonus damage only
applies to targets of a direct hit.

Barbarian: Add +1/3 to Fortitude and Will
saves while raging.

Bard: Add 1 round to the bard’s daily allotment
of bardic performances.

Cavalier: Add +1/2 bonus damage to attacks
made as part of a charge.

Cleric: Add +1/3 to the cleric’s level when
determining the potency of channel energy.

Druid: Add +1/3 to the druid’s caster level when
casting spells with the earth descriptor.

Fighter: Add +1 to the fighter’'s CMD when
resisting grapple and disarm combat maneuvers.

Inquisitor: Add +1/3 to the inquisitor’s caster
level when determining the potency of a chaos
domain or undead domain ability. This does not
grant the inquisitor abilities earlier than they would
normally have access to them, it only enhances
abilities they already have.

Magus: Add +%4 bonus negative energy damage
and gain +V4 to attacks when using spell combat
and standing on stone.

Monk: Add +1/4 dodge bonus to AC when the
monk is standing on stone.

Oracle: Add +1/3 to the oracle’s caster level
when determining the potency of abilities granted
by the bones mystery. This does not grant the
oracle access to abilities earlier than normal, it
only enhances abilities they already have.

Paladin: Add +%2 to checks made to resist
positive energy.

Ranger: Add +1 to Survival checks and an
additional +1 to Survival checks to track when
underground.

Rogue: Add +1 to Stealth checks and an
additional +1 racial bonus Stealth checks to hide
when underground.

Sorcerer: Add +1/3 to the sorcerer’s caster level
when determining the potency of abilities granted
by the undead bloodline. This does not grant the
sorcerer access to abilities earlier than normal, it
only enhances abilities they already have.

Stonespeaker: Learn +1/5 of a stone lore.

Summoner: Add +1/4 evolution points to the
summoner’s eidolon. Evolution points gained this
way must be spent on undead evolutions.

Witch: Add +1/2 to the witch’s caster level
when determining the potency of the fortune and
misfortune hexes.

Wizard: Learn one spell that specifically affects
undead (via negative energy, positive energy, or
because of their specific type). This spell must be
at least one level lower than the highest level the
wizard can cast.




DAY RAMBLER (PARAGON CLASS)

Day ramblers loved the sun when they were alive,
and the memory of its warm caress constantly
haunts them. They go through countless exposures
to sunlight in order to acclimate themselves to its
effects, and those that can endure its scorching
touch eventually learn not to fear it at all.

Role: The dedelig are an extremely fun race,
but unfortunately aren’t totally accessible as
undead that take damage in the sunlight. The day
rambler paragon class is for PCs that want to play a
dedelig that is not solely confined to shadow. Their
enhanced dark to light ability also makes it easier
for dedelig to be companion to a party of living
PCs and the bonus to natural armor allows them a
little extra toughness to deal with the (mechanical)
frailty of being undead.

DPDELIG

Race: Dgdelig are the most common day
ramblers, but other skeletal undead with
Intelligence scores and weaknesses to daylight
might also take this class. Undead that lack one of
these traits (such as vampires) do not qualify.

Hit Die: d1o.

Requirements
Race: Dadelig.
Skills: Survival 2 ranks.
Feats: Great Fortitude, Iron Will.

Class Skills

The day rambler’s class skills are Acrobatics
(Dex), Bluff (Cha), Climb (Str), Escape Artist
(Dex), Knowledge (nature) (Int), Perception (Wis),
Stealth (Dex), and Survival (Wis).

Skills Ranks at Each Level: 2 + Int modifier.

Class Features

Weapon and Armor Proficiencies: A day
rambler receives no proficiency with any weapons
Oor armor.

Natural Armor: At 1st level and every day
rambler level thereafter, the day rambler’s natural
armor bonus increases by +1 (to a maximum of +3
at 3rd-level).

Maximum Exposure (Ex): At 1st level, a day
rambler’s body becomes resistant to sunlight. The
maximum amount of Charisma damage he can
take during a single day from his vulnerability to
sunlight is equal to 3 minus their day rambler level.

Level Base FortRefWill NaturalClass

Attack Armor Abilities
Bonus
ist +0 +1 +0 +1 +1 Maximum
exposure
2nd +1 +2 40 +2 +2  Enhanced
dark to
light, Sharp
Hands
grd +1 +3 +1 +3 +3  Adjusted
eyesight,
fully
undead
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At 3rd level, they no longer have vulnerability to
sunlight.

Enhanced Dark to Light (Ex): At 2nd level, 4
and again at 3rd level, a day rambler can use
their dark to light ability an additional time per
day. Additionally, dark to light ability now lasts
for a number of minutes equal to their day rambler
level.

Sharp Hands: The day rambler receives Sharp
Hands as a bonus feat. If he already has claw
attacks, increase their damage die by one step
(from 1d3 to 1d4, 1d4 to 1d6, 1d6 to 1d8, and so
on).

Adjusted Eyesight (Ex): At 3rd level, a day
rambler’s eyes become fully re-adjusted to the
surface. They no longer possess the light blindness
weakness.

becomes fully undead and gains immunity to
mind-affecting effects.

MIRTHFUL MARIACHI (BARD

ARCHETYPE)

The dedelig have lived and died at the whims
of magic, but that did not stop their songs. It
did, however, inspire a brand of bard that does
not employ spellcasting. With a combination of
a gun and an instrument, grit and a tune, these
gunslinging bards have specialized in utilizing
masterpieces in a unique manner.

Weapon and Armor Proficiency: Mirthful
mariachis are proficient with simple weapons and
all firearms. They are also proficient with light
and medium armors and shields (but not tower
shields).

Skill Ranks Per Level: 4 + Intelligence
modifier.

Death’s Fiddle: At 1st level, a mirthful
mariachi gains one of the following firearms of
her choice: blunderbuss, musket, or pistol. Her
starting weapon is battered, and only she knows
how to use it properly. All other creatures treat her
gun as if it had the broken condition. If the weapon
already has the broken condition, it does not work

Undeath (Ex): At 3rd level, a day rambler
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at all for anyone else trying to use it. This starting
weapon can only be sold for scrap (it’s worth
4d10 gp when sold). The mirthful mariachi also
gains Gunsmithing as a bonus feat. Additionally,
the firearm is modified and integrated into an
instrument of the mirthful mariachi’s choice,
doubling as firearm and as an incredibly versatile
instrument. The mirthful mariachi may, as a full-
round action, change the type of Perform skill that
can be used with her death’s fiddle for the purpose
of bardic masterpieces—she can, for example,
make the death’s fiddle a percussion instrument,
when it was used before as a wind instrument. This
replaces cantrips.

Master of All Instruments (Ex): The
mirthful mariachi’s death’s fiddle is flexible for
a reason—the mirthful mariachi has, by virtue of




DONELIG

her undeath and centuries of entombed boredom,
realized that music literally is everywhere and
in everything: She does not distinguish between
different Perform skills for the purpose of bardic
masterpiece prerequisites or activation. Any skill
ranks invested in Perform are treated as though
they have been invested in all instrument-based
Perform skill types for the purpose of prerequisites
of bardic masterpieces, but not for the purpose of
other prerequisites or the versatile performance
class feature.

Grit (Ex): A mirthful mariachi makes her mark
upon the world with a song and guns a-blazing,
blending both in unique ways. Some mirthful
mariachis claim that existence’s melody guides
them, but it’s more likely that the volatile nature
of both firearms and fiery rhythms simply caters to
the right kind of undead. Whatever the reason, all
mirthful mariachis have grit. In game terms, grit
is a fluctuating measure of a mirthful mariachi’s
ability to perform amazing actions in combat. At
the start of each day, a mirthful mariachi gains
a number of grit points equal to her Wisdom
modifier (minimum 1).

Her grit goes up or down throughout the day,
but usually cannot go higher than her Wisdom
modifier (minimum 1), though some feats and
magic items may affect this maximum. A mirthful
mariachi spends grit to accomplish deeds and
regains grit in the following ways:

+ Critical Hit with a Firearm: Each time
the mirthful mariachi confirms a critical hit
with a firearm while in the heat of combat,
she regains 1 grit point. Confirming a critical
hit on a helpless or unaware creature or on a
creature that has fewer Hit Dice than half the
mirthful mariachi’s character level does not
restore grit.

» Optional Rule: Daring Act: Each time a
mirthful mariachi performs a daring act, she
can regain grit. As a general guideline, a daring
act should be risky and dramatic. It should
take a good deal of guts, and its outcome

should have a low probability of success. If it

is successful, the mirthful mariachi regains
1 grit point. Before attempting a daring act,
the player should ask the GM whether the
act qualifies. The GM is the final arbiter of
what’s considered a daring act, and can grant
a regained grit point for a daring act even if
the player does not ask beforehand whether
the act qualifies.

This replaces bardic knowledge.

Deeds: Mirthful mariachis treat their mirthful
mariachi level as their gunslinger level for the
purpose of determining when they gain access to
gunslinger deeds as well as for the purposes of feat
prerequisites, with the following modifications:

Gritty Song (Ex): At 1st level, by gritting her
teeth, a mirthful mariachi may, as a standard
action, expend 1 grit point to regain 2 rounds of
bardic performance. This replaces the deadeye
deed.

Gritty Masterpiece (Ex): At 7th level, a mirthful
mariachi may expend 1 grit point to reduce the
activation cost of her bardic masterpieces by 3
rounds of bardic performance per round, to a
minimum of 0. A mirthful mariachi can choose
every round to continue spending grit points to
reduce the cost to start or maintain the masterpiece.
This replaces the dead shot and targeting deeds.

This ability replaces countersong, inspire
competence, and inspire heroics.

Mirthful Masterpiece Specialist (Ex):
Whether due to being in love with firearms or due
to some other quirk of fate, mirthful mariachis
prove to be terrible at weaving magic. However,
at the same time, they seem to have an innate
understanding regarding the most complex and
powerful of bardic masterpieces. A mirthful
mariachi receives a mirth pool containing mirth
points equal to the mirthful mariachi’s Charisma
modifier, plus an amount determined by the
mirthful mariachi’s class level. (See Table: Mirth
Points) The mirth pool refreshes after 8 hours
of uninterrupted rest. A mirthful mariachi may




This replaces spellcasting.

« A mirthful mariachi may spend 1 mirth point
per 2 mirthful mariachi class levels (minimum
1, rounded down) to regain an expended
round of bardic performance as a swift action
(see Table: Mirth Points). For example, a 5th
level mirthful mariachi would have to expend
2 mirth points to regain one round of bardic
performance.

A mirthful mariachi may spend 10 mirth
points to regain 1 grit point as a move action.
A mirthful mariachi may learn a bardic
masterpiece by reducing his mirth pool size
by an amount equal to the masterpiece’s cost
in of the spell known’s level to be sacrificed. If
a masterpiece for example has a cost of a 3rd
level bard spell known, a mirthful mariachi
may reduce his mirth pool size by 3 to satisfy
this cost. He still must meet the prerequisites,
though. Upon resting, the reduction and mirth
pool size reset and access to the masterpiece is
lost. A mirthful mariachi may only have a total of
1/2 his class level (minimum 1, rounded down)
individual masterpieces at any given time via
this ability, regardless of mirth pool reduction.
A mirthful mariachi performing a bardic
masterpiece may pay the activation cost in
bardic performance rounds directly via mirth
points. An activation cost of 2 rounds of bardic
performance would cost 2 mirth points, for
example.
Amirthfulmariachimaydecreasetheactivation
time required by a bardic masterpiece by 1 full
round for every 3 mirth points she expends,
to a minimum of 1 full round or the bardic
masterpiece’s activation, whichever is lower.
Whenever the mirthful mariachi receives
damage that would destroy her, she may, as
an immediate action, reduce the damage she
is about to take by 2 hit points for every mirth
point she spends.

spend mirth points in a variety of ways. Costs of Tap1E: MIRTH POINTS
the respective uses stack.

Level

1st
and
3rd
4th
5th
6th
7th
8th
oth
10th
11th
12th
13th
14th
15th
16th
17th
18th
19th
20th

Mirth Pool

Bardic
Performance
regain cost

1

1

1

3
3
4
4
5
5
6
6
7
7%
8
8
9
9
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D@DELIG EQUIPMENT

Dadelig have access to the following equipment.

Dgdelig Instrument Bandolier
Price: 50 gp; Weight: 2 lbs.

Cheerful and full of mirth, the dedelig enjoy
bringing music into battle. Unfortunately, not
everyone seems to agree and so the instrument
bandolier was born. The bandolier features a
selection of semi- elastic straps tautly attached
to an instrument and up to two light or finesse
melee weapons. The dedelig wire these straps
through their ribcages, and only dedelig can use
an instrument bandolier. As an immediate action
a dedelig wearing these straps can let go of a held
instrument, sheathing it in the bandolier and
drawing up to two weapons. Similarly, the weapons
can be sheathed and the instrument drawn. Pulling
the straps of the harness taut requires 1 minute
of uninterrupted preparation. A bandolier can be
used up to 10 times before the straps need to be
drawn taut again. Using a bandolier to draw or
sheathe weapons or instruments does not provoke
attacks of opportunity. Each strap has hardness 2
and 10 hit points. A bandolier that loses one strap
is considered to be broken, and a bandolier that
loses two straps is destroyed.

Bone Overbrella

Price: 50 gp; Weight: 3 lbs

This simple but essential device is much like an
umbrella, but made from a durable canvas that
stretches across fibulas and tibulas with a femur
that makes up its handle. A dedelig using a bone
overbrella has its speed reduced by —5 feet, takes
a —4 penalty to Stealth checks, and must wield the
item in one of their hands, but they do not take
any Charisma damage while exposed to sunlight.
Opening or closing a bone overbrella is a full-
round action that provokes attacks of opportunity.

The canvas of a bone overbrella has hardness 3
and 5 hp, and is rigid (its shape never changes).

A masterwork bone overbrella is capable of
closing or opening with a swift action. Opening
a masterwork bone overbrella does not provoke
attacks of opportunity.

Bone Xylophone

Price: 600 gp; Weight: 6 lbs.

This instrument has two metal stands that
fold out and two leather straps to wear around
the shoulders. A descending series of bones lay
parallel to one another, each emitting a different,
eerie sound when struck. Bone xylophones are
made from the bones of destroyed dedelig, and
every musical note from one of these unique
masterwork instruments resonates with the primal
magic of their race. A bardic performance using a
bone xylophone receives a +2 bonus when used to
fascinate.

Obsidian Sling Bullets

Price: 10 sp; Weight: —

These stones are little more than ideally sized
obsidian shards. Throwing or loading a weapon
with an obsidian sling bullet deals 1 point of
slashing damage if the wielder is not wearing a
gauntlet. An attack with an obsidian sling bullet
deals an additional 2 points of slashing damage on
a successful hit.

D@DELIG FEATS

Blend
Your stone body can become indistinguishable
from the rocky caves of the Underworld and
you've learned how to make the greatest use of it.
By standing completely still, you become one with
your surroundings and virtually invisible to any
that might have seen you otherwise.
Prerequisites: Stealth 10 ranks, dedelig.
Benefits: You can take a full-round action to
blend in with your surroundings if you are inside
of rocky terrain, granting you a +10 circumstance
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bonus to a Stealth check so long as you take no
movement or any other actions. This Stealth check
may be made even while being observed.

Forgiving Cheekbones

While you might not be a halfling anymore, in the
right light some mistake you for one. The ample
bone structure of your face is extremely similar to
that of your living kin, making disguising yourself
as a small folk an easier task for you than it is for
other daedelig.

Prerequisites: Cha 13, dedelig.

Benefits: You gain a +6 racial bonus to disguise
yourself as a halfling, and do not receive the penalty
for disguising yourself as a member of another race
when you do so.

Dgdelig Freeze
The ease with which you hide is remarkable; your
abilities are no longer confined to the caverns of
Aventyr and may be employed as swiftly as any
blade.
Prerequisites: Blend, Stealth 15 ranks, dodelig.
Benefits: You can take a standard action to
blend in with your surroundings, granting you a
+20 circumstance bonus to Stealth checks so long
as you take no movement or any other actions.

Lasting Vanity

The magic coursing through your bones retains
much of who you once were. Your past is ingrained
within your soul, and you can momentarily regain
the youthful appearance you once knew as a living
creature.

Prerequisites: Cha 15, Forgiving Cheekbones,
Old Life, dodelig.

Benefits: You can assume the appearance you
once had as a living, breathing halfling (and only
that appearance). You gain a +10 racial bonus
on Disguise checks made to appear as your old,
halfling self. Changing your shape is a standard
action. This trait otherwise functions as the alter
self spell, save that you do not adjust your ability

scores. You may assume your old appearance for
ten minutes a day per character level. This ability
must be used in ten minute increments, but these
increments need not be consecutive.

Lucky Find

Some of that old halfling luck persisted, apparently,
because you woke up with a huge ore of gold in
your ribcage.

Prerequisites: Dadelig.

Benefit: You begin play with three times the
normal amount of starting gold for a 1st-level
character. Increase the bonus to Perception checks
from Stonecunning to +4.

Special: If taken by a character created at a level
beyond 1st, retroactively increase their starting
gold by 5%.

Old Life

You remember bits and pieces of your past.
Although much of it is still a mystery to you, some
facts and old skills come naturally to your mind.

Prerequisites: Wis 13, dedelig.

Benefits: You gain a +2 racial bonus to any two
Knowledge skills and a +4 racial bonus to any one
Profession skill. These skills are always class skills
for you. If you have 10 or more ranks in one of the
skills, the bonus granted to the skill by this feat
increases to +4 or +8, respectively.

Sharp Hands (Combat)
Your finger bones have become sharpened by
countless hours of digging through earth and stone.
Prerequisites: Str 15, dodelig.
Benefits: You gain two claw attacks that deal
1d4 points of piercing damage. These are secondary
natural attacks.




D@DELIG MAGIC ITEMS

CHARM OF VITAL INFERENCE

Aura faint transmutation; CL 3rd
Slot wrist; Price 7,500 gp; Weight —

DESCRIPTION

This grisly collection of mummified fingers is

created from the preserved digits of five different

humanoids, all varying races and ages. Any undead

creature wearing a charm of vital inference has

their aura suppressed, making them immune to

the detect undead spell.

CONSTRUCTION

Requirements Craft Wondrous Item, detect
undead, hide from undead; Cost 3,750 gp

D@DELIG BONE CHIME

Aura strong enchantment; CL 16th

Slot none; Price 34,600 gp; Weight 2 lbs.

DESCRIPTION

This collection bones seems to hang from its

handle on invisible strings. When played as a

standard action, all creatures within 30 feet of the

wielder must succeed on a DC 19 Will save or be

compelled to do nothing but dance for 1 round (as

the irresistible dance spell). A dedelig bone chime

can be used up to four rounds per day, but these

rounds cannot be consecutive.

CONSTRUCTION

Requirements Craft Wondrous Item, irresistible
dance (6th 1vl bard spell); Cost 17,300 gp

D@DELIG BONE TOKEN

Aura moderate necromancy; CL 6th
Slot none; Price 9,900 gp; Weight —
DESCRIPTION

This diminutive bone digit hangs from a simple
black leather cord. On the tiny token is extremely
minute, detailed scrimshaw of a mage raising
numerous skeletons. The owner of a dodelig bone
token treats their caster level as one higher for all
spells of the necromancy school. Three times per
day the token can cast detect dodelig.

CONSTRUCTION
Requirements Craft Wondrous Item, detect
dodelig; Cost 4, 950 gp

GROUND D@DELIG REMAINS

Aura none; CL 5th

Slot none; Price 600 gp; Weight 1 1b.

DESCRIPTION

In the unfortunate (and not uncommon)

occurrence that a dedelig is crushed to the point

of destruction, their remains are of great value to

their brethren. When dispersed across an object or

creature of Medium size or smaller (1 1b. worth),

ground dodelig remains completely suppress any

magical auras present on them without inhibiting

the magics themselves. This effect lasts for a

number of days equal to half the dead dedelig’s Hit

Dice (minimum 1 hour).

CONSTRUCTION

Requirements Craft Wondrous Item, remains of
a dedelig, nondetection; Cost 300 gp

D@DELIG SPELLS

School necromancy; Level alchemist 1, bard 1,
cleric 2, druid 2, inquisitor 1, paladin 1, ranger 1,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (gem valued at 50 gp or
more)

Range 120 ft.

Area cone-shaped emanation

Duration concentration, up to 10 minutes/level
(D)

Saving Throw none; Spell Resistance no

This spell functions much like detect magic with

a few key exceptions. In addition to having a

greater range and longer duration, detect dodelig

can penetrate barriers, but 1 foot of stone, 1 inch
of common metal or 3 feet of wood or dirt only
impedes it. For every foot of stone, inch of metal
or 3 feet of wood blocking a detect dodelig spell,
reduce its range by 5 feet.




D@DELIGATION

D@DELIG TRANSFORMATION

School transmutation; Level sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (boots sized for a Medium
creature)
Range touch
Target you and two other undead creatures (see text)
Duration 1 minute/level (D)
Saving Throw Fortitude negates (harmless);
Spell Resistance no
As part of the casting of this spell, you join the
bodies of yourself and two other similar willing or
mindless undead creatures (either dedelig, Small-
sized skeletons or Medium-sized skeletons). Your
size increases to Large, granting you a +8 size
bonus to Strength, a +4 natural armor bonus to
AC, a primary natural slam attack that deals 1d10
bludgeoning damage, 2 temporary hit points per
caster level (maximum 20), and a —4 penalty to
Dexterity. The other two creatures formed into
your body have heads that poke out on either side
from you and if capable of speech, may do so freely,
but can take no other actions. If you are dropped
to 0 hit points or less, the spell immediately ends
and the two other creatures appear beside you,
completely unharmed.

D@DELIGATION, GREATER

School transmutation; Level sorcerer/wizard 6

Casting Time 1 standard action

Components V, S, M (boots sized for a Medium
creature)

Range touch

Target you and tup to 6 other undead creatures
(see text)

Duration 1 minute/level (D)

Saving Throw Fortitude negates (harmless);
Spell Resistance no

As doadeligation, but you may join with six other

creatures to increase your size to Huge. The size

bonus to Strength increases to +12, the natural

armor bonus increases to +6, the base slam attack

damage increases to 2d8 and the size penalty to

Dexterity becomes —6.

School transmutation; Level alchemist 5, bard 5,
cleric 7, druid 7, sorcerer/wizard 77

Casting Time 1 full-round action

Components V, S, M (a diamond worth 3,000
gp)

Range touch

Target one halfling

Duration permanent

Saving Throw Fort negates; Spell Resistance
no

This extremely potent spell is known to only a few

dedelig, and for good reason. It can permanently

transform a normal, living halfling into a dedelig.

Their type changes to undead and they lose all

halfling traits and qualities, gaining dedelig traits

and qualities instead.

HisTORIC RESEMBLANCE

School abjuration; Level alchemist 2, bard 2,
cleric 3, druid 3, inquisitor 2, paladin 2, ranger
2, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (piece of skin tissue)

Range personal

Target you

Duration 10 minutes/level

Saving Throw Will negates (harmless); Spell
Resistance no

For the duration of this spell, treat your type as

though you were a normal humanoid (halfling) for

the purposes of spells and magical effects (such as

enlarge person). When the duration of this spell

ends, any spells or effects that depend on your type

being humanoid (halfling) that are active on you

immediately end.




DRAAKI

The draaki were once a proud race of enchanted
beings that ruled over the Underworld without
peer, taming even the great dragons. Their entire
species, however, came to a calamitous end and
were transformed in a disastrous series of events
that took them from the heights of power to the
depths of negligence, their civilizations gone and
their peoples reduced to a nomadic existence in
the endless caves of Aventyr. The draaki’s strong
resemblance to their former slaves grants them
formidable abilities, but also marks them to other
Underworlders as the failed race, considered weak
and ripe for abuse.

HISTORY

The true originator race of the Ruins of the Rift
is long forgotten, but the traces of their power and
influence remain throughout the Underworld.
From the drow to the dwarves, all the subterranean
civilizations were affected by the Progenitors, for
it was them that tamed the many primal dragons
that kept their lairs below the surface. Using arcane
magics long forgotten to all Aventyr, they subjugated
the primal dragons to their will, using them to carve
out entire regions for colonization, re-route the
thousands of magma flows throughout the stone
and destroy thousands of the untold prehistoric
monsters that once roamed the countless caverns
miles under the surface. This, The Grand Sculpting,
made the Underworld into what it is today.

Their obsession with the primal dragons eventually
became the originators’ undoing. In an intricate plan
that crossed the span of centuries before reaching
fruition, the draconic slaves enacted their revenge.
Promising far greater powers and abilities, one of
each of the primal dragon types offered up their soul
to the Progenitors in a ritual that would transform
every member of their race. This carefully planned
and perfectly manipulated ruse instead revoked the
powers that once allowed them to bind and control the
primal dragons, transforming each of their species into
a strange amalgamation of reptilians that only barely

resembled their supposed creators: draaki. Baffled,
caught largely unaware and temporarily sapped
of strength and will by their transformations, they
proved to be no match for the freed primal dragons,
which quickly fled into the Underworld to recoup
their strength—or so it seemed.

Meanwhile, the terrifying true threat hatched
by the primal dragons began to stir and the
Dracoprime gathered strength. Hours after the
disastrous calamity, the draaki were thrown into
total disarray as the mountainous creature began
to rise from the depths, crafted over hundreds of
years by thousands of dragons, hidden from the
Progenitors by the gitwerc, it instantly destroyed
most of their civilization as it rose from the

DRAAKI
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Underworld. With little recourse, the high mages of
the draaki that remained enacted a ritual that called
out a plea which shook the Planes, killing each
instantly as a buzzing, resonating voice answered
their desperate cry for help. The Dracoprime’s skull
instantly erupted with thousands of small insectile
humanoids—the hoyrall—and the immediate threat
to the forever cursed draaki came to a quick end.

The primal dragons, however, were not even
close to sating their thirst for vengeance (and in
truth, they never will) and they did not rest long
after the destruction of their idol. The subterranean
civilizations of the draaki quickly fell to the claws
of their former slaves and eventually the reptilians
retreated into The Rifts, their scant sorcerers and
high enchanters enacting one final ritual to grant
their people solace against the draconic menace.
In the hollowed-out magma tunnels below the
Fungi Forest, the Draaki Caverns, they have lived
peacefully for centuries and only the bravest and
most inquisitive of the primitive tribes sets out
into the Underworld (and their return is a rare and
celebrated event.)

The draaki have five distinctive subtypes, each
emblematic of one or another trait belonging
to underworld dragons. Traditionally they have
gotten along, but the numbers of the draaki are
swelling and tensions rise as game grows scarce
and the need to expand into the Underworld grows.
They once had the ability to assume the shape of
any humanoid (as a dragon does) but became so
complacent with impersonating the nearby drow
of the emerging Holoth that now they can only
assume the form of a dark elf.

Physical Description: These reptilian
humanoids stand a head higher than a man but
are truly much taller from toes to snout, craning
their thick necks forward in a constant stoop. Their
bodies are exceptionally powerful and graceful,
and they have a surprising magnificence granted
by a potent echo of their former grand presence.

Society: The draaki each have different cultural
traditions reminiscent of the practices of tribute
they were once made to pay to their former

draconic slaves as tensions between each dispersed.
Reaching adulthood is an event celebrated by
the entire settlement, as the many dangers of
the Underworld still prey on the draaki for their
ancestral doings, even if their former slaves have
abated. Survival and martial disciplines thrive, and
they greatly value any member with the magical
talents they all once possessed.

Relations: First and foremost, the draaki are
paranoid—many Underworlders still bear them ill
will and their suffering never seems to end. This
overriding instinct to remain paranoid serves them
well, however, and they continue to survive despite
their tribal practices and lack of proper civilization.
Using their ability to blend as drow, they move
about the society of the Underworld and trade the
valuable ores they find emerging in the decaying
bedrock for weapons, tools and goods they cannot
produce on their own. The draaki’s natural presence
gives them an advantage in this charade and they
are raised to be deceitful of their true identities.
When found out they become skittish and fearful,
but when their trust is fully gained they prove to
be capable allies well-versed in the dangers of the
Underworld.

Alignment and Religion: While they aren’t
all of Chaotic alignment, most draaki tend to be.
Whether they abandoned their gods or if they
themselves were abandoned, they don’t worship
any specific deity, though draaki particularly value
both community and nature.

Adventurers: Draaki adventurers are more
likely to be exploring Aventyr by necessity rather
than a desire to do so. Still, once they’ve ignited
their inner passion for dominating the Underworld,
it is difficult for them to stay in place for too long.
The draaki make phenomenal sorcerers or oracles,
and although extremely rare, paladin draaki are
legendary in their prowess.

Male Names: Getzrai,
Retzgar, Saygwyk, Verja

Female Names: Aslaug, Gro, Oydis, Pernille,
Rygna, Sunyyva

Lyrvak, Kortehn,
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+2 Strength, +2 Dexterity, +2 Constitution, -2 Wisdom: The spawn of an ancient, unknown
race and dragons, draaki are extremely well-built. Unfortunately, the cataclysmic alterations of their
race have slightly damaged their minds, and many of their elders are last seen going on The Long Walk,
bereft of their senses and left to wander the Underworld until they meet their end.

Draaki: Draaki are medium humanoids with the reptilian subtype.

Medium: Draaki receive no bonuses or penalties for their size.

Speed: Draaki have a base speed of 30 feet.

Darkvision: Draaki can see in the dark up to 60 feet.

Light Blindness: Abrupt exposure to bright light blinds draaki for 1 round; on subsequent rounds,
they are dazzled as long as they remain in the affected area.

Change Shape: Draaki can assume the appearance of a single unique drow. The creature gains a +10
racial bonus on Disguise checks made to appear as a unique drow (once selected this form cannot be
changed). Changing its shape is a standard action. This trait otherwise functions as the alter self spell,
except that the draaki does not adjust its ability scores.

Wyrmscourged: Draaki gain a +1 racial bonus on attack rolls, a +2 dodge bonus to AC against
creatures with the dragon type, and a +2 racial bonus to saving throws against the extraordinary,
supernatural, and spell-like abilities of dragons. In addition, they gain a +2 racial bonus on Knowledge
(arcana) checks to identify dragons and can make such checks untrained.

Languages: Draaki begin play speaking only Draconic. Draaki with high Intelligence scores can
choose from the following list: Aklo, Drow, Goblin, and Undercommon.

Subtypes: There are five different variety of draaki, each related to the primal dragons of the
Underworld that they once subjugated.

* Abbsins: Have dark scales and long, powerful tails reminiscent of their umbral heritage.

* Graldin: The magma dragonkind of the draaki, are tinged red or orange and breathe a potent line of fire.

* Kastrik: Have blue and green scales resembling a brine dragon; they are capable of breathing cones of acid.

e Prulan: Cloud dragonkin; tinged with white or other light colors and breathe lines of electricity.

* Yuralith: Havescales that are highly reflective and bear vestigial wings, resembling their crystalline ancestors.

Breath Weapon: Three types of the draaki receive one of the following energy breath weapon types
(determined by subtype): 15-ft. acid cone (kastrik), 20-ft. line of electricity (prulan), or 20-ft. line of fire
(graldin). Once per day, as a standard action the draaki can make a supernatural breath weapon attack that
deals 1d6 points of the indicated damage type. A successful Reflex save (DC 10 + 1/2 the draaki’s character
level + the draaki’s Constitution modifier) negates the damage. At 5th level, and every five levels thereafter,
the damage of the draaki’s breath weapon increases by +1d6 (to a maximum of 5d6 at 20th level).

Gliding Wings: Yuralith draaki take no damage from falling (as if subject to a constant nonmagical
feather fall spell). While in midair, draaki can move up to 5 feet in any horizontal direction for every 1 foot
they fall, at a speed of 60 feet per round. Draaki with gliding wings cannot gain height with these wings
alone; they merely coast in other directions as they fall. If subjected to a strong wind or any other effect that
causes a draaki to rise, it can take advantage of the updraft to increase the distance it can glide.

Slapping Tail: Abbsins draaki have a reflexively twitching tail they can use to make attacks of
opportunity with a reach of 5 feet (though it cannot be used to make regular attacks). When used to
make an attack of opportunity, the tail is a primary natural attack that deals 1d8 points of bludgeoning
damage plus the draaki’s Strength modifier.




DRAAKI SCALING ADVICE

The draaki, Aventyr’s draconic race, is on par
with the planar races like the aasimar. The implicit
balancing via social stigma and roleplaying
depends on the world they are used in- while
Aventyr is neutral, there are some worlds that
featured draconic humanoids in rather unpleasant
events, so bear the social context in mind.

Also, the draaki, as depicted here, are
deliberately lopsided and geared towards the more
martial classes. For a less savage take on the race,
replace their attribute modifiers as follows: +2 to
Strength or Constitution, —2 to Wisdom, +2
to Charisma.

For grittier games: An easy way to make the draaki
weaker is to add a feat-tax to their sub-type specific
abilities like their breath weapon or the wing/tail.
In worlds where creatures like the draaki would be
stigmatized, removing change shape can also provide
a significant detriment to offset their prowess.

For high-fantasy games: In higher fantasy
games, a simple way to significantly increase their
power-level is to provide the racial paragon class’s
benefits over the levels as a kind of quasi-gestalt.
Another easy way to improve their power is to
replace the absolute limit imposed on the breath
weapon with a cool-down that allows them to use
it every 1d4+2 rounds. Particularly in conjunction
with other draaki, this certainly should drive the
proper level of fear even into powerful foes.

DRAAKI AND THE UNDERWORLD

OF AVENTYR

Draaki are universally disliked for the part they
once played in the unfolding of the Underworld and
left lacking in sense by the progenitor’s dramatic
call to the reaches of the cosmos. They are a
suspicious people equally feared and preyed upon
by others, leaving them to value strength above all
else. Tribal leaders are often the most physically
powerful, though some are usurped by potent
spellcasters and particularly clever, underhanded
dissenters. Their cultures all still practice rituals

once meant to appease the dragons that plagued
them; sometimes these can be exceptionally
dangerous to the unwary, and travelers that
succeed on a Knowledge (arcana) check (DC 20 -
settlement’s size modifier x 2) recognize the telltale
signs of practices that spell trouble for foreigners
when they approach a draaki settlement.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
draaki have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all draaki who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1/3 force damage to the
alchemist’s bombs. This bonus damage is only
applied to the target of a direct hit.

Barbarian: Add +VY4 damage to melee attacks
while raging.

Bard: Add +1 to Knowledge (arcana) checks and
an additional +1 racial bonus on Knowledge checks
pertaining specifically to dragons.

Cavalier: Grant spell resistance 1to the cavalier’s
mount or increase an existing spell resistance of
the mount by +1.

Cleric: Add +1/3 to the cleric’s Wisdom ability
score for the purposes of cleric spellcasting.

Druid: Add +1/3 to the druid’s Wisdom ability
score for the purposes of druid spellcasting.

Fighter: Add +Y4 to the fighter’'s CMB when
making sunder and bull rush combat attempts.

Inquisitor: Add +1/6 to the inquisitor’s
Wisdom ability score modifier when determining
the uses per day, potency, and duration of domain
and class special abilities.

Magus: Add +V4 to the magus’ arcane pool.

Monk: Add +¥2 to the DC of the monk’s stunning
fist ability

Oracle: Add +1/4 to the oracle’s level when
determining the potency of revelations from the
ancestors mystery. This does not grant the oracle
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abilities earlier than they would normally be able
to access them and only enhances abilities they
already have.

Paladin: Add +1/3 to the paladin’s Wisdom
ability score for the purposes of paladin
spellcasting.

Ranger: Add +1 to Survival checks and
Knowledge (arcana) checks related to dragons.

Rogue: Add +%4 of arogue talent. Rogue talents
gained this way must grant spell-like abilities.

Sorcerer: Add +1/3 to sorcerer’s caster level
when casting bloodline spells and using bloodline
abilities. This does not grant the sorcerer spells or
abilities earlier than they would be able to access
them, it only enhances spells and abilities they
already have.

Stonespeaker: Learn +1/3 of a secret of the
stone of one level lower than the highest the
stonespeaker can access.

Summoner: Add +1/4 evolution points to
the summoner’s eidolon. These evolution points
must be spent to enhance or gain the claw, bite,
wing or breath weapon evolutions.

Witch: Add +1/3 to the natural armor bonus of
the witch’s familiar.

Wizard: The wizard learns one additional spell
with the word “dragon” or “draconic” in the name.
This spell must be at least one level lower than the
highest level they can cast. At the GM’s discretion,
other spells with a dragon theme may qualify as
well.

WYRMBLOODED PARAGON

(PARAGON CLASS)

Some draaki carry the full power of their
ancestors in their bodies, and can awaken a portion
of the abilities denied them by the dragon’s cruel
trickery. Hailed by their kin as icons of their once
proud race, wyrmblooded paragons are potent
warriors in the Underworld and martial bands of
warriors feared throughout Aventyr.

Role: Wyrmblooded paragons are versatile
fighters, able to move about the battlefield quickly

and maximize the effectiveness of their attacks.
The enhanced breath weapons at their disposal
make them able to affect areas and with their
improved resistance to magic, they can overcome
most arcane or divine efforts to impede them.

Hit Die: dio

Requirements
Race: Draaki.
Feat: Draaki Apotheosis.

Class Skills
The wyrmblooded paragon’s class skills are
Intimidate (Cha), Knowledge (arcana) (Int),
Perception (Wis), Stealth (Dex), and Survival (Wis).
Skill Ranks at Each Level: 4 + Intelligence
modifier.




Class Features

Weapon and Armor Proficiencies: A
wyrmblooded paragon is proficient with martial
weapons, light armor, and medium armor.

Natural Armor: The wyrmblooded paragon’s
hide grows tougher as they embrace their prehistoric
and draconic heritage, granting them a natural
armor bonus 1st level that improves as they gain
wyrmblooded paragon levels as shown in the table.

Draaki Kin (Ex): At 1st, 2nd, 3rd and 4th
level, the wyrmblooded paragon gains the ability
of another draaki subtype in addition to his own
(a breath weapon, gliding wings, or slapping tail).

Mixed Heritage (Ex): A wyrmblooded paragon
that possesses more than one type of breath weapon
increases the effectiveness of all its breath weapons.
The DC to avoid the wyrmblooded paragon’s breath
weapons increases by 2 and their damage die
increases one step for every additional breath weapon
the wyrmblooded paragon has beyond the first (to a
maximum of +6 DC and +3d6 damage). He may use
each of his racial breath weapons a number of times
per day equal to the total number of different breath
weapon types that he possesses (to a maximum 3
breath weapons, each usable 3/day).

Spell Resistance: At 2nd level, a wyrmblooded
paragon gain’s spell resistance equal to 6 + his
character level.

Mingled Breath (Ex): At 3rd level, the
wyrmblooded paragon learns how to breathe two
types of energy at the same time. Once per day, a
wyrmblooded paragon may utilize two different
breath weapons at the same time in one standard
action. Targets within squares affected by more than
one breath weapon save against each individually.
At sth level, the wyrmblooded paragon may use
this ability twice per day, or instead may expend

Level Base Attack Bonus

1st +1 +0 +0  +1
2nd +2 +0 +0  +1
3rd +3 +1 +1 +2
4th +4 +1 +1 +3
5th +5 +2 +2  +3

both uses simultaneously to breathe three types of
energy at the same time once per day.

Ancient Powers (Sp): At 4th level, the
wyrmblooded paragon unlocks some of the primal
heritage denied his ancestors. The wyrmblooded
paragon may cast detect magic at will, and gains
the use of dispel magic once per day as spell-like
abilities. A wyrmblooded paragon’s caster level is
equal to his character level.

Ruler of the Underworld (Ex): At 5th level,
the wyrmblooded paragon realizes the true potential
of his ancient peoples. The wyrmblooded gains
a flight speed equal to his land speed and with a
maneuverability of average. If the draaki has the
Draaki Flight feat, he instead gains a fly speed equal
to twice his land speed. When using a breath weapon,
they increase the range of cones by 10 feet and lines
by 20 feet. The wyrmblooded paragon gains DR 2/—.

DRAAKI EQUIPMENT

Draaki have access to the following equipment.

Draaki Fangs
Price: 15 gp per fang; Weight: —

When used as a material component for casting
a spell (which requires a number of draaki fangs
equal to the spell’s level), the caster receives a +2
circumstance bonus on any caster level checks to
overcome spell resistance. A draaki typically has
four fangs suitable for use as a material component.

Draaki Sinew Bowstring

Price: 500 gp per +1 composite bonus; Weight: /2 Ib.
Not squeamish and fiercely nomadic, the draaki

waste little of their dearly departed (though they

do not normally eat each other), using the powerful

remnants of their dead to craft all manner of devices.
One draaki produces enough sinew to create a

bowstring for a single composite longbow or two

Fort Ref Will Natural Armor Class Abilities

+1 Mixed heritage, draaki kin
+1 Spell resistance, draaki kin
+2 Mingled breath, draaki kin
+3 Ancient powers, draaki kin
+3 Ruler of the Underworld
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composite shortbows sized for a Medium creature.
Composite bows with draaki sinew bowstrings add
1.5 times the composite bow wielder’s Strength
modifier damage on a successful hit.

Draaki Tail Spurs
Item Type: Exotic Light Melee Weapon; Price:
10 gp; Damage (S): 1d4; Damage (M): 1d6;
Critical: x2; Range: — ; Weight: 51bs.; Damage
Type: Piercing/Slashing; Special: Monk
Employed by some draaki or other races with
prehensile tails, tail spurs are small, retractable blades
built into armored sections. Usually, an abbsins tail is
not flexible or precise enough to wield weapons, but
spurs are designed to be lightweight and complement
their natural swinging motions. The blades are
released by turning the tail in a specific, curling
motion as a free action. A tail spur can only be used
as a weapon when the wearer is grappling or has the
grappled condition. Draaki tail spurs are a martial
weapon for draaki, or an exotic weapon for any other
race with a tail.

NEW MATERIAL

Dragonbone
Price: 600 gp; Weight: 20 lbs.

Venerated by the draaki tribes,
items made from the bones of
the powerful beasts they once
enslaved have lasted the ages
and are carried by their elders
with pride and distinction. Some f;‘;‘
are said to know of hidden
graveyards where ancient
stores of the valuable
material were kept by
the Progenitors, but
the appearance of a
new dragonbone in
a draaki settlement
is a rare, celebrated
occurrence.

By selecting only
choice bones, a
weaponsmith can
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produce one masterwork weapon for a creature
two sizes smaller than the dragon, two masterwork
weapons for creatures three sizes smaller than the
dragon, or four masterwork weapons for creatures
four sizes smaller than the dragon. The dragon
must be a minimum of Medium-sized or larger.
Dragonbone weapons that deal slashing or
piercing damage deal 1 additional point of damage
on a successful hit (this damage multiplies on
a critical hit). If the dragonbone comes from a
dragon that had immunity to an energy type, the
weapon deals an additional 1 point of that type of
energy damage on a successful hit (this multiplies
on a critical hit). If the weapon is later given the
ability to deal the same type of energy damage
(such as with the flaming or shock enhancements),
the weapon instead deals an additional 2 points of
energy damage (that multiplies on a critical hit).
Because dragonbone weapons aren’t made of
metal, druids can use them without penalty.
Dragonbone weapons have a price three times
as much as masterwork weapons of its type,
but this increase in price does not
increase the base price for the
purposes of crafting
time with the Craft
skill.
Dragonbone has 10
hit points per inch
of thickness and
hardness 10. The
bone of a dragon is
typically between
1inch and 2 inches
thick.




DRAAKI FEATS

Draaki Apotheosis

Survivor of the Short Walk, teller of talesand a prime
physical specimen, you are a venerated member of
your tribe. The draaki from your settlement show
your deference, respect your talents, and marvel at
the primal powers that course through your body.

Prerequisites: Int 13, Draaki Historian, Draaki
Survivor, draaki.

Benefits: You gain a +1 racial bonus to saving
throws against spells and spell-like abilities. Once
per day as an immediate action, you can reroll a
failed saving throw against a special attack or spell
cast by a draconic creature.

Draaki Flight
As you’ve grown, so have the paltry wings you once
had. Now they are powerful, able to carry you into
the air and through the sky.

Prerequisites: Base attack bonus +5, gliding
wings racial trait, draaki.

Benefit: You gain a fly speed of 30 feet (clumsy).

Draaki Historian

After countless nights among the shamans of the
draaki, you’ve absorbed all your people might know
about themselves. You have heard all the tales over
and again, and have memorized them by rote, able
to recite them with a moment’s notice.

Prerequisites: Int 13, draaki.

Benefits: You gain a +1 racial bonus to
Knowledge (arcana), Knowledge (history),
Spellcraft, and Use Magic Device skill checks. If
you have 10 or more ranks in one of these skills,
this bonus increases to +2 and once per day, you
may roll twice when making such a skill check and
take the better result.

Draaki Survivor

You have taken the Short Walk and live to tell
about it. Whether by choice or order, you've been
abandoned entirely by your tribe, left to survive a
year-long exile in the wilds of the Underworld. By
your prowess, discipline, or luck, you managed to
return and re-integrate with your settlement.

Prerequisites: Draaki.

Benefits: You can survive in hot or cold
environments without harm. This functions as the
endure elements spell, except it is not a magical
effect. In addition, once per day you may roll twice
when making a Survival check and take the better
result.

Inherited Resistance
You are so in tune with primal energies that your
entire body becomes resistant to them.
Prerequisites: Base attack bonus +3, breath
weapon racial trait, draaki.
Benefits: Gain energy resistance 5 to the type of
energy damage one of your breath weapon inflicts.
This increases to resistance 10 at 10th level.

Pliable Tail (Combat)

After countless hours of practice, you've
developed genuine, conscious coordination with
your tail and can better make use of it in combat.

Prerequisites: Base attack bonus +5, slapping
tail racial trait, draaki.

Benefit: You may use your tail to make a single
secondary natural attack per round in addition to
attacks of opportunity.

Normal: You may only perform attacks of
opportunity with your tail.

DRAAKI MAGIC ITEMS

Aura faint transmutation; CL 5th

Slot neck; Price 4,500 gp; Weight —
DESCRIPTION

This token is made from dragonbone, covered in
intricate scrimshaw that depicts fire breathing
draaki fighting off dragons in the caverns of the
Underworld. A draaki with a dragonbone focus
increases the energy damage inflicted by their
breath weapon by +1d6, the save DC by 2, its uses
per day by one, and the draaki may use their breath
weapon to create a 20-ft. line or 15-ft. cone (chosen
each time they use their breath weapon). A wearer
that has no breath weapon gains the use of one once
per day (acid, electricity, or fire in a 20-ft. line or 15-
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ft. cone) as though he was the draaki subtype who

crafted the focus (but no other benefits).

CONSTRUCTION

Requirements Craft Wondrous Item, graldin,
kastrik, or prulan draaki; Cost 2,250 gp

PERIAPT OF THE DRAAKI SAVAGE

Aura faint transmutation; CL 3rd

Slot neck; Price 18,800 gp; Weight —

DESCRIPTION

While a draaki wears a periapt of the draaki

savage, it is considered to be constantly under

the effects of a draaki savage spell, gaining a

secondary natural bite attack that deals 1d4 points

of piercing damage. On a critical hit, their bite

deals 1 point of bleed damage.

CONSTRUCTION

Requirements Craft Wondrous Item, draaki
savage; Cost 9,400 gp

SCALES OF BOUNDING DESCENT

Aura faint transmutation; CL 4th
Slot legs; Price 5,500 gp; Weight 6 1bs.
DESCRIPTION
These enchanted greaves are made from draaki
scales covered in a reflective lacquer that shines a
dull orange in torchlight. So long as the wearer has
at least two surfaces no farther than 15 feet apart
(for a Medium creature, 20 feet apart for a Large
creature, or 10 feet apart for a Small creature) to
bounce against, they can ricochet their body from
one to the next. Once on a new wall, they can fall
slowly for 20 feet and before bounding across again,
allowing them to fall any distance indefinitely.
CONSTRUCTION
Requirements Craft Wondrous Item, slow fall,
tumbling descent; Cost 2,750 gp

DRAAKI SPELLS

School transmutation; Level druid 1, sorcerer/
wizard 1

Casting Time 1 standard action (see text)

Components V, S, M (volcanic ash)

Range close (25 ft. + 5 ft./2 levels)

Target 30-ft.-radius circle
Duration 1 round
Saving Throw none; Spell Resistance no

You must use a breath weapon as part of the
casting of this spell. Creatures affected by the
breath weapon take a —2 penalty to their saving
throw to your breath weapon and any other breath
weapons that affect them for 1 round. The penalty
from multiple castings of this spell stack (to a
maximum of a —6 penalty).

DRAAKI BREATH

School transmutation; Level alchemist 1, druid
1, sorcerer/wizard 1

Casting Time 1 swift action

Components S, M (talon from an Underworld
creature)

Range touch

Target creature touched

Duration 1 round/level or until discharged; see
text

Saving Throw Will negates (harmless); Spell
Resistance no

If the subject of this spell is not a draaki, they

receive one use of a draaki breath weapon (1d6

acid, electricity or fire damage in a 15-ft. cone or

20-ft. line). If the subject is a draaki with a breath

weapon, the damage and effect is equal to the

draaki’s breath weapon.

DRAAKI SAVAGE

School transmutation; Level alchemist 2, druid
2, ranger 1, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (draaki tooth)

Range touch

Target personal

Duration 1 round/level

Saving Throw Fortitude negates (harmless);
Spell Resistance yes

You gain a natural bite attack that deals 1d6 points

of piercing damage. This is a secondary attack.

When you critically hit with this bite attack, you

deal bonus bleed damage equal to Y2 your caster

level.
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Drow

The drow were once denizens of Surface, sharing
the realm with their elven brethren without
consequence. Thousands of years have passed
since those mythical times, and the children of the
Spider Goddess have evolved far from their original
state. The drow (now barely considered a subtype
of the elven race) live far beneath the surface of
known lands, deep in the Underworld. Their large
cities are built in reverence to Naraneus the Spider
Goddess, who intimately assists them, unlike the
deities of Surface. Drow societies are matriarchal,
and women generally hold every position of power
within a city, their priesthoods always led by
women of potent ability and foresight.

Drow are cold, cunning and manipulative; most
live for the sole purpose of obtaining absolute
power and control over those around them. Their
entire race is inherently evil but there are rare
occasions—when the moon is full and the Spider
Goddess’ attentions are devoted elsewhere—that a
good-aligned dark elf is born. Children born during
these periods are generally sacrificed to Naraneus
without a second thought, but mothers with a strong
parenting instinct that are unwilling to kill their
own child give birth in secret, outside of their drow
settlement, passing the child to a surface-dwellers
or asking an Underworlder of another race to care
for the newborn. They may follow their offspring,
secretly assisting from afar to see that their child
grows and adapts to life amongst the other races.

HISTORY

During the Forging of the Dvergr, the
immortals, both light and dark, were left alone
in the Underworld. Unwelcome in the dwarven
cities and smart enough to avoid any involvement
with the gitwerc (despite their many innocuous
offerings), they traveled throughout the endless
caverns as nomads. Their patron gods—Naneth
the Leaf Mother, Onael the Forest Lord, and
Naraneus the Spider Goddess—watched over them
during the long journey, enforcing in each a sense

of control, the nature of their wild souls and the
skills they would need to survive in the harsh world
of Aventyr. Their exodus came to an end with the
founding of the Silent Forest, the Silent Forest,
home of the elves.

With the need for fierce survival instincts at an
end, the darkest of the immortal’s gods took up
far less of the elves’ attentions; whereas Onael was
still needed to tame their savage spirits (although
as they became more civilized, he too became
abandoned) and Naneth garnered greater devotion
as the slender folk finally found a true home and
hearth, Naraneus, the Weaver of Shadows, has
forever been a dark god.

The Spider Goddess dwelt in the dark shadow
cast by the Prime Event’s brilliance, waiting like
the creature of her namesake. When the gods
created the elves, she instantly felt a kinship with
their eternal plight and joined the Forest Lord
and Leaf Mother in guiding the immortals to the
Silent Forest. Naraneus taught them the nature of
true deception and stealth, making them cunning
warriors and silent hunters well-suited to survival
in the Underworld, but after emerging upon the
surface her followers reduced and her worship faded
as Naneth and her mothering ways flourished.

It was not long before Naraneus struck back at her
sister, inciting a feud between the darkness and the
light. After a time, this came to consume both races,
embroiling the drow and the elves in bloody battles
that marked the Silent Forest with thousands of
immortal corpses across the decades long war.
Eventually, Naneth and the elves proved victorious,
banishing the Spider Goddess and her followers
back to the Underworld from whence they came.

This suited the Weaver of Shadows and her
devoted peoples well; their natural stealth, cunning
and ruthless efficiency made them ideal denizens
of the Underworld. By the time of the Grand
Sculpting, the drow had dispersed far from the
Silent Forest and into the farthest reaches beneath
Aventyr, establishing small settlements generally
removed from the cave networks left by the Prime
Event. Naraneus blessed her female -children,
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granting some the blessing to act as matron
mothers; with this ultimate authority, they carried
the fledgling noble houses retained from the Silent
Forest in inexorable marches to prominence.
When the Great Schism came, the diminutive
outposts had quickly grown into thriving villages
brimming with potential but limited by the
murderous, self-inflicting instinct of its citizenry.
The many fleeing refugees of the Dracoprime’s
calamitous fall quickly sated the self-destructive
tendencies of these drow populations however, and
provided enslaved backs upon which to build the
first grand city of the dark elves—Holoth. Finally
seeing the value in the lesser, inferior races, the

children of Naraneus found their place in Aventyr.
The initial (and greatest) metropolis of the drow,
Holoth was ideally situated to collect the masses of
displaced Underworlders and expanded quickly.
Its earliest years are rife with turmoil as warring
noble houses and subterranean terrors destroyed
the settlement in countless conflicts.

The drow are, however, nothing if not
determined, and the skeletal remains of the city’s
many previous incarnations sit below the current
Holoth. Reeling from the loss of the Vidrefacte and
the Fall of House Gullion (from Rise of the Drow),
the first city of the dark elves is still a powerhouse in
the Underworld. Like the many drow settlements

Drow RACIAL TRAITS

Aside from the specific gender traits listed below,
drow receive the same statistics in Aventyr as they do in
the “Drow” entry in the Pathfinder Roleplaying Game:
Advanced Race Guide.

Unless otherwise permitted by the GM, any drow
character in Aventyr is of evil or at best neutral alignment.
Any drow of a good alignment will have been raised by
one of the good-aligned races of the Underworld, or—
rarely—by humanoids of Surface. Evil drow PCs hail from
the subterranean metropolises of the Underworld, and a
rare few are connected to Hivaka or Leahcim, the lone
good and neutral drow deities.

Female Drow: Raised to rule, dark elven women have
deft tongues and cunning wits but lack the grace and natural
instincts of their ancestral counterparts on the surface.

Female drow in Aventyr receive a +2 racial bonus to
Bluff, Intimidate, and Sense Motive checks but suffer a —2
penalty to Acrobatics, Climb and Survival checks.

Male Drow: Dark elven society subjugates males,
reducing their roles into defenders of their settlements and
little else. They are trained from birth to hone their keen
senses, agility and ability to remain unseen and unheard,
but their lack of social commitments leave them less able
to maneuver in conversation as their female counterparts.

Male drow in Aventyr receive a +2 racial bonus to
Acrobatics, Perception, and Stealth but suffer a —2 penalty
to Bluff, Intimidate and Sense Motive.
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that exist in the realm hidden behind the cardinal
metropolis (the drow locale closest to Surface), it
boasts arcane academies and temples of the most
dangerous and highest regard, warriors of the
greatest prowess and rulers with insight that leaves
their peers baffled and dismayed.

Physical Description: Drow are tall and
slender like their elven counterparts, with graceful
and pleasant features that belie their evil nature.
Their hair color can range from brunette to gray or
white. They are quick in both body and mind, their
slightly enlarged and pointed ears keen to hear the
slightest scuffle in the Underworld.

Society: The drow are matriarchal and exist
entirely to do the whim of the Matron Mother of
their home settlement. Women are valued far
more highly than men; most of the latter are little
better than smart dogs—fit to serve as guards but
easily worth a few gold pieces as a youth. They are
uniformly slavers, and even the lesser houses of
nobility can count dozens of indentured servants
to their estate. While they all answer to the Matron
Mother of the first house, all drow vie for power and
prestige; they will (and many times have) slaughter
their own parents without a second thought if it
means the acquisition of greater influence.

Relations: Cunning to the last, dark elves
are sly, subtle and resourceful individuals. They
rarely expose themselves until they've assumed a
considerable upper hand, and by then, few who've
survived what follows managed to escape to tell
of it. Ruthless, efficient and capable of mindless
savagery the drow are, at best, extremely dangerous
allies (to both those they profess to aid and their
perceived enemies).

Alignment and Religion: Drow are of the Evil
alignment, be they chaotic, neutral or lawful. Most
of the former are quickly beaten into submitting
to the latter or sacrificed to appease the Spider
Goddess, who only truly blesses a few of her female
subjects and even fewer of her male devotees.
Naraneus is by and far the most revered of their
gods, but demigods of Shadow and Pain have

begun to take hold in a few drow cities without
their orders falling to blades in the night.

Adventurers: Dark elven adventurers can be of
many different mindsets, but most are dissatisfied
with drow life for one reason or another. Women
born into lower castes seethe with jealousy for their
high-born peers, and males from any house literally
live at the whim of their female counterparts, a
dangerous proposition that they would be keen
to escape should the opportunity to safely do so
arise. Females may be of any role, although they
specifically seem to excel as clerics. Men are rarely
clerics (and if so, only have one or two levels of
the class) and chiefly master the art of mundane
combat, with perhaps some dabbling in the graceful
arts of the rogue or, in the event they've a talent for
it, pursuing the arcane workings of the wizard.

Male Names: Diun, Gal, Gylor, Ieot, Quanot, Slior

Female Names: Aranreae, Haermadia, Lilith,
Maethon, Maeronea, Slienaia

Age: Some dark elves in Aventyr enjoy lifespans
that far surpass their peers. These wizened wizards,
elder priests and treasured oracles see their longevity
extended* by hundreds of years either by their deity
or through deftly sustained arcane magics.

*Shown on age chart in parentheses

DROW IN AVENTYR

The subterranean dark elves rule over a large
region of the Underworld protected from the rest
of the endless caves by the bastion metropolis of
Holoth. All their settlements are built upon the
backs of enslaved races, ruled over by matriarchs
that worship the Spider Goddess, Naraneus. The
infighting and intrigue that suffuses their cities
makes them a moderate threat to the whole of
Aventyr, but travelers should beware any chance
encounter with a drow settlement. A Knowledge
(history) check (DC 20 - settlement’s size modifier)
reveals to an Underworld explorer how likely it is
they will be caught by dark elven magic when making
their way through a drow settlement (if it absolutely
cannot be avoided). Most incarcerated interlopers
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are forced into slavery and in some cases, have
their very souls extinguished in mystical rituals.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
drow have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all drow who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Barbarian: Add +1 to the DC to demoralize
the barbarian with the Intimidate skill and to the
barbarian’s Intimidate skill checks while raging.

Bard: Add +1/3 to the DC to resist the bard’s
fascinate class feature.

Cavalier: Add +1/4 dodge bonus to the AC of
the cavalier’s mount.

Cleric: Add +1/3 to the cleric’s effective level
when determining the potency of abilities granted
by the Drow domain. This does not give them

access to abilities any earlier than normal, it only &

enhances abilities they already have.

Druid: Add +1 to Handle Animal checks and . — L ] =
J ' —_— 2 _..-_1‘—‘-._.

Ride skill checks made for staying atop a spider.

Inquisitor: Add +1 to Sense Motive checks
and Intimidate checks made to coerce a target for
information.

Magus: Add +1/5 to the magus’ arcane pool.

Monk: Add +1/3 to the monk’s daily uses of
web spinning or Stunning Fist. In the case of the
former, these webs are inaccessible until you have
the web spinning ability or web universal monster
ability.

Oracle: Add +1 to Knowledge (nobility) checks
and Bluff checks made to deceive other drow.

Ranger: Add +% damage against favored
enemies of the elf subtype.

Stonespeaker: Learn +1/5 of a stone lore.

Summoner: Add +1 to Stealth checks made by
the summoner’s eidolon.

Witch: Add +1/4 caster level when the witch
casts spells from the deception or shadow patrons.

)

RACIAL ARCHETYPES
MISTRESS OF THE WEB
(ROGUE ARCHETYPE)

The dark elves are a race of cunning,
manipulative creatures made more so by their
ruthless upbringing. Some drow rogues, however,
are exceptionally devious, honing their talent for
scheming into a weapon of incredible potency.
Some are well known and others are whispers only
spoken of in the highest circles, but all are masters
of first-hand knowledge in the Underworld. These
clever drow run crime syndicates, hold courts
of nobles in their grasp, and are the masters of
felonious goods and services wherever they dwell.
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Race: Most mistresses of the web are drow, but
any truly devious and manipulative person might
pursue this archetype. Those that have exceptional
and myriad connections, or are particularly well-
informed (even when considered against their
peers) make the best of mistresses.

Poisonous Words (Ex): The mistress of the web
is a cultural prodigy, trained to control and manipulate
the etiquette and social mores of societies (both above
and below Aventyr’s surface). Upon meeting a new
intelligent creature with a shared spoken language,
the mistress of the web may make a Linguistics check
(DC 10 + target’s hit dice + target’s Wisdom modifier).
Should the mistress of the web share a known mutual
casual acquaintance with her target, she receives a
circumstance bonus to the Linguistics check equal
to 1/2 her class level (minimum +1). On a success,
the mistress recognizes the dialect, vernacular, and
colloquialisms used by her target’s homeland, gaining
a +1 circumstance bonus to all Charisma-based skill
checks made against them. This bonus increases by +1
every four class levels.

When making a poisonous words check, should
the mistress of the web’s Linguistics check succeed
the DC by 5 or more, the bonuses to Charisma-
based skill checks doubles. This ability replaces
trapfinding and trap sense.

Sneak Attack (Ex): A mistress of the web
focuses more on the deadliness of her words rather
than her actions, using subtle distractions to gain
the upper hand in any encounter. She gains sneak
attack +1d6 at 2nd level, and an additional +1d6
every three levels thereafter, to a maximum of
+7d6 at 20th level. This modifies sneak attack.

Detect Thoughts (Sp): At 2nd level, a mistress
of the web may use detect thoughts as a spell-like
ability a number of times per day equal to Y2 her
class level (minimum 1/day) using her class level
equals as her caster level. This ability replaces
evasion. Improved evasion cannot be selected as
an advanced rogue talent unless the mistress of the
web acquires it from another source.

Charming (Sp): A mistress of the web spins
exceptional lies and persuasions. At 4th level, she can

cast charm person as a spell-like ability 1/day using
her class level equals as her caster level. At 8th level,
the mistress can additionally cast suggestion as a
spell-like ability 1/day. At 12th level, the mistress can
additionally cast charm monster as a spell-like ability
1/day. At 16th level, the mistress can cast additionally
cast mass charm monster as a spell-like ability 1/day.
These spell-like abilities are all language-dependent,
requiring any targets to hear and understand the
mistress of the web to be affected. This ability replaces
trap sense and the rogue talents gained at 4th, 8th,
12th, and 16th levels.

Rogue Talents: A mistress of the web can select
the following rogue talents.

Unsettling Words (Ex): Once per day as a full-
round action, a mistress of the web with this
ability can cause a creature to become depressed
by cutting to their core. This functions as the
crushing despair spell, except it targets a single
creature and the duration is a number of rounds
equal to the mistresses’ rogue class level. A Will
save (DC 10 + Y2 the mistresses’ rogue level + her
Charisma modifier) negates this effect. This is a
mind-affecting language-dependent effect.

Depression (Ex): The mistress of the web can
tear apart a creature’s entire identity with a few
carefully chosen words. If a creature fails its save
against the mistress of the web’s unsettling words
ability, the duration of the crushing despair effect
is permanent. The creature can attempt a new Will
save each day to end the effect. The mistress of the
web must have the unsettling words rogue talent
before she can choose this talent.

Rogue Talents: The following rogue talents
complement the mistress of the web archetype:
black market connections, canny observer,
charmer, coax information, convincing lie, guileful
polyglot, hard to fool, honeyed words, minor magic,
major magic, and strong impression.

Advanced Talents: The following advanced
rogue talents complement the mistress of the
web archetype: debaucherous doubt, hard to
fool, rumormonger, skill mastery, slippery mind,
thoughtful reexamining, and unwitting ally.
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MASTER OF THE WEB
(MONK ARCHETYPE)

The master of the web is a monk unlike any
other. These drow gain the ability to shoot webs
from their hands and craft vehement taunts to
draw their opponents into the fatal latticework.

Race: While drow are most common amongst
their ranks, any monk with a sufficient connection
to spiders or a spider-god could take the archetype.
For example, ettercaps with monk class levels.

*Male drow in Aventyr normally suffer a -2
racial penalty to Intimidate checks, but those
that pursue the path of the master of the web are
alleviated of that penalty by their patron goddess.

Spider Style (Ex): Masters of the web are trained
in aform of combat that emulates the frenetic, darting

At 7th level, they receive the Webbed Warrior feat as

bonus feats. These feats replace the bonus monk

e the DC. While incensed, the creature can only

movements of a spider. At 1st level, the master of the
web gains the Arachnid Stance feat as a bonus feat.

a bonus feat. At 10th level they gain the Sight of the
Spider feat as a bonus feat. The master of the web
does not need to meet the prerequisites for these

feats gained at 1st, 2nd, and 10th level.

Vitriolic Tongue (Ex): At 1st level, a master
of the web can taunt a specific individual within
earshot as a move action. He makes a Bluff check
as if feinting in combat. The master takes a —4
penalty to the Bluff check against nonhumanoids,
but cannot affect creatures of animal Intelligence
(1 or 2), mindless creatures, or creatures that
cannot understand or hear him speak. If the
master of the web is successful the creature is
incensed for 1 round. This duration increases by
1 round for every 5 by which the master beats

target the master of the web with hostile actions.
This includes attacks, damaging spells or effects,
or spells or effects that cause negative conditions.
The incensed creature can use area of effect spells
or abilities, but must include the master of the web
within the affected area. The master of the web
may use vitriolic tongue a number of times per day
equal to his monk level.

At 5th level, a master of the web becomes more
adept at taunting their victims, and can do so as a
swift action.

At 12th level, a master of the web can taunt an
individual as a free action, but can never affect
more than one such individual per round.

This replaces stunning fist.

Spider Climb (Sp): At 4th level, the master
of web can gain a climb speed equal to his land
speed as a swift action for 1 round. He may use this
ability a number of times per day equal to his class
level. This replaces slow fall.

Web Spinning (Ex): At 7th level, a master of
the web gains the web universal monster ability,
able to fire webs from a grotesque, hard cavity in
his palms. Unlike the standard web ability, a master
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of the web must expend 1 point from his ki pool to
create a web, and is otherwise not limited in uses per
day. The DC to use Escape Artist or a Strength check
is equal to 10 + V2 the master of the web’s class level
+ the master of the web’s Wisdom modifier.

At 11th level, the range increment of web
spinning doubles to 20 feet (a maximum range of
100 feet), and at 16th level doubles again to 40 feet
(a maximum range of 200 feet).

This ability replaces wholeness of body.

Web (Ex): Creatures with the web ability
can use webs to support themselves and
up to one additional creature of the same
size. In addition, such creatures can throw
a web up to eight times per day. This is like
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 web
spinner. An entangled creature can escape
with a successful Escape Artist check or
burst the web with a Strength check. Both
are standard actions with a DC equal to 10
+ 1/2 the creature’s HD + the creature’s
Constitution modifier. Attempts to burst a
web by those caught in it take a —4 penalty.

Web spinners can create sheets of sticky
webbing up to three times their size. 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 Perception 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-square section of web has
a number of hit points equal to the Hit Dice
of the creature that created it and DR 5/—. A
creature can move across its own web at its
climb speed and can pinpoint the location of
any creature touching its web.
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Webbing of Impact (Ex): At 12th level, the
master of the web learns how to fire webs that
compact dry in mid-air, striking their targets
with bludgeoning damage equal to the master of
the web’s unarmed damage. The master of the
web must use 1 point from his ki pool (as the web
spinning ability) for every attack roll made using
webbing of impact. Webbing of impact is treated as
a ranged thrown weapon with an increment equal
to the master of the web’s web spinning ability. A
master of the web may use his flurry of blows with
this ability. Webbing of impact cannot be used
underwater.

At 16th level, a master of the web learns to
encapsulate liquid webs inside their webbing of
impact. On a successful hit, the webbing of impact
delivers the normal effects of the web ability in
addition to damage.

This ability replaces abundant step.

Dance of the Eight-Legged Fiend (Ex): The
master of the web exemplifies frenetic combat and
deadly grace. At 13th level, a master of the web
can spend 2 points from his ki pool to make an
unarmed strike against all opponents within his
reach, as though he had the Whirlwind Attack feat.

At 15th level, he can spend 3 points from his
ki pool to make one attack against all opponents
within his reach + 10 feet (15 feet for a Medium-
size master of the web).

At 17th level, he can spend 4 points from his
ki pool to make one attack against all opponents
within his reach + 15 feet (20 feet for a Medium-
size master of the web).

At 19th level, he can spend 5 points from his
ki pool to make one attack against all opponents
within his reach + 20 feet (25 feet for a Medium-
size master of the web).

This ability replaces diamond soul, empty body,
and quivering palm.

Arachnoverse (Ex): At 17th level the master
of the web learns to communicate with spiders and
arachnids and functions as if is constantly under
the effects of a speak with animals spell (limited
to arachnids only). The master of the web may use




animal messenger as a spell-like ability at will
on arachnids they have conversed with using his
monk level as his caster level. This ability replaces
tongue of the sun and moon.

Web Master: At 20th level, a master of the web
becomes a complete synthesis of drow and spider.
He is forevermore treated as an aberration rather
than as a humanoid (or whatever the master of the
web’s creature type was) for the purpose of spells
and magical effects. Additionally, the master of
the web gains dominate monster (arachnids and
spiders only) as an at will spell-like ability (DC
19 + Wisdom modifier), DR 5/adamantine, a +2
racial bonus to Strength. This ability replaces
perfect self.

DROW EQUIPMENT

Drow have access to the following equipment.

Drow Condemnation Sheet
Price: None or 10 gp times HD of target;
Weight:—

A drow with the poisonous words ability may
write down tailor-made insults for a specific
individual with a drow quill on kllellek paper in
a process requiring 1 minute of uninterrupted
work. The drow must succeed on a Linguistics
skill check (DC 10 + 1/2 the target’s HD + the
target’s Wisdom modifier). On a successful check,
the drow creates a sheet that condemns the target
for real or imagined atrocities. The drow does not
know whether or not this check was successful,
until the enemy is encountered. The paper can
be added to either a weapon wielded or armor
worn by the drow as a move action that provokes
attacks of opportunity. Only one sheet may be
attached to an item, and the target must be able
to see and understand the writing. The insults
irritate the target, granting the drow a +1 morale
bonus to AC or a +1 morale bonus to attack the
target. The cost of a sheet is equal to klellek paper,
though drow usually charge up to 10 gp times the
HD of a target to create a condemnation sheet for
interested parties.

Drow Quill

This drow writing instrument is made from the
fang of a monstrous spider. A specially made
writing tip and cap are fitted to the ends of the
fang and the inside is coated with an alchemical
substance to keep the ink from sticking. The quill
holds enough ink to write 25 pages before needing
to be refilled.

Drow Ink
Price: 400 gp per ounce; Weight: —

This special ink is the only substance that will adhere
to kllellek paper but it can be used on almost any
surface. The ink is made from a combination of Vvor
blood and the liquid from a giant spider’s silk sack.

Drow magic is used to combine the two
substances to create four ounces of a viscous
dark gray liquid that can mark almost any surface
permanently.

Value 400 gp per ounce.




Kllellek Paper
Price: 100 gp for four sheets; Weight: —

Kllellek paper is a drow invention made from
an alchemical mixture of giant slug and neothelid
skins. These are drenched in acid and then pressed
together and bonded with a thin outer layer of
rendered dwarven fat to hold the entire mixture
together, creating four sheets of paper.

These components give the paper invulnerability
to physical harm (such as tearing, cutting, or
burning by natural fire). Kllellek paper can be
personalized by a drow if they add 4 drops of their
own blood to the mixture (allowing them to use it
as identification).

Web Shackles

Price: 750 gp; Weight: 4 lbs.

This specially crafted ceramic bottle contains
liquid webs that harden within one round of
exposure to air. As a standard action, they may
be carefully applied to a creature’s limbs to bind
them or as an adhesive otherwise. A DC 34 Escape
Artist or CMB check is required to slip out of web
shackles, but they may be burst with a DC 26
Strength check.

Web shackles may be thrown as an improvised
splash weapon. With a successful ranged touch
attack, the bottle explodes, dealing 2 points of
bludgeoning damage and entangling any targets
that fail a DC 25 Reflex save (the DCs to escape
and burst out of the entanglement are the same as
above).

Web shackles are dissolved by universal solvent.

Weapon Webbing

Price: 360 gp; Weight: 1/2 Ib.

This 4-foot-long spider’s silk rope attaches your
weapon to your wrist. If you drop your weapon or
are disarmed, you can recover it as a swift action.
Attack rolls and combat maneuvers made with
weapons other than the one tied to weapon webbing
are made with a —4 penalty. Weapon Webbing has
5 hit points.

As a standard action, you may throw a weapon
tied with weapon webbing as far as 20 feet. A

creature attacking weapon webbing must ready an
action to do so, but while extended the spider’s silk
hit points are reduced to 1 and it has an AC of 10 +
/> wielder’s base attack bonus + wielder’s Strength
modifier. The weapon returns to the wielder after
the attack inflicts damage or misses, requiring an
immediate action to catch.

DROW FEATS

Arachnid Acrobatics (Combat)
You can bounce and leap like a spider with an ease
and grace that entirely defies expectation.
Prerequisites: Dex 15, Acrobatics 6 ranks,
drow.
Benefits: With a successful DC 20 Acrobatics
check, you can temporarily grant yourself a climb
speed equal to your base speed for one round.

Arachnid Stance (Combat)

You have trained your body to react with the
aloofness and predatory bent of a spider. The
frenetic, rapid movement of the arachnid makes
you into a dangerous combatant, ever prepared for
an attack.

Prerequisites: Dex 15, Wis 13, Acrobatics 3
ranks, drow.

Benefit: You always retain your Dexterity and
dodge bonuses to AC when flat-footed while in this
stance. This does not prevent an opponent from
catching you flat-footed, and you still take damage
from sneak attacks as normal.

Drow Bladed Master (Combat)

Confounding your opponents with the subtle
curves and dull reflections of drow blades is second
nature for you.

Prerequisites: Base attack bonus +8, Dazzling
Display, drow.

Benefits: You gain a +2 circumstance bonus
to Bluff checks made to feint in combat so long as
you are wielding a bladed weapon manufactured
by a drow craftsman using Underworld materials.
Additionally, you may use Dazzling Display as a
standard action.




Eternal Envy
Enmity with your kin on the surface of Aventyr
roils off you. The cursed elves are forever your
enemies and you hate them to your very core,
wanting nothing more than to see their kind wiped
from existence.

Prerequisites: Drow.

Benefits: You treat normal surface elves as
though you were a ranger that selected them as
your favorite enemy, save that you only receive
a +1 bonus to attack and damage rolls, Bluff,
Knowledge, Perception, Sense Motive, and Survival
checks against elves.

Special: This bonus does not stack with the
favored enemy class ability, but it does allow you
to qualify for feats that require favored enemy.

Sight of the Spider (Combat)
Your senses border on the supremely preternatural
and rival the greatest spiders in both the
Underworld and the surface.
Prerequisites: Wis 15,
Perception 12 ranks, drow.
Benefit: You gain tremorsense out to 20 feet as
well as a +5 circumstance bonus to both Perception
checks and to the DC to resist Bluff checks made
during combat.

Webbed Warrior,

Spider Speaker
You are blessed by the Spider Goddess, and
arachnids have a strange kinship with you.

Prerequisites: Cha 13, drow.

Benefits: You may use the Handle Animal skill
on spiders. You may only ever teach one trick to
a single spider, but you can also “push” them to
perform other tasks.

Survivor’s Instinct
You were born to survive, and you know it. Where
others grow meager and weak without a proper
diet, your steeled resolve is sustenance enough.
Prerequisites: Con 11, Iron Will, drow.
Benefits: You require half the normal amount
of food and water to survive, and can go twice the
normal amount of time before having to make
checks against starvation and thirst.

Vindictive (Combat)
Those that have wronged you invoke a vendetta,
and you actively plot their downfall or demise.

Prerequisites: Int 13, drow.

Benefits: You gain a +2 circumstance bonus
to AC and attack rolls against a specific individual
you have encountered before. After slaying this foe,
you can lose this feat and gain another in its place,
or simply choose another individual that survived
combat against you and apply the benefits of this
feat to the new adversary.

Special: You may select this feat a number of
times equal to your Intelligence modifier. Each
time, choose a different foe to apply its benefits to.

Webbed Warrior (Combat)

You gain increased control over your web ability,
learning to utilize it in combat with a proficiency
that would put a natural spider to shame.

Prerequisites: Dex 17, Arachnid Stance,
Acrobatics 6 ranks, web universal monster ability
or web spinning class feature, drow.

Benefit: You may make a single ranged disarm
or trip combat maneuver check with a —2 penalty
as a standard action, so long as the target of
the combat maneuver is within range of your
web ability. This consumes one use of your web
spinning ability.

Alternatively, you can use your web spinning
ability as a swift action to temporarily treat a
weapon (enchanted or not) as though it had the
returning quality for a number of rounds equal to
your Constitution modifier (minimum 1), so long
as you have at least one hand free to catch the
weapon. The weapon has a maximum range equal
to your web ability.

Finally, you can use of your web spinning
ability to make a ranged touch attack against an
unattended object (DC 10 + size modifier) within
range of your web ability and draw it toward you
as a swift action.




DRrRoOwW MAGIC ITEMS

Aura moderate transmutation; CL 9th
Slot hands; Price 4,800 gp; Weight —

DESCRIPTION

These ornate, supple black gloves are expressly

banned in drow settlements, where their owners

are liable to find their hand cut off for wearing one.

The wearer of a drow gloves of gamesmanship

may use mage hand as a free action once per round

to make a Sleight of Hand check at a —10 penalty.

CONSTRUCTION

Requirements Craft Wondrous Item, mage
hand; Cost 2,400 gp

DRoOW SOLDIER TIN

Aura faint conjuration; CL 5th

Slot none; Price 2,300 gp; Weight —
DESCRIPTION

This small, silver tin is a thin metal case that never
appears to have anything inside. Once per day, it
can be used to create a one-pound-bar of semi-
solid food that is odorless, tasteless, colorless, and
entirely invisible. It is enough to feed one Medium-
sized creature. If a creature subsists on nothing
else for a week or more, they begin experiencing
starvation.

The “food” from drow soldier tins can also be
used as an improvised ranged splash weapon that
delivers the effects of a grease spell (caster level
1st) to the square the wielder targets it with.
CONSTRUCTION

Requirements Craft Wondrous Item, create
food and water, grease; Cost 1,150 gp

UNDERWATER

Aura faint illusion; CL 3rd

Slot none; Price 650 gp; Weight V2 1b.
DESCRIPTION

This jug of murky, dark water smells faintly of
almonds. When a creature is doused in a gallon
of underwater, shadows wrap around their
body, granting a +10 circumstance bonus to
Stealth checks. So long as a doused character is

in complete darkness or within 10 feet of an area
of dim light, they may make a Stealth check even
while being observed. Underwater dries quickly,
and the benefits last only 1d6+5 rounds It does not
function underwater and is destroyed one round
after being diluted.

CONSTRUCTION

Requirements Craft Wondrous Item, Extend

Spell, vanish; Cost 325 gp

DROW DOMAIN

Granted Powers: Through the gifts of the
Spider Goddess you have learned to use the
shadows, both external and internal, to prevail
over your foes.

Shadowy Weapon (Su): At 1st level you can
access the Plane of Shadow. As a standard action,
this connection grants you the ability to wrap your
weapon with strands of shadow for a number of
rounds equal to cleric level, causing your weapon
to deal 1 point of negative energy damage per 2
caster levels (to a maximum of 10 at 20th level) in
addition to your regular weapon damage. You may
use this ability a number of times per day equal
to 3 + your Wisdom modifier. Your weapon is
considered magical for the purposes of overcoming
damage reduction.

Underworld Sight (Su): At 6th level, you
may give in to the shadows inside you, allowing
you to view the world more clearly. By inflicting
1d4 points of force damage on yourself as a swift
action, you either double the range of your existing
darkvision or gain low-light vision. At gth level, you
may instead gain the benefits of arcane sight or see
invisibility as a spell-like ability using your cleric
level as your caster level. These effects cannot be
dispelled and last a number of rounds equal to the
points of force damage taken.

Domain Spells: 1st—floating mote, 2nd—
shadowskin, 3rd—shadow knives, 4th—shadow
stinger, sth—umbral step, 6th—shadow forcefield,
7th—shadow manacles, 8th—shadow zombies,
oth—fangs of the spider goddess




DROW SPELLS

FLOATING MOTE

School illusion (shadow); Level assassin 1, cleric
1, druid 1, sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, M/DF (ash from a torch)

Range ranged touch

Target creature touched

Duration 1 round

Saving Throw Will negates; Spell Resistance no

This spell creates a small sphere of shadow-essence

that you can direct toward one target. On a failed

save, the sphere causes the target to be distracted

and become flat-footed for one round.

School abjuration; Level assassin 2, cleric 2,
druid 2, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (scrap of black silk)

Range touch

Target creature touched

Duration 1 round/level

Saving Throw Will negates (harmless); Spell
Resistance no

A field of blackness summoned from the heart

of the Plane of Shadow covers the body of the

target, granting a +1 deflection bonus to AC.

For the purposes of Intimidate checks, melee

weapon damage, and combat maneuvers, the

target is treated as one size category larger. For

Stealth checks, AC, and ranged attack rolls, the

target is treated as one size category smaller. This

spell makes no actual change to the target’s size.

Additionally, the target has concealment (20%

miss chance) as the darkness spell.

SHADOW KNIVES

School conjuration (shadow); Level assassin 3,
bard 3, cleric 3, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M/DF (piece of glass)

Range close (25 ft. + 5 ft./2 levels)

Target 1 creature/3 levels

Duration instantaneous
Saving Throw none; Spell Resistance no

When you cast this spell, knives made of the Plane
of Shadow’s ephemeral substance appear in the air
and fly in dizzying spirals at your opponents. You
conjure one shadow knife per three caster levels (to
a maximum of six shadow knives at 18th level) and
make ranged attacks using your base attack bonus
+ spellcasting attribute modifier against the flat-
footed AC of creatures you target with the shadow
knives. Shadow knives deal 1d4 points of piercing
damage plus your spellcasting attribute modifier.
The knives count as thrown manufactured weapon
attacks for the purposes of feats and abilities.

SHADOW STINGER

School conjuration (shadow); Level assassin 4,
bard 4, cleric 4, druid 4, sorcerer/wizard 4

Casting Time 1 swift action

Components V, S, M/DF (piece of obsidian)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 round (see text)

Saving Throw Fortitude negates (see text); Spell
Resistance no

You briefly tear a hole into the Plane of Shadow,

creating a small gateway between it and the Material

Plane—on the other side is an unearthly arachnid

waiting to strike. Choose one square within range

of the spell and a direction facing from that square.

At any point during a creature’s turn, if the shadow

stinger is facing its square, the creature is attacked

twice (melee touch, 2d6+6 plus poison), using your

base attack bonus + spellcasting attribute modifier

to determine the attack bonus.

Shadow stinger poison: Injury—save DC as spell
save DC, frequency 1/round for 6 rounds, effect
1d4 Dex, 1d4 Con, cure one save.

UMBRAL STEP

School illusion (shadow); Level bard 5, cleric 5,
druid 5, ranger 4, sorcerer/wizard 5

Casting Time 1 round

Components V, S, M/DF (black glass ring)

Range close (25 ft. + 5 ft./2 levels)
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Target 1 creature touched

Duration 1 round/2 levels

Saving Throw None; Spell Resistance No
When this spell is cast, the creature touched can

pass through a shadow (including its own) and
appear from another shadow within range of the
spell. Stepping into a shadow provokes an attack
of opportunity from a creature if their shadow is
being used. Stepping out of a creature’s shadow
provokes an attack of opportunity. A creature
cannot step into their own shadow.

SHADOW FORCEFIELD

School abjuration; Level cleric 6, druid 6,

sorcerer/wizard 6
Casting Time 1 standard action
Components V, S, M/DF (a piece gold string)
Range personal
Target you
Duration 1 round/level (see text)

Saving Throw none (harmless); Spell

Resistance no (harmless)

This spell causes your shadow to form into a
partially corporeal field of energy that covers your
entire body. This grants total concealment and the
shadowy shield can absorb damage equal to half
your current hit points when the spell is cast, before
disappearing. This protection can absorb physical
attacks, cold damage, and damaging attacks with
the light descriptor (such as sunbeam), but not
area effect spells.

If the spell is ended before its duration due to the
shadow absorbing damage, you lose your shadow
for a number of days equal to your caster level
and gain the staggered condition for a number of
rounds equal to the number of rounds the spell
lasted. This spell cannot be cast if you do not have
a shadow.

SHADOW MANACLES

School conjuration; Level cleric 7, druid 7,
sorcerer/wizard 7

Casting Time 1 standard action

Components V, S, M/DF (length of black chain)

Range medium (100 ft. + 10 ft./level)




Target one creature
Duration See text
Saving Throw (see text); Spell Resistance Yes
(harmless)
The target of this spell is cast into a set of shadowy
manacles, one on each arm and leg. These manacles
pull the target partially onto the Plane of Shadow,
dealing 3d6 points of negative energy damage per
round and turning them incorporeal for the spell’s
duration. The shadow manacles have an AC of 18,
hardness 5, and 20 hit points per manacle. As long
as one manacle remains on the target, the target
continues to take damage. A Will save negates
the spell, or a successful Will save each round
halves the damage sustained while manacled. The
subject may also attempt an Escape Artist check to
extricate themselves from a manacle (as a standard
action) at the same DC as the spell.
This spell continues until it is dispelled, all
shackles are broken, or the creature held either
falls unconscious or dies. Upon falling unconscious
or dying, the spell ends and the subject is released
back onto the Material Plane. Undead are immune
to shadow manacles.

SHADOW ZOMBIES

School necromancy (shadow); Level cleric 8,
druid 8, sorcerer/wizard 8

Casting Time 1 round

Components V, S, M/DF (statuette of black clay
worth at least 50 gp per HD of the undead to be
created)

Range close (30 ft. + 5 ft./2 levels)

Target one or more dead creatures

Duration permanent

Saving Throw Will negates; Spell Resistance
no

This spell taps into the negative energy of the Plane

of Shadows and allows the spellcaster to animate a

number of dead creatures within range (of a total

accumulated hit dice no greater than caster level),

resurrecting them as “shadow zombies.”

Shadow zombies are under the control of the

spellcaster and retain AC, attack bonuses, special

attacks, supernatural abilities, armor and weapon

proficiencies, special abilities, and base speed, but
can only make one move action and one standard
action per round. A shadow zombie uses its
Charisma score in place of its Constitution score
(as normal) but you do not recalculate its saves or
hit points (though it is animated at full hp). Shadow
zombies gain a number of bonus hit points equal
to the caster’s spellcasting modifier.

If a shadow zombie was a spellcaster and had
spells per day or prepared spells remaining, it
retains those spells (but cannot learn new spells;
this includes any spells modified by metamagic
feats.) These undead spellcasters can cast any spell
with a casting time of one standard action or less.
Shadow zombies act on the spellcaster’s turn
immediately after the spellcaster and do so until
either the spellcaster is killed or the zombie itself
is destroyed. A body cannot be used for this spell
more than once.

FANGS OF THE SPIDER GODDESS

School illusion (shadow); Level cleric 9, druid 9,
sorcerer/wizard 9

Casting Time 1 standard action

Components V, S, M/DF (black silk ribbon with
drow house insignia)

Range two 60-ft. cones

Effect one shadow web per 6 levels

Duration 1 round/level

Saving Throw see text; Spell Resistance yes

Upon completing the casting of this spell, you fire

out two shadow webs. Shadow webs are cone-

shaped emanations that extend 60 feet. Creatures

in a square with a shadow web are considered

entangled (no save; shadow webs are never

considered to be anchored or tethered) and suffer

the following effects: 1d4 points of ability damage

of the caster’s choice (Fortitude halves, minimum

1), 1d4 negative levels as energy from the Plane

of Shadow draws the life out of the target (Will

halves, minimum 1).

For every point of ability damage or negative level

dealt by fangs of the spider goddess, the caster

heals 5 hit points. A Will save at the original spell

DC removes the negative levels after 24 hours.
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DuerGR

Dvergr are subterranean dwarves that spend most
of their time building massive cities and sealing off
passages to the surface. They are isolationists that
seek little or no contact with peoples outside of the
Underworld; preserving a rich cultural heritage
unspoiled by surface-dwellers is a dvergr’s way of life.

HISTORY

After the Forging of the Dvergr, each of the
different races of dwarves lived in tenuous peace
deep below the surface of Aventyr. War would
surely have erupted between the three great clans
(dweorg, dvergr and zwerc) were it not for the
arrival of the Great Sculpting. Before their very
eyes, the cities of each fell to draconic claws and
magics as quickly as the forces they could muster to
their defense. Unwilling to forge an alliance, each
struck their own path through the Underworld,
leaving their shattered homes behind them.

While their kindest kin struck toward the surface,
the sullen dvergr made for the farthest reaches of
the Underworld to build new cities of their own,
forever swearing off the other races. Filled with
spite for the wholeness denied them by the gods,
eventually each of the clans separated, seeking sites
to build upon as far away from their fellow dwarves
as possible. Their journeys lasted for generations,
seeing successions of leaders rise and fall until only
the strongest willed dvergr led these seemingly
endless expeditions to the untamed caves beneath
Aventyr.

The dynasties of those first dwarves continue to
this day; once a dvergr clan has made up its mind,
only the most dramatic and dire of circumstances
can change it. The leaders that saw to their survival
in the efforts of mining—many taking decades or
more to complete their endeavors—took them to
far-flung chambers and uninhabited expanses
never seen before by mortal eyes. In these great
caverns the genuine dwarves set about rebuilding
the great cities they once engineered with their
unwanted kin.

Their staunch belief in tradition is greater even
than their cousin the dweorg, and the dvergr’s
arduous past did little to soften their disposition.
The great clans all convene under an armistice
every 500 years (if that—records of the event are
fastidiously kept, but they expressly forbid any but
their grand historians from accessing documents
so old) known as the Grand Convene. It is at these
rare meetings that the dvergr determine what
it is they are collectively to do to strike the pride
of their true names into the annals of history in
Aventyr; they have taken it upon themselves, as a
species, to expand their isolationism to prohibit all
the Underworld from the surface above.

At the Grand Convene, each greater clan submits
what their city has learned about the Underworld—
its dimensions, what lives within, and the most
exposed exits to the surface (always with convenient
ideas for other settlements to close them off).

Physical Description: For the most part,
dvergr look like their cousins the dweorg; they
are uniformly between four and five feet tall, with
stout shoulders and equally powerful frames.
Unlike their kin, the dvergr’s hair is typically
white or light grey, which contrasts greatly with
their skin (which can be as black as night or any
shade of grey). It is rare to see a dvergr with freshly
made equipment; their devotion to tradition and
stubborn unwillingness don’t allow them to let go
of goods they treasure, no matter how worn they
might be. That said, their armors, clothing and
weapons are always of exceptional quality, though
they chiefly favor the hammers, axes and heavy
mail-suits of their forefathers.

Society: The way of life for the first dwarves
is one of preservation; a dvergr’s entire existence
might well be devoted to nothing but recording
the legacy of their clan in the enduring medium of
stone. Each city has multiple institutions devoted
to the mastery of mining or engineering, and
every great clan employs countless historians that
meticulously record the goings on of their city
with unmatched resolve. Outsiders—if they are
tolerated at all (which is a rare occurrence at best)—
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are not treated kindly, either being ignored or
even jeered at for their intrusion to the sacred
grounds of the dvergr. Between themselves
the sullen dwarves aren’t much kinder—their
societies leave little patience for one another and
competition is fiercely enforced. Craftsmanship in
construction is valued only as highly as properly
recording a great dvergr deed or accomplishment,
and their wondrous cities rival the greatest
architectural achievement across the planes.
Relations: The dvergr do not get along with
each other very well and are even worse when
other races are concerned. On the rare occasion
that a first dwarf agrees to an alliance or
takes another into their heart, they start a
companionship that can easily last a lifetime
(and sometimes even longer). Gruff, stubborn,
devoted to tradition, and proud historians, the
dvergr are dependable and trustworthy, even if
they can at times be difficult to tolerate or work
with. They have little mirth and are known for
their unwillingness let go of a grudge.
Alignment and Religion: Dvergr are
predominantly Lawful Neutral and oddly,
atheistic. This is not to say that they do not
believe in the gods—their presence is not at all in
question—but rather that they do not accept them
or their place in the cosmos. The first dwarves’
reluctance to resolve being wronged persists and
they remain staunchly disowned by the divine.
Clerics among the dvergr are rare; those with a
devout nature become oracles or druids instead.
Adventurers: It is not unheard of for a
dvergr to permanently leave their city, but it’s
rare thing all the same when they do. The entire
settlement gathers to bless an outgoing expedition
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and pay their respects, as it isn’t uncommon for
exploratory parties to never return—for dvergr
that wish to see the world beyond their home, this
is the chief means to do so. Dvergr adventurers
always leave their cities equipped well enough to
near the surface or any of the main byways of the
Underworld, and should they disappear during
the journey, there is only a minimal investigation
as the core group moves on to continue surveying
or sealing the caves beneath Aventyr. While some
take easily to spellcasting, few of these follow

DUERGR

DuERGR RACIAL TRAITS

Dvergr are proud historians, dedicated engineers and experienced miners, one and all, but their
xenophobic tendencies preclude them from relating well with non-dvergr.

They receive a +2 racial bonus to Knowledge (engineering), Knowledge (history), and Profession
(miner), but suffer a —2 penalty to Diplomacy and Sense Motive checks.

Otherwise, they receive the same racial statistics as the “Duergar” entry in the Pathfinder Roleplaying
Game: Advanced Race Guide.
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divine paths and most dvergr become talented @ Age: While one might expect the isolationist

fighters, learned rangers or cunning rogues. dvergr to have longer lifespans than their dweorg
Male Names: Alviss, Brokkr, Dain, Fafnir, cousins, constant excavations throughout the
Galar, Otr Underworld expose their undercities to some
Female Names: Brigida, Edda, Flinna, Hildr, potent and dangerous substances. They live only
Nefja, Ragna slightly shorter lives as a result.

TASKS OF THE GRAND CONVENE

Every great meeting of dvergr leaders in the history of Aventyr has resulted in the same
conclusion: cut off the Underworld from the surface above. Each clan has five centuries to complete
their task, but mindful of the numerous dangers in the endless caves, dvergr undercities assume
different major tasks to maintain a level of contact with one another throughout their completion.
Over time different settlements have become specialized, creating unique industrial processes after
millennia of being tasked with the acquisition of hard materials, establishing vaunted institutions
of higher learning built upon the back of thousands of years of complex engineering to cave-in
gargantuan sections of the Underworld, developing castes of feared warrior-scouts, or a number
of different fields related to the massive undertaking of sealing away the subterranean world that
lay beneath Aventyr.

A dvergr undercity receives one of these as a bonus settlement qualities for every 500 years it has
existed and these bonus settlement qualities stack with themselves. Dvergr PCs should carefully
consider the current and previous tasks undertaken by the undercity they hail from and use that to
inform how their character perceives the world around them

Demolitionists: Bringing down whole sections of the Underworld requires countless tons of
ambersticks and while most dvergr undercities have a means to create these explosives, some are
specialized to produce them more efficiently and quickly after centuries of practice. Add +10 to the
dvergr settlement’s Danger score (maximum +30); ambersticks are discounted at between 20%-
50%.

Engineers: All dvergr undercities boast fine architects and learned dwarves, but settlements that
have undertaken this role after a Grand Convene develop a refined infrastructure for it. Add +1
Lore to the dvergr settlement.

Forges: Dvergr unfamiliar with the smell of a forge are unheard of, and undercities that have
performed this task are exceptional at producing equipment of all kinds. Add +1 Economy to the
dvergr settlement.

Hammers: Killing creatures in the Underworld is a given, but closing off the Underworld can
mean displacing thousands of intelligent residents. Dvergr undercities that take on the role of
hammers (the most common) are feared for their martial efficiency and the resiliency of their
warriors. Add +1 Law and +5 to the dvergr settlement’s Danger score.

Surveyors: Mapping out the endless caves of the Underworld is one of the most important
tasks doled out at the Grand Convene and it is from undercities with this task that most dvergr
adventurer’s come from. Add +1 Society to the dvergr settlement.
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DUERGR

Tie DVERGR UNDERCITIES orAVENTYR

Few surface-dwellers (and Underworlders
besides) have seen the fabled undercities of the
dvergr. The wonder bestowed by tales of their
impossible architectures and soaring feats of
engineering is so magnificent that rumors of their
location persist regardless. Of all the subterranean
races, the dvergr are by and far the most reticent
and xenophobic, rarely suffering the presence of
foreigners. Still, some of their settlements find the
glitter of gold to be of great appeal and tolerate
travelers if it suits their needs. Explorers that
succeed on a Knowledge (engineering) check (DC
20 - settlement’s size modifier) realize that from the
look of mining and quality of tunnel maintenance
whether a dvergr settlement may be willing to
parley with outsiders at all. Very few intruders live
to be imprisoned—a fate that often lasts for several
years of dark loneliness before the prisoner is
knocked unconscious then left naked and alone to
fend for their survival in the Underworld.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
dvergr have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all dvergr who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1/2 to the alchemist’s caster
level when making any extracts of the illusion
school.

Barbarian: Add +1/2to critical hit confirmation
rolls made against surface-dwellers (maximum
bonus of +4) while the barbarian is raging. This
bonus does not stack with Critical Focus.

Bard: Add +1/3 to the DC of any enchantment
spells the bard casts against surface-dwellers
(maximum bonus of +3).

Cavalier: Add +1 to Knowledge (nature)
checks and Handle Animal checks made against
Underworld creatures.

Druid: Add +1/3 to the druid’s caster level when
casting spells with the earth descriptor.

Fighter: Add +1/5 to attack and damage rolls
with hammers.

Magus: Add +1/5 to attack and damage rolls
with axes.

Monk: Add +1 to the monk’s CMD when
resisting a bull rush or trip.

Oracle: Add +1/2 to the oracle’s caster level
when casting spells of the divination school.

Paladin: Add +1/4 to armor class when wearing
a suit of heavy metal armor.

Ranger: Increase the range of the ranger’s
darkvision by +5 feet.

Rogue: Add +1/2 to Craft (traps) and Stealth
checks made while in Aventyr’s Underworld.

Sorcerer: Add +1/3 uses to the number of
times per day the dvergr can use the invisibility
spell-like ability.

Stonespeaker: Add +1/3 to the stonespeaker’s
favored terrain bonus.

Summoner: Add +1/3 uses to the number
of times per day the dvergr can use the enlarge
person spell-like ability.

Witch: Prepare +1/3 of another cantrip per day
(when taken three times, this allows a dvergr to
prepare one more cantrip than normal).

Wizard: Add +1 to Knowledge (arcana) and
Spellcraft checks made to identify or understand
the nature of magical stonework (items and locales).

RACIAL ARCHETYPES
DOUR DESTROYER
(ANTIPALADIN ARCHETYPE)

A champion of entropy, the dour destroyer is a
vortex of barely contained decay and destruction,
with a mighty, magic-consuming weapon and
ruins in their wake.

All is Dust (Su): All objects the dour destroyer
holds gain the broken condition when she equips
them, but regain their previous condition after a
number of rounds equal to her dour destroyer class
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levels once they leave her possession. If an item she
holds is restored to a non-broken condition while
she holds it, the item becomes broken again on
the following round. A dour destroyer may never
benefit from any morale bonuses. This replaces
detect good.

Touch of Entropy (Su): Beginning at 2nd
level, a dour destroyer surrounds her hands with
the force of entropy itself, causing all she touches
to wither and fall to ruin. As a touch attack, the
dour destroyer deals 1d6 points of untyped damage
for every two dour destroyer levels she possesses.
Using this ability is a standard action that does not
provoke attacks of opportunity. The dour destroyer
increases this damage by +1d6 bonus damage
against constructs, creatures with the clockwork-
subtype, half-constructs, undead and objects. This
bonus damage further increases by +1d6 every 3

levels thereafter. Each day, she can use this ability
a number of times equal to 1/2 her dour destroyer
level + her Charisma modifier. This replaces touch
of corruption but is treated as touch of corruption
for the purposes of feat and ability interactions and
prerequisites.

Wrecker (Ex): At 2nd level, a dour destroyer’s
attacks against constructs, half-constructs, and
undead bypass an amount of damage reduction
equal to the weapon’s magical enhancement
bonus. She may not bypass epic damage reduction.
This replaces unholy resilience

Weapon of Entropy (Su): At 5th level, the
forces of entropy suffuse the dour destroyer,
{ awakening one weapon of her choice. This
weapon is exempt from the effects of the all is
. dust ability (though it still looks like it is about

\9 to break apart) and is treated like an arcane

.' bonded object. The weapon is exempt from
y negative effects of the dour destroyer’s own
auras. However, the weapon also becomes
intelligent, with a personality that seeks to

M‘_..w ensure that the dour destroyer does not stray

from her path. The weapon gains intelligent
item powers and intelligent item senses and
communication abilities of the weapon’s choice,
with a total base value based on the dour destroyer’s
class level (see below).

An weapon of entropy does not need to choose
intelligent item properties immediately; it may
refrain from gaining new properties until it has
awakened enough to gain a specific property. A
weapon of entropy cannot enhance its mental
ability scores directly. Instead, its mental ability
scores increase by +2 for each point of literal
enhancement bonus, up to a theoretical maximum
of +10. If a dour destroyer chooses a weapon of
destruction that had an Intelligence ability score
prior to being chosen, she must subtract the value
of the weapon’s base inherent intelligent item
properties from the value as listed in the table
below. The weapon of entropy loses all intelligent
item powers and intelligent item senses and
communication abilities gained via this ability if
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it is abandoned by the dour destroyer. An weapon
of entropy is usually of the same alignment as the
dour destroyer, and all share a fatalistic sense of
doom.

A weapon of entropy begins with mental ability
scores of 10. It may or may not have a specific
purpose (at the GM and player’s discretion). A
weapon of entropy never requires a dour destroyer
to make a Will save due to its ego. Neither a
weapon of entropy, nor the dour destroyer can
refuse, override or subvert an action the other
wishes to take for longer than 3 minutes. If this
time elapses and no consensus is reached, the dour
destroyer may will his weapon to crumble to dust.
If a weapon of entropy is abandoned, destroyed
or otherwise separated from the dour destroyer
for more than 24 hours, it crumbles to dust and
the dour destroyer receives 2 permanent negative
levels that resist attempts to cure them and persist
for 1 month or until the dour destroyer has replaced
the weapon of entropy as per the rules of bonded
items. Negative levels gained as the result of losing
the weapon of entropy never result in the death
of the dour destroyer and cannot reduce her hit
points to less than 1/2 of her maximum hit points.

The weapon of entropy receives a +2 bonus to
hardness and a +2 bonus to damage rolls against
objects. These bonuses increase by a further +2 at
6th level and every 5 levels thereafter.

Whenever a weapon of entropy destroys a
magical weapon, armor, or shield, the forces of
entropy draw forth the inherent magic and use
it to power the weapon’s hunger and hasten the
inevitable end of all things. Some of the dispersed
magic clings to the weapon of entropy as residual
magic of an amount equal to half the total gp-value
of the destroyed item’s cost to create. The weapon
of entropy may express this residual magic in the
form of any enhancement bonus or special ability
it desires, so long as that expression is appropriate
to its type and equal or less in value than the
residual magic value it currently has available (see
table). Excess residual magic is lost to the forces of
entropy.

Oncean abilityis expressed, it cannot be changed.
A weapon of entropy does not need to express
residual magic immediately and may continue to
destroy magic items until it has enough available
to express a given enhancement bonus or special
ability. A weapon of entropy may only express a
new enhancement bonus or special ability of a
total cost equal to or less than the amount based
on the dour destroyer’s class level. This capacity
is independent of the capacity for intelligent item
abilities. This replaces fiendish boon.

TABLE: WEAPON OF ENTROPY

Dour Intelligent Maximum
Destroyer Item Residual
class level Value Magic Value

5th 2,500 gp 8,000 gp
6th 3,500 gp 8,000 gp
7th 4,500 gp 18,000 gp
8th 5,500 gp 18,000 gp
oth 7,000 gp 32, 000 gp
10th 8,500 gp 32, 000 gp
11th 10,000 gp 50, 000 gp
12th 11,500 gp 50, 000 gp
13th 13,000 gp 72, 000 gp
14th 15,000 gp 72,000 gp
15th 17,000 gp 98,000 gp
16th 20,000 gp 128,000 gp
17th 24,000 gp 162,000 gp
18th 20,000 gp 200,000 gp
19th 35,000 gp 200,000 gp
20th 42,000 gp 200,000 gp

Aura of Decay (Su): At 3rd level, a dour
destroyer radiates a palpable aura that causes
all items within 10 feet to be treated as though
their hardness was 4 lower. Additionally, a dour
destroyer may expend a use of her touch of
entropy ability as an immediate action to cause an
item within the aura to gain the fragile condition
for 1 round, with a Fortitude save to negate. This
replaces aura of cowardice.




Aura of Utter Hopelessness (Su): At 17th
level, a dour destroyer gains DR 5/good. Each
enemy within 10 feet takes a —4 penalty on saving
throws against spells or effects with the emotion
descriptor. This ability functions onlywhile the dour
destroyer is conscious, not if she is unconscious or
dead. This replaces aura of depravity.

Handfull of Dust (Su and Sp): At 20th level,
a dour destroyer is so suffused by entropy her mere
presence erodes all around her. The auras of the
dour destroyer have their area of effect increased
to 30 feet. The dour destroyer may expend 3 uses of
her touch of entropy ability to duplicate the effects
of a disintegrate spell with a caster level equal to
her class level. This replaces unholy champion.

Code of Conduct

A dour destroyer is an agent of absolute
destruction, of entropy and fatalism. While there
are no uniform tenets to which all dour destroyers
adhere, there are some universal truths they adhere
to:

« I shall not create, for all shall be dust in the
end: Dour destroyers are agents of dissolution
and destruction. Creation of anything, whether
of items, houses, offspring or anything else, is
anathema to them.

« Ido not believe in hope and shall make others
see the futility of their resistance: Dour
destroyers genuinely believe that ceasing to
struggle and embracing extinction is the noble
thing to do - hope is an atrocity to them.

« I place no value on baubles and fleeting flesh,
for all is dust: Dour destroyers are expected
to lead a minimalist lifestyle; while gorging
oneself on the spoils of war is perfectly
acceptable, the constant disintegration of
finery, jewels etc. just shows the ephemeral
nature of being and vices should never be the
focus of their quests.

« Thereis no beauty, only dust: Dour destroyers
are expected to destroy art and means of
creating art when they encounter them;
anything that lifts the spirits of others is a

hindrance towards the eventual enlightenment

and transition to dust.

« Allshall be dust: Dour destroyers are expected
to hunt down and eliminate all creatures that
seek to cheat death, rendering them a foe to
undead, particularly the mirthful dedelig, as
well as certain outsiders and similar immortal
creatures.

« I shall not let my passions guide me: While
all shall be dust in the end, dour destroyers
seek to be as passionless as possible, working
together even with loathed adversaries to
bring down liches and similar creatures that
seek to cheat death.

« I shall not prolong my life, for I welcome
becoming dust: Dour destroyers may accept
healing and heal themselves, but they may
not engage in any practice that prolongs their
lifespan, nor may they return from the dead
without losing access to all class abilities until
they receive an atonement.

UNDERMINER
(CAVALIER ARCHETYPE)

The Underworld is a place like none other in
Aventyr, and it produces warriors that are just
as unique. The underminers burrow through the
subterranean caverns, dispensing the laws of the
land throughout the realm or sowing chaos in their
wake. These cavaliers have no greater order that
they adhere to, but their uncommon mounts make
them exceptional brothers in spirit if nothing else.

Race: Dvergrarethemostcommonunderminers,
quick to befriend the lonely deep badgers near
their settlements. It’s not entirely unheard of for
other dwarves, humans, and sometimes even drow
or svirfneblin to take on an undermount and turn
to this cavalier archetype.

Skills: An underminer adds Knowledge
(dungeoneering), = Knowledge (engineering),
Knowledge (geography), Knowledge (nature) and
Survival to their list of class skills, but lose Bluff
and Diplomacy.
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Undermount (Ex): At1stlevel, theunderminer
gains the services of a loyal and trusty Underworld
creature with a burrow speed (normally a deep
badger, although tales tell of riders atop ankhegs,
giant tuataras* and giant stalk beetles*). This
functions in all other ways like the cavalier’s
normal mount ability.

At higher levels, an underminer may take on a
larger mount, such as a young bulette or giant ant
lion (6th level), a bulette or tanglethorn shambling
mound (10th level) or desert drake (16th level).

DEEP BADGER

Starting Statistics:

Size Large; Speed 25 ft., burrow 15 ft., climb 10
ft.; AC +3 natural armor; Attack bite (1d4), 2
claws (1d4); Ability Scores Str 14, Dex 15, Con
15, Int 2, Wis 12, Cha 8; Special Qualities
darkvision 30 ft., scent.

4th-Level Advancement:

Speed: burrow 20 ft.; Ability Scores Str +2,
Con +2; Special Qualities combat trained (see
the Handle Animal skill)

7th-Level Advancement:

Special Qualities terra burrowing

Terra Burrowing (Ex): The deep badger’s claws
become hard enough to effectively cleave
through stone, and they may burrow through it
at a speed of 10 feet.

Earthen Passage (Ex): At 2nd level, the
underminer can travel on top of their undermount
through the earth, at its burrow speed. Passengers
(any creature that’s not the underminer) must
succeed on a Reflex save (DC 10 + 1/2 the mount’s
HD + the mount’s Strength modifier) every round
or be thrown off and left prone behind the mount.
This ability replaces tactician ability.

Burrowing Trample (Ex): At 2nd level
the underminer can teach his mount to trample
(provided the underminer and his mount travel
through a target’s square during their movement),
if it does not already have this attack option, and
the underminer gains the Trample combat feat for
free. Trample damage is equal to the creature’s

slam damage, plus 1 1/2 Strength modifier. Consult
the Glossary in Pathfinder Roleplaying Game:
Bestiary for more details of the trample ability. An
underminer can trample a square directly above
them by burrowing beneath it, but does half the
normal amount of damage. This replaces cavalier
order ability gained at 2nd level.

Erupting Charge (Ex): At 3rd level, the
underminer (and their mount) can charge through
earthwork to strike their foes (any other type
of difficult terrain, such as a forest floor of roots
or magical impediment, disallows charging as
normal). Once per minute, a mounted underminer
can make a charge attack with his mount while
burrowing through loose earth, sand, or mud, or
through any other loosely packed earth or stone.
When the underminer reaches the target, he
erupts from the ground as part of its attack. If the
underminer hits the target of its erupting charge
attack, he deals double damage.

Any creatures (other than the underminer or his
mount) standing in or flying within the mount’s
space at the end of this charge are immediately
subjected to the underminer’s mount’s trample
attack. In addition, creatures two sizes smaller than
the mount (Small or smaller creatures for a Large
mount) must succeed at a Reflex save (DC 10 +
1/2 mount’s HD + mount’s Constitution modifier)
or take 1d6 bludgeoning damage and become
buried in earth (or other relevant material),. This
bury zone extends into all squares affected by the
mount’s reach and counts as difficult terrain. The
mount does not provoke attacks of opportunity
for performing an erupting charge. This replaces
cavalier’s charge ability.

Burrowing Combatant (Ex): At 5th level, the
bond between the underminer and undermount
becomes exceptionally strong and they share a
preternatural awareness of their surroundings.
While mounted, both the underminer and
undermount gain tremorsense with a range of 20
feet. This replaces the banner ability.

Terrain Disturbance (Ex): At gth level, an
underminer can urge his undermount to travel

- - — - ™
-




= SO G, W ST~

close to the surface of a passage. This destroys
earthwork as it burrows nearby, disrupting a
battlefield by slowing the movement of creatures.
Terrain within the reach of an underminer’s
undermount becomes difficult terrain immediately
after it burrows through a square. Creatures on the
affected squares must make a Reflex save (DC 10
+ 1/2 mount’s HD + mount’s Strength modifier)
or fall prone. Affected terrain remains so until the
debris is cleared away. This replaces the greater
tactician ability.

Greater Terrain Disturbance (Ex): At 12th
level an underminer can urge his mount to be more
destructive. When performing terrain disturbance,
the mount and underminer travel closer to the
surface. The squares the mount burrows through
become a pit as wide and deep as the mount is,
and as long across as the mount moves (although
they can activate and de-activate this ability as a
swift action, and are known to leave walls behind
their last five feet of movement when using this
technique). Pits made this way persist for a
number of rounds equal to the underminer’s class
level before the cave-in on themselves. Creatures
on the affected squares above the mount’s path of
movement must make a Reflex save (DC 10 + 1/2
mount’s HD + mount’s Strength modifier) or fall
into the pit. Creatures that fall into the pit and fail
a second Reflex save (same DC) are buried. Falling
into a pit made by greater terrain disturbance does
not provoke attacks of opportunity.

Any structure in a square the mount burrows
through takes 60 points of damage per round.
At 16th and 20th level, the damage increases
by 30 to a maximum of 120 damage per round.
Hardness does not reduce this damage, nor is it
halved as damage dealt to objects normally is.
Any creature caught inside a collapsing structure
takes 8d6 points of bludgeoning damage (Reflex
DC 15 half) and is pinned beneath the rubble. Any
creature pinned beneath rubble takes 1d6 points
of nonlethal damage per minute while pinned. If a
pinned character falls unconscious, he or she must
make a DC 15 Constitution check or take 1d6 points

of lethal damage each minute thereafter until freed
or dead. This replaces the demanding challenge
ability.

Greater Erupting Charge (Ex): At 14th level,
anyone taking damage from the mount’s trample
attack must make a second Reflex save (DC 10 +
1/2 mount’s HD + mount’s Constitution modifier)
or be knocked prone. Creatures two sizes smaller
than the mount take a —2 penalty to saves against
both being buried and falling prone. This replaces
the greater banner ability.

Burrowing Master (Ex): At 17th level, the
tactile sensory organs of both the underminer and
undermount peak and they each gain tremorsense
40 feet even when not mounted. When taking
passengers on his undermount, they do not suffer
any chance of falling off from the movement
through terrain. This ability replaces the master
tactician ability.

UNDERGINEER
(FIGHTER ARCHETYPE)

There are plenty of dvergr with a penchant for
destruction but no affinity for deep badgers, and
these studious soldiers take a different route for
caving in tunnels and burying enemies—a path
lined with explosive ambersticks.

Underworld Expert (Ex): At 2nd level,
an undergineer gains a +1 bonus on initiative
checks and Knowledge (engineering) checks while
underground. This bonus increases by +1 for every
four levels beyond 2nd. The undergineer leaves no
trail and cannot be tracked (though he may leave a
trail if he so chooses) when he is in the Underworld
or other subterranean locale. This ability replaces
bravery.

Eternal Amberstick (Ex): At 3rd level, an
undergineer crafts or creates an amberstick that is
not destroyed upon detonation, but which instead
behaves like a slotless magic item that can be used
once per day. After releasing its violent energies,
it becomes a black lump while it slowly recharges
its destructive power. An undergineer must spend
10 minutes repairing his eternal amberstick
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before it can be reused. The eternal amberstick
can be recharged an additional time per day at
7th level and every four levels thereafter (to a
maximum of five times per day at 19th level). At
11th level, the undergineer can recharge his eternal
amberstick as a full-round action. At 19th level, the
undergineer can recharge the eternal amberstick
as a swift action. If the eternal amberstick is lost
or destroyed, the undergineer can replace it with
2,000 gp and 1 day of effort. This replaces the
armor training and armor mastery abilities.

Ambercaps (Ex): At 5th level, an undergineer
learns how to craft special ambersticks that range
from small (for precise detonations) to large (forwhen
everything needs to be blown up) called ambercaps.
Each day an undergineer can create one or more
ambercaps that deal varying amounts of damage
in a 20-ft.-radius; in total, the daily accumulated
ambercaps from this ability can deal a number of d4
worth of both fire damage and force damage equal to
his undergineer level + his Intelligence modifier. For
instance, a 4th level underminer with an Intelligence
of 14 might make a single ambercap that deals 6d4
fire and 6d4 force damage, two ambercaps that deal
3d4 fire and 3d4 force damage, three ambercaps that
deal 2d4 fire and 2d4 force damage, six ambercaps
that deal 1d4 fire and 1d4 force damage, or any
combination therein that does not cumulatively
exceed 6d4 per energy type.

Thrown ambercaps have a range of 20 feet. They
are considered weapons and can be selected using
feats such as Point-Blank Shot and Weapon Focus.
An ambercap can be made to explode on impact
or set with a fuse that causes it to explode 1 round
later. The Reflex save DC to avoid an ambercap
created with this ability is equal to 10 + 1/2 the
undergineer’s class level + the undergineer’s
Intelligence modifier. Ambercaps made with this
ability are more volatile than normal ambersticks
and become inert if not used within 24 hours.
Crafting an ambercap requires 1 round per 1d4
damage it deals.

This replaces 5th level’s weapon training

Engineered Cave-In (Ex): At 10th level, the
undergineer can use his eternal amberstick or
ambercaps to cause a cave to collapse. To create
a cave in, the undergineer must deal 10 dice of
damage with some combination of ambersticks
and ambercaps.

Recognizing a cave-in prepared by an
undergineer requires a Knowledge (engineering)
or Craft (stonemasonry) check against DC 20 + the
undergineer’s class level.

Fuse (Ex): At 20th level, the undergineer learns
to set longer, precise fuses for ambercaps. A set
ambercap can have the explosion delayed for up to
1 hour, with the ambercap exploding in a round of
the undergineer’s choosing.

DVERGR EQUIPMENT

Dvergr have access to the following equipment.

Aerodynamic Picks

Price: +390 gp; Type: martial

These light picks, heavy picks and mattocks
are exceptionally well-crafted and always of
masterwork quality. They have all the same
statistics as regular martial picks, save that their
damage die is reduced one step and they have a
range increment of 20 feet.

Amberstick

Price: 1,200 gp; Weight: /2 1b.

The dvergr originally learned how to make
ambersticks from a zwerc enclave, but it seems
to have been wiped away from existence not long
afterward. The process required to craft these
dangerous objects involves drying and treating ore
from the Amber Roads, depriving it of its innate
magic. At the end of the undertaking, what is left is
a highly volatile and explosive.

Lighting an amberstick is a swift action (most
are equipped with a small piece of flint to simplify
the process into one simple dragging motion).
Ambersticks explode the at the end of the round they
are lit, erupting into a 20-ft.-radius spread from the
square they occupy that deals 2d6 force and 2d6 fire
damage (DC 18 Reflex save for half damage).




Dvergr Amberseed
Price: 100 gp; Weight: 1/2 1bs.

This pulverized concoction can be added to the
scavenged remains of a detonated amberstick. The
amberstick is slowly repaired and becomes usable
after 8 hours.

Anchoring Bolt
Price: 50 gp; Weight: 2 |b.

The heads of these odd crossbow bolts are

fitted with many different pieces of stone and an
extremely sharp, hard adamantine bit the size
of an infant’s fingernail. Dvergr use this unique
ammunition to bring down ceilings and collapse
caverns. Anchoring bolts may only be fired from
heavy crossbows sized for Medium or larger
creatures. They attach to any solid surface and are
abletobearupto 600 pounds (solongasanattached
rope remains intact). Anchor bolts embedded
into a surface may be used as impromptu pitons.
Anchoring bolts cannot be re-used.

DVERGR FEATS

Anti Surface-Dwellers (Combat)

You would see all surface-dwellers dead or kneeling.
Any creature from the surface is your enemy, no
matter their intent.

Prerequisites: Underworld Xenophobe,
dvergr.

Benefits: Yourintensehatred of surface-dwellers
grants you a +1 racial bonus to attack, damage,
and AC against humanoids native to the surface of
Aventyr. Your burning, focused abhorrence leaves
you at a disadvantage in less physical situations
however, and you suffer a —1 on Charisma-based
skill checks (except for Intimidation) with any
humanoid from the surface.

Underworld Xenophobe
Your unwillingness to understand the surface
world enhances your natural resistance to magic.
Prerequisite: Dvergr.
Benefits: You receive a +1 racial bonus to
all saves made against the spells or effects of
humanoids native to the surface of Aventyr.

Dvergr Daredevil
You've experienced countless collapsing tunnels
and survived to tell the tale.

Prerequisites: Dex 13, Lightning Reflexes,
dvergr.

Benefits: You receive a +8 racial bonus to saves
and checks to avoid cave-ins, avalanches, and
similar rock- or debris-based effects (such as a
crushing stone trap or the earthquake spell).

Underfighter (Combat)
Having a low center of gravity plays to your
advantage.

Prerequisites: Str 13, base attack bonus +3,
dvergr.

Benefits: You gain a +1 bonus to CMB and CMD
against any Medium-sized or larger creature.

Dvergr Pickman (Combat)
You have mastered the pick for both mining and
combat. Your talents with a sword or a bow might
be a bit lacking, but you certainly make up for it
when there’s a pick in your hand.
Prerequisites: Weapon training (axes) class
feature, Profession (miner) 1 rank, dvergr.
Benefits: Your intense focus on using picks
grants you a +1 racial bonus to attack and damage
with light or heavy picks.
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Dvergr Pickmaster (Combat)

Inyour experienced hands, the pickbecomes a truly
awesome tool of death. You are a deft combatant
when wielding one of these weapons, though your
facility with other weapons suffers considerably.

Prerequisites: Weapon Focus (light or heavy
pick), Weapon Specialization (light or heavy pick),
weapon training (axes) class feature, Profession
(miner) 5 ranks, dvergr.

Benefits: Your racial bonus to attack and
damage with light or heavy picks increases to +2.
You treat all picks as though they had a range
increment of 20 feet.

DVERGR MAGIC ITEMS

Aura faint divination; CL 5th

Slot eyes; Price 6,700 gp; Weight /2 1b.

DESCRIPTION

These matte black goggles are covered in dirt,

though the lenses are perfectly clean. The wearer

of a pair of goggles of undersight gains a type

of tremorsense (like the vestraadi’s sonar, save

they cannot receive blindsight on targets; see

page @@). Alternatively, you may treat the

enchantment granted by goggles of undersight as

40-ft. tremorsense with a 50% chance of failure to

identify a Medium or smaller creature’s occupied

square (detecting them in a random adjacent

square instead).

CONSTRUCTION

Requirements Craft Wondrous
invisibility; Cost 3,350 gp

ARGUS’ SPYGLASS

Aura strong divination; CL gth

Slot none; Price 50,000 gp; Weight 1 1b.
DESCRIPTION

This telescoping spyglass is fashioned from worn
brass, the final piece painted a solid red. It is
remarkably light and fits over the eye with ease.

Item, see

treated as though the wearer has darkvision.
Once per week, the red band can be turned
counterclockwise, causing a movable field of x-ray
vision to penetrate any target area within 1,000
feet. Correctly manipulating the device requires
a DC 15 Dexterity check each round to focus the
lenses correctly, allowing the user to see through
stone, metal, earth, wood and any material save
adamantine. This enchantment lasts for 5 minutes,
after which the argus spyglass loses all its magical
properties for one week.

CONSTRUCTION

Requirements Craft Wondrous Item, true

seeing; Cost 25,000 gp

DVERGR SPELLS

School divination; Level alchemist 1, bard 1,
cleric 2, druid 2, inquisitor 1, paladin 1, ranger 1,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (iron ore)

Range 60 ft.

Area cone-shaped emanation

Duration concentration, up to 1 minute/level (D)

Saving Throw none; Spell Resistance no

The paranoid scholars of the dvergr have developed

this spell purely to screen those entering an

undercity. This spell functions much like detect
magic with a few key exceptions.

You detect any creatures with the humanoid type

and dwarf subtype. The amount of information

revealed depends on how long you study an area.

The magic works slower than with detect magic,

and is blocked by the target being affected by any

polymorph or illusion effect of 1st-level or higher.
3rd round: Presence or absence of dwarves.

6th round: Number of dwarves and number of
different dwarven racial subtypes.

gth round: The location and racial subtype of each
dwarf

Any area perceived with an argus’ spyglass is
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FIND THE SURFACE

School divination; Level alchemist 2, bard 2,
cleric 3, druid 3, inquisitor 2, paladin 2, ranger
2, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (steel ingot)

Range touch (see text)

Target creature touched

Duration 10 minutes/level

Saving Throw Will negates (harmless); Spell
Resistance no

When this spell is cast, a mote of energy forces

itself upward and toward the surface. If there are

any exits to the surface within 1 mile of traveling

distance per caster level, the spell creates a trail of

cyan light visible only to the target and leading the

way. If find the surface cannot locate an exit within

1 mile per caster level, it finds the nearest, most

elevated point inside of that distance instead.

SUPERIOR COLLAPSE

School evocation [earth]; Level druid 4

Casting Time 1 standard action

Components V, S, M (a tooth)

Range medium (100 ft. + 10 ft./level)

Target one 5-ft. square

Duration instantaneous

Saving Throw Reflex half (see text); Spell
Resistance no

You call forth some of the misfortune that has

befallen your race and place it in the ceiling of a

tunnel or chamber, causing a cave-in. The cave-in

has a 20-foot bury zone extending away from it,

dealing 8d6 points of damage to anyone within it

and burying them (half damage and not buried on

a successful Reflex save). Creatures inside of the

15-foot slide zone take 3d6 points of damage (no

damage on a successful Reflex save).

For rules on being buried, see the Environment

section of the Pathfinder Roleplaying Game: Core

Rulebook. This spell only functions underground.

Durors

Dweorg are the most common dwarven subtype,
denizens of the Underworld that enjoy mining
and blacksmithing. While rare outside of the
Underworld, surface-dwellers are often accepting
of these stout folk—the legends tell that the first two
humans, Askr and Embla, were themselves forged
by the ancient dweorg. This belief has warmed
even the cold hearts of the Klavekians, who freely
accept these dwarves into their villages and homes.
Although they are friendly with surface-dwellers,
the dweorg tend to keep to themselves and rarely
allow outsiders to travel into their realm.

HISTORY

After the Forging of the Dvergr, each of the
different races of dwarves lived in tenuous peace
deep below the surface of Aventyr. War would
surely have erupted between the three great clans
(dweorg, dvergr and zwerc) were it not for the
arrival of the Great Sculpting. Before their very
eyes, the cities of each fell to draconic claws and
magics as quickly as the forces they could muster to
their defense. Unwilling to forge an alliance, each
struck their own path through the Underworld,
leaving their shattered homes behind them.

The dweorg consulted their historians and
clerics, ultimately following the same path as the
first two humans, leading the stout folk toward
the surface near Surface. Their journeys from the
darkness of the deep Underworld are the stuff of
legend, playing a large role in the devotion the
dweorg show to their ancestors and traditions. As
prophesied, this removal from the lowest reaches
preserved their race, buffering them from the
fallout of the Dracoprime and its death. Having
settled in stable areas, the dweorg’s defensible
cities proved to be a bulwark against the many
races born from the mythical creature’s essence,
saving the world above from most of the dangers
created by the recently liberated primal dragons.

Some traveled a more wayward route, living a
nomadic existence before finally establishing the
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city of Stoneholme after an enduring trial that
intertwined its history with the devilish influence
of the gitwerc. The most famous dweorg settlement
was far humbler, a simple outpost made to act as
a place of commerce that would maintain contact
between the disparate clans as they sought new
homes near the surface. For ages, it remained a
small village, but since it has grown considerably
and now it is known throughout Aventyr as Embla,
the city of fair trade

Physical Description: Dweorg are anywhere
between four and five feet in tall, with stout
shoulders and bodies that defy their diminished
height. Their hair colors are commonly brunettes
or blondes, but some clans sport great red manes
that weave into their beards. Nearly all dweorg
men wear beards, often carefully tended to with
rings of precious metals stylized to honor their
ancestors or traditions. Both genders are tough
and possess strong core muscles; the color of a
dweorg skin ranges from pale to reddish-white
and olive. They favor armors made from metal and
pride themselves on craftsmanship, often wearing
expertly crafted equipment made by their own
hands.

Society: Smithing and craftsmanship are the
backbone of dweorg society, but these dwarves

Duwreora RACIAL TRAITS

Dweorg can easily survive in extreme temperatures,
especially the cold mountainous regions in which they
thrive. Most of these dwarves find the occupation of

blacksmith or warrior to suit their tastes.

They receive a +2 racial bonus to Craft (armor), Craft
(weapons), Survival skill checks, and Fortitude saves to
resist the effects of cold or warm environments, but suffer
a —2 penalty to Bluff, Diplomacy and Sense Motive checks
against humanoids native to the surface. The racial skill
bonuses stack with the Craftsman alternate racial trait.

are keen on all the aspects each entails. They
are well-known for having keen eyes for gems,
ores and precious stones of all kinds, as well as
a penchant for trading them. Their warriors and
defenders pose a threat alone or at the backs of
allies, each with an instinctive understanding of
their equipment (often forging their weapons and
armor themselves). Miners and engineers are just
as common as soldiers, known throughout both
the Surface and Underworld for their natural
penchant to intellectually grasp the complex
calculations required for large-scale excavation
and construction.

Relations: Though their past is filled with
hardship, dweorg maintain the friendliest
demeanor of all the dwarves in Aventyr. While
travelers are normally bid only temporary asylum
within their settlements, they have been known to
accept foreigners into their cities—so long as they

Otherwise, they receive the same racial statistics g

as standard dwarves in the “dwarves” entry in the

Pathfinder Roleplaying Game: Core Rulebook.
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embrace dweorg culture and tradition. They are a
just people filled with pride and often able to recite
their lineages to the founders of their settlement
(and in the case of nobility, even farther). This isn’t
always fully understood by other Aventyrians, and
sometimes their strange ways isolate the dweorg
but often, they are openly accepted into surface-
dwellers society, valued for their talents at the
forge and staunch wisdom.

Alignment and Religion: While they can be of
any alignment, most are Lawful Neutral and follow
Balir, the Burning Hero and Master of the First
Forge. His teachings, condensed in the 3,000-page
tome The Life of Balir, call for practicality and
humble magnificence, traits embodied by both his
temples and followers. While there are some that
pursue the arcane arts, most tend to frown at a
reliance on magic and only show their respect for
the mystical arts to devout members of the clergy.

Adventurers: Many dweorg leave their homes
to act as scouts or wardens, trekking across the
Underworld to map out emerging cave systems,
identify dangerous geological movements and
locate threats both old and new that prowl the
depths close to the dwarven cities. Others endeavor
to expand the reach of their clan by establishing
new trade routes both above and below the surface,
or take to lives as mercenaries with ambitions to
bring back glory to their family’s name. While they
are not disposed to ostracizing, dweorg society
doesn’t treat those without a reverence for history
very well and dwarves that defy traditions often
leave of their own accord.

Male Names: Alvis, Brocker, Danik, Frednir,
Maylorin, Otis

Female Names: Bridgette, Edna, Franlina,
Hlazel, Normja, Ragnarose

Dweorg close to the surface tend to marry
traditional dweorg or dvergr names with those of
the surface dwellers, so names can differ wildly
from region to region.

Age: Living nearer to the surface of Surface
than any of their kin, dweorg enjoy slightly longer
lifespans than their counterparts deeper in the

Underworld (as well as those from other material
planes). Depending on how much interaction they
have with humanity and the other surface races,
sometimes dweorg find the spans of their lives to be
significantly reduced by surface-dwellers assaults
or dangers awakened by meddling explorers.

DWEORG IN AVENTYR

The dweorg cities and kingdoms of the
Underworld are as varied as the human settlements
on the surface, save that all of them show
reverence to crafting in some fashion or another
and a staunch appreciation for tradition. Still, the
dangers of the endless caves have hardened the
resolve of some dweorg settlements, making them
unkind and unwilling to accept foreigners for any
period (unless they’ve proven themselves worthy).
A traveler can determine that a certain dweorg
settlement is on good terms with interlopers by
making a successful Knowledge (geography) check
(DC 15 - settlement’s size modifier). Notably less
vicious than the other races, most intruders receive
a fair trial and brief imprisonment before being
dropped off outside the gates.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
dweorg have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all dweorg who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Reduce the time it takes the
alchemist to create an extract by —1/2 round (to a
minimum of 1 round).

Barbarian: Add +1/2 to CMB and CMD when
wielding a weapon that deals bludgeoning damage.

Bard: Reduce arcane spell failure chance for
casting bard spells when wearing heavy armor by
1%. If the total percentage reduction reaches 15%,
the bard gains the Heavy Armor Proficiency feat as
a bonus feat (if he does not already possess it).
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Cavalier: Add +1 to the cavalier’'s CMD for {

resisting a disarm or steal combat maneuver.

Cleric: Add +1/2 to the cleric’s channeled
energy total when healing creatures with the dwarf
or earth subtypes.

Druid: The druid gains energy resistance 1
against cold or fire. Each time the druid selects
this option, increase her resistance to one of these
energy types by +1.

Fighter: Add +1 to the fighter’s CMB for one
type of combat maneuver. This bonus is only
applicable when wielding a dwarven weapon (any
weapon with the word “dwarven” in its name).

Inquisitor: Add +1/5 of a bonus teamwork feat.

Magus: Add +1/3 uses per day of the ferrous
growth ability. If the dweorg does not have access
to this ability, after taking this favored class option
three times they gain access to it once per day.

Monk: Add a +1 to the monk’s CMD when
resisting a bull rush or trip.

Oracle: Add +1/3 to the oracle’s effective class
level for determining the potency of abilities
granted by the stone mystery. This does not give
the oracle access to abilities any earlier than
normal, it only enhances abilities the abilities they
already have.

Paladin: Add +1 hit point healed when using
the paladin’s lay on hands ability to heal a creature
with the earth subtype.

Ranger: Add +1/2 on critical hit confirmation
rolls made when using a specific type of dwarven
weapon (maximum bonus of +4). This bonus does
not stack with the Critical Focus feat.

Rogue: Add +1 to the rogue’s base speed. In
combat this option has no effect unless the rogue
has selected it five times (or another increment of
five). This bonus stacks with face movement class
features and applies under the same conditions as
a barbarian’s.

Sorcerer: Add +1/3 to the sorcerer’s effective
class level for determining the potency of abilities
granted by the Shaitan bloodline. This does not
give the sorcerer access to abilities any earlier than
normal, it only enhances abilities they already have.

DWARVEN BEARDS

A long beard represents many strong
beliefs rooted deeply in dwarven society
(especially so for dweorgs), most of which
include virility, sexual maturity, prowess in
battle and family honor. While all dwarves
have beards, they come in a wide variety of
colors and styles; the color of one’s beard
is never altered, and to do so would be
taboo, but the stylization of one’s beard is
something to be celebrated and passed on in
nearly all dwarven families. For example, an
honored judge may choose to wear his beard
neatly braided and secured in place with
beard rings representing law, order, honor,
and justice; if his son continues the family
tradition, he will do the same. Of course,
any style is acceptable and even trims
are permitted to help keep beards from
dragging on the ground. Obviously, those
engaged in frequent combat do not want the
beard to hinder their movement in battle,
thus becoming an encumbrance; great care
is taken when trimming and a prayer to the
dwarven god is said each time a length is cut.

All dwarven men wear beards unless they
have been shunned from dwarven society in
which case their beards are ceremoniously
chopped off and the dwarf is left naked and
alone deep in the Underworld; if they can
return with their beard fully regrown they

are readmitted to dwarven society.
c

Stonespeaker: Learn +1/5 of a stone lore.

Summoner: The summoner’s eidolon treats
objects or animated objects made of clay, stone,
or metal as if their hardness was —1/2 lower when
struck by its natural attacks.

Witch: Add +1/3 to the witch’s caster level when
casting spells from the wisdom patron.

Wizard: Add +1/3 to the wizard’s caster level
when casting spells with the earth descriptor.

‘l a




[

) FERROUS GROWTH

Once per day, you can cause a touched
piece of non-magical iron or steel to grow into
an object up to 10 pounds in weight, such as
a sword, crowbar, or light steel shield. This
object remains in this form for 10 minutes
or until broken or destroyed, at which point
it shrinks back to its original size and shape.

[ <J
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RACIAL ARCHETYPES
FORTUNE’S SMITH (FIGHTER)

Some dweorg learn to craft items that carry a
touch of the fabled luck of the mythic dwarves of
the grand tales with them, allowing them to protect
their allies via the objects they create...

Bonus Feats: At 1st level, fortune’s smiths
gains Master Craftsman as a bonus feat, even if
they do not meet the prerequisites. The fortune’s
smith adds all Item Creation feats, Prodigy and
Skill Focus: Craft (any) to their list of available
fighter bonus feats. This replaces the bonus feat
gained at 1st level, and modifies bonus feats.

Fortune: At 3rd level, the fortune’s smith is
suffused with the knowledge that his craftsmanship
is a physical representation of the forces of luck.
The fortune’s smith has a pool of fortune points
equal to his fortune’s smith level + the fortune
smith’s Intelligence modifier (minimum 1 point).
The pool refreshes once per day after 8 hours of
rest. Whenever a fortune’s smith is wielding an
item he has crafted himself in his primary hand, he
can spend fortune points in the following manner.

Fortunate Maintenance (Suw): As an immediate
action, a fortune’s smith may spend 1 fortune point
to prevent an item he personally crafted within 100
ft. from gaining the broken condition due to a spell,
effect, or hit point damage. If the item would gain
the broken condition due to hit point damage, the
item is immediately healed to 1 hit point above half
its maximum hit points. Alternatively, a fortune’s
smith can spend 2 fortune points to prevent the
destruction of an item he crafted due to hit point

damage. The item is healed to 1 hit point and gains
the broken condition.

Crafter’s Weal (Ex): As an immediate action, the
fortune’s smith may spend 1 fortune point to apply
a +1 luck bonus to any attack roll or skill check
made by an ally within 100 feet. The ally must be
wearing or wielding an item crafted by the fortune’s
smith that is directly applicable to the check. For
example, using a weapon crafted by the smith for
an attack roll, or lockpicks crafted by the fortune’s
smith for a Disable Device skill check to pick a lock.
The fortune’s smith must be aware of the action
and declare the use of the ability before the roll is
made, though this does not require the use of an
action. This bonus increases by +1 at 7th-level and
every four levels thereafter (to a maximum of +4 at
15th level).

Fortunate Occurrence (Su): A fortune’s smith
may spend 2 fortune points to negate a critical
hit incurred by himself or one of his allies within
100 ft. that is wearing armor or wielding a shield
he crafted. The critical hit becomes a regular hit.
This is not an action, but can be used only once per
round.

This replaces the armor training ability.

Fortes Fortuna Adiuvat (Ex): At 2nd level,
the fortune’s smith may spend 1 fortune point as
a standard action to grant his bonus to Will saves
against fear granted by the bravery ability to one
ally within 100 ft. who is wearing or wielding an
item he has crafted. While the ally gains the benefits
of bravery, the fortune’s smith loses the benefits of
bravery. This modifies the bravery ability.

Flexible Fortune (Su): Starting at sth level,
a fortune’s smith can spend 1 fortune point as a
swift action to grant one weapon he crafted within
100 ft. a single magical weapon enhancement for 1
minute. The fortune’s smith can only grant a single
magical weapon enhancement to one weapon at
a time. If he uses this ability a second time, any
other weapon enhancement is immediately ended.
At 5th level, the fortune’s smith can grant the
corrosive, flaming, frost, or shock magical weapon
enhancements. At gth level, the fortune’s smith can
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also grant the corrosive burst, flaming burst, icy
burst, or shocking burst magical enhancements.
At 13th level, the fortune’s smith can also grant the
nullifying or repositioning magical enhancements.
At 17th level, the fortune’s smith can also grant the
speed or spellstealing magical enhancements. This
replaces the weapon training ability.

Apex of Craftsmanship (Ex): At 20th level,
the threads of fortune suffuse the fortune’s smith’s
creations. While the fortune’s smith is alive, all
item he has crafted become immune to the broken
condition and can never be reduced below 1 hit
point by anything short of divine intervention.
This replaces the weapon mastery ability.

SMITHKIN (FIGHTER)

The proud dweorg deeply respect two traditions;
that of the warrior and the craftsman. The dweorg
smithkin exemplify these disciplines, becoming
masters of the forge and elemental fire.

Race: The talents of the smithkin are highly
respected and equally protected—they are not,
however, exclusively dweorg. Non-dwarves that
have been raised in dweorg society or those that
have earned the lifelong respect of a dwarven clan
might learn the secrets of the smithkin as well.

Craft Lore (Ex): Smithkin know the secrets to
making armor and weapons of incredible quality.
A smithkin gains a competence bonus on all Craft
(armor) and Craft (weapons) checks equal to half his
smithkin level (minimum +1). A smithkin’s insight
into the work of other smiths is equally impressive
and with a DC 15 Craft (armor) or Craft (weapons)
check, he can identify the region a suit of armor
or weapon was forged in. With a DC 20 check, the
smithkin can identify the specific smith. This ability
replaces the bonus feat gained at 1st level.

Exceptional Crafter: The smithkin adds the
following feats to the list of fighter bonus feats he
can select: Cooperative Crafting, Craft Magic Arms
and Armor, Prodigy, Skill Focus (Craft [armor]),
and Skill Focus (Craft [weapon]). This modifies
bonus feats.

Master Smith (Ex): At 2nd level, a smithkin
can create simple items with great accuracy and
speed. The smithkin can craft mundane metal
items faster, reducing the base price by 10% for
the purposes of determining how long the item
takes to craft. This does not affect the item’s raw
material cost. At 6th level and every four levels
thereafter, the smithkin reduces the effective base
price by an additional 10% (to a maximum of a
50% reduction at 18th level). This does not reduce
the time required to create magical items. This
replaces the bravery ability.

Master Craftsman (Ex): At 3rd level, a
smithkin gains Master Craftsman as a bonus feat.
He does not need to meet the prerequisites for this
feat. This replaces the bonus feat gained at 3rd level.

Forge Fire (Su): At 3rd level, once per day
a smithkin can imbue a masterwork or magical
weapon he touches with a spirit of the forge as a
swift action. This causes the weapon to shed light
as a torch, and the weapon gains the flaming
weapon quality for two rounds per class level. The
flaming quality does not stack with a weapon that
already has that quality. The flaming property
applies to only one end of a double weapon. The
smithkin can use this ability an additional time per
day at 7th level, and every four levels thereafter (to
a maximum of 5/day at 19th level). At 11th level,
the touched weapon can also gain the flaming
burst quality instead. At 15th level, the duration
increases to one minute per class level. This
replaces the armor training ability.

DWEORG EQUIPMENT

Dweorg have access to the following equipment.
Bilosipid Spice

Price: 12 gp; Weight: —

This spice is made from mushrooms found only
in the Underworld. When used in the preparation
of a meal, it provides 3 hit points of healing.
Gathering and treating the appropriate fungi
requires a DC 18 Survival check.




Dweorg Rock-Singer

Item Type: Siege Engine; Price: 800 gp; Damage:
8d6; Critical Range: — ; Increment: 200 ft.. (20
ft. minimum); Typical Crew: 1 or 2 (see text)

This highly efficient siege weapon is used in
the defense of most major dweorg cities. A rock-
singer constitutes functions as a cross between a
catapult and rapid-fire rock-hurling ballistae. The
dweorg tend to integrate rock-singers with gigantic
statues depicting their ancestors. When activated,
the mouth opens and fires massive boulders and
stalactites at the target area. While stationary, the
machinery is so efficient it only requires one crew
member to reload and fire. When moving, the rock-
singer requires a second crew member to properly
aim. Due to the usual means of delivering deadly
barrages, other races sometimes call the siege
engines rock-barfers, but this moniker is seldom
used in a dweorg’s presence.

Fungal Rope (50 ft.)

Price 50 gp; Weight 3 lbs.

This thin, light rope is remarkably strong. It has
6 hit points and can be burst with a DC 25 Strength
check. Identifying mushroom liana appropriate for
crafting fungal rope requires a DC 19 Knowledge
(nature) check, and crafting the tough cord requires
two hours and a DC 21 Survival check.

Trimming 5cp

DWEORG BEARD BARBERS

With the great honor and respect placed
upon beards in dweorg society, beard
barbers are one of their most respected
professions. These establishments specialize
in trimming, shampooing, braiding, and
ringing dweorg beards (though they’ll serve
any dwarf—even gitwerc). Of course, a pint or
three of dwarven mushroom ale is generally
enjoyed during one’s time spent there (on
the house for paying customers).

Beard barbershops are excellent places to
overhear local rumors or meet new friends;
at any given time between 10-20 dweorg can
be found in most of these businesses. Just
as many dwarven beard experts attend to
their customers, and their stores are often
a popular place for the city watch to spend
their off hours.

Price

per

inch
Beard (2.5 Beard Price
Work cm) Rings (gp)

Type Small Med. Large

Shampooing 1sp Bronze 2 @ 5
Braiding 1gp Silver 3 5 10
Dreading 2gp Gold 5 10 20

Ringing 1gp* Platinum 10 20 30

*Does not include price of beard rings.
Only the bronze rings are solid; the rest are
simply plated with the listed metal. Each
ring is intricately engraved with various
dwarven runes. Customers may choose
from rune rings symbolizing justice, honor,
trade, prosperity, family, celebration, law,
battle, solidarity, blacksmithing and of
course the dwarven god Balir himself.
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NEW MATERIAL

Liavous Crystal

A miraculous substance unique to the area
around Stoneholme, this type of crystal and the
secrets of its usage are jealously guarded by the
dwarves of Stoneholme.

Liavous-Infused Materials

Mixing traces of this gemstone into metal
weapons or armor during the forging process
grants the item the same properties as adamantine,
albeit with a distinctive deep bluish-purple sheen.
Since the jeweled material is more plentiful than
adamantine, weapons and armor enhanced with
liavous crystal cost only half as much as those crafted
using adamantine. If materials infused with liavous
crystal are taken above ground into sunlight they
permanently lose all special material properties.

Materials Created Using Pure Liavous Crystal

A weapon or suit of armor crafted from pure
liavous crystal costs 2.5 times as much as an
adamantine item of the same type. The crafting
process is difficult and requires an amount of
heat that is dangerous even for a master dwarven
smith. The finished product, however, is well
worth the price, as pure liavous crystal weapons
and armor have twice the hardness and hit points
of their adamantine counterparts. Furthermore,
armor forged of pure liavous crystal provides twice
the damage reduction of adamantine armor of the
same type. Since pure liavous crystal is used in
the construction of these materials, the armor or
weapons refract the light of the sun away.

DWEORG FEATS

Augmenting Ancestors

Some of your spells are empowered by the dweorg of

your ancestral line, making them more damaging to

non-dwarves (though less effective against your kin).
Prerequisites: Able to cast 1st-level arcane or

divine spells, dweorg.

Benefit: Spells you cast that summon a weapon
made of force (such as spiritual weapon, mage’s
sword, or twilight knife) gain a +1 luck bonus to attack
and a +2 bonus to damage against creatures that do
not have the dwarf subtype (force spells that do create
a weapon or require an attack roll are unaffected).
Against creatures with the dwarf subtype, conjured
weapons of force take a —2 penalty to attack and —4
penalty to damage (minimum 1 damage).

Clanminded (Teamwork)
You have a strong, almost supernatural bond with
other dwarves from your extended family.

Prerequisite: Dweorg.

Benefit: As a swift action, you can grant the
benefits of one teamwork feat you possess to
an allied dweorg within 30 feet for 1 round. The
ally counts as having the teamwork feat for the
purposes of granting or gaining its benefits. This
feat can be used in this manner a number of times
per day equal to V2 your character level + your
Wisdom modifier (minimum 1/day).

Special: Characters with fighter or inquisitor
levels cannot take the Clanminded feat.

Dweorg Faith (Metamagic)
The tightly knit relationships of your ancestors are
incredibly strong, so powerful that with the help of
your faith, they can even bridge the mortal divide
to save a dwarf’s life.

Prerequisites: Able to cast 1st-level divine
spells, dweorg.

Benefit: This metamagicfeat can onlybe applied
to spells that heal hit point damage. You can cast
a healing spell on a dwarf that has died within the
last round due to hit point damage. If the healing
spell returns the dwarf’s hit point total to amount
greater than its Constitution score in negative hit
points, it returns to life and is stabilized. Dwarves
brought back to life with Dweorg Faith take a —1
penalty to AC, attack rolls, attribute checks, skill
checks, and saving throws for 1 day. Dwarves slain
by death effects cannot be saved with Dweorg
Faith. A dweorg faith spell uses up a spell slot two
levels higher than the spell’s actual level.




Special: A dwarf can only benefit from Dweorg
Faith once per week.

Dweorg Underman (Combat)
The Underworld can be as cold as a mountain peak
with breezes that chill to the bone. Your dwarven
resilience has inured you to cold, and only the most
potent freezes disturb you.

Prerequisites: Base fortitude save +2, dweorg.

Benefit You gain cold resistance 5.

Special: This feat may be selected multiple
times, each time adding 5 to your cold resistance.

Smithkin Resistance (Combat)
After innumerable hours working at a forge,
your dweorg nature has become unnervingly
comfortable with scorching flames.
Prerequisites: Base fortitude save +2, dweorg.
Benefit: You gain fire resistance 5.
Special: This feat may be selected multiple
times, each time adding 5 to your fire resistance.

Stout Drinker (Combat)

Drinking and fighting are so integral to your life
that they have become a genuine part of the way
you wage war—if you can’t carry a flagon into a
battle, you don’t want to be part of it.

Prerequisites: Con 13, base attack bonus +1, dweorg,.

Benefit: You can carry a filled flagon or mug
in your shield arm while wearing a shield without
incurring any penalties or spilling your drink
during a fight. You can drink non-magical alcohol
from your flagon as a swift action that provokes
attacks of opportunity, or as a standard action that
does not provoke attacks of opportunity.

Drinking while in combat grants you DR 1/—
for a number of rounds equal to your Constitution
modifier. You can drink from your flagon again
after activating Stout Drinker to increase the DR
by +1, up to a DR value equal to your Constitution
modifier, but the DR or DR increase granted by a
drink tracks its duration separately. Stout Drinker
does not lessen or reduce any of the penalties for
being drunk and a dweorg must still make Fortitude
saves to avoid inebriation.

DWEORG MAGIC ITEMS

POCKET ANVIL

Aura faint transmutation; CL 5th
Slot none; Price 5,000 gp; Weight — or 100 lbs.
(see text)

DESCRIPTION
This lustrous steel trinket is shaped like a
miniature anvil an inch tall. As a swift action, it can
be commanded by its owner to expand instantly to
its full size (and weight) and is fully serviceable to
the manufacturing needs of any metalsmith. As a
standard action, a pocket anvil may be thrown at
a target as an improvised weapon, expanding to
full size as it sails through the air. On a successful
hit, the enlarged anvil deals 5d6 + the wielder’s
Strength modifier in points of bludgeoning
damage. A pocket anvil can be reduced in size
once again on command.
CONSTRUCTION
Requirements Craft Wondrous Item, shrink
item; Cost 2,500 gp

INSTANT FORGE

Aura strong conjuration; CL 13th
Slot none; Price 36,000 gp; Weight /2 1b.
DESCRIPTION

This stone cube is small, but when activated by
speaking a command word it grows to form a full
blacksmithing forge 20-ft.-square and 20-ft.-high,
with a lit fire, steel anvil, and masterwork tools. A
craftsman utilizing the forge can create mundane
items in half the time normally required.

The stone walls extend five feet into the ground,
and have hardness 10 and 60 hit points per
5-ft.-square. If activated in a space it cannot fit,
it expands to the maximum possible size. The
structure has a small, simple wooden door that
opens only at the command of the owner of the
instant forge—even knock spells cannot open
the door, but it can be broken or burst through.
The instant forge can only be repaired through
mundane means or by a wish or miracle, which
restores 30 points of damage taken.
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The instant forge springs up in just 1 round, with
the door facing the speaker of the command word.
People and creatures nearby (except the owner)
must be careful not to be caught by the fortress’s
sudden growth. Anyone so caught takes s5dio
points of damage (Reflex DC 19 half). The instant
forge is returned to a stone cube by speaking a
second command word. It cannot be deactivated
unless it is empty.

CONSTRUCTION

Requirements Craft Wondrous Item, mage’s
magnificent mansion; Cost 18,000 gp

DWEORG SPELLS

School divination; Level bard 4

Casting Time 1 standard action

Components V, S, M (a diamond worth 400 gp
and blood of a creature)

Range touch

Target creature touched

Duration 1 day/caster level

Saving Throw Will negates (harmless); Spell
Resistance no

You call upon your dweorg ancestors to impart

some of the wisdom of your race onto the subject

about the race of the creature whose blood you

used as a material component. The target gains a

+6 circumstance bonus to Knowledge checks that

specifically pertain to the history and culture of the

creature whose blood was used in the spell.

CRITICALLY CURE KIN

School conjuration (healing); Level bard 4, cleric
4, druid 4, paladin 4
This spell functions as cure light wounds, but
when used to heal a creature with the same
type and subtype of the caster, it instead heals
4d10 points of damage + 1 point per caster level
(maximum +20) and when used to heal a creature
whose type and subtypes don’t match that of the

caster, it instead heals 4d6 + 1 point per caster
level (maximum +20). This spells deals damage to
undead in the same way (undead made from races
with the same type and subtype as the caster take
more damage, and undead made from other races
take less). A prepared critically cure kin cannot be
spontaneously turned into another cure spell or an
inflict wounds spell.

DWARVEN STEW

School conjuration; Level bard 1, druid 1
Casting Time 1 hour

Components V, S, M (vvor meat)

Range close (25 ft. + 5 ft./2 levels)

Target 16 oz. of stew

Duration instantaneous (see text)

Saving Throw Fortitude negates (harmless);

Spell Resistance no
Part of the casting of this spell requires cooking up
a stew and baking rolls (preferably vvor stew with
balak blood rolls). Dweorg often prepare dwarven
stew on special occasions to celebrate new allies or
welcome home traveling kin.

Dwarven stew has an amazing medicinal effect,
though it does not last long after being prepared.
A creature that consumes four ounces or more of
dwarven stew (a process that takes 10 rounds)
replenishes hit points at four times the normal rate
the next time they rest.

LIGHTLY CURE KIN

School conjuration (healing); Level bard 1, cleric
1, druid 1, paladin 1, ranger 2

Casting Time 1 standard action

Components V, S, M (talcum powder)

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will half (harmless); see text;
Spell Resistance yes (harmless); see text

This spell functions as cure light wounds, but

when used to heal creature with the same type and

subtype of the caster it instead heals 1d10 points of

damage + 1 point per caster level (maximum +5)




and when used to heal a creature whose type and
subtypes don’t match that of the caster, it instead
heals 1d6 + 1 point per caster level (maximum
+5). This spells deals damage to undead in the
same way (undead made from races with the same
type and subtype as the caster take more damage,
and undead made from other races take less). A
prepared lightly cure kin cannot be spontaneously
turned into another cure spell or an inflict wounds
spell.

MODERATELY CURE KIN

School conjuration (healing); Level bard 2, cleric
2, druid 2, paladin 2, ranger 3

This spell functions as cure moderate wounds,
but when used to heal a creature with the same
type and subtype of the caster it instead heals
2d10 points of damage + 1 point per caster level
(maximum +10) and when used to heal a non-
dwarf it instead heals 2d6 + 1 point per caster
level (maximum +10). This spells deals damage to
undead in the same way (undead made from races
with the same type and subtype as the caster take
more damage, and undead made from other races
take less). A prepared moderately cure kin cannot
be spontaneously turned into another cure spell or
an inflict wounds spell.

SERIOUSLY CURE KIN

School conjuration (healing); Level bard 3, cleric
3, druid 3, paladin 3, ranger 4

This spell functions as cure light wounds, but
when used to heal a creature with the same
type and subtype of the caster it instead heals
3d10 points of damage + 1 point per caster level
(maximum +15) and when used to heal a non-
dwarf it instead heals 3d6 + 1 point per caster
level (maximum +15). This spells deals damage to
undead in the same way (undead made from races
with the same type and subtype as the caster take
more damage, and undead made from other races
take less). A prepared seriously cure kin cannot be
spontaneously turned into another cure spell or an
inflict wounds spell.

FUNGLETS
Mushroom Treants of the Underworld
These are the children of the mushroom jungles of
the Underworld. They are true children of nature,
embracing the fungal forests they call home as
though each individual capped stalk growing in
the subterranean soil were a cousin or sibling.
Philosophers have come to believe that they are
the sentient expression of lush Underworld forests,
literally made for and by the mushrooms themselves.
While they are predominantly loners, a small society
of funglets have gathered in Dregharka’s Bayou, a
fungal jungle bordering the Forever Deep.

HISTORY

The fall of the Dracoprime in the Great Schism
presaged the arrival of the funglets in the mushroom
jungles below Aventyr, but their true origins are
disputed both amongst themselves and Underworld
scholars. They aren’t a particularly private or
xenophobic race, but their reverent worship of the
subterranean groves that birthed them keep the
funglets from traveling the breadth of the world, and
most folk who even know of the fungal men make no
distinction between their individual beliefs.

Fantasfunglets have deduced that they are the
natural evolution of mushroom life. Acting as the
historians of their race, they place phenomenal
value on reasoning and logical skills—all the
pertinent information at their disposal ultimately
concludes that while some catalyst may or may not
have been present at the time of their appearance
after the Great Schism, they all undeniably are
birthed by a fungal forest.

Audirefunglets believe they are vestiges of the
Dracoprime’s life force, carried to the mushroom
jungles by its blood. They refer to the massive
draconic idol as the Natural Force (NG, minor deity)
and refuse to recognize the claims made of its origin
with the Progenitors and their slaves. Instead they
personify it as a deity of their own image, a powerful
force that persists through each of them.




Maculosfunglets worship the oldest living thing
on the planet, the Honningsop Mushroom, as
their patron god and creator. Per their legends,
they were born within the enormous rhizomorphs
of Aventyr’s eldest organism, carried across the
Underworld to the many mushroom jungles that
fill its endless caves. Any trace of the Honningsop
is treated with even greater reverence by
maculosfunglets than their kin, but the Natural
Force sees their faith as equally worthy devotion.

However, they came to be, the funglets quickly
spread throughout the Underworld in the years
leading up to and after The Confluence. They have
become the wardens of nature beneath the surface
of Aventyr, respected by all for their services as
caretakers of the exotic, bountiful, mushroom
jungles that provide so many subterranean races
with means to survive the desperate environments.
Were it not for the funglets, the lush fungal forests
throughout the endless caves would never have
prospered into the enormous groves that dot
the Underworld today.

Physical Description: Funglets are a tall and
thin race, typically no shorter than 77 feet in height.
Despite their prodigious size, they are a slight
people and are rather weak given their stature.
There are three types of funglets, each patterned to
have different colors: the fantas are reddish-brown
in complexion (with darker spots), the audires are
colored much like a bright, sprouting flower and the
maculous are a light tannish brown, covered in off-
yellow spores. The eyes of these fungal giants are
hooded by the mushroom caps that comprise their
skulls, often casting shadows over their surprisingly
small mouths.

Society: In the past, funglets were largely very
lonesome creatures, tending to the groves of their
birth rather than their relationships with other
Underworlders. Now that The Confluence has
come to an end, some of the giant mushroom
men have taken to traveling away from the fungal
forests they call home and establishing relations
with races they previously ignored or gathering
together to form communities of their own. Their

tightly-knit settlements are seamlessly woven into
Underworld groves across Aventyr, typically in
burgeoning mushroom jungles being expanded
and tended to by the funglets.

Relations: The solitary lives led by their
ancestors have left the funglets rather at a loss
when dealing with other races of the Underworld.
They are rarely initially perceived as the gentle
giants they are, and they see the fear at their
prodigious height and ultimately become quite
apprehensive with others. Despite their poisonous
appearance, masculosfunglets are the most well-
liked variety, though the fantasfunglets are valued
repositories of knowledge and audirefunglets are
widely respected for their deep connection to the
natural world.

‘l a




Alignment and Religion: Overwhelmingly,
funglets are a race of Good-aligned creatures (a
true rarity in the Underworld), although there is
always the occasional, anomalous growth of an evil
funglet, they are uncommon at best. The Natural
Force is the principal god of funglets, worshipped
by each in their own way.

Adventurers: Funglets may be adventuring for
any number of reasons: to carry abundant spores
to new regions of the Underworld, seek out areas
recently reached by the Honningsop Mushroom or,
in the rare case their own grove has been destroyed
or overtaken, to establish a new fungal forest. They
are capable warriors of every stripe despite their
slow reflexes and lacking strength, but prove to be
truly potent spellcasters. Many of these mages or
holy mushrooms leave their homes inadvertently
on unintended rites of passage inspired by
hallucinogenic minerals found in locales known
only to their proudest shamans. Overall, however,
they are largely druids or rangers, though not
exclusively so.

Male Names: Bollet, Carssish, Ergan, Mraln,
Rork, Yawlohh

Female Names: Bidoa, Fettla, Helnaa, Lortta,
Solvi, Tallaa

FUNGLET SCALING ADVICE

The weird and novel funglets, taking the treant-
trope to another level, are generally a powerful
race, on par with the stronger planar races, but
hampered by their strange nature and weaknesses.

For grittier games: An easy way to make certain
funglet-builds significantly less powerful is to simply
make them Medium creatures. If desired, their
subtypes can thereafter be struck with a feat-tax.
Changing their type to humanoid (eliminating the
plant trait and its immunities) and providing a +2
bonus to saves to two things they’d usually be immune
to would help. Particularly the latter should make
them feasible for even the grittiest of campaigns.

For high-fantasy games: A simple operation
awaits you: Get rid of their vulnerability and
the drawback of their minesight. For truly epic

games, considering their Large size, increasing
the movement rate to 30 ft. does carry a power
upgrade with it as well— one that can be increased
via Fungal Lianas as a bonus feat.

FUNGLETS axo MUSHROOM JUNGLES

Previously they were quite sparse, but now
funglets are becoming a common sight in the fungal
forests of Aventyr. When entering a mushroom
jungle, a Knowledge (nature) check (DC 20 -
settlement’s size modifier x2) informs a traveler that
they near a settlement of the funglets. Signs of their
passing are ubiquitous to those that know them,
the giants tromping through the subterranean soil
and tending to the vast mushrooms that dominate
the regions they inhabit. Of all the Underworld
races, they are often perceived as the most kindly
and approachable; many survivors of Underworld
expeditions praise them highly for providing a
safe place to rest from the countless dangers of the
endless caves. Explorers ought to be wary, however;
myceloids have been known to enchant themselves
to appear as funglets to lure unsuspecting travelers
to their untimely deaths.

RACIAL SUBTYPES

Some funglets are from vastly different mushroom
jungles scattered across the Underworld. Depending
on where exactly they originated, a funglet might
have vulnerability to cold or electricity instead of
fire, at the GM’s discretion.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
funglets have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available to
all funglets who have the listed favored class, and
unless otherwise stated, the bonus applies each time
you select the listed favored class reward.

Alchemist: Add +Y2 point of acid damage to
the alchemist’s bombs. This bonus damage only
applies to the target of a direct hit.
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Barbarian: Add a +%2 bonus to Fortitude saves Cavalier: Add +1/3 natural armor to the mount
while raging. granted by the cavalier’s class ability.

Bard: Add one spell that affects plants from the Cleric: Add + 1/3 uses of channel energy that
bard spell list to the bard’s list of known spells. can exclusively affect plants. If the cleric channels
This spell must be of one level lower than the positive energy, these additional uses heal plants.
highest level spell the bard can cast. At the GM’s If the cleric channels negative energy, these uses
discretion, you may choose other nature-themed harm plants instead.
spells.

FUNGLET RACIAL STATISTICS

+2 Constitution, —2 Strength, —2 Dexterity and +2 to Intelligence, Wisdom, or Charisma
(see subtypes): Maculosfunglets are charismatic, fantasfunglets are intelligent and audirefunglets are
wise. All of them are hardy in body but slight in frame, and both their strength and reflexes suffer for it.

Funglet: Funglets are Large sized humanoids with the plant type.

Large: Funglets are Large sized (taking up a 10 ft. by 10 ft. square.) and gain a +1 size bonus to their
Combat Maneuver Bonus and Combat Maneuver Defense, but suffer a —1 to Armor Class and attack
rolls, and a —4 size penalty on Stealth checks.

Speed: Funglets have a base speed of 20 ft.

Reach: Funglets have a reach of 10 ft.

Minesight: Funglets have low-light vision and darkvision 9o ft., but are automatically dazzled in
bright light and take a —2 penalty on saving throws against spells and effects with the light descriptor.

Plant Traits: Funglets are immune to mind-affecting effects, paralysis, poison, polymorph, sleep and
stunning. They breathe and eat but don’t sleep (constantly absorbing nutrients through the earth and
very air).

Natural Armor: Funglets have tough layers of fungi that cover their bodies and receive a +1 natural
armor bonus.

Vulnerability: Funglets are quite flammable and are vulnerable to fire. They take half again as much
(50%) damage from fire, regardless of whether a saving throw is allowed or if the save is a success or
failure.

Languages: Funglets begin play speaking Common and Sylvan. Funglets with high Intelligence
scores can choose from the following list: Aklo, Dwarven, Elven, Terran, and Undercommon.

Subtypes:There are three different kinds of funglets.

Audirefunglets benefit from a continuous speak with plants effect and gain a +2 racial bonus +2
racial bonus to Wisdom.

Fantasfunglets increase their base speed to 30 feet and their natural armor bonus to +2, and receive
a +2 racial bonus to Intelligence.

Masculosfunglets increase their natural armor bonus to +2, gain a +2 racial bonus to Charisma,
and possess the toxic quality. The rhizomorphs within a masculosfunglets body are poisonous a
masculosfunglets can envenom a weapon that it wields with its toxic saliva or blood (using blood requires
the funglet to be injured when it uses this ability) a number of times per day equal to its Constitution
modifier (minimum 1/day). Applying venom in this way is a swift action.

Weakening Venom: Injury; save Fort DC 10 + 1/2 the funglet’s Hit Dice + the funglet’s Constitution
modifier; frequency 1/round for 6 rounds; effect 1d2 Str; cure 1 save.




Druid: Add +1/3 to the druid’s caster level when
casting spells from the mushroom domain.

Fighter: Add +1/3 to the fighter’s natural armor bonus.

Inquisitor: Add +1/3 to the inquisitor’s level
when determining the potency of abilities granted
by the mushroom domain. This does not grant
the inquisitor abilities earlier than they would
normally be able to access them, it only enhances
the existing domain abilities they already have.

Magus: Add +1/10 to attack rolls made while
standing on earth. Rock does not qualify.

Monk: Add +%2 to the monk’s CMB when
resisting a bull rush or trip.

Oracle: Add +1/3 to the oracle’s caster level
when determining the potency of abilities granted
by the life mystery. This does not grant the oracle
abilities earlier than they would normally be able to
access them, it only enhances the existing mystery-
based abilities they already have.

Paladin: Add +%2 to the paladin’s CMD when
resisting a disarm or sunder attempt.

Ranger: Add +1/5 to damage rolls made while
standing on earth. Rock does not qualify.

Rogue: Add +1/3 bonus damage to sneak attacks
against creatures of the plant type.

Sorcerer: Add +1/3 to the sorcerer’s caster level
when determining the potency of abilities granted
by the plant bloodline. This does not grant the
sorcerer abilities earlier than they would normally
be able to access them, it only enhances the existing
abilities they already have.

Stonespeaker: Learn +1/3 of a secret of
the stone of one level lower than the highest the
stonespeaker can access.

Summoner: Add +1/3 to the natural armor of
the summoner’s eidolon.

Witch: Add +1/5 witch hex.

Wizard: Learn one new spell with “plant” in its
name. This spell must be of at least one level lower
than the highest level spell the wizard can cast, but
does not have to be on the sorcerer/wizard spell
list. At the GM’s discretion, you may also earn
spells with an appropriate theme

PsS1LOCYBIST (PRESTIGE CLASS)
The wilds of the Underworld are not dominated
by trees, but mushrooms. Wardens of these

subterranean forests of fungi develop truly
unique relationships with these earthy growths,
utilizing their truest natural properties to achieve
remarkable mystical powers. While often quite
tame, in combat they are as explosive as their
enhanced illusions are powerful.

Role: The psilocybist is a potent spellcaster and
dangerous ranged combatant. Their enhanced
exploding caps give them a considerable edge at a
distance, becoming a deadly or devious tool as they
gain levels, and their hallucinatory trance ability
makes their illusion spells extremely effective.

Alignment: Psilocybists may be of any
alignment, although they tend to be Neutral.

Race: Many psilocybists are funglets—giant
mushroom men native to the fungal forests of the
Underworld. Still, the wilds beneath Aventyr have
found many other races to answer their call, and
there are no race restrictions on this prestige class.

Hit Die: d8.

Requirements
Skills: Knowledge (arcana) 5 ranks, Knowledge
(nature) 5 ranks.
Spells: Able to cast 2nd-level divine spells.
Domain: Must have the mushroom domain.

Class Skills

The psilocybist’s class skills are Bluff (Cha), Craft
(alchemy), Heal (Wis), Knowledge (arcana) (Int),
Knowledge (dungeoneering) (Int), Knowledge
(nature) (Int), Knowledge (religion) (Int),
Perception (Wis), Sense Motive (Wis), Spellcraft
(Int), Survival (Wis) and Use Magic Device (Cha).

Skill Ranks at Each Level: 2 + Int modifier.

Class Features
Weapon and Armor Proficiency: A
psilocybist gains no proficiency with any weapons
Or armor.
Domains: At 1st level, a psilocybist gains the
trickery domain and deception subdomain in
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Level Base Attack Fort Ref Will

Special

Spells per day

Fungal flurry, Spore

1st +0 +0 +0 +1 generation, trickery —
(deception) domain
Erd =5 LAY Halll.lcmatory caster1/  +1 level of divine spellcasting
day, imbue cap class
TS gl o +1 level of divine spellcasting
3rd +2 +1 41  +2 caps x2, root knowledge, class
poison resistance +2
4th +3 +1 41 +2 Hallucinatory caster 2/day +1 level of divine spellcasting class
Cap weaving, poison _
5th 3 22 *3 Lesistance +4
Halh.lcmatory caster 3/ +1 level of divine spellcasting
6th +4 +2 42 +3 day, improved explosive
class
caps x3, root knowledge
~7th +5 +2 +2 +4 Poison resistance +6 +1 level of divine spellcasting class
8th +6 +3 +3 +4 Hallucinatory caster 4/day +1 level of divine spellcasting class
Improved explosive cap
9oth +6 +3 43 +5 X4, poison immunity, —
root knowledge
Fungal phalanx 1/day,
hallucinatory caster +1 level of divine spellcasting
10th +7 +3 43  +5

5/day, mushroom

class

apotheosis 1/month

addition to any others he possesses. His psilocybist
levels stack with any other class levels for the
purposes of the trickery (deception) and mushroom
domain powers and gaining new domain abilities.

Spore Generation (Su): At 1st level, with
a wave of his hand, a psilocybist can cause
mushrooms to grow from nothing. These fungi are
harmless and common, but can serve as edible food
for one creature per class level. Additionally, the
psilocybist increases the daily maximum amount
of his exploding caps granted by the mushroom
domain by +2 for every class level.

Spells per Day: At the indicated levels, a
psilocybist gains new spells per day as if he had
also gained a level in a divine spellcasting class he
belonged to before adding the prestige class. He does
not, however, gain any other benefit a character of
that class would have gained, except for additional
spells per day and an increased effective level of

spellcasting. If a character had more than one divine
spellcasting class before becoming a psilocybist, he
must decide to which class he adds the new level for
purposes of determining spells per day.

Fungal Flurry (Ex): A psilocybist can, as a
full-round action, perform a full-attack attack with
exploding caps. During this attack, he can throw
two additional exploding caps at his highest attack
bonus, but all of his exploding cap attacks are made
at a —2 penalty, including the two extra attacks.

Hallucinatory Caster (Su): At 2nd level,
a psilocybist can consume hallucinogenic
mushrooms as a swift action to enter a psychoactive
state. Consuming a mushroom in this way does
not harm the psilocybist. When the mushroom
is consumed, the psilocybist gains a +2 bonus
to caster level and spell saving throw DCs when
casting spells of the illusion school for a number
of rounds equal to his class level. However, the




psilocybist suffers a —4 penalty to all Intelligence-
based skill checks and initiative for 1 hour after
consuming mushroom.

This ability can be used once per day at 2nd level,
and one additional time per day every two levels
thereafter (to a maximum of 5/day at 10th level).
The bonuses from multiple uses of this ability
are not cumulative, but all penalties stack. Any
resistance or immunity to poison the psilocybist
possesses does not apply to this ability.

Imbue Cap (Sp): At 2nd level, a psilocybist
gains the ability to store any personal or touch range
spell into a mushroom grown. Any creature may
then consume the cap as a standard action (similar
to a potion). The consuming creature becomes the
target of the spell’s effects (whether beneficial or
harmful). The psilocybist can only have a number of
spell levels imbued into caps in this manner at any
one time equal to his class level. For example, an 8th
level psilocybist could imbue two caps with 4th-level
spells or one cap with an 8th level spell. Creating an
imbued cap requires 1 minute of work. A single cap
can only contain one imbued spell. Once imbued, a
cap remains potent for 1 day.

Improved Explosive Caps (Su): At 3rd
level, the psilocybist deals an additional +1d6
force damage with the explosive caps ability of
the mushroom domain. This damage increases by
+1d6 at 5th level and every two levels thereafter (to
a maximum of +4d6 force damage at gth level).

Poison Resistance (Ex): At 3rd level, a
psilocybist gains a +2 bonus on all saving throws
against poison. This bonus increases to +4 at 5th
level, +6 at 7th level, and at gth level, a psilocybist
becomes completely immune to poison.

Root Knowledge (Ex): At 3rd level, the
psilocybist adds any one spell of the illusion school
to his divine spell list (so long that it is one level
lower than the highest available spell slot). He can
do this again at 6th- and gth-level.

Cap Weaving (Su): At s5th level, a psilocybist
learns how to lock divine power within fungal folds
and can combine up to two spells into a single
mushroom with the imbue cap ability.

Fungal Phalanx (Su): At 1oth level, the
psilocybist can rapid-grow mushroom golem
guardians once per day. This functions as the spell
wooden phalanx (see Pathfinder Roleplaying
Game: Ultimate Magic for details), except it
summons 1d2+1 mushroom golems without the
advanced creature simple template.

FUNGAL HULK (BARBARIAN)

Plants are fundamentally different from warm-
blooded species. The rage of the fungal hulks is a
slow and ponderous, but fearsome thing to behold
at they start growing and shedding plant matter,
covering all in their vicinity.

Verdant Path (Ex): Whenever the fungal hulk
rages, he starts shedding sticky fungal matter that
adheres to the floor or floats in the water behind
him. Whenever the fungal hulk moves while
raging, the last Constitution modifier + fungal hulk
level 5-ft.-squares (minimum 1) he passed become
difficult terrain. While the fungal hulk is raging,
he does not treat these spaces as difficult terrain.
The gooey train of fungal matter always follows
the movement of the fungal hulk. If the fungal
hulk ends his rage, the verdant path no longer
follows the fungal hulk and withers after a number
of rounds equal to his Constitution modifier. The
verdant path floats in water, neither sinking nor
rising. When used during flight, the fungal matter
falls to the floor. Creatures with the woodland
stride ability can move through this difficult
terrain without impairment. This replaces the fast
movement ability.

Hulk’s Rage (Ex): When raging, the mass of
a fungal hulk’s body greatly increases. The fungal
hulk takes a —2 penalty to his Dexterity score
while raging. However, a raging fungal hulk is
treated as a creature of one size category larger for
the purposes of any benefits of being larger, but
does not take any additional penalties due to an
increased size. These benefits do not stack with any
other spell or effect that increases a creature’s size.
The fungal hulk’s space and reach do not increase,
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and he cannot wield larger-sized weapons without
the normal penalties. This modifies rage.

Rage Powers (Ex): The following rage
powers are available for the fungal hulk.

Broadened Path (Ex): The shedding of fungal
matter spreads further. When raging, any squares
adjacent to a space the fungal hulk moves through
also become difficult terrain (per the verdant path
ability).

Clustered Shedding (Ex): Whenever the fungal
hulk hasn’t moved more than 5 ft. for 1 round while
raging, he may choose to have all squares within
40 ft. of the fungal hulk become difficult terrain
(per the verdant path ability). A fungal hulk must
have the broadened path rage power to select this
rage power.

Corrosive Path (Su): Acidic slime coats the
fungal matter of the fungal hulk’s verdant path.
Any creature attempting to move through difficult
terrain created by the verdant path ability takes 1d4
points of acid damage for each 5 feet of movement
through the area. A creature beginning its turn
within the difficult terrain takes 1d4 acid damage.
Creatures with the woodland stride ability can
move through the area without taking damage.
A fungal hulk must be at least 12th level before
selecting this rage power.

Entangling Path (Ex): Any creature attempting
to traverse difficult terrain created with the
verdant path ability must succeed a Reflex save
against DC 10 + 1/2 the fungal hulk’s class level
+ the fungal hulk’s Constitution modifier. On a
failure, the creature becomes entangled (as the
entangle spell). A fungal hulk must be at least 8th
level before selecting this rage power.

Forming Path (Ex): The fungal hulk exerts
control over his verdant path. As a move action, the
fungal hulk may direct his verdant path to move on
its own accord. He may move up to Constitution
modifier 5-ft.-squares of the verdant path up to
class level 5-ft.-squares each. The verdant path
still must form an uninterrupted line from its
end to the fungal hulk. All creatures that are in
a 5-ft.-square in the verdant path once the path’s

movement concludes immediately are subject to
the effects of the verdant path. A fungal hulk must
be at least 6th level to select this rage power.

Grapes of Wrath (Su): The Fungal Hulk can
focus the rampant growing power of his verdant
path and expend 3 rounds of rage as a standard
action to grow an explosive fruit from his body.
The fruit is treated as an alchemist bomb with an
effective alchemist class level equal to the fungal
hulk’s class level -3. The DC of the save against this
ability is 10 + 1/2 the fungal hulk’s class level + the
fungal hulk’s Constitution modifier. A fungal hulk
must be at least 6th level to select this rage power.

Grapes of Wrath, Alchemical (Su): Upon
choosing this rage power, a fungal hulk may
select an alchemist discovery that modifies bombs
to modify his grapes of wrath instead. For this
discovery, a fungal hulk has an effective alchemist
level that is equal to the fungal hulk’s class level -3.
A fungal hulk may take this rage power multiple
times, each time selecting a new alchemist
discovery. A fungal hulk must know the grapes of
wrath rage power to select this rage power.

Thorny Path (Ex): Razor-sharp fungal matter
sprouts from your verdant path. Any creature
attempting to move through the verdant path
takes 1d4 points of piercing damage for each 5
feet of movement through the area. Creatures
beginning their turn in a 5-ft.-square covered by
your verdant path also take damage. If a creature
takes 4 points of piercing damage from traversing
a square covered in such a thorny verdant path, it
must succeed a Fortitude saving throw against DC
10 + V2 the fungal hulk’s level + the fungal Hulk’s
Constitution modifier. On a failure, it reduces
the movement speed of the movement type used
to traverse the square by 5 ft., to a minimum of
5 ft., until it has received magical healing or until
it has been successfully treated with a Heal-check
against the DC of the ability.
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FUNGAL HULK (UNCHAINED

BARBARIAN ARCHETYPE)
Verdant Path (Ex): As the fungal hulk

barbarian archetype.

Hulk’s Rage (Ex): A fungal hulk’s rage is slow
and pondering. The fungal hulk’s bonus to attack
rolls is only +1 at 1st level. This increases to +2 with
the greater rage ability and 3 with the mighty rage
ability. However, a raging fungal hulk is treated as a
creature of one size category larger for the purposes of
any benefits of being larger, but he does not take any
additional penalties due to an increased size. These
benefits do not stack with any other spell or effect
that increases a creature’s size. The fungal hulk’s
space and reach do not increase and he cannot wield
larger-sized weapons without the normal penalties.
This modifies rage, greater rage, and mighty rage.

Rage Powers: The fungal hulk rage powers
can be used unaltered.

FUNGLET EQUIPMENT

Funglets have access to the following equipment.

Boletann
Underworld craftsman can craft mushroom
skins into thick sheets called boletann with which
they make numerous items, incorporating the
natural resource into both weapons and armor.
One Medium-sized mushroom produces enough
skin for a single suit of masterwork hide armor
for a Small-sized creature, as well as a masterwork
light or heavy shield. Armor made from boletann
grants its wearer damage reduction 1/slashing
if it’s light armor, DR 2/slashing if it’'s medium
armor, and DR 3/slashing if it’s heavy armor. The
wearer also gains acid resistance (2 for light armor,
4 for medium armor, and 6 for heavy armor).
Druids can wear boletann armor without penalty.
Weapons made from boletann (which can be
cured to provide a sharp blade or a hard-blunt
edge) remain slightly porous and can hold up to
three doses of poison. Boletann sheathes are sold
with the weapon (for half the weapon’s cost) and
can hold up to twelve doses of poison at a time.

When sheathed, a boletann weapon absorbs as
much poison as it can (doing so at a rate of one
dose per round).

Boletann weapons and armor cost two and a half
times as much as masterwork items of the same
type and creating them takes longer than ordinary
weapons and armor of that type. After calculating
the normal amount of time required to craft an item,
halve the crafter’s progress. Treating mushroom
skin to use for crafting purposes requires three
successful DC 24 Knowledge (nature) checks over
three days in addition to the normal crafting time.
Due to the delicate natural methods used in the
curing process only divine magics can enchant
boletann weapons and armor.

Boletann have 8 hit points per inch of thickness
and hardness 7. Most mushroom skins are between
an inch and two inches in thickness.

Funglet Cookie
Price: 50 gp; Weight: 1/2 |b.

These grey, but often lavishly frosted cakes
usually sport designs of fluorescent mushrooms,
underworld-bumblebees, or similar happy motifs.
They look positively delicious, but taste disgusting
to non-funglet creatures. Made of pressed and
baked guano, algae, mushrooms and decaying
materials, few others creature can stomach them.
Any non-funglet creature consuming one becomes
sickened for 1d4 rounds.

Funglets eating
-— N\.

a cookie feel
energized
and
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+2 alchemical bonus to natural AC for 1d4 minutes.
Eating a funglet cookie does not provide any proper
nutrients, and the funglet becomes fatigued from
hunger after the duration has elapsed. The funglet
remains fatigued until after consuming a proper meal.
Ifthe funglet is already fatigued, it becomes exhausted.

FUNGLET FEATS

Fungal Conversion
The power of the primordial mushrooms still
resonates within you, and you can perfectly assume
the shape of your fungus ancestors.
Prerequisites: Wis 15, , audirefunglet.
Benefit: You gain tree shape as an at-will spell-
like ability, save that you assume the shape and
form of a mushroom rather than a tree. Your caster
level equals your character level.

Fungal Lianas

You grow hanging strands of fungal growth that
writhe and grasp at your whim. They are not
terribly accurate, but allow you to manipulate
things slightly out of your reach

Prerequisites: Str 13, fantafunglet.

Benefits: Your fungal tendrils do not grant you
any benefits in combat, but you can handle small
objects (up to 15 lbs.) that are within your reach
+5 feet. Disable Device and Sleight of Hand checks
can be attempted with a —5 penalty.

Lengthened Lianas (Combat)
The whipping growths that extend from your body
have grown strong and resilient. The thicker cords
can now enwrap or distract your opponents.
Prerequisites: Dex 13, Str 15, Fungal Lianas,
fantafunglet.
Benefits: When making bull rush, grapple, and
trip combat maneuvers, add both your Strength and
Dexterity modifiers to your Combat Maneuver Bonus.

Poisonous Expulsion (Combat)

The control you exhibit over your toxic lifeblood is

impressive. Not only can you vomit forth streams

of your poison, you can expel it as a gas as well.
Prerequisites: Con 17, Vomit Poison, base

Benefit: At the cost of three doses of your daily
poison, you may execute a special area attack that
persists for a number of rounds equal to your
Constitution modifier. As a standard action, you
spray your poison, which functions as an inhaled
and contact poison in a 30-ft.-radius spread from
the center of the square(s) you occupy. Creatures
within those squares and those that travel into
or out of them must save against your poison.
Additionally, any non-funglet creatures have their
vision obscured within your poisonous cloud,
granting a 20% miss chance to all attacks due to
concealment (as the obscuring mist spell).

Terra Submersion

You're able to entirely disappear into the earth, despite
your prodigious size. So long as you stand on a patch
of dirt, you are never without a means of escape.

Prerequisites: Wis 13, base attack bonus +3,
audirefunglet.

Benefit: As a standard action, you may burrow
ten feet down into the earth. To do so you must
be on dirt, sand, or other easily dug soil. After
burrowing ten feet down, you can burrow no
further in any direction except returning to the
surface as a standard action. Gravel, sheet rock,
slate, and any harder substances prohibit the use
of this feat. This otherwise functions as total cover.

Spray Poison (Combat)
You're able to regurgitate the viscous fluids in
your body, projecting them at your enemies in a
dangerous, venomous spray.
Prerequisites: Con 15, maculosfunglet.
Benefits: At the cost of two doses of your daily
poison, you may make a special ranged touch
attack. As a standard action, you spew your poison
at one target within 20 feet. On a successful hit,
they must save against your poison as though it
was a contact poison.

attack bonus +6, maculosfunglet.
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FUNGLET MAGIC ITEMS

MYCELOSUITS

Aura varies; CL varies
Slot neck or body (see below); Price 29,000 gp

(audisuit), 11,000 gp (deposuit), 28,000 gp

(fantasuit), 82,000 gp (kekeljisuit), 48,000 gp

(lunarusuit), 62,000 gp (necrosuit), 42,500 gp

(pizmutisuit), 40,000 gp (sangresuit), 30,000

gp (scutumsuit), 32,500 gp (suffocasuit), 22,000

gp (sumulisuit), 24,000 gp (vidersuit); Weight

10 lbs.

Many of the mushrooms in the Fungi Forest have
special properties utilized in the practice of magic
but some spellcasters have mastered the art of
crafting fungal skins into powerful items known as
mycelosuits. On command, a mycelosuit spreads
around the user, occupying the body slot and
granting its benefits. The same command causes it
to recede into an amulet or medallion. Mycelosuits
only grant their listed benefits and penalties while
occupying the body slot. The type of mushroom
used to create the mycelosuit indicates what
abilities it grants.

When activated, a mycelosuit covers the
wearer (and their equipment) from head to toe,
but allows them to breathe and eat normally.
Every mycelosuit grants the wearer a minimum
enhancement bonus to natural armor bonus of
+1, but also inflicts a —2 penalty to Perception
checks. The skin is connected to the user in a
primal fashion and recedes appropriately when
access to equipment or parts of the body is needed.
Held items or those specifically excluded are not
covered by a mycelosuit. Only one mycelosuit can
be worn at a time. These bizarre magical items are
off-putting and exotic to surface dwellers and any
Bluff or Diplomacy checks made while wearing a
mycelosuit suffer a —4 circumstance penalty.

» Audisuit: Thousands of small frills and
miniature tendrils flow and probe around
the wearer of one of these mycelosuits,
granting them 30-foot blindsense. Moderate

transmutation; CL 6th; Craft Wondrous Item,
funnel fungi caps (audire boletus), blindsight.
Deposuit: A creature wearing one of these
mycelosuits is immune to diseases of all
kinds (including magical diseases). Moderate
conjuration; CL 6th; Craft Wondrous Item,
glistening-saucer caps (glaucan-deporphus),
remove disease.

Fantasuit: As a free action for 6 rounds per
day, the wearer can use anchoring vines to gain
a climb speed equal to their land speed, and a
+6 bonus on Acrobatics skill checks. Moderate
transmutation; CL 6th; Brachiation, Craft
Wondrous Item, peaceful giant mushroom
(fantafungi).

Kekel’jisuit: The restorative powers of this
mycelosuit’s base material grant its wearer
fast healing 1. Strong conjuration; CL 12th;
Craft Wondrous Item, fountain of the gods
stem (kekel’ji), cure critical wounds.
Lunarusuit: This mycelosuit grants the
wearer a fly speed (as the fly spell) except
their maneuverability is perfect. Moderate
transmutation; CL 8th; Craft Wondrous Item,
moon child caps and stems (lunarae), fly.
Necrosuit: The wearer of this mycelosuit is
immune to negative energy damage. However,
any hit points the wearer would heal from
positive energy is halved. Strong necromancy;
CL 13th; Craft Wondrous Item, necroshroom
(mortem diasporous), enervation.
Pizmutisuit: The warer one of these
mycelosuits gains immunity to poison and
disease. Additionally, they poison touched foes
as the poison spell 3/day (Fortitude DC 16).
Strong necromancy; CL 9th; Craft Wondrous
Item, poison-pods (pismutiaas), poison.
Sangresuit: When active, this mycelosuit
grants the wearer the benefits of the
nondetection spell. On command the wearer
can protect themselves from divination as the
detect scrying spell once per week. Moderate
divination; CL 9th; Craft Wondrous Item,
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tiger blood caps (sangre-tigre), nondetection,
detect scrying.

« Scutumsuit: These mycelosuits are made
from the dense caps of the scutum boletus
(shield mushroom) and provide the wearer
with an enhancement bonus to natural
armor of +3. Strong transmutation; CL 12th;
Craft Wondrous Item, shield mushroom cap
(scutum boletus), barkskin.

+ Suffocasuit: Creatures wearing one of
these mycelosuits gain poison immunity
and becomes immune to diseases of all
kinds. Moderate conjuration; CL 6th; Craft
Wondrous Item, poisonpuff caps (suffocatio),
restoration.

« Sumulisuit: This mycelosuit grants its
wearer an additional 5-ft. of reach. Moderate
transmutation; CL 6th; Craft Wondrous Item,
meaty mushroom caps (sumulis-tangrielis),
enlarge person.

 Vidersuit: This mycelosuit filters the light
reachingthe wearer’s eyes, granting darkvision
60 ft.oradding 60 ft. to any existing darkvision.
Tendrils of fungi constantly probe the earth
and stone the wearer stands on, granting them
the stonecunning dwarven racial ability. If
they already have stonecunning, the bonuses
increase to +4. Moderate transmutation;
CL 6th; Craft Wondrous Item, twilight caps
(videre spongos), creator must be a dwarf.

CONSTRUCTION
Requirements Craft Wondrous Item, additional
feats and spells; Cost 5,500 gp (deposuit),

11,000 gp (sumulisuit), 12,000 gp (vidersuit),

14,000 gp (fantasuit), 14,500 gp (audisuit),

15,000 gp (scutumsuit), 16,250 gp (suffocasuit),

20,000 gp (sangresuit), 21,250 gp (pizmutisuit),

24,000 gp (lunarusuit), 31,000 gp (necrosuit),

41,000 gp (kekeljisuit)

FUNGLET SPELLS

Mushroom Domain
Some subterraneanraces find solace in the forests
of fungi that pervade the Underworld. Clerics and
druids might discover empowerment through
mushrooms, developing abilities reflecting a deep
devotion to these (sometimes) benign lifeforms.

Granted Powers: Your phenomenal
understanding of fungi allows you to interact with
mushrooms in a primal method unavailable to
most practitioners of magic.

Explosive Caps (Su): As a standard action, you
can throw an explosive mushroom cap, targeting
any foe with it as a thrown weapon with a range
increment of 20 feet. Explosive caps are a ranged
touch attack dealing 1d6 points of force damage +
1 point for every two cleric levels you possess on a
successful hit. You can use this ability a number of
times per day equal to 3 + your Wisdom modifier.

Fungal Freerider (Su): At 8th level, you gain the
ability to step into a mushroom as a standard action,
magically infusing yourself with the fungus. Once
within the mushroom, as a full-round action you (and
any worn or carried equipment) can teleport from
that particular mushroom to another mushroom
within 50 feet per cleric level. The mushrooms
you enter and exit from must be of the same type,
must be alive, and must have a volume equal to or
greater than yours (or greater). By moving into an
audire boletus (for example), you instantly know the
location of all other audire boletus within teleport
range and may choose whether you want to pass into
one or simply step back out of the mushroom you
moved into. You can use this ability once per day at
8th level, and one additional time per day for every
four cleric levels beyond 8th.

Domain Spells: 1st—medicinal mushrooms,
and—peripheral fungi, 3rd—fungal
infestation”™, 4th—mushroom mount, s5th—
carnivorous mushroom, 6th—fungalcitride,
7th—spores of madness, 8th—fungus amongus,
9th—mushroom apotheosis.




MEDICINAL MUSHROOMS

School transmutation; Level druid 1

Casting Time 1 standard action

Components V, S, M (mushrooms), DF

Range touch

Target 2d4 fresh mushroom caps touched
Duration 1/day level

Saving Throw none; Spell Resistance yes
Casting medicinal mushrooms makes 2d4 ounces
of freshly picked fungus caps magical. You can
immediately discern which mushrooms are
affected. A Medium-sized creature can consume
up to five ounces of medicinal mushrooms as a
standard action. Each transmuted mushroom
provides nourishment as if it were a normal meal
for a Medium-sized creature. The caps also cure
negative conditions if enough ounces are consumed
at once. A Medium-sized creature gains no benefit
from eating more than 8 ounces of medicinal
mushrooms in a day); nauseated (5 0z.), shaken (2
0z.), sickened (4 oz.), staggered (3 oz.). Amounts
listed are not cumulative, thus to alleviate both
sickened and staggered conditions one must eat
a total of 7 oz. of mushroom. If a creature suffers
from multiple conditions, those that require the
most ounces to cure are healed first.

FIBER SHAPE

School transmutation; Level druid 2

Casting Time 1 standard action

Components V, S, M (piece of wood), DF

Range touch

Effect one touched piece of wood no larger than
20 cubic ft. + 2 cubic ft./level

Duration instantaneous

Saving Throw Will negates (object); Spell
Resistance Yes (object)

Fiber shape enables you to form a mound of molds,

mushrooms, or toadstools into any shape that

suits your purpose. While it is possible to make

crude coffers, doors, and so forth, fine detail isn’t

possible. There is a 30% chance that any shape that

includes moving parts simply doesn’t work.

PERIPHERAL FUNGI

School transmutation; Level druid 2
Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 round/level (D)

Calling upon the primal power of fungus, you grow
miniature audire boletus (see the Funneling Fungi
entry elsewhere in this book) around your ears. For
the duration, you gain a +1 bonus to Perception
checks for every four caster levels and additionally
and immunity to flanking. Additionally, you gain
blindsense with a range of 10 feet. Should you
move five feet from this square, the range of the
blindsense ability reduces to 5 feet. After moving
10 feet or more from the square where the spell
was cast you lose the blindsense ability but not the
other benefits of the spell.

MUSHROOM MOUNT

School transmutation; Level druid 4
Casting Time 1 standard action
Components V, S, M (mushroom)
Range close (25 ft. + 5 ft./2 levels)
Target one Large-sized mushroom
Duration 10 minutes/level (D)
Saving Throw none; Spell Resistance no
You enchant a benign, unintelligent mushroom
of Large size or smaller, causing the fungus to
animate and uproot for you (and only you) to
use as a mount. The mushroom forms naturally
shaped grooves in place of a saddle, and obeys
your telepathic commands. The mount is AC 20
(+10 natural armor, +1 Dex, —1 size) and has 10 hit
points +1 hit point per caster level. If it loses all
its hit points, the spell ends. The mount cannot be
tripped, and has a CMD of 20 + your caster level.
The mushroom mount may take a 20 on Stealth
checks to hide in plain sight as a giant mushroom
(per the freeze ability).

While mounted, you can choose to merge with
the mushroom as a standard action. While merged,

iy
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you cannot be targeted by any attack or effect,
which instead targets your mushroom mount.
Any damage dealt to the mushroom beyond
its maximum hit points is transferred to you.
While merged, you can sense your surroundings
normally, but can take no actions beyond directing
the mushroom mount.

CARNIVOROUS MUSHROOM

School transmutation; Level druid 5

Casting Time 1 standard action

Components V, S, M (drops of blood from two
different types of creatures), DF

Range medium (100 ft. + 10 ft./level)

Target one Medium-sized or larger intelligent
mushroom

Duration 1 minute/level (D)

Saving Throw none; Spell Resistance no

When cast on an intelligent mushroom (or one

under the effects of the mushroom mount spell)

the target grow teeth and a carnivorous appetite. It

gains a bite attack (1d6 for Medium-sized, 1d10 for

Large-sized, and 2d6 for Huge-sized mushrooms)

with a bonus to hit equal to caster level plus

your Wisdom modifier. On a successful hit, the

mushrooms may make a free grapple attempt

with a CMB equal to your caster level + Wisdom

modifier. When one of these mushrooms maintains

a grapple for more than one round, the grappled

foe is subject russet mold effect ( Fortitude DC 15

negates).

Mushrooms under the effects of this spell remain
enchanted until they have been dealt an amount
of damage equal to twice your caster level or the
duration ends. If cast on a mushroom mount,
these hit points stack. Additionally, if cast on only
a single mushroom mount, increase the duration
of the spell effect to 10 minutes per level.

FUNGALTRICIDE

School conjuration (creation); Level druid 6
Casting Time 1 standard action
Components V, S, M (2-ft. length of fungal
liana), DF
Range close (25 ft. + 5 ft./2 levels)
Area 30-foot radius spread
Duration 1 round/level (D)
Saving Throw none; Spell Resistance no
Huge-sized mushrooms sprout from the ground
in a 30-foot radius burst and attempt to consume
any nearby sentient creatures as the swallow whole
ability. Every creature within the area of the spell isthe
target of a combat maneuver check made to grapple
each round at the beginning of your turn, including
the round that fungaltricide is cast. Creatures
that enter the area of effect are also automatically
attacked. The mushrooms do not provoke attacks
of opportunity. When determining the mushrooms’
CMB, the mushrooms use your caster level as their
base attack bonus and receive a +5 bonus due to their
Strength and a +4 size bonus. Roll only once for the
entire spell effect each round and apply the result to
all creatures in the affected area.

If the mushrooms succeed in grappling a creature,
that foe takes 1d8+5 points of damage. Grappled
opponents cannot move without first breaking the
grapple. If the mushroom succeeds pinning a foe, it
swallows its opponent, and the opponent takes bite
damage (and keeps the grappled condition) each
round until freed. Once a creature has been swallowed,
the five-foot square they occupied automatically stops
attacking anyone that enters or exits it.

A swallowed creature can attempt to cut its way
out with any light slashing or piercing weapon
(the amount of cutting damage required to get
free is equal to twice your caster level), or it can
just escape the grapple. The Armor Class of the
mushrooms’ interior is 15. If a creature cuts its
way out, the spell effect ends in that square. The
exterior of the mushrooms created by this spell
cannot be damaged, but they can be dispelled as
normal. The entire area of effect is considered
difficult terrain while the fungalcitride persists.




IRONFIBER

School transmutation; Level druid 7

Casting Time 1 standard action

Components V, S, M (molds, mushrooms, or
toadstools)

Range o ft.

Effect fungus, such as molds, mushrooms or
toadstool (or similar) object, weighing up to 10
Ib./level

Duration 1 day/level
Saving Throw none; Spell Resistance no
You create ironfiber, a magical substance from
normal molds, mushrooms or toadstools. While
remaining naturally fibrous in almost every way,
ironfiber is as strong, heavy, and as resistant to
fire as steel. Spells that affect metal or iron do not
function on ironfiber. Spells that affect plants do
affect ironfiber, although ironfiber does not burn.
Using this spell with fiber shape or a plant-related
Craft check, you can fashion fibrous items that
function as steel items. Thus, fibrous plate armor
and fibrous swords can be created that are as
durable as their normal steel counterparts. These
items are freely usable by druids. Fey creatures
frequently use them as well.

Further, if you make only half as much ironfiber
as the spell would normally allow, any weapon,
shield, or suit of armor so created is treated as a
magic item with a +1 enchantment bonus on attack
and damage rolls.

SPORES OF MADNESS

School conjuration (creation); Level druid 7

Casting Time 1 full-round action

Components V, S

Range medium (100 ft. + 10 ft./level)

Effect fog spreads in a 20-ft.-radius, 20-ft. high

Duration 1 min./level

Saving Throw Fortitude partial; Will partial; see
text; Spell Resistance no

You release thousands of spores from the aether,

coating the initial area of effect with fungus before

moving away from you at 10 feet per round, rolling
along the surface of the ground.

Spores of madness simultaneously functions
as the cloudkill spell. Creatures surviving the
poisonous vapors must succeed on a Will save or
become confused (as the confusion spell). Each
round of exposure requires both a Fortitude and
Will save to resist. The confusion effect affects
creatures immune to enchantments and mind-
affecting affects, but the creature gains a +5
circumstance bonus to their Will saving throws.

FUNGUS AMONGUS

School transmutation (polymorph); Level druid
8
Casting Time 1 standard action
Components V, S, M (vegepygmy toe), DF
Range medium (100 ft. + 10 ft./2 levels)
Area 80-foot radius
Duration 1 minute/level (see text)
Saving Throw Fortitude negates;
Resistance no
Any Medium-sized or larger corpse within range
instantly bursts open with 1d4+1 vegepygmies
emerging. If a Medium-sized or larger creature is
dying due to hit point damage, they are permitted a
Fortitude save to negate this effect. On a failed save,
they die, and burst open creating vegepygmies.
These vegepygmies are under your control as
though they were conjured by a summon monster
spell for the duration. They do not disappear
at the end of this spell, but no longer obey your
commands. You can have no more than twice
the total of your character level + your Charisma
modifier HD vegepymies created by this spell
in existence at any given point. If the resulting
vegepygmies would exceed this limit, the spell
automatically fails. A creature killed or a corpse
affected by this spell cannot be resurrected by the
raise dead spell.

Spell
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MUSHROOM APOTHEOSIS

School conjuration (creation); Level druid 9
Casting Time 1 minute

Components V, S

Range long (400 ft. + 40 ft./level)
Area 250-foot radius burst ‘,
Duration instantaneous

Saving Throw none; Spell Resistance no

You cover the area with mushrooms of every
variety (at least two instances of each type). Roll
on the table below (a number of times equal to
caster level) to determine which types dominate
the spread of mushrooms created by this spell
(multiply caster level by 7 to determine how
approximately many five-foot squares of each kind
are generated).

Type of Common Rarity dioo ‘
Mushroom Name _
Videre Twilight Common  1-12
spongos caps
Fantafungi Peaceful Common 13-24
giant
Glaucan- Glistening- Common 25-36
deporphus saucer
Scutum Shield Common 3747
boletus mushroom
Suffocatio  Poisonpuff Uncommon 48-57
Kekelji Fountain of Uncommon 58-67
the gods
Audire The funnel Uncommon 68-77
boletus fungi
Sumulis- Meaty Rare 78-85
tangrielis  mushroom
Pizmutiaas Poison-pods Very Rare 86-89
Mortem  Necroshroom Very Rare 90-93
diasporus
Sangre-tigre Tiger blood Very Rare 94-97

Lunarae

Moon child

Legendary
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Name: Audire Boletus “The Funneling Fungi”
Location: Fungi Forest
Frequency: Uncommon
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist), or
Craft (alchemy) DC 22
Information: These exotic mushrooms can be
the size of a child’s finger in the quieter chambers
of the Underworld and several stories tall in the
most cacophonous caves. Audire boletus subsist
on sound as much as they do the nutrients that
most mushrooms thrive on and when introduced
to an environment with sufficient aural activity
they prove to be a vital resource to subterranean
humanoids. Underworld rangers plant these
mushrooms in hidden areas of caves they frequent,
using their growth as an indicator of how much
traffic the chambers have seen in their absence
and legends tell of a team of devoted dwarves
that utilized Funneling fungi to avoid a siege of
their patron city. Anyone standing directly under
the cap of a huge funneling fungi receives a +10
circumstance bonus to hearing-based Perception
checks made to hear a noise as the runnels within
the inverted cap subtly shift at the introduction of
new sounds to its environment. This bonus is reduced
to +7 for Large-sized mushrooms and
+5 for Medium-sized mushrooms.
Smaller varieties do not
provide any bonus.
2 When these unique
mushrooms are
successfully harvested,
they may be used
in conjunction with
spell components
for sound blast and
other sonic-based
energy damage
spells to increase
the damage die of
the spell by one

step or increase the DC to resist its effects by 2. The

latter option is also applicable to the construction

of thunderstones.

Name: Fantafungus “Peaceful Giant”

Location: Fungi Forest

Frequency: Common

Successful harvest and use: Climb DC 20/30
(ascend/cap); Knowledge (nature), Profession
(horticulturist, botanist, lumberjack) or Craft
(alchemy) DC 20

Information: Dubbed “treeshrooms” by visiting

surface-dwellers, these giant mushrooms are

common throughout the Fungi Forest and tower

high above the heads of most creatures dwelling

here. Growing an incredible 1-2 feet per day until

reaching maturity (50-60 feet in height), these

mushrooms make for an excellent renewable

resource for the humanoid residents of the forest.

They are generally cut down when they reach half-

maturity before being formed into planks to be

dried by the locals. Once dry, the boards created
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from these mushrooms are as strong as the wood
of a cedar tree but with the flexibility of bamboo.
Many of the homes and various structures found
throughout the Fungi Forest are made using this
material. It is also surprisingly resistant to fire and
only takes damage if a strong and consistent source
of flame (such as an alchemist’s fire) is applied to
the same area for more than six consecutive rounds
(inflicting a minimum of 6 points of fire damage
each round). Climbing these mushrooms is possible
but ascending to the cap can be quite difficult and in
most cases climbing equipment is required.
Name: Glaucan-Deporphus or “Glistening-Saucer”
Location: Kombucha Ponds

Frequency: Common

Information: These contain some of the same
good bacteria present in kombucha, but eating this
mushroom provides different benefits due to the
digestive process the microorganisms go through
after the fungi absorbs it. Eating a 1-ounce serving
of these fungi raw begins the healing process for
any existing natural infection or disease allowing
the creature to make an additional saving throw
with a +2 circumstance bonus on the check. If
the same serving size is cooked it reduces to 1/2
ounce once the moisture is removed and loses
these bonuses. Local dwarves and gnomes create a
cooked or dried variety as a digestive aid and this
has been known to help prevent or treat nausea,
granting a +1 bonus to any saves against effects
causing the nauseated condition.

Name: Kekel'Ji
“Fountain of the
Gods”

Location: Jungle

Frequency:
Uncommon

Successful
harvest and use: g
Knowledge (nature), S
Profession -
(horticulturist,
botanist) or Craft
(alchemy) DC 30

Information: While |
a common mushroom
within the jungle, the
Kekel’Ji holds a secret
ingredient used in
many healing potions
(despite how difficult
it is to harness). The
cap of the fungi is hollow and typically holds
between 1-4 gallons of water depending upon the
size of the mushroom. The water, while seemingly
normal and quite clean, it is infused with powerful
vitamins and minerals deposited and refined by
the mushroom (which are recycled each time it
empties its core water). If one gallon of this water
is distilled and combined with a potion during
the creation process that heals hit point damage,
it doubles the normal hit point damage healed by
the potion.

Name: Lunarae “Moon Child”

Location: Scattered

Frequency: Legendary

Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist), or
Craft (alchemy) DC 20

Information: Long ago a Lunarae fungus spore

came to this planet from the moon, carried into the

atmosphere on the back of a giant meteorite. The
surprisingly tough fungi survived the impact and
the spores took hold but struggled in the Surface
environment. As time went on the Lunarae spores




eventually made their way into the Underworld
where the environment was more suitable to
their needs. While Lunarae mushrooms grow
heartily within the Fungi Forest, they are very rare.
Generally growing in groups of 1-4 mushrooms
with a larger “moon mother”, they are considered
so scarce that even the residents of the forest
themselves have only had the pleasure of glimpsing
a “moon child” once or twice in their lives. Lunarae
mushrooms are imbued with lunar power and
the “moon mother” mushroom watches over the
small fungi, bathing them in a soft blue glow and
exercising a small field of gravity which stabilizes
the surrounding environment. Once per week a
“moon mother” may let out a gravity blast which
strikes everything surrounding the mushroom
group with 4d6 force damage (Reflex DC 15 for
half damage). Remains of creatures attempting
to damage or eat the mushrooms are generally
found in the nearby vicinity, tipping off would be
intruders of the danger.

If the glowing blue gills of the “moon mother”
are picked and distilled in alcohol for a period of
1d4+4 weeks by a character with the Brew Potion
feat a potion is created which gives the drinker the
ability to channel a reverse gravity effect once
during the next 24 hours (identical to the spell; the
user’s caster level is equal to their hit die).

Additionally, they gain
the benefits of arcane
sight (the user’s
caster level is equal
to their hit die) for
1—2 hours depending
upon the ability of the
alchemist crafting the
potion (untrained
versus trained).
Name: Mortem
Diasporus
“Necroshroom”
Location: Ruins of
the Rift
Frequency: Very
Rare
Successful
harvest and
use: Knowledge
(nature), Profession
(horticulturist,
botanist) or Craft
(alchemy)DC 29
Information: Few speak of the dreaded
Necroshroom for fear that the very utterance of
its name might draw the netherworldly spores of
the fungus to the speaker to grow and kill. These
are folktales and myths told tithe children of kind
races in the Underworld and the legends are vastly
over-exaggerated. A necroshroom is just as morbid
as the stories tell, but rarely seek out victims from
which to gestate. Necroshrooms are an aberration
in the Underworld and would not exist naturally
were it not for meddling spellcasters. Sometimes
when a more mundane fungus is accidentally
(or intentionally) targeted by magic steeped in
negative energy, the mycelium grows a fondness
for the necromantic force and begins to draw the
ambient negative energy from the atmosphere
around it (some studies show that the reach of
the greatest Necroshrooms can be numbered in
miles).Whenever a positive energy effect is used
within 30 feet of a Necroshroom, increase the die
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by one step; for negative energy effects, reduce
the die by one step. Necromancers and evil clerics
alike seek out Mortem Diasporus to harvest its
negatively-infused stocks and caps. When a dried
ounce of Necroshroom is used as a component for
a negative energy spell, the DC to resist its effects
increases by 2; if consumed, the subject suffers the
effects of an enervation spell (CL 11th) should they
fail a DC 19 Fortitude save.
Name: Pizmutiaas “Poison-Pods”
Location: Scattered
Frequency: Very Rare
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist),
or Craft (alchemy) DC 35
Information: The globule spores of this fungus
fill up with a liquid vapor and then separate from
the mother plant, floating throughout caves on
Underworld drafts. After landing they grow another
mother plant in 45-90 days and this new plant
begins producing spores 10-20 days later. Floating
globules of gas erupt from popped spores and

immediately

change into

a liquid

vapor when
exposed to
oxygen. When
inhaled, this
vapor causes

a violent
reaction, dealing
1d6+1 damage
per round and
is nauseated

for 1d4 rounds.
O For the next
1d2 days, the
creature finds
excessive
activity difficult
and functions as
if having the

fatigued condition. The fatigued condition cannot
be recovered naturally through rest. A successful
DC 17 Fortitude save reduces the damage to 1d4
per round for the duration, prevents the nausea,
and the fatigue. Bottling this liquid vapor is nearly
impossible but if one can harness it, they may use
it to inflict the poison-pod’s effects. This otherwise
functions as an acid flask but with no splash effect.
Name: Sangre-Tigre “Tiger Blood”
Location: Jungle
Frequency: Very Rare
Successful harvest
and use: Knowledge
(nature), Profession
(horticulturist,
botanist), or Craft
(alchemy) DC 35.
Information: A pool of
crimson liquid forms on
the top of this mushroom
with the consistency and
smell of blood. This is a
natural attractant formed
by the fungus to beckon
forth various carnivorous
creatures. If they attempt
to eat or drink a part
of the mushroom, they
take a number of spores
with them. These spores
mature in the belly of
the creature and grow
to twice their size before being excreted from the
body with normal solid waste 2d20+20 days later.
There is a 5% cumulative chance per ounce of liquid
consumed or mushroom eaten that one of the
spores gets trapped in the digestive tract, doubling
in size every 20 days. After two to three months
the intestines swell and finally burst, causing the
creature to die from toxicity unless the fungus is
surgically removed, requiring a DC 30 Heal check
and each attempt dealing 1d6 damage.
Secret Lore: These mushrooms are used
by only the eldest drow matrons in ritualistic
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sacrifices where the blood of an enemy is joined
with the liquid produced by these fungi. They then
force one of their own children to drink the blood,
after which they slit their throat and drain their
life essence into a scrying pool. This pool allows
the matrons to see the most likely potential future
when using the pool as a focus for the scrying or
greater scrying spells for 1 day.
Name: Scutum Boletus or “Shield Mushroom”
Location: Fungi Forest
Frequency: Common
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist), or
Craft (alchemy) DC 20
Information: The residents of the Fungi Forest
find many uses for the caps of these mushrooms,
often converting them into makeshift umbrellas
(or hats) to keep dry while walking under waterfalls
from Underworld cured to be used as shields.
Finally, they may be shredded, treated with
kombucha, and fermented to make a tea which
when consumed provides hallucinogenic properties
to the user for 1d4 hours. These hallucinations are
intense and sometimes (5% cumulative chance per
ounce imbibed) result in an individual temporarily

losing their sanity and wildly attacking their kin or
companions. A DC 15 Fortitude save negates the
temporary insanity.
Name: Suffocatio “Poisonpuft”
Location: The Rift, Ruins of the Rift
Frequency: Uncommon
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist), or
Craft (alchemy) DC 25.
Information: The suffocatio is an extremely
dangerous and volatile fungus, and the slightest
tap or vibration expels a cloud of poisonous spores
from the bloated puffball. Inhaling this poison is
nearly fatal for most creatures, and often bones
and partially rotted corpses litter the ground near
poisonpuffs. Suffocatio fungi grow in groups (of
2d4+2) and are found scattered throughout the
ruins near the Rift as well as the walls and interior
of the region itself, making climbing into or out of
the huge canyon a suicidal effort for those unable
to avoid the toxic fungus. Once expelled, a cloud
of these spores fills a 20-ft.-radius that spreads an
additional 20 feet out each round for two rounds.
The spores persist for 1d4+4 rounds. Anyone within
the cloud must succeed on a DC 20 Fortitude save
or gain the sickened condition and begin suffocating
until they are able to breathe freely outside of the




spores. On a successful save, the character is
not sickened and manages to hold their breath.
However, the creature must attempt a new save if
they take a breath within the cloud of spores.
Name: Sumulis-Tangrielis “Meaty Mushroom”
Location: Ruins of the Rift
Frequency: Rare
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist), or
Craft (alchemy) DC 10
Information: These mushrooms are quite
edible, and are delicious whether raw or cooked.
Considered a delicacy of the Fungi Forest, all
manner of creatures may be encountered around
these mushrooms like Surface beasts huddled
around a waterhole. Those that consume at least
5 ounces of this fungus gain a +1 circumstance
bonus to Fortitude saves for 24 hours, but an
urge to eat more of these mushrooms when the
opportunity presents itself, requiring a DC 12 Will
save to negate. On a successful save, the creature
no longer feels the urge.

Name: Videre Spongos “Twilight Caps”
Location: Entrance/Exit
Frequency: Common
Successful harvest and wuse: Knowledge
(nature), Profession (horticulturist, botanist) or
Craft (alchemy) DC12
Information: These mushrooms can be found
throughout the Underworld, but always grow
relatively close to the surface, thriving on the lighter
gases denied to subterranean caverns. They are
edible and long-term consumption of twilight caps
(at least an ounce a day across three days), granting
low-light vision and light-sensitivity. This abilities
persist until 24 hours after an ounce of twilight caps
are consumed. When the mushroom is used as a
spell component for the keen senses spell or any
other transmutation spell that grants bonuses to
Perception, increase the bonus granted by 50%.




GITWERC

These kings of the Underworld live in the deepest,
darkest caves far below the surface of Aventyr.
Surrounded by hot, bubbling lava and sulfur vents,
their rule near the depths of Hel is undisputed.
Little to nothing is known of these rare dwarves,
and those that dare travel to their lands rarely
return. Spoken of in only legend, the gitwerc are
rumored to have dark dealings with devils, using
souls as currency. Living so close to Hel, they are
foul creatures one and all, turned fiendish by their
infernal associations. They are both feared and
hated by all their dwarven kin, and many surface-
dwellers are quick to immediately brand them
devils. They are sneaking, scheming creatures and
while nearly all of them are evil, it is well known
that when they forge a pact they will uphold it
(although these are rarely with anyone other than
dark and powerful beings).

HISTORY

During the Forging of the Dvergr, the gitwerc
shunned the gods’ meddling and traveled down to
the very core of the world of Aventyr. Only devils
lived in this hellish realm, powerful beings as old
as time with malevolent intent. The avaricious
dwarves negotiated with the ancient entities,
arguing that playing their hand in this game with
the gods would be aboon to both parties; the gitwerc
would gain power and rule over the levels of the
Underworld directly above Hel with undisputed
authority derived by the infernal gifts exchanged
in the compact. In return the gitwerc would siphon
souls down to Hel for the devils’ enjoyment and
consumption, until the end of time. Each of the
absconded dwarves signed their oaths with the
evil powers in blood, and all their descendants are
sworn to uphold the bargain or forfeit their own
essence to the chthonic beings (often hunted down
without remorse).

While they would never admit it freely, the
gitwerc were greatly concerned with the Grand
Sculpting. They knew of the coming of the

Dracoprime far before the Progenitors did—were
it not for their efforts, the cunning plans of the
primal dragons would surely have been noticed
long before they could come to fruition. Moreover,
the Grand Sculpting, was something the potent
and insidious gitwerc had been waiting for since
they made their fell agreement with Hel. The
devils—keen to strike a deal that would entice the
dwarves that had foolishly entered their infernal
realm—had foreseen the calamitous event and
traded the foretelling secret to seal the diabolical
compact.

The spite filled gitwerc saw the great opportunity
presented by the sundering of the three divine
dwarven races, seeding hundreds (or perhaps
thousands—may fortune smile on any that find
out the exact number) of their kind throughout
the societies of their kin. These agents of Hel make
good on their devilish agreement, often acting as
the morticians of the settlements they’'ve infiltrated
(stealing away the souls of the recently departed)
or ingratiating themselves with the rulers of the
realm, plying their ears with insidious lies and
calamitous plans.

Incursions to the lands of the gitwerc are
not unheard of but survivors are. The primal
dragons chiefly disbelieved any claim that the foul
dwarves proved vital to enacting their liberation;
some were foolish enough to assault the infernal
stout folk—none are said to have been seen ever
again. Refugees from the Great Schism briefly
sought sanctuary with the gitwerc, but after the
first several thousand were sacrificed on the spot
in gigantic plumes of hellfire, they fled for the
dangerous collapsing caverns above. Many of
them developed into empires all their own and
struck at the infernal dwarves in revenge—their
names are lost to history as the vicious gitwerc
literally scoured the Underworld of any trace of
their existence in reprisal.

Even the highest and mightiest of drow, most
potent zwere, and wisest funglets show a cautious
respect to the blasphemous mention of the gitwerc.
They are the most terrifying race beneath the
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SITWERC

GrTweRe RACIAL TRAITS

+2 Constitution, +2 Intelligence, +2
Charisma, —4 Dexterity, —2 Wisdom: The
pacts forged by their ancestors have left the gitwerc
with an unnatural force of presence and keen
intellect, but wreaked havoc on their peace of mind
and reflexes.

Medium: Gitwerc are Medium creatures and
have no bonuses or penalties due to their size.

Slow and Steady: Gitwerc have a base speed of
20 feet, but their speed is never modified by armor
or encumbrance.

Darkvision: Gitwerc can see in the dark up to
60 feet.

Infernal: Long ago the Gitwerc turned their
backs on the ways of their dwarven kin, embracing
_ the powers of Hel. They are outsiders with the
el N\ native and dwarf subtypes.

Fiendish Resistance: Gitwerc have cold
resistance 5, electricity resistance 5, and fire
™ resistance 5.

Natural Armor: Gitwerc have rough, red skin with patches of hardened flesh and bits of horn, and
receive a +1 natural armor bonus to their armor class.

Skill Training: Diplomacy and Sense Motive are always considered class skills for gitwerc.

Change Shape (Su): Gitwerc can assume the appearance of a dweorg as a standard action, gaining
a +10 racial bonus on Disguise checks made to appear as a dweorg (this form is static and their likeness
cannot be changed.) This ability functions as the alter self spell, save that the gitwerc does not adjust its
ability scores.

Fiendish Sorcerery: Gitwerc with the Abyssal or Infernal bloodline treat their caster level as 1
higher when casting bonus spells or using bloodline powers. This does not give early access to level-
based powers and only affects powers that they could already use without this trait.

See in Darkness: Gitwerc can see perfectly in darkness of any kind, including that created by spells
such as deeper darkness.

Light Blindness: Abrupt exposure to bright light blinds gitwerc for 1 round. On subsequent rounds,
they are dazzled until they leave the affected area.

Language: Gitwerc speak Common, Infernal, and Undercommon. Gitwerc with high Intelligence
scores can choose from the following languages: Abyssal, Aklo, Aquan, Draconic, Drow Sign Language,
Gnome, or Goblin
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surface of Aventyr and their very name inspires
fear in those that know of the infernal dwarves,
and their reach is so great as to be of concern to
even the rulers of Surface.

Physical Description: Gitwerc are by and far
the most bizarre dwarves in terms of appearance.
Although built similarly to their cousins (stout of
body and between four and five feet tall), their
rough skin is always a hue of red, covered in
hardened patches of flesh or jutting bits of horn.
A gitwerc’s hair is always the orange of flames,
jet black, or stark white and were that not odd
enough, their eyes are either pools of inky black
or blood red, and lack pupils of any kind. They
rarely wear the accoutrement of their homeland,
but gitwerc prefer to dress themselves in the flayed
skins of their tortured victims, often stylized to fit
the newest cultural trend in the realms above Hel.

Society: The onlything that allows gitwerc society
to function (keeping them from killing one another
in their sleep) is their respect for an agreement.
Before venturing into Hel to make the compact
that defines their race, leaders were chosen among
them—they continue to rule to this day, and their
edicts are law, whether the infernal dwarves agree
with it or not. Depending on where one is in the
expansive realm of the Gitwerc, cultural traditions
can be completely different; some ruling lines have
devolved into gluttony, while others are obsessed
with sensation or the fickle hand of fate. Despite
these variations, one thing remains ultimately true
of the gitwerc lands no matter where one might be:
they are despicably evil.

Relations: To the calculating gitwerc, members
of any race (especially their own) are resources
to be used, whether in death or in life. They
make use of their infernal charm to ingratiate
themselves with anyone they deem valuable, going
to every reasonable length to gain their trust and
compliance. Once this bond has been forged,
the foul dwarf considers them to be yet another
expendable pawn for the acquisition of more
power. This is all under the guise of a dweorg; any
that know the gitwerc for what it truly is are often

given the choice between striking a bargain or
losing their life to the ruthless infernal dwarf.

Alignment and Religion: Lawful Evil is the
most common alignment among gitwerc, but any
variation one step away (NE, CE, LN) can be found
throughout the foul dwarves, but their obligation
to siphon souls to Hel entraps nearly all of them
to life of evil. The abominably rare occurrence
of a child of good alignment has almost always
been quickly (and viciously) perturbed, but the
incredibly few that survive have become legends
wherever they travel (it’s hard to maintain a low
profile when you’re being chased by devils). They
worship the darkest and most despicable deities, if
they do so at all, and prefer to strike deals with the
devilish powers they know to gain divine power
rather than appeal to the gods they despise.

Adventurers: Gitwerc sometimes venture into
the Underworld in search of new avenues of souls
to fill the demands of their infernal obligations.
It’s said that when an opportunity to amass an
impressive number of dying spirits is imminent that
the foul dwarves are sure to be nearby, even as far as
Surface. While it is a rare thing, some gitwerc (pure
or otherwise) attempt to flee the realm of their kin
to escape their chthonic compact; these individuals
are always on the run from or patiently awaiting the
arrival of devils intent on capturing their souls.

Male Names: Belial, Diavolo, Horangi,
Mastema, Setan, Vrag

Female Names: Caocao, Diable, Luciefra,
Shetani, Teufel, Velnias

Age: The levels of the Underworld ruled over
by the gitwerc are rife with a plethora of toxic and
radioactive substances in the Deepworld near
Hel. Were that not dangerous enough, infernal
infections and diseases can sometimes wipe out
those not acclimated to the intense conditions.
Their lifespans are decreased considerably from
the dweorg, though those that accumulate a great
deal of souls earn a longer life than their kin and
some particularly malicious gitwerc are said to
have lived for many centuries (Shown on age chart
in parentheses).




GITWERC

GITWERC SCALING ADVICE

The gitwerc race is a relatively strong choice,
somewhere near tieflings and similar races.

For grittier games: In grittier games, race
tends to matter more— which is a big thing
when you’re belonging to an almost universally
loathed race of devil-worshiping dwarves! Power-
wise, eliminating see in darkness will help and
roleplaying-heavy groups may also wish to
eliminate the natural shape changing of the race.
One word of warning: The gitwerc player should
work with the GM and the group to make sure that
the group has a reason to adventure with a gitwerc!

For high-fantasy games: For games with a
higher power-level, consider granting the gitwerc
character one or even more gitwerc bonus feats at
1st level. Candle Crafter is most appropriate for
spellcasters and Horned Epidermis for martial
characters. Intrigue-heavy high-fantasy games
might also consider allowing the gitwerc to assume
up to Charisma-modifier different, additional
shapes per day.

GITWERC

UNDERWORLD

Spoken of in hushed tones by those who
know of them, the terrifying gitwerc occupy the
subterranean lands directly above Hel (the realm
of devils in the core of Aventyr). Every one of these
kingdoms is ruled over by an iron fist, with one
overriding law that all the undermonarchs share:
contracts must be met to the letter. Those that fail
to see through the deals they strike find themselves
hunted down by the freakish infernal dwarven
guards and enslaved monsters, eventually losing
their souls to devils down below. Even for those
that live by their word, the lands of the gitwerc are
a dangerous place. Gitwerc laws are often written
with misleading text, so that murdering foreigners
is only legal for two specific hours of the day, or
that the value of a certain good triples after a
lava geyser flares up within a hundred feet of the
seller’s location. A Knowledge (local) check (DC 20
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- settlement’s size modifier x 2) is required to learn
the most important and obscure statutes to abide
by when entering the strange and chthonic realms
of the infernal dwarves.

RACIAL SUBTYPES

While the gitwerc come in a truly bizarre array of
variations, all of them possess the same essential
qualities. Excessive horns, exotic smells, nausea-
inspiring discoloration and elegantly mutated
features are just some of the abnormal physical
aspects they bear.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
gitwerc have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all gitwerc who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Antipaladin: Add +1/3 damage when the
antipaladin uses smite good.

Alchemist: Add +1/3 negative energy damage
to the alchemist’s bombs. This bonus damage
only applies to the target of a direct hit, not splash
damage.

Barbarian: Add +1/3 resistance to cold,
electricity, and fire.

Bard: Add +1/3 to the bard’s caster level when
casting spells from the enchantment school.

Cavalier: Add +1/3 negative energy damage to
the cavalier’s charge attacks.

Cleric: Treat your caster level as 1/3 a level
higher when casting spells with the evil descriptor.

Druid: Gain +1/6 a point profane bonus to
attack and damage rolls while in wild shape form.

Fighter: Gain +Y4 a point profane bonus to
attack rolls.

Inquisitor: Treat your inquisitor level as 1/3
of a level higher when determining the potency
of abilities granted by the evil domain. This does
not grant abilities earlier than you would normally




have access to them, it only enhances abilities you
already have.

Magus: Gain +1/3 a point profane bonus to
attack rolls when using spell combat to cast a spell
with the evil descriptor.

Monk: Deal an additional +1/3 a point damage
whenever using the Stunning Fist feat.

Oracle: Treat your oracle level as +1/3 a level
higher when determining the effects of your
oracle’s curse.

Ranger: Gain +1/3 profane bonus to the bonus
granted against one of your favored enemies.

Rogue: Gain +1/3 profane bonus to Bluff checks
made to feint in combat.

Sorcerer: Treat your caster level as 1/3 a level
higher when casting spells with the evil descriptor.

Stonespeaker: Add +2% to the fortification
granted by the stonespeaker’s stoneblood ability.
This favored class option may be selected before
3rd level, but doing so does not grant early access
to the stoneblood ability (only enhancing it upon
reaching 3rd level).

Summoner: Your eidolon gains +1/5 profane
bonus to attack and damage rolls.

Underterror: Increase your evolution pool by
+1/6 evolution points.

Witch: Treat your caster level as 1/3 a level
higher when casting spells

Wizard: Learn one spell with the evil descriptor.
This spell cannot be of the highest-level spell you
can cast.

UNDERTERROR (BASE CLASS)

The foul gitwerc’s chthonic compact with the
devils of Hel gave them extraordinary powers and
abilities in exchange for a continual boon of souls.
Of all the many blessings granted by the infernal
agreement, none are more horrifying than the
gitwerc underterror. These nightmarish creatures
from the darkest, deepest subterranean caverns
are terrifying combatants that strike fear into the
hearts of their foes, changing form as they fight
and using the unnatural, disturbing mutations to
fatal effect.

Role: The gitwerc underterror is an extremely
versatile class. The evolution pool allows for a PC
to tailor their abilities at each level and the Hel
powers give them a subtle edge to match their
insidious change shape ability, allowing them to
slip into a group of adventurers without anyone
being the wiser of their true nature.

Alignment: A gitwerc underterror may be of
any alignment but good, and are by and far most
likely to be lawful evil or chaotic evil.

Race: Though predominantly gitwerc, other
creatures that find themselves in an advantageous
position in Hel might strike a deal with the devils
there. These reckless individuals are offered many
boons in exchange for their soul or the souls of
others, and becoming an underterror is among
them.

Hit Die: d1o.

Class Skills

The underterror’s class skills are Acrobatics
(Dex), Climb (Str), Disguise (Cha), Escape Artist
(Dex), Fly (Dex), Intimidate (Cha), Knowledge
(arcana) (Int), Knowledge (dungeoneering) (Int),
Knowledge (planes) (Int), Perception (Wis), Sense
Motive (Wis), Survival (Wis), Stealth (Dex), Swim
(Str), Use Magic Device (Cha).

Skill Ranks per Level:
modifier skill points per level.

2+ Intelligence

Class Features

Weapon and Armor Proficiency: An
underterror is proficient with all simple weapons,
plus all axes, hammers, and picks. Underterrors
are also proficient with light and medium armor
and shields (except tower shields).

Undershape (Su): At 1st level, the underterror
can assume the appearance of one Medium-
sized humanoid subtype he has seen before while
retaining his physical qualities. The underterror
can not appear to be specific individuals or look
like a different humanoid of the subtype when
using this ability. Once chosen, this form and its
details cannot be changed. For example: black
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Level Al::l:cek Fort Ref Will E‘I],(:)l;lnt:;m Class Abilities

1st +0 +0 +2 +2 3 Darkvision, evolutions, undershape
2nd +1 +0 +3 +3 4 Evasion, Hel power

3rd +2 +1 +3 +3 5 Mutable form (1 point)

4th +3 +1 +4 +4 6 Extra attack (secondary)

5th +3 +1 +4 +4 7 Evolution surge

6th +4 +2 +5 +5 8 Evolution gift, Hel power

7th +5 +2 +5 +5 9 Dreadful presence

8th +6/+1 " 6 e P %\;I:;(e:g}faf'(})})'m 2 pts, extra attack
oth +6/+1 +3 +6 +6 11 Extra evolution
10th +7/+2 +3 +7 +7 12 Evolution surge 2/day, Hel power
11th +8/+3 +3 +7 +7 13 Improved evasion

12th +9/+4 +4 +8 +8 14 Improved dreadful presence

13th +9/+4 +4 +8 +8 15 Mutable form 3 pts

14th +10/+5 +4 +9 +9 16 Hel power

15th +11/+6/+1 +5 +9 +9 17 Evolution surge 3/day

16th oA Dt b 2B DL Ftio 8 Greater evolution gift, extra attack

(secondary)

17th +12/+7/+2 +5 +10  +10 19 Greater dreadful presence
18th  +13/+8/+3 +6 +11 +11 20 Mutable form 4 pts, Hel power
19th  +14/+9/+4  +6 +11 +11 21 Body stability
20th +15/+10/+5 +6  +12  +12 22 Evolution surge 4/day, undernightmare

hair, a scar on the left cheek, and other physical
features are immutable and always appear on a
known form when using undershape. This ability
functions as the alter self spell, except that it
does not grant the underterror any new abilities.
Underterrors can use undershape indefinitely and
at will as a standard action. At 2nd level and every
level thereafter an underterror gains an additional
specific form which may be the same or a different
Medium-sized humanoid subtype.

Darkvision (Ex): At 1st level, an underterror’s
existing darkvision improves by +10 ft., or an
underterror without any existing darkvision gains
darkvision 10 ft. at 1st level. This increases by +10
feet at each odd-numbered level thereafter, to a
maximum range of 160 ft. at 19th-level.
Evolutions (Ex): The underterror is a mutated
fiendish synthesis of the infernal, the demonic,

and the gitwerc. Masters of morphing their bodies,
they can create lasting, permanent changes to their
very form. They gain an evolution pool as though
they were an eidolon, beginning with 3 evolution
points at first level. An underterror has the biped
form, and cannot select a different form. Although
an underterror is a biped, he does not begin with
the claws or natural armor bonus of an eidolon’s
biped form, although he can select these abilities
with evolution points. Each time an underterror
gains a new level, they may redistribute their
evolution points.

Inapplicable Evolutions: The following
evolution options are not available to an
underterror: constrict, mount, pounce, rake,
weapon training, channel resistance, incorporeal
form, lifesense, undead appearance, skilled,
frightful presence, and ability increase (Charisma).
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Furthermore, ability increase (Strength) does not
stack with the Strength bonus granted by the Large
and Huge evolutions.

Restricted Evolutions: The following evolution
options have delayed level requirements for an
underterror: tremorsense (9th level), Large (11th
level), immunity (12th level), Huge (19th level).

—

. Underterrors make use of many of
the summoner rules and are often treated
as an eidolon, but have no base form—
creating one is up to you! The default route
to take with an underterror is to create
a combat beast of the Underworld with
many powerful physical attacks or a subtle
infiltrator that wreaks havoc with insidious
Hel powers before blending away into the
crowd or shadows. However, with the many
evolutions available, you can easily create a
build geared towards agility, unique special
attacks (like breath weapons or poison), or
even traditional spells (through the magic
evolutions). Using its evolution surge and
mutable form abilities, an underterror
should have enough flexibility to shift about
or temporarily gain evolution points to adapt
to whatever dangers assail them!

UNDERTERROR BASE FORM

| S

Hel Pool (Sp): At 2nd level, an underterror
gains a pool of Hel points, supernatural energy that
he can use to accomplish amazing feats. Hel powers
are spell-like abilities that use the underterror’s
class level as caster level and Charisma as the
spellcasting ability score. Each Hel power costs
1 Hel point to activate per level (so a 3rd-level
Hel power costs 3 Hel points to activate). The
Hel powers have a minimum underterror level
requirement to activate. An underterror who does
not meet this level requirement cannot activate
that Hel power.

Underterror Hel Powers known
Level st 2nd 3rd 4th
and - - - -

3rd

4th
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6th
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The number of points in an underterror’s Hel pool is
equal to 1/2 his class level. The Hel pool is replenished
each morning after 8 hours of rest or meditation;
these hours do not need to be consecutive.

Mutable Form (Ex): At 3rd level, an
underterror may permanently swap an evolution
point once per day in a ritual of meditation that
requires one uninterrupted minute of concentration
to complete (if the underterror’s concentration is
disrupted, the attempt is expended). At 6th level
the ritual time is reduced to one full-round action,
at 12th level it becomes a standard action, and at
18th level it becomes a swift action. Performing
the ritual for mutable form provokes an attack
of opportunity. At 8th level and every five levels
after, the underterror may swap an additional
evolution point by performing an additional ritual
of meditation (spending an extra full-round action,
standard action, or swift action depending on level).

Extra Attack (Ex): Starting at 4th level, an
underterror gains additional natural attacks that
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he can use when taking the full-attack action.
Extra attacks taken must be a natural attack the
underterror has selected as an evolution. If the
underterror has multiple different natural attack
types, he may only use a single natural attack type
when using extra attacks. When using a natural
attack with extra attacks, all attacks are treated as
a primary natural attack (regardless of whether the
natural attack is normally primary or secondary).
At 4th level, the underterror can take two natural
attacks during the full-attack action. At 8th level,
the underterror can take three natural attacks
during the full-attack action. At 16th-level, the
underterror can take four natural attacks during
the full-attack action.

Evolution Surge (Sp): At s5th level, an
underterror can cast evolution surge on himself
once per day as though they were an eidolon. At
10th level and every five levels after, they can use
this ability an additional time each day and the
evolution points granted increase by 1.

Evolution Gift (Su): At 6th level, once per day
the underterror can touch a creature to grant the
benefits of a single one- or two-point evolution
he possesses for one minute per class level. This
is a standard action that provokes attacks of
opportunity. To resist an unwanted evolution,
the target must succeed on a Fortitude save (DC
10 + 1/2 the underterror’s level + underterror’s
Charisma modifier) or they involuntarily gain the
evolution. This is a polymorph effect.

Dreadful Presence (Ex): At 7th level, as a
swift action an underterror can transform his body
into a hideous writhing mass of flesh for a number
of rounds per day equal to class level. These rounds
do not need to be consecutive. When activated,
every creature within 60 feet of the underterror
receives a —2 morale penalty on saving throws
against fear effects while the underterror remains
transformed and must succeed on a Will save (DC
10 + 1/2 class level + Charisma modifier) or be
shaken for 1d4 rounds. The transformation does
not otherwise affect the underterror’s statistics
and the underterror can end the transformation

as a free action. On a successful save, a creature
is immune to the underterror’s dreadful presence
ability for 24 hours. This is a mind-affecting fear
effect.

Bonus Feat: At 9th level, an underterror gains
a bonus feat which must be either a combat feat
or the Extra Evolution feat. The underterror can
select the Extra Evolution feat without meeting
the prerequisites, and gains the increase to his
evolution pool instead of an eidolon.

Improved Dreadful Presence (Ex): At 12th
level, the morale penalty on fear effects from the
underterror’s dreadful presence ability increases to
—4 and the duration of the shaken effect increases
to 1 round per class level.

Greater Evolution Gift (Su): At 16th level,
an underterror can use the evolution gift ability
an additional time per day, or grant the bonuses
of a single three- or four-point evolution once per
day to a single creature for 10 minutes per class
level. A single creature cannot have more than one
evolution gained from this ability.

Greater Dreadful Presence (Ex): At 17th
level, the morale penalty on fear effects from the
underterror’s dreadful presence increases to —6
and the penalty remains for as long as the target
is shaken.

Body Stability (Ex): At 19th level, an
underterror masters his ability to control his form.
He is automatically aware of any polymorph spell
or effect targeting him and the nature of the effect.
He can choose to allow himself to be affected or
be immune to the effect. This does not require an
action.

Undernightmare (Ex): At 20th level, an
underterror truly embodies all the most terrifying
qualities of the legendary gitwerc, realizing the foul
potential of his ancient race. His type changes to
outsider (native) and he no longer needs to eat or
sleep. Once per day, the underterror can activate
any of the powers from their Hel pool as a swift
action. Additionally, the underterror’s natural
attacks count as adamantine, lawful, and magical
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for the purposes of overcoming damage reduction
or hardness.

Hel Powers
The following spells are available as Hel power

spell-like abilities.

ist-Level Hel Powers: bane, command,
darkness, face of the devourer, forbid action,
murderous command, protection from chaos

2nd-Level Hel Powers: countless eyes, deeper
darkness, dread bolt, excruciating deformation,
fleshcurdle, vision of Hell

grd-Level Hel Powers: baleful polymorph,
dispel chaos, greater command, greater forbid
action, haunting choir

4th-Level Hel Powers: flesh to ooze, mass hold
person, planar binding (devils and creatures
with the fiendish template only), summon
monster VI (devils only)

5th-Level Hel Powers: greater planar binding
(devils and creatures with the fiendish template
only), shield of law, summon monster VIII
(devils only)

HEL SAVANT
(UNDERTERROR ARCHETYPE)

Underterrors are feared for their tendency to
revel in their kind’s chthonic compact, but savants
of Hel are especially interested in increasing powers
bestowed by the fell contract bestows. While they
retain many of the mutating abilities of their kin,
they are masters of infernal energy and control it
with insidious finesse.

Cantrips (Sp): At 1st level, the savant of Hel
learns detect magic, read magic, and spark as at
will spell-like abilities that do not consume Hel
points.

Evolutions: A savant of Hel cannot gain the
Huge evolution.

Extra Attacks: A savant of Hel does not gain
any additional attacks.

Broader Knowledge: At 2nd level, the

savant of Hel learns two additional 1st-level Hel
powers, in addition to those normally gained by

an underterror. Whenever a savant of Hel gains
access to a new level of Hel powers, he learns two
additional powers of the new Hel power level (in
addition to those he would gain as underterrors).
At 20th level, he learns two additional powers of
any level.

The following Hel powers are available only to
savants of Hel (these choices are in addition to
those normally available to underterrors).
1st-Level Hel Powers: burning hands, charm

person, comprehend languages, dancing

lantern, expeditious retreat, forced quiet,
fumbling tongue, illusion of calm, interrogation,
see alignment, silent image, undetectable
alignment, vanish, zone of truth

2nd-Level Hel Powers: blood biography,
clairvoyance, find traps, gaseous form, honeyed
tongue, invisibility, minor image, perceive cues,
pyrotechnics, scorching ray, speak with dead,
suggestion, tongues

grd-Level Hel Powers: charm monster,
confusion, fireball, detonate (fire only),
dispel magic, gaseous form, glibness, greater
interrogation, fire snake, major image, wall of
fire

4th-Level Hel Powers: contagious flame,
delayed blast fireball, firebrand, greater
dispel magic, locate creature, modify memory,
teleport, vision

s5th-Level Hel Powers: discern location, fiery
body, incendiary cloud, mass suggestion, mind
fog, mirage arcana, mislead, wall of lava,
greater teleport

Bonus Feat: The savant of Hel adds Increased
Hel Pool to the list of feats he can select as bonus
feats at 9th and 18th level. He cannot select the
Extra Evolution feat.

Efficient Hel Power (Ex): At 6th level, the
savant of Hel becomes more efficient at using his
Hel points. The Hel point cost for any Hel power is
decreased by 1 (minimum 1). This ability replaces
evolution surge.

Enhanced Hel Power (Su): At 6th level, the
savant of Hel can enhance his Hel power spell-like
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abilities Select one metamagic feat that normally
increases a spell by up to two levels. Three times
per day, the savant of Hel can spontaneously
enhance a spell-like ability in the same manner as
the feat with no increase to casting time or cost in
Hel points. At 16th level, the savant can select a
second metamagic feat that normally increases a
spell by up to three levels and can also apply the
feat to spell-like abilities three times per day or
the Quicken Spell feat. The savant of Hel cannot
apply the benefits of both feats to a single spell-
like ability. This ability replaces evolution gift and
greater evolution gift.

SOUL BURNER
(WIZARD ARCHETYPE)

Some gitwerc wizards have made an art out of lacing
their magics in the horrid candles they use as tribute
to their dark masters. With the right preparation, a
soul burner can create a deadly inferno of delayed,
carefully planned magical effects.

Candle Crafter (Su): At 1st level, the soul
burner receives Candle Crafter as a bonus feat.
Additionally, the soul burner is considered to have
the Craft Wondrous Items feat for the purpose of
creating blood candles. This replaces Scribe Scroll.

Blood Candle Casting (Su): At 1st level, soul
burners learn to use blood candles as an optional,
additional material component for their spells,
increasing their flexibility by varying the length of
the wicks used in the candles.

Upon casting a spell, the soul burner may place
a blood candle in his square. Blood candles can be
placed in mid-flight or under water and the magic
of the spellcasting process lets the candle levitate
and burn, if required.

A blood candle’s wick-length can delay the onset
of a spell. A soul burner can delay the onset of a
spell cast with a soul candle by up to 1 round per
2 soul burner levels (minimum 1 round). All spell
variables must be chosen when the candle is placed.
If a spell that targets one specific creatures is cast
in this manner, it instead targets any creature in
a chosen 5-foot-square within the spell’s original

range, chosen when the blood candle is placed. If
no creature is within the chosen square when the
spell triggers, the spell dissipates in the chosen
square with no effect. A soul burner must fulfill the
requirements of line of sight and line of effect to
the target square, if any, upon casting the spell, but
not thereafter.

If the spell targets multiple specific creatures,
the soul burner can choose multiple 5-foot-squares
equal to the number of creatures affected. For
example, a 7th level soul burner casting slow could
choose 7 squares in range of the spell to affect once
the wick burns down. Any creature occupying a
square chosen by the soul burner is then subject to
the spell’s effects. Spells with a range of personal
or touch affect the square occupied by the candle,
but personal spells cannot target creatures other
than the caster.

Wick-length is determined when preparing
spells and may not be modified thereafter (a spell
with a 4-round delay could not be made to activate
during the 2nd round). To be used as material
component for a spell, a blood candle must be
made from a creature whose HD is equal to twice
the level of the spell to be modified. Metamagic
feats and similar abilities that modify spell levels
also modify the HD required.

This replaces arcane bond.

GITWERC EQUIPMENT

Gitwerc have access to the following equipment.
Flayed Skin

Price: 45 gp (normal); 145 gp (masterwork)

Weight: 13 lbs. - 20 1bs.

Gitwerc particularly enjoy dressing themselves in
the flayed skins of their tortured victims. Wearing
treasured skins is considered common etiquette
among individuals with high social rank. Properly
skinning a creature for wearing requires a DC 20
Heal check. A gitwerc wearing flayed skin receives
a +2 circumstance bonus to Intimidate checks
if the target shares the skinned creature’s type.
Masterwork flayed skins grant a +3 circumstance
bonus and require a DC 26 Heal check to make.
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Gitwerc Red Tape
Item Type: Exotic One-Handed Melee Weapon;
Price: 25 gp; Damage (S): 1d6; Damage (M):
2d4; Critical: x2; Range: — ; Weight: 8 Ibs.;
Damage Type: Slashing; Special: Disarm, trip

The gitwerc’s infernal masters have taught
them an alchemical process of weaving together
strands of flayed faces to form a sharp, paper-like
substance. Gitwerc wielding gitwerc red tape while
also wearing a flayed skin increase the circumstance
bonus conveyed by their flayed skin by +1. Gitwerc
red tape is a martial weapon for gitwerc, and an
exotic weapon for other races.

Hel Bottle

Price: 450 gp; Weight: 11b.

Down near the core of Aventyr, flows of lava are
not uncommon. Gitwerc preserve the magma’s
heat in special alchemical bottles made with
blood mixed into ceramics. Hel bottles are splash
weapons with range increments of 20 feet. On
a successful hit, targets take 3d6 points of fire
damage and creatures in the splash area take 1d6
points of fire damage (DC 15 Reflex save for half).
The next round, any creatures that took fire damage
takes one die less of fire damage (or 1 point of fire
damage if the number of dice was one or less). The
round after the minimum 1 point of fire damage,
the lava cools and stops inflicting damage.

GITWERC FEATS

Beguiling Negotiator
You are a notoriously shrewd wordsmith.
Sometimes when making an unfair trade look like
a bargain, you are so convincing that you almost
fool yourself.

Prerequisites: Skill Focus (Bluff) or Skill
Focus (Diplomacy), gitwerc.

Benefit: You double the bonuses for either the
Skill Focus (Bluff) or Skill Focus (Diplomacy) feats.

Special: You can select this feat up to twice,
to double the bonuses from both the Skill Focus
(Bluff) and Skill Focus (Diplomacy) feats.

e

Candle Crafter
You can craft candles required to siphon the souls
of those damned to Hel quickly and efficiently.
Prerequisites: Craft Wondrous Item, gitwerc.
Benefit: Reduce the cost to construct blood
candles to 20 gp per Hit Die of the creature whose
soul is to be siphoned (rather than 50 gp per HD).
Change Skins
Wearing flayed skins allows you to assume the
form of the creature whose skins you wear.
Prerequisites: Evil alignment, gitwerc.
Benefit: When wearing the skin of a humanoid,
you can assume the humanoid’s shape with your
change shape racial ability. When your shape is
changed in this manner, the flayed skin is absorbed
into your new form.
Extra Hel Power
You learn an additional Hel power.
Prerequisites: Hel power class feature, gitwerc.
Benefit: You learn one additional Hel power
from your list of available Hel powers. You must
select a Hel power of one level lower than the
highest-level Hel power you know.
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Special: You can gain this feat multiple times.
Each time, you gain an extra Hel power.

Fiery Drinker (Combat)

You might be devilish, but you're still dwarven, and
you know how to make the most out of your drink.

Prerequisites: Con 17, gitwerc.

Benefit: Once per day per two character levels,
you can drink a flagon alcohol as a standard action,
and sometime within the next minute, breathe
forth flame in a 15-ft.-cone as a swift action
dealing 1d6 + 1/2 your character level fire damage.
A Reflex save (DC 10 + 1/2 character level + your
Constitution modifier) negates the damage.

Horned Epidermis (Combat)
Your skin is covered in jutting pieces of bone and horn.

Prerequisites: Con 15, gitwerc.

Benefit: The bony protrusions jutting from
your body deal 1d4 points of slashing damage to
opponents you are grappling at the start of their
turn. You deal an additional +1 point of slashing
damage with your unarmed strikes.

Increased Hel Pool

You can use your Hel pool more times per day than most.
Prerequisites: Hel pool class feature.
Benefit: Your Hel pool increases by 2.
Special: You can gain Extra Hel Pool up to

three times and its effects stack.

Jagged Carapace (Combat)

The carapace that was once your skin is virtually
covered in row upon row of jagged spikes and bony
protrusions.

Prerequisites: Horned Epidermis, Improved
Natural Armor, gitwerc.

Benefit: Opponents grappling you or grappled
by you now take 1d6 points of slashing damage
each turn. You deal an additional +2 points of
slashing damage with your unarmed strikes.

GITWERC MAGIC ITEMS

Aura moderate evocation; CL 7th
Slot none; Price 700 gp; Weight —

DESCRIPTION
This ash from the pits of Hel appears to be fine,
powdered, black diamond dust, except that it
smells overwhelmingly of clover. Any spell cast
with Helfire ash as a material component must
normally deal fire damage. The spell instead
deals half fire damage, but the other half results
directly from profane power and is no subject to
being reduced by resistance to fire-based attacks.
Creatures with the evil subtype are immune to the
profane damage. This expends the Helfire ash. A
non-outsider spellcaster can only utilize three uses
of Helfire ash a day before the strain of creating
a connection to the core of Aventyr becomes too
much for a mortal to bear; a fourth use of the
substance knocks them unconscious for 8 hours.
There is no way to awaken them from slumber any
earlier save a use of a limited wish or wish.
CONSTRUCTION
Requirements Craft Wondrous Item, unholy
blight, creator must be evil; Cost 350 gp

BLooD CANDLE

Aura varies (see text) necromancy; CL varies (see text)
Slot none; Price 100 gp per HD; Weight —
DESCRIPTION
These candles are made from the corpses of the dead.
Blood is drained from the body for wax, and hair
is shaven and made into a wick. When burned, the
creature that lit it receives a +1 profane bonus to all skill
checks and saves made for a number of hours equal to
the Hit Dice of the creature used to create the candle.
A blood candle has an aura determined by the
soul-stripped creature’s Hit Die and a caster level
equal to the creator’s character level.
CONSTRUCTION
Requirements Craft Wondrous Item, death
knell, creator must be a gitwerc; Cost 50 gp per
HD (see text)




BLOOD CANDLES anp FINAL DEATH

Z Originally, blood candles were intended
as a means for the gitwerc to condemn the
souls of their victims to Hel. This adds a real
sense of danger to them and emphasizes the
insidious nature of the race. However, not all
groups will be comfortable with this chance
to suffer final death at their hands. If you
want to retain the original potency of the
blood candles and their ramifications, use the
following rules as an addition to their effects:
Alternatively, a gitwerc can burn a blood
candle in a ceremony requiring 1 hour of
uninterrupted chanting and supplication
per HD of the creature from whom the blood
candle was fashioned. At the end of this ritual,
the creature’s soul is condemned to Hel,
preventing any form of resurrection short of
a miracle, wish or divine intervention. Any
damage incurred by the gitwerc during this
ritual automatically causes it to fail and sends

- the trapped soul to its proper resting place. .

HEL CONTRACT

Aura moderate evocation; CL 10th

Slot none; Price 6,300 gp; Weight 2 Ibs.

DESCRIPTION

This long, flowing scroll makes a curious scraping

noise as it drags along the ground. A gitwerc

wielding a Hel contract can useitlike a +1 wounding

whip, save that it does lethal damage regardless

of the armor bonus of their target. Additionally, a

gitwerc wielding a Hel contract modifies attack and

damage rolls with the contract by its Intelligence

modifier, not its Strength modifier.

CONSTRUCTION

Requirements Craft Magic Arms and Armor,
Linguistics 6 ranks, animate rope, bleed, creator
must be a gitwerc; Cost 3,150 gp

GITWERC SPELLS

DEVIL’S STRIKE

School transmutation; Level bard 2, sorcerer/wizard 3

Casting Time 1 swift action
Components V, M (drop
Underworld creature)
Range personal
Target your
Duration instantaneous
Saving Throw Fortitude negates (harmless);
Spell Resistance no
As part of the casting of this spell, your horns
extend out from your body and deal 1d4 points
of damage to you. Any creature grappling you is
impaled, taking 2d8+4 points of piercing damage
and must succeed a combat maneuver check to
maintain the grapple.

FASHION BLooD CANDLE

School conjuration; Level alchemist 2, bard 2,
cleric 3, druid 3, inquisitor 2, ranger 2, sorcerer/
wizard 3, summoner 2

Casting Time 1 standard action

Components V, S, M (wax and reagents worth 50
gp per Hit Die of creature)

Range o ft.

Target one dead intelligent creature

Duration instantaneous

Saving Throw Will negates; Spell Resistance no

Casting this spell immediately creates a blood

candle from a recently deceased corpse.

FLAYING MIASMA

School evocation; Level bard 3, cleric 4, druid 4,
ranger 2, sorcerer/wizard 5

Casting Time 1 standard action

Components V, S, M (a dagger)

Range medium (100 ft. + 10 ft./level)

Target 20-ft.-radius spread

Duration instantaneous

Saving Throw Reflex half; Spell Resistance yes

You conjure forth a whirling mass of profane blades

that slice through the air, cutting flesh with ease.

Creatures within the area of flaying miasma take

1d10 times your caster level (maximum 15d10) points

of slashing damage (Reflex save for half damage).

Any creature that rolls a natural 1 or 2 on their Reflex

save takes double damage on a failed save.

of blood from an
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HoYRALL

had much success in that regard. All that they know
is that the destructive hoyrall are from somewhere
far away but still in the Material Realm. Their
arrival in Aventyr, both above and below the
surface, was brought about by the Great Schism,
and their race forever changed by the Confluence.
During the first great event, the Progenitors,
mutated now into the draaki, sacrificed most of
their remaining high mages in an effort to call for
aid against the rising Dracoprime and it was the
god of the hoyrall, Zagnexis (CN, minor deity) that
answered the call. Using an epic amount of divine
power, it transported its physical form, Zagn, and
many of the hoyrall across the cosmos and directly
into the forming brain of the draconic idle, killing

4 it instantly. The massive half-god erupted from the

HOYRALL

Insectoid Underworld Scavengers

Hoyrall are parasitic insectile-humanoids that
burst from the skull of the Dracoprime, killing
the monstrosity instantly and heralding the Great
Schism. They are savages that, if one is even
willing to consider interacting with them kindly,
seem vicious and barbaric in their alien ways.
They live within the Woven Warrens and other
honeycombed regions in the Underworld, series
of tunnels that they rule over with virtually no
dissent.

HISTORY

The hoyrall are not from Aventyr. Scholars,
seers, high mages and venerated oracles have
all attempted to determine where, exactly, these
strange creatures originated from, but none have

enormous, collapsing figure’s skull, many drowning
to death in the oceans of Aventyr but more still
surviving on their patron deity’s enormous back or
emerging in the caves of the Underworld.

For centuries, the dual-god watched over its
children; on Surface, Zagn swam the hoyrall to the
southernmost shores of Picollo and supported their
booming population by shepherding thousands
of schools of fish into their nets. Meanwhile, Exis
extended its essence across the cosmos to grant
his children a great hive mind, allowing them to
act in concert to terrorizing effect. After a time,
however, the insectoid aliens turned to expansion.
The halflings of Picollo, at first only thinking the
hoyrall to be a minor threat, soon found themselves
utterly besieged by their invasion.

In the Underworld, they hoyrall had mined
out countless tunnels (some leading to Surface)
making honeycombed fortresses in preparation for
a grand marshal campaign to capture the entirety
of Aventyr in the name of Zagn and Exis. As the
time to strike neared they had nearly subjugated
the island of Picollo and their hives below the
surface were becoming overpopulated, creating
a ripe army to overwhelm all that could stand in
their way.

Then the Confluence came to Aventyr.




e -
i

While the colloid is a magnificent entity, it is not
actually a divine being. It did however sense the
massive displacement of lifeforms when Zagnexis
transported the hoyrall and its physical itself
(Zagn), and continued to assess the conduit the
god used to connect its charges. After centuries
of studying the anomaly, the timing was right and
the colloid struck; an asteroid passing by the alien
collective was traveling straight for Aventyr. The
impossible calculations of the colloid allowed it to
wrestle away the Exis’ energies with the comet’s
cosmic power, and the bizarre creature used the
hurtling chunk of space rock to carry it away into
the universe. The link between Exis, Zagn and the
hoyrall was severed by the colloid’s maneuvering,
leaving Exis half-formed on the other side of the
galaxy, the hoyrall without their hive mind and
the god’s physical form, Zagn, an uncontrollable,
mindless beast wandering the oceans of Aventyr.

The halflings, ever quick, seized the initiative and
fought back the hoyrall to a standstill on Picollo
that persists today, beating them back behind the
mountain range to the other side of the island;
in the Underworld, things went very differently.
In the First Hive (the most populated of all the
subterranean bastions), the hoyrall attempted to
combat the colloid (even after the cacophonous
landing of the asteroid), but they stood no chance
against the alien entity and it quickly grew to
overwhelm the few insectoids that managed to
organize against it. The primary hive was quickly
abandoned to the colloid, the hoyrall left to
travel across Underworld without the instinctual
communication they had come to rely so heavily
on. Tens of thousands of these nomads died while
traveling to the fortress-hives of their kin.

What they came to find in these honeycombed
bastions nearly broke the hearts of the proudest of
their race. The overpopulated fortress-hives had
fallen in on one another at an alarmingly rapid rate,
all falling into cannibalism as they were besieged by
the ever-hungry predators of the Underworld. Still,
the heroes from the First Hive brought order to the
barbarized hoyrall, marshalling the survivors into

parties of warriors that came to carve the insectoids
a new place in the Underworld.

The hoyrall from the First Hive began dynasties
that largely endure in the Underworld, though any
semblance of unity between them fell away some
time ago. Now every hive-fortress is a world unto
itself with laws and traditions as different from
one another as the hoyrall are to surface-dwellers,
ruled over by whatever government the populace is
willing to tolerate. The only common trait among
them is their reverence for the seers, priests and
clergy of Zagnexis. These holy hoyrall are their only
connection now to the god that once made them
each a part of one whole, and they all feel a primal
urge to see that divine gift restored.

Physical Description: Hoyrall aren’t very
tall, only three or so feet in height, but they are
powerfully built and possess two sets of arms.
Their entire bodies are covered in a glossy, hard
chitinous exoskeleton that varies colors by region.
Talons surround their fanged maws, which have
three small tongues inside rather than one (making
them difficult to understand when they speak
Common), and the uneducated mistakenly believe
them to have two sets of eyes or to see through the
large, gem-like stones in their faces but in truth,
these were once focuses for their god to enact power
through them. The arms and legs of a hoyrall end
in claws as sharp as their teeth, each of their bodies
patterned with different colored markings that
posit from which hive-fortress they belong.

Society: The basic tenet of hoyrall society is that
the strong survive; they are unfailing pragmatic
and ruthless with little room for emotion, a trait
only introduced once their deep connection to
Zagnexis was sundered by the Confluence. In lieu
of familial ties, they all individually identify with
their home hive-fortresses and are considered
cold to one another even in those social confines.
Power structures vary from subterranean bastion
to bastion, but on the surface, they have become
deeply militarized to attain the kind of order they
once knew from the influence of their patron deity.
Hoyrall rarely record the events of their past and
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when they do so, it is often in bizarre arrangements
difficult for even their elders to interpret correctly.
These sparing, primal paintings can be found in
the most removed caves of the Woven Warrens,
the most populated and well known honeycombed
tunnels that the hoyrall call home.

Relations: While other Underworlds might
engender hate because of their appearance, the
hoyrall inspire revulsion. Their totally alien bodies
are extremely disturbing to surface-dwellers and

their equally strange mannerisms rarely go over
very well. Still, centuries of cohabitation (albeit
largely aggressive) have forced many of them to
adopt behavior more suitable for their adopted
home—some have transcended these potent social
barriers to form extremely valuable alliances
with other races and are highly valued for their
otherworldly mindset and abilities.

Alignment and Religion: While they once
might all have been the same alignment (indeed,

HoOYRALL RACIAL STATISTICS

+2 Dexterity, +2 Wisdom, —2 Strength, —4 Charisma: All their appendages give Hoyrall
excellent coordination and senses, but their strength is lacking and they are rarely good company or fine

to look at.

Underworld Aberration: Hoyrall are aberrations.
Small: Hoyrall receive a +1 size bonus to AC and attack rolls, a —1 penalty CMB and CMD, and +4 size

bonus to Stealth checks.

Speed: Hoyrall have a base speed of 30 feet and a climb speed of 20 feet.

Darkvision: Hoyrall can see in the dark up to 60 feet.

Carrion Sense: The antennae of the Hoyrall are sensitive to blood and rotting flesh. They possess
the scent ability, but only for corpses (including undead) or creatures harmed by slashing or piercing

damage.

Light Blindness: Abrupt exposure to bright light blinds hoyrall for 1 round. On subsequent rounds,
they are dazzled for as long as they remain in the affected area.

Multi-Armed: Hoyrall have four arms and can wield multiple weapons. Only one hand is their
primary hand, and all others are off-hands. They can also use these hands for other purposes that require
free hands (such as casting spells or wielding more than two weapons). When using more than two arms
during combat, the hoyrall take a —3 penalty to AC, CMB, CMD, and Reflex saves for every additional
arm they use (up to a maximum of —6) until the beginning of their next turn as they split their focus.

Natural Armor: Hoyrall receive a +1 natural armor bonus to AC.

Resistant: Hoyrall receive a +2 racial bonus on saving throws against mind-affecting effects and
poisons.

Stonecunning: Hoyrall receive a +2 bonus on Perception checks to potentially notice unusual
stonework, such as traps and hidden doors located in stone walls or floors. They receive a check to notice
such features whenever they pass within 10 feet of them, whether they are actively looking or not.

Toxic Blood: A number of times per day equal to their Constitution modifier (minimum 1), a Hoyrall
can poison one of their weapons with paralytic venom as a swift action.

Paralytic Venom: Injury; save Fort DC 10 + the 1/2 hoyrall’s Hit Dice + the hoyrall’s Constitution
modifier; frequency 1/round for 6 rounds; effect 1d2 Dex; cure 1 save.

Languages: Hoyrall begin play speaking only Hoyr, a complex series of pitched chittering. Hoyrall
with high Intelligence scores can choose from the following list: Aklo, Common, Drow, Dwarven, Elven,
and Undercommon.




of the same mind) in the centuries since the
Confluence the hoyrall developed into as myriad
a people as any other in Aventyr. While their
cultures and traditions may vary, the hoyrall that
do not worship Zagnexis are extremely rare and
find themselves turned into pariahs instantly when
their faith is discovered, if they are not murdered
on the spot.

Adventurers: Life in a hive-fortress can be a
daunting experience for any hoyrall, even those
with great resolve. While reticent to leave their
defensible homes, when one ventures out into
Aventyr they typically fare quite well in the wilds,
taking easily to the role of barbarians, druids and
rangers. Arcane casters among them are rare, but
greater honor falls to the most potent warriors
of their people rather than the greatest mages or
clergy.

Male Names: Dexx, Fargn, Kotor, Marx, Skrex,
Zexis

Female Names: Agn, Darizz, Kistriss, Oxxa,
Treksga, Zagness

HOYRALL SCALING ADVICE

This race is for anyone who likes the weird and
uncommon. The insectoid hoyrall will probably
suffer from some sort of social stigmatization in
most worlds. Even in Aventyr, they are considered...
strange. So, bear that in mind before tinkering.
Power-wise, they are stronger than most other
races, depending on the class associated.

For grittier games: Doubling the penalties
incurred by usage of the additional arms will
greatly decrease the power of the hoyrall. Making
them humanoids with the hoyrall subtype would
eliminate the few immunities to certain spells
and effects granted by them being aberrations.
If further trimming is desired, the race’s natural
armor can be removed and the toxic blood ability
can be limited to one use per day.

For high-fantasy games: By gradual reduction
of the penalties for using multiple arms, the race
can easily be made more powerful. Simply provide
the required amount of Coordinated Fighter feats

as bonus feats. Truly epic games could expand this
to the incredibly powerful option of casting two
spells with the same action (provided at least one
only requires somatic components).

THE HIVE FORTRESSES

OF THE HOYRALL

The alien hoyrall still live in the original
honeycombed cave systems that were dug out by
their ancestors. Many differ from one another—
some monetize or even celebrate cannibalism while
others abhor it, some happily accept travelers and
others kill foreigners on sight—and a Knowledge
(geography) check (DC 20 - settlement size
modifier x 2) is the only means to find out just how
dangerous entering a hive-fortress might be. Being
from the same clan within a hive-fortress means
very little, save that killing (and/or consuming)
your kin in plain view of others is extremely taboo.
The infraction of whatever laws prevail in the
region is also typically met with little patience. The
militarization that persists in hive-fortresses does
not tolerate criminals, and the chopping off a hand
is disturbingly common.

RACIAL SUBTYPES

The most common hoyrall have a venom that
saps a victim of their agility. In the colder caverns
of the Underworld they deprive the poisoned of
their strength (dealing 1d2 Strength damage rather
than 1d2 Dexterity damage). Hoyrall from warrens
near magma and lava flows sap victims of their
endurance (dealing 1 Constitution damage rather
than 1d2 Dexterity damage).

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
hoyrall have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all hoyrall who have the listed favored class, and
unless otherwise stated, the bonus applies each
time you select the listed favored class reward.
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Alchemist: Add +1/2 to the DC to resist the
hoyrall’s racial poison ability.

Barbarian: Add +1/5 to the barbarian’s natural
armor bonus.

Bard: Add +1/5 to the bard’s Charisma score
when determining the uses per day, potency, and
duration of class special abilities.

Cavalier: Add +1/3 attack and damage when
making a mounted charge.

Cleric: Add +1/3 to the cleric’s caster level
when casting spells or determining abilities from
the Community domain. This does not grant the
cleric access to spells or abilities any earlier than
normal, and only enhances spells and abilities they
already have.

Druid: Add +1 to Handle Animal and an
additional +1 racial bonus to Handle Animal
checks made against vermin.

Fighter: Add +1 to the fighter’'s CMB and CMD
for disarm combat maneuvers.

Gunslinger (Siktauryi Specialist): Add +V4
bonus damage when attacking with a siktauryi.

Inquisitor: Add +1/3 to the oracle’s caster level
when casting spells or determining abilities from
the War domain. This does not grant the inquisitor
access to spells or abilities any earlier than normal,
and only enhances spells and abilities they already
have.

Magus: Increase the magus’ number of cantrips
prepared per day by +1/3.

Monk: The monk may force a target to reroll a
save against the stunning fist ability ¥4 times a day.

Oracle: Add +1/5 to the oracle’s Charisma score
for the purposes of spellcasting.

Paladin: Add +1/4 to the paladin’s Charisma
score when determining the uses per day, potency,
and duration of domain and class special abilities.

Ranger: Increase the range of carrion sense by
5 feet.

Rogue: Add +1 to the rogue’s CMB and CMD
for Steal combat maneuvers and Sleight of Hand
checks.

Sorcerer: Add +1/5 to the sorcerer’s Charisma
score for the purposes of spellcasting.

Stonespeaker: Add +% to all the
stonespeaker’s saving throws made against special
attacks, supernatural abilities, spell-like abilities,
and spells from any creatures with the earth
subtype.

Summoner: The summoner’s eidolon adds a
+1/3 dodge bonus to AC.

Witch: Add +1/2 to the witch’s caster level when
casting spells from the agility patron.

Wizard: Add a +1 to all Knowledge (arcana)
checks and Spellcraft checks made to identify the
properties of magic items.

RACIAL ARCHETYPES
HOYRALL SHREDDER

(RANGER ARCHETYPE)

The hoyrall have a rare physiological advantage
in their four arms and some rangers learn to make
expert use of these arms in a dance of death that
oscillates between offense and defense.

Multi-Armed Master (Ex): At 1st level,
a hoyrall shredder gains Coordinated Fighter
as a bonus feat, even if he does not meet the
prerequisites. At 5thlevel and 10th level, the hoyrall
shredder receives Coordinated Fighter as a bonus
feat for a second and third time, respectively. This
replaces 1st, 2nd, and 3rd favored enemy.

Combat Reflexes: At 1st level, hoyrall
shredder gains Combat Reflexes as a bonus feat.
This replaces track.

Web of Steel (Ex): Hoyrall shredders weave a
deadly web of defense with their blades, catching
attacks that would otherwise vanquish them. At 1st
level, whenever an opponent makes a melee attack
against the hoyrall shredder, he may expend an
attack of opportunity to gain limited control of the
incoming weapon.

If he does, the hoyrall shredder makes a combat
maneuver check against the opponent’s combat
maneuver defense, including all appropriate
modifiers. The hoyrall receives an equipment
bonus to this check equal to the number of off-hand
melee weapons he wields. If the hoyrall shredder




makes his check, the attack misses and the weapon
cannot be used to make attacks of opportunity
against the hoyrall shredder due to movement for
1 round or until the hoyrall shredder moves out of
the threatened area of the opponent. The hoyrall
shredder must declare the use of this ability after
the opponent’s attack is announced, but before
results are made known.

A hoyrall can only use web of steel a number

of times per round equal to the number of melee
weapons he wields. If he loses a melee weapon
due to combat maneuvers or other circumstances
or effects, he decreases the maximum number
of uses per round accordingly until he draws a
new weapon. A hoyrall shredder may execute
an attempt to impede a weapon via web of steel
instead of a regular attack. This does not require
the expenditure of an attack of opportunity, though
it does count towards the maximum of uses of web
of steel per round.
Finally, upon successfully impeding a weapon,
the hoyrall shredder may expend an additional
attack of opportunity as an immediate action to
move up to his speed. The hoyrall shredder must
end his movement no further than one 5-foot-
square further away than the threatened area of
the creature whose attack he avoided. To use this
ability, hoyrall shredder must be aware of an attack
and not flat-footed. This replaces wild empathy.

Shredder Style: At 2nd level a hoyrall shredder
must take the two-weapon combat style at 2nd level
and adds Coordinated Fighter to the list of combat
style feats available. This modifies combat style.

Light Adaptation (Ex): At 3rd level, a hoyrall
shredder loses the light blindness racial quality.
This replaces endurance.

Tightening Web: At 3rd level, the hoyrall
shredder increases the number of attacks of
opportunity he can take in a round by one, and
he can use the web of steel ability even when
unarmed, though not when unaware of the attack
or flat-footed. Additionally, the hoyrall shredder
may use web of steel to negate attacks made from
a ranged weapon, though the ranged weapon is not

considered impeded unless the hoyrall shredder
threatens the opponent attempting to shoot him
or the ranged weapon is an item that returns to
the attacker (such as a thrown weapon with the
returning special quality). At 8th level and every
five levels thereafter (13th and 18th level), he
increases both the number of attacks of opportunity
he can take in a round and the maximum amount
of uses of web of steel per round by one.

At 8th level, the hoyrall is treated as a Medium
creature for the purpose of combat maneuver-
checks made in conjunction with his web of steel
ability.

At 13th level, the hoyrall is treated as a Large
creature for the purpose of combat maneuver-
checks made in conjunction with his web of
steel ability. Additionally, weapons impeded by
web of steel may not be used to execute attacks
of opportunity provoked by combat maneuvers
attempts.

At 18th level, the hoyrall is treated as a Huge
creature for the purpose of combat maneuver-
checks made in conjunction with his web of steel
ability. Additionally, the hoyrall shredder may use
web of steel to negate touch attacks. Instead of
impeding the caster, a hoyrall shredder may force
the opponent to make concentration checks (DC
10 + 1/2 the hoyrall shredder’s class level + the
hoyrall’s Dexterity modifier) for 1 round whenever
attempting to cast a spell. If the touch attack is
delivered via a weapon, the hoyrall shredder must
choose whether to impede the delivering weapon
or enforce the concentration check. This replaces
favored terrain.

Shredder’s Bond (Ex): At 4th level, the
hoyrall shredder forms a bond with allies that
allows him to apply the benefits from impeding the
weapons of adversaries to allies, creating openings.
Weapons impeded by the hoyrall shredder no
longer threaten attacks of opportunity incurred
from any form of movement by either the hoyrall
shredder or his allies. Additionally, the hoyrall
shredder may expend an attack of opportunity as
an immediate action to grant all adjacent allies a
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bonus to any combat maneuvers against a target
of his web of steel equal to the equipment bonus
granted by his web of steel ability. This replaces
hunter’s bond.

Compression (Ex): At 7th level, a hoyrall
shredder can move through areas requiring
squeezing at his normal movement rate and
without penalties. This replaces woodland stride.

Falling Web (Ex): At 8th level, a hoyrall
shredder gains the benefits of the Spring Attack
feat, even if he does not meet the prerequisites.
If the hoyrall shredder also possesses the Spring
Attack feat, he also does not provoke attacks of
opportunity due to movement from any opposing
creatures when making a making a Spring Attack
as a full-round action.

Vibrating Web (Su): At 11th level, the
duration of his web of steel’s effects increases by
1 round. The hoyrall shredder gains the benefits
of the Deflect Arrows feat, except he must use an
attack of opportunity to deflect a ranged attack,
does not require a free hand, and can deflect
magical rays as if they were ranged weapons. If the
hoyrall shredder possesses the Deflect Arrows feat,
he can deflect up to two ranged attacks each round
in this manner, with only the second requiring him
to expend an attack of opportunity. This replaces
quarry.

Web of Destruction (Su): At 15th level,
the resonance of the hoyrall shredder’s blades
can destroy weapons. Whenever he successfully
impedes a weapon, he may expend an additional
attack of opportunity to attempt a sunder combat
maneuver at his full combat maneuver bonus
against the impeded weapon (without provoking
an attack of opportunity). If the hoyrall shredder
possesses the Improved Sunder feat, the weapon’s
hardness is halved for the purpose of this sunder
attack. This ability replaces the 4th favored enemy.

Web of Dissolution (Su): At 19th level, the
unearthly song of the web of steel temporarily
suppresses enchantments. For as long as a weapon
is impeded by the hoyrall shredder, it loses all
enhancement bonuses and special abilities,

counting as a regular masterwork weapon of its
material. Intelligent weapons receive a Will save
against DC 10 + 1/2 the hoyrall shredder’s class
level + the hoyrall’s Dexterity modifier to negate
this effect. On a success, the intelligent weapon is
immune to this ability for 24 hours. Artifact, epic,
and mythic weapons are immune to this effect.
This replaces improved quarry.

Web of Annihilation (Su): At 20th level,
the hoyrall shredder’s defensive web is nigh
impenetrable. As long as at least one opponent is
subject to the effects of web of steel, the hoyrall
shredder receives DR 10/— and SR 20, as the
mystic song of his whirling blades protects him
from harm.

SIKTAURYI SPECIALIST

(GUNSLINGER ARCHETYPE)

After the Confluence, the orders of siktauryi
specialists disbanded in the chaos that consumed
the hoyrall. Their genes have been passed on,
however, and now some of the insectoid aliens find
their bodies changing unexpectedly or that their
children are born with the gift.

Hybridized Hands: Two of a siktauryi
specialist’s hands (one left, one right) have been
strangely modified since birth, creating valves in
their palms. They can never use the toxic blood
racial ability as a normal hoyrall, but can plug
these openings into the handle of a siktauryi to
symbiotically feed the weapon doses of poison.
Siktauryi specialists have no limit to the number
of times of times per day that they can create a
dose of poison so long as they are connected to a
siktauryi. Reloading a siktauryi is a swift action
for siktauryi specialists. At 10th level, reloading is
reduced to a free action.

This does take a toll on siktauryi specialists,
however, and to keep up with the increased
metabolism they must consume three times as
much food and water than a normal hoyrall. While
wielded, a siktauryi specialist’s signature weapon
is considered a part of their body—though it may
still be sundered, it cannot be disarmed.
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Weapon Proficiency: A siktauryi
specialist does not gain proficiency with .
any firearms and gains proficiency with A
siktauryi instead, treating the alien
weapons as though they were firearms *
for all class abilities. {

Siktauryi Cultivator: At ist level, [
a siktauryi specialist gains a siktauryi. [§#
It isn’t a particularly healthy specimen, ~{
and only the siktauryi specialist knows
how to use it properly. All other creatures 4
treat her siktauryi as if it had the broken

i

broken condition, it does not work at all for

anyone else trying to use it. This starting

weapon may only be sold for scrap (it’s
worth 6d10 gp when sold). The siktauryi
specialist also knows exactly how to grow
and cultivate a siktauryi within their own
body, and may do so once every three weeks.
This ability replaces gunsmithing.

Deeds: Siktauryi specialists may never
use the shoot unattended object utility shot or
bleeding wound deeds.

Siktauryi Training (Ex) At sth level, the
siktauryi specialist gains a bonus equal to her
Dexterity modifier on damage rolls when firing a
siktauryi. This bonus increases by an additional +1
every four levels beyond 5th level (to a maximum
of +4 at 17th level). Additionally, they suffer no
additional penalty for using their third and fourth
hands to wield two siktauryi at once (though they
still suffer the normal penalties for fighting with
two weapons). This ability replaces gun training.

HOYRALL EQUIPMENT

Hoyrall have access to the following equipment.

Hoyrall Shellcracker
Item Type: Exotic Four-Handed Melee Weapon;
Price: 1,600 gp; Damage (S): 3d12; Damage
(M): 6d6; Critical: x3; Range: — ; Weight: 75
Ibs.; Damage Type: Slashing; Special: Reach
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condition. If the weapon already has the S
B\ the creature has less than four arms. Even a
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Known as “megalomania blades” by
other races, these immense weapons
ere made for hoyrall lacking the
W coordination to wield multiple weapons.
The ridiculously massive and heavy
blades are enormous and look more like
an oversized chunks of steel than an actual
weapon. Even the strongest hoyrall require
all four of their arms to properly wield a
shellcracker. A non-proficient wielder suffers

N2 -2 circumstance penalty to attack, initiative,

and damage in addition to the normal non-
proficiency penalties. This penalty doubles if

proficient wielder cannot use a hoyrall
Bshellcracker with a weapon size category
larger than the wielder’s size. Hoyrall
shellcrackers are hardness 10 and have
50 hit points. A hoyrall shellcracker grants
¥ a +4 competence bonus to the wielder’s
sunder attempts. The hoyrall shellcracker
"V is a martial weapon for hoyrall, and an exotic
weapon for other races.
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Mating Vencegran
Price: 2,000 gp (pair); Weight: /2 1b.

This small, carapaced organic growth is easily
mistaken for a simple rock (DC 18 Perception
check) but on its underside, are thousands of
small, harmless tendrils that can perfectly emulate
any sound.

Itis one part of an alien creature that is eventually
meant to bond with its mate (when bonded, they
can only be removed with a DC 25 Strength check).
If allowed to do so, it produces spores over a period
of 8 days that grow 1d4+1 more vencegran before
dying. After 8 weeks, any natal vencegran have
fully matured and begin seeking a mate of their
own. Vencegran have no sex and any two can be
made to mate (leaving them within 10 feet of one
another for 10 minutes does this), but they only
ever attempt to mate with more than one other
vencegran at a time.
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The strange alien physiology of a pair of once
mating but separated vencegran allow them,
and their users, to speak with one another over
vast distances (up to 1,000 feet). Activating or
deactivating a mating vencegran is a free action,
but the creature requires one hand to be operated
correctly.

Siktauryi
Price: 850 gp; Type: exotic

This is another strange creature from the cosmos,
brought to Aventyr along with the hoyrall and their
savage, alien culture. Grown in hatcheries of eggs
suspended from the ceiling (requiring a daily DC
14 Knowledge [nature] check to keep alive for the
1d4 months they gestate), they ultimately look like
a crossbow in form, bearing a very small familiarity
to a miniature stingray set upon a stock handle.

Siktauryi feed on poisons of all varieties. Their
otherworldly metabolisms break toxins down into
potent acid, kept in an organ near their ‘front’ that
can be stimulated to fire its contents outward.

A creature wielding a siktauryi makes ranged
touch attacks with the weapon, dealing 1d6 acid
damage on a successful hit. Siktauryi can hold
as many as 12 doses of acid at a time. Feeding a
siktauryi a dose of poison is a swift action (that is
still subject to the rules for applying poisons).

For poisons with a DC of 20 or higher, increase
the damage of a siktauryi’s shot to 2d6. For poisons
with a DC of 25 or higher, increase the damage of
a siktauryi’s shot to 3d6. For poisons with a DC of
30 or higher, increase the damage of a siktauryi’s
shot to 4d6.

Siktauryi have 12 hit points and a hardness of 5.
They are not technically constructs and are healed
by cure spells and positive energy just like any
other living creature (though these odd aliens do
not need to breathe or sleep, and are immune to
acid damage).

Siktauryi cannot fire underwater. Using a
siktauryi requires two hands. Siktauryi never
misfire.

HOYRALL FEATS

Carnivorous Appetite
You can sense the wounded or dying far sooner
than your fellow hoyrall.

Prerequisites: Wis 13, hoyrall.

Benefits: Your carrion sense is more potent
and you gain scent against any damaged creatures
and receive a +2 racial bonus to Perception checks
made against them.

Coordinated Fighter (Combat)

Other hoyrall may lack the finesse required to use
their additional limbs without impediment, but
not you.

Prerequisites:
hoyrall.

Benefits: You reduce the penalty to AC for
using an extra arm in combat by 1.

Special: You may select this feat up to six times
and the effects stack. Each time you select this feat,
the Dexterity ability score requirement for this feat
increases by 1 (to a maximum of 20 for the 6th
time you select this feat).

Dex 14, Weapon Finesse,

Fast Hands (Combat)
You've learned to make the use of your extra limbs
time and again to gain the advantage in combat.
Prerequisites: Coordinated Fighter, Bluff 3
ranks, hoyrall.
Benefits: You gain a +5 racial bonus to Bluff
checks made to feint in combat.

Hoyrall Subtlety (Teamwork)
Surface-dwellers and Underworlders alike may
well be oblivious to any dialogue you have with
other hoyrall, mistaking your wavering, twitching
antennae for nothing more than reflexive activity.

Prerequisites: Wis 11, hoyrall.

Benefits: You can communicate with another
creature with this feat using nothing more than
your twitching antennae. This effectively operates
as if both you and the hoyrall with which you




converse both use Drow Hand Sign, save that
only other hoyrall have any chance to realize you
are actively communicating. When observed by
other hoyrall, this functions as using Bluff to pass
secret messages, except you automatically succeed
on conveying information and only need to check
to see if the hoyrall observers can decipher the
message as well with an opposed Sense Motive
check.

Siktauryi Aggressor (Combat)
In your hands, this dangerous creature from space
is a truly deadly weapon.
Prerequisites: Con 11,
Proficiency (siktauryi), hoyrall.
Benefits: When using your own racial poison
as ammunition in a siktauryi, you deal bonus acid
damage equal to +1/3 your character level on a
successful hit.

Exotic Weapon

Toxic Blood
The fluids of any hoyrall are poisonous, but your
blood is particularly virulent and toxic.

Prerequisites: Con 15, hoyrall.

Benefits: Your venomous blood is extremely
potent. Increase the DC to resist your poison by
1 and increase the amount of ability damage it
inflicts to 1d4.

HOYRALL MAGIC ITEMS

Aura moderate divination; CL gth

Slot neck or head; Price 2,000 gp; Weight —
DESCRIPTION

These simple (and remarkably pliable) bands are
made from the antennae of a dead hoyrall, but may
be worn around either the head or neck. A creature
wearing alien antennae is granted the Hoyrall
Subtlety feat.

CONSTRUCTION

Requirements Craft Wondrous Item, Hoyrall
Subtlety, telepathic bond, creator must be a
hoyrall; Cost 1,000 gp

BANDOLIER OF ENDLESS DAGGERS

Aura moderate conjuration; CL 7th

Slot belt or chest; Price 8,200 gp; Weight 10 lbs.

DESCRIPTION

This belt is made from the leathery skin of an

unrecognizable creature from the Underworld

of Aventyr and festooned with sheathed daggers.

When adagger is drawn from the belt by the wielder,

another appears in its place. After being dropped,

disarmed or used to make a ranged attack, a dagger

from a bandolier of endless daggers disappears in

one round. All daggers drawn from a bandolier of

endless daggers are of masterwork quality, but

never magical.

CONSTRUCTION

Requirements Craft Wondrous Item, minor
creation; Cost 4,100 gp

PHANTOM LIMB

Aura strong conjuration; CL 13th

Slot none; Price 2,000 gp; Weight —
DESCRIPTION

Small carapaces of purples and golds mold together
to make up this cap. When placed over the stub of
a lost appendage, a new insectile or aberrant limb
(colored as the cap is) appears within one full
round where the lost one used to be. It is just as
strong and dexterous as the original arm, leg, tail,
tentacle, or wing and can be used by the wearer
just as a real limb would be. Most humanoids likely
find the limb repulsive, and the wearer suffers a —2
penalty to all Charisma-based skill checks (except
Intimidation) when interacting with humanoids
whenever it is exposed. The limb can be removed
as a full-round action.

CONSTRUCTION

Requirements Craft Wondrous Item, regenerate,
creator must be a hoyrall; Cost 1,000 gp




HoYRALL

HOYRALL SPELLS

FASCINATING COUNTENANCE
School illusion (mind-affecting, pattern); Level
bard 1, cleric 2, druid 2, ranger 1, sorcerer/
wizard 2, summoner 2
Casting Time 1 standard action
Components S, M (silver dust)
Range close (25 ft. + 5 ft./2 levels)
Target one creature/level
Duration 1 round/level (D)
Saving Throw Will negates; Spell Resistance
yes
As part of the casting of this spell, you make a
gaze attack against one creature per level, up to a
total number of Hit Dice equal to your caster level.
On a failed Will save, the false markings on your
face cause targets to become fascinated with your
appearance. All subjects stop what they are doing
and continue to be fascinated with your markings
while the spell persists.
While this means that they may stop attacking
a creature, they are still fully aware of the danger
presented by opponents and remain prepared to
defend themselves.

GREATER HIVE MIND*

School divination; Level cleric 5, druid 4,
inquisitor 4, oracle 4, ranger 3

Range long (400 ft. + 40 ft./level)

This spell functions as the second option of hive

mind does, save that the range is increased to long

and there may be up to one subject per caster level

simultaneously affected by greater hive mind.
*Colliatur as well

Hive MIND*

School divination; Level cleric 3, druid 3,
inquisitor 3, oracle 3, ranger 2

Range close (25 ft. + 5 ft./2 levels) or medium
(100 ft. + 10 ft./level) (see text)

This spell can function in one of two ways:

First, it might be used exactly as lesser hive mind,

but at a range of medium rather than close.

Second, it can be used at close range, but create
a strong effect than lesser hive mind. Subjects can
communicate emotions, images, and any other
sensory data at their disposal to other subjects
under the effects of hive mind.

LESSER HIVE MIND*

School divination; Level cleric 2, druid 2,
inquisitor 2, oracle 2, ranger 1

Casting Time 1 standard action

Components V, S, M (piece of hoyrall antennae)

Range close (25 ft. + 5 ft./2 levels)

Target three creatures within range plus one per
three caster levels

Duration 1 minute/level (D)

Saving Throw Will negates; Spell Resistance yes
The subjects become linked with a primitive form

of telepathy that allows them to have a dialogue

in mutually shared languages, so long as they

remain within close range of one another (25 ft. +

5 ft./2 levels). Should they venture out of this area,

there’s a 50% chance that they cannot understand

or be understood through hive mind within double

the spell’s range and beyond that, are no longer

under its effects. Should they re-enter the spell’s

area during the duration, its effects immediately

reinstate themselves for the duration of the spell.

PrisMATIC EYES

School illusion; Level cleric 4, druid 3, ranger 3,
sorcerer/wizard 4, summoner 3

Casting Time 1 standard action

Components V, S, M (crystalline shards)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration instantaneous (see text)

Saving Throw Will negates (see text); Spell
Resistance yes

As part of the casting of this spell, make a gaze

attack at one target within range. On a failed Will

save, they are subjected to one of the effects below

(determined by rolling 1d8) as the false markings

on your face flash vividly in a kaleidoscope of

colors that leap toward the target to thrash them

with energy or magic.




1d8 Color of Effect

Reflection

1 Red Caster level x d8 (max
10d8) points of fire damage

(Reflex half)

Caster level x d8 (max
10d8) points of acid
damage (Reflex half)

Caster level x d8 (max
10d8) points of electricity
damage (Reflex half)

As though you were hit
by concentrated hoyrall
poison (increase DC by 4,
double temporary attribute
damage)

Hold monster (Fortitude
negates) for 1 round/level
(maximum 10 rounds)
Confusion (Will negates)
for 1 round/level
(maximum 10 rounds)
Baleful polymorph (Will
negates) for 1 round/level
(maximum 10 rounds)

2 Orange
3 Yellow

4 Green

5 Blue
6 Indigo
7 Violet

8 White Caster level x d4 (max
10d4) points of force
damage (no save) and

targeted by a dispel magic

SpPIiT POISON

School transmutation; Level cleric 2, druid 2, }|

ranger 1, sorcerer/wizard 2, summoner 2
Casting Time 1 standard action
Components V, S, M (pinch of sulfur)
Range close (25 ft. + 5 ft./2 levels)
Target one creature
Duration instantaneous
Saving Throw none (see text); Spell Resistance no
As part of the casting of this spell, you spit a glob of
your acid at a target as a ranged touch attack. The
magic of the spell changes your poison’s type to
contact, and increases the DC to resist it by 2. This
does not consume any daily uses of your poison.

KRAIDYL

Primordial Hunters of the Underworld
There have always been beasts that lurk in the
wet caverns and murky waters of the Underworld,
primordial hunters and things that exude the very
essence of mortality. Many reached theirideal forms
long ago, perfectly adapted to hunt in the darkness
of the endless caves before even the Forging of
the Dvergr. After the titanic Dracoprime’s fall
during the Great Schism, however, an entire race
of animalistic scions of death began to prowl the
Underworld, striking fear into even the hearts of
the dark elves and devil dwarves: the fearsome
kraidyl.

HISTORY

Long before the Great Schism, in the primordial
past of Aventyr, before even the first children
of the gods, the ecosystems of the Forever Deep
had found a balance. Cousins of alligators and
crocodiles, kraydiles quickly rose to become the
apex predator of the watery depths under the
surface. The subterranean reptile’s incredible
talent for blending into its surroundings and
incredible powerful jaws made it a scourge to the

lesser beasts of the coastal Underworld,
P~

)] KRAYDILES AND KRAIDYL

Kraydiles are unevolved primordial
predators, still a danger in the Underworld
but simple beasts (use the statistics for a
crocodile but with darkvision 120 feet.).
Kraidyl are the ultimate expression of the
potential locked within simple kraydiles and
can cite the creatures as their ancestors, but
unlike their reptilian predecessors, kraidyl
are intelligent, have full limbs, and walk

upright.
[ <




For a great many years kraydiles remained as
they were, apex predators propagating without
incident and masters of their domain—simple
beasts for a simple, if strange, world. When the
gods wrought the first races the reptiles swam on,
oblivious. As the draconic slaves of the Progenitors
sculpted the tunnels of the Underworld kraydiles
hunted the fools that fled into their territories, but
otherwise paid the reshaping of the world around
them no heed. It wasn’t until the impossibly huge
Dracoprime came crashing down into the endless
caves that the kraydiles became something
more, beastmen more unholy and dangerous than
anything seen elsewhere in Aventyr.

Many speculate that the energies of the
Dracoprime’s tremendous being spread into
the flora of the Underworld, responsible for
the funglets—perhaps this is true, but powerful
kraidyl shaman know the truth of their origins,
and that the wealth of the ire and wrath that
drove the great monstrosity of the dragons flowed
down into the swamps and domains of kraydiles.
Seeking out the most powerful lifeforms possible
but instinctively refusing anything intelligent, the
essence of the thing transformed the reptilian
beasts, forever changing their species. Powerful
profane energies morphed short, stubby arms
and legs into powerful limbs, long as a man’s,
with taloned hands and webbed feet strong and
dexterous enough to wield a sword but able to
carry the creature through the water with ease.
The bottomless enmity of the enslaved dragons
suffused the newly wrought monsters, still burning
within the twisted thing of a soul at the core of
every kraidyl and evident to any that have held the
gaze of these predators of the Underworld.

Since their ascendance after the Great Schism,
kraidyl have almost completely driven vestraadi
from coastal settlements, deeper into the waters of
the Forever Deep. Only the most powerful funglets
dare to stand to the reptilian menace, and the half-
eaten corpses of gitwerc or drow spies can be found
across Underworld bayous. Though the Underworld
races have little to band together and stand against,

::::::

loose alliances are forming in fear that the tribes of
kraidyl—themselves a dangerous nuisance—may
join, creating a force of warriors that could wreak
bloody havoc throughout the endless caves, a
rampage that none could stand against alone.

Physical Description: Kraidyl are densely
muscled and extremely heavyset with huge torsos
that contain lungs that can inflate to quadruple
their normal size (either to swim long distances
underwater or as an intimidation tactic). The off-
white and light purple arms, legs, back, and neck
of a kraidyl are covered in hard bony ridges that
protect it from harm. Baleful red eyes stare out
of its predatory head, placed just above its many-
toothed snout and powerful jaws. Huge cords of
thick muscle run down a kraidyl’s spine into a
long, powerful tail that sways behind it.




Society: Unlike its populace, there is little
hidden beneath the surface of kraidyl society. Power
and dominance reign supreme and their lives are
like the apex predators they evolved from—highly
territorial and extremely aggressive. There is little
trade or teachings shared among kraidyl outside of
tenuous apprenticeships for the retention of vital
trades and skills, or brief mating periods. Aside
from essential commerce, each keeps to their own,
fiercely protecting its young. A kraidyl is weakest
as a child and until it reaches maturity at the age
of 11, younglings are almost always found with a
parent (typically the mother), learning how to hunt

in the Underworld without being detected until
striking the killing blow. In areas where there is
more territory than the strongest kraidyl requires,
an alpha female rises to a tenuous position of
authority over her peers, meeting opposition to her
authority with swift, violent reprisal.

Relations: More hated than even the gitwerc,
kraidyl are feared for their aggressive natures,
often snapping (literally) at a moment’s notice
for perceived slights. They have contempt for
all the living races and though they find dedelig
to be amusing and dvergr to be amiable, kraidyl
instinctively hate colliatur and draaki. The profane

KrAyL RACIAL TRAITS

+2 Strength or +2 Constitution, —2 Intelligence, +2 Wisdom: Kraidyl are strong and tough,
but not overwhelmingly smart, relying on physical prowess and instinct rather than guile.

Reptilian: Kraidyl are humanoids with the reptilian subtype.

Medium: Kraidyl are Medium creatures and have no bonuses or penalties due to their size.

Normal Speed: Kraidyl have a base speed of 30 feet and a swim speed of 30 feet.

Darkvision: Kraidyl can see in the dark up to 60 feet.

Hypnotic Gaze: The kraidyl’s gaze is so intense it stops others in their tracks. Once per day, it can
attempt to hypnotize a single target, as per the spell hypnotism (caster level equal to the kraidyl’s Hit
Dice). The DC of this effect is equal to 11 + the kraidyl’s Charisma modifier. The effects of the hypnotic
gaze only last a single round.

Hold Breath: Kraidyl can hold their breath for a number of rounds equal to four times their
Constitution score before risking drowning or suffocating.

Armor: Kraidyl have a +1 natural armor bonus.

Stalker: Perception and Stealth are always class skills for kraidyl.

Natural Weapons: Kraidyl have a bite attack as a primary attack that deals 1d6 points of damage. If
a kraidyl is wielding manufactured weapons, this bite attack is a secondary attack. Kraidyl also have a tail
they can use to make attacks of opportunity with a reach of 5 feet (this cannot be used to make regular
attacks). When used to make an attack of opportunity, the tail is a primary natural attack that deals 1d8
points of damage plus the kraidyl’s Strength modifier.

Light Blindness: Abrupt exposure to bright light blinds kraidyl for 1 round; on subsequent rounds,
they are dazzled as long as they remain in the affected area.

Negative Energy Affinity: Kraidyl are alive but the profane energies coursing through their bodies
make them react differently to negative and positive energy. Positive energy harms a kraidyl, while
negative energy heals it.

Positive Energy Vulnerability: Kraidyl have vulnerability to positive energy. When subjected to an
attack that deals positive energy damage, a kraidyl takes half again as much damage (+50%) and if a save
against the spell or effect is allowed, the kraidyl suffers a —4 penalty to the save.

Languages: Kraidyl begin play speaking Undercommon. Kraidyl with high Intelligence scores can
choose from the following bonus languages (Abyssal, Aklo, Common, Infernal).
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KRAIDYL

remnants of the Dracoprime often willing them
to violence when the opportune moment to strike
presents itself. Even more disruptive are the
kraidyl’s distaste for religions of all kinds—they
destroy shrines whenever they are encountered
and immediately hold umbrage for clerics,
paladins, priests, and oracles of all varieties save
the few of their kin that take these paths.

Alignment and Religion: It is difficult to both
expound upon and explain in words the beliefs of
the kraidyl, but the core tenets can be found in the
moment prey dies within one’s jaws. Death and
entropy drive the debaucherous rites performed
before a great hunt or raid on another kraidyl’s
territory, and the very essence of their souls are
sustained by the death throes of creatures slain by
their snapping maws. Clerics, oracles, paladins,
priests, and shamans are not common throughout
kraidyl society, paid out even more aggression than
their peers but treated with a measured respect, kept
at an even further distance. These deluded fanatics
worship death in all its forms, but it is their love
of chaos that brought Leahcim’s attention. Since
their evolution after the fall of the Dracoprime,
the divine prankster has used his power to fuel the
few kraidyl zealots in the Underworld, giving them
divine abilities despite their apparent atheism.
Note: Most kraidyl (including PCs lacking a good
reason otherwise) worship entropy and death, only
able to access the following domains: chaos, death,
deception, entropy, luck, trickery.

Adventurers: Kraidyl adventurers areincredibly
resilient warriors able to effectively utilize stealth to
catch opponents off-guard. The powerful bodies and
menacing jaws of a kraidyl make them natural born
barbarians and fighters, and charismatic kraidyl
can become menacing bards or sorcerers. Though
rare, divinely empowered kraidyl are fearsome
combatants, capable of sustaining their kin while
destroying their foes.

Male Names: Alrdag, Craindee, Krekarr,
Loxar, Praskk, Tarkalgar
Female Names: Agral, Drethsa, Gralza,

Nollsgra, Raassei, Sorrlesk

KRAIDYL SCALING ADVICE

The voracious and deadly kraidyl are powerful
race, but one with a significant Achilles heel that
makes them hard to heal, not to mention with
significant social stigmas and cultural clashes.
They are approximately on par with the planar
races.

For grittier games: In grittier games, modify the
kraidyl by getting rid of stalker, natural armor, and
the natural weapons, with the latter available as a
racial feat.

For high-fantasy games: For more powerful
games, eliminate the positive energy vulnerability
and increase the daily uses of the hypnotic gaze (or
make it usable at will every 1d4 rounds). Additionally,
aracial feat can be gained as a bonus feat.

KRAIDYL HUNTING GROUNDS

Though most kraidyl live solitary lives, small
enclaves do come about in territories too large
and abundant with prey for just one of these
Underworld terrors to rule over. These tribal
societies are incredibly militant and primitive,
treating each other with open disdain and all
outsiders with extreme hostility (save for dedelig
or sometimes dvergr). A PC that succeeds on a
Knowledge (religion) check (DC 20 - settlement’s
size modifier x2) can pick out the subtle profane
signs and innocuous blasphemous markings of
kraidyl hunting grounds, as well as just how much
game has died as of late. Though almost always
aggressive, a sufficient show of strength or prowess
can earn travelers a short respite from the wrath of
these primordial Underworld predators—so long
as the kraidyl aren’t too hungry.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit
point whenever they gain a level in a favored class,
kraidyl have the option of choosing from a number
of other bonuses, depending upon the character’s
favored class. The following options are available
to all kraidyl who have the listed favored class, and




unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +5 minutes to the duration of
the alchemist’s mutagen.

Antipaladin: Add a +¥4 profane bonus to the
antipaladin’s attack and damage bonuses when
using smite good.

Barbarian: Add +1 to the barbarian’s rounds of
rage per day.

Bard: Add +1/5 to the competence bonus
granted by the bards’ inspire courage ability.

Cavalier: Add +2 ft. to the cavalier’s mount
companion’s swim speed. This option has no effect
unless the cavalier has selected it at least 3 times
(or another increment with a value of 5 to 10); a
swim speed of 34 feet is effectively the same as a
swim speed of 30 feet, for example, and a fly speed
of 36 feet is effectively the same as a fly speed of 35
feet. This favored class bonus grants a swim speed
to creatures that do not possess one. If the cavalier
ever replaces his mount, the new mount gains this
increased movement.

Cleric: Add a +¥2 bonus to the cleric’s saving
throws against attacks and effects that deal positive
energy damage.

Druid: Add +%4 profane bonus to the druid’s
animal companion’s attack and damage rolls with
its natural weapons. When this bonus reaches
+2, the animal companion’s natural weapons
count as magical for the purposes of overcoming
damage reduction; at +3 the animal companions’
natural weapons count as silver, at +4 the animal
companion’s natural weapons count as cold iron,
and at +5 the animal companion’s natural weapons
count as adamantine.

Fighter: Add +1 to the fighter’s CMB when
making grapple checks.

Inquisitor: Add a +%2 bonus to the inquisitor’s
Intimidate, Perception, and Stealth checks.

Magus: Add +1/5 to the DC of any magus spells
cast by the magus that are of the necromancy school.

Monk: Add +1 ft. to the monk’s base speed
and swim speed. In combat this option has no
effect unless the monk has selected it five times

(or another increment of five). This bonus stacks
with the monk’s fast movement class feature and
applies under the same conditions as that feature.

Oracle: The oracle gains 1/6 of a new oracle
revelation.

Ranger: Add a +¥2 bonus to the ranger’s animal
companion’s Perception, Stealth, and Survival checks
and a +¥2 bonus to the ranger’s Intimidate checks.

Rogue: Add a +1 profane bonus to damage
when the rogue uses its bite attack to deal sneak
attack damage.

Sorcerer: Add +1/6 tothe DCof any necromancy
spells cast by the sorcerer.

Summoner: Add a +1/6 profane bonus to
the eidolon’s attack and damage with its natural
weapons. When this bonus reaches +1, the eidolon’s
natural weapons count as magical for the purposes
of overcoming damage reduction. When this bonus
reaches +2, the eidolon’s natural weapons count as
silver and when it reaches +3, the eidolon’s natural
weapons count as cold iron.

Stonespeaker: Add +1 to Stealth checks made
to hide and Survival checks to track in rocky terrain.

Witch: Add one necromancy spell from the
witch spell list to the witch’s familiar. This spell
must be equal to or less than the highest-level spell
she can cast. If the witch ever replaces her familiar,
the new familiar knows these bonus spells.

Wizard: When casting wizard necromancy
spells, add +1/3 to the effective caster level of the
spell, but only to determine the spell’s effects (not
duration, range, or number of targets).

PRIMORDIAL PREDATOR
(BARBARIAN ARCHETYPE)

The traditions of kraidyl hunters are the same as
those of their reptilian ancestors—deadly speed,
patient stealth, fierce savagery, and brutal force.
While the hunters of the Underworld are wont
to follow many primitive paths, most embrace
the ways of their past and become primordial
predators, supplementing their powerful physical
forms with ancient tactics that epitomize why it is
these scions of death are so feared.




KRAIDYL

primordial predator is proficient with all primitive
weapons, simple weapons, bolas, and nets.

Primordial Rage (Ex): A primordial
predator’s inner strength is utterly primitive and
forces her to eschew weapons when she rages
but transforms her into a brutal and effective
unarmed combatant. While raging, a primordial
predator’s bite attack deals damage equivalent to
a monk’s unarmed strike, treating her barbarian
class level as her monk class level for the purposes
of this ability. Unlike a monk, a raging primordial
predator cannot deal nonlethal damage with bite
attack. While using primordial rage, a primordial
predator loses proficiency with all manufactured
weapons and shields. This modifies rage.

Savage Grab (Ex): At 2nd level a primordial
predator learns to use her bite attack to devastating
effect while raging. When the primordial hunter
hits a creature of her size or smaller, she may use a
swift action to start a grapple without provoking an
attack of opportunity. She gains a +4 bonus to her
grapple combat maneuver check. If the primordial
predator takes a —20 penalty to her grapple check,
she does not gain the grappled condition. This
penalty is reduced by 1 for each barbarian class
level she possesses (to a maximum of —0 at 20th
level). This ability can only be used once per rage.
This replaces the rage power gained at 2nd level.

Death Roll (Ex): At 14th level, when raging
and grappling a foe of her size or smaller, the
primordial predator can perform a death roll with
a successful grapple check.

Weapon and Armor Proficiency: A

As she clings to her foe she rolls rapidly, twisting
and wrenching her victim. The primordial predator
inflicts her bite attack damage, knocks the creature
prone, and maintains the grapple. If successful,
the primordial predator maintains her grapple.
This ability replaces indomitable will.

Rage Powers: The following rage powers
complement the primordial predator archetype:
beast totem, beast totem (greater), beast totem
(lesser), bestial climber, bestial leaper, bleeding
blow, crippling blow, deadly accuracy, intimidating
glare, lethal accuracy, low-light vision, mighty
swing, powerful blow, primal scent, reckless
abandon, roused anger, scent, sprint, surprise
accuracy, unexpected strike

KRAIDYL EQUIPMENT

Kraidyl have access to the following equipment.

Camouflage Grit

Price: 30 gp; Weight: —

Mixing together the fluids of prey and exotic
substances from Underworld marshes, kraidyl
have developed a strange concoction able to mix
with water and absorb some of the color from
any solid object. With one minute of time and a
waterskin, camouflage grit can be used to create a
makeup disguise that functions as nearly perfect
camouflage. The creature applying the camouflage
grit makes a DC 20 Disguise check and on a success,
paints the camouflage grit sufficiently well enough
to allow the creature wearing it to use the Stealth
skill even if cover or concealment is not available,
and take a 20 on the Stealth check so long as they
remain motionless and do not move from where
the makeup was applied to emulate.

A creature cannot apply camouflage grit to itself.

Kraidyl Helmet

Price: 50 Ibs. + special material; Weight: 3 lbs.
Kraidyl relish the feeling of ripping foes apart

with their jaws, but unfortunately there are

creatures that are resistant to being chewed into

itty-bitty pieces. This savage cap of leather offers

no protection, but the straps on the snout are fitted




with “teeth” of different materials. Kraidyl helmets
function as weapons for the purpose of which
special materials (silver, mithral, adamantine, cold
iron, etc.) can be applied to them. They convey
their special material’s benefit to the wearer’s
natural bite attack.

Kraidyl War-Banner

Price: 180 gp; Weight: 14 Ibs.

This is little more than a sturdy pole (typically
made from fantafungi or bone) with a large cross
at its top that bears the grisly remains of a kraidyl’s
fallen foes. When correctly fashioned, however, the
arrangement of these barbaric trophies becomes
disturbing to look upon, granting its bearer a +2
circumstance bonus to Intimidate checks made
against non-evil creatures.

The haft of a kraidyl war-banner can be made
into a spear, but attacks with it suffer a —2 penalty.
Crafting a kraidyl war-banner requires a DC 20
Knowledge (religion) check.

Severing Maw Trap

Price: 500 gp; Weight: 20 lbs.

This primitive device is as simple as it is insidious
and deadly. Unlike a bear trap (meant largely to
maim and hinder large animals so they can be
hunted down and killed in a weakened state shortly
thereafter) a maw trap is designed to outright kill
whatever happens upon it, severing the limb caught
within. The teeth of countless creatures (and
often the jaws of kraidyl) are used with numerous
tendons to create a powerful spring anchored into
the ground with wedges of bone. Prying open the
jaws or pulling the bones from the ground requires
a DC 15 Strength check, as many of the tendons
snap apart when the maw trap strikes.

SEVERING MAW TRAP
Type mechanical; Perception DC 20; Disable
Device DC 20

EFFECTS

Trigger location; Reset manual

Effect Atk +13 melee (2d8+6/18-20/x2; on a critical
hit, amawtrap severs the limb [usually aleg] caught
within, dealing an additional 1d4 Constitution
damage). A creature losing a leg becomes prone
and can only crawl. A prosthesis might allow the
creature to increase its speed to half their original
land speed. On a normal hit, sharp bone jaws
covered in the teeth of numerous animals shut
around the creature’s ankle and hold it immobile.
The creature can escape with a DC 20 Disable
Device, Escape Artist, or Strength check. Creatures
with a severed limb are not held immobile.

KRAIDYL FEATS

Deadly Maw (Combat)

Your bite is truly vicious, able to eviscerate
creatures with one precipitous snap.

Prerequisites: Str 17, Powerful Maw, Snapping
Maw, kraidyl.

Benefit: While using Snapping Maw style, you
function as a creature of one size category larger for
the purposes of determining your bite attack damage.
Additionally, you increase the bonus to attack and
damage from Snapping Maw style to +3, and you can
split this bonus between attack and damage.

Expanding Torso
Your lungs are impressive and breathing deeply
causes your torso to expand considerably, making
it appear as if you are larger than you really are.

Prerequisites: Con 13, kraidyl.

Benefit: You can hold your breath for an
additional number of rounds equal to your
Constitution score. In addition, you can breathe
deeply as a swift action to make yourself appear as
if you are one size category larger for the purposes
of Intimidate checks, though you are staggered
while your lungs are inflated this way (breathing
out is a free action).




KRAIDYL

Patient Stealth
You are able to stand perfectly still for lengthy
periods of time, and your monstrous hide blends
into your surroundings to seamlessly disappear.
Prerequisites: Stealth 1 rank, kraidyl.
Benefit: Select a type of natural terrain. You can
use the Stealth skill to hide in this type of terrain as
a full-round action, even if you do not have cover
or concealment. You can only continue to hide in
this manner while remaining completely immobile
and cannot move or take any action.

Patient Step
You can do some quick adaptation when blending
into your surroundings, able to move slightly
without giving away your position and revealing
yourself.
Prerequisites: Patient Stealth, kraidyl.
Benefit: You can move your limbs and take swift
actions while using Patient Stealth. You may take a
5-ft.-step once per turn without breaking Stealth.

Powerful Maw (Combat)
With practice and frequent use, your deadly jaw
muscles are even more profound and can deliver
truly mortal wounds with one snap.
Prerequisites: Str 15, Snapping Maw, kraidyl.
Benefit: While using Snapping Maw, whenever
you are making primary attacks with your bite
attack, treat your bite attack as though it were
a two-handed weapon (adding +50% Strength
modifier to damage and when using Power
Attack, increasing the damage bonus by +50%).
Additionally, increase the bonus to attack or
damage from Snapping Maw to +2, and you can
split this bonus between attack and damage (+2 to
attack, +1 to attack and damage, or +2 to damage).

Snapping Maw (Combat, Style)

Your jaws are your greatest weapon, and you can

strike either adroitly or with brutal force.
Prerequisites: Str 13, bite attack, base attack

bonus +1, kraidyl.

Benefit: At the beginning of your turn, you
can choose to gain either a +1 bonus to attack or
damage with your bite attack for 1 round.

KRAIDYL MAGIC ITEMS

Aura moderate enchantment; CL 1oth
Slot none; Price 33,000 gp; Weight 6 lbs.
DESCRIPTION
This twisted icon of bone slowly stretches and
transforms, emulating true holy symbols in
aberrant parodies that pulse with tangible
malevolence. Divine spellcasters that do not
worship Leahcim (the trickster deity) or closely
follow the beliefs of the kraidyl “religion” (see
page @@) are repulsed by the very existence of
blasphemous effigies. When presented like a holy
symbol, any other creatures within 60 feet that
attempts to present their own holy symbol must
make a Will save (DC equal to 10 + the 1/2 bearer’s
hit dice + bearer’s Charisma modifier) or require
a standard action to present the holy symbol. If
presenting a holy symbol is part of the casting of
a spell or activation of an ability that requires a
standard action, it instead requires 1 round, with
the ability activating or the spell being cast at the
start of the creature’s next turn.
CONSTRUCTION
Requirements Craft Wondrous Item, denounce;
Cost 16,500 gp

INSIDIOUS INCISORS

Aura faint transmutation; CIL 5th
Slot neck; Price 7,000 gp; Weight 1 1b.

DESCRIPTION

These wicked pieces of ebonybone are as hard as steel
and twice as sharp. Though they fit into a kraidyl’s
mouth without causing injury, most creatures
cannot use insidious incisors. In the snouted mouth
of a Kraidyl, insidious incisors grant a +1d6 profane
bonus to the wearer’s bite damage and make the
kraidyl’s bite attacks count as both evil and magical
for the purposes of overcoming damage reduction.
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CONSTRUCTION

CONSTRUCTION

Requirements Craft Wondrous Item, keen edge;
Cost 3,500 gp

KRAIDYL SLAYING SWORD

Aura moderate transmutation; CL 10th
Slot none; Price 19,500 gp; Weight 6 lbs.
DESCRIPTION
Chips of sharp obsidian jut out of this burnished
plank of wood, forming a primitive, jagged sword
that radiates malevolence. These +1 keen terbutje
are often found in the hands of alpha female
kraidyl that have assumed positions of power in
Underworld bayous, bogs, marshes, or swamps.
When a kraidyl slaying sword scores a critical hit,
one of the weapon’s obsidian chips breaks off in the
creature it strikes dealing an additional +1d8 points
of piercing damage and 2 points of bleed damage. In
the hands of a kraidyl, this bleed damage is doubled.
When a critical hit with a kraidyl slaying sword
threatens, and confirms on rolls with natural 20s,
the largest chip (at the tip of the terbutje) breaks off
dealing +3d8 piercing damage (instead of +1d8).
There are a total of 11 obsidian chips on a newly
made kraidyl slaying sword (10 side chips and 1 tip
chip) and when all its obsidian chips are destroyed,
the +1 keen terbutje becomes a +1 club. The chips
can be replaced for 10 gp each with a DC 20 Craft
(weapons) check.
CONSTRUCTION
Requirements Craft Magic Arms and Armor,
bleed, keen edge, spike stones; Cost 9,750 gp

PREDATOR’S LENSES

Aura faint transmutation; CL 5th
Slot eyes; Price 8,400 gp; Weight —
DESCRIPTION

These crimson lenses glint with a primal hunger.
Whenwornbyacreaturewith darkvision, predator’s
lenses increase the range of their darkvision by 60
feet. If the wearer is also a kraidyl, they gain one
additional use per day of their hypnotic gaze racial
ability, it lasts one additional round, and the DC
to resist it increases by +2. Non-kraidyl that lack
darkvision receive low-light vision instead.

Requirements Craft Wondrous Item, darkvision,
hypnotism, lock gaze; Cost 4,200 gp

KRAIDYL SPELLS

School divination; Level bard 1, cleric 2, druid 2,
ranger 1, sorcerer/wizard 2, summoner 2

Casting Time 1 full-round action

Components V, S, M (piece of a colliatur or
draaki corpse)

Range close (25 ft. + 5 ft./2 levels)

Target one creature per 3 caster levels

Duration 1 minute/level (D)

Saving Throw Fortitude negates (harmless);
Spell Resistance none

The creature touched gains a +2 profane bonus to

attack and damage against colliatur and draaki,

a —1 penalty to attack and damage against dvergr

and dedelig, and a +1 profane bonus to attack and

damage against other creatures. These bonuses

and penalties increase by —1/+1 for every three

caster levels beyond third (to a maximum increase

of —5/+5 at 18th level).

AQUATIC STEALTH

School transmutation; Level bard 2, cleric 4, druid
4, ranger 2, sorcerer/wizard 4, summoner 3

Casting Time 1 standard action

Components V, S, M (auditory gland of a
vestraadi)

Range touch

Target one creature

Duration 1 minute/level (D)

Saving Throw Will negates (harmless); Spell
Resistance none

The creature touched gains immunity to both

blindsense and blindsight while underwater.

This does not grant concealment from any other

senses (such as auditory, sight, or smell) and

the enchanted creature may still be detected by

creatures it has concealment from, but they gain

a +20 bonus to Stealth checks to do so. This spell

otherwise functions as invisibility. The unique
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sonar ability of vestraadi does not work against a
creature under the effects of aquatic stealth.

GAZE OF NOTHINGNESS
School necromancy; Level bard 4, cleric 5, druid

6, sorcerer/wizard 6
Casting Time 1 standard action
Components V, S, M (pebble-sized chunk of the

Dracoprime)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes
You tap into the decrepit force of entropic death that
the kraidyl and stoke the unholy fires that power your
hypnotic gaze, turning it into a baleful stare that can
incite creatures to renounce their beliefs—or worse.

Make a gaze attack against one creature within the
spell’s range and choose one of the following effects.

Debase The creature is affected as though
targeted by bestow curse. On a successful save the
penalties are halved instead of negated. A creature
may only be affected in this way by one gaze of
nothingness at a time.

Renounce The creature makes a Will saving
throw or audibly cries out against their faith,
insulting the god(s) they worship with blasphemies.
Divine spellcasters (like clerics and paladins)
receive a +4 circumstance bonus to this Will save,
but on a failure, lose access to their spellcasting,
supernatural, and spell-like abilities for 1d4+2
rounds. Failing this save by 5 or more increases
the duration to 2d4+2 rounds, and failure by 10 or
more could potentially leave the creature bereft of
divine influence until they receive an atonement
spell (at the GM’s discretion).

Unmake There is no immediate effect. The
target makes its Will save in the middle of its
rest the next time it goes to sleep (or the nearest
equivalent for creatures that do not sleep).
On a failure, the creature sleepwalks, gaining
darkvision 60 ft. and makes Stealth checks with
a +10 circumstance bonus, attempting to attack
allies before ultimately killing itself. Each time
before the enchanted creature proceeds to attack a

target while sleepwalking, it receives a Will save to
wake up. Creatures with no Intelligence score are
immune to this effect of gaze of nothingness.

SATE THE HUNGER

School necromancy; Level antipaladin 1, bard
1, cleric 2, druid 2, ranger 1, sorcerer/wizard 2,
summoner 2

Casting Time 1 swift action
Components S
Range personal
Duration 1 round/level (D)
Saving Throw none; Spell Resistance no
This spell can only be cast as you reduce a creature
to o hit points or less, rendering them unconscious
with a bite attack (creatures with ferocity cause this
spell to automatically fail). The creature that took
damage as part of this spell’s casting immediately
dies within your jaws as the bones in your maw
distend and disjoint, and in one gloriously bloody
moment, you swallow the dead creature whole
with a sickening crunch.

You gain a pool of profane points equal to the
creature’s hit dice, able to be spent as a free action
(in increments no greater than your caster level
divided by three) once per round on the following
categories to grant a profane bonus: attack rolls,
damage rolls, AC, saving throws, and skill checks.
Profane points do not refresh each round and
once spent they are gone. The spell ends when all
profane points are spent or the duration expires.
Successive slaying of creatures coupled with
multiple castings of sate the hunger do not stack.
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SUIRFNEBLIN

Undergnomes, most commonly known as
svirfneblin, are greatly misunderstood by the
other races of Aventyr, just as their ancestors
were once ostracized by their kin on the surface.
Still, they maintain the same tight-knit sense of
familial duty. While they dabble in mining, the
svirfneblin are as adept at engineering as regular
gnomes and have even learned how to incorporate
arcane magics into their clockwork creations.
Their undeniable talent with mechanical devices,
however, makes them extremely ambitious
in their designs, often leading to disastrous
consequences.

HISTORY

The ingenious dark gnomes were not originally
natives to the Underworld, and are instead
children of the Elemental Plane of Earth. After
a few generations, the svirfneblin (whom lacked
a name for themselves at the time) found the few
pockets of livable territory far too confining for their
numbers. Scouts of the Svirf clan took to a newly
appearing orange passageway—an Amber Road.

Following the interplanar pathway, the gnomes
from the Elemental Plane of Earth came upon a
realm ruled over by ingenious gnomes mastering
clockwork devices. Welcomed as kin, their mastery
of magic was impressive and became a valued
asset among the different but affable gnomes
of the surface world. Working the arcane into
these newfound mechanical wonders, the master

-
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tinkerers and mages—the descendants of the Svirf
clan—took their experimentations too far.

It was never the intention of the Svirf clan
to access energies beyond their control—the
calamity that struck during The Great Schism
could possibly have been contained given their
augmented automated devices, but the release of

SUIRENEBLIN RACIAL STATISTICS

Like their kin on the surface, svirfneblin are prodigious craftsmen and engineers. Svirfneblin receive
the same statistics in Aventyr as they do in the svirfneblin entry in the Pathfinder Roleplaying Game:
Advanced Race Guide, with the following changes: svirfneblin do not receive defensive training,
fortunate, hatred, or svirfneblin magic racial traits, and their penalty to Charisma is reduced to —2.

Svirfneblin receive a +4 racial bonus to Craft (any one) and Knowledge (engineering), as well as a +2
racial bonus to Profession (any one). They are not talented at manipulating their own words or dealing
with others, and have a —4 penalty to Bluff, Handle Animal, and Intimidate checks.
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the Dracoprime’s energies reached even as far as
their continent, exacerbating a situation that was
already spiraling out of control. Details of the event
remain sketchy, but something during a quasi-
magical scientific experiment by the Svirfs went
horrendously wrong and the ensuing explosion
vaporized hundreds of gnomes, maiming or
wounding thousands more.

While they pleaded a fine case, the Svirf and all
their otherworldly brethren were still banished
from the continent and the use of magic to augment
mechanical devices was banned for centuries.
Their fellows did not care where the “svirfneblin”
went, simply that they did not ever return. Using
antediluvian quasi-magical mechanical attenuators
and spectrometers, the exiled gnomes returned to
the route from their homeland: The Amber Roads.

The Svirf clan took to the mystical byways with
ease, leading the rest of their folk—now known as
svirfneblin across the lands—but their esteemed
scientists recognized quickly (with the use of
mechanical devices) that anyone that spent too
much time within the enchanted tunnels would
be forever changed by them. After the debacle
that saw them all exiled, they agreed to each settle
in a different part of the Underworld, spreading
themselves far and wide in the centuries following
The Great Schism.

Isolated and uninhibited, the cleverly
hidden enclaves of svirfneblin prospered in the
Underworld, seeing their sciences advance in
leaps and bounds matched only by their increased
understanding of magic. For a long while, all was
well with the slowly-changing undergnomes, until
the first clan, the original lineage of Svirf, once
again grew an ambition that could not match their
common sense.

Frustrated with containment in the dangerous
Underworld, High Kin of the First Clan Galdross
Svirf devised a means to greatly mitigate his
people’s exposure to the magical energies that
suffuse the Amber Roads. Using the wealth
amassed by his enclave, the High Kin developed a
massive enchanted machine called the Svirfdozer,

a capsule that could not only burrow through
earth, but replicate the material of the Amber
Road, allowing the svirfneblin to craft their own
transit ways across the Underworld.

At first nothing seemed awry and the svirfneblin
let out a collective sigh of relief, enjoying their
new means to pave safe paths across the endless
caves by connecting the many isolated settlements
established centuries before. Svirfdozers became
more and more common, quickly adopted by each
of the enclaves and used to great effect beneath the
surface of Aventyr, all the settlements gradually
becoming more dependent on one another. It was
not long, however, until the doings of other races
would see calamity upon the svirfneblin.

The colloid’s momentous arrival in the First
Hive during The Confluence sent both seismic and
ethereal shockwaves throughout the Underworld,
rocking some settlements to their cores. The delicate,
intricate latticework of Amber Roads connecting the
numerous svirfneblin enclaves was shattered like
glass when the alien entity landed. Once more, the
undergnomes found themselves cut off from their
kin by the lethal, endless caves of Aventyr.

The self-reliance they had been lulled away
from was difficult to re-attain, but the svirfneblin
are wiser and more loyal to one another than
ever before. They still pursue the synthesis of
the magical and mechanical, toiling (rather
inefficiently, dwarves are quick to point out) in
the Underworld for ever more ore to craft into
tools, though now they have taken a mindset of
adaptation, enhancing and incorporating the
world around them into their society.

Physical Description: Svirfneblin look very
much like gnomes, save that many have stark white
hair and all of them have dusky, dark skin that
blends in easily with the caves of the Underworld.
They favor light armors and almost always have
a set of tools about their person, if not an odd-
looking device or two as well.

Society: The undergnomes are a very polite,
amicable people, but most outsiders fail to
understand their esoteric, extremely rational
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approach to problem solving and life. The pursuit
of science and magic are penultimate, only in the
shadow of loyalty to kin. Svirfneblin are woe to
betray another of their kind, and are revolted by
the very thought of doing so to a direct relative.
Their settlements run efficiently, using magically-
augmented mechanical devices throughout to create
wondrous cities filled with clockwork amenities.

Relations: Svirfneblin are often
mischaracterized as cold, calculating and
pessimistic—in truth, they are thoughtfully
efficient, comprehensive thinkers, and pragmatic,
often determining what to do by weighing the
probabilities of success or failure. Their aloofness
makes it difficult to establish a true bond of trust
with an undergnome but those that do find an
extremely resourceful, productive companion of
unwavering loyalty.

Alignment and Religion: Svirfneblin are
typically of a good alignment but not exclusively
so; their positive morality is a societal trait and not
a racial compulsion. They sometimes pay homage
to Nearru but for the most part, svirfneblin don’t
much care for the gods. Little attention has been
paid or given to the undergnomes by the deities,
and with their penchant for overwhelming self-
confidence, it should be no surprise that most
svirfneblin worship science over faith.

Adventurers: While they aren’t keen on leaving
their kin, many svirfneblin find themselves exiled
from their home enclave. Overly ambitious students
that let experiments get out of control receive
periods of banishment for punishment, though
they typically survive the enduring trial (thanks
to allies that refuse to leave their side) and are the
better for it. When a posse of svirfneblin finds a
foe too powerful to defeat or hide from, however,
surviving undergnomes attach themselves to the
most likely means of continuing their existence,
which has led to many of the subterranean gnomes
achieving great glory in the endless caves of the
Underworld.

Male Names: Bezkyzan, Dryleno, Haszinzk,
Mpynakysk, Plykk, Tzenri

Female Names: Cyzil, Ellyaz, Fyllyz, Naztali,
Ryllzi, Zessyssi

ALTERNATE RACIAL RULES

Genius: Svirfneblin gain a +2 racial bonus to
Intelligence. This racial trait replaces the +2 racial
bonus to Wisdom.

Mechanowonder: Svirfneblin are so deft with
science that they can use their understanding of the
natural world to deduce the effects and workings
of magic, allowing them to use Knowledge
(engineering) in place of Spellcraft. They also add
Knowledge (engineering) to their list of class skills.
This racial trait replaces skilled.

SVIRFNEBLIN ENCLAVES

While svirfneblin enclaves are by and large liberal
lovers of culture and knowledge, the steep bent
towards a logical existence (a harsh lesson learned
twice already) can sometimes lead a city of under
gnomes into totalitarianism—rarely of the sort
friendly to travelers. The signs are there for those
with an eye to see them, however, and a Knowledge
(engineering) check (DC 20 - settlement’s size
modifier x2) tells explorers whether they should
seek cover or comfort in a svirfneblin enclave.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or
hit point whenever they gain a level in a favored
class, svirfneblin have the option of choosing from
a number of other bonuses, depending upon the
character’s favored class. The following options
are available to all svirfneblin who have the
listed favored class, and unless otherwise stated,
the bonus applies each time you select the listed
favored class reward.

Barbarian: Add +1 ft. to the barbarian’s base
speed. In combat this option has no effect unless
the barbarian has selected it five times (or another
increment of five). This bonus stacks with the
barbarian’s fast movement feature and applies
under the same conditions as that feature.




SUIRENEBLIN

Bard: Add +1 to the bard’s CMD when resisting
a bull rush or trip attempt.

Cavalier: Add +1 ft. to the cavalier’s mount’s
base speed. This option has no effect unless
the cavalier has selected it 5 times (or another
increment of 5); a speed of 54 feet is effectively a
speed of 50 feet, for example. If the cavalier ever
replaces his mount, the new companion gains this
base speed bonus.

Cleric: The cleric adds +%4 to the number of
times per day they can use channel energy.

Druid: Add +1/5 luck bonus to the druid’s
animal companion’s attacks with natural weapons.

Fighter: Add +1 to the fighter's CMD when
resisting a disarm combat maneuver and when
defending against a grapple combat maneuver.

Inquisitor: Add a +¥2 bonus on Sense Motive
checks and Knowledge checks to identify creatures.

Magus: Add +1/3 point of force damage to
spells that deal force damage cast by the magus.

Monk: Add +1 ft. to the monk’s base speed. In
combat this option has no effect unless the monk
has selected it five times (or another increment
of five). This bonus stacks with the monk’s fast
movement class feature and applies under the
same conditions as that feature.

Paladin: The paladin gains +V4 spells per day
of a spell level one less than the highest-level spell
they can cast (minimum 1st). This option has no
effect unless the paladin has selected it 4 times.

Rogue: Add +1 to Bluff and Intimidate checks
(maximum bonus +10 per skill).

Sorcerer: Add +1/5 to the DC of spells of a
school of the svirfneblin’s choice.

Stonespeaker: Learn +1/5 of a stone lore.

Summoner: Add +1/5 to the summoner’s
Charisma attribute when determining the uses per
day, potency, and duration of class special abilities.

Witch: Add +5 feet to the distance at which the
witch’s familiar grants the Alertness feat).

Wizard: Add +1/2 to the wizard’s class level for
the purposes of determining the wizard’s familiar’s
natural armor adjustment and Intelligence (but
not special abilities).

SVIRF RIDING SLUG

With the troubles of svirfdozers indelibly
markingthehistoryof svirfneblin, thereisasensible
aversion to the creation and use of mechanical
vehicles. After the fall of the last network of Amber
Roads during the Confluence, most undergnomes
have taken to adapting the Underworld to their
advantage and developed a pervading fondness for
riding slugs. Virtually every svirfneblin enclave,
regardless of its technological prowess, boasts
stables and pens of mollusk mounts for traversing
the endless caves of Aventyr.

SVIRF RIDING SLUG

Starting Statistics

Size Medium: Speed 15 ft., climb 15 ft.; AC +6
natural armor; Attack slam (1d6); Ability
Scores Str 16, Dex 8, Con 17, Int 1, Wis 14, Cha
7; Special Qualities compression

4th-Level Advancement

Speed 20 ft., climb 20 ft.; AC +7 natural armor;
Attack 2 slams (1d8); Ability Scores Str +2,
Wis +2; Special Qualities combat trained (see
the Handle Animal skill)

~7th-level Advancement

Size Large; Speed 25 ft., climb 25 ft.; AC +10
natural armor; Attack 2 slams (2d6) or acid
spit (ranged touch, 3d6 acid, range 20 ft.);
Ability Scores Str +4, Dex -2, Con +4; Special
Qualities amorphous

GEMCASTER (PRESTIGE CLASS)

The rare gems and jewels of the Underworld
are greatly valued by surface-dwellers, but to the
subterranean denizens of Aventyr, they are even
more precious. Svirfneblin especially love exotic
crystals, going to extreme lengths to quarry the rare
stones. Some of these deep gnomes have learned
to utilize gems to enhance their magical abilities,
making them invaluable to the gemcasters of the
Underworld.

Role: These spellcasters are extremely versatile.
While they give up a certain amount of potency
in their magic, their control over spells is greatly




increased in the exchange. They can serve several
roles within a party because of the wide range of
abilities possible through gemcasting, but at heart
they are spellcasters of the traditional variety.

Alignment: Gemcasters may be of any
alignment.
Race: Svirfneblin are the most common

gemcasters. While outsiders are likely never to find
out how or why, the use of magical jewels in the
undergnomes’ devices are critical, making these
specialized spellcasters essential to any svirfneblin
settlement. Other races, however, have seen their fair
share of gemcasters (though, sensibly, many attempt
to hide the true, costly source of their abilities).
Hit Dice: d6

Requirements
Feats: Any three metamagic feats.
Skills: Appraise 8 ranks, Spellcraft 8 ranks.

Class Skills

The gemcaster’s class skills are Appraise (Int),
Craft (gems) (Int), Knowledge (dungeoneering)
(Int), Profession (merchant) (Wis), Survival (Wis),
Use Magic Device (Cha).

Skill Ranks at Each Level: 2 + Int modifier.

Class Features

Weapon and Armor Proficiencies:
Gemcasters do not receive any proficiencies with
weapons or armor.

Gem Expert (Ex): Gemcasters are highly skilled
at activities related to gems. At 1st-level, a gemcaster
gains a bonus on all Appraise, Craft, and Diplomacy
checks relating to gems equal to her gemcaster level.

Gem Transformation (Su): By concentrating
for 10 minutes, a gemcaster can transform one
or more cut gems of any type and value into one
or more cut gems of any type and value, so long
as the end value is the same. However, gem
transformation is demanding and at the end of
the period the gemcaster is fatigued and suffers
two Constitution damage. A gemcaster recovers
one point of Constitution lost in this way per hour,
and after all Constitution damage is healed, is no
longer fatigued. If a gemcaster attempts to use this

ability while fatigued, he becomes exhausted until
he rests and suffers four Constitution damage. A
gemcaster cannot use this ability while exhausted.
Gems so transformed revert to their component
types and values if ownership of the gems passes
from the gemcaster to anyone else.

Gem Magic: Gemcasters enhance their spells
with metamagic effects without increasing the
spell level. Incorporating a gem into a spell as a
material component increases the casting time
to a minimum of a standard action. Spells with
casting times of a standard action or longer do
not have an increased casting time. Spontaneous
spellcasters using gem magic do not increase the
casting time of a spell for using a metamagic feat.
Unless otherwise stated, a gemcaster can utilize
any gem metamagic ability up to 3 times per day
per ability. A gemcaster cannot use more than one
gem when casting any single spell. Note that the
feats the gemcasters emulates do not function as
the metamagic feats for purposes of prerequisites.
The gemcaster can cast a spell both modified by
a metamagic feat she possesses and a gem magic
effect, and the effects are cumulative. However,
she cannot cast a spell modified by a metamagic
feat and the same equivalent gem magic effect.
So, she could cast an empowered spell that is also
maximized through gem magic, but not a spell that
is empowered twice.

A gemcaster can cast spells with gem magic
even if the metamagic feat effect would normally
increase the required spell slot above the highest
level spell the gemcaster is capable of casting. For
example, a gemcaster capable of casting 8th level
spells could cast a quickened maze with diamond
gem magic (see below) despite not being capable of
casting 9th level spells.

Peridot Gem Magic (Su): At 2nd level,
the gemecaster chooses one metamagic feat that
normally increases a spell by one level* (this
cannot be changed once selected). By utilizing
a peridot of a value equal to 100 gp x spell level,
you may emulate the chosen metamagic feat
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Level Base Fort Ref Will Class Abilities Spells per Day
Attack
1st +0 +0 +0 +1 Gem expert, gem transformation  +1 level of spellcasting
class
2nd +1 +1 +1  +1 Peridot gem magic +1 level of spellcasting
class
3rd +1 +1 +1  +2 Cymophane gem magic, spectrum —
summons
4th +2 +1 +1  +2 Amethyst gem magic +1 level of spellcasting
class
5th +2 +2 +2 43 Opal gem magic, sublime gem +1 level of spellcasting
magic class
6th +3 +2  +2 43 Gem healing, sapphire gem magic —
7th +3 +2  +2 +4 Emeralds gem magic +1 level of spellcasting
class
8th +4 +3 +3 +4 Rubygem magic +1 level of spellcasting
class
oth +4 +3 +3 +5 Diamond gem magic —
10th +5 +3 +3 +5 Exquisite jewel magic +1 level of spellcasting

without modifying the spell level or its slot in the
gemcaster’s daily allotment.

* This includes Bouncing Spell, Disrupting
Spell, Ectoplasmic Spell, Elemental Spell, Enlarge
Spell, Extend Spell, Flaring Spell, Focused Spell,
Intensified Spell, Lingering Spell, Piercing Spell,
Reach Spell, Rime Spell, Selective Spell, Silent
Spell, Still Spell, and Toppling Spell metamagic
feat effects.

Cymophane Gem Magic (Su): At 3rd level,
the gemcaster chooses a second metamagic feat
that normally increases a spell by one level (this
cannot be changed once selected). By utilizing
a cymophane jewel of a value equal to 100 gp x
spell level, the gemcaster can emulate the chosen
metamagic feat without modifying the spell level
or its slot in her daily allotment.

Spectrum Summons (Su): At 3rd level,
the creatures summoned by a gemcaster are
surreal, composed of shifting hues that cover the
entire range of the color spectrum. Whenever the
gemcaster casts summon monster or any other
summoning spell while using gem magic, the milieu
of shifting colors that compose the creatures cause

class

any opponents with line of sight within 5 feet to
be dazzled as a gaze attack (no save). In addition,
during any turn a spectrum summons creature
takes two move actions or the run action in bright
illumination, enemies that see it must succeed
on a Will save (DC 10 + spell level + spellcasting
attribute modifier) or become fascinated until the
beginning of the summoned creature’s next turn.

Amethyst Gem Magic (Su): At 4th level,
the gemcaster chooses a third metamagic feat
that normally increases a spell by one level (this
cannot be changed once selected). By utilizing an
amethyst of a value equal to 100 gp x spell level,
the gemcaster can emulate the chosen metamagic
feat without modifying the spell level or its slot in
the gemcaster’s daily allotment.

Opal Gem Magic (Su): At s5th level, the
gemcaster chooses one metamagic feat that
normally increases a spell by two levels* (this
cannot be changed once selected). By utilizing
an opal, a value equal to 300 gp x spell level, the
gemcaster can emulate the chosen metamagic feat
without modifying the spell level or its slot in the
gemcaster’s daily allotment.
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* For ease of reference, this includes Burning
Spell, Concussive Spell, Empower Spell, Persistent
Spell, Sickening Spell, Thanatopic Spell, Threnodic
Spell, and Thundering Spell metamagic feat effects.

Sublime Gem Magic (Su): At 5th level, the
gemcaster may reduce the cost of a metamagic
spell cast using gem magic by —1 spell level, and
at 10th level the gemcaster may reduce the cost by
— 2 spell levels (to a minimum of a 1st level spell).
For example, a wizard 8/gemcaster 5 can cast a
prepared silent fireball spell using a 2nd-level spell
slot and a gem (a peridot, cymophane, amethyst,
or opal—whichever is tied to his Silent Spell gem
magic). Gems utilized this way can be of any value,
but a gemcaster can only prepare or cast a number
of sublime gem magic spells per day equal to their
gemcaster level.

Gem Healing (Su): At 6th level, the gemcaster
learns to use their mystical control over magic and
jewels to heal herself by consuming gems. Once per
day per 2 gemcaster levels, the gemcaster can eat a
gem of 100 gp or more as a standard action and
heal 1d10+1 hit points. For every additional 100 gp
of the gem’s value, he amount of healing increases
by 1d10+1. A gemcaster can only consume gems
with a value no greater than 100 gp x gemcaster
level.

Sapphire Gem Magic (Su): At 6th level,
the gemcaster chooses a second metamagic feat
that normally increases a spell by two levels (this
cannot be changed once selected). By utilizing a
sapphire of a value equal to 300 gp x spell level,
the gemcaster can emulate the chosen metamagic
feat without modifying the spell level or its slot in
the gemcaster’s daily allotment.

Emerald Gem Magic (Su): At 7th level,
the gemcaster chooses one metamagic feat that
normally increases a spell by three levels* (this
cannot be changed once selected). By utilizing an
emerald of a value equal to 500 gp x spell level,
you may emulate the chosen metamagic feat
without modifying the spell level or its slot in the
gemcaster’s daily allotment.

* For ease of reference, this includes Dazing
Spell, Echoing Spell, Maximize Spell, and Widen
Spell metamagic feat effects.

Ruby Gem Magic (Su): At 8th level, the
gemcaster chooses a second metamagic feat that
normally increases a spell by three levels (this
cannot be changed once selected). By utilizing a
ruby of a value equal to 500 gp x spell level, the
gemcaster can emulate the chosen metamagic feat
without modifying the spell level or its slot in the
gemcaster’s daily allotment.

Diamond Gem Magic (Su): At oth level, the
gemcaster can use a diamond of a value equal to
700 gp x spell level to emulate the effects of the
Quicken Spell metamagic feat without modifying
the spell level or its slot in the gemcaster’s daily
allotment. Using gem magic in this manner does
not increase the casting time of the spell to a
minimum of a standard action.

Exquisite Jewel Magic (Su): At 10th level,
once per day a gemcaster can use up to two gems
when casting a single spell. These gems can be of
the same type or two different types, and the effects
are cumulative, but the gemcaster cannot apply the
same metamagic feat effect twice to a single spell.
The gemcaster cannot combine metamagic feat
effects with a total spell modifier higher than +4.

SVIRF SCIENTIST

(ARCANIST ARCHETYPE)

Despite the tumultuous history your race has
with technology, you carry on with inventing
new devices, consequences be damned! Magic
is the means to your scientific pursuits, but the
attainment of knowledge about and mastery of the
natural world is your ultimate goal.

Scientific Reservoir (Ex): A svirf scientist
keeps and maintains numerous casks, vials, and
tanks filled with active reagents that can be used
to stupendous effect when mixed together in the
correct amounts. Scientific reservoir functions as
arcane reservoir for all arcanist class abilities. This
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otherwise functions as and modifies the arcane
reservoir ability

Scientific Exploit (Ex): By using good old
fashioned ingenuity and a bit of magic, the svirf
scientist learns to exploit exceptions to the laws of
nature. Some of these exploits allow them to break
down various forms of magic or energy, adding
the garnered essence into base components to
become active reagents in their scientific reservoir.
Any arcanist exploit can be selected as a scientific
exploit. It functions as the arcanist exploits and
greater exploits abilities, except any supernatural
or spell-like ability instead functions as an
extraordinary ability. The svirf scientist uses her
Wisdom modifier instead of her Charisma modifier
for all arcanist exploits and the saving throw DCs
are equal to 10 + V2 the svirf scientist’s level + the
svirf scientist’s Intelligence modifier.

A svirf scientist of 11th level or higher can select
any greater exploits as scientific exploits.

This ability modifies the arcanist exploits and
greater arcane exploits class abilities.

Mechanical Proboscis (Ex): At 5th level a
svirf scientist cobbles together and crafts a writhing
tentacle of gears and servos they can control with
minute gestures. A mechanical proboscis can
only be used to carry objects, allowing a svirf
scientist to retrieve small, stowed objects carried
on their persons as a swift action (they cannot
wield weapons with their mechanical proboscis).
The mechanical proboscis weighs 10 lbs. and has
hardness equal to 1/2 the svirf scientist’s class
level, and hit points equal to 1/2 her maximum
hit points. If destroyed, she can replace it after 24
hours for 10 gp per class level.

At oth level, a svirf scientist can use their
mechanical proboscis to make attacks of
opportunity with a reach of 5 feet (though it cannot
be used to make regular attacks). When used to
make an attack of opportunity, the proboscis is
a primary natural attack that deals 1d8 points
of damage plus the svirf scientist’s Intelligence
modifier.

At 13thlevel, this tentacle attack can alternatively
be used as a secondary attack and its damage die
increases by one step.

This replaces the arcane exploits gained at 5th,
oth, and 13th levels.

Scientific Supremacy (Ex): At 20th level, the
svirf scientist learns cast spells of 6th level or less
as extraordinary effects. By expending scientific
reservoir points equal to half a spell’s level, the
svirf scientist can cast the spell as an extraordinary
effect. Spells cast this way are unaffected by
antimagic field, dispel magic, and cannot be
counterspelled. By expending an additional
scientific reservoir point, the svirf scientist may
apply the Empower Spell, Silent Spell, or Still Spell
metamagic feat to a spell enhanced with scientific
supremacy a number of times per day equal to
their Intelligence modifier.

This ability replaces magical supremacy.

SVIRFNEBLIN
EQUIPMENT

Svirfneblin have access to the following equipment.

Homing Gem

Price: 600 gp; Weight: 0.5 lbs.

This beautiful multi-faceted jewel is a prize,
perfectly cut and easily worth 200 gold or
more. However, the gem is actually a complex
technomagical device sending a strong signal
attuned to be picked up by magic detectors (see
below). The direction of a homing gem can be
detected by such devices to a range of up to 10 miles.
The gem has a hardness of 8, and 20 hit points.

Crafting a homing gem requires a DC 25 Craft
(gems) check and DC 30 Knowledge (engineering)
check.

Magic Detector

Price: 2,500 gp; Weight: 3 lbs.

This metal contraption of dials, antennae, coils,
and switches has a small glass screen that, when
activated, lights up with different colors that
denote the presence and strength of magic nearby




(abjuration: cyan, conjuration: purple, divination:
yellow, enchantment: pink, evocation: red, illusion:
orange, necromancy: green, transmutation: brown,
universal: white).

An active magic detector has a constant
extraordinary detect magic spell-like ability (CL
8th) that consumes one charge per minute. Magic
detectors have 5 charges per day, but can be
recharged with the careful application of electricity:
1-5 points of electric damage recharges a number
of charges equal to the damage. Any electricity
damage in excess of this fully recharges
but also deals the excess damage to
the device. A magic detector has
hardness 5 and 50 hit points.

Only svirf scientists commonly
can craft magic detectors.
Doing so requires a
successful DC 22
Craft (mechanical)
or Knowledge
(engineering)
check.

Ration Pills

Price: 3 gp;
Weight: —

These small,
ingenious pills can be
swallowed to provide
creatures with nourishment
or refreshment in only a few
minutes. Swallowing a ration pill is a swift action.
Solid ration pills provide all the nutrients and
benefits of a meal, while liquid ration pills are
equivalent to an 8-oz. glass of water.

Creating a ration pill requires a DC 25 Craft
(alchemy) check and twice the number of solids or
materials that the ration pill provides (for example,
one solid ration pill requires at least two meals
worth of food) and 4 hours of time.

Svirfneblin Blindness Bomb

Price: 420 gp; Weight: 11b.

Though this small metal canister isn’t impressive
looking, the mixture of magnesium, aluminum, and
oxidizers within it can be ignited to create a light
so bright that it prevents creatures from seeing
anything near it. A svirfneblin blindness bomb is
activated by pulling a pin as a swift action and can
then be thrown. The blindness bomb explodes 1

round after activation with a

powerful exothermic
reaction that makes
visual-based sight
anywhere within

a 30-ft.-radius

of it impossible

for 1 round. This
light does not
permeate physical
barriers and can

be negated by any
magical darkness.
Crafting a svirfneblin
blindness bomb requires a DC
35 Craft (alchemy) check and 3
hours of time.

Svirfneblin Multicrossbow
Price: +200 gp per heavy crossbow
beyond the first; Damage (S): 1d8 per
crossbow; Damage (M): 1d10 per
crossbow; Critical: 19—20/x2; Range:
100 ft.; Weight: 5 lbs. + combined weight of heavy
crossbows; Damage Type: Piercing
The svirfneblin multicrossbow is basically a
collection of heavy crossbows modified into one.
The multicrossbow has one trigger firing all bolts at
once. All attacks are made at the wielder’s highest
base attack bonus and against a single target. The
alignment of the combined crossbows is maintained
via an absurd amount of winches, cranks, buttons
and only proficient characters can load it and the
normal non-proficiency penalty is doubled. A wielder
cannot be heavily encumbered to use a svirfneblin

iy
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multicrossbow, and it cannot be fired with one
hand. For each heavy crossbow incorporated, the
wielder takes a cumulative -2 penalty to attack rolls.
Reloading a multicrossbow requires a full-round
action per heavy crossbow incorporated.

SVIRENEBLIN FEATS

Absorb Jewel
You can tap into the earthly powers of your
ancestors by absorbing a gem into your body.

Prerequisites: Con 15, svirfneblin.

Benefit: By spending a full-round action you
can force a jewel with a price of at least 1,000
gp into your skin to gain natural armor or DR/
adamantine. You gain a +1 natural armor bonus or
DR 1/adamantine for a number of hours equal to
your character level. You can increase the natural
armor bonus or damage reduction by 1 for every
500 gp added to the gem’s value (to a maximum of
+5 natural armor or DR 5/adamantine for a 3,000
gp gem). This process completely destroys the gem.

Craft Mechanical Arms and Armor (Item Creation)
Your expertise with design and mastery over
engineering make your armors and weapons
exceptional, easily the equal of any magic shield or
enchanted sword.

Prerequisites: Int 15, Craft Magic Arms and
Armor, svirfneblin.

Benefit: You can craft mechanical armors
and weapons that operate as magical armors and
weapons that produce extraordinary effects which
function in antimagic fields, are immune to the
dispel magic spell, and bypass spell resistance.
At GM discretion, some armor or weapon
enhancements (such as spell storing) may not be
applicable or appropriate for this feat. Mechanical
armors and weapons have double the base cost
of a magical equivalent and aside from having
extraordinary non-magical effects, operate exactly
as their magical equivalents.

Normal: Magical armors and weapons can only
produce supernatural or magical effects.

Special: How these enchantments (and the
mechanical wonders below) function should be
thematically appropriate and represent why it
doesn’t need fuel or maintenance. A mechanical +1
flaming longsword might have ambient heat and
light collectors, a +1 corrosive longbow may gather
acidity from its environment, a +2 shocking burst
greatclub could constantly draw magnetic energy
into a dynamo that provides its electrical shock, and
so on and so forth. The feasibility of any mechanical
item is ultimately at the GM’s discretion.

Craft Mechanical Wonder (Item Creation)

Your mechanical creations rival enchanted items
in power and prestige, emulating the effects of
their magic through the power of science!

Prerequisites: Int 15, Craft Wondrous Item,
svirfneblin.

Benefit: You can craft mechanical armors
and weapons that operate as wondrous items
producing extraordinary effects which function
in antimagic fields, are immune to the dispel
magic spell, and bypass spell resistance. At GM
discretion, some wondrous items may not be
applicable or appropriate for this feat. Mechanical
wondrous items have double the base cost of
a magical equivalent and aside from having
extraordinary non-magical effects, operate exactly
as their magical equivalents.

Normal: Wondrous items can only produce
supernatural or magical effects.

Gem Fighter (Combat)
In your hands, a jewel can be as deadly as a blade.

Prerequisites: Dex 13, svirfneblin.

Benefit: You can treat any gem with a price of 50 gp
or more as if it were a masterwork dagger. The gem can
potentially be enchanted with weapon enhancements
using the Craft Magic Arms and Armor feat.

Normal: Improvised weapons suffer a —4 penalty.

Gem Warrior (Combat)
Your mastery over jewels lends itself well to a
deadly martial prowess.

Prerequisites: Dex 17, Gem Fighter, svirfneblin.




Benefit: If a gem you wield as a weapon has a
minimum price equal to or greater than the base price
for an equivalent magical weapon enhancement, the
gem functions for you as a magical weapon with
that enhancement bonus (to a maximum of +5 for a
50,000 gp gem). So, agem worth 9,000 gp would have
a +2 magical enhancement to attack and damage.
Some gems might grant special weapon abilities
in place of an equivalent bonus (at GM discretion).
For example, the following gems could grant the
associated special ability: peridot (wounding),
cymophane (thundering), amethyst (shock or
shocking burst), opal (ghost touch), sapphire (frost
or icy burst), emeralds (corrosive or corrosive burst),
ruby (flaming or flaming burst), diamond (speed). A
gem must have at least a +1 enhancement bonus to
also have a special weapon ability.

Slug Rider (Combat)
You are a surprisingly swift and agile rider when
atop one of the Underworld slugs.
Prerequisites: Ride 1 rank, Mounted Combat,
svirfneblin.
Benefit: When mounted on a svirf riding slug, your
mount gains a +10 ft. bonus to all movement speeds,
DR 1/—, and a +1 dodge bonus to AC and CMD.

SVIRFNEBLIN MAGIC ITEMS

Aura faint transmutation; CL 5th
Slot none; Price 9,600 gp; Weight 3 lbs.

CONSTRUCTION
Requirements Craft Magic Arms and Armor,
make whole, mending; Cost 4,800 gp

GEM PROTECTOR

Aura faint illusion; CL 3rd
Slot none; Price 2,000 gp; Weight —
DESCRIPTION
There seems to be absolutely nothing remarkable
about this small piece of wood. All the gems and jewels
in the possession of a creature wearing a gem protector
appear to be ordinary stones with little value. As soon
as a gem is no longer in the creature’s possession it
is revealed to be a jewel, but otherwise only physical
interaction and a DC 15 Will save breaks the illusion.
CONSTRUCTION
Requirements Craft Wondrous Item, disguise
self; Cost 1,000 gp

Aura moderate conjuration; CL  11th
Slot none; Price 3,000 gp; Weight —

DESCRIPTION

These gems come in a wide variety of hues and
colors that reflect the souls connected to them.
An outsider gem operates exactly as an elemental
gem, but instead of summoning a Large elemental,
it summons any non-elemental outsider with 8 Hit
Dice or less. There is a 5% chance that any creature
that uses an outsider gem to summon an outsider of
the opposite alignment is attacked by the summoned
creature at the start of each of its turns.

DESCRIPTION

CONSTRUCTION

The metallic, thin, oddly-shaped club is made
from an unknown material and gleams unnaturally.
This +1 club can be used to not only repair
inanimate objects and heal constructs, but also
temporarily enhances them. Leaving the fastfix
wrench unattended on an object or construct heals
it 1d4 hit points an hour. A wielder can cast make
whole 3/day as a swift action. Once per day as a full-
round action, the wielder of a fastfix wrench can
double either the hardness of a touched object or a
construct’s damage reduction for 5 minutes, but the
wrench cannot heal objects or constructs for 1 day.

Requirements Craft Wondrous Item, a gem
or jewel equal to the outsider’s HD x 300 gp,
summon monster V; Cost 1,500 gp

SLUG SADDLE

Aura faint transmutation; CL 5th
Slot none; Price 2,000 gp; Weight 5 lbs.

DESCRIPTION

This otherwise normal saddle is covered in a coating
of greenish slime. When equipped to a svirf riding
slug (or any other slug mount) the rider gains a +10
competence bonus to CMD against any attempts to
move or unseat them.
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CONSTRUCTION
Requirements Craft Wondrous Item, spider
climb; Cost 1,000 gp

SVIRFNEBLIN SPELLS

School abjuration; Level bard 1, cleric 2, druid 2,
ranger 1, sorcerer/wizard 2, summoner 1

Casting Time 1 immediate action

Components V, S, M (gem; see text)

Range personal

Duration instantaneous

Saving Throw none; Spell Resistance no

You cast a spell that causes a gem in your possession

to fly out and deflect a ray attack. To successfully

deflect a ray, the gem must be of a value equal to or

greater than the Hit Dice of the attacker firing the

ray (or the caster level of a ray attack from a spell)

x 50 gp. If you do not possess a valuable enough

gem to deflect the ray attack, the spell fails.

GEM SANCTUARY

School transmutation; Level bard 2, cleric 3,
druid 3, ranger 2, sorcerer/wizard 3, summoner 2

Casting Time 1 standard action

Components V, S, M (a gem of a value equal to
CL x 100 gp, see text)

Range touch

Target one creature

Duration 10 minutes/level (D)

Saving Throw Fortitude negates (harmless);
Spell Resistance yes

You touch a willing creature and shrink them,

hiding them inside of a gem. Only gems of a value

equal to the creature’s Hit Dice x 100 gp can

contain them, but inside of these jewels they have

luxurious comfort and enough air to be sustained

for the spell’s duration. A creature benefiting from

gem sanctuary can end the effect at any time.

The gem is consumed upon the end of the spell’s

duration.

IMBUE FACULTY

School conjuration; Level bard 3, sorcerer/
wizard 5, summoner 3

Casting Time 1 standard action

Components V, S, M (gears)

Range touch

Target one magical item

Duration 1 round/level (D)

Saving Throw Will negates (harmless); Spell
Resistance no

You turn a magical armor, magical weapon,

or wondrous item into a mechanical armor,

mechanical weapon, or mechanical wonder for the

duration of the spell. Items enchanted this way do

not function in an antimagic field and the imbue

faculty spell can be dispelled as normal.

REFRACTED GAZE
School illusion (figment); Level bard 2, sorcerer/

wizard 3, summoner 2
Casting Time 1 standard action
Components V, S, M (a broken mirror)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes
You cause the target’s sight-based vision to
become completely unreliable, causing multiple
refractions to disjoint their perception, making the
target sickened for the duration of the spell.

When refracted gaze is cast, 1d4 refractions plus
one refraction per three caster levels (maximum
eight refractions total) are created. At the start of
the creature’s turn, they may attempt to act against
the refraction they believe to be correct, rolling
randomly to see whether the selected refraction
is real or a figment. When the correct refraction
is chosen, the creature may act normally. When
the incorrect refraction is chosen, they travel in
a random direction and perform the actions they
would have attempted (making attack rolls at
empty squares, running into walls, and so on).

A creature may close its eyes to negate all the
effects of refracted gaze (effectively becoming
blind and granting all other creatures total
concealment), though opening its eyes at any
time before the spell ends causes any remaining
refractions to reappear.
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Masters of the Unseen Waters

Vestraadi are a strange race of man-like aberrations
that rule over the Forever Deep of the Underworld.
Their lack of any visual senses is easily compensated
by their retinue of tactile, auditory and olfactory
organs, but it is their bizarre appearance that makes
them so reviled and hated among the few surface-
dwellers that have seen them. They are only now
traveling across Aventyr, though none are sure why,
and the mysterious nature of the vestraadi does
nothing to encourage them to find out.

HISTORY

Thevestraadiare one of the manyraces attributed
to the fall of the Dracoprime in the Great Schism,
but records of their race are some of the rarest
tales in the Underworld. Scholars and historians
say that when the impossible beast’s blood leaked
into the subterranean rivers and streams, some
of the fiercer aquatic creatures mutated into the
sightless men. The eldest of their race, the few
that have survived the fantastic dangers of the
Forever Deep, know the truth of their origins and
carry that secret until their dying breaths.

Their greatest rites of passage are one of the most
dangerous endeavors throughout the Underworld
and only ever taken by the truly intrepid vestraadi or
those disputing rights of rulership. Far down toward
the core of Aventyr, in the darkest waters of the
world, ruins that date back to the Prime Event persist
despite the incredible pressures, cold, and currents
that dominate the depths. The most well-traveled
_ bards and loremasters of the Underworld speak
| of these primal cities with reverence and fear—few
but the most powerful vestraadi can penetrate these
briny dungeons with any safety, and the countless
others that have tried all fall to the truly massive sea
beasts that occupy the bottom of the Forever Deep.

For those strong enough to survive the
dangerous environmental hazards of the aquatic
pits of Aventyr, there are treasures galore and

objects of power that rival the greatest  artifacts
of the Surface. Chief among these are the Song
Spheres. The legends of the vestraadi elders, told
only in song during great rites of passage, speak
of the ancient orbs and their part in the history
of their race, and that of the entire world. None
have ever been recovered—they sing out into the
deepest waters in placating melodies that keep
the enormous beasts that once roamed the world
freely in repose on the ocean floor. When disturbed
by a living being, a Song Sphere trills out in joy—
interrupting the lullaby they normally croon—and
wake the dangerous sea monsters, quickly leading
to the deaths of explorers in the Forever Deep that
attempted to plunder her treasures.

Underworld sailors, keen to avoid the many
hazards of the Forever Deep, have come to believe




UESTRAADI

UVESTRAADI RACIAL STATISTICS

+2 Wisdom*, —2 Constitution, -2 Charisma: Vestraadi have complex mental inner workings that
allow them to memorize how far they’ve traveled and maintain a usual amount of peripheral sensory
information for a race with no visual senses. They are, however, more frail and possess an appearance
that most races that can see find extremely off putting.

Keen Senses (Ex)*: When using the race-specific rules for Perception below, vestraadi gain a +2
racial bonus to Perception.

Underworld Aberration: Vestraadi are aberrations with the aquatic subtype.

Medium: Vestraadi are Medium creatures and receive no bonuses or penalties for their size.

Speed: Vestraadi have become less mobile on land; they have a base speed of 20 feet, and a swim
speed of 30 feet.

Improved Watersense (Ex): Vestraadi are covered in peripheral organs that allow them to ‘see’
with tactile sensation and scent. While in contact with a body of water, they gain blindsight 40 feet
against creatures that are touching the same body of water. Outside of water, their vision is reduced to
blindsight out to a range of 5 feet or the reach of their weapon, whichever is greater.

Sonar (Ex): Vestraadi have a unique means of perceiving the world around them—see the Vestraadi
and the Perception Skill sidebar.

Scent (Ex): The sensory organs of the Vestraadi are specifically attuned to compensate for their lack
of vision and thus their olfactory senses are extremely sensitive, and they gain the scent ability.

Detect Poison (Sp): Some of the vestraadi’s mutated sensors are specialized to detect toxicity to
protect them from the countless venomous edibles beneath the waters of the Underworld. They gain the
use of detect poison spell as an at will spell-like ability.

Cold Resistance (Ex): Vestraadi have adapted to the impossibly cold waters that occupy the
Underworld and have cold resistance 10.

Amphibious (Ex): Vestraadi can breathe air and water.

Blind-Fight (Ex): Vestraadi are highly instinctive combatants and receive the Blind-Fight feat as a
bonus feat.

Stalker (Ex): Perception and Stealth are always class skills for Vestraadi.

Blind (Ex): A deaf vestraadi is effectively blinded as well, except against adjacent foes or those within
reach of its weapon as its unnaturally keen scent and tactile sensory organs function enough for it to
attack targets this close. Vestraadi are invulnerable to all sight-based effects and attacks (including gaze
attacks and sight-based illusion spells).

Sensory Dependent (Ex): While vestraadi are immune to all sight-based effects, this makes them
far more likely to fall prey to auditory illusions and effects. They suffer a —2 penalty to saves against all
auditory-based illusions and effects, including saves to resist spells or attacks that deal sonic damage.

Languages: Vestraadi begin play speaking only Straad, a language of strange brushing noises caused
by the frills all over their body. They do not gain bonus languages for high Intelligence scores.
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that the songs are the keening of the sea beasts
themselves—a rumor the vestraadi have done
nothing to stop from propagating, for the Song
Spheres carry more than the honor of their race.
Some of the sacred orbs tell the true tales of why
the vestraadi abandoned their empires on the
ocean beds of the world, and fell prophecies of
their seers foretell that the knowledge itself will
bring the danger from below to haunt those that
would learn of them.

Still, these mysterious, sightless -creatures
have propagated throughout the waters of the
Underworld since the Great Schism. They are an
aloof people that keep tribal societies throughout
the Forever Deep, each ruling over their territories
with a savage zeal. The bizarre nature of the
vestraadi still puzzle the few scholars of Aventyr
that have researched them, and their strongholds
are rarely breached by any army or invasions—the
few that try meet deeply unpleasant ends.

Physical Description: Vestraadi are
approximately the same shape and size as a
human, but bear extremely little resemblance past
that point. Their powerful arms end in three large
fingers with half a dozen digits, and their bodies
are covered in frills and tendrils that constantly
shift and writhe about. A vestraadi’s misshapen
skull elongates towards the left or right (none are
sure why) forming into a sort of ‘tuning fork’. In the
middle of their ‘face’ is a large gaping mouth filled
with wavering thread-like appendages and gnashing
teeth. Openings on the sides of their heads spiral
inwards and seem to create a type of ‘pupil’, often
mistaken by Aventyrians as the creature’s eyes.

Society: The vestraadi are a tribal, secretive
people often misunderstood by other races of the
Underworld and instantly designated as monsters.
Despite appearances, they are in fact extremely
sophisticated, and have developed forms of tactile
language and other nonverbal communication that
colorfully flavor their exchanges in Straad. Still,
they have not recovered the means to record their
history in any fashion other than oral renditions
and thus they deeply prize historians, bards and

any other tellers of tales. The place of a vestraadi in
their society is determined by what they can offer
to the other members of the tribe, be they mages,
seers, warriors, scouts or healers. Those who
cannot carry their weight are left to wither in the
underwater regions they call home, left to defend
themselves should a predator come prowling.

Relations: For the most part, the other races of
the Underworld are ignorant of the vestraadi. The
gitwerc know who they are and what more, they
know from whence they came, and the infernal
dwarves (rightfully) keep a respectable distance
from the sightless men. The funglets find them to
respect nature and typically when they interact it
is one of the only peaceful, casual interactions the
vestraadi can enjoy (though they also get along with
the dedelig, as well as anyone does anyway). The
hoyrall, ironically, find them to be infuriating in
their bizarre ways and the ahool find sightless men
to be foul of taste, albeit simple prey in a dry cave.

Alignment and Religion: The vestraadi are
of many different minds and alignments, but they
all show reverence to the Current (N, minor deity),
a mysterious force that seeps and flows around the
core of Aventyr with an agenda unknown to any but
itself. It is said they once had other gods, but once
the Current found them after the Prime Event, an
understanding between the strange, bizarre entity
and the sightless men overrode their old faiths in a
bloody war in the annals of legend.

Adventurers: The sightless men are not
typically explorers; they only ever leave their tribal
homes when forced to by decree from on high,
passion or great need. When they do, however,
leave the home, many compose long ballads that
record their deeds as well as their route of travel,
or collect bits of specific plants and rocks along
the way to better smell their way back. They make
phenomenal clerics, druids and monks.

Male Names: Bs’burigh, Fetzgryth, Glotflty,
Jes’thlint, Srelakth, Thyg’dzen

Female Names: Ds’bai, Ig’zall, Meddriz, Oliev,
Res’zdra, Vhyg'dzei
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VESTRAADI anpo THE PERCEPTION SKILL

Unlike other PC races, the vestraadi lack a key
sensory organ and the reliable means to gain
visual information. Rather than simply giving
them a greater range of blindsight (which
a GM is welcome to do at their discretion),
the following details a different use for the
Perception skill exclusively for vestraadi.
The mysterious sightless men emit an
enigmatic partially-subsonic pulse. This
extends to a maximum radius of 100 feet
plus 10 feet per character level, and provides
the vestraadi with a means to discern their
physical surroundings. Static structures
(walls, ground, ceiling, chairs, tables, etc.)
are automatically detected, but creatures or
moving objects are more difficult to perceive.
Avestraadi can attempt a Perception check to
track movement. This is reactive, and made
in response to observable stimulus. The DC
of the check is 10 to track the movement of a
single creature or moving object (modified as
normal for Perception DC modifiers, except
invisibility does not increase the DC). The
vestraadi can sense an additional creature
or object for every 2 by which the vestraadi
beats the DC. If the vestraadi fails to sense
every creature or moving object, they sense
the largest creatures or objects first. The
vestraadi gains blindsense for these targets,
but treats those they do not sense as invisible.
The vestraadi continues to possess awareness
of the creatures or objects until they leave the
radius of its sonar. The vestraadi can retry
this Perception check as a move action.
Ifatargetis attemptingto avoid detection with
the Stealth skill, the vestraadi’s Perception
check must equal or exceed the target’s
Stealth check. Any creature can attempt to
hide from a vestraadi using the Stealth skill
without cover or concealment at a —5 penalty.
A vestraadi’s cannot sense within an area
without sound (such as the silence spell).

VESTRAADI SCALING ADVICE

The vestraadi’s keen senses are balanced by their
blindness making them relatively on par with the
planar races.

For grittier games: In grittier games, the
vestraadi ability to detect poisons may well be
the most problematic. Their amphibious quality
can also provide issues in certain games and can
be replaced with the hold breath racial trait. Just
note that vestraadi settlements thus would not
prosper in the flooded depths, which means their
settlements would be in shallower waters... or
protected by magic.

For high-fantasy games: Getting rid of the
Sensory Dependent drawback constitutes a slight
power-increase. The Blind Intuition and the
Preternatural feats could be granted as bonus
feats. For truly watchful vestraadi in high-powered
campaigns, gaining the benefits of the vestraadi
argus racial paragon class as a bonus over the
levels can make them truly legendary sentinels.

VESTRAADI ano tHe FOREVER DEEP
The sightless men might once have been a great
empire, but that was long ago. They have fallen
back onto tribal practices and hierarchies that
persist in the dangerous underseas of Aventyr.
While not nearly as xenophobic as the paranoid
and aggressive dvergr, the bizarre nature of
vestraadi often drive away surface-dwellers and
Underworlders alike. Those that persist typically
find the weird water dwellers to be gracious and
kind hosts despite their fundamental differences.
Vestraadi  settlements are not uniformly
magnanimous, however; after seemingly endless
invasions by misunderstanding or murderous
neighbors, some of them have laws that call for
unidentified intruders to be killed on sight. A
successful Knowledge (dungeoneering) check
(DC 20 - settlement’s size modifier x 2) reveals to
travelers whether they should be concerned with
an aggressive response to unintended intrusion.




FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or
hit point whenever they gain a level in a favored
class, vestraadi have the option of choosing from
a number of other bonuses, depending upon the
character’s favored class. The following options
are available to all vestraadi who have the listed
favored class, and unless otherwise stated, the
bonus applies each time you select the listed
favored class reward.

Alchemist: Add +1/3 bonus damage whenever
the alchemist deals cold damage with an enchanted
weapon, spell, special attack or otherwise.

Barbarian: Add +2 feet to the barbarian’s
swim speed. This option has no effect unless the
barbarian has selected it three times (or another
increment of three).

Bard: Add +1/3 to the DC of the bard’s hearing-
based illusions spells.

Cavalier: Add +2 feet to the swim speed of the
mount granted by the cavalier’s class ability. This
option has no effect unless the cavalier has selected
it three times (or another increment of three). If
the mount does not normally have a swim speed,
they gain a 5-foot swim speed after the cavalier
takes this favored class option three times.

Cleric: Add +1/3 to the cleric’s caster level when
determining the potency of abilities granted by
the Water domain. This does not grant the cleric
abilities earlier than they would normally be able to
access them, it only enhances the existing domain
abilities they already have.

Druid: Add +1to Perception and Survival checks
made underwater.

Fighter: Add +1 to the fighter's CMB when
making disarm or trip attempts with a whip.

Inquisitor: Add +1/3 to the inquisitor’s caster
level when determining the potency of abilities
granted by the Madness domain. This does not
grant the inquisitor abilities earlier than they would
normally be able to access them, it only enhances
the existing domain abilities they already have.

Magus: Add +1/3 to attack rolls made while
underwater.

Monk: Add +1/4 dodge bonus to the monk’s
AC.

Oracle: Add +1/3 to the oracle’s caster level
higher when determining the potency of abilities
granted by the dark tapestry mystery. This does not
grant the oracle abilities earlier than they would
normally be able to access them, it only enhances
the existing abilities they already have.

Paladin: Add +1/3 damage when the paladin
uses smite evil.

Ranger: The range of the ranger’s scent ability
increases by 3 feet. This option has no effect unless
the barbarian has selected it twice (or another
increment of two).

Rogue: Add +1 to Stealth checks and Perception
checks made underwater.

Sorcerer: Add +1/3 bonus sonic damage
whenever the sorcerer deals sonic damage with an
enchanted weapon, spell, or special attack.

Stonespeaker: Add +2 feet to the range of
the stonespeaker’s tremorsense. This option has
no effect unless the stonespeaker has select this
option 3 times (or another increment of three).

Summoner: Add +1/5 evolution points to the
summoner’s eidolon. Evolution points gained this
way must be spent on evolutions related to being
underwater.

Witch: Add +1/3 to the witch’s caster level
when casting spells from the Water patron.

Wizard: Learn one new spell with ‘water’ in its
name. This spell must be of at least one level lower
than the highest level spell the wizard can cast, but
does not have to be on the sorcerer/wizard spell
list.
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BLIND DUELIST
(CAVALIER ARCHETYPE)

Some vestraadi learn to completely focus their
sonar on one target, to the exclusion of all others,
entering a battle trance that make them fearsome
foes in one-on-one battles, but also prone to being
overwhelmed by sheer numbers.

Focused Sonar Challenge (Ex): Vestraadi
have a unique perspective of the world, one that
is subject to more control via their sonar than that
of most creatures. Blind duelists have honed their
sonar to a point where they can focus exclusively on
one creature. Whenever a blind duelist challenges an
adversary, his honed sonar focuses only the target of
the challenge, blinding him to all other creatures.

The blind duelist receives several benefits in
addition to the effects of a regular challenge against
the target of his focused challenge:

The blind duelist senses and evades the target’s
magic, gaining spell resistance equal to 10 + the
blind duelist’s class level against all spells and
spell-like abilities that originate from the target of
his focused challenge.

Starting at 11th level, the blind duelist gains
damage reduction and resistance against all energy
types originating from the target. Every time the
target of the focused challenge deals damage with
a weapon or natural attack to the blind duelist,
subtract an amount equal to 1/2 the blind duelist’s
class level (minimum 1) from the damage taken. If an
attack deals more than one type of damage, subtract
this amount from each of the damage types involved.

At 3rd level, the blind duelist can choose one
saving throw upon entering a focused challenge:
Fortitude, Reflex or Will. Whenever the target of
the challenge attempts to affect the blind duelist
with a spell or effect that prompts the chosen
saving throw and which has reduced or halved
effects on a successful saving throw, the blind
duelist instead completely negates the effects. At
11th level, the blind duelist may choose 2 saves.
At 20th level, all 3 saving throws are affected and
the blind duelist still takes no damage and suffers

no negative effects on a successful saving throw,
but also only is affected by the reduced or halved
effects on a failed saving throw.

The blind duelist may reroll one attack roll
against the target of his challenge per challenge
issued. He must take the second result, even if it is
worse. The blind duelist may reroll an additional
attack roll per challenge at 5th level and 14th level..

This replaces mount, banner, greater banner,
cavalier’s charge, mighty charge and supreme
charge and modifies challenge.

VESTRAADI ARGUS (PARAGON CLASS)
Being blind in the Underworld, no matter where
in the Forever Deep one might be, is extremely
dangerous. Even with the slew of different sensory
abilities at their disposal, the sightless men are
hard pressed to perceive Aventyr'’s numerous
subterranean predators before it is too late,
especially when traveling or hunting. The vestraadi
argus came to lead their disparate aquatic societies,
using their supreme detection abilities to lead their
strange peoples to realms of relative safety.

Role: Vestraadi argus are essential to hunting
parties of vestraadiin the Forever Deep or anywhere
in Aventyr. Their unique traits make them highly
respected by their kin and should a vestraadi be
required to venture away from the settlement, the
first choice is often a vestraadi argus.

Hit Die: d8.

Requirements
Race: Vestraadi.
Skills: Perception 6 ranks.
Feat: Skill Focus (Perception).

Class Skills

The argus’ class skills are Knowledge (arcana)
(Int), Knowledge (nature) (Int), Knowledge
(planes) (Int), Stealth (Dex), Survival (Wis) and
Use Magic Device (Cha).

Skill Ranks at Each Level: 4 + Intelligence
modifier.

Weapon and Armor Proficiencies: An
argus gains proficiency with the whip but does not
gain proficiency with any armor.




Level Base Attack Fort Ref will
Bonus
1st +0 +1 +1 +0
2nd +1 +1 +1 +0
grd +1 +2 +2 +1
4th +2 +2 +2 +1
5th +3 +3 +3 +1

Sonar Range: At 1st level, an argus increases
the range of her natural sonar ability by 10 feet. It
increases by an additional 10 feet each argus level
thereafter (to a maximum of +50 feet at 5th level).

Olfactory Superiority (Ex): At 1st level, an
argus increases the range of her scent ability by 10
feet. It increases by an additional 10 feet at 3rd and
5th level. This increases the range opponents can
be detected with scent, including creatures either
upwind or downwind.

Reassess (Ex): At 2nd level, once per day an
argus can roll twice when making a Perception
check and take whichever result she prefers. She
can use this ability an additional time per day at
4th level.

Vital Observation (Sp): At 2nd level, an argus
can cast deathwatch as a spell-like ability a number
of times per day equal to 3 + her Wisdom modifier.
Her caster level equals her argus level.

Analysis (Sp): At 3rd level, an argus can cast
arcane sight as a spell-like ability a number of
times per day equal to 3 + her Wisdom modifier.
Her caster level equals her argus level.

Crystal Sight (Ex): At 4th level, an argus can
sense through stone, earth, or sand as easily as if
it were transparent crystal. As a standard action,
her sonar can penetrate a number of feet equal to
her argus level, or her argus level through inches
of metal. An argus can use this ability a number
of rounds per day equal to twice her argus level.
These rounds do not need to be consecutive.

True Seeing (Sp): At 5th level, an argus can cast
true seeing as a spell-like ability a number of times
per day equal to her Wisdom modifier (minimum 1/
day). Her caster level equals her argus level.

Sonar Range Class Abilities
+10 ft. Olfactory superiority,
reassess, sonar range
+20 ft. Vital observation
+40 ft. Analysis
+60 ft. Crystal sight
+100 ft. True seeing

VESTRAADI EQUIPMENT

Vestraadihaveaccesstothe following equipment.

Sponged Undercoral

Price:160 gp; Weight: 11b.

This mutely colored, porous rock can be cut
and affixed to any surface. Whenever an unknown
creature approaches within 30 feet of a sponged
undercoral, it exudes a distinct smell. This odor
is easily detected by any creatures with the scent
ability but is otherwise not noticeable. After
being exposed to the skin of a creature, sponge
undercoral registers their scent and no longer
exudes an odor when they approach.

After being affixed to a surface, sponged
undercoral remains there until destroyed. It has
a hardness of 8 and has 15 hit points. Sponged
undercoral functions equally well in the air or
under water.

Underslick

Price:30 gp; Weight: —

The sightless men are extremely sensitive, their
hearing far surpassing that of normal mortals. The very
sound of combat, swords swinging or whips striking,
pains their finely tuned hearing and can sometimes be
used as an impediment. To ease the stress of battle,
the vestraadi create underslick, coating their weapons
in the sticky tar, making their blades and missiles sail
through the air without making a sound.

Coating a weapon in underslick is a full-round
action. Weapons coated in underslick grant
their wielder a +4 circumstance bonus to CMD
when resistant disarm, steal, and sunder combat




UESTRAADI

maneuvers. A weapon coated in underslick
remains so for 4 hours or until subjected to fire.

Creating underslickrequiresa DC 25 Craft (alchemy)
check and several gory reagents from beneath the
waters of the Underworld, though using the blood of
a vestraadi (at least 1 point of Constitution damage)
reduces the DC of this check by 10.

Vestraadi Katana-Eku
Item Type: Exotic One-Handed Melee Weapon;
Price: 55 gp; Damage (S): 1d6; Damage (M):
1d8; Critical: 19—20/x2; Range: — ; Weight:
8 lbs.; Damage Type: Bludgeoning/Slashing;
Special: Nonlethal, monk

This odd weapon is fashioned from a combination
of light-weight metal and resin known only to the
vestraadi. It is reminiscent of a large gleaming
paddle, with the head half as long as the haft
(approximately 2 feet in length). The shape of the
katana-eku allows it to be used in chopping or
slashing movements, but it may also be employed
as a bludgeoning weapon dealing nonlethal
damage with only a —2 penalty to attack. A katana-

eku is attuned to the sense of the vestraadi and is
always depicted as a dynamic object that does not
count toward the maximum of their sonar. It also
makes for a great paddle when not used

in combat, providing a +2 circumstance bonus to
Profession (sailor )checks made to pilot water-
bound vessels relying on oars. The vestraadi
katana-eku is a martial weapon for vestraadi, and
an exotic weapon for other races.

VESTRAADI FEATS

Blind Intuition

You can sense fluctuations in heartbeats, perspiration
and a host of other subtle gestures that make it easy
for you to tell when someone is being dishonest.

Prerequisites: Wis 17, Sense Motive 3 ranks,
vestraadi.

Benefit: You gain the use of discern lies as an
extraordinary ability for a number of rounds per
day equal to 3 + your Wisdom modifier. These
rounds do not need to be used consecutively.
Activating Blind Intuition is a swift action and
ending it is a free action. Your caster level is equal
to your character level.

Detect Disease

Exposure to the primal mysteries of the Forever
Deep have honed your ability to detect toxins,
letting you identify diseases as well.

Prerequisites: Wis 15, vestraadi.

Benefit: Your constant detect poison spell-like
ability now also detects disease as well. However,
you only sense the presence or absence of diseases
in targets and never learn additional information.

Intuitive Dodge (Combat)
After years of surviving in a world you can never truly
see, your senses have developed a genuine tendency
to alert you to attacks you have yet to perceive.

Prerequisites: Wis 15, Dodge, Preternatural
Hearing, vestraadi.

Benefit: You add your Wisdom bonus to AC
when flat-footed or against targets you cannot
sense. This stacks with all other AC bonuses,
including abilities that add your Wisdom to AC.




Preternatural Caller
Mimicry comes naturally with your finely tuned
sense of hearing.

Prerequisites: Cha 11, vestraadi.

Benefit: You almost perfectly imitate certain
sounds or even specific voices. You make a Bluff
check opposed by the listener’s Sense Motive check
to recognize the mimicry, although if the listener
isn’t familiar with the person or type of creatures
mimicked, it takes a —4 penalty on its Sense Motive
check. You have a +1 racial bonus on your Bluff
check to mimic sounds (including accents and
speech patterns, if a voice mimic) you have listened
to for at least 10 minutes. This bonus increases
by +1 at 3rd level and every odd level thereafter
(to a maximum of +10 at 19th level). You cannot
duplicate the effects of magical abilities (such as
bardic performance or a harpy’s captivating song),
though you may be able to mimic the sound of
those abilities. This ability does not allow you to
speak or understand languages it doesn’t know.

Preternatural Hearing (Combat)
Clashing blades and the swift movement of bodies
are like a symphony to you. The more sound your
opponents make, the more likely you are to dodge
their attacks.
Prerequisites: Wis 13, Dodge, vestraadi.
Benefit: You gain a +1 dodge bonus to all targets
you can perceive with blindsight or sonar.

Unnatural Appearance
While other vestraadi don’t perceive you any
differently, members of other races find your
appearance to be exceptionally repulsive. The
tendrils hanging from your body may be of many
different (and dangerous looking) colors, your
many-digited fingers might be exceptionally long,
or you might reek of the smell of corpses.
Prerequisites: Vestraadi.
Benefit: You gain a +5 racial bonus to Intimidate
checks against non-vestraadi.

VESTRAADI MAGIC ITEMS

RESONATING Bow

Aura moderate transmutation; CL 7th
Slot none; Price 12,200 gp; Weight 4 lbs.

DESCRIPTION
This unnaturally smooth +1 thundering shortbow
is made from the bone of a huge aquatic beast
from far below in the Forever Deep. Three times
a day, the wielder of a resonating bow may fire
one arrow imbued with subsonic energies as a full-
round action. When the arrow lands, the wielder
may make one Perception check from the location
it hit. This Perception check is made as if the
wielder had blindsight to a range of 30 feet.
CONSTRUCTION
Requirements Craft Wondrous Item, blindness/
deafness, echolocation, creator must be a
vestraadi; Cost 6,100 gp

SLICKED BoOTS

Aura faint transmutation; CL 3rd

Slot feet; Price 6,600 gp; Weight 2 lbs.

DESCRIPTION

These large leather boots are as black as night,

sewn together at the seams with subdued crimson

thread. When worn by a vestraadi, they receive a

+10 ft. bonus to their land speed. The wearer is

also immune to the effects of the grease spell.

Three times per day, the wearer of a pair of slicked

boots can leave a trail of grease (as per the spell)

behind them (covering every 5 ft.-square they

travel across) as a swift action.

CONSTRUCTION

Requirements Craft Wondrous Item, grease,
longstrider; Cost 3,300 gp

WHIM OF THE CURRENT

Aura moderate transmutation; CL 10th

Slot none; Price 26,500 gp; Weight 8 1bs.
DESCRIPTION

This +1 keen thundering whip is made from
the tentacle of a giant sea creature, its end still
covered in several suckers. The wielder suffers no
environmental penalties to attack and damage due

P




to being underwater. On a critical hit, the suckers
undulate and pucker against the target briefly,
dealing 1 point of Wisdom damage. When used
underwater, the whim of the current grants a +1
luck bonus to both attack and damage rolls.
CONSTRUCTION
Requirements Craft Wondrous Item, blindness/
deafness, keen edge, creator must be a vestraadi;
Cost 13,250 gp

VESTRAADI SPELLS

CHARMING PULSE

School enchantment (charm) [mind-affecting];
Level druid 3, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (kelp)

Range close (25 ft. + 5 ft./2 levels)

Target one intelligent creature

Duration 1 minute/level

Saving Throw Will negates; Spell Resistance
yes

You release a pulse of sonar at one intelligent

creature as part of the casting of this spell. On a

failed Will save, a single creature that can hear

regards you as its trusted friend and ally (treat the

target’s attitude as friendly), so long as the target

has an Intelligence score of 3 or above (regardless

of any immunity it might have).
This spell otherwise operates as charm person.

GREATER CHARMING PULSE

School enchantment (charm) [mind-affecting];
Level druid 5, sorcerer/wizard 5

Target one creature

Duration 1 hour/level

This spell functions as charming pulse, but affects

creatures regardless of their Intelligence score or

any immunity.

PRESSURE OF THE FOREVER DEEP

School conjuration; Level druid 5, sorcerer/
wizard 6

Casting Time 1 standard action

Components V, S, M (1 ounce of water from the

Forever Deep)

Range 30-ft.-radius burst centered on the caster
Duration 1 round/level (see text)

Saving Throw Fortitude (half damage); Spell

Resistance no

You call forth the pressures of the Forever Deep,
temporarily subjecting an area to the immense
forces of the Underworld’s deepest seas. At the end
of this spell’s casting, every creature within 30 feet
of the caster takes 1d8 times the caster’s caster level
points of bludgeoning damage (maximum 10d8). A
successful Fortitude save halves this damage. For
the remainder of the spell’s duration, creatures
other than the caster reduce their movement
speed by 10-ft. and any ranged weapons fired in
or through the area affected suffer a —8 penalty to
attack and damage rolls. The caster of this spell is
unaffected by it.

WEAPONIZE TENDRILS

School transmutation; Level alchemist 1, druid
2, sorcerer/wizard 2, summoner 1

Casting Time 1 standard action

Components V, S, M (barbed tentacle)

Range personal

Target you

Duration 1 minute/level

Saving Throw none; Spell Resistance no

Your tendrils become dangerous weapons imbued

with mystical strength. You receive a racial bonus

to CMB and CMD against grapple and trip attempts

equal to V2 your caster level. You may choose to

have your tendrils make attacks of opportunity

(and thus are unaffected by using Power Attack

and other feats that modify your attack rolls for a

turn), and gain the benefits of the Combat Reflexes

feat for the spell’s duration. If you already have

the Combat Reflexes feat, you gain 2 additional

attacks of opportunity instead. On a successful hit,

your tendrils deal 1d4 + your spellcasting attribute

modifier points of bludgeoning damage.




ZWERC

Long ago these mystical dwarves coped with
the dangers of the Underworld by steeping
themselves in the understanding of magic. While
the dvergr withdrew as a people, the zwerc did
so as individuals, hiding themselves deep below
Aventyr as their studies of the arcane and divine
progressed. The few enclaves that survived have
developed into truly magical beings able to focus
their supernatural energies to devastating effect.
Zwerc are shunned by other dwarves, seen as
aloof intellectual superiors by both their kin and
themselves. They have always been nomads on
the surface, and are persecuted by their dwarven
brethren throughout the Underworld.

HISTORY

After the Forging of the Dvergr, each of the
different races of dwarves lived in tenuous peace
deep below the surface of Aventyr. War would
surely have erupted between the three great clans
(dweorg, dvergr and zwerc) were it not for the
arrival of the Great Sculpting. Before their very
eyes, the cities of each fell to draconic claws and
magics as quickly as the forces they could muster to
their defense. Unwilling to forge an alliance, each
struck their own path through the Underworld,
leaving their shattered homes behind them.

The passage of the zwerc through the Underworld
isbyfarthestrangest of all their kin. Once unified by
their devotion to the study of magic, these dwarves
used divination spells to guide their journey away
from the tumultuous seismic effects the Great
Sculpting wrought throughout the caves. After
only a few months of travel they struck a strange,
magically imbued vein of orange stone unlike
any known to mortals. Only a limited amount of
mining was required to break within it—and the
hollow channels they found were perfectly sized
for the zwerc to travel freely through. Dubbed
the Amber Roads, they have proven to be these
enchanted stout folks’ chief defense against the
myriad dangers of the Underworld.

The magical byways did not, however, lead
farther into the reaches of Aventyr. Instead—to
the delight of the magically talented dwarves—it
split off into numerous tunnels that took each to
limited demiplanes tethered to the Material Realm
but based in the Elemental Plane of Earth. Each
clan of zwerc set off down a different channel,
building settlements to rule over within their very
own worlds. These enclaves focus on schools and
pathways of magic, but their line of rulers are always
stonespeakers: dwarves with a mystical connection
to the earth far beyond that of normal magics.

The stonespeakers, devout holy men, and
high mages of the zwerc thought they came
to fully understand the Amber Roads. They

crafted their own quasi-magical routes out of

—



the orange rock, connecting outposts of like-
minded settlements and cities that shared areas
of research. Unfortunately for the enchanted
dwarves, the assumption that they understood
the mystical tunnels was incorrect; over time their
meddling degraded the Amber Roads substantially
(and while they still don’t know it, the svirfneblin
are also partly to blame). Many of the channels
collapsed entirely during The