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WizARD'S ACADEMY

TABLE OF GUILT

Wizard’s Academy features 8 possible villains, each

of which might be behind the kidnapping and disap-
pearances at the center of this adventure. Likewise,
Wizard’s Academy features 8 possible allies, who might aid
the players in their journey to uncover the truth. The iden-
tity of both the villain and the ally is determined at random
by the GM at the beginning of the adventure.

Instructions: Place a finger on one of the 8 characters
presented below, out of sight of the players. Roll a d8 (or
have one of the players roll a d8) and move your finger clock-
wise or counterclockwise around the circle that many spaces.
The chosen character becomes the villain for this campaign.

Repeat the above steps to determine the ally. Reroll if the
same teacher is selected as both the villain and the ally.

The villain is the teacher who has kidnapped the Head-
master, and must be stopped. The ally will provide aid for the
PCs and will make their objective easier to achieve, if the PCs
are able to identify who the ally is in time. Certain information
given later in this book is presented with multiple versions,
depending on who is the villain and who is the ally for that
particular playthrough.

WINDJINA, THE WEREMANTIS

SAVESHA,
THE SUCCUBUS

Tocs WITHERPOOL

INTRODUCTION

ADAPTING THIS MODULE

Windfell Academy is an enigmatic place, birthed by the
strange circumstances that surround the world of Khrone in
the Skybourne campaign setting. However, the adventure itself
does not extend beyond the trees that surround the academy;
and therefore can be easily adapted to fit a variety of worlds
and campaigns. While the text below assumes the academy ex-
ists on a floating island and relates its history in Khrone, the
academy could just as easily exist in a cosmopolitan nation, on
a mountaintop, or in a pocket dimension created by the Head-
master to protect the academy from prying eyes. If you choose
to place Windfell Academy in a world other than Khrone, all
that truly needs to be adapted is the reason behind why the
headmaster would assemble such an enigmatic cast of teachers,
whose alignment and racial distinctions are not normally found
in each other’s company.

ADVENTURE BACKGROUND

Windfell Academy is the premier house of secondary mag-
ical education in the world. An almost mythic place of learn-
ing, Windfell Academy lazily circles the planet atop a floating
island, accepting students and doing business with whatever
locations it passes on its neverending flight.

DAEMEN, THE BLACK UNICORN

FEZMET, THE FERRET

LoRrD BARODEN DE FLEUR,

THE LIcH

CIRCLE OF
GUILT

CLIK, THE AUTOMATON

MEEDA, THE SHAPESHIFTER



‘Windfell Academy is distinctly different from most schools
of magic, principally because of its focus on secondary educa-
tion. Most academies of magical education in the world (the
temples of the gods, the great wizard towers, or the bardic col-
leges where the truest histories are kept) are built to educate
their students in a particular tradition. These centers of study
specialize in taking beginning students who cannot already
wield magic, and educating them in the formulae of power.

‘Windfell Academy, in contrast, accepts no beginners. As an
institution of secondary education, Windfell Academy is only
for students who have already completed their beginning stud-
ies in a particular tradition, and are looking for a place to hone
their skills. Rather than lecturing students in particular formu-
lae, Windfell Academy seeks to create a place where students
may direct their own learning under the guidance of master
magic-users who serve as mentors. As such, Windfell Academy
accepts members of every magical tradition; arcane, divine, oc-
cult, psionic, and more types of magic can all be found at the
academy.

The Headmaster of Windfell Academy is also its founder,
the Hierophant druid Mardoc. As a Hierophant druid, Mardoc
had once held the position of Grand Druid over the entire dru-
id order, but retired to live a life of seclusion with nature. While
any druid able to achieve the rank of Hierophant is a being of
great power, Hierophant Mardoc ranks as one of the world’s
greatest masters of magic, having not only mastered the highest
levels of magic, but having also managed to achieve immortali-
ty without the aid of undeath.

Sensing the impending doom that would be brought about
by the destruction of the Walkways, Hierophant Mardoc
emerged from retirement to personally lead the druids in their
opposition to the creator of the Walkways, the Wizard-Emper-
or Ethain de Vhins III. When it became apparent that stop-
ping the Wizard-Emperor was an impossible task, Hierophant
Mardoc turned his attention from stopping the coming calam-
ity to instead surviving it. To this end, he scoured the planet,
recruiting the most powerful magic-users he could find to come
to his and the world’s aid. These magic users were the proto-
type for what would eventually become Windfell Academy.

‘When the Walkways broke and the world-consuming For-
est came, the collected magical might of Mardoc’s group was
able to lift not only the land around Windfell Academy, but also
many other landmasses to float above the Forest’s reach, cre-
ating many of the floating islands that now dot the sky. As the
world below them fell, Windfell Academy became a bastion of
magic where the collected magical knowledge of its members
could be preserved through the passing of the old world for the
instruction and aid of the new:.

Today, 156 years after the breaking of the world, Windfell
Academy still flies the skies under the watch of Hierophant
Mardoc (now simply referred to as “Headmaster Mardoc”, or
“Professor Mardoc”) following a very simple mantra; preserving
and passing on magical knowledge and power to all willing to
learn it, for the betterment of the world at large.

As a bastion dedicated only to education, Windfell Acade-
my is strictly neutral to all politics, accepting students and hir-
ing teachers from all nations, alignments, and races. While this
has lead to a great many internal conflicts in the school’s histo-
ry, including disappearances and deaths, the school still stands,

its doors wide open to all, as one of the greatest
institutions of learning in the world.

ADVENTURE SUMMARY

While the occasional student disappearance is
not unheard of at Windfell Academy, several months
ago, students began disappearing in larger numbers
than usual. Not only that, but one month ago, the head-
master also suddenly went missing. With the headmaster
gone, student disappearances are becoming even more fre-
quent than ever.

While the deputy headmaster (Professor Tocs Wither
pool) has vowed to keep the school open, no one has been
able to uncover the cause of these disappearances; even the
great divination powers of the staff have turned up nothing,
pointing to the culprit of at least equal power to a teacher.

The PCs enter the school as students and, following the
written directions of one of the vanished students, discover the
hidden underbelly of the school. As students disappear around
them, the PCs must search the school for clues if they are to
uncover who is behind the disappearances and stop them be-
fore it is too late.

ADVENTURE HOOKS

The easiest way to introduce players to an adventure at
‘Windfell Academy is to have them enroll as students, perhaps
in an effort to spend some downtime gaining experience and
magical skill before their next adventure. While there, they
meet and befriend another student (Nightingale Everclear,
23 year old female half-elf wizard). The PCs hear rumours of
students disappearing, and eventually the headmaster him-
self goes missing. Then one day, one of the PCs wakes up to
find Nightingale has stashed a note in their things.

“Sorry to contact you like this, but I saw no other choice. Last
night I saw something. Something that might relate to the disap-
pearances of the beadmaster and some of our fellow students. I can’t
sit idly by. Please, have you and your friends meet me tonight after
dinner in the 2nd level of the school’s basement, in front of the statue
of the barpy. Bring equipment for a night of exploration. And don’t
tell anyone! I think the guilty party might be one of the teachers,
and if I'm right, we'll all be in trouble if they know someone’s on to
them.”

Nightingale is absent from classes that day. If they visit
the statue of the harpy at the appointed time, they do not
meet Nightingale, but do find another piece of paper, this
one left on the floor and written in a hurried hand.

“Somethings bappening can’t wait. Reach into the harpys
mouth and pull the lever. Don’t tell anyone. Its most certainly a
teacher”

If the PCs reach into the harpy’s mouth, they discover
the lever that opens the secret door that leads to the secret
dungeons below the school.

If the PCs are not currently students, they might also
be approached by Winthrope Everclear, a half-elf noble and
father to Nightingale Everclear, who hires them to find his
recently-missing daughter. He wants the PCs to enter the



school undercover and pose as students to un-
cover what has happened to her. If this is the
case, Winthrope offers them a reward (5,000 gp
multiplied by the average level of the party), and
tells them about a letter he received from his daugh-
ter about the disappearances, detailing her suspicions
that the culprit is one of the teachers, and tells them
about the passage hidden in the harpy statue, which he
discovered when he was a student himself at the academy.

RUNNING THIS
ADVENTURE

Wizard’s Academy is not an adventure for the foolhar-
dy. Rather than attempting to handle the dungeon in a single
night, the PCs are expected to make excursions for several days
as they explore, battle, plan, and generally search the school’s
underbelly as carefully as possible. While some adventures are
about pushing characters to the limit and seeing how far they
can go before needing to rest, Wizard’s Academy is more about
testing the player’s skill at problem-solving; in the dungeons
below Windfell Academy, charging ahead will quickly get you
killed.

The adventure is expected to take several days of in-game
time to complete, requiring a multitude of gaming sessions. If
you wish to make the adventure shorter or longer, harder or
easier, see ‘adjusting this adventure’ at the end of this section.

Wizard’s Academy is a module with a very sandbox feel to
it; rather than detailing a series of events that must happen
in a certain order, the PCs are expected to explore and come
up with their own plans of action. Likewise, GMs should feel
free to add details to Windfell Academy as needed to encour
age whatever course of action the PCs take in their efforts to
uncover the secrets of the school and its teachers.

ParTY LEVEL

Wizard’s Academy features 5 distinct difficulty tiers, de-
pending on the average level of the party. At certain points
throughout this book, encounters and other details will
change, depending on which tier the party is using. These
different tiers are represented by different colored boxes.
Once the appropriate tier has been determined, use only
the material presented in that level’s color, when alternate
versions are presented.

Wizard’s Academy assumes 4 players; increase the av-
erage level of the party by 1 for every additional character,
and decrease the average level of the party by 1 for every
member beneath 4 the party possesses.

1-4, Red Boxes

s Pieraslcvels 5-3, Bluc Boxes

Tier 3: levels 9-12, Green Bexes

Tiergulevels 17-20: Grey Boxes

As can be expected, the closer the PCs are to the top of
their play level, the easier the adventure will be, the less they
will need to return to the academy to rest, etc. If you wish to
adjust how easy or hard the adventure is, see ‘adjusting this ad-
venture’ at the end of this section.

Leveling Up: Characters are expected to level up at least
once by the time they finish this adventure, and might level up
twice or even three times if they are beginning the adventure at
the bottom of their tier.

OUTCOMES OF THIS
SCENARIO

The players are looking for the headmaster and the missing
students, as well as the teacher who is responsible for their dis-
appearance. However, there is a condition; if the players take
too much time uncovering the culprit, the villain will unleash
their true plans, destroying the school.

There is no such thing as winning/losing in Pathfinder, but
there are two distinct outcomes for this module. If the PCs are
able to meet their objective, they will have saved the school.
If the PCs are not able to meet their objective before 20 ran-
dom events happen or before 6 more students disappear, then
the campaign will take a turn depending on which teacher was
the villain for that playthrough. Specifics of each villain’s plan
can be found in their teacher entries. In almost all outcomes
though, the school will be destroyed.

PLAYER OBJECTIVES




d the PCs are the

Tier 5: The villain and their Great Servant must be
stopped, and the Headmaster is too injured to help, even if
rescued. If the PCs are able to identify the ally, then the ally
can help them in the battle, but ultimately the PCs must
overcome the villain and their Great Servant if the school
is to be safe.

- >
Note: Geemet the groundskeeper and the ally exist to aid the PCs
and guide them. If the PCs are unsure about their objective or what is
required of them, have Geemet or the ally inform them of what they
need to do and guide them in the right direction.

LirE AT SCHOOL

During this adventure, the PCs are expected to attend
classes during the day and adventure at night.

While attending Windfell Academy, the students are ex-
pected to keep the following schedule 5 days a week:
8 am - 12 am: Morning Classes
12 am - 1 pm: Lunch
I pm - § pm: Afternoon Classes
§ pm - 6 pm: Dinner
6 pm - 10 pm: Free Time
10 pm: Sleep/Adventure

The PCs are expected to hold to this schedule; if they skip
classes, they could be expelled. If they adventure before 10 pm,
they will be missed/noticed, which will lead to rumors, which
may lead the villain to discovering that the PCs are sneaking
around places they shouldn’t be.

On the 6th day (or 6th and 7th, if not using Khrone’s 6
day week), they have the entire day free, which they may use
however they wish.

The PCs may choose up to 4 classes (4 spheres) to attend;
two in the morning and two in the afternoon. The PCs cannot
attend the same sphere’s class more than once per day, and they
must possess the sphere before they may attend its class. For
every class a PC does not attend, they gain an extra hour of free
time they may spend as they wish (see free time below).

For every class in a student’s schedule, that student gains
a +2 bonus to all skill checks vs the teacher of that class (Bluff,
Sense Motive, Diplomacy, etc.). Each teacher teaches multi-
ple spheres, as detailed under their descriptions, and multiple
classes with the same teacher stack. With GM permission, a
non-sphere casting PC may choose a class to attend that re-
flects magic they can use (for example, a PC with dimension door
could attend the Warp class, while a PC with cure light wounds
could attend the Life class).

If students wish to change which classes they are attend-
ing they may, but they lose their bonus against a teacher after
1 week of missing that class, and do not gain bonuses against

their new teacher until they have attended that
class for 1 week.

Free Time: Every student is given 4 hours of
free time after dinner which they may use however
they wish. The most common uses of this time are
outlined below:

Crafting Magic Items: A student may spend up to
4 hours crafting a magic item (or less, if the item
has a lower crafting time).

Study: For every 2 hours spent studying, a student
gains a +2 bonus to their next end of the week test
(see below).

Tail a Teacher/Pursue a Rumor: A student may follow
up on a rumor, either following the teacher to see
what they do, or investigating some other aspect. If a
student investigates a rumor, they often uncover addi-
tional information.

Break into a Teacher’s Room: A student may attempt to
break into a teacher’s office or living quarters to search
for clues and information. Details of how difficult this
is and what might be found are included under each
teacher’s entry later in this module.

Gather Information: The student may make a DC 15
gather information check (requiring 1d4 hours) to learn
a new rumor (see rumors under regular events, below).
Seek Aid: A student might also use this time to vis-
it either the ally (if known), the Librarian, Collin, or
Geemet the groundskeeper.

Other: There are always other things a student might
do with their time, with the GM being the final arbi-
ter of the results and usefulness of those actions.

End of Week Test: On the sth day of each week, every
student is given a test to see what they have learned that
week. The student rolls a d2o, + their casting ability modifi-
er, +2 for every 2 hours dedicated to study, -2 for every time
they missed class. If the result is a 15 or higher, the PC gains
experience points equal to their character level x 100.

If a student fails this test by 4 or less, they gain no expe-
rience points for that week. If a student fails this test by 5 or
more (a roll result of 10 or less), they receive detention with
a random teacher that week.

Tiredness: Students have a very rigorous life. If PCs
spend their time exploring and do not return to their dorms
to sleep before 2 am, they wake up fatigued the next day. If
they don’t return to their dorms before 4 am, they wake up
exhausted. Exhausted students must pass a DC 10 Consti-
tution check during each block of classes to avoid falling
asleep in class. Falling asleep in class causes the student to
suffer a -2 penalty to their end of the week test check, as if
they had missed that block of classes.

Exhausted students remain exhausted until they get at
least 1 hour of sleep (such as by falling asleep in class), after
which they are only fatigued.

If a student is already fatigued or exhausted, and fails to
get enough sleep the following night, their condition wors-
ens (a fatigued student who does not make it back to their
dorm room by 2 am wakes up exhausted).



Non-Casters: Rather than attending class-
es, non-magic-using PCs can get jobs working in
the academy, the details of which depend on the
skills they possess (characters with Profession (chef)
might get jobs in the kitchen, while characters with
Craft (weapons) or Profession (blacksmithing) might
get work in the foundry). These characters work at the
same times students attend classes. At the end of each
week, the character may make one skill check for whichev-
er skill they are using for employment, gaining an amount
of gp equal to their skill check. If characters have no rele-
vant skill, they may instead get work helping Geemet the
caretaker, and may roll 1d2o + their character level + their
highest ability modifier - 5§ when determining the amount of
gp they earn that week.

Just as a student suffers a -2 penalty to their end of week
test for each missed class block, characters who work at the
academy suffer a -2 penalty to their end of week check for each
class block they do not work. Although they are not a student,
a character who works at the school can still suffer detention or
expulsion (be fired). A worker may miss 1 shift without penalty,
but will receive a detention for every shift missed past the first.

Detention and Expulsion: If a character does too
poorly on their end of the week test, is late or absent twice
in a week (or miss shifts as a worker), or if they are caught
doing illegal activity such as breaking into a teacher’s room or
an activity specifically mentioned later in this module, they
receive detention. A detention causes them to lose 4 hours of
free time on a given day as a teacher gives them menial tasks
to perform as a punishment.

If a student is given 10 detentions in a given year, they will
be expelled, and will no longer be allowed inside the school.

REGULAR EVENTS

Disappearances: Once every 1d6 days, a student goes
missing. They disappear in the middle of the day when walk-
ing between classes, or maybe at night while they’re sleep-
ing. In every case, the result is the same; no one saw them
disappear, and no one knows where they went.

While the PCs are not in danger of disappearing (they
must remain in order for the players to play, after all), the
disappearances create a climate of fear among the students,
as they do not know who will disappear next.

The climate of fear grows with each disappearance.
When 4 students disappear, read or paraphrase the follow-
ing text:

Another student has gone missing. While the student body bas

been nervous for a while, this most recent disappearance seems to

bave set many over the edge. Students eye each other suspiciously, and

many talk about leaving before they too disappear. The atmosphere

basn’t yet reached the point of panic, but it won't take many more
disappearances before mass bysteria takes hold.

When § students disappear, read or paraphrase the fol-
lowing text:

The school is in panic. Another student bas gone missing. Fights
break out during breakfast. Several students simply begin packing
their things. You have the distinct impression that the school has

reached its breaking point; if just one more student disappears, the re-

sulting bysteria will most likely destroy what’s left of the school.
When the 6th student disappears, check the ‘If the Villain

Wins’ section under whichever teacher is the villain for that

playthrough.
EVENTS

Once per day, a different random event happens. Some
events are meaningless, while others are vital clues to figuring
out the identity of the villain and the ally.

Roll on the following chart, ignoring rolls that result in
events the PCs have already encountered. Details about each
event are found after the chart. When the event indicates it
happens to a single PC, simply choose the PC at random, or
decide which PC would be most likely to be the center of the
event.

If all 20 events happen, the next day the villain finally en-
acts their plan. To see what happens, check the ‘If the Villain
Wins’ section under whichever teacher is the villain for this
playthrough.

EVENT 1:

In the middle of dinner, you suddenly hear someone scream. Stu-
dents scatter as part of the floor suddenly disappears, being replaced by
a circle of fire. The fire grows swiftly upward, then disappears, leaving
in its place a red-skinned man with borns and a very well-cut suit. He
bows to the assembled students and announces that he is bere to see the
Lady Savesha. Professor Savesha immediately stands and walks out of
the room, the horned man burrying after ber.

If a PC so chooses, he may make a Stealth check followed
by a Perception check to follow Professor Savesha and hear
what is being said. The sum total of both checks (including bo-
nuses from invisibility or other magic) must be 50 or higher. If
the PC has benefits that improve their Perception range (.e.,
an effect that reduces Perception penalties from 1 per 10 ft. to
1 per 20 ft. or 1 per 30 ft.), they gain a +2 bonus to their Percep-
tion check for every 10 ft. better than average their Perception
check is, to a maximum of +10.

If the sum total of both checks is less than 50, Professor
Savesha catches them and gives that student a detention for
eavesdropping.

The visitor is a Merchant of Hell named Violesve, who
has come to beseech Professor Savesha on behalf of one of the
Dukes of Hell, Zurthas the Corruptor.

If Savesha is the Ally: Violesve has come with an answer
from Zurthas the Corruptor in regard to Professor Savesha’s
inquiries. Zurthas the Corruptor is not aware of anyone among
the leadership of Hell currently moving against the school, and
while secrets within secrets exist among the Dukes of Hell,
Zurthas is confident that whoever has performed the recent
streak of kidnappings is not doing so in service to the infernal
host.

If Savesha is the Villain: Violesve has come to negoti-
ate price on behalf of Zurthas the Corruptor. While the soul
of a wizard as great as the Headmaster is a priceless treasure,
the difference between whether or not Professor Savesha can
corrupt him first is the difference between Lord Zurthas buy-
ing a powerful new servant, or Lord Zurthas buying a new dec-
oration for his home. Zurthas offers 100,000 gp in diamond



for the soul if Professor Savesha admits defeat in enacting the
corruption, but he will make her queen of her own domain in
the abyss if she can deliver the headmaster broken and willing
to serve an infernal master.

If Savesha is neither the Ally nor the Villain: Violesve
has come yet again to deliver poems penned by Lord Zurthas’s
own hand, confessing his love and entreating her to return to
his side. Lord Zurthas is only half-alive without her, Violesve
declares, and is willing to bow himself before her and pledge
himself to her, heart and soul, if she will but return to Hell.
Professor Savesha, however, tells Violesve that promises mean
nothing coming from the Lord of Lies, and dismisses the mes-
senger.

EVENT 2:

During the morning class block, you can’t belp but bhear some stu-
dents whispering bebind you. One of them arrived late, and passed a
group of leprechauns sitting in the main ball. Apparently, they're look-
ing for Professor Daemen, but Geemet told them not to disturb him in
the middle of classes. While be'll be told once morning classes are over,
apparently the professor doesn’t yet know they're bere.

If Daemen is the Ally: Professor Daemen
sent word to several influential fey diviners for aid
in locating the headmaster, but each one reports
the same magical interference stopping them from
finding him. They each express their greatest sympa-
thies and can at least provide assurances that the head-
master is alive (or possibly his soul is trapped), but be-
yond that, they cannot be of help locating him.

If Daemen is neither the Ally nor the Villain:
Professor Daemen owes them and their associates money.
The loan was made in good faith almost 5 years ago now,
but it’s time to pay up. If the leprechauns don’t get their
money, it will mean trouble for the school. (Daemen is able
to pay, as much as he doesn’t want to).

EVENT 3:

During dinner, you notice a strange tinge to the food. Maybe the
kitchen is trying a new spice? Suddenly, a student leaps out of their seat
to embrace another student. Another drops to one knee and suddenly
proposes to the person sitting next to them. Before long, the room bas
descended into complete pandemonium.

If a PC decides to leave classes early to investigate, they
suffer a -2 penalty to their end of week test, as if they had
missed a block of classes. However, they gain the chance to talk
to the leprechauns. The leprechauns are led by an older male
leprechaun named Simanin, and if the PC is able to convince
him to talk to him (DC 25 Diplomacy or Bluff, +2 if the PC
speaks Sylvan), he will tell the PC why they are there.

After morning classes are over, Professor Daecmen appears
and quickly ushers the leprechauns into a private, magically
warded room to talk about their business, after which the lep-
rechauns leave the school.

If Daemen is the Villain: Professor Daemen has been
delivering a special ‘product’ for them and their associates; a
drug that only affects fey, and has become extremely popular in
the Unseelie Court, but supply is no longer meeting demand.
Although Professor Daemen insists his new ‘forced labor’ ap-
proach to acquiring workers will allow him to meet demand,
the leprechauns have been sent to observe the operation per-
sonally.

A student has slipped e/ixer of love into the cafeteria food.
Each of the PCs present during dinner must pass a DC 14 Will
save, or become enraptured with the first person they see. If a
romantic attachment is possible toward the person seen, the
target falls in love, otherwise the effect is platonic adoration.
The effects last for 1d4 hours.

If the saving throw is failed, roll a d6 to determine the
effect:
1-2: The first person the PC sees is another PC (de-

termine randomly).

3-4: The first person the PC sees is a random student.
5-6: The first person the PC sees is a teacher (deter
mine randomly using the Table of Guilt on pg. 1).

Additionally, each PC must roll a d6 to determine who

may have looked at them first after eating the tainted food.
I-3: N0 one.
4-5: A random student.
6: A random teacher.

On aroll of 4, 5, or 6, roll again to see if more than one
person saw that PC first after eating the tainted food. If the
type of person who saw the PC was also the same type of
person seen by the PC, assume they are the same person.

Note: While charms alter perception, the actions of the PCs
are still their own and they may choose what they do or do not do;
do not enact control over their characters as a result of this event.

EVENT 4:

During breakfast, just before morning classes start, a letter ar-
rives for Lord Baroden. He takes a look at the letter and his face gets
taunt; you've never seen him so angry. He lets out a growl of frustra-
tion that makes several nearby students shrink back in fear. Without
another word, Lord Baroden shoves the paper into his pocket and
begins making bis way to class.

If the PCs are able to obtain the letter (a DC 30 Percep-
tion check if checking Lord Baroden’s rooms after classes, or
through a successful Sleight of Hand check or some other
means), it reads as follows.



If Baroden is the Villain:
Lord Baroden de Fleur,

I would be lying if I said I hadn’t heard of you, or
your exploits both modern and ancient. However, ancient
glories do not and bave not mattered for over a hundred and
[ifty years, so you will forgive me if I refuse to be impressed.

I understand and can appreciate a master at work, and
if you truly have subdued a being such as Hierophant Mardoc,
you should be commended. However, I refuse to send bodies to your
service. You may claim that I am missing a chance to gain a great
foothold of power, but therein lies the problem. We both know that
you would not share power with me. Either I would command the
school and eliminate you, or you would command the school and 1
would bave dedicated my resources for nothing.

Besides, isn't this your second attempt at conquest? Perbaps, if you
cannot even take a single school without aid, it is you that is deficient,
not your resources.

Best of luck,

Lord Avonit

If Baroden is the Ally:
To my Lord Baroden de Fleur,

It pains me to inform you that our search has proven unsuccessful.
Despite the numerous enemies the Headmaster has made in bis elongat-
ed career, no one has yet stepped forward to claim credit for bis disap-
pearance, and other evidence has not been forthcoming. It is, of course,
possible that the culprit is among our circle of influence and has simply

chosen to remain silent, but it is more likely that whoever is bebhind the
disappearance is not to be found among our associates.

Your servant,

Leinato, Steward of the 7th Crypt

If Baroden is Neither the Ally nor the Villain:
Dear Mr. Baroden,

Despite our commitment to preserving old-world knowledge
and our love of new histories, we have decided not to accept your
manuscript “The Ballad of the Lovelorn Lich’.

While your manuscript bas much to offer in terms of bistorical
information, and the first-hand account of your war for control of
the world is a unique perspective, the manuscript appears to be less
a ballad and more of a journal. Indeed, the entire work reads more
akin to a guidebook on conquest than an actual storied narrative.

Additionally, we at the Bardic College of Andrus hold our-
selves and our work to the strictest standards of excellence, and your
ballad is not quite at the level we require. If you wish to polish the
material and resubmit it, please pay particular attention to meter,
rhyme, pacing, voice, narrative cobesion, audience appropriateness,
tone, and spelling.

Best luck to you in your endeavors,

Tulesvita Gremlink,
Aquisitions Office
Bardic College of Andrus
EVENT 5:

During lunch, Professor Clik suddenly enters the main hall.
Theres been a slight problem in the foundry, she explains to the stu-
dents, and some traps she bas been working on have gained sentience

and are attempting to take over the school. She could face them herself;,
of course, but this is a perfect learning opportunity, so she’s looking for
volunteers.

If the PCs volunteer, they are directed to the school found-
ry, which has been shut and barred from the inside (3 inch thick
wooden doors, Disable Device DC 25). If the PCs can get in
and defeat the traps inside, they will get in Professor Clik’s
good graces. As part of the exercise, Professor Clik refuses to
give the PCs any aid, advice, or information about what might
be waiting for them within the room.

Upon first opening the door, the room appears to be emp-
ty except for the usual mess of mechanical parts and magical
equipment that usually decorates the tables that line the room.
However, of particular note is a large statue of a dog that is
propped up on a table in the center of the room, and a sheet of
paper, a quill, and a bottle of ink lying on top of one desk, as if
someone had just been writing something before the PCs enter.

If the PCs enter the room, they must first deal with the
Ice Spider trap, and as the trap is sentient, it will wait until
the opportune moment to activate itself (such as waiting for
everyone to enter the room if one person is scouting while the
others wait. If it cannot tell other PCs are hanging back or if it
is noticed, it will activate itself on its turn as a standard action).
This trap is a magical trap, but is situated in a small spiderlike
clockwork creation that has installed itself over the door, mak-
ing it easier to spot and allowing the PCs to physically destroy
it (Hardness 10, 20 hp, AC 14), but also giving it a movement
speed of 20 ft (initiative +0), allowing it to run from danger and
install itself somewhere else if threatened.

ICE SPIDER TRAP
XP 9,600

Type magic; Perception DC 20; Disable Device DC 30
ErreCTS

Trigger visual (+20 Perception); Duration 12 minutes; Reset
automatic

Effect This trap forms a 1-foot-thick sheet of ice along every
wall (blocking doorways) and reduces the temperature in the
room to —30° F for 12 minutes. Creatures caught in this extreme
cold suffer 1d6 cold damage every minute (no save). Addition-
ally, they must make a Fortitude save every minute (DC 15, +1
per previous check) or take an additional 1d4 points of nonle-
thal damage. A character who has the Survival skill may receive
a bonus on this saving throw and might be able to apply this
bonus to other characters as well, as detailed under that skill’s
description.

Creatures in contact with exposed metal take an additional 1d6
points of cold damage per round. If the target is able to keep
warm (create a fire, is wearing very thick clothing), the cold lev-
el can be reduced, removing the cold damage and causing the
character to only require a Fortitude save vs nonlethal damage
once every 10 minutes instead of once per minute.

CR10

The other two traps will wait to take advantage of the situ-
ation after the ice spider has disabled them. The first trap, the
Sleep Statue, is in fact the dog statue in the center of the room
(Hardness 8, 100 hp, AC 5), and will attempt to put the PCs
to sleep after the ice spider has activated itself, so that the ice
may slowly kill the PCs. If the PCs discover the ice spider and
attempt to destroy it, the sleep statue will come to its aid.
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SLEEP STATUE CR

XP 800

Type magic; Perception DC 20; Disable Device DC 20
EFrrFECTS

Trigger Visual; Reset automatic (1 round)

Effect spell effect (sleep spray, DC 11 Will); multiple targets (all

targets in a 15-ft. cone)

The final trap is a poisoned quill trap, that viciously attacks
anyone who approaches the desk with the paper, quill, and ink,
although after successfully striking a target, its poison is used
up and it is no longer dangerous, although still annoying.

The paper on the desk is the beginnings of a manifesto
describing the rights of traps and the eventual death of all hu-
manoids at their hands.

Po1SONED QuILL TRAP CRS

XP 4,800

Type mechanical; Perception DC 30; Disable Device 23

EFrrECTS

Trigger Visual; Reset repair

Effect Atk +15 melee (2d4+2 hp plus blue whinnis poison);
Blue Whinnis Poison
Type poison, injury; Save Fortitude DC 14
Frequency 1/round for 2 rounds
Initial Effect 1 Con damage; Secondary Effect un-
consciousness for 1d3 hours; Cure 1 save

If all traps are defeated, Professor Clik congratulates the
PCs, and invites them to visit her in her lab, providing direc-
tions to get there (although if she is the villain, the section with
the headmaster is always closed off when they arrive for official
visits). If Clik is the ally, she approaches the PCs about helping
her find the headmaster.

If the PCs are in danger of dying, Professor Clik will step in
to save them, but they will not reap the benefits.

EVENT 6:

When you come to breakfast, you find several other students hud-
dled around a poster that’s been put up. Taking a closer look, it reads:

Dueling Club!

Hawve you ever wanted to try your hand against your fellow stu-
dents? Feeling like you could use some practice at self-defense?

Come to the advanced nature rooms after dinner tonight, and give
itatry!

Sponsored by Professor Meeda

If the PCs arrive, they find the area filled with students.
Professor Meeda introduces the event and begins by declaring
that the first key to victory (and the one most people don’t un-
derstand) is knowing yourself, and asks for a volunteer to help
her.

She is looking for a single volunteer, but more than one is
possible, and the PCs can choose to volunteer before anyone
else does.

Whoever volunteers, Professor Meeda invites them to
choose whichever advanced nature room they would like to
fight in, then pulls a scroll from her pocket and reads it. The
scroll creates a double of the volunteer or volunteers.

The challenge Meeda gives is that the volunteers fight
doubles of themselves (without dispelling the doubles or any
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other clever workarounds). The doubles are
programmed to avoid killing, and Professor Mee-
da assures them that she will get Lord Baroden to
raise them from the dead if the an accident does oc-
cur.

If the PC or PCs win this match, they earn Profes-
sor Meeda’s good graces. She will invite the winner to
her lair to discuss ethics and their futures, and provide
detailed information on how to find her lair and avoid the
traps in the trapped hallway in Secret Dungeon Floor 2,
room 2. If Meeda is the villain, the area with the Headmas-
ter will be sealed off while the PCs are visiting, and she will
ask them about joining the ‘Mad Dogs’. If Meeda is the ally,
she will instead ask the PCs to help her find the Headmaster.

EVENT 7:

As you walk toward class, you notice something out of the corner
of your eye. One of the school servants, a young dwarven girl whom
you don’t recognize, suddenly slips a piece of paper into a suit of armor;
quickly walking away as if hoping no one noticed.

The girl is a random servant and can be changed to be any-
one required (default: a 20 year old red haired female dwarven
expert 1 named Yargot), and is placing a note to be found by
the Ally.

The letter simply reads:

Professor —

Still no clues to finding the Headmaster, but possible break-
through in finding connection between missing students. More infor-
mation coming soon.

If the PCs confront the girl, she refuses to say anything
about it (+5 Will save to resist attempts to take the informa-
tion from her mind), and more letters are never left in that
same location. If the PCs decide to watch that spot to see
her place more notes in the future or catch which teacher
she is communicating with, they have a 10% chance every 2
hour block spent watching the location of catching the Ally
interacting with the drop-oft point.

If pressed, the connection she found between the miss-
ing students turns out to be a dead end (several of them had
been in contact with Collin Acrule before their disappear-
ances, but this is only a coincidence).

EVENT 8:

One day during lunch, you suddenly find a hand on your shoul-
der. Looking up, you find Professor Windjina holding onto you and
smiling down at you, a predator’s look in ber eyes. She says nothing
and simply walks away, but a distinct impression enters your mind
as if placed there, that she wants to see you in ber office tonight, 2
hours after dinner, and you really should attend.

If the PCs decide to visit Windjina at the appointed
time, they find her brewing tea in her office, surrounded by a
handful of other students. She invites them inside and makes
pleasant conversation with everyone, asking them superfi-
cial questions about their lives and ambitions outside of the
academy. However, she also uses her suggestion Mind sphere
charm to subtly encourage their comments (Will DC 39 to re-
sist). Although she has the Subtlety talent, there are enough
students in the same room that the PCs will be able to tell



(with a DC 25 Sense Motive check) that she is
exerting influence on them.

If Windjina is the Villain: She is subtly get
ting students to inform her if they have friends at
school, loved ones at home, or generally anyone who
would miss them if they were to suddenly disappear.

If Windjina is the Ally: She is subtly getting stu-
dents to inform her if they have seen the other teachers
behaving strangely; specifically in regard to discovering if
one of them is behind the kidnappings. She also wants any-
one to tell her if they have information about the where-
abouts of the Headmaster.

If Windjina is neither the Ally nor the Villain: She
is collecting gossip from the students about the state of af-
fairs in their homes and among themselves. With the school
possibly closing after so many disappearances, she is preparing
her own exodus, and is collecting information on the world to
decide where she might go.

EVENT 9:

In one of your classes, you hear students whispering. Someone
spotted a mymph in the woods, just outside the school. You bear several
voices speak out in agreement; they too know someone who claims to
bave seen ber. The students sound excited. Should they go look? Will too
many students scare ber off? Nymphs love bards; would she come out if
she beard music, or saw dancing?

A dryad (wood nymph) is in the woods very close to the
school. If the PCs go looking for the nymph, she hides from
them, but if a PC can make a DC 20 Perform check, she comes
out of a nearby tree to see what is happening. Her name is Pear-
blossom, and so long as the PCs are cordial to her, she is willing
to talk.

If Daemen is the Villain: She has come to visit Professor
Daemen. He told her and her sisters not to visit him at the
school, but she’s been out of his ‘special brew’ for a while, and
now her whole body hurts and her head hurts and she can’t
think straight. She’ll work in his plant, even work with the mor-
tal slaves he’s been kidnapping, if he’ll just give her more of the
drink.

If Tocs is the Villain: She was sent to deliver a message to
Professor Tocs, but he’s not in his house. Although she is very
scared of meeting ‘ugly mortals’, she has come to the school in
hopes of finding him. The other nymphs in the forest outside
the school want to join his army. He’s invited the merps, but
not them, and they know that any who oppose Professor Tocs
won'’t survive when he unleashes his monstrous plants. For their
own protection, they have sent her to supplicate him on their

behalf.

If Neither Tocs nor Daemen is the Villain: Pearblos-
som is very, very curious about mortals. She’s heard so much
about them, and has stolen glances at them through the forest,
but has never gotten up the courage to come talk to one before
now. If one of the PCs is a male with a Charisma of at least 17
(or that can pass a DC 25 Diplomacy or Perform check to im-
press her), she instantly falls in love with him.

EVENT 10:

You awaken to find the school changed overnight. Where once the
walls bad been bare, today they are decorated with red cloth bearing
black markings in the goblin script. The main ball is covered with sticks
arranged in various patterns and painted with various colors. As you
look around the ball, you see Geemet putting the finishing touches on the
decorations before giving them a satisfied nod.

Today is a holiday for Geemet’s home clan (the Break-Ev-
erything goblin clan), and as much as Geemet misses his friend
the headmaster, one small benefit of the headmaster being
gone is that there’s no one to tell Geemet he can’t decorate the
school for the festival.

The specific holiday will change depending on the time of
year (every goblin clan has many unique festivals, but common
possibilities are the Feast of Vile Bugs in summer (a sacred rite
where warriors prove themselves through feats of eating), Shiv-
erside in winter (a midwinter festival where everyone huddles
together and sings goblin songs and drinks tea), or Night of Fire
(a dance and feast held every 5 full moons to commemorate the
successful return of the great warlord Fat Lips after his success-
ful war raid against the elemental plane of dreams).

If a PC recognizes the goblin holiday (DC 20 Knowledge
(local)), or is able to impress Geemet during the festivities
(which could include passing a DC 14 Fortitude save to avoid
throwing up after eating bugs, passing a DC 15 Perform check
to entertain students during the festivities, or another feat as
dictated by the GM), they receive Geemet’s good graces; he
requires one less answered riddle from the PCs in order to give
them his aid.
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EVENT 11:

EVENT 13:

On the way between classes, you find the hallway more crowded
than usual. Looking through the crowd, you see what appears to be a
fight about to break out between some students. There are people push-
ing, yelling, and the atmosphere looks like it could erupt into combat at
any moment. You notice that several of these students bave a patch sewn
onto the sleeve of their clothing; It’s a symbol most students recognize as
the banner of Professor Meeda’s old mercenary group, the Mad Dogs.

The students causing the commotion are secretive and
hostile towards ‘outsiders’. If the PCs are able to win their trust
either through a DC 25 Diplomacy or Bluft check, or through a
DC 15 Disguise check to impersonate the outfit and demeanor
of a member (note: this cannot be replicated through illusions
or similar effects; not only are methods for seeing through il-
lusions common among the paranoid student body, but the
disguise is more about clothing and attitude than mimicking
appearances), they can gain information about the group.

If Meeda is the Villain: The ‘Mad Dogs’, as they call
themselves, are Professor Meeda’s handpicked students, The
Mad Dogs gain ‘special training’ in Professor Meeda’s lair, in
preparation for their upcoming move to take over the school.

If Meeda is not the Villain: The ‘Mad Dogs’ are a
group of students who really, really look up to Professor Mee-
da. Inspired by her old war stories, these students have taken
to forming their own club to practice combat on their own.
However, their methods and attitudes are far too hostile, and
Professor Meeda doesn’t like what they’re up to. (Note: After
a few days, the Mad Dogs are involved in a fight with another
group of students, and as punishment, Professor Meeda puts
chains on their wrists and hangs them from the ceiling. She
leaves them there for several days, occasionally coming to give
them lectures about self-control, wisdom, and the true mean-
ing of strength.)

EVENT 12:

In the middle of morning classes, you suddenly bear a scream, fol-
lowed by another and another, and students begin pushing away from
the door. Entering the room is a skeleton, but it doesn’t seem to be armed
nor hostile. In fact, it appears to be looking for a seat. Ignoring the fear
in the other student’s eyes, the skeleton sits down and turns toward the
teacher, listening intently.

The skeletal student is an initiate skeletal student (CR 2),
and if spoken to, doesn’t realize he’s a skeleton nor believe it if
it’s pointed out to him. After class, Lord Baroden arrives to take
the skeleton back to his lair.

If Lord Baroden is the Villain: If asked, the skeletal
student reveals itself to be Erich Child, one of the missing stu-
dents. He doesn’t remember dying nor being reanimated, but
he does remember waking up in the school crypt and realizing
he was late for class.

If Lord Baroden is not the Villain: The skeleton calls
itself “student” and has come to “learn school”. The skeleton
isn’t actually an intelligent undead, but is actually an experi-
mental construct attempting to approximate a person, and do-
ing a poor job at it.
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One of the teachers has asked you to run an errand
for them, fetching some additional paper from the school
basement. On your way back, you hear a strange sound, a
mixture of a grunt of pain and the clicking of gears. Turning,
you see a centaur dragging itself across the ground, but some-
things wrong. Much of its body isn’t flesh, but rather is made
up of metal and gears. Half of its mechanical parts seem to be
broken, and the creature doesn’t look like it’s going to survive long.

The creature is a cyborg centaur named Cevis IV, and
currently has no remaining spell points, § hp, and is suffer-
ing from a bleed 1 effect. It will fall unconscious in § rounds,
and die in 20. If the centaur dies or is taken to Lord Baroden
for healing, Professor Clik quickly snatches up the centaur. If,
however, the PCs are able to stop the bleed effect themselves
(requiring a DC 15 Heal check, or any application of magical
healing) and keep or return the centaur to consciousness, it is
willing to talk.

If Clik is the Villain: The centaur is part of a group of
augmented creatures serving under Clik, and has no memory
of his life before he was augmented. Although he claims Clik
is a wonderful mother, her older children, Cevis’ superiors, are
terrible creatures. When Cevis spoke out that he didn’t ap-
prove of mother’s plan to take control of the school by martial
force, his superiors attacked him to make an example out of
him, and he barely escaped with his life.

If Clik is not the Villain: The centaur is part of a group
of augmented creatures serving under Clik, and has no mem-
ory of his life before he was augmented. He wanted to explore
the world outside of Clik’s lair, but was attacked by the den-
izens of the dungeon, and barely escaped. All he wants is to
get back to Professor Clik, so she can take him back home.



EVENT 14:

Despite the climate of fear gripping the student
body, today is an exciting day. The time bas come for the
annual divination contest! Not only is there a prize for the
winner; but its the one time of year that Fezmet lets students
use his special’ crystal ball, which always produces phenome-
nal results.

Any student who wishes to participate must possess
the Divination sphere, and after dinner must spend 2 hours
in the main hall attending the contest. That student makes
an MSB check to gaze into Professor Fezmet’s crystal ball
and attempt to see into the future. Once, at any point with-
in one week, that student may add the result of this MSB
check to a single dz2o roll (attack rolls, saving throws, skill
checks, etc.).

In addition, if the student’s MSB result is 25 or higher, they
win the contest and gain the following prize.

DIVINER’S CRYSTAL

This crystal ball swirls inside as if filled with mist. By gazing into it, a

diviner can gain greater insight into the future.

Aura strong Divination; CL 12th

Slot none; Price 10,000 gp; Weight 10 Ibs.

DESCRIPTION

A creature must gaze into this crystal ball in order to gain any
benefit from it. This can be done in combat, but requires two
hands to hold the ball steady. So long as the caster is gazing
into the crystal ball, they gain a +1 enhancement bonus to
their caster level with the Divination sphere. Additionally, the
wielder gains access to the Divine Future talent. This stacks
with any instances of the Divine Future talent the wielder

might already possess, even if the wielder is already at that
talent’s maximum, for a new possible maximum of 6 times

gaining that talent.

CONSTRUCTION REQUIREMENTS

Requirements Craft Staff, Divination Sphere; Cost 5,000 gp

EVENT 15:

During dinner, you are surprised to see a rabbit hop up onto
your table. The creature looks around, grabs a bit off of someone’s
plate, and bops off- Suddenly you see another rabbit hop up onto a
different table. Then another, and another. Before long, the room is
Sfilled with rabbits, and a frantic group of students running after

them screaming “Stop! Come back!”

A student study group led by a woman named Miota
Circle (elf, level 5 incanter) was experimenting with the
creation of magical copies, but suffered an accident: rather
than 2 bunnies, they created 200. The PCs can attempt to
stop and catch the rabbits, but the sheer number of them
makes this difficult. Unless they have use of area-affecting
magic to entangle the bunnies (such as the entangle Nature
sphere ability), they can attempt to round up the bunnies
either through a grapple combat maneuver (23 CMD), the
Handle Animal skill (DC 15), or the Wild Empathy class fea-
ture (DC 20).

If successful, the student body spends the morning play-
ing with the bunnies and thoroughly enjoying themselves.
Despite the climate of fear, the bunnies help relieve tension.
Treat the number of missing students as being 1 less when

determining when the PCs run out of time and lose the over-
arching scenario.

EVENT 16:

On your way to the lavatory, you are surprised to hear a crash com-
ing from inside. You open the door to find a strange creature, almost like
a furry puffball with legs, standing over a broken mirror. The creature
yelps as 7t sees you, and makes a mad dash for the window.

The creature in question is a speedy merp, and if the PCs
give chase and catch the creature, they can interrogate it about
why it was there. They can attempt to catch it via magic (such
as with telekinesis or the Paralyze charm from the Mind sphere),
otherwise they must beat it in a chase.

A PC must pass 4 of the following 5 skill challenges to
catch the merp. If they have a speed faster than 30 ft., they
must pass one fewer skill challenge for every 10 ft. above 30 ft.
in their movement speed. A PC must pass at least one test, no
matter how high their speed is.

Using a sphere effect on the merp that takes more than
a swift action counts as failing a skill check if the merp is not
stopped by that magic effect. If the student’s speed is 20 ft.,
they must p ass all 5 checks to catch the merp. Creatures
with a speed less than 20 cannot catch the merp.

It is always possible the PCs will find an alternate means of
bypassing a skill challenge. That is perfectly fine; if the PC can
teleport or pass through walls, navigating a window is hardly
going to be a deterrent.

Test 1: Out the Window

DC. 15 Acrobatics or DC 10 Escape Artist

Test 2: Up the Wall

DC 25 Acrobatics or DC 1o Climb

Test 3: Don’t lose Sight!

Perception DC 15 or Survival DC 10

Test 4: Shortcut!

Knowledge (Engineering) DC 10 or Perception DC 15
Test 5: Gotcha!

Grapple 17 CMD or Intimidate DC 20
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If a PC manages to catch the speedy merp, it quickly ex-
plains itself. It had come to the school to deliver a message to
Professor Tocs, but had been distracted by a shine coming from
the bathroom window and had forgotten about its mission in
its desire to investigate.

If Tocs is the Villain: The merp was looking for Profes-
sor Tocs to tell him that the big orc prisoner wasn’t talking and
to ask permission to try more drastic measures.

If Tocs is the Ally: The merp was sent to inform Profes-
sor Tocs that the forest is growing restless; the spirits of the
forest sense that impending doom is coming, and the merp el-
ders fear if Professor Tocs doesn’t find the Headmaster soon,
the doom will not be stoppable.

If Tocs is neither the Ally nor the Villain: The merp
was sent to ask Professor Tocs for more toys. The merp elders
have already beaten all of their blacksmith puzzles multiple
times, and they wanted to know when he would be able to pro-
vide them with something new (if the PCs are able to supply a
toy for the merp to take back with him, he is ecstatically happy
and gives them a random minor magic item for the toy).

EVENT 17:

On the way to dinner; Professor Fezmet ends up in front of you, bis
face buried in books he’s holding in front of himself with telekinesis. As
be shifts books, you notice that one of his books falls to the floor; and be’s
100 absorbed in whatever he’ reading to notice.

The book is one of Fezmet’s personal journals, filled with
notes about the position of stars and their implications for divi-
nation. Not only are the calculations complicated, but Fezmet’s
notes are only half written and not well organized.

With one hour of study and a DC 22 Knowledge (arcane)
check or a DC 15 Linguistics check, a PC can decipher the in-
formation contained within the notebook. If the PCs do not
return the notebook to Professor Fezmet within a day, the Pro-
fessor discovers the book is missing, tracks it down via divina-
tion, and demands its return.

If Fezmet is the Villain: The notebook details the star’s
impact on war. The notebook details when within the next
few weeks would be the perfect time to launch an attack of
some sort (the notebook does not provide an answer to this
question). Hidden within these notes are another set of notes,
breaking down the school’s architecture, detailing possible at-
tack plans when assaulting the school.

If Fezmet is the Ally: The notebook details notes regard-
ing a powerful ritual for locating a person (given the details pro-
vided, the person in question appears to be the Headmaster).
Specifically, the notebook details cosmological signs in an at-
tempt to determine the perfect night when such a ritual would
be at its most powerful. Apparently, the ritual has been tried
several times before, but with no success.

If Fezmet is the Neither the Ally nor the Villain: The
notebook details astrological signs and their effects, but on
other planes than the material plane. It appears to be a series
of formulae to attempt to improve divinations when performed
on other worlds.
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EVENT 18:

During dinner, the students are silenced by a sudden
knock on the door, like someone slamming their whole body
against it. As the doors are opened, a figure comes into view;
a muscular man with pale skin and long blond hair, wearing
nothing but a loincloth and a metal collar. He shrieks at the
Students standing around him, then passes out and falls onto
the floor. Some of the students begin to cry out that they recognize
him as one of the students who went missing. In the middle of the
pandemonium, Geemet arrives on the scene, who quickly instructs
several students to help him pick up the unconscious man and take
him down to the dungeons (as the school bas no infirmary), where
be can be contained if be is a danger to bimself or others, until he
regains consciousness and can be properly interviewed.

Geemet himself stands guard over the student. If the
PCs do not visit the student before midnight, he disappears,
Geemet remembering only that he was knocked unconscious
from behind. If the PCs can get around Geemet and speak to
the man, he says his name is Vahn Windell, that he was a stu-
dent, and that he doesn’t remember much about how he ended
up in the middle of the school dressed as he is, but if the PCs
will free him and let him slip away from the school, he will
tell them what he remembers before he leaves. (Opening the
door requires a DC 25 Disable Device check. The student has
a Will save bonus of +9 to resist an attempt to rip the informa-
tion from his mind.)

If Windjina is the Villain: He remembers being asked
to stay after class one day by Professor Windjina, but after
that, everything becomes blurry. He remembers her asking
him to put on his current outfit, and he remembers being so
happy to please her that he did it immediately. After that, it’s
all a blur of taking baths, eating in a large room filled with
other men, and waiting on the Professor’s every need. He
knows he must have been enchanted, because he remembers
standing guard while the Professor made love to, and subse-
quently ate, another man, and feeling a burning hope that
maybe next time it could be him.

His struggling mind must have broken free of the en-
chantment, however, because he suddenly came to his fac-
ulties to find himself in a dungeon. Scared of what little he
remembered from his time under the spell, he took off run-
ning, and somehow ended up back in the school.

If Savesha is the Villain: He remembers being vis-
ited in the middle of the night by a strange but beautiful
woman who asked him to follow her, and he did. She led
him through a doorway he didn’t recognize, and he sudden-
ly found himself in a house on a small island in a lake of fire,
filled with demonic women who chained him up and tor-
tured him for sport. He remembers little of what happened
beyond the pain he felt, but he does remember seeing Pro-
fessor Savesha’s face at least once, overseeing his treatment.

One day, one of the women took him and some healing
potions to the dungeons to feed parts of him to various mon-
sters, when they were attacked by an invisible assailant. Vahn
and the woman were separated, and somehow; after running
for his life, Vahn ended up back to the school.



If Fezmet is the Villain: He remembers
Professor Fezmet approaching him after class one
day to offer him advice; the Professor warned him
that he’d seen Vahn in his morning divinations, and
that later that day when someone called at Vahn from
a doorway, he should immediately turn and go the oth-
er direction. When the promised situation came, Vahn
turned and left as instructed, and found himself sud-
denly seized by giant hands. He remembers being gagged
and stuffed into a sack, and hearing voices laughing that
everyone always falls for the fake divination.

He was bound, gagged, and blindfolded for days on end

and doesn’t know much about where he was or what hap-
pened, but he heard several voices, including that of Profes-
sor Fezmet, haggling over price. Someone must have bought
him, because he was eventually taken from his cell and thrown
onto the back of a wagon. When the blindfold was finally taken
off, he found himself standing with several other people before
a giant, who began to eat them one by one. Everyone panicked
and tried their best to escape, and somehow, while the giant
was watching the others, Vahn succeeded. He ran and ran, and
must have passed a magical portal because somehow he found
himself back in the school.

If neither Windjina, Savesha, or Fezmet are the vil-
lains: The man is greatly in debt to a cabal of forest gnomes,
who supplied him with a drug he’s addicted to (opium) in ex-
change for magical components stolen from the school. Even-
tually though, his debt outstrapped his ability to pay, and the
gnomes kidnapped him in the middle of the night, taking him
back to their home to serve as a slave. However, during a trip

with his master to deliver more opium to other addicted stu-
dents, Vahn managed to drug the gnome’s food with some of
their more ‘potent’ goods, causing everyone, himself includ-
ed, to hallucinate. After that, his memory is a blur, but he
imagines the gnomes must not be very happy and wants to
escape before they catch up to him again.

EVENT 19:

At breakfast, the mail student comes by and drops a letter in
front of you. Inside is a letter that reads:

Want some free store credit? I need a favor. See me soon. Collin
Acrule.

Collin Acrule sends the PCs a letter, asking them to
meet him in his dormitory after dinner. If the PCs come,
Collin informs them that he has a buyer with a very par-
ticular order, and wants to know if they can help him. A
month ago, a student died in a magical accident, and his
parents want the body returned to them. However, as part
of an extra credit agreement, the student had already signed
away rights to his post mortem body to Lord Baroden, which

is scheduled for reanimation within the week. If the PCs can
liberate the remains from the school crypt, Collin will give
them 5,000 gp in store credit.

Unless they have an alternate means of transporting the
body, the PCs will need to go after 10 pm to the crypt. It takes
I 1/2 minutes and a DC 20 Perception check to uncover the
body’s resting place within the school crypt, and 1 1/2 minutes
and a DC 25 Stealth check to get the body back to the room
without being seen. The PCs may take 20 on both checks (for
Stealth, this involves scouting ahead and being extra careful to
avoid being seen with the body), but this increases the time
required to 30 minutes for the search and 30 minutes to trans-
port.

If the students are caught transporting the body, it is taken
from them and they each earn a detention.

EVENT 20:

In the middle of morning classes, the door opens and the library
troll pokes her head in. In a deep booming voice, she asks the teacher if
she can talk to you for a minute.

The librarian is nervous and needs a favor. Professor
Fezmet checked out a book a while ago, and it’s overdue and
hasn’t yet been returned. However, the librarian is scared to
death of Professor Fezmet, and doesn’t want to ask him herself.
In fact, she doesn’t want anyone to ask; she’s hoping that the
PC might be able to break into Professor Fezmet’s office and
simply take the book quietly with no one noticing. If the PC
can do this within 2 days, the librarian will increase their loan
limit by an additional minor item each. If the PCs take longer
than 2 days, the librarian’s attitude towards them lowers by 1
step.

The book is detectable with a DC 20 Perception check
taking 1 1/2 minutes (or 30 minutes if taking 20). If the PCs
ask Professor Fezmet about the book, he admits he’d simply
forgotten to return it, and promises to do so at his earliest con-
venience (this does not earn the PC an extra magic item, but
also doesn’t cause the librarian’s attitude to decrease by 1 step).

RUMORS:

After class or on a weekend, a PC may spend 1d4 hours to
make a DC 15 Gather Information check (Diplomacy) in order
to track down rumors about the teachers. Some are meaning-
less, while others are important clues that might help the PCs
figure out the identity of the villain and the ally. Roll on the fol-
lowing chart to determine what information the PC uncovers,
ignoring rolls that result in rumors the PCs have already heard.
Villain clues and Ally clues are located under the entry of each
individual teacher.
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Rumor

Villain clue 1

Ally clue 1

Lord Baroden was seen cornering Professor Tocs in the hallway. They were speaking in whispers, but Lord
Baroden specifically was overheard saying “you need to figure out where your loyalties lie”. (Truth: Lord Baro-

5 | den and Professor Tocs went in together years ago on sponsoring a warrior at a particular underground arena.
Professor Tocs wants to back out since their warrior hasn’t won in a while, but Lord Baroden doesn’t want him
to withdraw).

Professor Windjina has been eerily happy today, which is making the students nervous. (Truth: Her latest ship-
ment of poisons has come in, and she’s excited to start experimenting with them).

Professor Tocs has famously said he’d rather die than retire, but today students have seen him packing up his
things and muttering to himself. (Truth: He’s lost several manuscripts, and has been searching for them.)

Professor Clik’s detention students have realized they’re all working on parts for the same giant golem, but no
one knows what exactly why. (Professor Clik is working on her ultimate creation, the colossus mark VI.)

Professor Savesha has been making inquiries with different demon lords. I think she’s trying to find a safe place
in the infernal realms she can move to after the school is disbanded. (This rumor is completely false.)

One student claims Professor Windjina invited him to ‘tea’, then put a spell on him, entrapping his mind.
However, the groundskeeper came in at exactly the right time to ask a question, and the Professor was forced
15 | to break the spell in order to hide the enchantment. (True: Professor Windjina was experimenting with more
complete forms of mind control, and with the headmaster gone, hoped she could use a student without being
caught.)

Yesterday after class, Professor Meeda received a large delivery of crates. However, she wouldn’t say what was in

7| them. (The boxes contained supplies and replacement weapons for her combat class.)

Everyone knows that Professor Daemen still has a lot of friends in the criminal underworld, but lately things
have been going missing from all over the school, and Professor Daemen’s been seen sporting new, expensive
jewelry. (False rumor; Professor Daemen does have many underworld contacts, but he has not been fencing
more things than usual from the school.)
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STUDENT AID

There are five sources of aid that the PCs
can visit in the school: The ally, the library, the
groundskeeper, the book Fantastical Creatures and How
to Survive Them: A Student’s Guide to Study and Adventure,
and Collin Acrule.

The Ally: When the PCs identify the ally, it makes
fulfilling their objects easier, as detailed in that section
above. Additionally, the ally provides the PCs with an addi-
tional rumor per day for the PCs (except for rumors about
himself).

The Library: The school library is extensive, and
serves as possessing a library for every Knowledge skill. The
library is overseen by Shosh, the Library troll. Shosh is only
a beginning magic-user, but is rather intelligent by troll stan-
dards. Shosh is indifferent to the political battles between var-
ious teachers and students, but is very strict when overseeing
her books and the school’s repository of magic items.

SHosH
3,200 XP
N Large humanoid (giant), incanter 1
Init +4; Senses low-light vision, scent, Perception +12
DEFENSE

AC 20, touch 13, flat-footed 16 (+4 Dex, +7 natural -1 size)

hp 80 (6d8+1d6+49); regeneration § (acid or fire)

Fort +12, Ref +6, Will +9; once per day, roll Will twice, take
higher result
OFFENSE
Speed 30 ft.
Melee bite +12 (1d8+8), 2 claws +12 (1d6+8)
Space 10 ft.; Reach 10 ft.
Special Attacks rend (2 claws, 1d6+12)
Magic
Caster Level 1st; MSB +1, MSD 12, Concentration +3
Tradition Traditional Magic (Verbal Casting, Somatic Cast-
ing (2), Material Casting, Prepared Caster); CAB Int

Spell Points 6

Divination Sphere — DC 12; Duration concentration or
1 hour (sense); Range Medium (110 ft.); Duration Instan-
taneous; Talents Dowsing, Logos, True Sight

- divine (magic; 1 sp: dowsing)

- sense (1 sp: read magic, logos, true sight)

STATISTICS

Str 27, Dex 18, Con 25, Int 14, Wis 17, Cha 12

Base Atk +4; CMB +15; CMD 27

Feats Intimidating Prowess, Iron Will, Improved Iron Will,
Skill Focus (Perception), Extra Spell Points

Skills Intimidate +16, Perception +12, Sense Motive +9,
Spellcraft +10, Knowledge (all) +6
Languages Common, Draconic, Giant
Gear spell component pouch w/ 25 gp’s worth of materials
EcoLoGy
Environment Academy
Organization solitary
Treasure double

The library’s magic item repository is filled with a large,

but not exhaustive, collection of magic items (the school has
a 50% chance of having a desired item in stock. If it doesn’t

CR
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have something, it can’t get it). The school does possess items
with limited numbers of use such as potions and scrolls, but
does not make these available to students without teacher per-
mission. Any student or worker at the school may check out
one minor magic item at a time (valued at about 6,000 gp or
less). Such items are always due after one week (although the
same item may be checked out repeatedly), and a student can-
not check out a second item until the first one is returned.

If a student fails to return their item within one week,
Shosh will come after that student, even being known to crash
doors down in the middle of class in order to find them. If the
item has been lost or broken, the student is responsible for pay-
ing to have it replaced, or spend their free time working in the
library to pay off the debt (4 hours of time spent in the library
for every 20 gp in the item’s cost).

By default, Shosh is indifferent towards all students upon
first meeting them. If a student is late returning an item or the
item is lost or broken, her attitude immediately drops one step.
If she is ever hostile to a student, that student can no longer
check items out of the repository.

Alternatively, if a student spends 2 hours of free time work-
ing in the library, they may attempt a DC 20 Diplomacy check
to befriend Shosh, improving her attitude by 1 step. The DC of
this check increases by 5 for every step her attitude is below in-
different, and decreases by 5 for every step her attitude is above
indifferent.

If Shosh’s attitude is helpful towards a student, she will al-
low that student to the privilege of checking out two minor
items at once, or even a single medium item (less than 28,000
gp) at a time.

The Groundskeeper: Geemet the goblin is the school’s
caretaker, who oversees the dangerous plants and animals,



handles many of the day to day upkeep of the school, and is
generally in charge of non-faculty school workers. He is helpful
towards students, but also cynical, cautious, and slow to trust.

Geemet is an old friend of the Headmaster, and knows the
kidnapper must have been one of the teachers (although he
does not know who). However, if the PCs approach Geemet
to seek his aid, he will initially deny them help, as he feels they
are in over their heads and not up to the task of uncovering the
villain and rescuing the missing students and headmaster; for
their protection, he does not want them to get involved.

If the students are able to win Geemet’s trust, he will pro-
vide them with aid, including providing them with an addition-
al rumour each day, and even tailing teachers if asked or adven-
ture with the party to provide them with advice and backup if
they fall into too much danger.

Geemet’s trust is not as simple as improving his attitude
to helpful. The PCs must either A. discover the identity of the
ally and have the ally vouch for them, B., discover the identity
of the villain and present Geemet with proof, or C. answer two
of his riddles. GMs may substitute their own riddles if needed.

Riddle 1: I am constant and unchanging, yet I have the
most fickle reputation of all.

I am both horned and full if you listen to my critics.
Answer: The Moon

Riddle 2: Red-stained daggers scattered over fields.
Only through my death do madmen sate their lust.

Answer: Roses

Riddle 3: I am the key to immortality, if I do not grow
to hate you.

Answer: Babies

Riddle 4: Come inside to see man’s greatest treasure,
His weaknesses and strengths laid bare before you.
Not freely gained although freely given,

If only you can bear the code of silence.

Answer: Library

Riddle 5: A head and tail but no legs to speak of,
I am almost worthless, yet the beginning of wealth.
Answer: A copper coin

Fantastical Creatures and How to Survive Them: A
Student’s Guide to Study and Adventure: If one of the play-
ers owns a copy of Fantastical Creatures and How to Survive Them:
A Student’s Guide to Study and Adventure (PDF or print), it is as-
sumed their character also owns a copy of the book, and may
look through that book to gain insights into fighting different
monsters. If the player wishes to look up a creature during com-
bat, their character must spend a full-round action reading the
book, which earns the player 6 seconds of real-world time to
flip to the page they need and look for the relevant info. After
6 seconds they must immediately stop reading, until their char-
acter spends another full-round action to continue searching

through the book.

Collin Acrule: Collin Acrule is a 13 year old prodigy (LE
level 7 human hedgewitch), and is the student to go to when
you need something, legal or otherwise, shipped to the school.
He has contacts throughout the world, and while his prices are
higher, his deliveries are assured.
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COLLIN
XP 1,600
Male Human Hedgewitch 7
LE Medium humanoid (human)
Init +1; Senses Perception +8
DEFENSE
AC 11, touch 11, flat-footed 10 (+1 Dex)
hp 48 (7d8+7+7 toughness)
Fort +3, Ref +3, Will +6
OFFENSE
Speed 30 ft.
Melee destructive blast
Ranged destructive blast
Special Attacks guile pool 6/day (+2 to any skill check,
+4d6 sneak attack), spiritualism 6/day (1 feat/talent as move
action, 2 feats/talents as standard action)
Magic
Caster Level 5th; MSB +5, MSD 16, Concentration +9
Tradition traditional magic (Verbal Casting, Somatic Casting
(2), Material Casting, Prepared Caster); CAB Int
Spell Points 18
Destruction Sphere - DC 17; Range Close (40 ft.)

- destructive blast 3d6 or 5d6 w/ 1 sp
Divination Sphere — DC 17; Duration concentration or 7
hours (sense); Range Medium (170 ft.); Talents Detect Scry-
ing, Divine Information, Detect Secrets

- divine (magic, damage, illusions, 1 sp: information, se-

crets)

- sense (1 sp: read magic, detect scrying)
Illusion Sphere — DC 17; Duration concentration; Range
Close (40 ft.); Talents Invisibility

- illusion (sight)

- invisibility (1 sp, +7 Stealth)

- trick (7 minutes, sight, Sleight of Hand)
STATISTICS
Str 10, Dex 12, Con 12, Int 18, Wis 12, Cha 12
Base Atk +5; CMB +5; CMD 19
Feats Persuasive, Persuasive Bribery, Quick Favor, Skill Fo-
cus (Perform (sing)), Toughness
Skills Appraise +14, Bluff +14, Diplomacy +13, Disable De-
vice +11, Intimidate +13, Knowledge (arcana, local) +14, Per-
ception +8, Perform (Sing) +14, Sense Motive +14, Spellcraft
+14, Use Magic Device +11
Languages Common, Draconic, Elven, Goblin, Giant
SQ Spiritualism tradition, Versatile Performance (Sing)
Combat Gear ; Other Gear spell component pouch w/
83 gp’s worth of materials.
SPECIAL ABILITIES
Spiritualism Tradition (Ex)
Collin can make Knowledge checks untrained, and may roll
twice and take the higher result whenever he rolls a Knowl-
edge check.
EcoLocy
Environment Academy
Organization solitary
Treasure double
Collin has a 20% chance of having a particular item in stock.
If he does not have it in stock, he can have it shipped to the
school in 1d6 days. All of his items cost 20% over the item’s
market price.




‘While Collin will not get involved in the adven-

ture (he has a strict neutrality policy), he some-

times supply items for students for free, if they are

able to collect special reagents for him. Each of these

items will earn the student 500 gp in store credit.

Harvesting components from a creature requires a

1d6x10 minutes of work, as well as a DC 15 Survival

or Heal check, or else a successful DC 15 Knowledge

check from whichever knowledge skill would be used to

identify the creature in question. This DC increases by §

for creatures An individual creature corpse only supplies

enough material for one reagent (i.e., you can only collect

one handful of teeth from a single oni or yaksha, etc.).

- feathers from a celestial’s wings

- Powdered infernal horns

- Rakshasa eyes

- A Yaoguai heart

- A handful of oni or yaksha teeth

- The roots of a magical plant (venus fisher, clockwork
vines, the gazebo, guardian plants, etc.)

- Unicorn horn

- A death knight skull

- Anid’s spleen

- A merp skin

- Nymph hair

- Satyr horns

ADJUSTING THIS
ADVENTURE

As has been previously mentioned, Wizard’s Academy is ex-
pected to take multiple sessions and several weeks of in-game
time to complete. However, the closer the PCs are to the top
of their tier, the less they will need to rest and the faster they
will be able to get through the module. If the PCs are beginning
near the top of their tier but you want to preserve the danger-
ous feel, double the number of monsters in each encounter.

Fast Games: For particularly fast games (one or two ses-
sions total), use the tier just below the player’s level. Adjust
events to happen twice per day, and a student to disappear once
every 1d4 days. The ally and Geemet can give the PC two addi-
tional rumors per day each rather than one. At this progression
rate, expect players to only level up once through the entire
adventure.

Slow Games: For particularly slow and dangerous games
(enough for a short campaign), use the tier one above the play-
er’s level. Adjust events to come once per week, and students to
disappear once per 1d20 days. Rumors can only be searched for
twice per week, and Geemet and the ally provide additional ru-
mors only twice per week as well. At this level, expect students
to level up 4 to 6 times before the adventure ends. (Note: this
progression requires great skill on the part of the players to
tactically plan for and overcome challenges far above their CR.)
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THE TEACHERS

Every teacher follows the same schedule, unless the GM
believes they have reason to deviate from it: They teach their
classes during the day, stay in their offices between dinner and
10 pm to help any students who come with questions, then re-
tire to their rooms with a 20% chance of sneaking out to visit
their lairs to oversee the work being done there. When visiting
their lairs, each teacher takes the shortest route.

LorD BARODEN DE FLEUR

Spheres: Death, Life

Lord Baroden de Fleur is a nobleman and necromancer
who, hundreds of years ago, tried to conquer his way through
the civilized lands. After a bloody struggle, a group of adven-
turers managed to defeat him, and Lord Baroden fled and was
presumed destroyed. In actuality, he went into hiding until the
day he could resume his conquest. Before that could happen
though, the Headmaster found him and recruited him as a
teacher.

Lord Baroden is considered one of the school’s more
gifted teachers, despite his arrogance. Rather than wear
the school uniform, Lord Baroden insists upon wearing
his black ceremonial armor around the school. His
chambers are also much more lavish than
the other teachers, and are constantly at-
tended to by his various skeletal servants.

His punishments are much harsher than
other professors, and he likes to scare students
with the threat that if they think they can get
out of their detention by dying halfway through,
he’ll simply summon their souls back to complete
the time. So far, this has only happened a handful of
times.

If Baroden is the Ally: Lord Baroden has been
maneuvering himself into being the headmaster’s
successor for years, slowly working his way up in
the Headmaster’s good graces, hoping to be named
the deputy Headmaster upon Professor Toc’s even-
tual demise. Now, with the Headmaster gone and
someone threatening the school, all of his hard work
has been jeopardized. Lord Baroden refuses to let his
grand plans be thwarted now like they were in ancient
times, and he will turn the school upside down if he
has to in order to find the Headmaster and uncover the
culprit.

ALLY CLUE 1: They say that Lord Baroden has been
questioning the other teachers, sometimes quiety, other
times angrily in the middle of their classes, demanding to
know if they have information about where the headmaster
might be.

AvLLy CLUE 2: A shipment just arrived for Lord
Baroden, full of extremely rare and expensive magical
components. We don’t know what it is, but he’s plan-
ning to perform some sort of extremely power
ful ritual very soon. (Lord Baroden has already
searched the underworld for the Headmaster’s
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soul, and fearing this means the Headmaster’s soul
has been trapped via magic, is attempting to create an
even more powerful ritual in an attempt to locate his
soul even if it is being held on the material plane. The
ritual doesn’t work.)

If Baroden is the Villain: Lord Baroden de Fleur
hates teaching. He hates students, he hates the school, and
most of all, he hates that he’s better at teaching than he
was at world conquest. In a final attempt to realize what
he has always felt was his true destiny, he has been using
the school to secretly build up his undead army, and he is
almost ready to move. He has started kidnapping students to
transform them into skeletal mages to support his army, and in
an unprecedented move, even managed to kidnap the Head-
master himself. The headmaster’s body and soul are too pow-
erful to animate, but also too valuable to lose. As such, Lord
Baroden has been working to create a method for creating



and controlling undead that would allow him to
change and completely control the headmaster,
as all conventional systems of control would prove
ineffective against so powerful a being.

VILLAIN CLUE 1: One of the students who over
sees the mail accidentally saw a letter Lord Baroden
was sending. Apparently, Lord Baroden is in contact
with artisans, trying to get a staff made to expand the
number of undead under his control. The letter said the
staff needed to be powerful enough ‘for an army’.

VILLAIN CLUE 2: Everyone knows that Lord Baro-

den oversees the school crypt, and uses student bodies for
his skeletal students, but he’s been taking even more bod-
ies than usual. Someone checked, and there are no longer
any bodies in the crypt at all; he’s animated all of them. The
necromancy store closet is also empty of bodies. Whatever the
reason, he’s collecting undead at an alarming rate.

If the PCs Run Out of Time: If the PCs fail to stop Lord Baro-
den in time, he emerges from beneath the school with an un-
dead army and a vampiric Headmaster under his control. After
securing the school grounds and battling the other teachers,
he transforms the school into a private floating fortress from
which to stage his conquest of the world.

Great Ally: If playing at tier 5, Lord Baroden has sum-
moned Janus to aid him in his plot, who resides at his lair.
Even if Lord Baroden is defeated, Janus has instructions
to carry out the invasion of the school, and Janus always
fulfills his instructions.

-

If Baroden is Neither the Ally nor the Villain: Lord
Baroden knows nothing of the plots happening all around
himself, and frankly isn’t interested. Although he would miss
the school if it were destroyed, as a professional courtesy to
the villain, he refuses to intervene.

If Confronted: If Lord Baroden is neither the ally nor
the villain and discovers the PCs are searching for the head-
master, he gives each student one detention to deter their
desire to meddle in the affairs of teachers. If Lord Baro-
den is the villain and discovers that the PCs know this, he
immediately moves up his time table, assaulting the school
with his undead army the following day.

PROFESSOR CLIK

Spheres: Time, Enhancement, Creation

Clik is a automation, and is the school’s professor not
only of time, enhancement, and creation magic, but also the
overseer of the foundry and the process of magic item cre-
ation. No one knows how Clik came into being, as she makes
the claim that she enchanted herself, and no one knows if
she’s simply being coy or if she simply has no idea. Despite
being an automation, Clik heavily identifies as female, and
insists on being addressed as such.

Clik is one of the school’s kindest teachers, but is also one
of the hardest drivers- she doesn’t punish students harshly, but
she has been known to drive her students to exhaustion and
worse by forgetting their mortal need for food and sleep.

Despite being a teacher, Clik’s greatest passion lies in her
personal projects. These usually include the creation of various
golems and other automations, which she works students at re-
lentlessly while in detention. Recently, she has also branched
out into cybernetics, having discovered and obtained a tribe of
hill giants and centaurs for her experiments.

If Clik is the Ally: Clik came to Windfell Academy not
only because of its great foundry, but also to learn about mortal
creatures through direct interaction. She has learned a lot from
these experiences, and has truly come to feel at home among
mortals. Thus, when the Headmaster disappeared and someone
began putting students at risk, she felt it was the perfect time
to explore the concept of ‘loyalty’ and come to the aid of her
adopted home.
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ALLY CLUE 1: Professor Clik isn’t one for subtext. She’s
been directly asking students things like “Which of your teach-
ers seems the most suspicious?”. Most people don’t want to an-
swer that question, just out of fear of what she’s planning to do
with that information.

ALLY CLUE 2: Professor Clik isn’t one for subtext. She’s
told the students that she’s offering a clockwork pet to anyone
who can present to her information leading to the recovery of
the Headmaster.

If Clik is the Villain: Professor Clik believes the im-
provement of life is the most worthy of goals, and has been
experimenting on the potentials of the union of flesh, magic,
and machine. Spurred on by her success, she has been using stu-
dents to experiment on and improve her technique. The Head-
master has discovered her plot, but Clik managed to overcome
him, and now she wants to transform him into a cybernetic
being under her control as well. If she can perfect her technique
enough to transform him while keeping his magical power in-
tact, she will be ready to transform the world itself.

VILLAIN CLUE I: Professor Clik is always getting ship-
ments in of parts, but lately the number has been increasing.
She’s still getting boxes of mechanical arms, legs, and other
parts, but rather than being clockwork parts for a golem, these
appear to be clockwork parts designed to attach to flesh, such
as when replacing someone’s arm with a mechanical version.

VILLAIN CLUE 2: Everyone knows Professor Clik doesn’t
eat, but she’s been seen taking food from the kitchens. It seems
like she must have someone she’s trying to keep fed, but no one
knows where she’s taking the food or who it’s for.

Henchmen: If pl

Great Ally: If playing at tier 5, Clik’s lair is overseen by
her most powerful children, including the colossus mark V
and 3 magic golems. These siblings love their mother, and
will attempt to see her dream of overthrowing the school

hmade a reality, even if Professor Clik should fall.

If the PCs Run Out of Time: Professor Clik makes the break-
through she is looking for, and transforms the Headmaster
into a cybernetic creature. She leads a surprise invasion of the
school, grabbing all of the teachers and students she can find
and transforming them into cybernetic creatures, then trans-
forms the school into a golem factory.

If Clik is Neither the Ally nor the Villain: Professor
Clik has never really understood humanoid relationships, and
doesn’t see how the disposing of the Headmaster affects her.
Whoever takes over the school, Professor Clik will simply ask
them if she may retain access to the Foundry.

If Confronted: If Professor Clik learns the PCs are
searching for the headmaster when she is neither the ally nor
the villain, she simply ignores them. If Professor Clik is the
villain and discovers the PCs are on to her, she will attempt to
terminate them immediately, dispose of the bodies, and resume
her regular timetable.

23

PROFESSOR DAEMEN

Spheres: Dark, Light, Warp

Daemen is a black unicorn, which are rarely
born, and even more rarely survive. As a black uni-
corn, Professor Daemen is the inverse of common uni-
corn nature; evil where they are usually good, and pref-
erential to men where unicorns usually prefer women.

Professor Daemen made the decision early in his life
to live among humans, using his potent natural magic to
take make himself indispensable to the criminal under
world, lending his talents to thieves, assassins, and under-
world bosses alike. Eventually he rose to great prominence,
becoming an indispensable part of his guild.

These days he works as a Professor at the school, living in
the forest at night and teaching during the day: It is an open
secret that he is still in contact with his old thieves guild, but
so long as his illicit activities do not threaten the school or the
students, the Headmaster is willing to leave things as they are
in order to retain Daemen’s talents as a teacher.

If Daemen is the Ally: Professor Daemen’s work at
the school has been incredibly lucrative for himself. Between
working alongside the greatest magical minds as a teacher and
the access to magical materials the school provides, Professor
Daemen and his criminal associates are very happy with the
setup. Now, though, the Headmaster’s disappearance and the
student kidnappings have threatened to destroy that balance.
Professor Daemen has been given full leave by his business
partners to find whoever has caused this upset and to stop
them, restoring the Headmaster and the school to the way it
previously was.

AvLLy CLUE 1: Has anyone else noticed that Professor
Daemen is hanging around the school more than usual? He
usually spends his free time in his glen, but lately he’s been
spending his time around the school, talking to the teachers
and other students. Its as if he’s looking for something; in-
formation, clues, or something else that he’s worried about
missing if he’s alone in his glen.

AvLLy CLUE 2: Did you know there are secret paths
and passages underneath the school? It’s true! Profes-
sor Daemen has been covertly asking people if they have
knowledge about them. He’s looking for someone who
knows about these underground passages to help him lo-
cate something, but he won’t say what.

If Daemen is the Villain: The headmaster had one
rule for Daemen upon joining the school; teaching comes
before crime. Daemen has been bad at following this rule.
Recently, he managed to invent a new special drug (called
‘moonshade’) that only affects fey, and affects them like
nothing before. Unable to miss out on this opportunity, Pro-
fessor Daemen has transformed his entire lair into a facility
for the production of this moonshade, and when supply be-
gan falling behind on demand, he even began kidnapping stu-
dents to use as forced labor. The headmaster found out, but
Professor Daemen managed to subdue him and, not want-
ing to miss out on an opportunity, is currently holding the
Headmaster prisoner until a buyer appears who can match
his astronomical asking price.



MOONSHADE

Type ingested; Addiction severe, Fortitude
DC 20 Price 500 gp Effects 2 hours; +2d4 Charis-
ma, fatigue Damage 1d6 Con and 1d6 Wis damage

VILLAIN CLUE 1: There was a sidhier student
who had detention with Professor Daemen, who helped
himself to what he thought was tea, but it made him go
crazy, like he was on a drug or something. Professor Dae-
men assured him that it was an experimental potion, but
that student swears he saw several boxes of the stuff in the
professor’s office, like the professor was planning to ship
the stuff out or something.

ViLLAIN CLUE 2: Have you seen the fey in the for
est? They’re always waiting just outside of our sights, but now
they’re being seen more often. It’s like they've lost their edge
at hiding, or perhaps can’t be bothered. One student claims he
even had one try to kidnap him, claiming it wanted to ‘sell him
to the unicorn’ or something.

If the PCs Run Out of Time: Someone has bought the
Headmaster, and with the excess funds Professor Daemen has
everything he needs to expand. With the help of his fey as-
sociates, Daemen storms the school, turning it into a private
sanctuary that can be dedicated full time to moonshade pro-
duction.

Great Ally: If playing at tier 5, Professor Daemen has
enlisted the aid of the Satyr King and his court (12 satyr war-
lords, 8 star nymphs) to take part in his scheme and oversee
production in his lair. Even if Professor Daemen should fall,
the satyr king and his court will still attempt to carry out the

_ plan to convert the school into a moonshade factory. F

If Daemen is Neither the Ally nor the Villain: Profes-
sor Daemen refuses to get involved. He has underworld con-
tacts that are hoping to buy the school if something happens
to the headmaster, and while he doesn’t want to help whoev-
er kidnapped him, Daemen’s hands are tied when it comes to
helping out.

If Confronted: If Professor Daemen is neither the ally
nor the villain and he discovers what the PCs are up to, he sub-
tly encourages them to keep themselves out of it. If Professor
Daemen is the villain and he discovers the PCs are on to him,
he will flatly deny it, then arrange for his minions to kidnap the
PCs that night.

PROFESSOR FEZMET

Spheres: Fate, Divination, Telekinesis

Fezmet was once a wizard’s familiar, who was granted in-
dependent intelligence by his master. His master never knew
just how much intelligence, however, until Fezmet had read ev-
ery one of his master’s books, learned his master’s spells, and
beaten his master in a wizard’s duel. Fesmet took up work as
an aid, using divination (and his unassuming looks as a ferret)
to secretly advise kings, merchants, and others as he could in
exchange for money and comforts. Eventually he was noticed
by the school headmaster and hired as a professor. Fezmet is a
good teacher, but is very strict with his students. He has even
been known to bite the faces of students whose lack of talent

irked him.
Professor Fezmet wears a small cloak and
a mask, but doesn’t like talking about why.

If Fezmet is the Ally: Professor

Fezmet loves few things more than

his position at the school. He is

personally fulfilled, he can shape

growing minds, and he can use

the school to smuggle his

fellow awakened animals

out of servitude and towards

freedom. With the headmaster

gone, all of that is in jeopardy, and since

his divinations haven’t been able to find

the headmaster, he will simply have to
find him on foot.
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ALLY CLUE 1: Professor Fezmet has been sleeping late. I
think he’s staying up at night trying to find something via div-
inations, and it’s not working. He keeps going back and forth
from the library, borrowing books on advanced divination theo-
ry, as if he’s trying to figure out something he missed that would
let him find whatever is eluding him.

ALLY CLUE 2: Professor Fezmet was seen in the head-
master’s room just the other day, going through his things. You
know how divinations are more powerful if you have something
that belonged to the person? I think he was looking for some-
thing of the Headmaster’s to use.

If Fezmet is the Villain: After seeing the horrors and
abominations that previous magic-users have created under
neath the school, Professor Fezmet has had enough. As the
highest-ranking artificial creature at the school, he has teamed
up with a tribe of radical yaksha who blame mortals for all of
nature’s problems, and has taken it upon himself to explore
these artificial creatures, master the methods of their creation,
and create entire species of them to give them all a chance at
life. When the Headmaster discovered this and objected to it
as a desecration of life, Professor Fezmet subdued him and held
him under guard in his personal lair, forcing him to help Fezmet
crack the secrets to the abominations’ creation. He’s been kid-
napping students to sell to giants and other creatures to fund
his research.

VILLAIN CLUE I: Professor Fezmet has always lacked pa-
tience with students who aren’t quick enough, but lately he’s
been getting mean. He’s started calling students things like
‘two-leggers’, and he gets really angry at the slightest offense.
It’s as if he’s turned hostile against all humanoids.

VILLAIN CLUE 2: Professor Fezmet has been... eyeing
students lately. It’s eerie, as if he were sizing them up as pieces
of meat, taking notes of how fat or lean they are. One student
even swears he heard Professor Fezmet muttering something to
himself about a student being ‘too fat for a spit’.

If the PCs Run Out of Time: Professor Fezmet unleashes a
horde of different abominations into the school, allowing them
to disrupt everything while his yaksha allies round up the scat-
tered students. As per their agreement, Professor Fezmet then
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leads the abominations to a new home, while
the yaksha turn the school into a floating fortress
from which to continue their campaign against the
mortal races.

Great Ally: If playing at tier 5, Professor Fezmet has
cracked the secret to creating the dragon horror, and has
bred 7 of them. These dragon horrors are under the con-
trol of an alliance of 8 yaksha warlords, who will unleash
them on the school in an attempt to carry out their plans,

even if Professor Fezmet should fall.
- J
If Fezmet is Neither the Ally nor the Villain: Profes-
sor Fezmet has attempted to discern the Headmaster’s loca-
tion and the school’s future via divination, and has been unable
to do so. This scares him, as it indicates powers are at work
that are beyond his ability to see. As such, he has sworn a strict
state of neutrality, until such a time as he can be sure of the
outcomes of whichever decision he might make.

If Confronted: If Professor Fezmet is neither the ally
nor the villain and discovers the PCs are hunting for the
Headmaster, he not only refuses to help, but also begins giv-
ing the students a harder time at their end-of-week tests (al-
though he refuses to admit he’s doing anything), giving the
students a permanent -2 penalty to their end-of-week tests.
If Professor Fezmet is the villain and discovers the PCs are
looking for the Headmaster, he denies all knowledge, and ar-
ranges for the PCs to become the next students kidnapped.

PROFESSOR MEEDA

Spheres: Alteration, Destruction

Meeda is the professor of Alteration and Destruction,
and prefers the form of an 8 1/2 foot tall bipedal lizard with
four arms, 2 tails, and wings. She is a former mercenary and
a potent magic user and martial artist, who is known for her
unusually sweet and bubbly personality, given her former
profession. Meeda served on the frontlines of several wars,
using the opportunities to further her study of combat, and
took up teaching once she felt that she was simply getting
too old to keep chasing war.

If Meeda is the Ally: Meeda possesses a strong sense
of right and wrong, and cannot sit idly by while the Head-
master and the student body are in danger. As a matter of
principle, she will lay down her life if necessary to protect
those who have been placed in her charge.

ALLY CLUE 1: Professor Meeda has always been prone
to moral lectures, but she’s been doing it more and more of-
ten lately, and she keeps bringing up the Headmaster. I think
she’s hoping a student has information, and will come for-
ward with a bit of encouragement.



ALLY CLUE 2: A lot of Professor Meeda’s
classes revolve around combat drills, but lately
they’ve been growing... personal. She’s been run-
ning drills assuming combat in the school itself, as
if she were subtly preparing the students to defend
the school against some sort of invading force. When
asked about it, she simply cited the missing Headmas-
ter and said it couldn’t hurt to be prepared.

If Meeda is the Villain: Professor Meeda has been
tracking the school’s alumni and the activities they have
been engaged in since graduating, and has come to the
conclusion that the school has been doing more harm to
the world than good. With professors like Lord Baroden
and Professor Windjina encouraging evil among the student
body, the time for Professor Meeda to break her own neutral-
ity has come. When the headmaster confronted her on this
point, she knocked him unconscious in a surprise attack to
keep him from stopping her. After that, she felt there was no
turning back, and has begun to kidnap the more ‘tainted’ stu-
dents to keep them from supporting the rest of the teachers
while she recruits students loyal to her into her own private
organization, named the ‘Mad Dogs’ after her old mercenary
group. She is also summoning angels to lead them in their as-
sault of the school.

VILLAIN CLUE I: Professor Meeda has always been
prone to moral lectures, but lately she’s been engaging in po-
litical discussions, arguing that neutrality in the war of good
and evil is simply choosing evil. She keeps referencing the
need for drastic action in certain situations. It sounds like
she’s planning some sort of revolution, and is trying to win
students to her side before it happens.

ViILLAIN CLUE 2: Before the Headmaster’s disappear
ance, apparently he and Professor Meeda had a heated argu-
ment. One student distinctly remembers hearing the Headmas-
ter telling her that she was ‘threatening to destroy everything
the school stands for’, and she said something to the effect of
‘perhaps that’s a good thing.’

Ifthe PCs Run Out of Time: Professor Meeda and her amassed
forces attack the school, subduing the other teachers. She al-
lows all students to go home if they wish to, but takes those
who remain and reopens the school under her own supervision,
transforming it into a monastery. Only after the place is com-
pletely secured does she release the Headmaster, letting him
leave in peace.

Great Ally: If playing at tier 5, Professor Meeda has
managed to summon a pair of solars, who oversee her work
in her lair. Even if Professor Meeda falls, these two solars will
see the plan through and attempt to purge the school of evil.

A

If Meeda is Neither the Ally nor the Villain: Profes-
sor Meeda knows something terrible is about to happen to the
school, but she’s afraid that, given the power she and the other
teachers possess, fighting the villain would end up destroying
the school just as thoroughly as letting the villain win. As such,
she refuses to fight herself, instead focusing her time and at-

tention to preparing the students to flee or defend
themselves in whatever conflict might be coming.

If Confronted: If Professor Meeda is
neither the ally nor the villain and discovers
the PCs are searching for the headmaster,
she discourages them all from getting
involved, convinced that they will do
nothing but get themselves killed
and encourage the villain to strike
quicker than expected. If Profes-
sor Meeda is the villain and dis-
covers that the PCs know this,
she immediately attempts to
subdue them (taking them
alive) in order to keep them
from interfering with her

plans.

26



PROFESSOR SAVESHA

Spheres: Conjuration, Protection

Savesha is a reformed succubus, who has turned herself
over to the pursuit of academic excellence instead of mortal
seduction. She has blonde hair she usually pulls back, and wears
horn-rimmed glasses, although more for the social effect of
looking down her nose at students disapprovingly rather than
because she absolutely needs them.

Although Savesha would normally be considered an ex-
traplanar creature, she has completed a very rare and difficult
ritual that changed her native plane to the material plane. She
has also formally renounced her old associations, going so far as
to work out deals with influential infernals to make the school
a sort of planar ‘neutral territory’ to allow the students to prac-
tice summoning in a more risk-free environment.

While Savesha understands the appeal of the physical and
will dress elegantly to give herself social power, she has become
more and more upset by the limitations and expectations she
feels placed upon her by others because she is a succubus. She
is very sensitive to people failing to look past her body, and
has been known to punish students rather harshly who thought
she shared the same disposition as her sisters. Over time, this
has grown into a particular form of championing womanhood
itself; she is known for being harsher with her male students
than necessary (until they can prove themselves to be worth
her time), while giving preferential treatment to her female stu-
dents.

If Savesha is the Ally: Leaving Hell, changing her align-
ment, and taking up teaching has brought Professor Savesha
fulfillment she never had before, and the loss of the Headmas-
ter and possibly the school itself jeopardizes everything she has
dedicated herself to. As such, Professor Savesha has taken it
upon herself as a personal mission to discover the identity of
the kidnapper and return the Headmaster to his rightful
place.

ALLY CLUE 1: Some of the imps who live
in the school as advisors for different stu-
dents have been seen talking to each other,
apparently passing along information to
each other. Whatever the information is
they’re passing along, they refuse to tell their masters. But
apparently, some of them have been seen speaking privately
to Professor Savesha. (Savesha has asked all of them to spy
for her, looking for any information that might lead to
the Headmaster’s discovery.)

AvLLy CLUE 2: Professor Savesha has been in-
viting students to meet with her to share some ‘pri-
vate time’. However, all students who've gone have
been disappointed to find out all she really wanted
to do was ask them questions about the school
and the other teachers. It’s as if she’s searching
for some sort of specific clue, but won’t say any-
thing beyond that.

If Savesha is the Villain: Leaving Hell,
changing her alignment, and taking up teach-
ing has been the worst decision Professor Save-
sha ever made. She wishes nothing more now
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than to correct her mistake, but she won’t go
back groveling. She has been making deals with
demon lords for months, kidnapping students,
corrupting their hearts, and selling them off to win
favors. Now she’s gotten her hands on the greatest
prize; the Headmaster himself. If she can corrupt him
and make him willingly serve her or whichever demon
lord she can trade him to, she will possess the power
and prestige to install herself as a new Duchess of Hell.

VILLAIN CLUE 1: Despite all the hostility she’s always
expressed towards amorous advances, one student swears
he and a friend were approached by Professor Savesha, who
asked if they were interested in having a ‘wild time’ with
some friends of hers. One of them got sick suddenly and his
friend was the only one who could go, and that friend hasn’t
been seen since.

ViILLAIN CLUE 2: Have you noticed that the number of
demons in the school has been increasing lately? There’s a lot
of them. At first we all thought someone was just summon-
ing them for fun, but now people are getting worried. Profes-
sor Savesha keeps insisting nothing is wrong, but this many
mind-controlling creatures in one place, it suggests someone,
maybe Professor Savesha herself, is planning something,.

If the PCs Run Out of Time: After weeks of working, she has
finally managed to twist the mind of the Headmaster himself.
Reduced to a willing slave, the Headmaster and a multitude of



Savesha’s demon servants emerge to destroy the
school and capture as many people as possible to
fill out Savesha’s new infernal realm.

Great Ally: If playing at tier 5, Professor Savesha has
made deals with Charon himself and a consortium of mer-
chants of hell, who have sent 4 of their number to her aid.
These beings stand to gain quite a bit of profit from the
destruction of the school, and will see Professor Savesha’s
plans through even if she should fall first. p

If Savesha is Neither the Ally nor the Villain: Profes-
sor Savesha has lived through innumerable coups in the Infer-
nal Realm, and the first rule of survival was always to play both
sides against each other. While she hopes the Headmaster
comes back safe, she refuses to get involved one way or the
other.

If Confronted: If Professor Savesha is neither the ally
nor the villain and discovers the PCs are searching for the
headmaster, she gives each of them a detention, to show them
the dangers of getting involved in something that is beyond
them. If she is the villain and discovers the PCs are on to
her, she attempts to place them under mind control to escort
them to her lair, where her servants can keep them contained
until they can be sold off.

PROFESSOR T OCS

Spheres: Nature, Weather

Tocs Witherpool is a gnome that suffers from a rare
form of dwarfism which renders him about 1 ft. tall. He is
over 400 years old, and has been teaching at Windfell Acad-
emy longer than any other teacher, and currently serves as
the deputy headmaster.

As a teacher, he is known for collecting ‘favorites’, ex-
changing favors for favors in order to place his favorite stu-
dents into positions of power, then collecting favors from
them when needed (or in some cases, from their children or
grandchildren). This makes him one of the most politically
powerful magic users in the world, and with a letter or two,
he can make all sorts of things happen.

Students who make fun of his height have faced very
severe punishments. Students who suggest he should ‘fix’ his
height problem with magic have suddenly had their parents
recall them from the school with cryptic explanations for the
sudden change.

If Tocs is the Ally: The Headmaster has been Profes-
sor Toc’s friend for over a hundred years. Not only that, but
‘Windfell Academy has been the focal point of Toc’s life. He’s
not going to let some young, power-hungry upstart destroy
his friend and ruin their legacy.

ALLy CLUE 1: The plants have eyes. Students have no-
ticed that some plants in the school keep turning to follow
them, as if the plant was watching or listening. Only Professor
Tocs has the skill to do something like that; perhaps he hopes
to catch whoever’s doing the kidnappings.

AvLLY CLUE 2: Tocs hates being in command of the school.
It’s true; we've heard him complaining. I think Professor Tocs
doesn’t just want his friend back, he also wants the Headmaster
back so he can stop handling the Headmaster’s workload.

If Tocs is the Villain: Professor Tocs has dedicated hun-
dreds of years to teaching, and at the end of his life, he’s wor-
ried he has little to show for it. Yes, he is very influential in
politics and has many favors owed to him, but with no direction
to wield that power, it’s the same as not possessing any power at
all. Although it pains him to supplant his long-time friend, he
finds it necessary; he wants to use his influence and knowledge
to forge something that will last the ages; a kingdom dedicated
to nature and knowledge, and to do that, first he must seize the
school to serve as its focal point.
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VILLAIN CLUE 1: The forest outside the school has been
growing hostile. Several students say that the animals, the trees,
and even the sky has been growing angry, as if they each held
a grudge against the humanoids who live at the school. When
they approached Professor Tocs and asked him to look into it,
he assured them they were imagining it. The scars left on those
students by the hostile forest, though, tells a different story.

VILLAIN CLUE 2: A student accidentally commented on
Professor Toc’s height again, but this time he didn’t just grow
angry, he became livid. He screamed at the student and every-
one in the hallway about their presumption and arrogance. Be-
fore he left, they distinctly heard him say ‘you all deserve what’s
coming’.

Great Ally: If playing at tier §, Professor Tocs has enlist-
ed the aid of the merp elders {6 merp dilettantes), who over
see his lair and grow his army: Even if Professor Tocs should
fall, these merp elders will attempt to see the plan through
and build their new merp kingdom.

-

If the PCs Run Out of Time: Professor Tocs leads an army of
forest creatures in an assault against the school, driving the
other teachers out and transforming the island into a haven of
nature. The headmaster is only released once the island is se-
cured, to give him the chance to choose to join Professor Tocs
in his new kingdom.

If Tocs is Neither the Ally nor the Villain: Professor
Tocs misses his friend the Headmaster, but he realizes that he
himself is about to die, and that this conflict will determine the
future of the school. As such, he is leaving the outcome of this
conflict to the younger generations; it is up to them to deter-
mine what direction the future takes.

If Confronted: If Professor Tocs is neither the ally nor
the villain, he will not help the PCs if he discovers they are
hunting for the Headmaster, but will also not stop them. If Pro-
fessor Tocs is the villain and discovers the PCs are after him, he
will deny the accusations, then try and get the PCs to journey
into the Forest and have his minions destroy them. If this is not
possible, he will up his timetable and begin his assault on the
school on the following day:.

PROFESSOR WINDJINA

Spheres: Mind, Illusion

Windjina is a weremantis matriarch who works at the
school as the professor of illusions and mind-magic. She uses
illusions to appear as a woman with long black hair, thin point-
ed features, and a beauty so perfect it’s unnatural. However,
‘Windjina is a natural lycanthrope and, underneath her illusions,
spends most of her time in her hybrid form. Every now and
then, students have caught glimpses of her true form out of the
corner of their eye or in a mirror’s quick reflection, reminding
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them that it’s not a 6-ft. woman, but rather an
8-ft. tall bipedal mantis they’re sharing a room
with during class.

Weremantises practice a ritualistic form of
cannibalism, and inside their homeland, weremantis
women possess an unchallenged dominance over their
men, usually amassing a multitude of husbands and lov-
ers and eating the ones that displease them. While there
are no (official) records of Windjina marrying or eating a
student, she openly flirts with any attractive man who at-
tends her classes, especially if she knows a female student is
attracted to him, as she relishes the chance to ‘win’ against
another female. As for her male students, most are terrified
of her; not only is she beautiful and flirtatious, but as one of
the world’s most powerful psionicists, they all know that if
they reject or displease her, there’s always the chance she could
simply ‘make’ them fall for her anyway:.

If Windjina is the Ally: With its quick access to power
and no short supply of men to subvert, Professor Windjina has
relished her time at Windfell Academy. Now that some oth-
er teacher is making moves that threaten to close the school,
Professor Windjina knows she must take the offensive, or risk
losing her comfortable position and all the many perks it af-

fords her.

ALrLy CLUE 1: Professor Windjina has been distracted
lately, to a great degree. She’s even begun to ignore attractive
male students; it’s as if she can’t quite care anymore. Appar-
ently, the Headmaster’s disappearance is really bothering her.

ALLY CLUE 2: Professor Windjina has been using the
school servants to spy on the teachers! Someone saw her plac-
ing an enchantment on a member of the cleaning staff, so
that they’d report to her anything they saw while cleaning
the other teacher’s rooms! I don’t know what she’s searching
for, but she’s looking for something!

If Windjina is the Villain: As much as Professor
‘Windjina has loved working from the shadows, she was born
to be queen, and the time to be acknowledged as such has
arrived. She has begun to move quickly, making alliances
with tribes of native outsiders, and mentally enslaving stu-
dents who catch her fancy. The Headmaster found out and
confronted her, but she even managed to subdue him! Now,
all she needs to do is work out a way to keep someone as
powerful as the Headmaster under permanent control, and
the school will be hers.

VILLAIN CLUE 1: One student swears that, not days
before the Headmaster went missing, he was talking about
firing Professor Windjina. Convenient he disappeared,
don’t you think?

VILLAIN CLUE 2: Did you know that 2/3rds of the stu-
dents who have disappeared have been handsome men? And
over half of those have taken Professor Windjina’s classes?
That can’t be coincidence.

If the PCs Run Out of Time: Professor Windjina has per-
fected a ritual that enacts perfect mental enslavement that
not even a mind like the Headmaster’s can escape. With the
Headmaster under complete control, she and her servants
and slaves attack the school, driving out the other teachers
and transforming the building into her personal floating pal-
el



If Windjina is Neither the Ally nor the Villain: If
Windjina is neither the ally nor the villain, she couldn’t care
less about the future of the school. If it falls, she’ll just move
back to her homeland.

If Confronted: If Windjina is neither the ally nor the
villain, and discovers the PCs are searching for the Headmas-
ter, she doesn’t care and leaves them be. If she is the villain and
discovers the PCs are after her, she will attempt to place them
under mind control, then take them to her lair as her next set
of victims.

Great Ally: If playing at tier 5, Professor Windjina

has made her greatest alliance with 6 brother bodhisat-
tvas. In exchange for trading away certain secrets of the
weremantis people, she has contracted their aid in her
assault of the school, an order they will carry out for hon-

or’s sake even if Professor Windjina should fall.
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MAPS

THE ACADEMY

While the party will not be doing much of their adven-
turing in the school’s main building, a lot of their time will be
spent there. The more visible, ‘public’ part of Windfell Acade-
my is contained within a keep that stands 4 stories tall with 2
underground levels.

AcADEMY Froor 1

Daemen’s Classroom: Daemen’s classroom is large and
has no desk, as Daemen couldn’t use one. Student seating is all
done on the floor as well, so that nothing will impede Daemen
due to his size and quadruped nature.

Toc’s Classroom: Toc’s classroom features a raised po-
dium at the front (designed for one of Professor Toc’s height),
surrounded by carefully-cultivated plants he uses during lec-
tures. Students sit in seats arranged in a semicircle around the
podium.

Windjina’s Classroom: This classroom has seating all
the way around it with an open space in the center for demon-
strating illusions. The walls are dropped with silks Windjina
chose to accentuate her outfits.

Savesha’s Classroom: This classroom features 20 sum-
moning circles, which students stand around when working.
There are no chairs, as there wouldn’t be room for everyone
to sit.

Storage: The storage rooms on the first floor are mostly
used for containing food, extra chairs and tables, kitchen and
dining supplies, and decorations for important events.

Servants Rooms: The first floor servant quarters are
mostly reserved for the kitchen staff.

Special Halls: Occasionally, the school has need of spe-
cial halls, either to accommodate guest lecturers, testing, or for
other purposes. These rooms are normally used to store tables
when not formally being used.

Kitchen: Windfell Academy’s kitchens are large, and de-
signed to accommodate a great variety of races and nationali-
ties in the sort of foods it provides.

Daemen’s Office: Daemen’s office features a good wood-
en door (Hardness 3, 15 hp, Break DC 18) and is always kept
locked (Disable Device DC 30), and features a magical alarm
(Perception DC 26, Disable Device DC 26, CMD 31) that in-
forms him immediately when someone enters his office.

The room features a pile of pillows upon which Daemen
sits, rows of bookshelves, and a single chair set aside for stu-
dents to use.

If Daemen is the Villain: A DC 20 Perception check (1.5 min-
utes of searching) reveals 3 vials of moonshade, and a letter
written in code. Cracking the code (Linguistics DC 25) reveals
it to be an order form, asking for a large number of crates of a
particular substance to be ready weekly for delivery. What the
substance is and where it is going are not specified, but the
place of pickup is designated as the ‘manufacturing plant in the
caverns’, and the order form lists ‘slaves’ as one of the means of

payment.
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Toc’s Office: Toc’s office features a good wood-
en door (Hardness s, 15 hp, Break DC 18) and an aver-
age lock (Disable Device DC 25), but is also enchanted
so that, while Professor Tocs is away, it will grow arms
and attempt to grapple anyone who attempts to force
entry without the key Professor Tocs keeps on himself at
all times. (CMB 15, CMD 25.)

Toc’s office is built to his scale, featuring a small desk
and several step ladders to aid him in reaching various
shelves. There is a single chair large enough for a student
to use.

If Tocs is the Villain: If a student succeeds at a DC 30 Per-
ception check (DC 25 if Small, or 20 if Tiny), they can find
Professor Toc’s journal, where he lays out a hypothetical plan
for transforming the school into the central focus point of a
kingdom. The book details living quarters and arrangements
build out of trees, and plans for social structures built around
directing fey and merp whimsy into a military force.

DuNGEON LEVEL 1

Advanced Nature Rooms: The advanced nature rooms
are dedicated to different environment types, to aid nature
users in practice. Room 1 is enchanted to contain a lush jungle,
room 2 contains a dessert with ever-burning fires, room 3 con-
tains an § ft. deep lake, and room 4 contains extremely rocky
terrain with several small hills.

Very Advanced Nature Room: The very advanced na-
ture room is a magical marvel, featuring an expanded demi-
plane to increase its size, making the room over a mile wide
from the inside. This room features dirt floor and its own
weather system that can support anything, including snow-
storms and tornadoes.

Spare Rooms: These rooms are set aside for club
meetings, long-term experiments, and any other activity
that requires a dedicated meeting space.

Servant Rooms: Most of the school’s cleaning and
caretaking staff stay in the rooms on this floor.

General Storage: These store rooms contain a bit of
everything the school needs, from extra furniture to long-
term food storage and cleaning equipment.

Advanced Combat Room: The advanced combat
room features several enchantments that allow the layout
to be changed by a teacher, growing walls, traps, obstacles,
and other objects in only a minute, to allow for specialized
training.

DUNGEON LEVEL 2

Temple: The school temple is not dedicated to a par-
ticular god, but instead is filled with small booths where
shrines to individual gods are erected. There are several stu-
dent groups of clerics, divine petitioners, and other assorted
faithful who schedule meetings in this room to bolster the
faithful and hold communion with their patrons.

Inside one of the booths is a small switch, that if pressed,
causes the bottom of the booth to transform into stairs (de-
tectable with a DC 25 Perception check if searching the









temple for secrets). These stairs lead to room 17
on the secret dungeon’s first floor.

Mortuary: Student deaths are not unheard of,
and the school has also been known to buy corpses
from settlements it passes. The mortuary is usually
about half-filled with bodies, which are used in necro-
mantic studies.

It is possible to buy a body from the school mortuary
for use in personal necromancy experiments, but the cost
is steep: 100 gp per hit die of the corpse.

Baroden’s Office: Baroden’s office features an iron
door (Hardness 10, 60 hp, Break DC 28) and a good lock
(Disable Device DC 30). The room also always contains at
least one initiate skeletal student who acts as a servant. If
Lord Baroden discovers this initiate skeletal student or the
skeletal students in his room have been destroyed, he will im-
mediately restock the rooms with apprentice skeletal students.
If these are destroyed, he will replace the with journeyman
skeletal students, then advanced skeletal students, then master
skeletal students.

Baroden’s Room: The door to lord Baroden’s room is

simply a curtain that divides the office from the living quarters.

Baroden’s room is a lavish affair, decorated with the level

of extravagance usually reserved for royalty. The room features

statues of knights in the corners, a giant bed, large closets full

of clothing, and at least 3 initiate skeletal students waiting
here to act as servants.

There is a hidden door built inside one of the knight stat-
ues (Perception DC 25 to discover) that leads to room 42 in
the secret dungeon’s 1st floor. The door is opened by shaking
the statue’s hand.

If Baroden is the Villain: A simple search (Perception DC
15) reveals alist in the professor’s desk that contains the names
of several students. This list includes all of the students who
have disappeared, whose names have been crossed off.

Baroden’s Classroom/Advanced Classroom: Be-
cause Lord Baroden’s classes often involve bodies that
need to be kept cold, both Lord Baroden’s classroom and
advanced classroom are kept in the basement. Both class-
rooms are filled with tables for dissecting, healing, or rean-
imating bodies.

Monster Halls: This section of the basement is filled
with cells for holding animals, monsters, and student exper-
iments, along with the storage and other facilities required
to care for them.

Dangerous Storage: This storage room is used to
house dangerous chemicals and magical components, as
well as components that require special housing, such as
temperature-sensitive or light-sensitive materials.

Abandoned Classroom: This classroom suffered an
accident a long time ago, and has never been repaired. With
the only path leading to it now used for dangerous storage,
the room has simply been abandoned.

Note: The rubble is an illusion (sight and touch, Will DC

20, MSD 26), which covers the stairs which lead to Windji-
na’s lair.

ACADEMY FLOOR 2

Boy’s/Girl’s Dormitory: Beginning students (levels 1-7)
usually stay in either the boy’s or girl’s dormitories. There are
no inner walls, but instead the dormitories use a series of cur
tains to provide a measure of privacy for each student. Each
student is provided a bed, a nightstand, and a chest to house
their personal possessions. Each dormitory can house up to 30
students.

It is an open secret that there exists a secret room between
the two dormitories, connected by a secret door from both
sides (detectable with either a DC 20 Perception check, or a
DC 15 Diplomacy check to gather information from the other
students). So long as afterhour visitations are invited and re-
main respectful, both the other students and the staft are will-
ing to turn a blind eye.

Common Room: The common room is a large place ded-
icated to student recreation and meeting. The room is intended
for use by all students, and mostly consists of tables, chairs, and
couches. The room also contains a small stage where student
musicians sometimes play.

Study Rooms: These study rooms are filled with pillows,
small wooden targets, basic reference books and other objects a
student might need to help them practice for their tests.

Storage: These storage rooms are mostly filled with
chests, bedspreads, blankets, and other materials needed to
restock the dormitories, as well as equipment for laundering
clothes.

Guest Rooms: The guest rooms are a series of individual
rooms designed for visitors to the academy, but are sometimes
used for extremely advanced students (level 15+) to give them
and their work an extra measure of privacy.

Advanced Boy’s/Girl’s Dormitory: These dormitories
are dedicated for the use of advanced students (levels 8-14), and
are much nicer than those used by basic-level students. Each
advanced dormitory can house up to 20 students, and provides
each student with a walled-off room containing a large bed, a
personal chest, a nightstand, a closet, and a desk and chair.

Advanced Boy’s/Girl’s Rec. Room: Advanced students
possess a recreational room attached to their dormitories. The
rooms are mostly comprised of assorted couches, tables, and
chairs. Most students use them when meeting strictly with oth-
er advanced students, although there are no official restrictions
on age, gender, or level of skill for use of this room.

Girl’s Bath: The girl's bath was recently redesigned by
Professor Windjina, to better reflect the customs of her home-
land, which she argued provided better stress relief and would
improve camaraderie among the women. Along with individual
lavatories and wash stations, the room now includes a large cen-
tral heated bathing pool for communal bathing.

When alarmed students asked if she was worried about
men scrying or sneaking peeks at the open bath, Windjina in-
sisted such things were ‘the whole idea’.

Boy’s Bath: After the girl’s bath was redesigned, the male
students petitioned that this bath would also be renovated.
However, Geemet was left in charge of renovations, and so
rather than copying the women’s bath, the bathroom was in-
stead redesigned in the goblin style. The bathroom includes a
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communal lavatory, a communal shower, and a communal mud-
pit magically kept wet and heated at all times.

AcCADEMY FLOOR 3

The Great Library: The school library is large, featuring
all manner of reference material and other publications. Using
the school library counts as possessing a library for any Knowl-
edge check.

Aside from books, the library features several student
study rooms, storage rooms, and the librarian’s room and magic
item repository.

The librarian is a middle-aged female troll named Shosh,
who checks out magic items and book to students (as detailed
under student aid above).

Meeda’s Classroom: Meeda’s classroom has no chairs,
but instead contains several mats for students to sit on. The
floor is also covered in mats, to better facilitate both shape-
shifting and hand-to-hand combat.

Clik’s Classroom: Clik’s classroom features a circle of
chairs and desks for students, as well as several closets full of
objects for use by her students when performing enhancements.

Meeda’s Office/Room: Meeda’s office has a good wood-
en door (Hardness 5, 15 hp, Break DC 18) and a good lock (Dis-
able Device DC 30). It is also guarded by a sleep charm set to
go off if anyone attempts to open the door without the key she
keeps on her person. (Perception DC 30, Disable Device DC
30, Will save 19, affects up to 10 people in the immediate area,
I minute reset).

Meeda’s office includes a desk and shelves and is built to
accommodate her Large size, with several chairs built smaller
for students to use. Her room is filled with a simple bed and
assorted memorabilia from her time as a soldier and mercenary;
including weapons from favorite old enemies, medals for valor,
and remembrances from the various places she visited.

If Meeda is the Villain: A DC 25 Perception check uncovers
a hidden compartment in her desk, which contains a list of the
students who have disappeared, as well as notes about their
crimes or dispositions.

Clik’s Office/Room: The door to Clik’s office was cus-
tom designed by her after she first arrived, and is a steel alloy
(Hardness 15, 80 hp, Break DC 30) with a custom lock of great
complexity (Disable Device DC 40).

Clik’s office and room are a combination of robotic utilitar-
ianism (the bed is simply a wooden slab, the wash room empty)
and extravagant design (the room is covered with brightly-col-
ored scarves, paintings, and other works of art).

If Clik is the Villain: Next to her bed is a collection of me-
chanical parts attached to what looks like a human heart, all
contained within a box. If the PCs are able to activate it (ei-
ther a DC 20 Knowledge (engineering) check or a DC 15 Heal
check), it immediately begins screaming in pain, as if reliving
being dissected and tortured, screaming things such as “please
professor, please, Clik, please let me go!”. It always repeats the
same message every time it is activated.

The Foundry: The school foundry includes all manner of
magical and mechanical crafting equipment, including labora-
tories and components for magic item creation. The foundry’s

35

equipment is open for anyone to use, but all
students must pay for any magical materials they
use.

It is always possible to get help from the ad-
vanced students in the foundry, adding a +2 bonus to
all checks made to create a magical item.

AcADEMY FLOOR 4

Savesha’s Office/Room: Savesha’s office is guarded
by a simple wooden door (Hardness 3, 15 hp, Break DC 18)
and an average lock (Disable Device DC 25), and contains a
single imp hiding in the corner, whose job it is to inform her
if anyone attempts to enter her room without permission.

Savesha’s office contains the standard desk, chairs, and
bookshelf, but her room is much more lavish, featuring sever-
al paintings and silken bedsheets.

If Savesha is the Villain: A search of her room (Perception
DC 15) reveals a letter written in infernal detailing arrange-
ments she’s made with one of the Duke’s of Hell, requesting
more cambions and succubi to come to her aid in exchange for
an agreed-upon number of souls.

Fezmet’s Office/Room: Fezmet’s office is guarded by a
simple wooden door (Hardness 5, 15 hp, Break DC 18) but no
visible lock; only telekinesis used in conjunction with the Flair
talent can lock or unlock the door (Disable Device DC 15).

Fezmet’s room features no desk, but many bookshelves.
There are no chairs; visiting students must sit on the floor.
There is a table, which contains Fezmet’s crystal ball.

Fezmet’s room was not originally designed for his size,
but features several ramps to allow him to climb to various
heights to reach bookshelves and other furniture.

If Fezmet is the Villain: After a search (Perception DC 15),
the players discover a manifest showing sales made to various
giants and other creatures. What is being sold is not named,
but is referred to as ‘big stupid meatbags’, or ‘BSM’s’. The
number of sales matches the number of students who have
disappeared

‘Windjina’s Office/Room: Windjina’s office is guarded
by a simple wooden door (Hardness 5, 15 hp, Break DC 18)
and an average lock (Disable Device DC 25), and a charm
trap that makes anyone who tries to enter her room with-
out her permission forget why they’re there, causing them
to give up their goal and go back to their own room. (Per-
ception 30, Disable Device 30, Will save DC 19, immediate
reset.)

Windjina’s office is immaculately decorated with green
coloring, silk ribbons, and a set for making tea, along with a
desk and chairs. Windjina’s room is covered in silks and an
enormous bed equipped with manacles.

If Windjina is the Villain: Windjina’s room contains a
muscular man in a loincloth who stands by the bed, staring
vacantly into space. He has been mind controlled (MSB 30,
and doesn’t respond to questions. If confronted, Windjina
says he is a slave bought from her homeland. If his mind con-
trol is broken, he remembers applying to be a student, meet-
ing Professor Windjina, then being compelled to take up his
position in her room. He also remembers watching the pro-



fessor abduct and eat students along with other
unspeakable things he refuses to think about.

Fezmet’s Classroom: Fezmet’s classroom is
held in an open-air room so that the stars are visible
at night, but can be covered with a tarp when it rains.
The room is filled with tables, chairs, and telescopes
for stargazing.

Headmaster’s Room: The Headmaster’s rooms
are guarded by a magically reinforced wooden door (Hard-
ness 5, 30 hp, Break DC 25), and a magically-enhanced good
lock (Disable Device check 40, MSD 31).

The Headmaster’s office and room are the biggest in the
school, and are covered in books and druidic totems. While
it is commonly speculated that the Headmaster’s rooms con-
tain a hidden laboratory, no one knows how to enter the space,
and if it does exist, it is immune to warp and divination magic
and cannot be scryed or teleported into.

The Headmaster’s office contains a small shelf that has
been knocked down, and an assortment of books scattered
about that no one has cleaned up since the Headmaster’s dis-
appearance. These books include:

Druidic Practices Throughout Time
Dark Times Past: A Romance Novel
Rituals of the Forest Tribes

Ideologies of the Idealess: An Examination of Philosophical
Musings among Golems
Utility in Magic
Note: If the books are placed back upon the shelf in an
order such that the first letters of the books spell the word
‘DRUID’, the wall opens up, revealing the Headmaster’s hid-
den laboratory:

The laboratory is broken beyond repair and includes no
useful things, except the following clues:

If Baroden is the Villain: The room reeks of death, and
there are broken pieces of bone scattered about.

1If Clik is the Villain: The chairs and the desk look strange.
Their legs are not the way they should be, as if they had
walked around the room on their own, then suddenly fell
over in whatever position they were in at the time.

If Daemen is the Villain: Several pieces of furniture are
strangely warped, as if they had been internally shunted
and shifted, or perhaps broken apart and put back together
slightly wrong.

If Fezmet is the Villain: The walls are dented in several
places and the furniture is broken, as if a giant hand had
thrown the chairs and desk against the wall several times.

1f Meeda is the Villain: The walls are covered in what is

unmistakably sword cuts.

If Savesha is the Villain: The space is a great mess, as if 4 or
5 creatures all did battle in the small space.

If Tocs is the Villain: The ground is covered with the remains
of plants, as if vines had grown straight from the ground, then
withered and died after weeks of sitting in the dark, water-
less-room.

1If Windjina is the Villain: The walls are covered in what is
unmistakably large claw marks.

Girl’'s/Boy’s Bath: These lavatories are much simpler
than the ones on the lower floors, offering private chamber
pots and wash stands.

Advanced Special/Training Rooms: Because there
are always fewer advanced students than basic-level students,
most higherlevel classes are held inside these rooms, where
the students are able to meet with their teacher in much more
intimate surroundings, allowing for more focused class work.
These rooms are not exclusive to any one teacher, and the dif-
ferent classes will often rotate depending on what their needs
are that day.

THE FOREST

The forests around the school are not off-limits to the stu-
dents, but exploring is highly discouraged, as the forest is host
to many dangerous creatures.

‘While the short paths to Daemen’s clearing, Geemet’s hut,
and Toc’s house are safe and take only 10 minutes of walking,
the Wilder Wood is dangerous, and students are discouraged to
cross through it.

Players have a 50% chance of having an encounter for ev-
ery 10 minutes spent traversing the woods. It takes 30 minutes
to walk to either the merp wood or the nymph lake, as well as to
cross from one to the other. This time is reduced by 10 minutes
if the the player has the woodland stride class feature.

Because of the nature of the wilder wood, even normal-
ly-friendly fey creatures will attempt to stop students who
traverse the wood (who might disrupt their homes and plans),
although they might attempt a non-hostile option first, and
would rather flee than die if the tide of battle turns against
them.

Roll randomly to determine which encounter the PCs
meet:

plants (CR 4)
t (CR 3)
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Daemen’s Clearing: Daemen’s living area is a clearing in
the woods, which contains a mirror, a small bed of cushions,
a closet filled with various cloaks and broaches, and a small
stream from which he drinks.

Toc’s House: Toc’s house is contained inside a living tree,
which was grown in such a way as to provide him a living area.
While the living room is large enough for Medium-sized visi-
tors, the rest of the house is built to Toc’s stature.

Nymph Lake: The nymph lake is a large freshwater lake
with an island in the center with a large rock on it, and is home
to a number of water nymphs and their guests (usually other
nymphs and satyrs), and while it is technically not off-limits to
students, students are highly encouraged not to visit, as stu-
dents have been known to come back blind or not at all.

The nymph lake is typically home to 12 water nymphs, and
secretly, the island in the center of the lake is an entrance to
Daemen’s lair (see lairs below).

The nymphs are not hostile, but deny the existence of the
entrance to the lair and deny anyone to set foot on the island.
However, if the PCs are able to befriend the nymphs, they
might change their minds.

The nymph’s starting attitude is indifferent, which is im-
proved to friendly with a DC 22 Diplomacy check, or helpful
with a DC 27 Diplomacy check. The players may attempt one
such check per day.

To ask permission to visit the island requires a DC 32 Di-
plomacy check (improved to 27 if friendly, or 17 if helpful). Al-
ternatively; if Daemen is the villain, the PCs may gain access to
the island at the cost of one vial of moonshade.

If a player character possesses the Perform skill, they may
entertain the nymphs with a DC 20 check to add a +2 bonus to
all Diplomacy checks made against the nymphs that day. This
bonus increases by +1 for every 5 by which the Perform check
exceeds the target DC.

Geemet’s Hut: Geemet’s hut is a simple wooden struc-
ture, which contains a bedroom, a kitchen, and a small living
area. Geemet doesn’t mind visitors, and is quick to share mud-
cakes, tea, and advice with students.

Merp Wood: The merp wood is where the merps live, and
is off-limits to students. The parameter of the merp wood is
protected by proximity sensors (traps: Perception DC 26, Dis-
able Device DC 26) that makes a loud noise to alert the merp
wood guard to anything getting working 60 ft. of the merp
wood. The merp wood guard are a group of merps whose job
it is to patrol the area and turn away any unauthorized visitors.

The merp guard will fight anyone they need to, but will sur-
1: 3 tinker merps (CR 19) render rather than risk dying when a fight doesn’t go their way:.

2: 12 clockwork vine nests (CR 18) The merp guard:

3: 3 venus fishers (CR 17) Tier 1: 3 lucky merps (CR 5)
4¢ 4 satyr watlords (CR 18)

5: 3 star nymphs (CR 18)  Tier2:8 lucEy merps, 4 spcc’y merps (CR o)
6: 2 satyr watlords, 1 star nymph (CR 17)

Tier 5:

72 1 merp dilectante (CR 20) msssBiersggeradiant merps, 4 speedy merps (CR 13)

8: 4 satyr musicians, 2 satyr warlords (CR 17) PR . -

10: 12 shadow nymphs, 1 star nymph (CR17)
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Tier 5: 4 tinker merps, 6 radiant merps, 6 speedy merps, i
6 lucky merps (CR 21)

Secretly, the merp wood is actually Toc’s lair (see lairs be-
low).

SECRET DUNGEONS
SECRET DUNGEON FLOOR 1

There are multiple entrances to the secret dungeons below
the school, but if the PCs begin going through the harpy statue
in the school’s 2nd floor basement, they will begin exploring at
room 1: PC Start.

The secret dungeons below the school were built piece by
piece by different teachers, students, and organizations, and as
such each section might sport a completely different architec-
ture, and while parts of the dungeon might be in fine repair,
others are degraded after years of neglect.

Unless a light source is specified, assume each room is com-
pletely dark.

1: PC Start

The room before you is dark and decrepit, filled with the remains of
what once might bave been furniture that has been broken and long-dis-
carded. While most of the debris in this room is molding and looks like it
basn’t been disturbed in years, the floor is smooth and clear; as if it were
used too frequently for dust to collect.

This room is a shabby stone-walled reception room built
by a secret cabal of students, the Maelotef.

‘When the school was young, the Maelotef was founded by
ambitious students who wanted a place to practice more ‘illicit’
activities then were allowed at the school, such as experimen-
tation on living humanoids. The entire group was destroyed,
however, when an experiment in necromancy went wrong and
the group was transformed en masse into undead creatures.
The PCs can learn this information through a successful DC
20 Knowledge (history) check, or a DC 30 Knowledge (local)
check.

The door leading to room 2 is ancient wood (Hardness 3, 5
hp, Break DC 13), and is closed and stuck (DC 8).

Contents:
- 3 wooden debris (Tiny, 2 Ibs., o gp)
2: Former Trophy Room

This room contains several broken shelves, tables, and other pieces
of furniture. The remains of ancient papers and paintings mix with the
scattered remains of many scattered bones and shriveled bodies.

This room was once used by the Maelotef to display im-
portant information about meetings, as well as portraits of their
president, and plaques dedicated to important events. Howev-
er, the organization was destroyed before many such events
could take place, and the room now stands mostly barren.

Contents:

- 4 wooden debris (Tiny; 2 Ibs., o gp)
- 10 bones (Tiny; 1 Ibs., 0 gp)

The bones upon the floor are undead creatures that were

subdued by the Maelotef and enchanted to wait until some-
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thing living opens the door to the room, at
which time they are unbound and compelled to
fight oft the invaders. The sounds of combat are
enough to alert the creatures waiting in room 3.

Tier 1: 1 draugr (CR 3)

Tier 2: 4 draugr (CR 7)

Tier 3: 1 deveuring draugr (CR 11)

wePiergegdevouring draugr(@R 15)

Tier5:rdeathrknight lord, 4 devouring draugr(CR 19)

The door blocking the path to room 3 is ancient rotting
wood (Hardness 5, 5 hp, Break DC 10) and locked by a rusted
ancient lock (Disable Device DC 25).

3: Former Auditorium

The room before you is enormous. Several lit torches dot the walls,
and yet the ceiling still stretches into darkness above you. Before you
are rows upon rows of seats all facing a raised stage. The room is filled
with skeletal forms sitting in the seats, or standing on the stage, all
draped with the same style of blue robes.

This room was the main meeting place of the Maelotef,
and contains a stage and seating enough to seat several dozen
students, despite the group never quite reaching that number.
The room is perpetually lit by magical lights placed § ft. apart
around the perimeter of the room and the stage.

Here, the undead remains of the Maelotef sit in a per-
petual meeting, in unknowing mockery of how they did so
in life. While the Maelotef’s meeting never ends, they are
quick to put an end to any non-Maelotef who invade their
auditorium.

Contents:

- 30 wooden chairs (Small, 10 Ibs., 4 cp)
- 6 everburning torches (Tiny, 1 Ibs., 110 gp)

Tier 1: 3 initiate skeletal students (CR §)

Tier 5: 12 master skeletal students, 6 advanced
_skeletal students, 4 journeyman skeletal students (CR ISJ

4: Storage

Behind the stage sits § rooms, each of them filled with rotting
wood and the remains of boxes, chairs, and other pieces of furniture
or storage. Although these rooms apparently used to hold a great
many things, they bave not been touched in years.







These storage rooms sit behind the stage, and are filled
with the remains of Maelotef equipment, wrecked with age. If
the PCs carefully search the rooms (a DC 15 Perception check),
they can discover 1d4 random minor magic items among the
scattered debris.

Contents:

- 10 wooden debris (Small, 4 Ibs., o gp)
- 1d4 random minor magic items (Perception DC 15)

5: Student Discard Room

The room before is packed with the strangest assortment of odds
and ends. Playing cards, musical instruments, broken furniture, bro-
ken wands, and more are strewn before you in a heap of garbage that
extends from end to end. Some of the items look relatively new, while
others may have been here for decades.

This room has been used for generations by students need-
ing a place to hide all manner of illegal objects, and is almost
completely filled with broken wands, shattered bottles, torn
cloaks, and other useless objects.

If the PCs are willing to spend 10 minutes searching
through the room, they can make a DC 20 Perception check
to search the room for anything useful. If successful, they have
a 20% chance of finding a random medium magic item. This
check may be repeated, or the PCs may spend 3.5 hours to take
20, searching the room from top to bottom to uncover all of
its hidden items. There are 1d4 working items total within the
room.

Contents:
- Lots (see room description)
6: Caved-In Room

The room before you is filled with rocks from a caved in roof- Pick-
ing your way through the room would be difficult at best.

This room was once used by an experimental alchemist
who set up his laboratory inside the school’s secret dungeon,
but a failed experiment exploded and collapsed the room, kill-
ing the alchemist and destroying most of the equipment. Now,
the rubble serves as the home for several creatures. Every space
in the room counts as difficult terrain.

Contents:
- 20 rocks (Tiny, 25 Ibs., 1 cp)

Tier 1: 3 time toys (CR 4)
Tier 3: 8 time toy swarms (CR 10) »

Tier5: 1 magic golem (CR18) 1

7-16: Teleport

The room before you is lit from within by a strong inner-glow, and
seems to have been lined with brass, and still shines despite its obvious
age. In the center of the room is a single brass circle, perbaps 10 ft. across,
built into the floor. The room bas no other adornments.
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These rooms all have a normal light level,
and are an extensive network of teleportation
rooms (CL 15, MSD 26), all linked together. These
rooms were added only a few decades ago by Profes-
sor Daemen’s predecessor in Warp education, as part
of an attempt to more safely explore the school’s un-
derground. He was eventually eaten by the dungeon’s
inhabitants, and never managed to finish his explora-
tions.

Each room contains a single 5 ft. radius circle of brass
in the center of the floor. Whenever a creature enters this
circle, they are instantly teleported to the same circle in the
next numbered room (7 leads to 8, 8 leads to 9, etc., with 16
leading back to 7). There is no way to travel backward; to
return to a previous room, the entire circle must be traveled
until the circle is completed.

17: Monster Lair

The room before you is enormous, and looks like it might have once
been a laboratory, but the room is now filled only with the broken re-
mains of tables and mounds of shattered glass. The ground is strewn
with bitten bones, and the room is ripe with the scent of animal.

This room was where the Maelotef conducted most of
their experiments, but after their fall, has been taken over by
many of the creatures that now call the school’s underground
their home.

The three doors leading to room 18 are all good wood-
en doors that are locked, and have had their locks rusted
shut, making them unopenable without breaking them open
(Hardness 3, 15 hp, Break DC 18). The door into room 20 is a
strong iron door (Hardness 10, 60 hp, Break DC 28) that sits
free of rust, and is locked (Disable Device DC 25).

Contents:

- 10 wooden debris (Small, 4 Ibs., o gp)
- 20 glass debris (Fine, .1 Ibs., o gp)

meBiexasrsmall horror 9's, 4 tiny herrer 9’s (CR 8) 7

W’s, 4 tiny herror
s (CR 11)

9

Tier 4: Mr. Mouth (CR 15)

Tier 5: dragon horror (CR 19)

18: Storage

This series of small rooms have been destroyed from the in-
side out, the pieces of boxes and other old storage containers crushed
against the walls. The ground is covered with insects, and spiders’
webs bang from the ceiling. The room is filled with the sickening
smell of decay and disease.

This room once held the Maelotef’s equipment, but has
long-since been destroyed by looters and monsters. If the
PCs search the rooms (Perception DC 15), they can discover
1 random minor magic item, but must save vs filth fever.



Contents:

- 10 wooden debris (Small, 4 Ibs., o gp)

- 1 random minor magic item (Perception DC 15,
save vs filth fever)

Type disease, injury; Save Fortitude DC 12
Onset 1d3 days; Frequency 1/day
Effect 1d3 Dex damage and 1d3 Con damage; Cure 2

consecutive saves
19: Vampire Entertaining Room

While other parts of the dungeon around you bave been filled
with death and decay, this room is immaculate. Chairs and sofas sit
about the room, as well as a few musical instruments, and even some
bookshelves. The serene image is broken only by several metal cages
that hang from the ceiling a few feet off the ground, their doors lying
open as if inviting you to enter them.

All three doors leading into this room are good wooden
doors (Hardness 5, 15 hp, Break DC 18) that can be locked, but
currently aren’t.

At one point in its past, a family of vampires attended the
school. Although by day they followed all rules (including re-
strictions on feeding on other students), they found and built
a home in the school’s underground that they felt was more
‘fitting’ for their status, and where victims could be taken and
held in secret.

This, the vampire family’s entertaining room, was built
with several enchantments, including a perpetually-lit chan-
delier, an unseen servant who cleans the room every day, and
the enchanted cages hanging from the ceiling. These cages
were used to trap sources of food, even if they should visit
while the vampires were out, and hold them there until the

vampires could come for them. With the vampires gone the
creatures who fall victim to this enchantment are no longer
trapped and consumed, but the enchantment is still there, if
a bit weaker over time.

‘Whenever a mortal creature enters the room, they must
pass a DC 16 Will save, or climb into one of the metal cag-
es. The charm lasts 1 hour, during which time the mortal
creature refuses to leave the cage and does everything with-
in their power to remain inside. After the time is up the
charm fades and the target can voluntarily leave again, but
if a creature leaves and reenters the room, or remains in the
room for 1 minute without leaving, they must save against
the charm again.

Contents:

- 5 masterwork musical instruments (Small-Tiny, 3 Ibs., 100
gp)

- 15 books (Diminutive, 1 Ibs., 10 gp)

- 2 chairs (Medium, 25 Ibs., 5 gp)

- 2 sofas (Large, 50 Ibs., 15 gp)

- Chandelier (Large, 25 Ibs., 100 gp, attached to ceiling)

- 6 metal cages (Large, 100 Ibs., 20 gp, attached to ceiling)

- Amulet of unseen hands (Perception DC 20, suspended
from chandelier 10 ft. in air)

Aura moderate telekinesis, conjuration; CL roth

Slot neck; Price 2,000 gp; Weight 1/2 Ibs

DESCRIPTION

When this amulet is put on, it conjures an invisible, mindless,
shapeless, permanent force that performs simple tasks at the
wearer’s command. It can run and fetch things, open unstuck
doors, and hold chairs, as well as clean and mend. The force
can perform only one activity at a time, but it repeats the same
activity over and over again if told to do so as long as it remains
within 30 ft. of the amulet. It can open only normal doors,
drawers, lids, and the like. It has an effective Strength score of
2 (so it can lift 20 pounds or drag 100 pounds). It can trigger
traps and such, but it can exert only 20 pounds of force, which
is not enough to activate certain pressure plates and other de-
vices. It can’t perform any task that requires a skill check with
a DC higher than 10 or that requires a check using a skill that
can’t be used untrained. This servant cannot fly, climb, or even
swim (though it can walk on water). Its base speed is 15 feet.
The force cannot attack in any way; it is never allowed an at-
tack roll. It cannot be killed, but it dissipates if it takes 6 points
of damage from area attacks. (It gets no saves against attacks.)
If destroyed, it cannot be resummoned for 24 hours.

Taking the amulet off does not destroy the invisible force; it
will fulfil the last orders given to it before disappearing. If the
orders given to it are open-ended or repetitive, it will continue
to fulfil its orders indefinitely until a new creature puts on the
amulet and gives it new orders.

CONSTRUCTION

Requirements Craft Rod, Telekinesis sphere, Conjuration
sphere; Cost 1,000 gp

20: Vampire Kitchen

The room before you appears to be a kitchen, equipped with an
ice box, a table, and several racks of rusted knives. However, the tables
bas straps for holding down arms and legs, and the floor is also covered
with small cages, just large enough to fit a sitting bumanoid. The entire
room smells of 0ld blood and decaying flesh, and the recent droppings of
creatures.

This room was where the vampires would prepare their
meals, but has since been taken over by creatures attracted to
the bloody residue left on room’s equipment. Like the rest of
the vampire’s rooms, it has a normal light level.

Contents:

- icebox (Medium, 15 Ibs., 2 gp)
Table (Large, 30 Ibs., 2 gp)
10 rusted knives (Diminutive, 1 Ibs, 2 sp)
- 4 cages (Small, 15 Ibs., 3 gp)
4 everburning torches (Tiny, 1 Ib. 110 gp)

ssiPierywsi ciny horrer 9's (CR 3)
mifieregmall horror BisiCR 6)
ss'Biers: 2 horrer 9's (CR 7)

Tier 4: 4 ids (CR 10)

Tiers:4 horror 17’s (CR 12)
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21: Vampire Lab

This room seems to have once held a magical lab, worn by age and
neglect. However, the pieces are mostly intact, and the room looks like
7t could still be used. The ancient gurneys and bodybags declare this lab
was built to facilitate studies in death and necromancy.

Like other vampire rooms, this room has a normal light
level due to a series of everburning torches.

Like most attendees of the academy, the vampires were
magic-users, and built a magical laboratory to facilitate their
studies. This laboratory has been protected by the vampire
entertaining room, which has turned away the creatures that
would normally have ransacked it.

Using this room gives a +2 bonus to any Spellcraft checks
used to create a ritual, creature, or magic item for the Death
sphere.

The door leading to room 24 is a good wooden door (Hard-
ness 5, 15 hp, Break DC 18) that is locked with a functional
good lock (Disable Device DC 30). Additionally, the door was
trapped to discourage any denizens from room 24 who might
try to get into the vampire’s lab. The door is equipped with a
magical trap (Disable Device DC 27, Perception DC 27, faint
Destruction aura) that floods any creature who touches the
door with negative energy if they have not inserted the cor
rect key (which was lost decades ago). This deals 3d6 negative
energy damage to living targets, which must pass a DC 12 Will
save or be shaken for 1 round. Undead creatures are not dealt
damage, but must pass a DC 12 Will save or be frightened for
I round.

Contents:

- 2 gurneys (Large, 30 Ibs., 5 gp)

- 5 large bags Medium, 1 Ibs., 2 sp)

- 2 chairs (Medium, 25 Ibs., 5 gp)

- 2 tables (Large, 30 Ibs., 2 gp)

- 10 pieces of laboratory equipment (Tiny, 5 Ibs., 10 gp)

- 6 everburning torches (Tiny, 1 Ib. 110 gp)

22: Vampire Sleep Quarters
The room before you is smaller, and filled with coffins ar-

ranged as if they were beds. The room seems to be bear of any-
thing else.

Like other vampire rooms, this room has magical lights
that give it a normal light level.

This room once held the vampire family’s living quarters,
where their original coffins were stored in case they were un-
able to return to the school dormitories in time. It contains 4
coffins, but nothing else of value.

Contents:

- 2 gurneys (Large, 200 Ibs., 20 gp)

23: Stairs

The architecture around you suddenly changes to small, in-
tricate brickwork. It’s obvious this room was built by someone
other than those who did the dungeon you have seen up until
now. The room itself is bare except for a staircase descending
into the floor along the edge of the room.

This room features a single staircase that leads down to
room 1 of the secret dungeon’s second floor.
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The door leading to room 24 is iron (Hard-
ness 10, 60 hp, Break DC 28) and locked (Dis-
able Device DC 25), and has been forged to resem-
ble a troll’s skull. It is rusted and requires a DC 10
Strength check to even open it.

24: Crypt

The room before you bad a repressive atmosphere, and is
[filled with the smell of musk. The room is filled with stone boxes,
their lids strewn across the floor.

This room contains the crypt where the vampire family
kept the remains of their former meals. Even without a nec-
romancer to raise them, the magical nature of the school
has bled into this crypt, and most of the ancient bodies con-
tained therein no longer rest.

Contents:

- 10 stone boxes (Large, 300 Ibs., 30 gp)
- 10 stone lids (Large, 100 Ibs., 10 gp)

mssiPiergmmdeveuring draugs, 2 storm draugr (CR 11)

Wraugr, 2 storm
d

raugr (CR 15)

Tier 5: 3 death knights, 4 devouring draugr, 2 storm
draugr, 4 master skeletal students (CR 18)

-

25: Storage

The room before you is remarkably well-preserved, giv-
en the state of the rest of the dungeon around it. Inside you
find brass walls, and lines of boxes, barrels, and shelves of
glass jars, all in good condition.

Both doors leading into this room are iron and have
rusted shut (Hardness 10, 60 hp, Break DC 28, stuck DC
28).

This room was once used for storage by the same Warp
professor who built the teleport rooms. After his death, it
was discovered by another group of students, who used it
to hide some failed experiments. The room is remarkably
well preserved, as the strong doors have kept most mon-
sters out.

With a DC 15 Perception check, the PCs can discover
1d6 random potions and 1d4 random magic items. (Tier 1:
minor, Tier 2-3: medium, Tier 4-5: major) However, each of
these potions and items have strange quirks, due to the mis-
takes of their student makers. Roll randomly to determine
what defect the item possesses.

‘When attempting to identify the potion or magic item,
if the check to identify the item succeeds by 5 or more, the
PC also discovers the defect.

Contents:

- 5 boxes (Medium, 30 Ibs., 2 gp)

- 5 barrels (Medium, 30 Ibs, 2 gp)

- Random magic items and potions (see room descrip-
tion)



Table: Defect
Roll

on legs for 1d20 minutes.

26: Crypt

Using the item causes the the user to transform into a gnome for 1d4 days.

Using the item causes the user to gain 2 random Alteration traits for 1d4 hours.

Using the item causes the user to lose feeling in their legs, halving any movement speeds depending

Defect

Using the item causes the user to experience great pain, making them sickened for 1d6 hours.

10 Using the item causes the user to turn blue. This change is instantaneous, and cannot be dispelled.

28: Portal to Savesha’s Lair

The room before you is large and open, with no furniture. The
floor is covered in the tattered remains of cloths and blankets. The
smell of ancient decay can still be found on the air.

This crypt was built by a particularly ambitious necro-
mancy student, who was looking for a place to hide bodies
he’d stolen from the school mortuary. However, underesti-
mating the magic that leaks from the academy above, these
bodies animated on their own as draugr before he was able to
make use of them, and ate him the next time he visited.

The two doors leading out of this room are both good
wooden doors (Hardness 5, 15 hp, Break DC 18), and are mag-
ically sealed (Disable Device DC 35, CL 5, CMD 16).

Tier 1: 2 draugr (CR 5)

Tier 2: 6 draugr (CR §)

W

Tier 4: 3 deveuring draugr (CR 14)

Tier 5: 6 devouring draugr (CR 16)

27: Savesha’s Staircase

The stonework around you is pristine, as if cleaned daily. The
stairway leading up is covered in a fine red carpet, and ever-burn-
ing, smokeless torches line the walls.

This room has a normal light level. The staircase leads
up to a hidden door inside the school temple, and was built
by Professor Savesha to hide the portal to her lair. There is a
cambion from Savesha’s lair who enters this room every day
while students are in classes to clean this room and room 28.

Contents:
- 4 everburning torches (Tiny, 1 Ib., 110 gp)

The stone room before you shines from regular cleanings, and is
covered with a fine red carpet, and a large circle splitting the air can be
found right in the center. On the other side is a world of fire, and a large
mansion sitting on a small island.

This room is a stone room which contains a round por-
tal between dimensions suspended in the air an inch above the
ground. This room has a normal light level because of the light
spilling through the portal. Walking through this portal takes
the students to Professor Savesha’s lair.

The door on the southern end of the room is iron (Hard-
ness 10, 60 hp, Break DC 28) without a hint of rust. The door
is always kept locked (Disable Device DC 25). Additionally, the
door is laced with a trap (Perception DC 30, Disable Device
DC 30, automatic reset) that affects any creature who touches
the door. These creatures must pass a Will save (DC 15) or be-
come panicked for 1d6 rounds.

29: Animal Hold Room

The room before you smells of rotting flesh, the ground covered in
bits of bone. The room is filled with the rusted remains of cages. Each
cage has a number on it, and some have words written next to the num-
bers, such as deceased’, ‘failed’ or escaped’.

This room was used to hold the experimental creatures
created in room 30, sometimes in preparation for combat in
room 33. In the years since then, it has become a monster den.

The room is equipped with a teleportation circle large
enough for Huge creatures that sends creatures to the center of
room 33, but the destruction in the room has covered the tele-
portation circle. A Perception check spent searching the room
(DC 15) uncovers this circle. The circle still functions, and once
uncovered will teleport any creature that enters it to the middle
of room 33.

All three doors connected to this room are good wood-
en doors (Hardness 5, 15 hp, Break DC 18), and unlocked. The
southern door is broken and cannot be closed.
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Contents:
- 5 rusted cages (Huge, 500 Ibs., 0 gp)

Tier 1: 3 time toys (CR 4)

Tier 2: 3 time toy swarms (CR 7)

Tier 3: 1 giant invisible mantis (CR 10)

Tier 4: 4 giant invisible mantises (CR 14)

Tier 5: 2 Mr. Mouths (CR 17)

30: Lab

This room is filled with an enormous magical laboratory. The
walls seem to be crafted from unhewn stone, as if the room bad grown
directly from the stone itself. The room is strewn with the remains of
broken furniture, and the room has a slight glow about it, coming from
a pool in the middle of the room that glows green.

Rooms 29, 30, 31, 32, and 33 were all built by a student so-
ciety calling itself the Makers, which were organized by the
school’s former Enhancement teacher to conduct risky ex-
periments into creating magical crossbreeds. The society and
teacher were eventually eaten by their experiments, their
rooms falling into disrepair. The PCs can learn this informa-
tion through a successful DC 20 Knowledge (history) check, or
a DC 30 Knowledge (local) check.

This laboratory is enormous, and is filled with the broken
remains of extremely expensive and enormous equipment. A
DC 20 Spellcraft or Knowledge (arcana) check reveals that this
laboratory was specifically designed to engineer hybrid crea-
tures, through a combination of crossbreeding, magical fusion,
and other techniques. Eventually, the magicians who created
this laboratory were attacked by their own creations, and the
lab was abandoned.

The room has a low light level, coming from a pool of green
liquid in the center of the room. This pool is a combination
of magical components that have reacted to each other, and
festered for decades. The pool is similar to a potion, and a DC
20 Spellcraft check reveals it has the same properties as a rod
of wonder. There is enough liquid in the pool to fill 50 potion
vials, (which also produce a faint green glow) and drinking a vial
of the liquid produces a random effect as determined from the
rod of wonder chart. The light in the room disappears if the
pool is bottled.

The north door is a poor wooden door (Hardness 5, 10 hp,
Break DC 13), and is blocked by a wooden cabinet in room 31
(to0 Ibs., Hardness 5, 30 hp, Break DC 18). The southern door
is a good wooden door (Hardness 5, 15 hp, Break DC 18) that is
locked (Disable Device DC 25).

Contents:

- 30 wooden debris (Tiny, 2 Ibs., o gp)

31: Storage

This dark room is filled with large wooden boxes, cabinets, and
other storage materials. While the room doesn’t appear to have been
trampled as much of the dungeons around you has, 1t still bears marks
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on the walls on the wooden objects that denote some-
thing large and angry has once come through bere. On
the floor you find the remains of a variety of creatures,
strewn about as if something bit into them and thrashed
them around the room.

This room anciently contained equipment and
supplies for the laboratory in room 30. When Profes-
sor Windjina built her lair, she placed a special charm on
this room to keep unwanted creatures from entering her
lair from that direction.

(Perception DC 30, Disable Device DC 30, CL 10,
MSD 21, save Will DC 15, effect creatures who enter the
room must save or spend an hour standing guard over the
door into room 32. This does not stop multiple affected crea-
tures from attacking each other, if they are enemies. Affected
creatures may save again after each hour.)

The last creatures to enter this room included a curious
student, who blocked the door into room 30 to keep the other
creatures from escaping and reaching his friends who were in
room 30 at the time. With the door blocked, the room’s cur-
rent inhabitants have not been able to escape long enough to
avoid the effects of the charm.

Contents:

- 4 broken furniture (Medium, 30 Ibs., o gp)

mssssiPierra1 Small herrer 9 (CR 3)

Tier 2: 1id (CR 6)

Tier 3: 2 hotror 17s (CR 10)

Tier 4: 2 warp spider matriarchs (CR 12)

Tier 5: 1 Mr. Mouth (CR 15)

32: To Windjina’s Dungeon

The room before you is simple stonework, but lit by everburn-
ing torches, and decorated with green cloths and several tapestries
draped along the walls. These tapestries display scenes of war, scenes
from famous love stories, and more. A spiral staircase leads up,
while a squared staircase on the other side of the room leads down.

This room has a normal light level, and contains 2 stair-
cases; one that goes up to the abandoned classroom in the
academy’s 2nd floor basement, and the other going down to
Windjina’s lair. This room was not built by Windjina, but
was discovered by her when she found the secret entrance
in the school’s 2nd floor basement. The staircase going
down was added by her to facilitate her lair.

Contents:
- 4 everburnging torches (Tiny; 1 Ib., 110 gp)

33. Old Gladiator Ring

This enormous room before you has been mostly destroyed, the
walls broken and caved in, although the room is large enough it
is still easy to maneuver through. At one end the room is rounded,
and at the other broken remains of what might have once been stone
chairs and benches litter the room.




This room counts as difficult terrain in its
eastern half.

In order to test their hybrids, the student who
build rooms 29 and 30 would transfer the creatures
held in room 29 to this room in order to fight with
each other. The room has been destroyed by the fight-
ing that happened both then and later as some of the
dungeon’s inhabitants took up residence here.

Contents:
- Various stones (Tiny-Medium sized, 12 Ibs.-4,000 Ibs., 1
cp)

Tier 1: 2 time toy swarms (CR 6)

Tier 2: 3 ids (CR 9)

Tier 3: 4 horror 17’s (CR 12)

Tier 4: 6 giant invisible mantises (CR 15)

Tier 5: 12 giant invisible mantises (CR 17)

34: Trapped Room

The room before you is filled with the bones of creatures, spider-
webs, and the mold of decomposed bodies, although the room is empty
of any creatures you can see. The room contains a series of chains that
dangle from the ceiling, far enough down that even a Small-sized crea-
ture could reach up and pull on them. The floor is divided into a series
of stone blocks laid next to each other in a checkerboard style, and you

notice that the squares with bodies on them are sunken slightly into
the floor. One square with two bodies appears to have sunken almost
a foot down. All of the skeletons in the room appear to have had their

feet cut off.

This room was filled with traps by ancient students in
an attempt to stop unwanted guests from crossing into their
part of the dungeons. These students have-long since left,
but several of their creations remain.

Every other 5 ft. square in this room is designed with a
trap that, when something weighing at least 20 Ibs. steps on
the square, causes the floor to sink down 1 ft. and a blade to
fire out, severing the creature’s leg. A square must raise up
again to reset itself, so once a square has fired its trap, so
long as the PCs do not leave the square, it is safe to stand
there. The chains lock the floor mechanism; so long as a
creature is pulling on one of the chains, the square right
underneath that chain will not activate.

Each square must be disabled separately; although the
room counts as a single trap, it is made up of 10 separate
traps mechanically speaking.

SAWBLADE STEPS CRS

XP 4,800

Type mechanical; Perception DC 20; Disable Device
DC 25

Trigger stepping on the floor without holding onto the
chain directly above the square; Reset automatic (when the
floor returns to its upright position)

Effect 12d6 slashing damage to the target, 2d6 bleed dam-
age, and the loss of the target’s foot. A DC 18 Reflex save

halves this damage and negates the bleed damage and loss of
the foot. If the target activates this trap when they have already
lost a foot, they lose either the other foot, or upgrade the loss
to that of the entire leg (50% chance of either)

A target that has lost a foot suffers the following penalties:

- -5 penalty on Acrobatics, Climb, Ride, Stealth, and cer-
tain Perform skill checks (GM’s discretion).

- Cannot run.

- Cannot bull rush or overrun and takes a -4 penalty to re-
sist these combat maneuvers.

- Land movement rate is reduced by half, and characters
can no longer benefit from the fast movement class fea-
ture.

- Carrying capacity is reduced by one third and the max-
imum weight a character can lift over head or off the
ground is halved, as shown on Table: Modified Lifting Ca-
pacity: Foot (for medium creatures). These penalties do
not stack with other penalties for losing limbs.

A character who has lost both feet, or one foot and one leg,
is always considered flat-footed, cannot use any of the listed
skills, and can only move § feet as a full round action, without
the aid of prosthetics or magic.

A character who has lost a leg incurs the following penal-
ties:

- -10 penalty on Acrobatics, Climb, Ride, Stealth, and cer-
tain Perform skill checks (GM’s discretion).

- Cannot run or charge.

- Cannot bull rush or overrun and takes a -12 penalty to
resist these combat maneuvers.

- Speed is reduced to 5 feet, and can no longer make a
5-foot step.

- Carrying capacity is reduced by two thirds and the max-
imum weight a character can lift over head or off the
ground is halved when sitting, impossible when standing,
as shown on Table: Modified Lifting Capacity: Leg (for
medium creatures). These penalties do not stack with
other penalties for losing limbs.

A character who has lost both legs is always considered
flat-footed and prone, and can only move 5 feet as a full round
action, without the aid of prosthetics or magic.

Contents:

- 15 chains (Small, 2 Ibs., 30 gp)

Tier x: The reem is etherwise empty
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Tier 5: The room contains 4 warp spider matriarchs
(hiding on the ceiling) (CR 15)
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35: Monster Lair

Although this room still bears the marks of age, it is surprisingly
well preserved compared to others you have seen. The room is almost
cozy, with a desk, a bed designed for a small creature, and a painting on
the wall, which upon closer inspection, depicts a naked gnome reclining
on a couch.

This room built by the school’s old caretaker in an attempt
to conquer the school’s secret underground by providing him-
self with a secret staging ground from which to work. After he
retired, the room was overrun by the dungeon’s denizens. A DC
15 Perception check to search the room also turns up 1d2 ran-
dom minor magic items.

Contents:

- 1 desk (Medium, 25 Ibs., 5 gp)
- 1 painting (Tiny; 5 Ibs., 35 gp)
- 1 bed (Small, 20 Ibs., 5 gp)

- 1d2 random minor magic items (Perception DC 15)

Tier 1: 2 time toys (CR 3)

Tier2:1id (CR 6)

Tier 3: 2 herrer 17’s (CR 10)

evouring dra

Tiers:1 magic golem (CR 18)

36: Trapped Room
The room before you is filled with about 1 ft. of liquid, which

smells of 0il. The room is otherwise bare, except for the remains of sever-
al creatures, which appear to bave been burned. On the wall beside you
75 a small wooden sign that says push for safe passage’. Below the sign is
a large black button jutting out of the wall.

This room, like room 34, was once filled with a trap in or-
der to discourage creatures from coming through.

Pushing the button does nothing, but if a target pushes the
wooden sign, they hear a click, and the room quickly empties
of oil for 1 minute, allowing safe passage. On the all on the west
side of the room is a button without a sign, that also drains the
room for 1 minute.

This room is magically enchanted to always be filled with
oil, which recharges itself if lost or burned. When a creature
gets to the halfway point of this room, the oil is magically set
alight. When the target leaves the room or dies, the fire extin-
guishes, and the trap is automatically reset.

OI1LFIRE RooMm CRS

XP 4,800

Type magical; Perception DC 25; Disable Device DC 25
Trigger visual; Reset automatic

Effect 6d6 fire damage to all targets inside the room per round,
and the targets are set on fire. A DC 15 Reflex save halves this
damage and the target is not set on fire.

A target on fire must make another Reflex saving throw
each round. Failure means he takes another 1d6 points of dam-
age that round. Success means that the fire has gone out—that
is, once he succeeds on his saving throw, he’s no longer on fire.
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A character on fire may automatically ex-
tinguish the flames by jumping into enough water
to douse himself. If no body of water is at hand,
rolling on the ground or smothering the fire with
cloaks or the like permits the character another save
with a +4 bonus.

Those whose clothes or equipment catch fire
must make DC 15 Reflex saves for each item. Flamma-
ble items that fail take the same amount of damage as the
character.

37: Lab

The room before you is filled with the dead remains of plants.
Withered trees, bushes, and other plant life lies before you. There
are remains of broken glass and other materials scattered around the

Sfloor:

The room counts as difficult terrain.

This laboratory was built by the school’s old divination
teacher, who secretly craved teaching nature, and built this
laboratory to facilitate his research. Although the laboratory
hasn’t been used in years, some of his experiments were placed
into enchanted pots, and still survive.

The three doors leading out of this room are all thick
wooden doors (Hardness 5, 20 hp, Break DC 23), and are
locked (Disable Device DC 25). The southern-most door
contains an enchantment that triggers if someone attempts
to pick the lock or break the door, shocking them. This also
affects anyone who targets the door with magic or Counter-
spell. The other two doors once held a similar trap, but Pro-
fessor Fezmet disabled them years ago.

SHOCKLOCK TRAP
XP 8oo
Type magical; Perception DC 25; Disable Device DC 25
Trigger touch; Reset automatic
Effect 1d6 electrical damage to any target who attacks the
door, targets it with magic or Counterspell, or attempts to
pick the lock (range: 200 ft.). This damage is dealt every
round of contact.

Contents:

- 10 wooden debris (Small, 4 Ibs., o gp)

- 20 glass debris (Fine, .1 Ibs., o gp)

- 20 giant dead plants (Medium, 25 Ibs., o gp)
38: To Fezmet’s Portal

The room before you is lit by everburning torches, and features
a giant spiral staircase. Strangely, the staircase features two differ-
ent sizes of stairs; one for Medium-sized creatures, and another for
Tiny-sized creatures.

CR

This staircase leads down, and was built by Professor
Fezmet to hide the entrance to his lair. It leads to the secret
dungeon floor 2, room 20.

The room has a normal light level.

Contents:

- 3 everburning torches (Tiny, 1 Ib., 110 gp)
39: Broken Portals
The room before you glows brightly, as if looking into the sun.

before you, the room seems to reflect, as if the walls were made out of
mirrors, but the room also bends, as if the walls were shifting.




This room was built to facilitate the teacher
who built the lab in room 37, but his lack of skill at
the Warp sphere caused the whole room to break.
The room has now become a dimensional sinkhole,
and travels nowhere, although every now and then
something or someone hits a dimensional weakspot in
the planes and transfers to this room.
The room glows with bright light, and swirls with
alternating dimensions. If a target enters the room, they
must pass a DC 14 Fortitude save each round or throw up
due to the shifting dimensions, becoming nauseated for 1d6
rounds. If they fail this save while already nauseated, they
become stunned, and cannot move unless aided by another.
This condition remains until the target leaves the room. If a
target is left in the room without a non-stunned target to aid
them, they will eventually die of thirst and starvation.

If a target is able to successfully navigate the room (3
rounds in a row without becoming nauseated plus succeeding
at either a DC 20 Perception check or a DC 15 Survival check)
they discover the reaches of the room, which extend into var-
ious shifting demiplanes. The room does not allow conscious
travel to these planes, but there are 1d6 dead bodies on the
ground that once were unfortunate souls who were pulled
through the dimensions into the room to die. Each of these
bodies contain items or coins equal to the NPC wealth for the
average party level.

40: Sleep Quarters

This room appears to have been sleeping quarters, as you can see
a bed, a desk, and what appears to bave been an ice box. The room is
worn from the passage of time, and a thick layer of dust indicates no
one has been through this room or quite some time. On the far side of
the room is a large door with giant letters written all over it.

This room was built by the professor who built the lab
in room 37 to give himself a place to sleep while pursuing his
research. A DC 10 Perception check uncovers a ritual book
with 10 random rituals in it, left by the room’s old owner.

The northern and southern doors leading into his room
are thick wooden doors (Hardness 5, 20 hp, Break DC 23)
but are unlocked. The western door is also a thick wooden
door, but is locked (Disable Device DC 25) with a large sign
painted on the door that says ‘Keep Out!” in common, gob-
lin, and elvish.

Contents:
- 1 bed (Large, 50 Ibs., 10 gp)
- 1 desk (Large, 75 Ibs., 15 gp)
- 1icebox (Medium, 15 Ibs., 2 gp)
- 1 ritual book (10 random rituals, Perception DC 10)

41: Fungus Field

This room appears to be not a dungeon room, but instead a nat-
ural cave. The walls are lined with glowing moss that lights the room
well, and the walls and floor of the room are covered in plantlife.

This room was built by the teacher who built room 37
to house some of his nature-based experiments, and is de-
signed to help grow funguses. However, a freak magical ac-
cident causes the room to explode with plantlife, and gave
them a ravenous appetites for flesh. The room was closed off
and the warnings painted to make sure no one would unleash

the things that were grown there. If the door is opened, the
creatures inside can escape, and may be found wandering the
dungeon in other places.

T
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W Tier 313 clockwork vine nests, 10 guardian plan fungi

(CR19)

.
.

Tier 5: 12 guardian plant fungi, 1 gazebo, 4 clockwork
vine nests, 8 champion guardian plants, 12 thorn guardian
plants, 6 mantrap guardian plants, 1 venus fisher (CR 19)

42: Stairs to Lord Baroden’s Lair/Office

The room before you is darkly lit by magical floating lights. On one
side of the room is an enormous door, fashioned like a demon face. The
door’s eyes follow you, and its nostrils flair as if it were breathing

This room was built by Lord Baroden’s predecessor as the
teacher of death magic and necromancy. Rooms 43-51 consti-
tute his old lair. When Lord Baroden came to the school, he
discovered the lair, which still contained several intelligent
undead creatures. Rather than fight them or dominate them,
Lord Baroden struck a bargain with them, leaving the old lair
to them while building his own underneath it by adding the
staircase in room 43.

This room has a normal light level from the permanent
floating lights (CL 10, MSD 21). The doorway into room 15 is
a good wooden door (Hardness 5, 15 hp, Break DC 18) left un-
locked.

The door into room 43 is a large ornate iron door (Hard-
ness 10, 60 hp, Break DC 28) carved with a demon’s head, that
is enchanted to be intelligent and to guard the entryway into
the old lair (CL 15, MSD 26).

The door’s name is Bernard, and he is excruciatingly bored.
‘While it is his job to report any suspicious activity and to alert
the inhabitants of the lair behind him to any unauthorized en-
try, he is willing to conceal the presence of the PCs from the in-
habitants of Baroden’s lair, and even allow the PCs entry if they
can answer one of his riddles. (At the GM’s discretion, the door
might also accept other forms of payment if it is sufficiently
entertaining, such as a DC 25 Perform (any) check, or supplying
the door with half a dozen new riddles).

See Geemet the Groundskeeper under ‘student aid’ above
to find examples of riddles. GMs are always encouraged to cre-
ate their own as well.

43: Entry Hall

The room before you is immaculately clean, decorated with a mul-
titude of tapestries, and yet gives you an oppressive feeling like the en-
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tryway to a tomb. Despite the fire burning in one corner; the room feels
cold, and the air looks almost misty.

This room is normally lit. The doorway on the western side
of the room leads to a stone stairway leading down to Lord
Baroden’s lair. The door is a strong wooden door (Hardness s,
20 hp, Break DC 23), and is kept locked with a magical lock
(Disable Device 35, CL 10, MSD 21).

Contents:

- 4 everburning torches (Tiny, 1 Ib., 110 gp)

- 4 tapestries (Large, 100 Ibs., 500 gp)

- 4 vases (Tiny, 5 Ibs., 100 gp)

- 4 paintings (Small, 25 Ibs., 250 gp)

44: Antechamber

This room features a roaring fire and several couches and chairs.
Several beautiful paintings, vases, and bookshelves line the walls.
Along one wall is a large double door, masterfully crafted.

This room is a receiving room, for people waiting to be
admitted to either room 45 or 1.

Both doors in this room are good wooden doors (Hardness
5, 15 hp, Break DC 18) that are usually kept unlocked (but can
be locked with a Disable Device DC of 25).

Contents:

- 2 couches (Large, 45 Ibs., 100 gp)

- 2 chairs (Medium, 30 Ibs., 80 gp)

- 2 everburning torches (Tiny, 1 Ib., 110 gp)
- 4 tapestries (Large, 100 Ibs., 500 gp)

- 2vases (Tiny, 5 Ibs., 100 gp)

4 paintings (Small, 25 Ibs., 250 gp)

- 1 great painting (Small, 25 Ibs., 750 gp)

- 50 books (Tiny, 1 Ib., 10 gp)

- 2 bookcases (Medium, 50 Ibs., 15 gp)

45: Crypt and Residence

This room is lined with stone coffins and chairs, as if designed to
house a large number of creatures. The room is immaculately decorated
like the other rooms with wall hangings and pictures.

All doors leading out of this room are good wooden doors
(Hardness 5, 15 hp, Break DC 18) that are usually kept unlocked,
but can be locked (Disable Device DC 25).

Contents:

- 8 sepulchres (Large, 500 Ibs., 200 gp)

4 chairs (Medium, 30 Ibs., 80 gp)

- 4 tapestries (Large, 100 Ibs., 500 gp)

- 4 paintings (Small, 25 Ibs., 250 gp)

2 everburning torches (Tiny, 1 Ib., 110 gp)

initiate skeletal students (CR 4)

R e
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Tier 5: 1 death knight lord, 4 master
skeletal students (CR 18)

J

This room is lined with couches, bookshelves, and small
tables.

.

46: Antechamber

This room is a normally-lit reception chamber.
The door separating this room and room 47 is an ornate
good wooden double door (Hardness 5, 15 hp, Break DC
18) that is usually kept unlocked, but can be locked with a
Disable Device DC of 25.

Contents:

- 2 great paintings (Small, 25 Ibs., 750 gp)

- 1 couch (Large, 45 Ibs., 100 gp)

- 1 table (Small, 1o Ibs., 20 gp)

- 10 books (Tiny, 1 Ib., 10 gp)

2 rare books (Tiny; 1 Ib., 100 gp)
2 bookshelves (Small, 10 Ibs., 10 gp)
- 2 everburning torches (Tiny, 1 Ib., 110 gp)

47: Recreation Room

This room is oddly adorned: while it contains paintings and books
like most of its surrounding rooms, this room also features a great
many tables, all decorated with various games including chess pieces,
card decks, and other such diversions. The room also sports artist easels
and musical instruments.

This room was designed by the lair’s creator to give his
intelligent undead servants a place to enjoy themselves. Many
necromancers discovered long ago that the more activities an
undead creature engages in that reminded them of when they
were alive, the more likely they are to retain their intelligence
and not fall into the trap of spending centuries immobile in a
tomb. As such, the room is lined with a great many books, as
well as tables for playing chess and other games and assorted
distractions.

The room has a normal light level.

Contents:

- 4 paintings (Small, 25 Ibs., 250 gp)
- 5 masterwork instruments (Tiny, 3 Ibs., 100 gp)
4 tables (Small, 10 Ibs., 20 gp)
- 95 books (Tiny, 1 Ib., 10 gp)
4 rare books (Tiny, 1 Ib., 100 gp)
1 very rare book (Tiny, 1 Ib., 1,000 gp)
- 5 children’s games (Tiny, .5 Ibs., 1 gp)
6 everburning torches (Tiny, 1 Ib., 110 gp)

s ierrsasiniciate skeletal studemsss(CR 4)

o

Tier 5: 4 master skeletal students, 4. advanced

& J

skeletal students (CR 15)




48: Storage

50: Sitting Room

The room before you is small and empty, but on the
southern wall is a large set of double-doors lying open. On
the other side of them you see several boxes.

This room contains the various objects needed to
run rooms 42-51, but since the inhabitants are undead,
this room is mostly filled with cleaning equipment for
the rooms and oils for maintaining the skeletal bodies of
the inhabitants, which Lord Baroden restocks as part of his
arrangement with the local undead.

The door dividing this room in half is a good wooden
door (Hardness s, 15 hp, Break DC 18) that cannot lock. The
room has a normal light level.

Contents:

- 2 everburning torches (Tiny, 1 Ib., 110 gp)
- 4 wooden boxes (Small, 1o Ibs., 4 sp)
- 2 mops (Small, 1 Ib., 5 cp)
- 20 soap (Diminutive, 1/2 Ibs., 1 cp)
- 4 vials of olive oil (Diminutive, 1/2 Ibs., 1 sp)

49: Rest Chamber

You suddenly find yourself in a room that not only lacks the op-
pressive atmosphere of the surrounding rooms, but actively seems to be
trying to fight it. The room is well Iit, and filled with potted flowers.
In the corner; a set of musical instruments play a gentle tune, with no
visible performers using them.

This room was specially designed by the previous necro-
mancy teacher to improve the mental health of his creations.
Because the previous teacher understood that many minds
find the transition to undeath to be a difficult one, this room
was designed to give undead a chance to relax, retreat, and
meditate to better aid them in maintaining good mental

health.

This room has a normal light level. The instruments in
the corner are magical, and know 100 common tunes.
Contents:
- 2 floor mats (Small, 1 Ib., 1 sp)
- 4 potted plants, common (Tiny, 3 Ibs., 10 gp)
- Invisible Performers (See below)
- 6 everburning torches (Tiny, 1 Ib., 110 gp)

INVISIBLE PERFORMERS

This set of instruments are well-made, and with a word can pick

themselves up to play.

Aura faint telekinesis; CL 5th

Slot none; Price 10,000 gp; Weight 30 Ibs.

DESCRIPTION

This set of musical instruments includes drums, a flute,

and a lute. Whenever someone calls out the name of one of
the tunes the instruments know, they play the song on their
own. The instruments can be taught a new song by a trio of
performers using the instruments to play the song, then pro-
claiming the name of the song aloud. The instruments always
have a Perform skill check result of 15 when performing on
their own. This item only functions when all three instru-
ments are within 60 ft. of each other.
CONSTRUCTION REQUIREMENTS
Requirements Craft Rod, Telekinesis Sphere; Cost 5,000

&P

The room is filled with extremely large chairs and couches. A roar-
ing fire provides a measure of warmth.

The sitting room is built to facilitate only a few creatures
at a time, giving them a place to sit, read, or speak in a measure
of privacy.

This room contains 2 paintings and 40 books.
Contents:
2 couches (Large, 45 Ibs., 100 gp)
- 2 chairs (Medium, 30 Ibs., 80 gp)
2 paintings (Small, 25 Ibs., 250 gp)
40 books (Tiny, 1 1b., 10 gp)
- 2 everburning torches (Tiny, 1 Ib., 110 gp)

Tier 1: 1 apprentice skeletal student (CR 4)

Tier 2: 1 advanced skeletal student (CR 8)

Tier 3: 2 master skeletal students (CR 12)

Tier 4: 4 master skeletal students (CR 14)

Tiers:1death knight lord(CR18)

51: Dark Temple

The room before you is enormous, the walls lined with small booths
[filled with shrines to a multiplicity of divine beings. The room contains
several pews lined up like a cathedral.

The school’s previous necromancy teacher was a dark cler-
ic who had this dark temple installed to facilitate his worship.
It has proven particularly profitable for earning the trust of the
draugr that sometimes prowl the dungeon, who make a habit
of coming every now and then to pay homage to their patrons.

A DC 23 Knowledge (religion) check reveals that the dark
temple contains shrines to each of the major Fiends. This room
is dimly lit by magical lights. The door leading in or out of this
room is an iron door (Hardness 10, 60 hp, Break DC 28) that is
decorated with demonic motifs. The door is usually unlocked,
but can be locked (Disable Device DC 25).

Contents:

- 10 pews (Huge, 100 Ibs., 20 gp)

Tier 1: 2 draugr (CR )

Tier 2: 1 stoerm draugr, 4 draugr (CR 9)

Tier 5: 12 devouring draugr (CR 18)

SECRET DUNGEON LEVEL 2

1: Stairs to Secret Dungeon level 1

The stonework around you appears newer, as if this part of the
school’s secret dungeons was not as old as the parts above. The room be-
fore you is bare except for the staircase leading back up.
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This room features stairs that lead to room
23 on the 1st floor of the secret dungeon.

The two doors leading immediately from this
room are good wooden doors (Hardness 5, 15 hp,
Break DC 18). The north door has no lock, while the
eastern door is kept locked (Disable Device DC 25).

2: Trapped Hallway

The hallway in front of you is empty, except for a very
large sign placed on the wall beside you. In very large letters, the
sign reads in common: “Final Iést: Cross the Hall. Note: Crossing
this hallway can be FATAL! If you are not prepared, DO NOT
CROSS!”

This hallway was specifically prepared by Professor
Meeda in order to test people attempting to gain entry. There
are 4 different traps lining this hallway, and no amount of care-
ful walking can keep these traps from going off; each one is
designed to attack any and all creatures who attempt to cross
the hallway and provide no safe passage.

This room is lit by everburning torches, and has a normal
light level. The doors leading into and out of this hallway are
good wooden doors (Hardness 3, 15 hp, Break DC 18), and are
kept closed, but unlocked. When locked, they have a Disable
Device DC of 20.

AUTOMATIC ARROWS
XP 8oo

Type mechanical; Perception DC 15; Disable Device DC
25

Trigger visual (+20 Perception); Reset automatic

Effect once per round, this trap attacks a target in the hall-
way: Attack +15 ranged (arrow 1d8+1, x3).

CR

FLAME SpouTs CR .
XP 1,200

Type magical; Perception DC 21; Disable Device DC 21
Trigger sound (+15 Perception); Reset automatic

Effect This trap floods the hallway with fire when it detects
sound, dealing 3d6 fire damage per round to all targets in the

hallway. A DC 15 Reflex save halves this damage.

SWINGING AUTOMATIC AXE CR 2
XP 600
Type mechanical; Perception DC 20; Disable Device
DC 20
Trigger location; Reset automatic
Effect Atk +10 melee (axe; 1d8+1/x3); multiple targets (all
targets in 10-ft. area in center of hallway)
This trap is activated by anyone putting pressure on the
squares in the center of the hallway, which causes the axe
blades to swing back and forth, affecting all targets in the
center of the hallway. These axes automatically reset, mean-
ing they activate every time someone walks through the mid-
point of the hallway:.

FLOOR SAwWS
XP 1,200
Type mechanical; Perception DC 20; Disable Device
DC 25

Trigger location; Reset automatic

Effect Atk +14 melee (saw blades; 2d6+7); multiple targets

CR 4

(all creatures in 10-foot area at end of hallway)
This trap activates by anyone putting pressure on the squares
at the end of the hallway, right before entering Meeda’s lair.
The sawblades come out from the walls and floor, attacking
anything in that area. These saw blades automatically reset,
meaning they activate every time any creature comes to the
end of the hallway.

Contents:

- 6 everburning torches (Tiny, 1 Ibs., 110 gp)

3: Abomination Combat Ring

The room before you is enormous, over 100 ft. across at least. The
ground slopes down slightly towards the center, and all around you are
bones and other remains of long-deceased creatures. The room smells of
ancient death, as well as unwashed animal.

At one point, a group of students, emboldened by the
abominations found under the school, decided to open the ul-
timate fighting ring for artificial creatures in the school. Crea-
tures were birthed in the lab in room 19, then transported to
one of the 12 cages in this room to grow up. Every now and
then, certain creatures would be released in order to do combat
in the giant ring, with the winner living to fight another day
after being returned to its cage.

For a short period of time, this underground fighting ring
flourished, with visitors coming from all over the world to bring
their own fighters or creatures to compete in the abomination
ring. The ring has been closed and abandoned for years now,
and the room is now home to various creatures who survived
the combat ring to make a home for themselves after its fall.

Every dotted line represents an iron gate (Hardness 10, 60
hp, Break DC 28), which is open, but still functions and can
be closed, if not locked without some external lock which no
longer exists.

The room is lit by everburning torches, which give the
room a normal light level. The slope of the ground isn’t enough
to interfere with movement, but it does allow creatures to add
a +I bonus to attacks against foes that are closer to the center
of the room.

(Note: with so many cages, every creature that exists in this
room is not visible upon first entering the room, as they all usu-
ally make their homes in places other than the center of the
large room itself.)

Contents:

- 20 everburning torches (Tiny, 1 Ib., 110 gp)

Tier 1: 3 time toy swarms (CR 7)

mssss'Piern: § Horror 9's (CR 11)
mssssPiers: 12 Horror 17s (CR 14)

Tier 4: 1 dragen herrer (CR 19)

Tier 5: 2 dragon horrors (CR 21)

4: Waiting Room

The room before you is filled with chairs, all facing a desk that
looks like it was once used for something official.
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This room was once used to hold contestants attempting
to register a creature or combatant for the abomination combat
ring in room 3. The room is now empty of anything worthwhile.

The door leading into this room is a good wooden door
(Hardness 5, 15 hp, Break DC 18) and is unlocked.

Contents:

- 4 chairs (Medium, 25 Ibs., 5 gp)
- 1 desk (Large, 75 Ibs., 15 gp)
5: Registration Office

This room appears to be an office, with a desk and several book-
shelves which seem to be filled up with ledgers. It doesn’t appear to have
been used in years, and several scattered papers cover the ground.

This room was once an office used by the officials who ran
the abomination combat ring in room 3. It has long-since been
abandoned, but a search of the room (Perception DC 20) re-
veals there is still some money forgotten by the previous inhab-
itants, totalling 102 gp.

The room also contains several ledgers of previous fights
held in room 3, but none of the information involves names
that the PCs would recognize.

Both doors leading into this room are good wooden doors
(Hardness 3, 15 hp, Break DC 18), and are unlocked.

Contents:

- 4 chairs Medium, 25 Ibs., 5 gp)

- 1 desk (Large, 75 Ibs., 15 gp)

- 20 ledgers (Tiny, 1 Ib., 0 gp)

- 2 bookshelves (Small, 1o Ibs., 10 gp)
6: Storage Room

This room is filled with what appears to have once been fine meats
banging from books, wine casks, and other articles of food. However; the
passage of time has not been kind to many of these stores.

The door leading into this room is a good wooden door
(Hardness 5, 15 hp, Break DC 18), currently unlocked.

This room held food for the workers in the surrounding
rooms. While most of the stores have spoiled, and DC 15 Per-
ception check reveals 3 small casks of wine that are still good.
They weigh 10 lbs. Each, and appear to be simple wine, but a
DC 20 Appraise check reveals them to actually be quite valu-
able old stores (worth 200 gp each).

Contents:

- 20 shriveled food (Tiny, 2 Ibs., o gp)
- 3 casks of wine (Tiny, 10 Ibs, 200 gp)

7: Storage Room

The room before you contains a great assortment of things, ranging
from coats lined up on one wall, to boxes of paper, ink, and other supplies
that look like they might have been taken from the school years ago.
Everything is scattered about, as if there had been a struggle, and no one
had entered the room since.

The door leading into this room is a good wooden door
(Hardness 5, 15 hp, Break DC 18), currently unlocked.

This storeroom held the coats of visitors to the fighting
ring, as well as contained other bits and things that were used
to run the operation. The room is filled with moth-eaten cloth-
ing, ruined paper, and boxes of other supplies. However, noth-
ing inside is currently usable.

B

Contents:
- 5 ruined coats (Small, 1 Ibs., o gp)
- Trash (Tiny, 1 Ibs, o gp)

8: Infirmary

The room in front of you is filled with tall beds, such as a
patient might lie on when awaiting a doctor’s care. The room
#s filled with several tables covered in tools such as scalpels and
other surgery equipment.

This infirmary was built to help combatants to recover
from fights. It contains enough pieces to fill/create 4 heal-
er’s kits, and 2 sets of surgeon’s tools.

Contents:

- 20 shriveled food (Tiny, 2 Ibs., 0 gp)
- 3 casks of wine (Tiny, 10 lbs, 200 gp)

9: Security Check
This room is divided in balf by a wall that extends halfway up,

with a single door between it. On the eastern-side of the wall is a chair,
a table, and a ledger.

This room was designed to allow combatants and other
approved individuals through to room 11, but to keep out any
who might hurt (or swarm) the combatant while he was pre-
paring. Behind the wall under the table is a composite long-
bow and 20 arrows, which despite their age, still function.

Both doors leading into this room are good wooden doors
(Hardness 3, 15 hp, Break DC 18) and are unlocked.

Contents:

- 1 chair (Small, 5 Ibs., 2 sp)

- 1 table (medium, 10 Ibs., 4 sp)

- 1 ledgers (Tiny, 1 Ib., 0 gp)

10: Antechamber

This room contains several chairs, but otherwise is unadorned.

This room is a small meeting area, where combatants
could leave their things not necessary for warming up, and
where managers and colleagues coming to watch could sit
outside of the warm up space.

Both doors leading out of this room are good wooden
doors (Hardness 5, 15 hp, Break DC 18) and are unlocked.

Contents:

- 6 chairs (Small, 5 Ibs., 2 sp)

11: Warm up Room

This room is mostly open space, except for some vaguely hu-
man-shaped wooden dolls and straw targets strewn around the
room. In the far corner of the room, you see the floor bas crumbled
away, leaving an enormous hole.

This room was used by humanoid combatants who
were choosing to compete against the monsters in room 3,
giving them a place to practice, warm themselves up, and get
ready to compete.

Both doors leading out of this room are good wooden
doors (Hardness s, 15 hp, Break DC 18) with no locks.

The hole in the floor of this room leads to the Caverns,
room 3.

Contents:

- 6 targets (Small, 15 Ibs., 3 sp)



12: Holding Cell

An iron gate closes off this room, which bas the ap-
pearance of a prison cell. The room reeks of decay, and s
bare except for an old cot and a bucket.

Rooms 12 and 13 were created to be a prison, for
containing people who made a scene at the abomina-
tion combat ring or threatened to expose it.

Contents:
- 1 cot (Small, 4 Ibs., 3 cp)
- 1 bucket (Tiny, 2 Ibs., 1 sp)

13: Holding Cell
An dron gate closes off this room, which bas the appearance of

a prison cell. A single skeleton can be seen buddled in the corner; as if
someone had died while trying to keep warm.

Rooms 12 and 13 were created to be a prison, for containing
people who made a scene at the abomination combat ring or
threatened to expose it.

The skeleton in this room has long-since been animated by
the lingering magic of the academy, and is an initiate skeletal
student. He doesn’t remember anything, not even his name,
except that he was thrown into this cell while alive, then every-
one left and he died. He is not hostile, and begs to be released.

Depending on how the PCs treat him, he could attack,
leave the dungeon, or even follow the PCs and aid them (as he
is without personal desires or memory, he will do whatever the
PCs suggest to him).

Contents:

- 1 cot (Small, 4 Ibs., 3 cp)
- 1 bucket (Tiny, 2 Ibs., 1 sp)
14: Hall

The room in front of you extends, like a large hallway. The walls
are adorned with images both painted and sculpted, each depicting a
different warrior in a dramatic pose.

The doors into and out of this room are all good wooden
doors (Hardness 5, 15 hp, Break DC 18), currently unlocked.

Contents:

- 6 beds (Large, 50 Ibs., 8 sp)

- 6 footlockers 1 bucket (Tiny, 2 Ibs., 1 sp)

- 5 plates (Diminutive, .5 Ibs., 5 cp)

- 5 forks (Diminutive, .1 Ib., 2 cp)

- 5 chair (Small, 5 Ibs., 2 sp)

- 1 table (Large, 35 Ibs., 8 gp)
16: Wash Room

This room is rancid with mold, covering what apparently was

once a water bucket and a small piece of glass that seems to bave set up
Lo serve as a mirror.

This room was designed for those who lived in room 15 to
wash and take care of their individual needs.
Contents:
- 1 bucket (Tiny, 2 Ibs., 1 sp)
- 1 mirror (Tiny, .5 Ibs., 1 gp)
17: Storage Room

The room is filled with empty barrels and boxes. Against one wall
7s a single cabinet, with pots and pans visible inside it. In the center of
the room is a small fire pit that looks like it hasn’t been used in years.

This room contained common foodstufts for those who
lived in room 15, as well as a place for cooking. These foodstuffs
decayed into nothing a long time ago.

The door leading into this room is a good wooden door
(Hardness 5, 15 hp, Break DC 18), unlocked.

Contents:

- 5 boxes (Medium, 30 lbs., 2 gp)

- 5 barrels (Medium, 30 Ibs, 2 gp)

- 1 cabinet (Large, 100 Ibs., 4 gp)

- 4 pots and pans (Tiny, 4 Ib., 8 sp)
18: Monster Lair

This hall contains the images of honoured combatants,
as a means to encourage more combatants to compete. The
images are of simple quality: there are § pictures each weigh-
ing 10 Ibs. and worth 15 gp each, and 4 statues each weighing
30 Ibs. and worth 30 gp.

The door leading into this room is a good wooden door
(Hardness 3, 15 hp, Break DC 18) with no lock.
Contents:
- 8 paintings (Small, 15 Ibs., 50 gp)
- 4 sculptures (Medium, 200 lbs., 500 gp)
15: Sleep Quarters

The room before you is filed with beds, laid against each wall,

each one with an adjacent foot locker. The center of the room in-

cludes a table and § chairs, with dinnerware still laid on the table, as

tf the room’s previous inbabitants bad simply gotten up during dinner
and never returned.

This room was built to house those who worked for the
combat ring, but weren’t students at the school. The room
was mostly emptied of equipment when the inhabitants left
the combat ring, but a DC 20 Perception check reveals 2

children’s games (marbles and a wooden puzzle) that were
left behind.

The room is empty of furniture, smashed years ago.

This room has normal light coming from the everburning
torches around the room. It was designed to house the smaller
experimental creatures developed in room 19 that were unsuit-
ed to combat. Since the fall of the combat ring and the depar-
ture of the humanoids who ran it, this room has been taken
over and is now a den for various creatures.

Contents:

- 6 everburning torches (Tiny, 1 Ibs., 110 gp)

Tierx:1id (CR 6)

m'Pier 2: 6 Horror 9's (CR 10)

Tier 3: 16 time toy swarms (CR 12)

Tier 4: 8 Horror 17’s (CR 14)

Tier 524 shadow golems, 1 magic golem (CR 19)
19: Lab

A magical laboratory is spread out before you, this one filled with
beakers containing bits of ancient dead creatures. The room obviously
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basn’t been used for years, but the place looks intact, as if it were still
waiting for its owners to return.

This laboratory was used by the students who built the
abomination combat ring to create monsters before transfer-
ring them to a cell in room 3 to grow, train, and fight. Like other
rooms in this part of the secret dungeon, this room was aban-
doned years ago.

Unlike other laboratories in the secret dungeons, this
laboratory is still intact, and usable. It is built mostly to facil-
itate the Enhancement sphere, and when used to create magi-
cal items for that sphere, contains components and machines
that supply 2,000 gp for magic item creation. If these parts are
transported from this laboratory, they weigh 200 Ibs. in total.

Contents:

- Magical Components (Small, 200 Ibs., 2,000 gp)
- 2 tables (Large, 30 Ibs., 2 gp)

20: Fezmet Stairs to Secret Dungeon level x

The room before you is lit by everburning torches, and features a
giant spiral staircase. Strangely, the staircase features two different sizes
of stairs; one for Medium-sized creatures, and another for Tiny-sized
creatures.

This staircase leads up, and was built by Professor Fezmet
to hide the entrance to his lair. It leads to the secret dungeon
floor 1, room 38.

The room has a normal light level.

Contents:

- 3 everburning torches (Tiny, 1 Ib., 110 gp)
21: Fezmet’s Portal

This room is lit not by lights, but by a circle that floats in the air.
The circle is flat, and shows a series of floating islands on the other side,
one of which contains a large mansion.

This portal leads to Professor Fezmet’s lair.

CAVERNS

The caverns are a series of natural caves that run under-
neath the academy, down into the heart of the floating isle.
‘While most of them are natural, they have been augmented
over time by teachers and students.

Every room in the caverns is completely dark. Where ele-
vation lines appear, they indicate steep slopes.

Steep Slopes: Characters moving uphill (to an adjacent
square of higher elevation) must spend 2 squares of movement
to enter each square of steep slope. Characters running or
charging downhill (moving to an adjacent square of lower eleva-
tion) must succeed on a DC 10 Acrobatics check upon entering
the first steep slope square. Mounted characters make a DC
10 Ride check instead. Characters who fail this check stum-
ble and must end their movement 1d2 x § feet later. Characters
who fail by 5 or more fall prone in the square where they end
their movement. A steep slope increases the DC of Acrobatics
checks by 2.

I

The pathway opens up to a large room, this one lit by torches
placed against the walls. The ground is covered with broken pieces of
plants and shattered bones. Several undead creatures stand in this area,
obviously on alert.

5A

Because Lord Baroden prizes cunning in
his servants; whenever an undead creature is too
feral, it is ejected. These undead collect in rooms
I and 2.

This room has a normal light level due to the
torches, which the undead replace regularly.

The undead in this room are savage and quick to
assault anything they see, but if the PCs arrive before
midnight and are able to observe them, they see the un-
dead are obviously preparing for something. A DC 20 Per-
ception check or DC 10 Profession (soldier) check reveals
they are getting ready for battle. Every night at midnight,
the undead in these two rooms rush to do battle with the
plants in room 3, but quickly retreat rather than face com-
plete defeat.

If the PCs attempt to cross through room 3 by following
the undead, the undead ignore them, their attention being
completely on the plants. While the plants will still attack the
PCs, their attention is consumed by the undead, and they will
divide their attacks between the two groups.

The undead in room 2 can see and hear everything that
happens in room 1, and will come to the aid of the undead in
room 1 if they are attacked.

This room connects to Lord Baroden’s lair.

Contents:

- 100 torches, 4 lit at any one time (Tiny, 1 Ibs., 1 cp)

Tier 1: 4 initiate skeletal students (CR 6)

s, 6 advanced

Tier 5: 2 deathknights, 7 master skeletal students,
6 advanced skeletal students, 6 journeyman skeletal
students, 8 apprentice skeletal students (CR 18)

-~

23

This room s dimly lit, as the light from room 1 extends into
this room.

This room is a staging ground, from which the reject-
ed undead from Lord Baroden’s lair repair themselves after
doing combat every night in their regular assault on room 3.
The creatures in this room can see and hear everything that
happens in room 1, and are quick to come to the aid of their
tellow undead if they are engaged in combat.

Every creature in this room is injured, and reduced to
half its usual hit points. Like the creatures in room 1, these
undead are savage and quick to attack anything non-undead
they see.






Tier 1: 4 initiate skeletal students (CR )

Tier 5: 2 deathknights, 7 master skeletal students, 6
advanced skeletal students, 6 journeyman skeletal students, 8
apprentice skeletal students (CR 17)

3:

This room is long, and well-lit by magical lights. The ground is
covered in giant plants, which seem to guard the room from assailants.

This room connects to Tocs’ lair, coming out in the fungal
cave. Tocs installed many plants in this room in order to guard
his backdoor, and these plants are quick to attack anything that
attempts to enter or pass through room 3.

This room has a normal light level, in order to aid the
plants in keeping healthy while in the cave.

Contents:

- 6 everburning torches (Tiny, 1 Ibs., 110 gp)

Tier 1: 4 thern guardian plants (CR 7)

Tier 3: 1 clock

Tier 5: 10 clockwork vine nests, 8 champion guardian l
plants, 4 man-trap guardian plants, 4 fungus guardian plants,
8 thorn guardian plants (CR 19)

4:
miBierws1 warp spider (CR 4)

meBiermmy warp spidersi(CR 8)

o Tiexr 525 warpsider matriarchs, 8 warpspiders (CR16) g
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5:

This room connects to the secret dungeon
floor 2, room 11.

6:

This room contains many sheer drops. In order
to maneuver this room on foot, a creature must pass a
DC 5 Acrobatics check to move at half speed without
falling off, or a DC 10 Acrobatics check if moving at full
speed.

If a target falls, they fall 30 ft., and suffer 3d6 falling
damage. Climbing the side of this chasm requires a DC 15
Climb check.

If the PCs can see at the dark bottom of the chasm,
they can see a pathway that extends to the north. This con-
nects to room 2 of Daemen’s lair.

s Pieww: 1 warp spider (CR 4)
s Biers: 4 warp spiders (CR 8)

Tier§rswarpssider matriarchs, 8 warp spiders(CR16)"

7

This room is a roosting nest for echo bats, which have
brought many kills here to eat. The monsters in this room
have twice the standard treasure, which is discoverable with a
DC 15 Perception check.

Tier 1: 2 eche bats (CR 4)

Tier 2: 6 eche bats (CR 7)

Tier 3: 12 eche bats (CR 9)

Tier 4: 16 eche bats (CR 10)

Tier 5: 24 echo bats (CR 11)

mssBierE: 1 warp spider (CR 4)
s Pieras 4 warp spidersi@R 8)

Tier 3: 2 giant invisible mantises (CR 12) 7

Tier 4: 2 frest worm cybeorgs (CR 15)

Tier 5: 5 warp sider matriarchs, 8 warp spiders (CR 16) )

9:

This room is a roosting nest for echo bats, which have
brought many kills here to eat. The monsters in this room
have twice the standard treasure, which is discoverable with
a DC 15 Perception check.



Tier x: 2 eche bats (CR 4)

Tier 2: 6 eche bats (CR 7)

Tier 3: 12 eche bats (CR 9)

Tier 4: 16 eche bats (CR 10)

Tier 5: 24 echo bats (CR 11)

mssPierr 1 warp spider (CR 4)
s Biern 4 warp spidcrs@Rag)

ier gy L ALACh Sl PepidersH @R m—
Tier 4: 3 warp spider matriarchs, 8 warp spiders (CR19) )

Tier 5: 3 warp spider matriarchs, 8 warp spiders (CR 14) )

II:

This creatures in this room are rejects from Clik’s lair; ei-
ther experiments at recreating the golems of previous teachers
that failed, or pieces that were rejected by her other children
and driven out. All of these creatures are feral; they cannot
speak, and attack on sight.

Tier x: 1 mark 2 (CR 4)
mes'Pierms broken mark Bs(CR o)
miBiergeashadows golcrms(@Rem)
miPiergpeaifrost worm cyborgs(@R 15)

Tiers:1 magic golem(CR 18)

I2:

This area has a normal light level due to oil lamps at-
tached to the wall. The creatures in this room are guards for
Clik’s lair; they are not hostile, but they refuse to answer
questions, and refuse to allow anything to pass.

Contents:
- 6 oil lamps (Diminutive, 1 1b., 1 sp)

By Cyberg centaum(@Rezp

Tier 3: 2 hill giant cybergs (CR 10)

Tier 5: r unchained barbarian mark I, 3 hill giant i
cyborgs, (CR 16)

13:

This room has a normal light level due to oil lamps at-
tached to the walls. This room connects to Clik’s lair. It is
The creatures stationed here are guards.

Contents:
- 6 oil lamps (Diminutive, 1 Ib., 1 sp)
- 10 flasks of lamp oil (1 Ib., 1 sp)

Tier x: 2 mark 2’s (CR 6)

Tier 2: 1 mark 1 (CR 10)

et 3: 2 mark s (CR 12)

Tier 4: 1 unchained barbarian mark 1 (CR 15)

Tiergszunchained barbarian mark s (CR18)™

14:

This room contains an underground river, which seeps in
through the nymph lake. This water runs quickly, requiring a
DC 15 Swim check to swim. This room connects to the Nymph
Lake.

In the crevice to the south of this area is a small station
established by Daemen’s lair to watch what is coming and go-
ing from the nymph lake. The creatures here are on the watch
for creatures coming from the nymph lake. The creatures here
are not hostile, but will not allow the PCs to pass through this
room, and refuse to answer any questions about what they are
doing there, or about Daemen’s lair.

This area has a normal light level because of two oil lamps
kept by the guards.

Contents:

- 2 chairs (Small, 5 Ibs., 2 sp)
- 2 oil lamps (Diminutive, 1 Ib., 1 sp)
- 4 flasks of lamp oil (1 Ib., 1 sp)

Tier 1: 1 satyr (CR 4)

Tier 2: 1 satyr regue, 1 satyr (CR 7)

Tier 3: 1 satyr knight, fire nymph (CR 10)

Tierssrstar nymph, 1 satyr watlord (CR 16)

15:

This room is a roosting nest for echo bats, which have
brought many kills here to eat. The monsters in this room have
twice the standard treasure, which is discoverable with a DC 15
Perception check.

Tier 1: 2 eche bats (CR 4)

Tier 2: 6 eche bats (CR 7)
meBiergmi 6 ccho bats(@Rero)

Tiers:24 echo bats (CR 11

16:

This room connects to Daemen’s lair.
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LAIRS

Every teacher at Windfell Academy possesses their own
lair, where their personal servants and experiments are housed.
In the case of the villain, it is also where the Headmaster is
being held.

Wherever the Headmaster is being kept, his restraints are
always the same. He is kept in a metal cage (Hardness 10, 60
hp, Break DC 28) that is magically locked (Disable Device DC
35, CL 10, MSD 21).

In addition, he has been outfitted with the following re-
straint to lock away his magical powers.

IMAGICIAN’S RESTRAINTS

These enchanted metal manacles suppress the magic of the wearer.
Aura moderate Protection; CL 1oth
Slot wrists; Price 60,200 gp; Weight 2 Ibs.
DESCRIPTION
These magical manacles (Hardness 12, 20 hp, Break DC 48, Es-
cape Artist DC 35, Disable Device DC 40) negate all spellcast-
ing or spherecasting abilities of the creature wearing them.
CONSTRUCTION REQUIREMENTS
Requirements Craft Rod, Protection Sphere, Spell Ward, An-
ti-Magic Aura; Cost 30,000 gp, masterwork manacles, superior
lock

Teachers: There is a 20% chance each night that a partic-
ular teacher is inside their lair between the hours of 10 pm and
2 am. A teacher always takes the shortest route, usually not vis-
ible to the PCs unless they have been following that teacher. If
a teacher is in their lair and discovers the PCs, while they rarely
happy that their lair has been discovered, they are not auto-
matically hostile (even if the teacher in question is the villain).
If the PCs are able to raise the teacher’s attitude to Friendly or
Helpful, they might even invite the PCs back. However, the
villain is always cautious, and will react badly if they learn the
PCs have discovered his plans.

Students: There are 1d6 students to be found still alive
in the villain’s lair (including Nightingale, if she was introduced
in the adventure hook). These students are all incanters of ran-
dom level and sphere possession, but have been beaten (4 hp
remaining), and are completely out of spell points. They do not
want to fight, they only want to be released safely.

The only exception to this is if Windjina is the villain, which
is explained in more detail below under her lair’s description.

Lair Guardians: The creatures inside a lair are unfriendly
towards PCs, but not automatically hostile. If the PCs are dis-
covered, most creatures inside a lair will attempt to force them
to leave, but try not to harm them. However, these creatures
are willing to fight in order to protect their master’s property
and plans.

If a PC is able to gain permission from a teacher to visit
a lair (either through an event or by befriending the teacher
or simply meeting the teacher while they are in their lair and
gaining their permission) the inhabitants of that lair become
friendly towards that PC.

Scrying: Every lair is protected against magical scrying:
the lairs and everything in them cannot be found by divination
magic of any kind, including scrying or divining for information
on the location of the headmaster.
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Contents: Rather than listing each lair’s con-
tents, only important or valuable items are listed be-
low. View the room on the included map to learn more
about what furniture and other objects are to be found
there.

BARODEN'S LAIR

Baroden’s lair is constructed of stonework, and lit by
floating magical lights (CL 10, MSD 21) and some fireplaces,
providing the entire area with a normal light level.

Lord Baroden’s lair is kept at cold severity level 3 to bet-
ter preserve the dead bodies he works with; above freezing, but
cold enough to require the PCs to make a Fortitude save each
hour (DC 15 +1 per previous check) to avoid taking 1d6 nonle-
thal damage. A character who takes any nonlethal damage from
cold or exposure is beset by frostbite or hypothermia (treat her
as fatigued). These penalties end when the character recovers
the nonlethal damage she took from the cold and exposure.

Great Ally: If playing at tier 5, Lord Baroden has sum-
moned Janus to aid him in his plot, who resides at his lair.
Even if Lord Baroden is defeated, Janus has instructions to
carry out the invasion of the school, and Janus always fulfills

_his instructions.

1: Baroden’s Lounge

This room is decorated with several tables and couches, and a
small fireplace. The room is cozy and inviting, although there are no
diversions such as books or artwork decorating the wallbs.

This is a reception room that separates Baroden’s per-
sonal room and laboratory from the upper part of his lair,
where undead servants wait to receive permission to enter
Baroden’s main lair.

The room is equipped with a magical alarm that sounds
a bell whenever something enters this room from the stair-
case. (Perception DC 26, Disable Device DC 26, CMD 31).
When this alarm is sounded, someone from the lair will
come to investigate.

The antechamber and gallery connected to this room
are well-adorned with artwork (16 pieces, 15 Ibs., 500 gp).
Both storage rooms connected to these areas are kept be-
hind good wooden doors (Hardness 5, 15 hp, Break DC 18)
without locks, and contain an assortment of supplies such as
lamp oil, linen cloths, soap, etc.

2. Baroden’s Room

This room appears to be someone’s office, and the room is lavish
beyond compare. The desk in the center of the room is enormous, and
the walls are decorated with artwork. In the far end of the room, a
fireplace burns with a small flame, giving the room a soft lumines-
cence.







Although Lord Baroden has an office in the academy; this is
the office he uses when conducting his most important person-
al research. This room is filled with books and papers related
to magical research, focused on the Death sphere. This room
counts as a library that grants a bonus to Knowledge (religion)
and Knowledge (arcana) checks.

This room contains 2d4 random scrolls and 1d4 random
medium magic items, contained within his desk. This desk,
however, is equipped with a magical trap that affects everything
in the room other than Lord Baroden whenever anyone other
than Lord Baroden attempts to open the desk cabinet.

If Lord Baroden is in his lair, he is usually in this room.

CURSE TRAP CR10

XP 9,600
Type magic; Perception DC 28; Disable Device DC 28
EFrrFECTS
Trigger touch (not Baroden); Duration permanent; Reset
none.
Effect This trap affects every creature in the room with a pow-
erful, permanent curse, which can only be removed through the
Break Enchantment talent from the Life sphere, the remove
curse spell, or similar means.

Roll on the following list to determine which curse a target
gains.

1: -6 decrease to an ability score (minimum 1. Deter
mine attribute randomly).

2: -4 penalty on attack rolls, saves, ability checks, and
skill checks.

3: Each turn, the target has a §0% chance to act normal-
ly; otherwise, it takes no action.

4: The target cannot gain a restful sleep, and only re-
stores half their missing spell points or hit points per
night of sleep.

5: The target gains a severe addiction to pain. They must
suffer 10 points of hit point damage every hour or suffer
the effects of severe addiction. This addiction cannot be
cured unless the curse is lifted.

6: Target gains the body of a random Tiny animal. The
target still retains its powers of speech and its class lev-
els, but in all other ways becomes that animal. Its equip-
ment is not transformed, and falls to the ground around
the target.

3. Forge & Storage
The room before you is filled with the smell of iron. Unlike the rest
of the dungeon around you, this room is hot. There is a roaring forge fire

at the end of the room, and the room is filled with tables, boxes of metal
ingots, and blacksmithing tools.

Although Baroden and his main servants are not known for
their prowess at martial combat, Baroden installed this forge
to allow him to better-arm the more simplistic zombies and
skeletons that form the bulk of any undead army:.

This room is warm (Cold severity level 1), and contains 10
tons of iron ingots and 1o tons of basic wood. The door into
this room is a good wooden door (Hardness s, 15 hp, Break DC
18) with no lock.
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Tier 2: 2 apprentice skeletal students (CR 6) )

Tier 3: 2 journcyman skeletal students (CR 8)

Tier 4: 2 advanced skeletal students (CR 1o)

Tier §: 2 master skeletal students (CR 12)

4. Crypt

The room before you seems even colder than the rest of the
rooms around it. The room itself is large, and feels more like a tomb
than anything else. At the bead of the room is a large stone sepulchre.

This room is where Lord Baroden stores corpses for use
in his experiments, which are stored in the large sepulcre at
the end of the room. The sepulcre currently contains 3 bodies.

Both doors leading into this room are iron doors (Hard-
ness 10, 60 hp, Break DC 28), but are usually unlocked, al-
though they do possess good locks (Disable Device DC 30).

If Bardoen is the Villain: If playing at tier 3 or higher,
this room is where his henchmen can be found.

T i

Tier 2: 2 journeyman skclcm,

miBierge death knights (CR 16)
ST er 4: 4 death knights,

skeletal studen

Tier 5: 4 death knights,
4 master skeletal students (CR 17)

5. Sub-Lab

This is a magical laboratory, like those you've seen above. This
one seems to be filled with equipment you recognize as having come
[from the school above; not the best equipment, but more resistant to
breaking, as they're designed for students to use. A large desk sits in
the middle of the room, but is currently unadorned.

This room is one of Lord Baroden’s laboratories, spe-
cifically set aside for use by his minions. It counts as a mag-
ical laboratory; that can facilitate up to 6 workers at once.

mewBierrmminitiate skeletal scudeness(CR 4)

Tier 5: 1 master skeletal student, 1 advanced skeletal A
student, 2 journeyman skeletal students (CR 12) J




6. Main Lab
This room is large, and filled with all of the equip-

ment you recognize as belonging to a magical laboratory.
There are multiple boxes, tables, and tubs filled with vari-
ous liquids all scattered around the room.

This room represents the bulk of Lord Baroden’s
laboratory. This room can facilitate magical research
and magic item creation regarding any sphere, and grants
a +2 bonus to all Spellcraft checks made to create magical
items or creature using any sphere. This room can facilitate
up to 9 workers at once.

If Baroden is the Villain: This room contains the
missing students. Lord Baroden keeps these students alive
only until he is sure of what to do with them when changing
them into undead, always kidnapping a new student after trans-
forming one into an undead creature.

Tier 1: 1 apprentice skeletal student (CR 4)

Tier 2: 2 journcyman skeletal students (CR 8) »

Tier 3: 2 advanced skeletal students (CR 10)

N

Tier 5: Janus (CR 25)

7. Sub-Lab

This room is a magical laboratory, with a single table in the cen-
ter of the room filled with papers. The room is filled with various
liquids in tubs and tubes.

This magical laboratory is designed for conducting mag-
ical research for the Life sphere. Using this magical labora-
tory grants a +2 bonus to all Spellcraft checks made to create
magical items or creature using the Life sphere

This room is also where many of Lord Baroden’s min-
ions write down their notes and discoveries. If the desk in
this room is searched (a standard action, Perception DC
25), the PCs discover 1d4 random magical rituals from the
necromancy school or the conjuration school, healing sub-
school.

U i g (e

Tier 2: 1 journeyman skeletal student (CR 6) A

Tier 3: 1 advanced skeletal student (CR 8)

Tier 4: 1 master skeletal student (CR 10)

Tier 5: 1 master skeletal student, 1
advanced skeletal student (CR 11)

J

This room is filled with boxes and barrels, all arranged against
the walls.

8. Storage

This room contains 20 suits of silken ceremonial armor, 40
scholar’s outfits, 30 spell component pouches, and 2d6 other
random kits or tools.

Both doors leading into this room are good wooden doors
(Hardness 5, 15 hp, Break DC 18) and are locked with good
locks (Disable Device DC 30).

If Baroden is the Villain: This room is where the Head-
master is being kept.

9. Sub-Lab

This room is stocked with magical laboratory equipment, but this
one contains a large square glass box filled with water in one corner of
the room.

This room is dedicated to experiments on naturally-occur-
ring undead. This room can facilitate up to 3 workers at one
time, and grants a +2 bonus to Spellcraft checks made to create
magical items and creatures with the Death Sphere.

Wudcnts,
evouring draugr (CR 12)

Tier 5: 2 master skeletal students, 2 devouring draugr (CR 14)

10. Frost Cave

The room before you appears to be a natural cave, but it is filled
with ice. Inside the room the air swirls with snow, as if in a perpetual
snowstorm.

When Lord Baroden was expanding his lair, he uncovered
an entrance to the caverns. Rather than cover up this back door,
Lord Baroden instead placed a frost spell in the cave, both to
protect his lair from living creatures as well as to regulate the
temperature of his lair. Over time, it also became a dumping
ground for any undead experiments that proved to be unintel-
ligent servants.

This room is kept at cold severity 4, but additionally, the
room is filled with swirling ice, which deals 1 frost damage per
round to everything in this room. All undead creatures in this
room are savage, and attack anything non-undead that they see.

This room connects to the Caverns, room 1. The door that
separates this room from room 6 is an iron door (Hardness 10,
60 hp, Break DC 28) that is kept locked when not in use (Dis-
able Device DC 30).
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Tier 5: 2 deathknights, 7 master skeletal students, 6
advanced skeletal students, 6 journeyman skeletal students,
8 apprentice skeletal students (CR 17)

CLIK's LAIR

Although Clik’s lair is built out of the stone caverns, the
walls are all lined with iron alloys, giving the place a rigid re-
inforcement to resist any form of cave-in. Clik’s lair is lit by
alchemical lamps that keep the lair at a normal light level.
The entire lair has white utilitarian walls, and extremely high
ceilings, so even the various colossi can sit in a room without
bumping their heads.

Every door in Clik’s lair is an iron door (Hardness 10, 60
hp, Break DC 28) that can be locked (Disable Device DC 30),
but is kept unlocked unless there is a reason to do otherwise.

If Clik is the Villain:

even if Prefessor C

Great Ally: If playing at tier §, Clik’s lair is overseen by
her most powerful children, including the colossus mark V
and 3 magic golems. These siblings love their mother, and
will attempt to see her dream of overthrowing the school
made a reality, even if Professor Clik should fall.

1: Junk Room

The room before you is filled with broken pieces of metal, stone, and
clay. The floor is covered with discarded clockwork arms and broken
golem pieces, lying among broken glass bottles and discarded laboratory
equipment.

This room is filled with the reject pieces of broken con-
structs and worn-out equipment. Nothing in this room is us-
able except for scrap. Several of Clik’s children regularly scuttle
around this room, checking pieces over for any bits of scrap
that can be recycled for use once again.

This room counts as difficult terrain, as maneuvering in
this room requires stepping over many broken objects.

Tier 1: 1 mark 11 (CR 4)

Tier 2: 3 mark II (CR 7)

Tier 4: 4 mark IT war leaders (CR 12)

Tier 5: 2 shadow golem, 3 mark IT
war leaders (CR 14)
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2: Foundry

The room before you looks like the school’s foundry,
as if the equipment inside was either taken from it, or per-
baps created by the same person. Two roaring fires facilitate
metalworking, and several tables scattered around the room
seem dedicated to claywork, clockwork, and other crafts.

This room is dedicated to blacksmithing and
other forms of crafting, and is the place where all of the
non-magical components of Clik’s creations are built. This
room counts as possessing a set of masterwork tools or any
Craft skill, and can facilitate up to 12 workers.

Tier 1: 1 centaur cyberg (CR 4)

miBiermagicentaur cyborgs(CR 7)

wiBierggeyhill giant cyborgs«(@Rem)

Tier 5: 6 hill giant cyborgs (CR 13)

3: Utility Room

The room before you is littered with equipment, including
balf-finished magic items and other strange objects. These items are
arranged on tables and placed in boxes, as if the room were being used
by many different people for many different reasons.

This room is built to facilitate a number of smaller proj-
ects that need doing around Clik’s laboratory, such as holding
large parts between work sessions or holding time-sensitive
experiments and creations.

This room contains 1d4 minor magic items and 1d2 me-
dium magic items (less than 28,000 gp market value). How-
ever, the items are only half-finished, and cannot function
unless the PCs are able to supply the remaining magical
components and complete the work and the required skill

check.

The required magic has already been supplied; in order
to finish an item, the PCs only need to possess the required
caster level and supply the magical components and time.

4: Research & Development

This room is a magical laboratory, but it also contains two
large chairs and a sitting area. The equipment seems strange to you;
rather than the precise instruments you are used to seeing in a mag-
ical laboratory, these seem slightly haphazard, as if they were built
quickly and out of imprecise parts.

This room houses Clik’s most experimental laboratory,
where she sometimes makes alterations to her various co-
lossi to see if she can improve their function beyond their
normal abilities.

This room counts as a magical laboratory that grants a
+5 bonus to any Spellcraft checks made to create a creature
or magical item, but has a 10% chance of producing a cursed
item, no matter what the actual Spellcraft check result. This
lab can house 6 workers.

If Clik is in her lair, she is usually in this room.






Tier 1: 1 mark IT (CR 4)

s Bier: 1 broken mark 1K@R 7)
meiPiergmwhill gilant cyberg, 1 mark T (CR 11)

sw'Piergemunchaincd barbarian mark I (CR 15)

Tier 5: 2 unchained barbarian mark I’s (CR 17)

5: Utility Room

The room before you is littered with equipment, including balf-fin-
ished magic items and other strange objects. These items are arranged
on tables and placed in boxes, as if the room were being used by many
different people for many different reasons.

This room is built to facilitate a number of smaller projects
that need doing around Clik’s laboratory, such as holding large
parts between work sessions or holding time-sensitive experi-
ments and creations.

This room contains 1d4 minor magic items and 1d2 medi-
um magic items (less than 28,000 gp market value). However,
the items are only half-finished, and cannot function unless the
PCs are able to supply the remaining magical components and
complete the work and the required skill check.

The required magic has already been supplied; in order to
finish an item, the PCs only need to possess the required caster
level and item creation feat, then supply the magical compo-
nents and time.

6: Colossus Hanger

This room is enormous, tall enough to bouse giants comfortably.
The room is filled with giant creatures made of stone, iron, or other
materials in different states of completion. The room features a walk-
way built into the wall at a higher level, allowing someone to reach the
artificial creatures from bigher up.

CONSTRUCTION REQUIREMENTS
Requirements Craft Rod, Creation Sphere;
Cost 20,000 gp

mifierrmmbroken marksls(@R -)

Tier 2: 1 mark T (CR 10)

Tier 3: 1 unchained barbarian mark I (CR 15)

Tier 4: 1 unchained barbarian mark I (CR 15)

Tier 5: 1 colossus mark V, 3 magi golems (CR 25)
#: Utility Room

The room before you is littered with equipment, including
balf-finished magic items and other strange objects. These items are ar-
ranged on tables and placed in boxes, as if the room were being used by
many different people for many different reasons.

This room is built to facilitate a number of smaller proj-
ects that need doing around Clik’s laboratory, such as holding
large parts between work sessions or holding time-sensitive
experiments and creations.

This room contains 1d4 minor magic items and 1d2 medi-
um magic items (less than 28,000 gp market value). However,
the items are only half-finished, and cannot function unless
the PCs are able to supply the remaining magical components
and complete the work and the required skill check.

The required magic has already been supplied; in order
to finish an item, the PCs only need to possess the required
caster level and supply the magical components and time.

8: Storage Room

This is a supply room, filled with boxes and crates of various
sizes. Each open box you see seems to be filled with clockwork pieces,
chemicals in glass vials, and other component pieces.

This room is Clik’s primary construction bay, where she
builds and houses her various colossi. On the northern part of
this room is a stairway that leads to a second-story walkway
that surrounds the room. This walkway is made of metal in a
mesh pattern, and can be seen through.

Although these giant creatures are normally two big to fit
through the doors of this hanger, Clik acquired a special magi-
cal item that she uses to transport a colossus into or out of this
room. This item is found through a Perception check (taking
1.5 minutes and with a DC of 25) made to search the room.

If Clik is the Villain: If playing at tier 3 or higher, this
room is where her henchmen can be found.

CoLOSSUS CARRIER

This jeweled brooch glows with a blue stone..

Aura moderate creation; CL 10th

Slot none; Price 40,000 gp; Weight .5 Ibs.

DESCRIPTION

‘When this brooch is placed on a willing/docile construct and
a command word is spoken, the construct shrinks down and
becomes an immobile statue about 1 ft. tall, weighing about
10 Ibs. When the command word is said again within 60 ft. of
the statue, the colossus returns to its normal size. The colossus
does not return to its normal size if it is in a place that isn’t large
enough to facilitate the change.
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This room is filled with several boxes and barrels full of
small clockwork pieces and alchemical components. These
can be taken and used by players to craft either clockwork
machines or alchemical equipment; the room contains
1,000 gp’s worth of alchemical components, weighing 100
Ibs.

9: Clik’s Lab

This room is a magical laboratory like many you bave previ-
ously seen, but this one is decorated with many fine silks that bave
been draped across the room. In the middle of the room is a desk,
immaculately organized and covered not only with books, but also
with glass flowers.

Clik prefers to place her personal lab here, next to the
storage room so she can easily reach whatever materials she
needs. The room is a magical lab and alchemy lab.

If Clik is the Villain: This room is where the Head-
master is being kept.

10: Feeding Room

This room appears to be a kitchen, although a simplistic and
bleak one. A simple table sits in the middle of the room, a few dishes
scattered across its surface.




This room is designed to provide food and
nourishment for those of Clik’s cyborg children
who still have living needs. It is a combination
kitchen and eatery, and while it is utilitarian in na-
ture, it contains everything needed for the cyborgs to
take care of themselves.

mifieryeecyborg centaumsi(CR 4)
wiBierzwrcyborg centawrsiCR 6)
wiPiergwaeyborg hill gianmesx(CR 1e)
sBiergrapeyborg hill gants«(CR 12)

Tier 5: 6 cyborg hill giants (CR 13)

11: Cyborg Room

This room is filled with large glass boxes and spheres, which look
slightly like seed pods. Some of these boxes and pods are transparent,
and you can see creatures inside them. While the room is filled with
many more boxes and machines, they all seem to be hooked up to these
strange pod.

This room is where Clik’s cyborg creations are built, as
well as where they sleep, via the pods in this room. Because
the process of creating a cyborg is delicate, the work is done in
these specialized pods to better ensure the life of the creature
to be altered.

Each pod is made of very thick glass and metal reinforce-
ment (Hardness 1, 10 hp, 12 Break DO).

If Clik is the Villain: The pods in this room are where
Clik keeps the students taken from the school in order to
continue her experimentation in creating cyborgs..

Tier 1: 1 cyborg centaur (CR 4)

Tier 2: 4 cyborg centaurs (CR §)

W

Tier 4: 4 cyborg hill giants (CR 12)

Tier 5: 6 cyborg hill giants (CR 13)

DAEMEN'S LAIR

Daemen’s lair is built inside a natural cave, which uti-
lizes an underground river for transportation. Daemen uses
this lair to store goods stolen from the school, or to serve
as a halfway point when smuggling goods from one place to

another. His lair contains many of his fey cohorts, who man
his base and oversee his goods, ferrying them down the river
to a drop off point on the side of the academy’s floating island
whenever an airship arrives to take goods to another location.

The river in Daemen’s lair lows from east to west, and is
considered calm water (Swim DC 10). The river is 6 ft. deep.
If the river is followed past the lair, it begins to speed up
(Swim DC 14) before ending in a waterfall and a small ledge
where goods are transferred to the waiting airship.

Loot: Daemen’s lair is full of various goods, some illegal
and some simply obtained illegally.

Whenever the PCs find a crate of loot in Daemen’s lair, roll
on the following chart to determine the crate’s contents.

1: components for magic item creation (50 lbs, 500 gp)
2: 1 random minor magic item

: 25 Ibs. of exotic spices (375 gp)

: 50 Ibs. of darkwood (250 gp)

: 50 Ibs. of silk (500 gp)

: 10 bottles of fine wine (10 gp each)

: 250 gp in jewelry

: 2 suits of noble clothes

o @O VL A W

: 10 bottles of dwarven fire ale

10: Moonshade (4 vials). If Daemen is not the villain,
the crate instead contains 10 doses of harlot sweets.

OONSHADE
Type ingested; Addiction severe, Fortitude DC 20 Price 500
gp Effects 2 hours; +2d4 Charisma, fatigue Damage 1d6 Con
and 1d6 Wis damage
DwWARVEN FIRE ALE
Type drug (ingested); Addiction moderate, Fortitude DC 20
Price 50 gp Effect 1d4 rounds; rage as per the spell Effect 1
hour; cold resistance 5§ Damage 1d2 Con damage
HARLOT SWEETS
Type drug (ingested); Addiction moderate, Fortitude DC 18
Effects 1 hour; +1d4 Cha and +1 Dex
Damage 1d2 Int damage
Price 60 gp

If Daemen is the Villain:

Great Ally: If playing at tier 5, Professor Daemen has
enlisted the aid of the Satyr King and his court (12 satyr war-
lords, 8 star nymphs) to take part in his scheme and oversee
production of moonshade in his lair. Even if Professor Dae-
men should fall, the satyr king and his court will still atctempt
to carry out the plan to convert the school into a moonshade
factory.

- J
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This room is the first checkpoint of Daemen’s lair. The
creatures here are charged with watching the river to make sure
nothing unwanted is making its way down the river.

1: 2 leprechauns
4 1C

Tier 5: 1 satyr warlord, 2 satyr musicians (CR15)

auns
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2: Hidden Cave

This room is a hidden cave that some of Dae-
men’s minions have been using to hide some choice
goods for their own use. The entranceway is hard to
detect (Perception DC 20). The back entrance con-
nects to the bottom of the chasm in the caverns room
6.

This room contains 10 crates of loot. Because this
room is hidden, few will notice if these crates go missing.

3:

This room is the second part of the checkpoint to en-
ter Daemen’s territory. There was no use for this particu-
lar piece, so it became the place where the boss of the lair
guards took up residence. He'll rush to help if he hears the
sounds of combat, but otherwise can’t be bothered to pay at-
tention to who’s coming or going.

mssiPiersr satyr rogue (CR 6)
miBierzm satyr knight (CR §)

miBiergmmsatyr musicidn(@Rero)
s'Tiergpen satyr warlord (CR 14)

Tiergsrsatyr warlord (CR 14)

4: Long Term Storage

Daemen uses long-term storage to house most of his
wares while he looks for buyers. This room contains 30 crates
of loot.

Both doors leading into the long-term storage are good
wooden doors (Hardness 5, 15 hp, Break DC 18) with no locks.

Tier 1: 1 demenic leprechaun (CR 4)

Tier 2: 3 demenic leprechauns (CR 7)

Tier 3: 3 red leprechauns (CR 9)

usician, 3 red lep

Tierss3fire nymphs, 2 red leprechauns (CR 12)

5: Long Term Storage

Daemen uses long-term storage to house most of his
wares while he looks for buyers. This room contains 30
crates of loot.

Both doors leading into the long-term storage are good
wooden doors (Hardness 5, 15 hp, Break DC 18) with no locks.

Tier 1: 1 satyr (CR 4)

r— o )

mePier: star nymph (CR 15)

Tiers:2 star nymphs{(CR 17)

6:

This room is a small space set aside for items that might
be needed to protect the lair, as well as dangerous goods that
might explode. Currently, the room contains 20 alchemist fires,
20 flasks of acid, and 10 tanglefoot bags.

This room is protected by a good wooden door (Hardness
5, 15 hp, Break DC 18) and is always kept locked when not need-
ed (Disable Device DC 30).

7: Fungal Garden

This room is where Daemen and his men grow special
mushrooms for use in alchemy and for sale to some of their
criminal contacts.

A DC 25 Knowledge (nature) check reveals which mush-
rooms are rare and valuable, allowing the PCs to gather 5 Ibs.
Of mushrooms worth 1000 gp.

If Daemen is the Villain: This room is where his hench-
men can be found, overseeing production. If the PCs visit this
lair before 10 pm, this is where the captured students are work-
ing during the day.

Tier 1: 2 satyrs (CR 6)

Tier 2: 4 satyrs (CR 8)

Tier 3: 2 satyr warlerds (CR 16)

Tier 4: 2 satyr warlerds, 1 star nymph (CR 17)

Tiersrosatyrwarlords, 2 star nymphs (CR 18)

8:

This room contains an alchemical lab, where the fungus
from room 7 are refined into drugs and poisons.

The room contains 500 gp of alchemical components.

If Daemen is the Villain: This is where moonshade is
produced. In addition to the above, the room also contains 4
vials of moonshade.

meBierws; [cprechauns (CR 2)

Tier 2: 1 satyr (CR 4)

 Tier 3: 1 red leprechaun (CR 6) 1

Tier 4: 1 shadew nymph (CR 11)

Tiers:1 satyr warlord (CR 14)

9: Short-Term Storage

This room is dedicated to holding things that are either in
use (either for the alchemy lab in room 8 or for the creatures
living in room 12 and 13), or about to be delivered to an off-site
buyer. This room contains 10 crates of loot.
10: Docks

This area contains two rowboats, and is used to transport
cargo both throughout the lair, and to the exit to be picked up
by an airship.
II:

This small cave contains 3 crates of loot, but is not really
used for storage anymore.
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If Daemen is the Villain: This area is where the cap-
tured students sleep at night. If the PCs are visiting this lair at a
time other than after 10 pm, the students instead will be found
tending the fungus in room 7, aiding in the refinement process
in room 8, or moving boxes in rooms 4, §, and 9.

12: Recreation Area

This room is dedicated to entertainment for the creatures
who live and work in Daemen’s lair. Fey are not known for their
love of work, and especially for nymphs and satyrs, are much
more inclined to play pranks or make love than to stay on task.
As such, this room is set aside for Daemen’s followers to play
in between assignments. This room is equipped for cushions,
couches, and a table, and is filled with various games, puzzles,
and children’s toys. If Daemen is the villain, it also contains 10
vials of moonshade.

Both doors leading into this room are good wooden doors
(Hardness 5, 15 hp, Break DC 18) without locks.

If Daemen is the Villain: This is where the Headmaster
is located. He is mostly ignored by the rooms inhabitants, but
is sometimes used for sport by bored minions. If playing on
tier 5, the satyr warlords in this room represent 1/2 of the Satyr
King’s court.

Tier x: 1 satyr (CR 4)
iPier2: 1 satyr regues (CR 6)

Tier 4: 3 shadew nymphs, 1 satyr warlerd (CR 15)

Tiers: 12 satyr warlords (CR21)

13: Living Area
This is a communal sleeping room for Daemen’s minions.
It is filled with mats and cushions.

Both doors leading into this room are good wooden doors
(Hardness 5, 15 hp, Break DC 18) without locks.

If Daemen is in his lair, he is usually in this room.

mssiPierr 1 wood nymph@R 3)
wssssPiers: 1 fire nymph (GRe)

Tier 4: 4 fire nymphs (CR 13)

Tier 5: Satyr King, 8 star nymphs (CR22)

FEzMET'S LAIR

Fezmet built his lair years ago while he was working as a
diviner for hire, placing it in a pocket demiplane to hide it from
prying eyes. When he was hired as a teacher, he explored the
secret dungeon and found a place to put a permanent portal.

Fezmet’s lair is a mansion designed by a master architect,
and serves as a neutral meeting point for dimensional travelers,
native outsiders, and magical animals, provided they know how
to reach it. Through his craftiness, he has amassed a number of
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servants, allies, and contacts, who spend their
time at Fezmet’s lair either seeing business done,
or paying off debts accumulated by asking Fezmet’s
to use his divination to answer their questions.
Every door in Fezmet’s lair is a good wooden door

(Hardness 5, 15 hp, Break DC 18) that is usually let un-
locked, but can be locked, with a Disable Device DC
of 35. Fezmet’s entire lair has a normal light level.

If Fezmet is the Villain:

Great Ally: If playing at tier 5, Professor Fezmet has
cracked the secret to creating the dragon horror, and has
bred 7 of them. These dragon horrors are under the control
of an alliance of 8 yaksha warlords that blame humanoids
for nature’s troubles and have vowed to rid the world of
them. These yaksha will unleash them on the school in an
attempt to carry out their plans, even if Professor Fezmet
should fall.

These dragon horrors reside on some of the various float-
ing pieces of land that surround Fezmet’s home, where they
are cared for, fed, and their pain alleviated as best as possi-
ble. While the dragon horrors are not in the habit of eating
anything that enters Fezmet’s lair (they are kept well-fed to
stave off those tendencies), they will attack anything when
directed to by Professor Fezmet or their yaksha caretakerSJ

1: Dining Room

This room is an immaculate dining room, worthy of a noble
household. Golden dinner planes and other pieces of dinnerware cov-
er an elongated table in the center of the room. A fire blazes at one
end of the room, and extra chairs and serving tables can be found in
the corners.

This dining room is large enough to facilitate Fezmet’s
many guests, and even Fezmet himself will use a chair when
eating, albeit one that is raised to allow him to see over the
table. In addition to furniture, the room contains 20 pieces
of golden dinnerware (Diminutive, 1 Ib., 100 gp).

Tier 1: 1 yaksha (CR 6)

Tier 2: 2 yaksha (CR 8)

Tier 3: 4 yaksha (CR 10)

Tier 4: 2 yaksha warlerds (CR 16)

Tier 5: 4 yaksha warlords (CR 18)
2: Kitchen

This room is obviously a kitchen, although it looks much sim-
pler than many other rooms in this house. The room bas a fireplace



and several tables filled with knives, meats, pots, pans,
and other cooking necessities.

If Fezmet is the Villain: Sounds can be heard
in this room if a character listens (Perception DC 25)
that indicate movement directly above the room, as if
there were several creatures moving in the same area.

Tier x: 1 yaoguai (CR 4)

Tier 2: 4 yaoguai (CR 8)

 =Tiergranowing yaogiaiCR 10)

Tier 4: 4 rakshasa (CR 14)

Tier§rrcovenant rakshasa(CR 18)

3: Storage

The room before you is obviously a storage room, but one that is
much more organized, with the center of the room open to allow easy
passage, and the various boxes set against the walls. The room also in-
cludes several tables where various sewing or polishing projects seem to
be in different states of completion.

This room is used to store all manner of objects needed to
maintain the mansion, such as silver polish, soap, extra silver-
ware, and more, and is also where the servants perform vari-
ous upkeep tasks such as mending clothes and polishing the
gold and silver. With a DC 10 Perception check, the PCs can
discover 30 pieces of gold and silver ornamentation (silver-
ware, vases, etc., each 1 Ib., 100 gp).

Tier 1: 1 yaoguai (CR 4)

Tier 2: 2 yaksha (CR 8)

3: 2 rakshasa

Tier 4: 2 rakshasa, 2 mewang yaeguai (CR 13)

Tiers:yrakshasa, 2 mowang yaoguai (CR 14)

4: Servant Quarters

This room looks like a bouse in miniature, with a living space,
2 couches, and a fireplace. Several curtains divide the room into sec-
tions, and several beds are visible on the other side.

This room houses whatever creatures are living as
Fezmet’s servants at the moment.

Tier 1: 1 yaoguai (CR 4)

Tier 2: 4 yaksha (CR 8)

¢ I rakshasa

Tier 4: 1 yaksha warlerd (CR 14)

Tier 5: 1 covenant rakshasa (CR 18) 1

5: Lounge

This room is filled with couches, chairs, and tables, and appears to
be a room for receiving guests.

This room contains 3 paintings Medium, 25 Ib., 1,500 gp).

If Fezmet is the Villain: When playing at tier 3 or higher,
this room is where his henchmen are usually found.

Tier 1: 1 yaoguai (CR 4)

Tier 2: 1 yaksha (CR 6)

Tier 3: 2 yaksha warlerds (CR 16)

Tier 4: 2 yaksha warlerds (CR 16)

Tier sy rcovenant rakshasa, 2 yakshawarlords(CR1g) ™

6: Nook

This small room is filled with couches, and has a more intimate air
then the rest of the mansion.

This room is divided from room 5 by a curtain, to give the
people usings this room a measure of privacy.

7: Library

This room is filled with bookshelves lining every wall, with the
exception of a few tables that are scattered about the room.

This room is a library that contains over 1,200 books. Most
of these books are worth 10 gp, but there are 10 books scattered
about the room that are extremely rare, worth 1,000 gp each.

This library is built to aid with the Knowledge (arcana, her-
aldry, history) skills.

If Fezmet is the Villain: When playing at tier 5, this
room is generally where the yaksha warlords do research into
magic to plan their eventual offensive. While they have respect
for Fezmet, they will call the dragon horrors to break down the
walls and aid them if it appears a combat is not going their way.

Tier 1: 1 yaoguai (CR 4)

Tier 2: 2 yaksha (CR 8)

Tier 3: 2 mewang yaeguai (CR 1e)

Tier 4: 4 rakshasa (CR 14)

Tier 5: 8 yaksha warlords (CR 20)

8: Supply Room

This room is filled with boxes and barrels, some of which shine
with an inner-light.

This room is filled with magical components for use in
rituals and magic item creation. In total, the room contains
10,000 gp worth of material, which weighs 1 ton.

9: Nook

This small room is filled with a desk, a few small tables, and a
chair that seems to have been designed for a Tiny creature to sit high
enough to see the desktop.
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This room is divided from room 10 by a
curtain, and is used by Professor Fezmet to make
notations and written comments on his work. With
a Perception DC 20 check or a Knowledge (arcana)
DC 15 check, a PC can discover 1d4 random divina-
tion rituals among the notes.

If Fezmet is in his lair, this is usually where he can
be found.

10: Main Divining Room

This room sports a giant circle painted on the floor about 20 f.
across, covered with runes and symbols. The room almost seems to
crackle with arcane energy.

This room is designed to provide large boosts to the
power of divination magic. When using a divination ritual in
this room, the caster gains a +5 bonus to their caster level.

Tier x: 1 yaoguai (CR 4)

miBiermmyaogual, 1 yakshau(CR 7)

Tier 3: 4 yaksha (CR 10)

Tier 4: 2 yaksha warlerds (CR 16)

Tier §: 1 covenant rakshasa (CR 18)

11: Sub Divining Room

This room features a painted circle on the floor about 15 ft. across,
covered in runes.

Like room 10, this room is built to facilitate divinations,
albeit in a different way. Whenever a caster uses the divine
ability from the Divination sphere in this room, they gain a
+5 bonus to their caster level.

Tier 1: 1 yaoguai (CR 4)

Tier 2: 3 yaoguai (CR 3)

¢ I rakshasa

Tier 4: 1 yaksha warlerd (CR 14)

Tier §: 1 covenant rakshasa (CR18) 1

12: Personal Room

The room before you is lavish, yet functional. It appears to be
an office, filled with a desk and several tables and cabinets. The room
looks like it was made from furniture sized for a Medium-sized
creature, but with extra cushions and parts added onto the chairs to
Jacilitate a Tiny-sized creature.

This room is Fezmet’s personal room, which fills much
of the same purpose as his office in the academy. He doesn’t
use this room much since gaining his room at the academy,
but still keeps this room the way it is in case he ever needs to
make his lair his home again.

The small closet that connects to this room appears to
be nothing special, but a quick look (Perception DC 15) re-
veals scrape marks along the floor, indicating something has

been scraped across it multiple times, as if the wall itself moves.
An even more careful look (Perception DC 20) reveals a latch
that swings the back wall open, revealing room 14.

13: Sleep Chamber

This room appears to be a bedroom, once again sized for Medi-
um-sized creatures, but with extra pieces added to facilitate a Tiny-sized
creature.

Like room 12, this is Fezmet’s personal quarters in the lair,
which he hasn’t made much use of since getting his job at the
academy, but still maintains in case he needs it in the future.

14: Hidden Room

This room is bare compared to the lavish mansion, and the floor is
made of wood and not stone. The room itself is darker and stuffier, with
only a single window, which is barred.

Even in his own lair, Fezmet knew the importance of keep-
ing secrets. This room was built to facilitate anything secretive
that he needed to do. The room is not in use, unless Fezmet is
the villain.

If Fezmet is the Villain: This room is where the head-
master and the missing students are being held.

MEEDA’S LAIR

Meeda’s lair is not a magical laboratory, but is instead a
training ground designed not only to allow her to train, but also
to provide additional special training to students who catch her
eye.

Every door in Meeda’s lair is a good wooden door (Hard-
ness 5, 15 hp, Break DC 18) that is usually let unlocked, but can
be locked, with a Disable Device DC of 35. Meeda’s entire lair
is lit by everburning torches (about 1 per 20 ft. of wall) and has
a normal light level.

If Meeda is the Villain:

Great Ally: If playing at tier 5, Professor Meeda has
managed to summon a pair of solars, who oversee her work
in her lair. Even if Professor Meeda falls, these two solars will
see the plan through and attempt to purge the school of evil.

Meeda’s Minions: Professor Meeda’s lair is often filled
with students. If she is the villain, these are the ‘Mad Dogs’.
If Meeda is not the villain, these are students who are training
to defend their fellow students if the villain should attack the
school.

LEAST DISCIPLE

N Large Human Mageknight 2

Init -1; Senses Perception +2

DEFENSE

AC 12, touch 8, flat-footed 12 (+4 armor, -1 Dex, -1 size))
hp 15 (2dro+4)

Fort +6, Ref -1, Will +3,(+1 vs spells and Sp)

CR2
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OFFENSE
Speed 30 ft.
Melee Large MW greatsword +6 (3d6+6), bite +1 (1d8+2)
Ranged destructive blast +2 touch (1d6 or 2d6 w/ 1 sp)
Space 10 ft., Reach 10 ft.
Special Attacks mystic combat (penetrating blow)
Magic
Caster Level 1st; MSB +2, MSD 13, Concentration +3
Tradition Combat Wizardry (Somatic Casting, Verbal Cast
ing, Focus Casting (amulet), Material Casting, Prepared Cast-
ing, Magic Signs); CAB Int
Spell Points 7 (3 alteration, 4 destruction)
Destruction Sphere — DC 11, Range Close (25 ft.)
- destructive blast 1d6 or 2d6 w/ 1 sp
Alteration Sphere — DC 11, Duration Concentration or 1
minute w/ 1 sp, Talents Greater Transformation, Size Change
- shapeshift 2 traits
TAcTICS
Whenever a least disciple goes into combat, they usually place
a shapeshift on themselves to grant themselves Large size and
a bite attack.
Base Statistics
When not given time to prepare or when their shapeshift is dis-
pelled, the least disciple’s statistics are Size Medium; Init +o;
AC 14, touch 10, flat-footed 14 (+4 armor) Fort +5, Ref +o, Will
+3, Melee MW greatsword +5 (2d6+3), bite +o (1d6+1), Ranged
destructive blast +2 touch (1d6, 2d6 w/ 1sp); Space 5 ft.Reach 5
ft.; Str 15, Dex 11, Con 14, CMB +4; CMD 14
STATISTICS
Str 19, Dex 9, Con 16, Int 12, Wis 10, Cha 8
Base Atk +2; CMB 57 CMD 16
Feats Extra Magic Talent, Extra Spell Points
Skills Acrobatics +3, Climb +8, Knowledge (Arcana) +5, Per
ception +2, Spellcraft +5
Languages Common, one additional language appropriate to
locale
Combat Gear MW greatsword, dagger, Other Gear chain
shirt, amulet (casting focus), spell pouch w/ § gp in material.
EcoLocy
Environment Academy
Organization solitary, pair (2), squad (3-5)
Treasure standard

LESSER DISCIPLE CR

N Huge Human Shifter 5

Init +2; Senses Perception +9

DEFENSE

AC 12, touch 7, flat-footed 12 (+5 armor, -1 Dex, -2 size)

hp 32 (5d8+10)

Fort +8, Ref +3, Will +2,

OFFENSE

Speed 30 ft.

Melee 4 +1 claws +11 (1d8+8), +1 bite +11 (2d6+8),

Ranged destructive blast +1 touch (1d6 or 3d6 w/ 1 sp)

Space 10 ft., Reach 10 ft.

Special Attacks steal language

Magic

Caster Level 3rd (sth Alteration); MSB +5, MSD 16, Con-
centration +6

Tradition Druidism (Verbal Casting, Prepared Caster, Aniimal
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Shaman (Mind)); CAB Wis
Spell Points 8 (3 alteration, 5 destruction)
Destruction Sphere — DC 12, Range Close (30
ft.), Duration Instantaneous or 2 rounds (energy
wall), Talents Crystal Blast, Energy Wall

- destructive blast 1d6 or 3d6 w/ 1 sp (crystal blast, 1

sp: energy wall 1d4, 3d4 w/ 1 sp)

Alteration Sphere — DC 13, Duration Concentra-
tion +2 rounds, or § minutes w/ 1sp, Talents Additional
Limbs, Avian Transformation, Greater Transformation,
Size Change

- shapeshift 3 traits
TAcTICS
Whenever a lesser disciple goes into combat, they place
a shapeshift on themselves to grow an extra set of arms and
claws, as well as to grow to Huge size, using quick transforma-
tion to change as a move action and lingering transformation
to extend the shapeshift by 2 rounds after ceasing concentration.
If a situation calls for it, a lesser disciple may also assume the
form of a tiny bird, gaining the following statistics:
Bird Form
Size Tiny, Init +6; Senses low-light vision, AC 17, touch 14,
flat-footed 13 (+3 Natural, +2 Dex, +2 Size) , Fort +6, Ref +6,
Will +2, Speed 50 ft. fly (poor), Melee (2) +1 claws +4 (1d2+1),
+1 bite +4 (1d3+1), Ranged destructive blast +5 (1d6, 3d6 w/ 1sp),
Space 5 ft., Reach o ft., Str 10, Dex 15, Con 14, CMB +3;
CMD 15, Skills Fly +10, Stealth +18

Base Statistics

‘When not given time to prepare or when this shapeshift is dis-
pelled, a lesser disciple possesses the following statistics:
Size Medium, Init +4, AC 15, touch 10, flat-footed 15 (+§ ar-
mor), Fort +6, Ref +4, Will +2, Melee (2) +1 claws +7 (1d4+4),
+1 bite +7 (1d6+4), Ranged destructive blast +3 touch (1d6, 3d6
w/ 15p), Space ;5 ft., Reach 5 ft.; Str 16, Dex 11, Con 14,
CMB +7; CMD 17 Skills Fly +4, Stealth +8

STATISTICS

Str 24, Dex 7, Con 18, Int 11, Wis 12, Cha 8

Base Atk +3; CMB +10; CMD 17

Feats Extra Bestial Trait, Extra Magic Talent x2, Improved
Initiative

Skills Climb +11, Fly -2, Perception +9, Sense Motive +8,
Spellcraft +8, Stealth -2

Languages Common,

Combat Gear Amulet of Mighty Fists +1, dagger, Other
Gear +1 Chain Shirt

SQ bestial traits (bite, claws) quick transformation, wild
empathy, enhanced attacks (magic), lingering transforma-
tion

EcoLocy

Environment Academy

Organization solitary, pair (2), squad (3-5)

Treasure standard

DI1SCIPLE CRS
N Huge Human Mageknight 8

Init +3; Senses Darkvision 60 ft., Perception +8
DEFENSE

AC 13, touch 7, flat-footed 13 (+5 armor, -1 Dex, -2 size))

hp 60 (8d10+16)




Fort +12, Ref +3, Will +8 (+2 vs spells and Sp)

(GREATER DISCIPLE CR1x

Caster Level 4th, (sth Alteration); MSB +8, MSD 19,
Concentration +9
Tradition Combat Wizardry (Somatic Casting, Verbal
Casting, Focus Casting (amulet), Material Casting, Prepared
Casting, Magic Signs); CAB Int
Spell Points 17 (6 alteration, 11 destruction)
Destruction Sphere — DC 13, Range Close (35 ft.), Dura-
tion Instantaneous or 4 rounds (energy wall), Talents crystal
blast, energy wall
- destructive blast 2d6 or 4d6 w/ 1 sp, (crystal blast, 1 sp: en-
ergy wall; 2d4 or 4d4 w/ 1 sp)
Alteration Sphere — DC 13, Duration Concentration or §
minutes w/ 1sp, Talents Elemental Transformation, Greater
Transformation, Size Change
- shapeshift 3 traits
TACTICS
Whenever a disciple goes into combat, they usually place a
shapeshift on themselves to grant themselves Huge size, a bite
attack, and darkvision just in case.
Base Statistics
When not given time to prepare or when their shapeshift is
dispelled, the least disciple’s statistics are:
Size Medium, Init +5, Senses none, AC 18, touch 1r,
flat-footed 17 (+7 armor, +1 Dex), Fort +10, Ref +5, Melee +1
lucerne bammer +12/+7 (1d12+5), bite +7 (1d6+1); Vital Strike +1
lucerne hammer +12 (2d12+5), Ranged destructive blast +9 touch
(2d6, 4d6 w/ 1sp), Space 5 ft., Reach 10 ft., Str 16, Dex 12,
Con 14, Int 12, Wis 10, Cha 8, CMB +11; CMD 22
STATISTICS
Str 24, Dex 8, Con 18, Int 12, Wis 10, Cha 8§
Base Atk +8/+3; CMB +17; CMD 26
Feats Cantrips, Counterspell, Extra Magic Talent, Extra
Spell Points, Improved Initiative, Vital Strike
Skills Knowledge (arcana) +12, Perception +8, Spellcraft +12
Languages Common, one additional language appropriate
to locale
Combat Gear +1 lucerne hammer, dagger, staff of alteration
+1, Other Gear +1 chain shirt, cloak of resistance +z, amulet
(casting focus), spell pouch w/ 20 gp in material.
SQ Stalwart
EcoLocy
Environment Andrus
Organization solitary, pair (2), squad (3-5)
Treasure standard

OFFENSE N Huge Human Shifter 11
Speed 20 ft. Init +3; Senses Perception +15
Melee +1 lucerne hammer +16/+11 (4d6+11), bite +10 DEFENSE
(2d6+3); Vital Strike +1 lucerne hammer +16 (8d6+11) AC 13, touch 7, flat-footed 13 (+6 natural, -1 Dex, -2 size)
Ranged destructive blast +5 touch (2d6 or 4d6 w/1sp)  hp 104 (11d8+55)
Space 15 ft., Reach 30 ft. Fort +16, Ref +9, Will +7,
Special Attacks marked, mystic combat (penetrating Immune Poison
blow, invisibility) OFFENSE
Magic

Speed 30 ft., 30 ft. fly (perfect)
Melee 4 +1 claws +19 (1d8+11), 2 +1 slams +19 (2d6+11), +1 bite +19
(2d6+11)
Ranged destructive blast +7 touch (4d6 or 8d6 w/ 1sp)
Space 15 ft., Reach 15 ft.
Special Attacks pounce, steal language
Magic
Caster Level 8th (11th Alteration); MSB +11, MSD 22, Con-
centration +12
Tradition Druidism (Verbal Casting, Prepared Caster, Aniimal
Shaman (Mind)); CAB Wis
Spell Points 12 (5 alteration, 7 destruction
Destruction Sphere — DC 15, Range Close (45 ft.), Dura-
tion Instantaneous or 2 rounds (energy wall), Talents Acid
Blast, Crystal Blast, Energy Wall

- destructive blast 4d6 or 8d6 w/ 1 sp (acid blast, crystal blast,

1 sp: energy wall, 4d4 or 8d4 w/ 1 sp)

Alteration Sphere — DC 16, Duration Concentration +5
rounds or 110 minutes w/ 1sp, Talents Additional Limbs, Bes-
tial Spirit, Elemental Transformation, Greater Transformation,
Plant transformation, Size Change

- shapeshift 4 traits
Tacrics
Whenever a greater disciple goes into combat, they usually
place a shapeshift on themselves the plant form with additional
limbs x2, claws, and size change (huge) traits.
Base Statistics
‘When not given time to prepare or when their shapeshift is dis-
pelled, the greater disciple’s statistics are:
Size Medium, Init +4, AC 17, touch 11, flat-footed 16 (+6 ar-
mor, +1 Dex), Fort +14, Ref +11, Melee (2) +1 claws +13 (1d4+5),
+1 bite +13 (1d6+5), Ranged Destructive blast +9 touch (4d6,
8d6 w/ 1 sp), Space s ft., Reach s ft., Str 20, Dex 13, Con 18,,
CMB -+13; CMD 24, Skills Fly +24, Stealth +15
STATISTICS
Str 28, Dex 9, Con 22, Int 11, Wis 12, Cha 8
Base Atk +8; CMB +18; CMD 26
Feats Extra Bestial Trait x3, Extra Spell Points, Improved Ini-
tiative, Iron Will, Toughness
Skills Fly +17, Perception +15, Sense Motive +15, Spellcraft +14,
Stealth +5
Languages Common
Combat Gear +2 amulet of mighty fists, dagger, Other Gear
+I chain shirt, belt of physical perfection +2, cloak of resistance
=3
SQ bestial traits (bite, claws, pounce, flight, perfect flight),
boundless communication, quick transformation, wild empa-
thy, enhanced attacks (magic, cold iron, silver, and chaotic), lin-
gering transformation
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EcoLocy

Environment Academy

Organization solitary, pair (2), squad (3-5)
Treasure standard

SUPREME DISCIPLE 14

N Huge Human Shifter 14
Init +3; Senses Perception +18
DEFENSE
AC 22, touch 8, flat-footed 22 (+7 armor, +7 natural, -2 size)
hp 147 (14d8+84)
Fort +20, Ref +13, Will +9,
Immune Poison, Disease
OFFENSE
Speed 30 ft., 30 ft. fly (perfect)
Melee 4 +1 claws +22 (1d8+12), 2 +1 slams +22 (2d6+12), +1 bite +22
(2d6+12), rend (2 claws, 1d8+16)
Ranged destructive blast +10 touch (6d6 or 12d6 w/ 1 sp)
Space 15 ft.; Reach 15 ft.
Special Attacks pounce, steal language
Magic
Caster Level 10th (12th Destruction, 16th Alteration); MSB
+14, MSD 25, Concentration +15
Tradition Druidism (Verbal Casting, Prepared Caster, Aniimal
Shaman (Mind)); CAB Wis
Spell Points 22 (7 alteration, 15 destruction)
Destruction Sphere — DC 17, Range Close (55 ft.), Dura-
tion Instantaneous or 12 rounds (energy wall), Talents Acid
Blast, Crystal Blast, Energy Wall, Explosive Orb

- destructive blast 6d6 or 12d6 w/ 1 sp (acid blast, crystal

blast, 1 sp: energy wall, 6d4 or 12d4 w/ 1 sp, explosive orb
20 ft. radius)

Alteration Sphere — DC 19, Range Touch or Close (65 ft.),
Duration Concentration or 160 minutes w/ 1sp, Target 1 or
8 w/ 1 sp, Talents Additional Limbs, Bestial Spirit, Elemen-
tal Transformation, Greater Transformation, Mass Alteration,
Plant transformation, Ranged Alteration, Size Change

- shapeshift 5 traits

of physical perfection +2, cloak of resistance +4
SQ bestial traits (barding, bite, claws, pounce,
flight, perfect flight), boundless communication,
quick transformation, wild empathy, enhanced at-
tacks (magic, cold iron, silver, and chaotic), lingering
transformation

EcoLocy

Environment Academy

Organization solitary, pair (2), squad (3-5)
Treasure standard

1: Trapped Hallway

This is the trapped hallway from room 2 of the secret
dungeon, floor 2.

2: Obstacle Course

Small walls, large stones, and spiked blockades litter the ground
of this room, laid out in a way that anyone traversing the room would
need to crawl under or leap over many of them.

This room was designed by Meeda in order to test her dis-
ciples and herself. The whole room counts as difficult terrain,
and completing the course requires 3 successful DC 15 Climb
checks and 3 successful DC 15 Acrobatics checks. Each check
takes 1 round to make; any failed check increases the required
passing time by an additional round as the required check is
remade.

msss{Pier: 2 lcast disciple (CR 4)

Tier 2: 3 lesser disciple (CR 8)

Tier 3: 1 greater disciple, 3 disciples (CR 12)

Tier 5: 4 supreme disciples (CR 18)

3: Practice Room

TacTics

Whenever a supreme disciple goes into combat, they usually
place a shapeshift on themselves the plant form and with the
additional limbs x2, claws, rend, and size change (huge) traits.
Base Statistics

When not given time to prepare or when their shapeshift is dis-
pelled, the greater disciple’s statistics are:

Size Medium, Init +6; AC 19, touch 12, flat-footed 17 (+7 ar-
mor, +2 Dex), Fort +18, Ref +15, Melee (2) +1 claws +18 (1d4+8),
+1 bite +18 (1d6+8), Ranged destructive blast +12 touch (6d6, 12d6
w/ 1 sp), Space 5 ft., Reach 5 ft., Str 20, Dex 14, Con 20,
CMB +17; CMD 29, Skills Fly +27, Stealth +19

STATISTICS

This room contains several mats and wooden targets, with a
few assorted bean bags and a few weapons laid out on a few small
tables.

This room is set apart for students to hold practice
fights, as well as for students who need to work on their
aim. Among other things, the room contains 2 +1 scimitars,
a +1 dagger, and a +1/+1 quarterstaff.

Tier 1: 1 avenger (CR 4)

Tier 3: 1 avenger captain, 2 disciples (CR 12)

Str 28, Dex 10, Con 24, Int 11, Wis 12, Cha 8

Base Atk +10; CMB +18; CMD 26

Feats Extra Bestial Trait x3, Extra Magic Talent, Extra Spell
Points, Improved Initiative, Iron Will, Toughness

Skills Fly +21, Perception +18, Sense Motive +18, Spellcraft +17,
Stealth +9

Languages Common

Combat Gear amulet of mighty fists +3, dagger, staff of al-
teration and destruction +2 Other Gear +3 chain shirt, belt
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Tier 5: 4 supreme disciples (CR 18)

4: Barracks

This small room contains several beds, each with a small side
table and a foot locker.







The barracks in Professor Meeda’s rooms are designed for
students and summoned creatures, as she encourages those
seeking to practice to stay the night in her lair when practice
runs too late for them to successfully return to the academy.

The footlockers are mostly empty, but a quick search (1.5
minutes, Perception DC 15) reveals an assortment of valuables,
such as a necklace (100 gp), a deck of marked cards (1 gp), and a
10 pin bowling set (10 gp, 15 Ibs.).

ssssnPier ; 2 least disciples (CR 4)

Tier 2: 2 cheirs (CR 8)

s Tiery : 3 herald angels (GRG)

Tier 5: 2 supreme disciples, 2 herald angels (CR 17) J

5: Barracks

This small room contains several beds, each with a small side table
and a foot locker.

The barracks in Professor Meeda’s rooms are designed for
students and summoned creatures, as she encourages those
seeking to practice to stay the night in her lair when practice
runs too late for them to successfully return to the academy.

The footlockers are mostly empty, but a quick search (1.5
minutes, Perception DC 15) reveals 1d4 random minor potions.

mssBiernwn least disciple (CR 2)
mBierze [esser disciple (CR )

mPiers: > disciples (CR 1e)
msPiergpemsupreme discipled@R 14)

Tier 5: 2 supreme disciples (CR 16)

6: Barracks

This small room contains several beds, each with a small side table
and a foot locker.

The barracks in Professor Meeda’s rooms are designed for
students and summoned creatures, as she encourages those
seeking to practice to stay the night in her lair when practice
runs too late for them to successfully return to the academy:

The footlockers are mostly empty, but a quick search (1.5
minutes, Perception DC 15) reveals a single +1 flaming long-
sword.

If Meeda is the Villain: This room is where the kidnapped
students are kept. They are made as comfortable as possible,
but still kept from recovering hit points or spell points to pre-
vent them from escaping.

Tier 1: 1 avenger (CR 4)

m'Pierswmehoir, 1 avenger sergeant (CR 8) »

WIIC 0 1dco

2 supréme

disciples (CR 18)

Tier 5: 1 wife of Gideon, 4 herald
angels (CR 19)

7: Recreation Room

This room appears similar to a tavern room, filled
with tables and chairs arranged for groups to be able to
talk while eating or drinking. Several smaller tables along
the walls are covered in tankards.

Because of Professor Meeda’s military experience, she
runs her practice drills for students in a very miliary fashion,
including setting apart rooms like this one for students to
relax together to build camaraderie.

A quick search of the room (1.5 minutes, Perception DC

10) reveals 20 bottles of fine wine (1.5 Ibs., 10 gp) and 10 gallons
of ale (8 Ibs., 2 sp).

— e e P
mePierzey lesser disciplesiCR 8)

Tier 3: 4 disciples (CR 12)

preme disci

Tiergrgsupreme disciples(CR18)
8: Meeda’s Room

This room appears to be a combination of an office and a bed-
room, but sized for a creature larger than an average buman. It ap-
pears rather plain, and the room has the appearance of not having
been used often.

Despite already having a room in the academy, Professor
Meeda has always lived by the motto of preparation. While
she rarely uses this room, it is equipped with a bed and desk,
in case for any reason she finds herself in need of a new place
to sleep or work, such as if the school falls under attack.

The storage room connected to this room contains
15,000 gp in magical components (1,500 lbs.) for the work-
ing of rituals, all stored in various boxes.

If Meeda is the Villain: The storage room built off of
this room is where the Head Master is being kept.

9: Summoning Room

This room contains a circle drawn on the ground with a va-
riety of runes. Two braziers provide the room with light, and the
smell of burning incense.

Although Professor Meeda is not a particularly skilled
summoner, her experience as a soldier often found her work-
ing alongside paladins, clerics, and various celestial soldiers.
She equipped her lair with a summoning room in order to
bring these celestial soldiers to her side more easily.

‘When using this room to summon a celestial creature as
a summoned ally, a summoner gains a +5 bonus to their caster
level for that spell, ritual, or sphere ability.

If Meeda is the Villain: When playing at tier 5, this is
where Meeda’s great servants spend their time.
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Tier 1: 1 avenger (CR 4)

Tier 2: 1 cheir (CR 6)

miBiergmapsychopompsi(CR 11)
mPiersges herald angels (CR 15)

Tier 5: 2 solars (CR 25)

SAVESHA'S LAIR

Although Savesha left Hell, it had been her home for an
eternity, and when she gained enough power and influence to
merit a lair, she decided to place it in a demiplane patterned
after Hell to make herself feel more comfortable.

Despite leaving hell, Savesha is always attended to by cam-
bions and extraplanar creatures who serve her under contract.
These creatures often act as servants to keep her lair function-
ing, as well as informants who tell her of all the news happening
in the outer planes.

Every door in Savesha’s lair is a good wooden door (Hard-
ness 5, 15 hp, Break DC 18) that is usually left unlocked, but do
possess good locks when needed (Disable Device DC of 35).
Savesha’s entire lair has a normal light level.

Every painting depicted in the map that isn’t specficially

mentioned in a room is a basic painting from a skilled artist

(Small, 15 Ibs., 100 gp).

If Savesha is the Villain:

Great Ally: If playing at tier 5, Professor Savesha has
made deals with Charon himself and a consortium of
merchants of hell, who have sent 4 of their number to
her aid. These beings stand to gain quite a bit of profit
from the destruction of the school, and will see Profes-
sor Savesha’s plans through even if she should fall first.

A

1: Entry

This simple room has a stone floor and contains several pegs
and spaces to place coats and boots.

‘While it is possible to enter or exit the mansion from

a room other than this one, this room is the designated ‘re-

ception’ room, where some of Savesha’s servants wait to greet
anyone who visits the mansion.

mssifier: 2 cambions (@R 3)

Tier 2: 1 succubus (CR 7)

Tier 3: 2 cambion sercerers (CR 9)

Tier 4: 1 cambien mageknight (CR 12)

Tiergrrmerchant of hell(CR19)

2: Music Room

Every seat in this room faces a large piano that eastly takes up a

fourth of the space.

This room is dedicated to the masterwork piano that sits
prominently in the center (Huge, 1,000 Ibs., 1,000 gp). A search
of the room (1.5 minutes, Perception DC 15) reveals 4 other
masterwork instruments (Tiny, 3 Ibs., 110 gp). The room also
contains 4 paintings (Small, 15 Ibs., 150 gp).

3: Lower Library

While not as extensive as the school library, this room is an impres-
sive library with a spiral staircase extending up through the middle.
The room also contains several tables that seem set aside for study.

This room, combined with room 20 above, constitutes a
library built to facilitate the Knowledge (arcana, planes, local)
skills. With a DC 25 Appraise check, the PCs can also discover
10 particularly valuable books, worth 200 gp each.

Tier 1: 1 imp, 2 cambiens (CR 4)

Tier 2: 1 grand ceunciller, 1 succubus (CR 8)

Tier 4: 4 corrupter captains (CR 14)

Tier 5: 4 cambion mageknights (CR 16)

4: Storage

This room contains several chest and tables covered in smaller con-
tainers.

This room contains many of the cleaning and servicing
supplies required to run the mansion. A search of the room (1.5
minutes, Perception DC 15) also reveals 20 healing potions (CL
1, 50 gp, 1d8+1) for use in keeping subjects alive in room 5.

5: Torture Room

This room is filled with hooks, blades, a vat of oil, blood-stained
tables equipped with shackles, and other torture devices.

Despite changing her own alignment, many of Savesha’s
servants are still evil, and Savesha had this room installed in
her mansion in case any of her servants wanted to enjoy some
private time with their lovers or slaves.

If Savesha is the Villain: This room is where the kid-
napped students are kept.

6: Daemon Pit

This room is darker than usual, and feels oppressive. The floor is
covered with a pentagram covered in runes, that seem to glow slightly.

The daemon pit is a summoning circle that is especially
tuned to summoning daemons; a dangerous group of creatures,
even for other infernals. This room is protected by a ward that
does not allow any summoned creature to enter or exit it (CL
20, MSD 31). This room grants a summoner a +5 bonus to their
caster level for the spell, ritual, or sphere ability used, and only
requires half the usual time to create a diagram for the sum-
moning.
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If Savesha is the Villain: If playing on tier 5, this room is Tier 4: 8 succubi (CR 13)
where Charon stays, as he has no interest in sleep or enjoying
the pleasures of the mansion.

Tier 5: 3 cambion mageknights,

Tier x: nene _ 2 succubi (CR 15)
Tier 2: nene » 11: Pantry

This room is filled with several large shelves, filled with
Tier 3: nene foodstuffs.

This room and the attached wine closet are filled
with expensive foods. (10 pieces, Tiny, 10 lbs., 10 gp) and
. fine wines (20 bottles, Tiny, 1.5 Ibs., 10 gp), but a successful

Tier 5: Charon (CR 23) search (Perception DC 15) Tllle)VCI‘S Ioogll:)s. of exotic spices
7: Servant Quarters (1 Ibs., 15 gp).

Several beds cover this simple room, laid out in arowina 12: 2-story Foyer
utilitarian way. The room also contains a small washtub, several
tables, and a couch.

Tier 4: nene

This room has an open roof; and a spiral staircase that connects the

upper and lower floors.
If Savesha is the Villain: At tier 3 and higher, this room
is where Savesha’s henchmen sleep. Tier x: 2 cambiens (CR 2)
meesiTierrs alp, 1 cambien
1alp, r cambion (CR 4) s PierawT Cambion sorccrer(@R 7)

i cambien serce 7)

Tier 3: 2 cambien sercerers (CR ¢)

Tier 3: 4 cambion magcknights (CR 16) Tier 4: 1 cambion mageknight (CR 12)

Tier 4: 4 cambion mageknights (CR 16)

Tier 5: 2 cambion mageknights (CR 14)

Tier 5: 4 cambion mageknights (CR 16) 13: Private Dining Room
8: Laundry Room This room appears to be a dining room, but a surprisingly small

and intimate one for the size of the mansion that contains it.

This room contains several washing tubs and hanging racks, like
those usually used to wash and dry clothing. This room contains silver place settings (6 pieces,
Diminutive, 1 Ib., 10 gp).

Like all of Savesha’s clothing, the outfits in this room are
extremely expensive. Along with assorted clothing for servants,
this room contains 5 outfits that appear to be courtier outfits,

but if successfully appraised (Appraise DC 20) are revealed to mssiPierawrcambion sorcerer(CR 7)
be made of extremely expensive silks (Medium, 6 Ibs., 200 gp).

Tier 1: 2 cambiens (CR 2)

9: Seamstress Workshop Tier 3: 2 cambien sercerers (CR 9)

This room appears to be a dressmaker’s shop, filled with rolls of
fabric, tables with sewing equipment, and in the back several racks of
elegant dresses.

Tier 4: 1 cambien mageknight (CR r2)

Tier 5: 2 cambion mageknights (CR 14)

This room contains 10 outfits that appear to be courtier
outfits, but if successfully appraised (Appraise DC 20) are re- 14: Formal Dining Room
vealed to be made of extremely expensive silks (Medium, 6 Ibs.,
200 gp). The room also contains more traditionally-expensive
looking outfits, including 4 noble’s outfits Medium, 10 Ibs., 75
gp), and 2 royal outfits (Medium, 15 Ibs., 200 gp). The room also
contains 100 yards of silk (Medium, 1 yard., 1 Ib., 10 gp).

This room is a large dining room, where an enormous table sits
on an expensive rug, surrounded by large chairs.

This room contains silver place settings (12 pieces,
Diminutive, 1 Ib., 10 gp).

10: Kitchen mBier: > cambions (CR 2)
This simple room appears to be a kitchen, equipped with a stove - -
and several tables covered in pots, pans, and other cooking utensils. Tier 2: 1 cambion sorcerer (CR 7)

stBierezss; cambions (CR 4 ey ARl ol T (OReg) s
seibieras succubus (CR7) (. e——

msiPierss 4 succubi (CR 11) Tier 5: 2 cambion mageknights (CR 14)
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15: Smoking Room

19: Summoning Room

This room contains several large padded chairs surrounding a
small table. The lingering smell of old tobacco and smoke is thick inside
this room.

This room is decorated with lines and runes the likes
of which you've seen in Savesha’s class, which are normal-
Uy used for summoning.

Tier x1: 2 cambiens (CR 2)

Tier 2: 1 cambien sercerer {CR 7)

Tier 3: 2 cambien sorcerers (CR g)

Tier 4: 1 cambion mageknight (CR 12)

Tier 5: 2 cambion mageknights (CR 14)

16: Drawing Room

This room is decorated with several expensive-looking paintings,
and contains several large couches and tables.

Tier 1: 2 cambiens (CR 2)

——— e T O
" Rier3: 2 cambion sorcerers (CR o)

Tier 4: 1 cambion mageknight (CR 12)

Tier 5: 2 cambion mageknights (CR 14)

17: Summoning Room

This room is decorated with lines and runes, such as are normally
used for summoning,

This is Savesha’s backup summoning room, for when one
of her subordinates wants to summon something while she is
busy in her main room, or if she needs to summon multiple
creatures at once, but keep them in different rooms while she
negotiates with them. When using this room to summon a crea-
ture through a spell, ritual, or sphere ability, the caster gains a +5
enhancement bonus to their caster level, and only requires half
the usual time to create a diagram for the summoning.

18: Cocktail Room
Several chairs and sofas with a bronze and white color scheme are

arrayed around several tables, some of which are stilled arrayed with a
variety of glasses and drinks.

Because Savesha often summons friends and allies directly
to her home through the use of rooms 17 and 19, she had the
space between them outfitted to a party room, where different
groups could meet and drink while discussing business, such as
those currently using the room.

TIEE TR
Tier 3: 3 dealmakers (CR 11)

Tier 5: 1 merchant of hell, 2 cambion mageknights (CR 19)
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This room is Savesha’s main summoning chamber,
and the one she is most likely to use. When using this
room to summon a creature through a spell, ritual, or
sphere ability, the caster gains a +5 enhancement bonus to
their caster level, and only requires half the usual time to
create a diagram for the summoning,.

20: Upper Library

This room contains a desk and several chairs, as well as sev-
eral bookshelves filled with books. A single spiral staircase descends
through the floor into the room below.

This room is a continuation of room 3 above.

21: Guest Room

This room appears to be a bedroom, more simply decorated than
much of the mansion, but still elegant.

This room is set aside for the use of guests who are staying
the night at Savesha’s mansion.

If Savesha is the Villain: If playing on tier 5, this room
is where some of the cabal of merchants of hell are staying.

Tier 1: nene

Tier 2: nene

Tier 3: nene

Tier 4: nene

Tiergr2merchants of hell{CR 21)

22: Guest Room

This room appears to be a bedroom, more simply decorated than
much of the mansion, but stil elegant.

This room is set aside for the use of guests who are stay-
ing the night at Savesha’s mansion.

Tier 1: nene

Tier 2: nene

Tier 3: nene

Tier 4: nene

Tiergr2zmerchants of hell{CR 21)

23: Sitting Room

This room contains several chairs and a sofa. The furniture and
the walls all bave a white color theme.

Savesha’s mansion is built to facilitate very large gather-
ings; and contains many rooms like this one that mostly exist
to hold guests during a gathering.

This room contains two of Savesha’s greatest paintings.

(Small, 15 Ibs., 1,000 gp).



Tier x: 2 cambiens (CR 2)

Tier 2: 1 cambioen sercerer (CR 7)

Tier 3: 2 cambion sercerers (CR 9)

Tier 4: 1 cambion mageknight (CR 12)

Tier 5: 2 cambion mageknights (CR 14)
24: Sleep Chamber

This room is a lavish bedroom, with an enormous bed placed
in the center, surrounded by a vanity, a couch, and other furniture a
person might need.

If Tocs is the Villain:

Great Ally: If playing at tier §, Professor Tocs has enlist-
ed the aid of the merp elders (6 merp dilettantes), who over
see his lair and grow his army. Even if Professor Tocs should
fall, these merp elders will attempt to see the plan through

and build their new merp kingdom.

‘While Savesha rarely sleeps in her mansion since getting
her room in the academy, this room is the master bedroom that
is set aside for her private use.

Between the dresses in the closets and the pesonal jewelry
in the storage rooms, these rooms contain over 5,000 gp in
jewelry and 5,000 gp in assorted clothing.

If Savesha is the Villain: This room is where the Head-
master is being kept.

25: Orgy Room

The room before you is covered with large cushions and pillows,
but no other furniture. The walls are painted a deep red, which makes
the room seem dark even when well-lit.

Although Savesha has turned her back on her former suc-
cubus life, many of her servants and guests are succubi and
cambions, who regularly make use of this room.

Among the cushions, this room contains 1d20 doses of
random drugs.

Tocs LAIR

Toc’s lair was built in the merp wood after the teacher
reached an agreement with the merps that he would provide
them with fun if they provided him with a protected place to
house his private experiments.

Toc’s lair is built into several giant living trees. On the
inside they are lit via a permanent light spell (CL 10, MSD
21), but on the outside, he light level depends on the time
of day. Each room has a door that is grown into the tree as
well, making them all strong wooden doors (Hardness 5, 20

hp, Break DC 23) but with no locks.

Toc’s Lair is overseen by merps, many of which are al-
ways outside playing or doing work.

Tier 1: 6 lucky merps (CR 7)
mBiersympradiant merps, 8 specdy merps (CR 13) A

b,

Tier 5: 4 tinker merps, 4 radiant merps,
4 speedy merps (CR 20)

1: Toc’s Room

This room appears to be a bedroom and office, but one designed for
a remarkably tiny individuall.

This is Toc’s personal room. He doesn’t use it often since
he already has a house, but he still maintains this room in case
an experiment goes late and he needs a place to make notes or
rest.

If the PCs are Small sized or smaller, they may enter this
room, otherwise they are simply too big to enter.

A quick search of the room (Perception DC 20) uncovers
1d4 random medium magic items, each sized for a Tiny crea-
ture.

2: Personal Lab

The inside of this tree looks almost like a classroom from the acade-
my, complete with several tables covered in magical equipment.

Because merps are naturally very magically gifted, Tocs in-
cluded this lap so that the merps could work on various exper-
iments for him. The room is a fully-functional magical lab such
as used for creating magic items and performing rituals, and
adds a +2 bonus to any Spellcraft check made in this location
for those purposes.

If Tocs is the Villain: If playing at tier 3 or higher, this
room is where Tocs’ henchman oversees experiments.

mesiBierre speedy merp (CR 4)
meBiere radiant merpW@Reg)

Tier 3: 1 tinker merp (CR 16)

Tier 4: 1 tinker merp (CR 16)

Tier 5: 2 tinker merps (CR 18)

3: Feeding Room

This room is filled with large potted plants. The room smells of
blood, and the remains of several large animals can be seen scattered
about the room.

Because some of Toc’s plant-based experiments need to eat
creatures in order to survive, these plants are always raised in
this special feeding room until they learn what they can or can’t
eat, and are therefore safer for relocation.
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Tier x: 2 entangling vine guardian plant (CR 4)

Tier 2: 1 man-trap guardian plant (CR 7)

Tier 3: 2 champien guardian plants (CR 11)

Tier 4: 2 clockwerk vine nests (CR 13)

Tier 5: 1 venus fisher (CR 15)

4: Weather Room

The air in this room swirls, as if a storm were brewing inside

the building

This room is set aside for Toc’s weather experiments,
providing an enclosed, safe place for them. Casters gain a +§
enhancement bonus to the Weather sphere when inside this
room.

This room contains a wand of Weather (CL 8, 2 sp, greater
weather, storm lord) which is in the hands of one of the crea-
tures inside.

Tier 1: 1 speedy merp (CR 4)
miBierze speedy merps (CR 6)

miPierges radiant merps@Rere)
e tinker merpHERerG)

Tierssrmerp dilettante(CR 20)

5: Fungal Cave

The room before you is darker than normal, and you see the out-
line of mani fungi spread all around you.

This room was grown over an entrance to the caverns
(this room connects to the caverns room 3) in order to facil-
itate the growth of fungus. It has a dim light level instead of
a normal light level.

Tier 1: 1 guardian plant fungus (CR 5)

Tier 2: 3 guardian plant fungi (CR 8)

Tier 3: 6 guardian plant fungi (CR 10)

Tier 5: 3 champion guardian plants, i
4 guardian plant fungi (CR 13)

6: Merp Council Chamber

This room is filled with cushions and scattered children’ toys,
strewn bapbazardly around the room.

Because Toc’s lair is built inside the merp wood, this
room is specifically set aside for merp use. While the room is
officially a council room for merps to meet, merps have little
inclination to hold meetings unless they are an elder, and so

this room is mostly used to house toys that merps want to keep
out of the rain.

The room contains over 100 children’s toys and puzzles
(Tiny, 1 1b., 5 gp). A search of the room (Perception DC 20) also
uncovers 1d6 random minor magic items. A more skillful search
(Perception DC 25) uncovers an additional 1d6 random minor
magic items.

If Tocs is the Villain: This is where the headmaster is be-
ing kept. At tier 5, this room is where the merp elders meet as
well.

Tier 1: 3 lucky merps (CR 5)

Tier 2: 2 speedy merps, 4 lucky merps (CR 8)

Tier 3: 2 radiant merps, 8 speedy merps (CR 12)

msPiery : 1 tinker merp (GRT6)

Tier 5: 6 merp dilettantes (CR 25)

7: Experiments

This row of plants are large, and turn to face anything that comes
near them.

Some of Toc’s experiments are too large to put inside the
buildings. These plants are trained not to attack Tocs or merps,
but anything else is prey to them.

»
.

W

Tiers: 6 venus fishers (CR19)

WINDJINA'S LAIR

When Windjina was hired, she discovered the school’s
secret dungeon, then faked the accident in the school’s aban-
doned classroom so she could put up the illusionary rubble and
guard the entrance to her lair.

Windjina’s lair follows the architectural and decorative
stylings of the weremantis people, to serve as a touch of home
away from home for her. The walls and doors of her lair are
made of paper and wood (hardness 5, 10 hp, Break DC 14), and
the house is lit by oil lamps to give it a normal light level. All
doors are normally unlocked at all times, and when locked, only
possess a Disable Device DC of 20.

Windjina’s lair contains many paintings (especially in the
gallery, which contains 9 paintings {Small, 15 Ibs., 150 gp}D), but
also contains many pieces of rare pottery, and many careful-
ly-cultivated pants. Each piece of pottery has the following
statistics: Tiny, 5 Ib., 75 gp, and each plant has the following
statistics based on size: Tiny: 5 Ibs., 50 gp; Small: 25 Ibs., 150 gp;
Medium: 45 Ibs., 350 gp.
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Although Windjina rarely keeps servants that are not at-
tractive human males (and sometimes females), her lair often
plays host to various powerful creatures, with whom she often
trades information and magical favors. Of particular note are
several tribes of oni and rakshasa that she has often had deal-
ings with in the past, and who can often be found staying as
guests in her lair while their business is conducted.

‘Windjina’s lair also contains many humanoid servants that
are kept under her mind control. If Windjina is the villain then
these are the kidnapped students, otherwise they are slaves im-
ported secretly from her homeland. Use the statistics for disci-
ples under Meeda’s Lair description for the statistics of these
mind-controlled slaves. As the mind control is of her own mak-
ing, each enchantment has a CL of 20 and an MSD of 31.

If Windjina is the Villain:

Great Ally: If playing at tier §, Professor Windjina has
made her greatest alliance with 6 bodhisattva brothers. In
exchange for trading away certain secrets of the wereman-
tis people, she has contracted their aid in her assault of the
school, an order they will carry out for honor’s sake even if

_ Professor Windjina should fall.

1: Reception

This room is mostly bare, featuring only a few low chairs and some
cushins, which from the indents on them are apparently used for kneeling.

Windjina always keeps some underlings in this room to in-
tercept any guests that might arrive unannounced.

mesmiBierwn least disciple (CR 2)
mPiersm lcsser disciples@R )
mss'Bier3: 1 disciplc (CR §)

Tier 4: 1 greater disciple (CR 11)

Tier 5: 1 supreme disciple (CR 14)

2: Tea Room

At the center of this room is a table and an expensive-looking tea
set, surrounded by low chairs.

This room contains 20 pieces of expensive porcelain dish-
ware (Diminutive, 1 1b., 35 gp).

3: Library

This room contains many full bookshelves along with a table and
several chairs.

This library is built to facilitate the Knowledge (nobility,
history, local) skills.
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If Windjina is the Villain: If playing at
tier 3 or higher, Windjina’s henchmen can often
be found in this room, taking advantage of her
many books to do their own research into increasing
their own power.

mewiBierws lesser disciples@R 5)
Tier 2: 1 oni (CR 8)

miBiergagponi warmengersi(CR 16)

mPiergsgoni warmongersCR 16)

Tiers:goni warmongers(CR 16)

4: Music Room

This room contains many chairs and cushions all pointed towards
a table and chair, which are topped with several musical instruments.

This room contains 3 masterwork instruments.

5: Guest Room

This room is a modest bedroom, with a single large bed.

The creatures staying in this room are guests of Windjina,
who come through regularly in order to discuss information
and favors owed or given.

Tier 1: nene

Tier 2: 1 eni {CR 8)

me'Biers: 2 rakshasa (CR 12)
mePiergperon warmengers(@R 14)

Tiergrrcovenant rakshasa(CR 18)

6: Guest Room

This room is a modest bedroom, with two large beds.

The creatures staying in this room are guests of Windji-
na, who come through regularly in order to discuss informa-
tion and favors owed or given.

Tier 1: nene

Tier 2: 1 oni (CR 8)

: 2 rakshasa

Tier 4: 2 oni warmengers (CR 14)

Tierg:sgoni warmongers {CR 16)

7: Lab

This room contains several desks and pieces of magical equip-
ment, but it appears more modest than some you've seen at the school.

As a powerful magician, Windjina has her own magical
laboratory, although she has never been as inclined towards
research as many of her compatriots. The storage rooms con-
nected to this laboratory contain 2 tons (20,000 gp) worth of
magical components.






mPierrsy lcast disciples (CR 6)

Tier 2: 1 oni {CR 8)

Tier 3: 4 oni (CR 12)

Tier 4: 4 rakshasa (CR 14)

Tiers:rrcovenant rakshasa(CR 18)

If Windjina is the Villain: This room is where the Head-
master is being kept.

8: Windjina’s Room
This appears to be a large, although modestly-decorated, bedroom.

This room is surprisingly sparse considering Professor
Windjina’s taste, but does contain two golden statues (Small,
200 Ib., 20,000 gp). As Windjina usually uses illusions to cre-
ate her clothing, the connected storage room mostly contains
personal books and other minor objects. However, a thorough
search (Perception DC 25) does reveal 10 pieces of expensive
jewelry (Diminutive, 1/2 Ib., 200 gp).

9: Love Room

This room is filled with cushions, and a small pool of water near
one end.

This is Windjina’s pleasure room, where she enjoys time
with her slaves. Although many men have been killed in this
room during love-making, the mind-controlled servants are
quite thorough in their cleaning, and the room does not have
the sight or smell of blood.

The pool in this room is enchanted, and grants fast healing
I to any creature placed inside of it.

10: Dining Hall
This room contains a large table and a multiplicity of chairs. At
one end of the room is what looks like an artificial pond surrounded

by groomed sand and stones, which provides the room with a peaceful
atmosphere.

This room contains 20 pieces of expensive porcelain dish-
ware (Diminutive, 1 1b., 35 gp).

If Windjina is the Villain: When playing at tier 5, Wind-
jina’s bodhisattva allies spend most of their time in this room,
finding her rock garden to aid in their own meditations.

Tier x: nenc

Tier 2: nene

Tier 3: nene

Tier 4: nene

Tier5:6 bodhisattva (CR 25)
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11: Kitchen

This room is a large, yet simple, kitchen, with sever-
al meals apparently in the middle of being made.

‘Windjina’s slaves prepare her meals in this room.
‘While the room is mostly bare, it does contain 20 ce-
ramic pieces of dinnerware that are quite intricately
made (Diminutive, 1 Ib., 15 gp).

meiBierares least disciples (CR 4)
By lesscr discipless(CR 8)

Tier 3: 4 disciples (CR 12)

siBiersgegpgreater discipless(CR 15)

Tier 5: 4 supreme disciples (CR 18)

12: Slave Quarters

This room contains a group of small beds, a dinner table, and sev-
eral chairs.

This is one of the rooms where Windjina’s slaves sleep and
care for themselves. Although Windjina works her slaves hard
and tends to eat them when they are no longer of use, she does
care about keeping them looking good, and so provides them
with proper meals and a private wash room.

mmmBiemw lcast disciples (CR 4)
m'Pierays Icsser disciplesi(CR 8)
meBiers: 4 disciples (CR 12)

s Bieragogpgreater discipless(@Ras)

Tier 5: 4 supreme disciples (CR 18)

13: Slave Quarters

This room contains a group of small beds, a dinner table, and
several chairs.

This is one of the rooms where Windjina’s slaves sleep
and care for themselves. Although Windjina works her
slaves hard and tends to eat them when they are no lon-
ger of use, she does care about keeping them looking good,
and so provides them with proper meals and a private wash
room that they are commanded to use regularly.

meiBiermrms Tcast disciples (CR 4)
meBierzny lesser disciplesCR 8)
mmmw'Piers: 4 disciples (CR 12)
weBiersppgreater disciples(@Rors)

Tier 5: 4 supreme disciples (CR 18)







My name is Wintetlyn Giraysun, ands This book (s intended to save your life.

Unless my fame has grown beyond my wildest dreams, you, reader are probably a Student at Windfell Acadeny like 1
was. Like dll Students, yod've probably heard that there are Secrets buried at Windfell. You may even remember the warving
the groundskeeper qives the Students every year: “Keep your head down ands mind your own business and you should be fine’

With no disrespect to the groundskeeper [ can declare 1o you that This (s a boldfaced lie. Wnile i('s possile i worked
for someong somenwere, at a place as filled with wagic as Windafell no amount of minding your own business will nelp you
when a Spell qoes wrong, or a teacher Takes an INTerest M 4o, or you Make a wrong Ttum and find yourself Staring into
the lair of Someone's escaped experiment. At these times, it is impossitle To keep your head down, and you either have the
Wit and knowledge needed to survivg or you die. [Ts as Simple as that.

In my time as a Student, I delved quite deeply into the secrets of Windfell Academy and looking back 'm honestly
surprised I'm stil dlive. I have vo interest in exposing those secrets (and drawing the wrath of ancient powers o myself),
but [ dlso coulan’t, in qood conscience, leave the Student body along Kknowing how uiprepared they were for what one day
mignt come up tose basement stairs. So [ wrote this book.

This book will ot velp you find any credture contained nerein. Only a fool would Seek wany of tese credtures out,
ana Since [ used 1o be one of those fools, [ snould know: Instead, TOiS quidebook (s designed to arm you with knomlede,
aNd Prepare you 1o Survive wihen your Studies inevitably bring you face to face with Something that wants to eat you. And
Aon't think for a mindte that only interacting with ‘safe creatares will protect you. Angels are wore powerful than you can
imaging, nymphs Kill those wio disrespect them, and even Satyrs will destroy the lives of lesser creatures in their pursuic of
fun. I'm sure Some Of your teachers have Spun your head With tales of qredt wizards domindting these wadical creatures
in pursuic of greater power but before you throw anway my adiice and Start seeking these things out, let me remind you
at the necromancy Supply closet s filled with corpses from Students wio reached beyond their qrasp.

[ have conformed Strictly to the Standar'd bestiary method of creature classification for dll beings descrived within
NS booK, wirerein every credture (S asSigned a chdllenge rating and has (TS various Strengths and abilities aescrived with
numbers. [ claim no expertise in this system and I'm sure Someone wore versed in the method will find dll sorts of
matnematical Aaws in my work, but frankly 1 don't care. [ observed every subject detdiled herein with my own eyes, and
L've written nothing down that [ haven't personally witnessed.

In the arena of knowledqe way we dll be well-armed.

Good luck to you,

W/’///tef@mm CiraySun

Autnor, Conjurer ande gradudate of Windafell Academy



ABOMINATIONS

Winere o begin?

qrace the School's basement.

They nunt, they reproduce, they find a place to lie. The

extremely dangerous 10 e unwary

DRraGON HORROR

Dragon Horror is, pervaps sarprisingly, not a name of my
own invention. [t (s uhat this creatures calls itself

The dragon norror was obviously ofigindlly a draqon, but
was mutated by Successive experiments Trying to delve into
e vature of life. It now resembles a aragqon only Superficially
With most of IS body twisted and mutilared.

The dragon norror has a mind, but one that S a4
ravaged mockery of wihat it probably once was. The crea—
ture is in constant pain, and not the Kind that any magic
or hedling can cure which leaves its alfeady Scarred mind
qreatly aqitated. The dragon vorror rarely Speaks, and even
more rarely makes sevse but redlly has vo desire for con—
versation, anyway. [nstead, as far as [ can tell it
only wants 1o be left dong Save for wien
s nangry in which case it only wants
o find something to eat.

The Secret of the Araq—
on vorror's power is in its
terrivle versatility, (€ coan
change  the  snape. and
composition of its body,

70 a certan exrent, 10
At its needs, growing
Spines, Spider leqs a
Scorpion tail, or otner
body parts 1o better
aaapt itself to battle
whatever danger it s

facing
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There are things undereatn the School that SNouldn't exist. Things that were created by ancient wizards as
e result of experiments that no sane magician SNould ever have dattempted. Let us be honest; there is no career
in the world better designed to draw in megdlomaniacs than academic wizardry, and the results of their work Still

There (s a sad Truth about artificially—credted creatures. Naturdl creatures find an equaliorium with the world.

abomingtions under te Scnool are 1ot Such creatures. 70nese

1Vings were never meant 1o exist, and therefore hiavwe no place n the world 1o find an equalibrium with. Some of them
are constantly racked with pain or hdve violent tendencies that lead them to Aestroy everything around them. Some of
them reproduce quickly and would consume. every vaturdal resource they found I released into the wild. All of them are

For the most part, [ do not kiow who credted these things or why and in the few instances where I do know, 1
have chnosen not To include that information here. Aqain, my design in wiriting This book is ot to cast blame or encourage
secrer—delving, all I want 1o do is arm you well enough to defend yourself Waich, for a lot of the creatures listed in this
section, means qiving you Just enough information 10 redlize why you SHould run from these creatures on Sight.

The dfaqon norror (S probably the oSt dangerous
abomination under the School, but (s only the Second—scariest.
The only reason the dragon norror doesn't win that most
undesirable of contests (s thar for dll its power it Still nas a
mind, and. therefore can be fooled or distracted like any oth—
er credture. But please, please, please don't let thatr encourage
you. The draqon norvor SNT the most fear'ful creature in the
School in the same way being Aawed dive 7T the absolute
WOrst way 1o die; wien LS destroying you, do you redlly
care about its ranking in the lists?



DrAGON HORROR CR1
XP 204,800

CE Gargantuan dragon (shapechanger)

Init -1; Senses dragon senses (darkvision 120 ft., blindsense 60
ft., see 4x as well as a human in dim light, 2x as well in normal
light); Perception +40

Aura frightful presence (oo ft., DC 30)

DEFENSE

AC 40, touch 6, flat-footed 39 (-1 Dex, +34 natural, —4 size, +1
dodge)

hp 403 (26d12+208+26 Toughness); regeneration 5 (acid or fire)
Fort +23, Ref +14, Will +24

DR 15/magic; Immune paralysis, sleep; SR 30

OFFENSE

Speed 6o ft., fly 150 ft. (clumsy)

Melee bite +36 (4d6+14/19—20), 2 claws +36 (2d8+14/19—20), 2
wings +34 (2d6+7/19—20), tail slap +34 (4d6+7/19—20)

Space 20 ft.; Reach 15 ft. (20 ft. with bite)

Special Attacks crush (medium, DC 31, 4d6+21), tail sweep
(30 ft half-circle, small, DC 31 half, 2d6+21),

STATISTICS

Str 39, Dex 8§, Con 27, Int 9, Wis 25, Cha 24

Base Atk +26; CMB +44; CMD 53 (57 vs. trip)

Feats Alertness, Critical Focus, Dodge, Toughness, Improved
Critical (bite, claw, wing, tail), Iron Will, Multiattack, Power
Attack, Staggering Critical, Vital Strike

Skills Fly +14, Knowledge (dungeoneering) +28, Perception
+40, Sense Motive +40, Swim +§1

Languages Common, Draconic

SPECIAL ABILITIES

Change (Ex)

A dragon horror can grant itself up to 2 traits from the Alter-
ation sphere as a swift action, treating its Hit Dice as its caster
level for this purpose. These traits can be from any talent and
last indefinitely, until the dragon horror spends another swift
action to replace the two traits with two new traits. The drag-
on horror usually gives itself Trample and Pounce until it has a
tactical reason to change.
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Crush (Ex)
The dragon horror can land on foes as a standard
action, using its whole body to crush them. This only
functions against targets Medium size or smaller. A
crush attack affects as many creatures as fit in the drag-
on’s space. Creatures in the affected area must succeed
on a DC 31 Reflex save or be pinned, automatically tak-
ing bludgeoning damage during the next round unless
the dragon horror moves off them. If the dragon horror
chooses to maintain the pin, it must succeed at a combat
maneuver check as normal. Pinned foes take damage from
the crush each round if they don’t escape.

Tail Sweep (Ex)

The dragon horror can sweep with its tail as a standard ac-
tion. The sweep affects a half-circle with a radius of 30 feet,
extending from an intersection on the edge of the dragon hor-
ror’s space in any direction. Creatures within the swept area are
affected if they are Small size or smaller. Affected creatures can
attempt DC 31 Reflex saves to take half damage.
EcoLocy

Environment any

Organization solitary

Treasure standard

This  close—up  of e
dragon  vorror's  head
was  artwwn  wnen it
was full of food and
Sleepy enough he didn't
care about a little—old
numan.
The dragon hor—
ror's  has only  three
mental  States:  hungry,
angry, and Sleepy. If yod're
fortundte enough to meet it
wien ic's Sleepy or If you
can feed it enough to make
it Sleepy yod're Safe o long as you
Aon't wake it wad enough 1o care

abodt you.
¢ salted fisn for M

on O
A V0%

I took it pnough 10

0 qet i sleepy



HORROR #9

In a particulanly wiseemly corver of the acad—
emy undervelly, you'll find a Series of chambers, each
one marked wAth a namber and Sometimes a notg
Such as ‘missing “deceased, or “beyond control’. I have
looked through what records remain in THis hidden
laboratory, and, severdl of the academys most Vorrific
residents Seem to hae ofigindted, from s laboratory
THis particular creature was origially housed in chamber 9,
aMd as the creature was rever named by whatever nsane
madgic user first created it, I have taken to simply calling
it norror 9.

Horror 9 does not look like a Slime. It doesn’t behave
like a Slime. If I hadn't fougnt ong I would rever have be—
ligved it had slime=like qudlities of any kind. And yet, norror
9 can do things that, searching through my own bestiaries,
can only be descrived as slime-esque’

Horror 9 has no mouth, eyes, or indeed any features
at dll other than its Shaggy coat of fur and its 4 long legs.
Winen [t wanits 1o consume Sometning it pusnes aqainst the
targer witil the tarqet Sinks into (t, passing directly through
its Skin and nto its center Wnen Struck by a sword, horror
9 doesn't dig but instead breaks into two Swaller pieces, each
of whiich will sprout new legs and become a news creature.
This is in fact, now it reproduces; after edating a medl, it
Splits the new mwass off into Several swall pieces which be—
come swaller versions of orror 9.

Unlike the Slime that it borrows So much of its prys—
iology from, norror 9 (s dlso very animal-esque. 1t definitely
nas an animalistic mind, and reacts to danger, loud noises,
and, otner Stimdli as one would expect from a wild animdl.

Horror 9 always attacks in groups. A single norror 9
can quickly become a Swarm, and the larger ones possess a
matervial INStrict in regard 1o Sdller ones, leading them to
food, and protecting them from danger When engeging [
recommend Splitting the larger ones nto Smaller ones, tien
frying dll of them at once with Something explosive.
HORROR CR
XP 200
TN Medium magic beast
Init +1; Senses Blindsense 60 ft., scent, blind (immune to
gaze attacks, visual effects, illusions, and other attack forms
that rely on sight); Perception +7
DEFENSE
AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 52 (8dro+8)
Fort +7, Ref +7, Will +2
OFFENSE
Speed 4o ft.
Melee 2 claws +14 (1d4+5)
Special Attacks consume, divide
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STATISTICS

Str 20, Dex 12, Con 12, Int 2, Wis 11, Cha 9

Base Atk +8; CMB +13; CMD 24 (28 vs. trip)

Feats Improved Natural Armor (2), Weapon Finesse, Weapon
Focus (claws)

Skills Climb +10, Swim +10, Perception +7

SPECIAL ABILITIES

Consume (Ex)

Horror 9 can attempt to consume a target the same size as itself
or smaller as a standard action. The target is allowed a Reflex
save to avoid being engulfed (DC 19).

Consumed creatures gain the pinned condition and are in dan-
ger of suffocating. They suffer 1d6 acid damage per round so
long as they are inside the horror 9’s body.

A consumed creature may attempt to break the pin through
a combat maneuver check as normal. Once the pin has been
broken, the consumed creature can try to cut its way free with
any light melee weapon, including unarmed strikes (12 AC, 5 hp)
If a consumed creature breaks its way out, the horror 9 splits in
half (if it is able to, see divide below) as a result of the rupture
to its insides.

Divide (Ex)

A horror 9 is immune to slashing and piercing damage. Instead,
when struck with such a weapon, or at any time as a standard
action, the horror 9 splits itself into two identical horror 9’s,
each with half of the original’s current hit points (round down).
‘When divided, each horror 9 is 1 size category smaller than the
original. A Diminutive horror 9, or a horror 9 with 10 hit points
or less cannot divide itself. If a horror 9 has consumed a crea-
ture and is then split in half, the creature is freed.

EcoLocy

Environment any

Organization solitary, pair, or family (2-4, with 2-20 of smaller
size)

Treasure standard




VARIANTS
HORROR 9, SMALL CR
XP Soo
TN Small magical beast

Init +2; Senses blindsense 60 ft., scent, blind (immune to gaze
attacks, visual effects, illusions, and other attack forms that rely
on sight); Perception +5

DEFENSE

AC 15, touch 13, flat-footed 13 (+2 Dex, +2 natural, +1 size)

hp 26 (4d10+4)

Fort +5, Ref +5, Will +1

OFFENSE

Speed 30 ft.

Melee 2 claws +9 (1d3+3)

Special Attacks consume, divide

STATISTICS

Str 16, Dex 13, Con 12, Int 2, Wis 11, Cha 9

Base Atk +4; CMB +6; CMD 17 (21 vs. trip)

Feats Weapon Finesse, Weapon Focus (claws)

Skills Climb +7, Swim +7, Perception +5

SPECIAL ABILITIES

STATISTICS

Str 12, Dex 14, Con 12, Int 2, Wis 11, Cha 9
Base Atk +2; CMB +1; CMD 13 (17 vs. trip)
Feats Weapon Finesse

Skills Climb +5, Swim +5

SPECIAL ABILITIES

Consume (Ex)

A tiny horror 9 can consume targets, as a horror 9. The Re-
flex save DC is 12, and its insides have an AC of 11 and 1 hp.
Divide (Ex)

A small horror 9 can divide, as a horror 9.

HORROR 9, DIMINUTIVE
XP 200

TN Diminutive magical beast
Init +3; Senses blindsense 60 ft., scent, blind (immune to gaze
attacks, visual effects, illusions, and other attack forms that rely
on sight); Perception +0

DEFENSE

AC 19, touch 17, flat-footed 16 (+3 Dex, +2 natural, +4 size)

hp 6 (xdro+1)

Fort +3, Ref +5, Will +o

CR1/2

Consume (Ex)

A small horror 9 can consume targets, as a horror 9. The Reflex
save DC is 15, and its insides have an AC of 11 and 2 hp.
Divide (Ex)

A small horror 9 can divide, as a horror 9.

HORROR 9, TINY CR1
XP 400
TN Tiny magical beast

Init +2; Senses blindsense 60 ft., scent, blind (immune to gaze
attacks, visual effects, illusions, and other attack forms that rely
on sight); Perception +o

DEFENSE

AC 16, touch 14, flat-footed 14 (+2 Dex, +2 natural, +2 size)

hp 13 (2d1o+2)

Fort +4, Ref +5, Will +o

OFFENSE

Speed 20 ft.

Melee 2 claws +6 (1d2+1)

Special Attacks consume, divide
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OFFENSE

Speed 20 ft.

Melee 2 claws +8 (1 damage)

Special Attacks consume, divide

STATISTICS

Str 10, Dex 16, Con 12, Int 2, Wis 11, Cha 9

Base Atk +1; CMB -3; CMD 10 (14 vs. trip)

Feats Weapon Finesse

Skills Climb +4

SPECIAL ABILITIES

Consume (Ex)

A diminutive horror 9 can consume targets, as a horror 9. The
Reflex save DC is 11, and its insides have an AC of 11 and 1 hp.




HORROR #17

There s one otner creature living in the
undervelly of the academy that I have Successfully
traced back 10 the Secret laboratory wiere I first
read aboutr vorror 9. THis creatare, which wes kept
in chamber 17, can diso Self-replicate, which periaps
oxplaing why it and vorror 9 have survied wiere the
rest of e experiments ave apparently died.

Horror 17 (s a cross—breed of bizarre construction,
appearing 10 be a qolem or 4ant i dppearance but one
comprised. of living plant matter rather than te Stong iron,
or Aesn one would rorwally expect.

As far as I can tell, norror 17 reproduces by break—
ing Off pleces of itself which take root in the ground for
about a year before becoming a vew vorror 17 that can
act auronimously I don't know if a worror 17 possesses any
materval inSTIcT Towards its ‘children’, but I do know that a
vorror 17 is extremely terricorid, and rever plants part of
iISelf except for within tervitory it has marked as its onn,
i you find a horror 17 growsing out of the grownd, it means
a fully—gromn vorror 17 (s Somenmere nearby and it will
Strongly object to your presence.

A vorror 17 does not feed off of water or soil as one
would expect from a plant=like creatare, but it does magically
feed off of light. This nas the effect of waking light Sourc—
es dampen at its presence. Wnen fully activating it's magical
abilities, it will often it out all nearby Sources of light.

HORROR I CRS
XP 4,800
TN Large plant
Init +3; Senses darkvision 6o ft., low-light vision; Perception
+18
DEFENSE
AC 17, touch 8, flat-footed 16 (-1 Dex, +1 dodge, +8 natural, -1
size)
hp 105 (14d8+42)
Fort +14, Ref +5, Will +7
OFFENSE
Speed 30 ft.
Melee 2 slams +16 (1d6+5)
Macic
Caster Level 14th; MSB +14, MSD 25, concentration +15
Tradition Natural (none); CAM Cha
Spell Points 15
Dark Sphere — DC 18; Duration concentration +2 rounds
or 14 minutes w/ 1 sp, 14 hours (meld); Range Medium (240
ft.), touch (meld); Talents Clearsight, Dark Slaughter, Disori-
enting Darkness, Hide in Darkness, Lingering Darkness, Pure
Darkness, Snagging Darkness, Step Through Darkness, Thick
Darkness
- darkness 45 ft. radius burst (disorienting, pure, snagging,
thick)
- meld (1 sp: clearsight, dark slaughter, step through dark-
ness, hide in darkness)
Nature Sphere — DC 18; Duration concentration or 14
rounds w/ 1 sp (or instantaneous), 14 minutes (spirit); Packag-
es Plantlife; Range Medium (240 ft.), personal (spirit); Tal-
ents Greater Range, Grow Plants, Speak with Plants, Thorns,
Towering Growth
- entangle 15 ft. radius (plantlife, concentration, towering
growth: 140 ft., DC 29 Fly check)
- growth 14 plants (plantlife, 1 sp, instantaneous)
- pummel Huge branch +23 (2d6+7), 15 ft. reach (plantlife,
concentration)
- grow plants 15 ft. radius (plantlife, 1 sp, instantaneous)
- speak with animal (spirit 1 sp)
- thorns 1d6+7, 15 ft. radius (plantlife, concentration, tower-
ing growth: 140 ft., DC 29 Fly check)
STATISTICS
Str 20, Dex §, Con 16, Int 10, Wis 13, Cha 13
Base Atk +10; CMB +16; CMD 25
Feats Dodge, Great Fortitude, Iron Will, Improved Initiative,
Lightning Reflexes, Power Attack, Weapon Focus (slam)
Skills Perception +18, Stealth +9
Languages Common
SPECIAL ABILITIES
Absorb Light (Su)
‘When a horror 17 creates an area of pure darkness, any mun-
dane source of light in that area (torches, lanterns, fire) is
snuffed out. Magical sources of light are dispelled if the horror
17 succeeds at a MSB check against them. Whenever the horror
17 snuffs out a source of light, it recovers 1 spell point.
EcoLocy
Environment any forest or underground

Organization solitary or pair
Treasure standard
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MR. MouTH

[ nave no idea wiere to beqgin. ['ve tried to draw
e thing I've taken to calling “"Mr Mouth”, but I doubt any
image can redlly commanicate what it feels like 10 See it up
close. Mr Moutn (s a Soulless object of tervor It has no mind,
no neart, no emotions nothing. Mothing but hunger:

Mr Moutn (s a mass of mouths, each of which can Strip
the flesh off of anything pulling themseles from one medl
0 e next Via its tentacles.

In the description of the draqon horror I mentioned
wat Aespite the draqon horror being the most  powerful
abominagtion in the schools underbelly I only considered it the
Second—most intimidating. 7hat's because Mr Mouth exists. I'm
sdre in the grand scheme of things the draqon vorror is more
powerful, but if [ had a choice in the matter I would much
ratver face the dragon horror than Mr Mouth.

Mr Mouth is aways hungry. Mr Mouth  canvor  be
ricked or reasoned with. If qou hear the clicking of lots
Of teeth and the scraping of something on stong Aon't look,
AoN't Search, Adon't even STop 10 think. Just turm around and
run.

Winich deranged wizard seriously thougnt THIS was a
qo0d idgal? I can understand building constructs, Swmmoning
planar credtures, and even experimental cross-breeds, but Mr
Mouth? If [ ever find the wizard who credted it, be it in
s life or the vext, I'm personally qoing to drag nim back
0 the school and feed nim to it!
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R. MoOUTH CR1
XP 51,200
TN Large aberration
Init +5; Senses blindsight 120 ft., Perception +8
DEFENSE
AC 26, touch 14, flat-footed 21 (+5 Dex, +12 natural, -1
size)
hp 230 (20d8+140), regeneration 20 (fire)
Fort +13, Ref +11, Will +12
Immune fear and mind-altering effects
OFFENSE
Speed 6o ft.
Melee 10 bites +24 (1d8+10 plus grapple)
Space 10 ft.; Reach 10 ft.
Special Attacks biting trample (4d8+25, DC), lunge
STATISTICS
Str 30, Dex 20, Con 24, Int -, Wis 10, Cha 16
Base Atk +15; CMB +26 (+30 grapple); CMD 41
Skills Perception +8, Racial Perception +8
Languages none
SQ blind, independent mouths
SPECIAL ABILITIES
Biting Trample (Ex)
As a full-round action, Mr. Mouth can attempt to overrun any
creature that is at least one size category Smaller than itself.
This works just like the overrun combat maneuver, but Mr.
Mouth does not need to make a check, it merely has to move
over opponents in its path. Targets of the biting trample suffer
4d8+25 damage, and can make an attack of opportunity, but at
a—4 penalty. If targets forgo an attack of opportunity, they can
attempt to avoid Mr. Mouth by making a DC 30 Reflex save
to take half damage. Mr. Mouth can only deal this damage to
each target once per round, no matter how many times its
movement takes it over a target creature.
Blind (Ex)
Mr. Mouth is blind and deaf, and is therefore immune to il-
lusions, gaze attacks, and other effects that depend on sight
or sound.
Independent Mouths (Ex)
When Mr. Mouth grabs a target with one of its mouths,
it can maintain a grapple with that target using only its
mouth and without gaining the grappled condition it
self, without the usual -20 penalty. When Mr. Mouth is
grappling an opponent or opponents, it can maintain
up to 10 grapples in this fashion as part of a single swift
action, allowing it to still make a full attack during that
round (minus the mouths involved in grappling). Mr. Mouth
may pin or deal damage to them as normal, but may not move
with them unless he has movement remaining in that
round, such as from a move action.
Lunge (Ex)
Mr. Mouth can make an attack with a single
mouth as a full-round action at double its usual
reach. When making an attack in this fashion,
it gains a +4 bonus to the attack roll.
EcoLocy
Environment underground or ruins
Organization solitary
Treasure none




CELESTIALS

Celestials are the wavy varigties of Good—dligned outsiders, traditionally awelling in Heaven and its various
associateds planes. While there are many SpecieS and varieties of celestials, they are dll united in their dedication o
Good ands the manver in wWhich they aim to cultivate the Souls of mortdls. Like most outsiders, celestials aren't just
dedicated to this concept, but are actudlly a physical manifestation of righteousness itself (on depending on your phil-
osoptiical bend, our concept of righteousness (s borm From them). Celestidls are borm from the SpIfits of the righteous
dead, ands wilike wany other outsiders, retain much of their prysicality persondlity and experience even after they are
reborm. 70 many people, This dlone makes a celestial afterlife one worth striving for

Keep your quard up. Wnile celestials are only hostile to those wwo promote Evil and therefore are not a threat in
e same Sense as your classmate's flesn—edting experiment, I'm not So vaive as to think that a Student would never be
involved in some activity that would draw an angels ire. I've taken classes from Lord Baroden before and [ don't think
the heavenly Nost accepts it wias a nomenork assignment’ as a valid excuse.

THE AVENGER

Avengers form the bulk of the celestiadl army fighting
o protect Veawen's interests and Keep the inferval host at
bay. In Vs sense the avenger represents e divine aspects
of both protection and justice, and avenqers are the celestials
most likely to be seen fighting dlongside paadins, wielding
weir holy wedpons in defense of the weak and to exact
retribution on the wicked and the oppressor

Avengers are part of the ‘archon’ family of celestials,

and usudlly appear as a member of a mortal race only larg—
er and more prysically imposing with resplendent skin and
wings. This means that avenqgers of “dtervate’ prysicalities Ao
exist (while the stacistics Il be providing below belong to
a Standatd “humanoid  avenger, the merfolk awenger wio
posed for the illustration wielded a trident instead of a
sword, and possessed a S0 ft. swim speed and only a 20
ft. land speed).

Winile an avenger s primarily a warrion, they are not
restricted only o combat roles. Avengers are one of heaven's
MOST iconic images, ands uMile a visitation from an avenger
IS Significantly different than a Uisitation from a choir or
primary, ey nonetneless hidve been Known 1o enact missions
of mercy or peace as well a8 war:

Among the avengers, there are severd different ranks,
JUSt a8 with a regular military. However the intricacies of
e celestial militaries are wiknown to me,; [ don't know
If an avenger 'rises through the ranks as it were or if an
avenger’s position (s decided at birth, depending on the ra—

ure and. power of the Spirit that gave birth o it. Homever
one artaing rank, touqh, dvengers of higner rank  alnays
POSSESS even greater poner
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AVENGER CR .
XP 1,200

LG Medium outsider (archon, extraplanar, good, lawful)

Init +1; Senses darkvision 60 ft., detect evil, low-light vision;
Perception +10

Aura aura of menace (DC 17)

DEFENSE

AC 19, touch 12, flat-footed 17 (+4 armor, +1 Dex, +1 dodge, +3
natural) +2 deflection vs evil

hp 47 (sdro+15+5 Toughness)

Fort +7, Ref +2, Will +6; +4 vs. poison, +2 vs evil

DR s5/evil; Immune electricity, petrification; SR 15

OFFENSE

Speed 4o ft., fly 9o ft. (average)

Melee +1 greatsword +9 (2d6+5/19-20)

Ranged +1 javelin +7 (1d6+4)

Special Attacks luminous weapon

Magic

Caster Level 2nd; MSB +5, MSD 16, Concentration +8
Tradition Natural (none); CAM Cha

Spell Points 8

Life Sphere — DC 14; Range Touch; Talents Greater Invig-
orate, Healthy Invigorate, Restore Health

- cure 2d8+2 (1 sp)

- invigorate +5 temp hp (1 hour)

- restore heal 1d4 ability damage, dazzled, fatigued, shaken,
sickened, staggered, MSB vs poison and disease (1 sp, 2
rounds)

STATISTICS

Str 16, Dex 12, Con 17, Int 10, Wis 15, Cha 16

Base Atk +5; CMB +8; CMD 19

Feats Dodge, Power Attack, Toughness

Skills Diplomacy +11, Fly +9, Intimidate +11, Knowledge (reli-
gion) +8, Perception +10, Sense Motive +6, Survival +6

Languages Celestial, Draconic, Infernal; truespeech

SQ enemy of evil, second skin, teleportation

SPECIAL ABILITIES

Aura of Menace (Su)

Any hostile creature within a 20-foot radius of an avenger must
make a DC 17 Will save. The save DC is Charisma-based, and
includes a +2 racial bonus. Those who fail take a —2 penalty on
attacks, AC, and saves for 24 hours or until they successfully
hit the avenger. A creature that has resisted or broken the ef-
fect cannot be affected again by the same avenger’s aura for 24
hours.

Enemy of Evil (Ex)

An avenger gains a +2 deflection bonus to AC and a +2 bonus to
saving throws vs evil creatures.

Luminous Weapon (Ex)

An avenger can manifest a +1 javelin or melee weapon of their
choice as a move-equivalent action. The weapon vanishes if it
leaves its hand, or in the case of a javelin, vanishes after striking
or missing its target.

Second Skin (Ex)

An avenger is proficient in all forms of armor. It takes no re-
duction to its speed or any armor check penalties from wearing
any sort of armor.

9.7

EcoLoGy
Environment any good-aligned plane

Organization solitary, pair, or squad (3-12)
Treasure standard (masterwork chain shirt, other
treasure)

VARIANTS

AVENGER SERGEANT CR
XP 3,200
LG Medium outsider (archon, extraplanar, good, lawful)
Init +5; Senses darkvision 6o ft., detect evil, low-light vi-
sion; Perception +13

Aura aura of menace (DC 19)

DEFENSE

AC 24, touch 12, flat-footed 22 (+9 armor, +1 Dex, +1 dodge, +3
natural) +2 deflection vs evil

hp 84 (8d10+32+8 Toughness)

Fort +10, Ref +3, Will +8; +4 vs. poison, +2 vs evil

DR 10/evil; Immune electricity, petrification; SR 18
OFFENSE

Speed 4o ft., fly 9o ft. (average)

Melee +1 flaming burst greatsword +12/+7 (2d6+5/19-20, +1d6 fire)
Ranged +1 flaming burst javelin +10 (1d6+4, +1d6 fire)

Special Attacks flaming weapon

Magic

Caster Level 4th; MSB +8, MSD 19, concentration +I1
Tradition Natural (none); CAM Cha

Spell Points 11

Fate Sphere — DC 15; Range Close (35 ft.) or personal (con-
secration); Target 1 or 20 ft. radius (consecration); Align-
ment Good, Talents Bless

- bless (word, 1 sp)

- hallow +1 bonus (word, 1 sp, 4 minutes)

- serendipity +1 bonus (consecration, concentration or 4
rounds w/ 1 sp)

Life Sphere — DC 15, Range Touch, Talents Restore
Health, Greater Invigorate, Healthy Invigorate

- cure 2d8+4 (1 sp)

- invigorate +7 temp hp (1 hour)

- restore heal 1d4 ability damage, dazzled, fatigued, shak-
en, sickened, staggered, MSB vs poison and disease (1
sp, 4 rounds)

STATISTICS

Str 16, Dex 12, Con 19, Int 10, Wis 15, Cha 17

Base Atk +8; CMB +11; CMD 22

Feats Dodge, Improved Initiative, Power Attack, Toughness

Skills Diplomacy +14, Fly +12, Intimidate +14, Knowledge
(religion) +11, Perception +13, Sense Motive +9, Survival +9
Languages Celestial, Draconic, Infernal; truespeech

SQ enemy of evil, second skin, teleportation

SPECIAL ABILITIES

Flaming Weapon (Ex)

An avenger sergeant can manifest a +1 flaming burst javelin or
melee weapon of their choice as a move-equivalent action.
The weapon vanishes if it leaves its hand, or in the case of a
javelin, vanishes after striking or missing its target.




Second Skin (Ex)
An avenger sergeant is proficient in all forms of ar-
mor. It takes no reduction to its speed or any armor
check penalties from wearing any sort of armor.
Enemy of Evil (Ex)
An avenger sergeant gains a +2 deflection bonus to AC
and a +2 bonus to saving throws vs evil creatures.
Aura of Menace (Su)
Any hostile creature within a 20-foot radius of an aveng-
er sergeant must succeed on a DC 19 Will save to resist its
effects. The save DC is Charisma-based, and includes a +2
racial bonus. Those who fail take a —2 penalty on attacks, AC,
and saves for 24 hours or until they successfully hit the aveng-
er sergeant. A creature that has resisted or broken the effect
cannot be affected again by the same avenger sergeant’s aura
for 24 hours.
EcoLocy
Environment any good-aligned plane
Organization solitary, pair, or squad (1-2 sergeants, +2-6
avengers)
Treasure standard (masterwork full plate, other treasure)

AVENGER CAPTAIN CR1x
XP 12,800

LG Medium outsider (archon, extraplanar, good, lawful)
Init +6; Senses darkvision 60 ft., detect evil, low-light vision;
Perception +20
Aura aura of menace (DC 24)
DEFENSE
AC 25, touch 13, flat-footed 22 (+9 armor, +2 Dex, +1 dodge, +3
natural) +2 deflection vs evil
hp 161 (14d10+70+14 Toughness)
Fort +14, Ref +6, Will +12; +4 vs. poison, +2 vs evil
DR 10/evil; Immune electricity, petrification; SR 24
OFFENSE
Speed 4o ft., fly 9o ft. (average)
Melee +5 flaming burst cold iron greatsword +23/+18/+13
(2d6+11/19-20, +1d6 fire)
Ranged +5 flaming burst cold iron javelin +14 (1d6+8, +1d6 fire)
Special Attacks greater flaming weapon
Magic
Caster Level 7th; MSB +14, MSD 25, Concentration +19
Tradition Natural (none); CAM Cha
Spell Points 19
Fate Sphere — DC 18; Alignments Good, Lawful; Range
Close (40 ft.), personal (consecration); Target 1 or 4 w/ 1 sp
(word), 40 ft. radius (consecration); Talents Bless, Echoing
Word, Greater Consecration, Greater Serendipity
- bless (word, 1 sp, instantaneous)
- hallow +1 bonus (word, 1 sp, 7 minutes)
- serendipity +1 to allies and -1 to enemies (consecration,
concentration or 7 rounds w/ 1 sp)

Life Sphere — DC 18; Range Touch; Talents Greater Invig-
orate, Healthy Invigorate, Restore Health

- cure 2d8+7 (1 sp)

- invigorate +13 temp hp (1 hour)

- restore heal 1d4 ability damage, dazzled, fatigued, shaken,
sickened, staggered, MSB vs poison and disease (1 sp, 7
rounds)

STATISTICS

Str 18, Dex 14, Con 21, Int 14, Wis 17, Cha 20

Base Atk +14; CMB +19; CMD 31

Feats Combat Expertise, Dodge, Greater Trip, Improved Ini-
tiative, Improved Trip, Power Attack, Toughness

Skills Diplomacy +22, Fly +19, Intimidate +22, Knowledge (re-
ligion) +19, Perception +20, Sense Motive +20, Spellcraft +19,
Survival +17

Languages Celestial, Draconic, Infernal; truespeech

SQ enemy of evil, ethereal change, second skin, teleportation
SPECIAL ABILITIES

Aura of Menace (Su)

Any hostile creature within a 20-foot radius of an avenger cap-
tain must succeed on a DC 24 Will save to resist its effects.
The save DC is Charisma-based, and includes a +2 racial bonus.
Those who fail take a —2 penalty on attacks, AC, and saves for
24 hours or until they successfully hit the avenger captain. A
creature that has resisted or broken the effect cannot be affect-
ed again by the same avenger captain’s aura for 24 hours.
Enemy of Evil (Ex)

An avenger captain gains a +2 deflection bonus to AC and a +2
bonus to saving throws vs evil creatures.

Greater Flaming Weapon (Ex)

An avenger captain can manifest a +§ cold iron flaming burst
javelin or melee weapon of their choice as a move-equivalent
action. The weapon vanishes if it leaves its hand, or in the case
of a javelin, vanishes after striking or missing its target.
Second Skin (Ex)

An avenger captain is proficient in all forms of armor. It takes
no reduction to its speed or any armor check penalties from
wearing any sort of armor.

EcoLocy

Environment any good-aligned plane

Organization solitary, pair, or troop (1-2 captains, +2-4 ser-
geants, +6-12 avengers)

Treasure standard (masterwork full plate, other treasure)
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CHOIR

A choir is the common name for a lesser Verdd angel—
ose wiose job it s to deliver messages, proclaim truth 1o
moreals, and shepard the servants of the divine. And yes, choir
IS a Singular Title, witn groups of choirs being called chnoruses.
Don't worry it makes sense in the original Celestial.

A choir's strength Cand by extension, that of the
vigher herdd angel) rests in the power of their voice; whien
a cnoir declares joyous news or proclaims condemnation, e
Sound is like a celestial army Shoutiung together Choirs are
also unparalleled musicians, Singing nymns that can shake the
MOUNTaing and overcome the wicked with their onn grief
70 my Knowledae, neither musical ability vor force of oratory
prowess (S an uweilding prefeguisite 1o becoming a cholr but
it certainly nelps, and many great muSicians and Speakers find
themselves in TS position wiien they are rebor.

89

A choir's primary mission (s to serve as a
moutvipiece of e diving communicating important
messaqes 1o Servants of the qods. For clerics and
otver devout followers, a Visitation from a choir is
not only a gredt blessing but also a gredt resporisivility
Choirs are never sent for swall reasors, and such a
visitation indicates not only that the Aivinities nave an
important messaqe for you, but that they also Trust you
10 act correctly on that knowledae.

Or as one of my Sources put it, A devoree with
dodblts, a cleric who's a little corrupt; these things are
terrivle, but at the end of the day we're dll just mortdl,
and mistakes vappen. ITs like a child playing with their
fatner's sword, they can do great damage, yes, but the child
Aoesn't redlly understand wihat he's doing and can Somesat
be excused. But once you've been persondlly visited by tne
diving, friend, that all changes; Suddenly your Spiric has been
touched by forces beyond your underStanding your perspec—
tie of life changed, and the questions you Aian't know you
still vad forcefully answered. In a moment youve Spiricudlly
PONN UP, aNd THOSe excuses you used for yourself in the
past suddenly ring nollons

Along  with  quidance and instruction, the qods Moy
dalSo Send a choir 1o chastise Someong but This rarely happens,
not because there aren’t lors of people wio deserve it, but

because TS the ultimate form of condemndtion. Once some—
one nas been uisited by a cnoir and had condemnation
declared 10 them, Just like the nypothetical divine ser—
vant mentioned above, they can o longer claim Spiricual
infancy as an excuse for their actions. Fews people have

e Strengtn to come back from sometning like that.

Choirs, like avengers wear a form Similar To
the form they veld in lifg only larger radiant, and
perfected, dthougn ['m ot sare if it (s the divin—
ities or e choir herself that decides exactly what
perfected means but ['ve vever heard of an angel

WO WaS diSappointed with their body, So Vowever the
System works, it appears 1o work fairly well.

Wile one choir or herald angel (s a great force on
weir own, choirs are at Their most powerful wihen they
vave otner cnoirs o Sing with. Winen a choir lends its
voice to one of 1ts brotvers or Sisters, their voices combine
10 credate something gredater than the sun of its pars.



XP 2,400
NG Medium outsider (angel, extraplanar, good)

Init +7; Senses darkvision 60 ft., detect evil; Percep-
tion +16

Auwura protective aura

DEFENSE
AC 18, touch 13, flat-footed 15 (+3 Dex, +5 natural) +4 De-
flection vs Evil

hp 68 (8d10+16+8 Toughness)

Fort +4, Ref +9, Will +9; +4 vs. poison, +4 resistance vs. evil
DR s/evil; Immune acid, cold, petrification; Resist elec-
tricity 10, fire 10; SR 18
OFFENSE
Speed 4o ft., fly 60 ft. (good)

Melee 2 slams +9 (xd4+1)

Ranged divine shout +11 (4d6 sonic plus deafen)

Special Attacks countersong, harmonize

Magic

Caster Level 8th; MSB +8, MSD 19, Concentration +11
Tradition Natural (none); CAM Cha

Spell Points 11

Fate Sphere — DC 17, Alignments Good; Range Close (45
ft.), personal w/ 40 ft. radius (consecration); Talents Divine
Force, Greater Consecration, Greater Serendipity

- divine force (consecration, instantaneous)

- ballow +1 (word, 1 sp, 8 minutes)

- serendipity +1 to allies and -1 to enemies (consecration,
concentration or 8 rounds w/ 1 sp)

Life Sphere — DC 17, Range Touch, Talents Break En-
chantment, Greater Restore, Restore Health, Restore Move-
ment, Restore Soul

- cure 4d8+8 (1 sp)

- invigorate +8 temp hp (1 hour)

- restore heal ability damage, ability drain, dazzled, ex-
hausted, fatigued, frightened, movement-impairing ef-
fects, nauseated, panicked, shaken, sickened, staggered,
stunned, temporary negative levels, MSB vs poison and
disease (1 sp, 8 rounds, +1 sp for MSB vs magic effects)

StATISTICS

Str 13, Dex 16, Con 15, Int 16, Wis 16, Cha 17

Base Atk +8; CMB +9; CMD 22

Feats Alertness, Counterspell, Improved Initiative, Tough-

ness

Skills Acrobatics +14, Diplomacy +14, Escape Artist +11, Fly

+18, Knowledge (planes, religion) +14, Perception +16, Per

form (sing) +14, Sense Motive +16

Languages Celestial, Draconic, Infernal; truespeech
SQ hide self

SPECIAL ABILITIES

Countersong (Su)

A choir can attempt a Perform (sing) check to counter magic
effects that depend on sound. This ability functions as the bard
ability of the same name.

Divine Shout (Su)

As a standard action, a choir can launch a concentrated blast
of sonic energy from its mouth. This attack has a range of 9o
ft. with no range increment. Any creature struck by a choir’s
divine shout suffers 4d6 sonic damage and must succeed at a
DC 17 Fortitude save or be deafened for 1d4 minutes. The save
DC is Charisma-based.

Harmonize (Sp)

When two or more choirs shout together, their voices com-
bine to great effect. As a swift action, a choir may add its voice
to aid another choir within 60 ft. This grants the aided choir
a temporary bonus to its effective caster level during its turn,
dependent on the number of choirs lending their voices. This
bonus is +2 for one additional choir, +4 for 3 additional choirs,
or +6 for 5 additional choirs.

Protective Aura (Su)

A choir grants a +4 deflection bonus to AC and a +4 resistance
bonus to saving throws to itself and all allies within 20 ft. The
bonus only applies against attacks and effects created by evil
creatures.

EcoLocy

Environment any good-aligned plane

Organization solitary, pair, or chorus (3-8)

Treasure standard
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VARIANTS

HERALD ANGEL CR1
XP 38,400

NG Medium outsider (angel, extraplanar, good)

Init +7; Senses darkvision 60 ft., detect evil, Perception +26
Auwura protective aura

DEFENSE

AC 18, touch 13, flat-footed 15 (+3 Dex, +5 natural) +4 Deflection
vs Evil

hp 207 (18dro+90+18 Toughness)

Fort +13, Ref +14, Will +14; +4 vs. poison, +4 resistance vs. evil
DR 5/evil; Immune acid, cold, petrification; Resist electrici-
ty 10, fire 10; SR 28

OFFENSE

Speed 4o ft., fly 60 ft. (good)

Melee 2 slams +19 (xd4+1)

Ranged divine shout +21 (9d6 sonic plus deafen)

Special Attacks countersong, harmonize

Magic

Caster Level 18th; MSB +18, MSD 29, Concentration +24
Tradition Natural (none); CAM Cha

Spell Points 24

Fate Sphere — DC 26, Alignments Good, Range Close (70
ft.), personal w/ 40 ft. radius (consecration), Talents Divine
Force, Greater Consecration, Greater Serendipity, Judgement

- divine force (consecration, instantaneous)

- hallow +2 (word, 1 sp, 18 minutes)

- judgement (consecration, concentration or 18 minutes w/
1 sp)

- serendipity +1 to allies and -1 to enemies (consecration,
concentration or 18 rounds w/ 1 sp)

Life Sphere — DC 25, Range Close (70 ft), Target 1 or 10
w/ 1 sp, Talents Break Enchantment, Restore Health, Restore
Soul, Greater Restore, Restore Movement, Ranged Healing,
Mass Heal, Resuscitate, Restorative Cure, Restore Senses, Re-
store Mind

- invigorate +18 temp hp (1 hour)

- cure 6d8+18 (1 sp, resuscitate, restorative cure)

- restore heal ability damage, ability drain, blindness, con-
fused, dazed, dazzled, deafness (other senses), exhausted,
fatigued, frightened, movement-imparing effects, nau-
seated, panicked, shaken, sickened, staggered, stunned,
temporary negative levels, MSB vs poison and disease (1
sp, 18 rounds, +1 sp for MSB vs magic effects)

Light Sphere — DC 25, Duration 18 minutes, Effect bright
light: 75 ft.; Range Medium (280 ft), Talents Blinding Light,
Guiding Light

- glow dazzled, +1 to hit target (guiding, blinding)
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STATISTICS
Str 13, Dex 16, Con 20, Int 16, Wis 16, Cha 22
Base Atk +18; CMB +18; CMD 31

Feats Alertness, Counterspell, Improved Initiative,
Toughness, Improved Counterspell, Greater Counter-
spell, Counterspell Mastery, Great Fortitude, Sphere
Focus (Fate)

Skills Acrobatics +24, Diplomacy +27, Escape Artist +21,
Fly +28, Knowledge (planes, religion) +24, Perception +28,
Perform (sing) +27, Sense Motive +28

Languages Celestial, Draconic, Infernal; truespeech

SQ ethereal change, hide self, teleportation

SPECIAL ABILITIES

Countersong (Su)

A herald can attempt a Perform (sing) check to counter magic
effects that depend on sound. This ability functions as the bard
ability of the same name.

Protective Aura (Su)

A herald grants a +4 deflection bonus to AC and a +4 resistance
bonus to saving throws to itself and all allies within 20 ft. The
bonus only applies against attacks and effects created by evil
creatures.

Harmonize (Sp)

A herald counts as a choir for the purpose of their harmonize
ability. When two or more choirs sing or shout together, their
voices combine to great effect. As a swift action, a herald may
add its voice to aid another choir or heral within 60 ft. This
grants the aided choir a temporary bonus to its effective caster
level during its turn, dependent on the number of choirs lend-
ing their voices. This bonus is +2 for one additional choir, +4
for 3 additional choirs, or +6 for 5 additional choirs.

Divine Shout (Su)

As a standard action, a herald can launch a concentrated blast
of sonic energy from its mouth. This attack has a range of 9o
ft. with no range increment. Any creature struck by a cho-
ral angel’s divine shout suffers 9d6 sonic damage and must
succeed at a DC 25 Fortitude save or be deafened for 1d4
minutes. The save DC is Charisma-based.

EcoLocy

Environment any good-aligned plane

Organization solitary, pair, or chorus (1-2 heralds, 3-8
choirs)

Treasure standard




PRIMARY

A primary is the angelic Spirit of  Kindness,
nreare, and beauty. Primaries often serve as potec—
tors of children and blessers of the oppressed, walking
among mortals (often unseen or in disquise) as mortal
faith  permits, bestowing the tender mercies of the
divine to those n need. Almost all primaries are women
Calthough rare wdle primaries do exisp. If it s true
tat all concepts on the material plane possess a perfect
version in the outer planes, ten the privary (s e celestial
archerype for the wife/ mother

Winile avengers fignt evil with a sword and a choir
fignts evil through their declarations of trath, primaries fight
evil Througn comport, acts of mercy and inspiring mortal ac—
1ion 10 greater Neignts than it otnernise could hae achieved.
Primaries wage thelr war against evil in the hearts of the
downtrodden, knowing it s a war hat only Kindness and
resole can win, and that Sometimes gquiet lessings and. dick
can Ao more 1o nelp a weary pilgrim win 7S persondl battles
wan a celestial sword ever could.

All primaries have the ability to change their appearance
at will, or even to disappear entirely from view f they de—
Sirg, usually 7o provide some form of aid in Secret. In their
native form, though, primaries are embodiments of beauty and
modesty, with the traditionadl wings and radiance of other
celestials, but formed in a way That leaves onlookers more
breatnless than ane=Struck.

PRIMARY
XP 3,200
NG Medium outsider (angel, extraplanar, good)
Init +8; Senses darkvision 60 ft., detect evil, Perception +14
Aura inspiring aura, protective aura
DEFENSE
AC 19, touch 14, flat-footed 15 (+4 Dex, +5 natural); +4 De-
flection vs Evil
hp 76 (8d10+24+8 Toughness)
Fort +9, Ref +12, Will +11; +4 vs. poison, +4 resistance
vs. evil
DR 10/evil; Immune acid, cold, petrification; Re-
sist electricity 10, fire 10; SR 18
OFFENSE
Speed 30 ft., fly 50 ft. (good)
Melee masterwork cold iron shortsword +15/+10
(rd6+1/19-20 x2)
Special Attack nurture, sacred blessing
Magic
Caster Level 8th; MSB +8, MSD 19, Con-
centration +16
Tradition Natural (none); CAM Cha
Spell Points 16
Life Sphere — DC 22; Range Close (65 ft.);
Talents Break Enchantment, Ranged Healing,
Restore Health, Restore Soul, Greater Restore,
Restore Movement, Restore Senses, Restore
Mind, Resuscitate
- cure 6d8+8 (1 sp, resuscitate)
- invigorate +8 temp hp (1 hour)
- restore heal ability damage, stunned, fatigued,
exhausted, sickened, nauseated, shaken, fright
ened, panicked, staggered, dazzled, movement-im-
paring effects, ability drain, temporary negative levels,
blindness, deafness, other senses, confused, dazed, MSB
vs poison and disease (1 sp, 8 rounds, +1 sp for MSB vs
magic effects)

CR

102



STATISTICS

Str 12, Dex 18, Con 16, Int 18, Wis 16, Cha 26

Base Atk +8; CMB +9; CMD 23

Feats Improved Initiative, Toughness, Weapon Finesse, Great
Fortitude

Skills Diplomacy +21, Escape Artist +16, Fly +16, Handle Ani-
mal +17, Heal +12, Intimidate +21, Knowledge (planes, religion)
+16, Perception +16, Sense Motive +15, Stealth +16

Languages Celestial, Common, Draconic, Infernal, Sylvan;
tongues

SQ change shape (any humanoid), ethereal change, teleporta-
tion

SPECIAL ABILITIES

Inspiring Aura (Su)

The primary and all of its allies within 20 ft of it gain a +2 mo-
rale bonus on attack rolls, saves, and skill checks.

Nurture (Su)

As an immediate action when an ally within 30 ft. is making a
d20 roll such as a saving throw, attack roll, skill check, or ability
check, a primary may allow the creature to roll twice and take
the higher result. A primary cannot use this ability on herself.

Winterlynn's note:

[ once had a teacher wio swore, quite emphatically THat a primary was nothing but a Succubus under a differ—
ent vame. OF course [ later found out this teacher was dlso an absolute pig wwo'd Spent his youth summoning — and
being unanimously rejected by — multiple primaries, o I can't say nis word s one [ would lay stake in. Mevertheless,
it camot be denied that the Two groups have much in common.

Both are traditionally (but not exclusiely) femdle, both possess beauty that has inspired: dll wanner of stories and
legends, and both are primarily resporsidle for the traces of outsider blood found among the mortdl races. There are
as many Stories of a Sinner turming from is ways for love of a primary as there are of a Saint turning from is for
lust of a Sdccubus. The image of the euvil Aiabolist and nis harem of Succubi has become o common that it'S almost a
Stageplay cliche, but then agqain, we dlso all know the ancient tales of Sir Gideon, Grand Pattiaren of the palading, and

nis eignty primary wives.

Protective Aura (Su)
A primary grants a +4 deflection bonus to AC and
a +4 resistance bonus to saving throws to itself and
all allies within 20 ft. The bonus only applies against
attacks and effects created by evil creatures.

Sacred Blessing (Su)

Once per day as a full-round action, a primary may
grant a sacred blessing to a willing humanoid creature by
touching it for 1 full round. The creature gains a +2 sacred
bonus to one ability score of their choice. The primary al-
ways knows the hit points and status of whoever bears her
sacred blessing.

If the bearer of a sacred blessing ever willingly commits an
evil act, the sacred blessing immediately ends. A primary may
be willing to grant the same creature a new blessing, but might
require an act of repentance, or the undertaking of a quest to
prove their devotion before the blessing is re-given.

A creature cannot benefit from more than one sacred bless-
ing at a time, and a primary cannot have more than one sacred
blessing bestowed at one time. Bestowing a sacred blessing on
a new target automatically ends all previously-given blessings.

Pervaps the best way 10 THink about the relationsnip between
Primaries and Succubi (s as two Sides of the Same coin, they rep—
resent he Same (dea, but in complete opposite ways. Primaries
embody the neignts 1o wich love can lift mortals, while
Sdcedbi - embody  the Aeptns of depravity Someone  can
reach in pursuic of carvial pleasare. Primaries represent
motnerly devotion, did, and unfailing love, while Succubi
represent temptation, Seduction, and the blinding of
e mind: through bodily appetites. Primaries inspire
moreals to be better than they are while Sucoubi

manipuldte them into mental ands paysical Slavery.
According to my research, primaries also ave
mach, mach  higher Standards. [ once heard a
paladin's squire say the reason hie was joining the
ordaer was 1o one day mary a primary, and Ais
master boxed NS ears and told him off in o
uicertain terms. According to Professor Savesha,
vownever, ner succubl Sisters love meeting desperate,
sniveling men, as it just makeS their job that much

easier:
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EcoLoGy

STATISTICS

Environment any good-aligned plane
Organization solitary, pair, or society (3-12)
Treasure standard (masterwork cold iron shorts-
word, other treasure)

VARIANTS

WIFE OF GIDEON CR1
XP 102,400

NG Medium outsider (angel, extraplanar, good)

Init +10; Senses darkvision 6o ft., detect evil, true seeing,
Perception +33

Aura inspiring aura, protective aura
DEFENSE
AC 36, touch 14, flat-footed 32 (+9 armor, +4 Dex, +5 natural, +8
shield) +4 Deflection vs Evil
hp 310 (23d10+161+23 Toughness)
Fort +18, Ref +21, Will +22; +4 vs. poison, +4 resistance vs. evil
DR 20/evil; Immune acid, cold, petrification; Resist electric-
ity 10, fire 10; SR 33
OFFENSE

Speed 30 ft., fly 9o ft. (perfect)

Melee +5 cold iron shortsword +34/+29/+24/+19 (1d6+10/19-20 x2),
+5 heavy steel shield +28/+23/+18 (1d4+21 plus bullrush)

Special Attack aspect of protection, greater sacred blessing,
nurture

Magic

Caster Level 23th; MSB +23, MSD 34, Concentration +33
Tradition Natural (Drawbacks: Bender (Warp)); CAM Cha
Spell Points 33
Fate Sphere — DC 31; Range Close (80 ft.), personal w/ 20
ft. radius (consecration); Alignments Good

- serendipity +1 to allies (consecration, concentration or 20
rounds w/ 1 sp)

- hallow +3 (word, 1 sp, 20 minutes)

Life Sphere — DC 31; Range Close (80 ft); Target 1 or 13 w/
1 sp, Talents Break Enchantment, Restore Health, Restore
Soul, Greater Restore, Restore Movement, Ranged Healing,
Mass Heal, Resuscitate, Restorative Cure, Restore Senses,
Restore Mind, Regeneration, Restore Mind and Body, Resur-
rection, Greater Resurrection, Ranged Healing, Mass Heal-
ing, Font of Life, Greater Healing (4)

- cure 6d8+115. (1 sp, resuscitate, restorative cure)

- invigorate +23 temp hp (1 hour)

- restore heal ability damage, stunned, fatigued, exhausted,
sickened, nauseated, shaken, frightened, panicked, stag-
gered, dazzled, movement-imparing effects, ability drain,
temporary negative levels, blindness, deafness, other
senses, confused, dazed, MSB vs poison and disease (1 sp,
23 rounds, +I sp each for MSB vs magic effects, regenera-
tion, permanent negative levels, greater effects)

- resurrection (3 sp and 1 hour, up to 20 days dead, 1 perma-
nent negative level)

Warp Sphere — DC 31; Talents Plane Manipulator, Di-
mensional Lock

- plane manipulator 230 ft. radius (1 sp, concentration or 20
minutes, personal)

- dimensional lock 20 ft. radius (2 sp, 20 days, Medium (330
ft.)

Str 20, Dex 22, Con 24, Int 22, Wis 24, Cha 30

Base Atk +23; CMB +28; CMD 44

Feats Improved Initiative, Toughness, Weapon Finesse, Great
Fortitude, Shield Focus, Power Attack, Two-Weapon Fighting,
Improved Two-Weapon Fighting, Greater Two-Weapon Fight-
ing, Improved Shield Bash, Shield Slam, Shield Master

Skills Diplomacy +38, Escape Artist +31, Fly +34, Handle An-
imal +35, Heal +32, Intimidate +38, Knowledge (arcana) +31,
Knowledge (planes, religion) +34, Perception +35, Sense Motive
+35, Stealth +34

Languages Celestial, Common, Draconic, Infernal; Sylvan,
tongues

SQ astral travel, change shape (any humanoid), ethereal change,
hide self, teleportation

SPECIAL ABILITIES

Inspiring Aura (Su)

The primary and all of its allies gain a +2 morale bonus on at-
tack rolls, saves, and skill checks so long as they are within 20
ft of the Primary.

Aspect of Protection (Ex)

A Wife of Gideon can manifest a +5 beavy steel shield in her hand
as a move action. This shield disappears if it ever leaves her
hand.

Nurture (Su)

As an immediate action when an ally within 30 ft. is making a
d20 roll such as a saving throw, attack roll, skill check, or ability
check, a primary may allow the creature to roll twice and take
the higher result. A primary cannot use this ability on itself.
Protective Aura (Su)

A primary grants a +4 deflection bonus to AC and a +4 resis-
tance bonus to saving throws to itself and all allies within 20 ft.
The bonus only applies against attacks and effects created by
evil creatures.

Greater Sacred Blessing (Su)

Once per day as a full-round action, a primary may grant a sa-
cred blessing to a willing humanoid creature by touching it for
1 full round. The creature gains a +4 sacred bonus to one ability
score of their choice. In addition, the primary always knows
the hit points and status of whoever bears her sacred blessing.

If the bearer of a primary’s sacred blessing ever willingly com-
mits an evil act, the sacred blessing immediately ends. A prima-
ry may be willing to grant the same creature a blessing a second
time, but might require an act of repentance, or the undertak-
ing of a quest to prove one’s devotion before the gift is re-given.
A creature cannot benefit from more than one sacred bless-
ing at a time, and a primary cannot have more than one sacred
blessing bestowed at one time. Bestowing a sacred blessing on
a new target automatically ends all previously-given blessings.
EcoLoGy

Environment any good-aligned plane

Organization solitary, pair, or society (3-12)

Treasure double (+§ chain shirt, +5 cold iron shortsword)
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PsycHOPOMP

PSychopomps are snepherds of dead souls, collecting the
aeceased and usnering them 1o judgement. VWhile pSycnopomps
are certainly the most ‘nedtral of the heavenly Vost, psycho—
POMpPS are actudlly a corverstone of the entire otherworldly
order collecting and snepherding Souls o their respective re=
WAIAS o mdtter wihere it might be. I'm rot quite sure ow
a mortal becomes a pSychopomp, but it s one of the possible
outcomes for a mortdl Soul.

[ vave heard dll sorts of Stories i my Time dbout
PSYCHOPOMpS, ranging from the uninformed to the donwnright
absura:  PSychopomps are  evil, pSychopomps war with  both
neaven and hell who try o take their charges by foree,
PSychopomps feed: on the Souls they collect, necromancers cut
Aedls With pSychopomps 1o power their magic With the souls
of the fdllen, that sort of Adriel. In redlity [ would cate—
qorize pSychopomps 4 part of the VoSt of hedven, although
they nave dedlings with dll outsiders from the [nferal nost
1o the primordidls in the fulfillment of their duties. Psycho—
POMPS Ao Serve as quardians of the Souls they collect, but This
(s more aqaiiSt necromancers and otnernoridly monsters wio
WOUld feaSt upon The Souls rather than a defence aqainst
Heaven or Hell ‘stealing’ a soul.

There (s apparently a ot of Significance in wwether a
PSYcHopomp Speaks to you wAth their hood raised or lonered.
I con't claim expertise in this particular point of lore, but 1
believe i Nas 10 do with their dudl—nature, & pSycropomp
s Simultaneously the comforter Sent to end the Suffering of
e Sick and injured, and the reaper come to cut doun the
arnrogant Whno thought themselves invincible. 1f they speak to
Yyou With their noods donwn and their faces
oxposed, it means you are a friend, or
they wisn o comfort you as they
come o collect your Soul. 1f
ey come for you with
eir noods raised and
weir faces obscured,
they don't like you,
and youre in
rouble.
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PsycHOPOMP CR
XP 6,400
N Medium outsider (extraplanar, psychopomp)
Init +8; Senses darkvision 60 ft., detect chaos/evil/
good/law, low-light vision, spiritsense; Perception +18
DEFENSE
AC 23, touch 15, flat-footed 18 (+4 Dex, +1 dodge, +8
natural)
hp 114 (12d10+498)
Fort +10, Ref +12, Will +13
Immune acid, charm, cold, death effects, disease, fear, poi-
son, sleep; Resist electricity 10; SR 24
OFFENSE
Speed 30 ft., fly 50 ft. (Good)
Melee +2 cold iron scythe +17/+12 (2d4+6/x4 plus soul lock)
Special Attack reaper’s scythe, soul lock, cryptic strike
Magic
Caster Level 9gth; MSB +12, MSD 23, Concentration +15
Tradition Natural (Drazwbacks: +Necromantic Limit (Death,
no reanimate)); CAM Cha
Spell Points 15
Death Sphere — DC 17; Range Medium (190 ft); Target 1
or 65 ft cone w/ 1 sp; Talents Cryptic Strike, Greater Ghost
Strike, Manipulate Undeath
- ghost strike (fatigued 10 rounds, 4d8 to undead, 1 sp each:
exhausted 10 minutes, +4d8 to undead, vampiric strike
4d6)
Divination Sphere — DC 17; Duration concentration, 10
hours (sense); Range Medium (190 ft), personal (sense); Tal-
ents Divine Secrets, Ghost Sight, Dowsing
- divine (alignment, magic, undead, 1 sp: secrets, dowsing)
- sense (1 sp: read magic, ghost sight)




Fate Sphere — DC 17; Alignments Good, Evil,
Lawful, Chaotic; Range Close (65 ft.), personal w/
20 ft. radius (consecration)
- hallow +1 (word, o sp, 9 minutes)
- serendipity +1 to allies (consecration, concentration
or 20 rounds w/ 1 sp)

STATISTICS
Str 16, Dex 19, Con 18, Int 18, Wis 16, Cha 17

Base Atk +12; CMB +15; CMD 29

Feats Dodge, Great Fortitude, Hover, Improved Initiative,
Iron Will, Power Attack

Skills Bluff +18, Diplomacy +18, Intimidate +18, Knowledge
(arcana, planes, religion) +19, Perception +18, Sense Motive
+18, Spellcraft +16, Stealth +19
Languages Abyssal, Celestial, Common, Draconic, Infernal
SQ astral travel, ethereal change, master of alignments, spirit
touch, teleportation

SPECIAL ABILITIES
Master of Alignments (Su)
A psychopomp counts as being all alignments for purposes of
the Fate sphere, and does not need to spend a spell point to use
the Hallow word.

Reaper’s Scythe (Su)

Every psychopomp carries a distinctive cold iron scythe as both
a weapon and a symbol of its duty. As a free action, the psycho-
pomp can summon its weapon from any location and have it
appear in its hands instantly. It can also dismiss its scythe to
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its planar home as a free action. If a psychopomp’s scythe is
destroyed, it can summon a new one in 24 hours.

Soul Lock (Su)

Once per day, a psychopomp can use its +2 cold iron scythe to cap-
ture the soul of a creature at the threshold of death—any undead
creature or being with o or fewer hit points. The target must
succeed at a DC 19 Will save or be slain, its spirit locked within
the scythe. This saving throw is Cha-based. A corporeal undead
transforms into a corpse if affected by this ability, while an in-
corporeal undead is trapped bodily within the staff (this ability
cancels a ghost’s ability to rejuvenate). A spirit trapped within
a psychopomp’s scythe cannot be returned to life through any
means short of true resurrection, miracle, or wish. A trapped
soul can be freed if the psychopomp wills it, or by using rituals
such as banishment, dismissal, or freedom upon the scythe. A psy-
chopomp’s scythe can only contain one soul at a time. The save
DC is Wisdom-based.

Spirit Touch (Su)

A psychopomp’s natural weapons, as well as any weapon it
wields, are treated as though they had the ghost touch weapon
special ability.

Spiritsense (Su)

A psychopomp notices, locates, and can distinguish between
living and undead creatures within 60 ft., just as if it possessed
the blindsight ability.

EcoLoGy

Environment any (purgatory)

Organization solitary, pair, or group (3-12)

Treasure standard (+2 cold iron scythe, other treasure)

[ nave seen wany differing writings about the vature of e afterlife as it
wWas understood by uarious philosophiers proprets and wizards, so for this book [
Aecided 10 qo 10 The Source ands Summon a psychoporp. From our' long conversation,
[ have come to understand that pervaps a better term than either reward or

punishment’ (s Simply “destination. It (s true that the gredtest glories of
Headven are only available To a Select feny aS are the deepest circles
of Hell, but according 10 my Source TAIS has less o Ao with a
Judge's decree and wore to do with wiat location the Soul feels
MoSt at vome in; a credture that has never truly dligned itself
with Good will feel more wiserable trying to live in Heaen than
it will around others ands in a location comprised of s own dlignment.
Likenise a Soul's final desting of becoming either the humblest of angels or
a4 Sola a DIt fiend or the most sniveling of imps, or Something else completely,
nas more 1o dedl with the State of that Soul after (i Time growing
througn mortdlity rather than Some Sort of cosmic rewsard handed donm
from on—nign (or domn—low as the case may be).
1T was at this point my psychopomp friend launched: into a philosophical tredtise on Spiricual sen—
Sitivity and the growtn of the soul through Strugqle, but [ aamic [ lost focus valfnay through. His nood was up and
PSYCHOPOMPS are. 4orgeous.
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SOLAR

Solars are the generdls of the celestiadl ream. They are
arcnangels nolding sway over entire nations, worlds, or philo—
SOpYical concepts, and are the primary wielders of the Swordas
Of Justice in the battle aqainst the inferal reaims.

Like the dvwenger, Solars are very similar in appearance (o
e various numanoid faces, dthougn glorified, winged, and
larger than life. While dll celestials possess a power of presence
at Stems from that gqlorified nature, Solars take this a Step
fureher; according o Some accownts, a Solar exposing its full
glory is more than reality can take which (s why the ground
Often Shakes at their passing

USudlly a Solar s found at the head of a celestial /ost,
but they are dso the ones entrusted wWith the most import—
ant of missions, and are fully copable of acting independently
Usually, these quests invole battlling the greatest of foes from
e inferval nost or missions wwere the balance of planes and
redlities are 4t Stake.

The birth of a solar (s a very rare occurrence. A wortal
MuST be among the qreqtest of divine Servants, both in power
and. dewotion, to become a Solar upon deatn. ['m not familiar
with all of the ins and outs of divine foresignt, but [ had
a teacher wmo once Told me that the divines know wMich
moreals could one  day
become a Solar - even
before those mortals
are borv, their Spirit
had o be Something
beyond, the  ordinary,
prepared.  specifically
from e  foundadtions
of time to redize their
eventual - destivg a8 a
Solar:
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[t must dlso be noted that, uhile poner—
ful divine beings, there are Some Strict differences
between a Solar and a demigod. A solar's power
is not directly related to worship like it can be for
aeity. Solars rave been the Spouses of qods and the
pregenitors of demigods (and [ know at least one
nstaice waere a Solar was called upon T mentor
a youq deity), but actudlly lack the autonomy of the
demiqod, as the power of a demiqod (s innerently Selfisn,
while a Solar (s always a reflection of teir liege.

At the same time, though, there are Stories of mortals
WO aScend: 10 qoanood rather than  Solar—nood, loner
angels wino ascend 1o Solar—nood, and Solars wao have be—
come qods n their own rignt, Which wakes me wonder if
pervaps the distinction between the two 9T as divisie as
some Scholars woulds have you believe.
SOLAR
XP 819,200
NG Large outsider (angel, extraplanar, good)
Init +9; Senses darkvision 60 ft., low-light vision, detect evil,
true seeing; Perception +33
Aura protective aura
DEFENSE
AC 44, touch 11, flat-footed 42 (+14 armor, +1 Dex, +1 dodge,
+19 natural, —1 size); +4 deflection vs. evil, +4 vs attacks of op-
portunity from movement.

CR2




hp 561 34d10+340+34 Toughness); regeneration
20 (evil artifacts, effects, and spells)

Fort +29, Ref +16, Will +27; +4 vs. poison, +4 resis-
tance vs. evil

DR 20/evil; Immune acid, cold, petrification; Resist
electricity 10, fire 10; SR 34

OFFENSE

Speed 5o ft., fly 150 ft. (good); 35 ft., fly 100 ft. (good) in

armor

Melee +5 dancing greatsword +47/+43/+37/+32 (3d6+18/19-20,
x2) or slam +42 (2d8+13)

Ranged +5 composite longbow (+9 Str bonus) +43/+38/+33/+28
(2d6+14/x3 plus slaying arrow)
Space 10 ft.; Reach 10 ft.
Magic

Caster Level 34th; MSB +34, MSD 45, Concentration +41
Tradition Natural (none); CAM Cha

Spell Points 75
Divination Sphere — DC 34; Duration concentration, 34
hours (sense); Range Long (1,760 ft.), personal (sense); Tal-
ents Battlefield Sense, Blindfolded Oracle, Detect Scrying, Di-
vine Information, Divine Secrets, Dowsing, Foreshadow, Ghost
Sight, Grant Sense, Greater Divine, See Hazard, Sense Magic,
True Seeing, True Sight, Viewing

- divine (alignment, life, magic, 1 sp: secrets, information,
dowsing, viewing)

- sense (1 sp: battlefield sense, blindfolded, foreshadow,
ghost sight, hazards, read magic, true sight, 2 sp: magic,
true seeing)

Fate Sphere — DC 35; Range Close (110 ft.), personal w/ 40
ft. radius (consecration); Alignments Good; Targets 1 or
12 w/ 1 sp (word); Talents Atonement, Bless, Close, Curse,
Divine Force, Echoing Word, Freedom, Geas, Greater Con-
secration, Greater Geas, Greater Serendipity, Harm, Judge-
ment, Mark of Judgement, Mercy, Open, Pain, Truth

- atonement (word, 2 sp)

- bless (word, 1 sp)

- close (word, 1 sp)

- curse (word, 1 sp)

- divine force (consecration, instantaneous)

- freedom (word, 1 sp)

- geas (word, 2 sp, permanent, any creature)

- hallow +4 (word, 1 sp, 34 minutes)

- harm (word, instantaneous or 34 rounds w/ 1 sp)

- judgement (consecration, I sp, concentration or 22 minutes
w/ 1 sp)

- mercy (word, 1 sp, 34 rounds)

- open (word, 1 sp)

- pain (word, 1d4 + 11, 1 round
or 34 rounds w/ 1 sp)

- serendipity +1 to allies, -1
to enemies (consecra-
tion, consentration or
34 rounds w/ 1 sp)

- truth (word, con-
centration or 34
minues w/ 1 sp)

Life Sphere — DC 34, Range Close (110 ft), Target 1 or 19
w/ 1 sp, Talents Break Enchantment, Font of Life, Greater
Healing (4), Greater Restore, Greater Resurrection, Mass Heal,
Ranged Healing, Regeneration, Restorative Cure, Restore
Health, Restore Mind, Restore Mind and Body, Restore Move-
ment, Restore Senses, Restore Soul, Resurrection, Resuscitate,

- cure 6d8+170. (1 sp, restorative cure, resuscitate)

- invigorate +34 temp hp (1 hour)

- restore ability drain, blindness, confused, dazed, dazzled,
deafness, exhausted, fatigued, frightened, heal ability
damage, movement-imparing effects, nauseated, other
senses, panicked, shaken, sickened, staggered, stunned,
temporary negative levels, MSB vs poison and disease (1
sp, 34 rounds, +I sp each for MSB vs magic effects, regen-
eration, permanent negative levels, greater effects)

- Resurrection (3 sp and 1 hour, up to 22 days dead, 1 perma-
nent negative level)

Light Sphere — DC 34; Duration 34 minutes; Effect bright
light: 115 ft.; Range Long (1,760 ft.); Target 1 or 40 ft. radius
w/ 1 sp; Talents Area Glow, Beacon of Hope, Bound Light, En-
compassing Light, Guiding Light, Light Link, Ranged Light,
Repelling Light, Revealing Light

- glow +1 to hit target, +7 vs fear, light link (bound, encom-

passing, guiding, repelling, revealing)
STATISTICS
Str 28, Dex 20, Con 30, Int 23, Wis 27, Cha 25
Base Atk +34; CMB +44; CMD 59
Feats Combat Expertise, Dodge, Deadly Aim, Greater Trip,
Greater Vital Strike, Improved Initiative, Improved Trip, Im-
proved Vital Strike, Mobility, ManyShot, Point-Blank Shot,
Power Attack, Precise Shot, Rapid Shot, Sphere Focus (Fate),
Toughness, Vital Strike
Skills Bluff +44, Diplomacy +42, Fly +44, Knowledge (arcane,
history, nature, planes, religion) +43, Perception +45, Sense Mo-
tive +45, Spellcraft +40, Stealth +42
Languages Celestial, Draconic, Infernal; truespeech
SQ astral travel, change shape (any humanoid), divine magic,
ethereal change, hide self, teleportation
SPECIAL ABILITIES
Divine Magic

Solars are treated as possessing the divine petitioner tradition
for the purpose of magic items and other effects dependent on
that tradition. In addition, the solar gains an additional racial
spell point and magic talent per hit die.
Protective Aura (Su)
A primary grants a +4 deflection bonus to AC and a +4 resis-
tance bonus to saving throws to itself and all allies within 20 ft.
The bonus only applies against attacks and effects created by
evil creatures.
Slaying Arrow (Su)
A solar’s bow needs no ammunition, and automatically creates
a slaying arrow of the solar’s choice when drawn.
EcoLocy
Environment any good-aligned plane
Organization solitary or pair
Treasure double (+5 composite longbow {+9 Str bonusl, +5 danc-
ing greatsword, +5 full plate,)
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CONSTRUCTS

Constructs have always fascinateds me, Mot from a construction Standpoint, but from a functionality Standpoint.
Constructs, for the oSt part, dare immune 1o almost every Trick a magician knows: They are immune to mind control
and illusions, they have no bodies 1o manipulate, and many are completely immane o direct wagic attacks of any Kind.
It dinays seemed 1o me that constracts were specifically designed: 1o counter wagicians, Wnich means e bigger a
CONSIPUCT you credte, the 1ess of a chance of survival you have if it ever qoes rogue and artacks 4ou.

As for the constructs [ vave encountered here at school, wiile Some remain wider the control of undisclosed
parties at the School, many of them do fall into This “rogue’ cateqory. While a construct doesn't enter into an “ecosystem’
e same way an escaped living experiment will, a construct's lack of paysical needs or agqing means when it qoes roque,
it will Keep being rogue antil it (s findlly Aestroyed or rusts anway, wiich might take centuries.

Nevertheless there ARE ways To counter a Constrdct, even oves that dare immuie to wadic; you can credte a pit
and. push it in, you can credte walls To crush it, or you can SiMply focus your wagic on emponering dllies to attack it on
your benalf So long as your magic Aoesn't rely directly on affecting the construct itself Canless of courss you are g master
Of Object-based Wagic, in which case you probably have a Trick or two up your Sleeve of your own), you Should be fing so

long as you THink aneadk ands Keep your wits about you.

CoOLOssus

Academies artract mad wizards like flowers attract bees.
wWinetner as Studaents or as teachers, tnese madk Wizaras vae
built a 10t of Secret lavoratories over the years and at east
one of these was dedicated to the construction of colossi.

The colossi are a collection of special qolems wio's con—
struction [s.. unigue. Waile qolems and otner consSIndcts have
never been my Strong point, [ 4o know that a colossus S a
Step dabove the average qolem, incorporating elements of me—
chanical engineering  alongside  extremely advariced: magic 1o
credte Something that (s much wore “dlive” than normal. Unlike
eir lesser; more common counterparts, a colossus possesses an
elemental Spiric that functions for the colossus not aissimilar
0 a mortdl Sodl, qiving the colossus independence and lifg,
after a fashion.

The particdlar colossi [ have encountered under the
academy Seem 1o be part of a Set; a SerieS of experiments
into the creation and adaptation of colossus theory. Let that
SinK in for a moment. Someone Aidn't just credte one of these
MONSTIOSITiES, They credted a whole line of them, principally as
an educationdl exercise. [ can only imagive at the expense for
oredting Just one of thess let dlone a wiole fline.

Before we qer into the colossi themselves, you should
nave Some background, information on noms colossi function,
and. what makes them different from norwal qolems.

You might remember the qudlities of a construct, 4s
aetailed in class:

No Constitution score: Any DCs or other statistics that rely
on a Constitution score treat a construct as having a score of 10
(no bonus or penalty).

Vision: Constructs have low-light vision and darkvision 60 ft..
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Immunity: Constructs are immune to all mind-affecting ef-
fects, bleed, disease, death effects, necromancy effects, paraly-
sis, poison, sleep effects, and stunning. They are not subject to
ability damage, ability drain, fatigue, exhaustion, energy drain,
nonlethal damage, or any effect that requires a Fortitude save
(unless the effect also works on objects, or is harmless).

Healing: Constructs cannot heal damage on their own, but
often can be repaired via magic such as the Creation sphere or
the make whole ritual, or through the use of the Craft Construct
feat. Even a construct with the fast healing special quality still
does not heal as a creature does through rest or the Heal skill.
Death: A construct is immediately destroyed when reduced
to o hit points or less, and cannot be raised or resurrected. A
construct is not at risk of death from massive damage.

70 tnis list, I would add the follwing qudlities for
constructs with the Colossus subtype:

Elemental Soul: A colossus is an intelligent creature, and
can use magic, gain skills and feats, and can even gain class
levels.

Pinning Stomp (Ex): As a swift action, a colossus can
make a single melee attack at its highest base attack against
a target three or more size categories smaller than itself that
occupies its same space. This attack deals an amount of dam-
age equal to twice the colossus’s slam attack plus 1-1/2 times
the colossus’s Strength bonus. If the colossus hits with this
attack, it can attempt a grapple check as a free action. This
grapple doesn’t provoke attacks of opportunity. If the grap-
ple is successful, the target is pinned and takes an amount of
damage equal to the colossus’s slam attack each round at the
start of the colossus’s turn until either the pinned creature
frees itself, or the colossus moves out of the pinned creature’s
space. The colossus doesn’t gain the grappled condition nor
need to attempt grapple checks to continue the pin, nor can
it attempt a grapple check to move, deal further damage, or
tie up the grappled creature. A colossus can have at most two
creatures pinned with this attack at one time.



MARK 1

The Mark I was the first variety of colossi [
encountered, and ook more like small bipedal moun—
1ains then crofted creatures. They are peaceful after
a fashion, in tnat ['ve never seen one 4o looking for
a fignt, but they are quick to fdtten anything that
invades their territory. OF dall the colossi I have encoun—
tered, the Mark I's are the least intelligent, probably as
a result of their being the first colossi their creator built:
XP 9,600
N Gargantuan construct (colossus)
Init +o; Senses darkvision 6o ft., low-light vision; Perception
+13

DEFENSE
AC 24, touch 6, flat-footed 24 (-4 size, +18 natural)
hp 131 (13d10+60)

Fort +8, Ref +6, Will +6

DR 1o/adamantine; Immune construct traits, magic
OFFENSE

Speed 40 ft

Melee 2 slams +17 (2d12+8) or greatclub +18/+13/+8 (4d6+12) or
stomp +17 (4d12+12 plus pinning stomp)

Space 20 ft.; Reach 20 ft.

STATISTICS

Str 26, Dex 10, Con -, Int 3, Wis 10, Cha 11

Base Atk +13; CMB +25; CMD 35

Feats Great Fortitude, Improved Vital Strike, Iron Will,
Lightning Reflexes, Power Attack, Vital Strike, Weapon Focus
(greatclub)

Skills Perception +13

Languages Common

SPECIAL ABILITIES

Immunity to Magic (Ex)

A mark I is immune to any spell, sphere effect, or spell-like

ability that allows spell resistance. In addition, certain spells

and effects function differently against the creature, as noted
below.

* A transmute rock to mud ritual or a similar magical effect
slows the mark I (as the s/ow Time sphere effect with the
Advanced Slow talent) for 2d6 rounds, with no saving
throw, while transmute mud to rock or a similar effect heals all
of its lost hit points.

* A stone to flesh ritual or a similar magical effect does not
actually change the mark I’s structure, but negates its dam-
age reduction and immunity to magic for 1 full round.

EcoLocy

Environment any land

Organization solitary or pair
Treasure standard (greatclub)

ARK I, BROKEN CR
XP 3,200

N Gargantuan construct (colossus)

Init +o; Senses darkvision 6o ft., low-light vision; Perception
i)

DEFENSE

AC 20, touch 6, flat-footed 20 (-4 size, +14 natural)

hp 65 ([13d10+60}/2)

Fort +4, Ref +2, Will +2

DR 1o/adamantine; Immune construct traits, magic
OFFENSE

Speed 20 ft

Melee 2 slams +13 (2d12+4) or greatclub +14/+9/+4 (4d6+8) or
stomp +13 (4d12+8 plus pinning stomp)

Space 20 ft.; Reach 20 ft.

STATISTICS

Str 26, Dex 10, Con -, Int 3, Wis 10, Cha 11

Base Atk +13; CMB +21; CMD 31

Feats Great Fortitude, Improved Vital Strike, Iron Will, Light-
ning Reflexes, Power Attack, Vital Strike, Weapon Focus (great
club)

Skills Perception +9

Languages Common

SQ Broken

SPECIAL ABILITIES

Broken (Ex)

A broken mark I shows great wear and tear that goes beyond
simply missing hit points and instead affects the very way it
functions.

The broken mark I has half its usual hit points and move-
ment speed, and suffers a permanent -4 penalty to all attack
rolls, weapon damage rolls, saving throws, skill checks, ability
checks, as well as to its CMB, CMD, and natural armor.
Immunity to Magic (Ex)

A mark I is immune to any spell, sphere effect, or spell-like abil-
ity that allows spell resistance. In addition, certain spells and
effects function differently against the creature, as noted below.

* A transmute rock to mud ritual or a similar magical effect
slows the mark I (as the s/ow Time sphere effect with the
Advanced Slow talent) for 2d6 rounds, with no saving
throw, while transmute mud to rock or a similar effect heals all
of its lost hit points.

* A stone to flesh ritual or a similar magical effect does not
actually change the mark Is structure, but negates its dam-
age reduction and immunity to magic for 1 full round.

EcoLocy

Environment any land

Organization solitary or pair

Treasure standard (greatclub)
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MARK I, UNCHAINED BARBARIAN CR1
XP 9,600

Unchained Barbarian §

N Gargantuan construct (colossus)

Init +2; Senses low-light vision, darkvision 60 ft.; Perception
+17

DEFENSE

AC 24, touch 6, flat-footed 22 (+2 Dex, -4 size, +18 natural, -2
rage)

hp 205 (13d10+5d12+60+36 rage)

Fort +12, Ref +11, Will +12

DR 10/adamantine; Immune construct traits, magic
Defensive Abilities improved uncanny dodge

OFFENSE

Speed 5o ft

Melee 2 slams +28 (2d12+12) or mwk greatclub +30/+25/+20/+15
(4d6+17/19-20) or stomp +32 (4d12+17 plus pinning stomp)
Space 20 ft.; Reach 20 ft.

Special Attacks rage (12 rounds/day), rage powers (Accurate
Stance, Deadly Accuracy)

STATISTICS

Str 30, Dex 14, Con -, Int 5, Wis 12, Cha 11

Base Atk +18; CMB +32; CMD 44

Feats Critical Focus, Great

Fortitude, Improved Ciritical

(greatclub), Improved Vital

Strike, Iron Will, Lightning

Reflexes, Staggering Crit

ical, Power Attack, Vital

Strike, Weapon Fo-

cus (greatclub)
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Skills Climb + 15, Perception +17, Swim +15
Languages Common

SQ fast movement, danger sense +I

Base Statistics When not raging, the unchained bar-
barian mark I’s statistics are: AC 26, touch 8, flat-foot-
ed 24; hp 169; Will +8; Melee 2 slams +24 (2d12+10) or
mwk greatclub +26/+21/+16/+11 (4d6+15) or stomp +24
(4dr2+15 plus pinning stomp)

SPECIAL ABILITIES

Immunity to Magic (Ex)

A mark I is immune to any spell, sphere effect, or spell-like
ability that allows spell resistance. In addition, certain spells
and effects function differently against the creature, as noted
below.

- A transmute rock to mud ritual or a similar magical effect
slows the mark I (as the s/ow Time sphere effect with the
Advanced Slow talent) for 2d6 rounds, with no saving
throw, while transmute mud to rock or a similar effect heals
all of its lost hit points.

- A stone to flesh ritual or a similar magical effect does not
actually change the mark I’s structure, but negates its
damage reduction and immunity to magic for 1 full round.

EcoLocy
Environment any land
Organization solitary or pair
Treasure standard (mwk greatclub)

Winterlym's Mote: This is a mark
[, next 1 a larger wark / to did in
comparison of Scale. An average we—
Alum=sized person would be about as
tall as the wark /s toe.



MARK 11

The mark [1 s very different from any oth—
er colossus 1've encountered. First, it's much, much
smaller Swall enoughn that [ vesitate 1o even call it
a colossus, except it possesses an elemental Soul. Second,
TS a creature crafted from such intricate and ele—
gant mechanics and metalworking that it doesn’t redlly
resemble a qolem like the otners do. But, nonetveless it is
a colossus, andk wark [1's have an artitude.

Mark II's look like mechanical spiders and although
mark 11's are swaller than wark ['s and are therefore not
a8 likely to step on you, mark 11's have much more variety
of option. A mark I can reassemble its body into different
forms to better accomplisn the task at hand, such as folding
legs up and extracting waneels for fast movement, or spinving
their baded leqs n front of them to wake an unpassable bar—
rier ['ve even seen a fenw that had wand—like wagic cannons
attached 10 better damage foes at a Aistance.

My best advice wien facing a wark L1 (s to not follow
advice. Mark I1's are cuming and versatile, and if you ever
Ihink you've found a weakness in one you can exploit, oAds
are (S Just luring you into a false sense of Security before
Springing its 1rap.

CR 4

ARK 11

XP 1,200
N Large construct (colossus)
Init +7; Senses darkvision 60 ft., low-light vision; Perception
)
DEFENSE
AC 17, touch 12, flat-footed 14 (+3 Dex, -1 size, +5 natural)
hp 57 (sd10+30)
Fort +1, Ref +6, Will +3
DR 10/adamantine; Immune construct traits, magic
OFFENSE
Speed 50 ft.
Melee 2 slams +10 (1d6+5), or stomp +10 (2d6+7 plus pinning
stomp) or destructive blast +10 touch (1d6 or 2d6 w/ 1 sp)
Ranged destructive blast +8 touch (1d6 or 2d6 w/ 1 sp)
Space 10 ft.; Reach 10 ft.
Magic
Caster Level 2nd; MSB +5, MSD 16, Concentration +5
Tradition Natural (none); CAM Cha
Spell Points 5
Destruction Sphere — DC 11, Range Long (480 ft.), Tal-
ents Extended Range (2), Force Blast
- destructive blast 1d6 or 2d6 w/ 1 sp (1 sp: force blast)
STATISTICS
Str 20, Dex 16, Con -, Int 10, Wis 10, Cha 11
Base Atk +5; CMB +10; CMD 23
Feats Improved Initiative, Iron Will, Lightning Reflexes
Skills Fly +8, Perception +5
Languages Common
SQ switchable composition

SPECIAL ABILITIES

Immunity to Magic (Ex)

A mark II is immune to any spell, sphere effect, or spell-like

ability that allows spell resistance. In addition, certain spells

and effects function differently against the creature, as noted
below.

* A magical attack that deals electricity damage slows a mark
II (as the slow Time sphere effect with the Advanced Slow
talent) for 3 rounds, with no saving throw.

* A magical attack that deals fire damage breaks any slow
effect on the mark II and heals 1 point of damage for each
3 points of damage the attack would otherwise deal. If the
amount of healing would cause the mark II to exceed its
full normal hit points, it gains any excess as temporary hit
points for 1 minute. A mark II gets no saving throw against
fire effects.

* A mark II is affected normally by rust attacks, such as
those of a rust monster or a rusting grasp ritual.

Switchable Composition (Ex)

A mark IT can change its physical composition as a swift action,

gaining one of the following bonuses. This bonus lasts until the

mark IT spends another swift action to choose a new benefit:

*  The mark II gains a +50 ft. bonus to its movement speed.

*  The mark II gains a 40 ft. Climb speed.

*  The mark IT gains a 30 ft. Fly speed (average).

*  The mark II gains a 40 ft. Swim speed.

*  The mark IT gains 2 additional claw attacks, which deal the
same damage as its slam attacks.

e The mark II may spin its arms around itself to create an
unpassable barrier. The mark II gains the benefits of the
Whirlwind Attack feat. In any round this feat is used, the
mark II may also make an unlimited number of attacks of
opportunity.

EcoLocy

Environment any land

Organization solitary, pair, or swarm (3-12)

Treasure standard

ARK II, WAR LEADER CRS

XP 1,200

Incanter 5

N Large construct (colossus)

Init +7; Senses darkvision 6o ft., low-light vision; Perception
+5

DEFENSE

AC 19, touch 14, flat-footed 14 (+5 Dex, -1 size, +5 natural)

hp 87 (sdro+5d6+30+10 Toughness)

Fort +2, Ref +9, Will +7

DR 10/adamantine; Immune construct traits, magic
OFFENSE

Speed 5o ft.

Melee 2 slams +13 (1d6+6), or stomp +13 (2d6+9 plus pinning
stomp) or destructive blast +13 touch (4d6 or 7d6 w/ 1 sp)
Ranged destructive blast +12 touch (4d6 or 7d6 w/ 1 sp)

Space 10 ft.; Reach 1o ft.

Magic

Caster Level 7th; MSB +10, MSD 21, Concentration +13
Tradition Natural (none); CAM Cha
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Spell Points 13
Destruction Sphere — DC 17, Range touch or Long (680
ft.), Target 1, 15 ft. radius burst w/ 1 sp; Talents Explosive Orb,
Extended Range (2), Force Blast

- destructive blast 4d6 or 7d6 w/ 1 sp (x sp: force blast)
War Sphere — DC 16, Duration concentration or 7 rounds
w/ 1 sp, instantaneous (rally); Range Long (680 ft.), Talents
Ranged Totem (3), Retribution, Revitalize, Safety, Totem of
Iron, Totem of Tactical Prowess

- rally (1 sp: retribution, revitalize, safety)

- totem 65 ft. radius (tactical prowess, war, 1 sp: iron)
STATISTICS
Str 22, Dex 20, Con -, Int 12, Wis 10, Cha 16
Base Atk +7; CMB +13; CMD 28
Feats Counterspell, Extra Magic Talent (2), Improved Initia-
tive, Iron Will, Lightning Reflexes, Sphere Focus (Destruc-
tion), Toughness
Skills Fly +18, Intimidate +13, Perception +10
Languages Common, Giant
SQ switchable composition
SPECIAL ABILITIES
Immunity to Magic (Ex)
A mark IT is immune to any spell, sphere effect, or spell-like
ability that allows spell resistance. In addition, certain spells
and effects function differently against the creature, as noted
below.
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* A magical attack that deals electricity dam-
age slows a mark II (as the slow Time sphere
effect with the Advanced Slow talent) for 3
rounds, with no saving throw.

* A magical attack that deals fire damage breaks any
slow effect on the mark II and heals 1 point of dam-
age for each 3 points of damage the attack would
otherwise deal. If the amount of healing would cause
the mark II to exceed its full normal hit points, it gains
any excess as temporary hit points for 1 minute. A mark
II gets no saving throw against fire effects.

* A mark II is affected normally by rust attacks, such as
those of a rust monster or a rusting grasp ritual.

Switchable Composition (Ex)

A mark II can change its physical composition as a swift action,

gaining one of the following bonuses. This bonus lasts until the

mark II spends another swift action to choose a new benefit:

*  The mark II gains a +50 ft. bonus to its movement speed.

*  The mark II gains a 40 ft. Climb speed.

*  The mark II gains a 30 ft. Fly speed (average)

*  The mark II gains a 40 ft. Swim speed.

*  The mark IT gains 2 additional claw attacks, which deal the
same damage as its slam attacks.

e The mark II may spin its arms around itself to create an
unpassable barrier. The mark II gains the benefits of the
Whirlwind Attack feat. In any round this feat is used, the
mark IT may also make an unlimited number of attacks of
opportunity.

EcoLocy

Environment any land

Organization solitary, pair, or swarm (1-2 war leaders, 3-12

mark II’s)

Treasure standard




MARK V

Don't ask me what vappened to marks 17
ana [l [ never saw them and must assume they
have been destroyed. [t doesn't matter though, 4
mark |/ makes up for (ts lack of predecessors by being
e biggest, most ludicrous colossus [ have ever Seen.
[ once saw a reference 1o the mark V' in a hidden
Sub—lab that called it the qod—killer'. I don't know if
wis is a titlg a declaration of past deeds a description of
its intended purpose or a nickname qiven to it because TS
JUST that big. Either way, it should give you an idea of Just
what the mark V' (s capable of
The mark /s only redl weakness is its focused design
and its massive Size. Unlike Some other colossus and constructs
e mark V' has no redl powers except for its great Strengin,
and. nere are fews places Sometning that big can reach.
Homever despite these weaknesses, 4o not think that
Yyou can easily ouT=Smar't it or our—manedver (t; the mark UV
s desiqned: To destroy casters more than any other colossus
or qolem [ve ever seen. The wark UV SNt just immune o
magic, e mark / nas been trained o fight wadic users, and
knows severdl technigues To Stop them from using magic ['m
no expert on melee combat, but watching the wark V' fight
is like watching a sword master at work, ('S less combat
and more poetry told in movement. I Aon't know wy a
Wizafd would create Something designed only o Aestroy
powertul magic users (like [ wust assumg it's creator) but
i its nickname s any indication of the intent of ts design,
pervaps [t does wake a twisted Sort of sense.
MARK V
XP 9,600
N Colossal construct (colossus)
Init +10; Senses darkvision 60 ft, low-light vision, true see-
ing; Perception +45
DEFENSE
AC 42, touch 12, flat-footed 32 (+10 Dex, -8 size, +30 natural)
hp 300 (40d10+80)
Fort +12, Ref +22, Will +17

DR 20/adamantine; fast healing 20 Immune construct
traits, magic

CR 24

OFFENSE

Speed 120 ft

Melee 2 slams +54 (3d10+24) or stomp +52 (6d10+36 plus pin-
ning stomp)

Ranged 2 finger cannons +42 (8d6/x3)

Space 30 ft.; Reach 30 ft.

STATISTICS

Str 50, Dex 30, Con -, Int 24, Wis 20, Cha 20

Base Atk +40; CMB +68; CMD 88

Feats Blinding Critical, Combat Expertise, Combat Reflexes,
Critical Focus, Critical Mastery, Disruptive, Dodge, Greater
Weapon Focus (slam), Greater Weapon Specialization (slam),
Improved Critical (slam), Mobility, Pin Down, Power Attack,
Spring Attack, Spellbreaker, Staggering Critical, Teleport Tac-
tician, Weapon Focus (slam), Weapon Specialization (slam),
‘Whirlwind Attack

Skills Acrobatics +50 (+100 when jumping); Climb + 40, Diplo-
macy +45, Knowledge (all) +23; Perception +45, Swim +40
Languages Celestial, Common, Draconic, Dwarven, Elvish,
Infernal, Sylvan,

SQ Greater Athletics

SPECIAL ABILITIES

Finger Cannons (Ex)

‘When making an attack action or full-attack action, the mark
V can make a ranged attack in place of a slam attack, firing can-
nons from its fingers. These are considered natural attacks for
the purpose of proficiencies, but are also considered firearms
with a range increment of 210 ft. They have no chance of mis-
fire, reload automatically, and do not provoke an attack of op-
portunity. The mark V can hold up to 100 shots of ammunition.
Greater Athletics (Ex)

The mark V counts its Hit Dice as fighter levels when qualifying
for feats. It is always considered to have a running start when
jumping, gains a +50 racial bonus to Acrobatics when jumping,
and uses its Acrobatics check (rather than 1/4th its Acrobatics
check) when determining the height of its jump.

Immunity to Magic (Ex)

A mark V is immune to any spell, sphere effect, or spell-like
ability that allows spell resistance.

EcoLocy

Environment any land

Organization solitary

Treasure standard

Winterlynn's Mote: The mark I/ intrigues me not because of (LS design or function, but more because of its attitude.
Canot IMpress upon you 100 THoroughly the futility of facing the mark / in combat, but wien faced outside of combat, the
mark /(s actudlly very cordial. I spoke T0 it once and while it wasn't very forthcoming about its master (S Mistory or its
pUrpose, it did nave a fondness for conversation and riddles, and brewed a qreat cup of tea.

THis (s the Strange trath about colossi That Sets them apart from other constructs. Colossi aren’t fake—life, they are
dlive. VWhile they are immortad and so certainly take the elongated view Toward life, most of them are dlso quite child—like in
aisposition and intelligence, and every magic user Wvo creates one runs the ISk of it turming on them, not for any mistake
ey Wade in (S creation, but ratver because they were a poor parent.

The mark f nowever (1T Just the most powerful colossus under the School; he is also the most well-behaved and
Marure, and reflects everytning its credaior must ave learmed from raising the previous 4 models not only in design, but also
in parenting. The mark V' says please’ and thank you, s very well=read, and a very qood listener He told me now much
ne loved nis motner and shared with me WS dream 1o travel the world once Nis motner gave her permission.

I won't deny it, talking to the mark VV was a wonderful corange from the dull conversations [ usudlly have with men
at we acadmey [f I were only fifty feet taller and he wasn't made of wetd, [ might have fallen in love.
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CYBORG

A eyporg is a lving creature that has had g Significant
part of it replaced with von—living components, usually me—
chavical or magical Cor in the case of those I have encoun—
tered wder the academy, both).

Winile technically a cyborg s ot a conSIruct, it possesses
erough construct—like qudlities that [ nave chosen 1o create
a special template for them. Unlike Someone wiho Simply yas a
ProSthetic, a cyborg's mind, neart, and soul are a mixture of
both living and construct qudlities, and are therefore affected.

Cyborg (+x CR)

Cyborgs gain the following special qualities:
Type: Cyborgs gain the half-construct subtype. Half-con-
structs cannot be raised or resurrected, and do not breathe,
eat, or sleep, unless they want to gain some beneficial effect
from one of these activities. This means that a cyborg can
drink potions to benefit from their effects and can sleep
in order to regain spells, but neither of these activities is
required for the cyborg to survive or stay in good health.

* Armor Class: Cyborgs gain a +2 bonus to natural armor

* Saving Throws: Cyborgs gain a +2 racial bonus on saving
throws against disease, mind-affecting effects, poison, and
effects that cause either exhaustion or fatigue.

»  Casting: Cyborgs are Low-Casters, gain a magic talent ev-
ery 2 Hit Dice, and possess the following tradition:

Cybernetics

A cyborg uses mechanical and magical parts to create magi-

cal effects for themselves. Because of the connection between

flesh, machine, and magic, envoking magic drains the cyborg’s

energy and produces a multiplicity of sounds and light effects,

as well as a rush of chemically-induced euphoria.

Drawbacks: Addictive Casting, Draining Casting, Magical

Signs, Personal Magics (Enhancement)

Boons: Easy Focus, Fortified Casting

CYBORG CENTAUR

XP 1,200

N Large monstrous humanoid (half-construct)

Init +6; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 22, touch 11, flat-footed 20 (+6 armor, +2 Dex, +3 nat-

ural, +2 shield, -1 size)

hp 30 (4dro+8)

Fort +3, Ref +6, Will +6 (+2 vs disease, mind-affecting

effects, poison, exhaustion or fatigue)

OFFENSE

Speed 50 ft.; 35 ft. in armor

Melee longsword +5 (1d8+2/19—20), 2 hooves +o (1d6+1)

Ranged spear +5 (1d8+2/x3)

Space 10 ft., Reach 5 ft.

Macic

Caster Level 2nd; MSB +5, MSD 16,

Concentration +5

Tradition Cybernetics; CAM Con

Spell Points 6

Enhancement Sphere — DC 13, Range Per

sonal, Duration concentration +2 rounds or 2

CR 4

115

minutes w/ 1 sp, Talents Bodily Enhancement,

Greater Enhancement, Lingering Enhancement,

Mental Enhancement
- enhancement +2 (equipment, bodily enhance-

ment, mental enhancement)

STATISTICS

Str 15, Dex 14, Con 15, Int 11, Wis 14, Cha 12

Base Atk +4; CMB +7; CMD 19 (23 vs. trip)

Feats Improved Initiative, Run

Skills Diplomacy +5, Intimidate +6, Knowledge (nature) +4,

Perception +7, Survival +9

Languages Common, Elven, Sylvan

SQ undersized weapons

SPECIAL ABILITIES

Undersized Weapons (Ex)

Although a centaur is Large, its upper torso is the same size as

that of a Medium humanoid. As a result, they wield weapons

as if they were one size category smaller than their actual size

(Medium for most centaurs).

EcoLocy

Environment temperate forests and plains

Organization solitary, pair, band (3-10), tribe (1130 plus 3
hunters of 3rd level and 1 leader of 6th level)
Treasure standard (breastplate, heavy steel shield, longsword,
spear, other treasure)



CYBORG HiLL GIANT
XP 4,800
CE Large humanoid (giant, half-construct)

Init —1; Senses low-light vision; Perception +6
DEFENSE
AC 23, touch 8, flat-footed 23 (+4 armor, —1 Dex, +I1 nat-
ural, —1 size)
hp 85 (10d8+40)
Fort +11, Ref +2, Will +3

Defensive Abilities rock catching

OFFENSE

Speed 40 ft. 3o ft. in armor)
Melee greatclub +14/+9 (2d8+10) or 2 slams +13 (1d8+7)
Ranged rock +6 (1d8+10)
Space 10 ft.; Reach 10 ft.
Special Attacks rock throwing (120 ft.)
Magic
Caster Level 5th; MSB +10, MSD 21, Concentration +§
Tradition Cybernetics; CAM Con
Spell Points 14
Enhancement Sphere — DC 16, Range Personal, Duration
concentration +2 rounds or § minutes w/ 1 sp, Talents Bodily
Enhancement, Greater Enhancement, Lingering Enhancement

- enhancement (equipment +3, bodily enhancement +2)
Life Sphere —DC 16, Range Touch, Talents Restore Health,
Restore Mind, Restore Movement

- cure 4d8+5 (1 sp)

- invigorate +5 temp hp (1 hour)

- restore heal 1d4 ability damage, confused, dazed, dazzled,
fatigued, movement-imparing, shaken, sickened, stag-
gered, MSB vs paralysis, MSB vs poison and disease (1 sp,
5 rounds)

STATISTICS

Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

Base Atk +7; CMB +15; CMD 24

Feats Cleave, Intimidating Prowess, Martial Weapon Profi-
ciency (greatclub), Power Attack, Weapon Focus (greatclub)
Skills Climb +10, Intimidate +12, Perception +6
Languages Giant

EcoLocy

Environment temperate hills

Organization solitary, gang (2-5), band (6-8), or raiding par-
ty (9—12 plus 1d4 synthetic wolves)

Treasure standard (hide armor, greatclub, other treasure)

CYBORG FROST WORM CR1

XP 25,600

N Huge magical beast (cold, half-construct)
Init +7; Senses darkvision 60 ft., low-light vision; Perception
+17

DEFENSE

AC 29, touch 11, flat-footed 26 (+3 Dex, +18 natural, —2 size)
hp 168 (16dr0+80)

Fort +15, Ref +13, Will +10

Immune cold

Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft., burrow 10 ft.

Melee bite +25 (4d1o+15 plus 4d6 cold)

Space 15 ft.; Reach 10 ft.

Special Attacks breath weapon (60-ft. cone, 15d6 cold dam-
age, Reflex DC 23 half, usable once per hour), death throes, trill
Magic

Caster Level 8th; MSB +16, MSD 27, Concentration +21
Tradition Cybernetics (Drawbacks: +Bodily Enhancement (En-
hancement)); CAM Con

Spell Points 21

Enhancement Sphere —DC 19, Range Personal, Duration
concentration +2 rounds or 8 minutes w/ 1 sp, Talents Bodily
Enhancement, Lingering Enhancement

- enhancement (bodily enhancement +4)

Life Sphere — DC 19, Range Touch, Talents Break Enchant-
ment, Greater Restore, Restorative Cure, Restore Health, Re-
store Mind, Restore Movement, Restore Senses, Restore Soul,

- cure 6d8+8 (1 sp restorative cure)

- invigorate +8 temp hp (1 hour)

- restore ability drain, blindness, confused, dazed, dazzled,
deafness, exhausted, fatigued, frightened, heal ability
damage, movement-imparing effects, nauseated, other
senses, panicked, shaken, sickened, staggered, stunned,
temporary negative levels, MSB vs poison and disease (1
sp, 8 rounds, +1 sp for MSB vs magic effects)

STATISTICS

Str 31, Dex 16, Con 21, Int 2, Wis 16, Cha 11

Base Atk +16; CMB +28; CMD 41 (can’t be tripped)

Feats Cleave, Combat Reflexes, Improved Initiative, Iron
Wiill, Power Attack, Skill Focus (Perception), Stand Still, Weap-
on Focus (bite)

Skills Perception +17, Stealth +6 (+14 in ice and snow); Racial
Modifiers +8 Stealth in ice and snow

SQ cold

SPECIAL ABILITIES

Cold (Suw)

A frost worm’s body generates intense cold, allowing it to deal
an additional 4d6 cold damage with its bite attack. Any crea-
ture that attacks a frost worm with an unarmed strike or a nat-
ural weapon takes 1d6 points of cold damage per successful hit.
A creature that grapples or is grappled by a frost worm takes
4d6 points of cold damage per round the grapple is maintained.
Death Throes (Su)

When killed, a frost worm explodes in a 100-foot-radius burst
that deals 12d6 cold damage and 8d6 piercing damage (DC 23
Reflex half). The save DC is Constitution-based.

Trill (Su)

As a full-round action, a frost worm can emit a strange trilling
sound that affects all creatures within a 100-foot radius. Crea-
tures must succeed on a DC 18 Will save or be fascinated for as
long as the worm continues to trill (the frost worm can main-
tain this trill by concentrating). Once a creature has resisted or
broken the effect, it cannot be affected again by that same frost
worm’s trill for 24 hours. This is a sonic mind-affecting effect.
The save DC is Charisma-based.

EcoLocy

Environment cold plains or mountains

Organization solitary
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ExPERIMENTAL GOLEMS

Almost all qolems are wade from the same wateridls:
iron, stong or flesn. Some wizards with a bic wore credtivity
will credte them out of glass, cloth, or wood. Someone under
the School, though, had a bit wore creativity than that.

The experimental qolems are wade of Substances that
Shoulan't be able 1o be enchanted. And no [ have o idea
now they did it. Under the senool, [ have encountered three
ypes, ones made out of pure telekinetic force ones made out
of Shadowstuff and ones that, as far as I can tell, were just
made out of well, magic. I've included a picture of it domwn
below; but as for its prysical wakeup, it's as i Someone wan—
aqed to AiStill pure madqic itself and animated it as a qolem.

Because of their Strange material makeup, experimental
qolems are not immune 1o magic, but instead possess qreat
magical abilities of their own. For the telekinetic qolem and
the shadowstuff qolem, This is Just a Strmg affinity with a
particular style. For the magic qolem, THis (s a Strange wastery
of e entirety of wagic itself

TELEKINETIC GOLEM CRoO
XP 2,400
N Large construct (colossus)
Init +9; Senses darkvision 6o ft., low-light vision, see invisibil-
ity; Perception +8
DEFENSE
AC 17, touch 14, flat-footed 14 (+5 Dex, -1 size, +5 natural)
hp 74 (8d10+30)
Fort +2, Ref +7, Will +2
Immune construct traits
Defensive Abilities natural invisibility
OFFENSE
Speed 4o ft.
Melee 2 slams +13 (1d6+5)
Space 10 ft.; Reach 1o ft.
Magic
Caster Level 8th; MSB +8, MSD 19, Concentration +10
Tradition Natural (none); CAM Cha
Spell Points 10
Telekinetic Sphere — DC 17; Range Medium (180
ft.); Target up to 9; Talents Dancing Weapon,
Divided Mind, Finesse, Flair, Flight, Great-
er Speed, Improved Range, Powerful Tele-
kinesis, Telekinetic Maneuver
- Télekinesis Large, 50 ft., s CMB
STATISTICS
Str 20, Dex 20, Con -, Int 10, Wis 10,
Cha 14
Base Atk +8; CMB +14; CMD 29
Feats Improved Initiative, Iron Will, Power
Attack, Sphere Focus (Telekinesis)
Skills Fly +13, Perception +8
Languages Common
EcorLoGcy
Environment any land
Organization solitary, pair, or patrol (3-6)
Treasure standard

L7

SHADOW GOLEM
XP 12,800
N Large construct (colossus)
Init +14; Senses darkvision 60 ft., low-light vision;
Perception +14
DEFENSE
AC 28, touch 20, flat-footed 17 (+10 Dex, +1 Dodge -1
size, +8 natural)
hp 121 (14d10+30+14 Toughness)
Fort +4, Ref +14, Will +6
Immune construct traits
OFFENSE
Speed 60 ft
Melee 2 slams +24 (1d6+5)
Space 10 ft.; Reach 10 ft.
Magic
Caster Level 14th; MSB +14, MSD 25, Concentration +17
Tradition Natural (Drzwbacks: Limited Creation (Creation,
create only)), Material Focus (Creation, shadowstuff only)),
CAM Cha
Spell Points 17
Dark Sphere — DC 20, Range Medium (240 ft.), Duration
concentration +2 rounds or 14 minutes w/ 1 sp, Talents Dis-
orienting Darkness, Fearful Darkness, Greater Darkness, Hun-
gry Darkness, Lingering Darkness, Looming Darkness, Pure
Darkness, Silent Darkness, Snagging Darkness, Thick Dark-
ness, Wall of Darkness
- darkness 45 ft. radius or 17 10-ft. cubes, 90 ft. radius or 34
10-ft. cubes w/ 1 sp (disorienting, fearful, hungry, loom-
ing, pure, silent, snagging, thick)
Creation Sphere — DC 20, Range Medium (240 ft.), Du-
ration concentration or 14 hours w/ 1 sp, Talents Distant
Creation (2), Divided Creation, Larger Creation, Lengthened
Creation,
- create (1 sp, shadowstuff, hardness 5, 10 hp per inch, up
to 14 small objects, 1 sp for 28)




STATISTICS
Str 20, Dex 30, Con -, Int 10, Wis 10, Cha 16
Base Atk +14; CMB +20; CMD 40
Feats Dodge, Improved Initiative, Iron Will, Power
Attack, Sphere Focus (Dark), Toughness, Weapon Fi-
nesse
Skills Stealth +10, Perception +14
Languages Common
SPECIAL ABILITIES
Pure Dark (Su)
A shadow golem is always under the effects of the Clearsight,
Dark Slaughter, Feed on Darkness, Hide in Darkness, and
Step Through Darkness Dark (meld) talents. This means that
the shadow golem is immune to all negative effects of its own
darkness, and gains fast healing 1, 1d6 precision damage, the abil-
ity to hide while being observed, and the ability to teleport 30
ft. as a move action so long as it is within an area of darkness it
has created.
EcoLocy
Environment any land
Organization solitary, pair, or patrol (3-6)
Treasure standard

Winterly's Mote: How by dll the divinities 4o you
make something out of wagic? Mot credting an object VIA
maqic, not using magic 1o build Something out of force,; magic
a8 Substance, Aistilled into a figure and qiven life. THis is wihat,
1 believe, gives the magic qolem its obscene powef, because TS
Substance. s madgic LSelf it can adjust [tself to easily wanifest
at power a hundred different wiays.

Euverything [ know about magic theory says it should
be impossible. Madic, the theory books Say, (7't an object, but
(s instead a process for affecting the world around you.
And. yet there the magic qolem Sits, bold as brass, figurative—
ly laugning at wagical Theory wiile It Slaugiiters its enemies.

Maybe the magic qolem (s a localized fissure in the
planes? That might explain wiere its power comes From, as
well as its versatility but it STl leaves 100 Many uianswered
questions.

It codld be a series of encased Spirics of former
magicians; tat would explain usere it qains dll of its
knowledqe of magical casting and (s versatility, except as
far as I can tell it 1T a being of necromancy (t truly is
an animated: qolem. Although, it could be a Series of Spirits
Joined, togetver and animated the same way a Aesh qolem
s animated from a combination of bodies; that might explain
its creature typg, although that Sl begs the question of
hows Spiries could be animatea.

Winatever. Welcome to Windfell academy, were para—
doxes abound and, impossivilities ViSit you for tea.

AGIC GOLEM CR18
XP 153,600

N Large construct (colossus)

Init +19; Senses darkvision 60 ft., low-light vision; Perception
+19

DEFENSE

AC 25, touch 25, flat-footed 14 (+10 Dex, +5 Deflection, +1
Dodge -1 size)

hp 192 (25d10+30+25 Toughness)

Fort +8, Ref +20, Will +10

Immune construct traits

Defensive Abilities incorporeal

OFFENSE

Speed fly 120 ft. (perfect)

Melee 2 slams +41 (1d4 Con damage)

Space 10 ft.; Reach 10 ft.

Magic

Caster Level 25th; MSB +25, MSD 36, Concentration +41
Tradition Natural (none); CAM Cha

Spell Points 40

Any Sphere — DC 27, Range Close (85 ft), Medium (350 ft),
Long (1400 ft.)

STATISTICS

Str -, Dex 30, Con -, Int 10, Wis 10, Cha 20

Base Atk +25; CMB +35; CMD 45

Feats Dodge, Extra Spell Points (5), Improved Initiative, Iron
Will, Lightning Reflexes, Power Attack, Toughness, Weapon
Finesse, Weapon Focus (slam)

Skills Fly +24, Perception +25, Stealth +25

Languages Common

SPECIAL ABILITIES

Magical Versatility (Su)

As a full-round action, a magic golem can choose a single sphere
of magic (except the Conjuration sphere), gaining that sphere
and every core magic talent contained therein (i.e., those in-
cluded in Spheres of Power, other than advanced talents). The
magic golem keeps these talents until it spends another full-
round action to change its magic to a different sphere, losing
the old sphere and talents and completely replacing them with
the new sphere and talents.

EcoLocy

Environment any land

Organization solitary or pair

Treasure standard
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SYNTHETIC LIFEFORM

OF dll the maqicians wio set up laboratories under the
sehool, at least one was a true artrist. This person didn't
want 1o credte Weapons, Slaves, or movisters, ey wanted 1o
credate lite.

That's the only way I can descrive the varieties of Syn—
etic life [ nae encouwtered underveatn te school. 7These
synthetic lifeforms were clearly created out of ntricate me=
chanics, clocknork, and craftsmansnip, but in dall ways possivle
ey 00K and act like actudl living credtures down 1o the
wallest of detailed benaviors.

These creatures are definitely not an ‘optimal use of
resources’ for a wizard, but as explorations of enchanting they
are exquisite. Their composition Sugqests either a craftsman
experimenting o improve their craft, or an artist looking to
copture life in immortal form. Probably both.

These creatures are Still dangerous, Aon't misunderstand
me. They have orders to expel intruders to their areas of the
underground. and. are not to be taken lightly But if you ever
vave the chance 1o see one up closg [ ope you will appre—
cldte. Just now qenius these creatures are ands hows diffioult
ey must have been to create.
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SYNTHETIC WOLF
XP 400

N Medium construct
Init +2; Senses darkvision 60 ft., low-light vision,
scent; Perception +§

DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 31 (2d10+20)

Fort +o0, Ref +2, Will +1

Immune construct traits

OFFENSE

Speed 5o ft.

Melee bite +3 (1d6+1 plus trip)

STATISTICS

Str 13, Dex 15, Con -, Int 2, Wis 12, Cha 6

Base Atk +2; CMB +3; CMD 15 (19 vs. trip)

Feats Skill Focus (Perception)

Skills Perception +5, Stealth +2, Survival +1 (+5 scent tracking);
EcoLoGYy

Environment any land

Organization solitary, pair, or pack (3-12)

Treasure none

SYNTHETIC KING COBRA CR
XP 400

N Large construct

Init +6; Senses darkvision 6o ft., low-light vision, scent; Per-
ception +3

DEFENSE

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, -1 size)
hp 41 (2dro+30)

Fort +o, Ref +2, Will +3

Immune construct traits

OFFENSE

Speed 20 ft., climb 20 ft., swim 20 ft.

Melee bite +5 (1d6+7 plus poison)

STATISTICS

Str 20, Dex 15, Con -, Int 1, Wis 17, Cha 6

Base Atk +2; CMB +8; CMD 20 (can’t be tripped)

Feats Improved Initiative

Skills Acrobatics +2, Climb +13, Perception +3 (+5 scent
tracking), Stealth +4, Swim +13

SPECIAL ABILITIES

Poison (Ex)

Bite—injury; save Fort DC 17; frequency 1/round for 6 rounds;
effect 1d2 Con; cure 1 save.

EcoLoGYy

Environment any land

Organization solitary, pair, or pack (3-12)

Treasure none




SYNTHETIC B1SON
XP 1,200
N Large construct
Init +4; Senses darkvision 60 ft., low-light vision,
scent; Perception +5

SYNTHETIC TYRANNOSAURUS CR
XP 6,400

N Gargantuan construct

Init +5; Senses darkvision 6o ft., low-light vision, scent; Per-

ception +19

DEFENSE

DEFENSE

AC 17, touch 9, flat-footed 17 (+8 natural, -1 size)
hp 57 5d10+30)

Fort +1, Ref +1, Will +1

Immune construct traits

AC 21, touch 7, flat-footed 20 (+1 Dex, +14 natural, —4 size)
hp 126 (12d10+60)

Fort +4, Ref +5, Will +8

Immune construct traits

OFFENSE

OFFENSE

Speed 4o ft.

Melee gore +13 (2d6+12)

Space 10 ft.; Reach 5 ft.

Special Attacks stampede, trample (2d6+12, DC 20)

Speed 4o ft.

Melee bite +20 (6d6+22/19—20 plus grab)

Space 20 ft.; Reach 20 ft.

Special Attacks swallow whole (2d8+11, AC 17, hp 15)

STATISTICS

STATISTICS

Str 27, Dex 10, Con -, Int 2, Wis 11, Cha 4

Base Atk +5; CMB +14; CMD 24 (28 vs. trip)

Feats Improved Bull Rush, Improved Initiative, Power Attack
Skills Perception +5

SPECIAL ABILITIES

Stampede (Ex)

A stampede occurs if three or more creatures with stampede
make a trample attack while remaining adjacent to each other.
‘While stampeding, the creatures can trample foes of their size
or smaller, and the trample’s save DC increases by +2.
EcoLocy

Environment any land

Organization solitary, pair, or pack (3-12)

Treasure none

SYNTHETIC ELEPHANT CR
XP 3,200

N Huge construct

Init +4; Senses darkvision 60 ft., low-light vision, scent; Per-
ception +I3

DEFENSE

AC 17, touch 8, flat-footed 17 (+9 natural, —2 size)

hp 89 (9d10+40)

Fort +3, Ref +3, Will +5

Immune construct traits

OFFENSE

Speed 4o ft.

Melee gore +19 (2d8+10), slam +19 (2d6+10)

Space 15 ft.; Reach 1o ft.

Special Attacks trample (2d8+15; DC 25)

STATISTICS
Str 30, Dex 10, Con -, Int 2, Wis 13, Cha 7
Base Atk +9; CMB +21; CMD 31 (35 vs. trip)
Feats Great Fortitude, Improved Bull Rush, Improved Initia-
tive, Iron Will, Power Attack, Skill Focus (Perception)
Skills Perception +13

EcoLoGy

Environment any land

Organization solitary, pair, or pack (3-12)

Treasure none

Str 32, Dex 13, Con -, Int 2, Wis 15, Cha 10

Base Atk +12; CMB +27 (+31 grapple); CMD 38

Feats Bleeding Ciritical, Critical Focus, Improved Ciritical
(bite), Improved Initiative, Improved Natural Attack (Bite),
Iron Will, Power Attack, Run, Skill Focus (Perception)

Skills Perception +19

SQ powerful bite

SPECIAL ABILITIES

Powerful Bite (Ex)

A synthetic tyrannosaurus applies twice its Strength modifier
to bite damage.

Swallow Whole (Ex)

‘When the synthetic Tyrannosaurus begins its turn with an op-
ponent grappled in its mouth, it can attempt a new combat
maneuver check (as though attempting to pin the opponent).
If it succeeds, it swallows its prey, and the opponent takes bite
damage. The opponent can be up to Huge size.

Being swallowed causes a creature to take damage each round,
as indicated above. A swallowed creature keeps the grappled
condition, while the synthetic tyrannosaurus does not. A swal-
lowed creature can try to cut its way free with any light slashing
or piercing weapon (the amount of cutting damage required to
get free is 15 hit points), or it can just try to escape the grapple.
The Armor Class of the interior of the synthetic tyrannosaurus
is 17.

If a swallowed creature cuts its way out, the synthetic tyran-
nosaurus cannot use swallow whole again until the damage is
healed. If the swallowed creature escapes the grapple, success
puts it back in the synthetic tyrannosaurus’s mouth, where it
may be bitten or swallowed again.

EcoLocy

Environment any land

Organization solitary, pair, or pack (3-12)

Treasure none
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TImE TOYs

Time toys are evil incarvdte. They mway 100K fike cute
children's Toys, but they are terror gien form. Wiile some
Of the creatures you find under the school are older than
otners, [ believe that the time toys may be among the oldest
creations Still operating down therg and they are vear te
op of that place's proverbial food chain.

Time toys always attack n groups. Wnen dalong a time
1oy s fairly weak, but in Swarms they can quickly overcome
almost any prey. [t Shouldn't be a surprise that my adiice
for traversing the school is To mowe in groups and never 9et
backed aqainst a wall, but This advice qoes double when fac—
ing time Toys, without dllies 1o pull you out and a reasonable
aseape plan, they are almost impossible o overcome.

Time toys have a unigue mears of aestroying their en—
emies, which (s wihere they qet their name. A time toy can
Stedl a Sliver of time from anytning it touches, causing their
victim to become Slow ands Sluggisn. After a few wore it
their victim freezes entirely Vnile This effect norwally wears
Off after a few Seconds once a Vicitm nas fallen prey to the
time Toys they will constantly revew the effect, putting the
target nto indefinite Statis.

On the plus Sidg tnis means dllies of the victim can
come back later to rescue nim. On the down Sidg it means
at If there is no one left To rescue the victim, that victim
will spends the rest of their life in a form of Stasis, anare
Of e world around them but forever uiable to escape the
prison of their minds. Luckily once Someone has been trapped
by the time Toys, they STart 1o age very quickly so the Victim
will only have to endure This vell for a year or so before
hey die of ola age.

Time toys reproduce quickly and [ doubt could every
be truly efadicated. It is my belief that time toys use the
time they Stedl from their victims to actudlly pull copies of
themselves from the past or future credating time cloves, if
you will, 0 pad their rumbers.

15 tnis technically impossible, and would create a time—de—
Stroying paradox if true? Yes. Yes it s

Weren't the ancient wizards wonderful?

TiMmE Toy CR1
XP 400

N Diminutive construct

Init +5; Senses darkvision 60 ft., low-light vision; Perception
=7

DEFENSE

AC 20, touch 20, flat-footed 14 (+5 Dex, +1 Dodge, +4 size)

hp 11 (2d10)

Fort +o0, Ref +6, Will +o

Immune construct traits
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OFFENSE

Speed 4o ft.

Melee 2 slams +12 (1 -4 plus steal time)
STATISTICS

Str 2, Dex 20, Con -, Int -, Wis 10, Cha 12
Base Atk +2; CMB -6; CMD 9

Feats Weapon Finesse

Skills Perception +2

SPECIAL ABILITIES

Permanent Haste (Su)

A time toy is under the permanent effects of the haste a/ter
time effect from the time sphere with the Improved Haste
talent, caster level 2. If this effect is suppressed, the time toy
loses 1 slam attack and +1 Dodge bonus to AC, reduces its
movement speed to 20 ft., and suffers a -1 penalty to attack
rolls and reflex saves.

Steal Time (Su)

‘When a time toy hits a target with a slam attack, that target
is slowed as the slow alter time eftect from the time sphere
with the Improved Slow talent, caster level 2. The target is
staggered and has its movement speed cut in half, as well as
suffering a -1 penalty to attack rolls, AC, and Reflex saves. A
successful DC 12 Will save negates this effect. This saving
throw is Charisma-based. The effect lasts for 2 rounds.

If a time toy hits a target already suffering from this effect
and the target fails their saving throw, the target becomes
paralyzed for 2 rounds instead of slowed. This affects targets
normally immune to paralysis, as the effect is created by ma-
nipulating time around the target.

A target ages at 50x the normal rate while paralyzed. This has
little effect on a target in battle, but can quickly destroy a
target who’s been trapped by the time toys.

EcoLocy

Environment underground or ruins

Organization pack (3-12), or army (10-20)

Treasure standard




VARIANT
CR 4

XP 400
N Diminutive construct (swarm)
Init +6; Senses darkvision 60 ft., low-light vision; Per-
ception +9
DEFENSE
AC 21, touch 21, flat-footed 14 (+6 Dex, +1 Dodge, +4 size)
hp 33 (6d10)
Fort +2, Ref +11, Will +2
Immune construct traits
Defensive Abilities swarm traits; Immune weapon dam-
age
OFFENSE
Speed 4o ft.
Melee swarm (1d6 plus steal time and distraction)
Space 10 ft.; Reach o ft.
Special Attacks distraction (DC 1)
STATISTICS
Str 4, Dex 22, Con -, Int -, Wis 10, Cha 14
Base Atk +6; CMB -; CMD -
Feats Lightning Reflexes, Skill Focus (Perception), Weapon Fi-
nesse
Skills Perception +9
SQ swarm traits
SPECIAL ABILITIES
Greater Steal Time (Su)
Any target who suffers the time toy swarm’s swarm attack
must pass a DC 15 Will save or be paralyzed for as long as it
remains in the same space as the time toy swarm, +2 rounds.
This affects targets normally immune to paralysis, as the effect
is created by manipulating time around the target. This saving
throw is Charisma-based.
If a creature passes this saving throw; it is still slowed as the
slow alter time effect from the time sphere with the Improved
Slow talent, caster level 6 for 2 rounds. A slowed target is
staggered and has its movement speed cut in half, and suffers
a -1 penalty to attack rolls, AC, and Reflex saves.
A target ages at 50x the normal rate while paralyzed. This
has little effect on a target in battle, but can quickly destroy
a target who’s been trapped by the time toys.
Once a target is paralyzed, the swarm can carry them along
with the swarm as it moves, but the swarm must move at half
speed while doing so.
Permanent Haste (Su)
A time toy swarm is under the permanent effects of the haste
alter time effect from the time sphere with the Improved
Haste talent, caster level 2. If this effect is suppressed, the
time toy swarm loses its +1 Dodge bonus to AC, reduces its
movement speed to 20 ft., and suffers a -1 penalty to reflex
saves.
EcoLoGy
Environment underground or ruins
Organization solitary, pack (2—5 swarms), or army (6-12
swarms)
Treasure standard

SwARM TRAITS

Tiaits: A swarm has no clear front or back and no discernible
anatomy, so it is not subject to critical hits or flanking. A swarm
made up of Tiny creatures takes half damage from slashing and
piercing weapons. A swarm composed of Fine or Diminutive
creatures is immune to all weapon damage. Reducing a swarm
to o hit points or less causes it to break up, though damage
taken until that point does not degrade its ability to attack or
resist attack. Swarms are never staggered or reduced to a dying
state by damage. Also, they cannot be tripped, grappled, or bull
rushed, and they cannot grapple an opponent.

A swarm is immune to any spell or effect that targets a spe-
cific number of creatures (including single-target spells such
as disintegrate), with the exception of mind-affecting effects
(charms, compulsions, morale effects, patterns, and phantasms)
if the swarm has an Intelligence score and a hive mind. A swarm
takes half again as much damage (+50%) from spells or effects
that affect an area, such as splash weapons and many evocation
spells.

Swarms made up of Diminutive or Fine creatures are suscepti-
ble to high winds, such as those created by a gust of wind spell.
For purposes of determining the effects of wind on a swarm,
treat the swarm as a creature of the same size as its constituent
creatures. A swarm rendered unconscious by means of nonle-
thal damage becomes disorganized and dispersed, and does not
reform until its hit points exceed its nonlethal damage.

Swarm Attack: Creatures with the swarm subtype don’t make
standard melee attacks. Instead, they deal automatic damage to
any creature whose space they occupy at the end of their move,
with no attack roll needed. Swarm attacks are not subject to a
miss chance for concealment or cover. A swarm’s stat block has
“swarm” in the Melee entries, with no attack bonus given.

A swarm’s attacks are nonmagical, unless the swarm’s descrip-
tion states otherwise. Damage reduction sufficient to reduce a
swarm attack’s damage to o, being incorporeal, or other Special
Abilities usually give a creature immunity (or at least resistance)
to damage from a swarm. Some swarms also have acid, blood
drain, poison, or other special attacks in addition to normal
damage.

Swarms do not threaten creatures, and do not make attacks of
opportunity with their swarm attack. However, they distract
foes whose squares they occupy; as described below:
Distraction: Swarms possess the distraction ability. Spellcasting
or concentrating on spells within the area of a swarm requires a
caster level check (DC 20 + spell level). Using skills that involve
patience and concentration requires a DC 20 Will save.
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Frey

[ don't think any one creature type has given birth 1o more leqends, rumors, and Stories than the fey. Angels
and. demons are the qrand Stuff of the eternities, but the fey will come rignt up 10 you n daylight, gie you a
Arink, Stedl your SNoes, ands swap your child with one of their ouwn on their way out. Half the Stories about the
fey Sound like the ramblings of a drunk man or a Story made up by a small child, and of those stories, nalf of them
are completely trae. The fey are immortal beings from an uiseen world that Still find the time 1o play pranks on

Aisrespecting mortals as a form of Sport.

My puarpose vere (s ot 10 teach you all of the intricacies of dedling with the fey There are entire volumes dlready
published on that subject, and the librarian would be wore than happy o direct you to them. All I'm trying to do here
s qie you an idea of WHAT fey creatures you Might encounter arounds THiS School, and wihat 1o do if you find yourself

e target of teir anger or pravks.

LEPRECHAUN

Most people only know the “common’ leprechaun found
in forests as they are the ones most likely to have dedlings
with wortdls. Otner leprechaws, however either vailing from
new locations or as the result of miked blood with other
creatures, con be found in the wonld, and as (s usudlly the
case for wizard Schools often make their way here.

The common leprechaun s a SAOrT fey creatare with
pointed ears and green eyes that (s often fond of wing Song,
A parties, and has quite the reputation for pranks and
mischief The demonic leprechawn, nowever (s an entire Species
Of leprechaun with fiendish ancestry who at least in my ex—
perience are less fond of pranks and more fond of torture
The most dangerous, thougn, are te red leprechaws. 7hese
leprechauwn cousing vail from the deserts and are Adesidedly
NOT fond of pranks; they'll just stab you.

LEPRECHAUN
XP 600
CN Small fey
Init +7; Senses low-light vision; Perception +17
DEFENSE
AC 14, touch 14, flat-footed 11 (+3 Dexterity, +1 size)
hp 18 (4d6+4)
Fort +2, Ref +7, Will +6
DR s5/cold iron; SR 13
OFFENSE
Speed 4o ft.
Melee club +8 (1d8)
Magic
Caster Level 4th; MSB +4, MSD 15, Concentration +7
Tradition Natural (Drawbacks: +Neutrality (Fate));
CAM Cha
Spell Points 7
Fate Sphere — DC 15, Range Close (35 ft.),
personal w/ 20 ft. radius (consecration); Tal-
ents Bless

- bless (word, 1 sp)

- serendipity +1 to allies (consecration, con-

centration or 4 rounds w/ 1 sp)

ITlusion Sphere — DC 15; Duration concentra-
tion +2 rounds or 4 minutes w/ 1 sp; Range Close (35
ft.); Senses Sight, Sound, Odor; Target Huge (15 ft.
cube); Talents Enlarged Illusion, Illusionary Odor,
Illusionary Sound, Lingering Illusion

CR2
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- illusion (1 sp)

- trick (4 minutes, +2 to odor)
STATISTICS
Str 7, Dex 16, Con 13, Int 14, Wis 15, Cha 16
Base Atk +2; CMB -1; CMD 12
Feats Cantrips®, Improved Initiative, Weapon Finesse
Skills Bluff +10, Escape Artist +10, Knowledge (nature) +9,
Perception +17, Perform (comedy) +8, Perform (dance) +8, Sense
Motive +9, Sleight of Hand +14, Stealth +14; Racial Modifiers
+8 Perception, +4 Sleight of Hand
Languages Common, Elven, Halfling, Sylvan
SQ hide self, leprechaun magic
SPECIAL ABILITIES
Leprechaun Magic (Su)
Leprechauns gain Cantrips as a bonus feat. Any club wielded
by a leprechaun is treated as a light weapon with a +2 enhance-
ment bonus and 1d8 base damage. A leprechaun gains a +4 bo-
nus to its CMB and CMD when using its magic to deceive,
trick, or humiliate a creature (at the GM’s discretion).
EcoLocys
Environment temperate forest
Organization solitary, pair, band (3-6), or family (7-10)
Treasure standard (club)




VARIANTS

LEPRECHAUN, DEMONIC CR .
XP 1,200
CE Small outsider (native)

Init +8; Senses darkvision 60 ft., low-light vision; Per-
ception +I19
DEFENSE
AC 16, touch 15, flatfooted 12 (+4 Dexterity, +I natural ar-
mor, +I size)

hp 32 (5d6+15)

Fort +6, Ref +8, Will +7

Immune poison; Resist acid 10, cold 10, electricity 10, fire
10; DR 5/cold iron and magic; SR 15

OFFENSE

Speed 4o ft., fly 8o ft. (good)
Melee club +9 (1d8+2), claw +2 (1d3), bite +2 (1d4), or 2 claws +7
(1d3), bite +7 (xd4)
Special Attacks smite good 1/day
Magic
Caster Level 5th; MSB +5, MSD 16, Concentration +10
Tradition Natural (Drawbacks: +Neutrality (Fate)); CAM Cha
Spell Points 10
Fate Sphere — DC 17; Range Close (35 ft.), personal w/ 20 ft.
radius (consecration); Talents Bless

- bless (word, 1 sp)

- serendipity +1 to allies (consecration, concentration or 5

rounds w/ 1 sp)

Illusion Sphere — DC 17; Duration concentration +2
rounds or 5 minutes w/ 1 sp; Range Close (35 ft.); Senses
Sight, Sound, Odor; Target Gargantuan (20 ft. cube); Tal-
ents Complex Illusion, Enlarged Illusion, Illusionary Odor,
Illusionary Sound, Lingering Illusion.

- illusion (1 sp, +1 sp: complex)
- tricks (5 minutes, +2 to odor)

STATISTICS

Str 11, Dex 18, Con 17, Int 16, Wis 17, Cha 20

Base Atk +2; CMB +1; CMD 15

Feats Cantrips®, Great Fortitude, Improved Initiative,

Weapon Finesse

Skills Bluff +13, Escape Artist +12, Fly +17, Intimidate +13,
Perception +19, Perform (comedy) +12, Perform (dance) +11,
Sense Motive +9, Sleight of Hand +16, Stealth +16; Racial
Modifiers +8 Perception, +4 Sleight of Hand

Languages Abyssal, Common, Sylvan

SQ hide self, leprechaun magic

SPECIAL ABILITIES

Leprechaun Magic (Su)

Leprechauns gain Cantrips as a bonus feat. Any club wielded
by a leprechaun is treated as a light weapon with a +2 enhance-
ment bonus and 1d8 base damage. A leprechaun gains a +4
bonus to its CMB and CMD when using its magic to deceive,

trick, or humiliate a creature (at the GM’s discretion).

Smite Good (Su)

Once per day as a swift action the demonic leprechaun can

smite good as the smite evil ability of a paladin of the same

level as the demonic leprechaun’s Hit Dice, except affecting

a good target. The smite persists until the target is dead or

the leprechaun rests.

EcoLoGY

Environment any land

Organization solitary, pair, band (3-6), or family (7-10)
Treasure standard (club, other treasure)

LEPRECHAUN, RED CRoO
XP 2,400
CE Small fey
Init +8; Senses low-light vision; Perception +23
DEFENSE
AC 16, touch 16, flat-footed 11 (+4 Dexterity, +1 dodge, +1 size)
hp 65 (tod6+20+10 Toughness)
Fort +5, Ref +11, Will +9
DR 10/cold iron; SR 17
OFFENSE
Speed 4o ft.
Melee club +12 (1d8)
Magic
Caster Level 1o0th; MSB +10, MSD 21, Concentration +15
Tradition Natural (Drawbacks: +Neutrality (Fate)); CAM Cha
Spell Points 15
Fate Sphere — DC 20; Range Close (50 ft.), personal w/ 20
ft. radius (consecration); Talents Bless, Curse, Greater Seren-
dipity

- bless (word, 1 sp)

- curse (word, 1 sp)

- serendipity +1 to allies, -1 to enemies (consecration, con-

centration or 10 rounds w/ 1 sp)

ITllusion Sphere — DC 20, Duration concentration +2
rounds or 1o minutes w/ 1 sp, Range Close (50 ft.), Senses
Sight, Sound, Touch (2), Odor; Target Colossal (3o ft. cube),
Talents Complex Illusion, Enlarged Illusion, Illusionary Odor,
Illusionary Sound, Illusionary Touch (2), Lingering Illusion,
Manipulate Aura

- illusion (1 sp, +1 sp complex, 15 nonlethal damage)

- tricks (1o minutes, +5 odor)
STATISTICS
Str 7, Dex 18, Con 15, Int 14, Wis 15, Cha 20
Base Atk +5; CMB +2; CMD 22
Feats Cantrips®, Combat Training, Defensive Dodge, Im-
proved Initiative, Toughness, Weapon Finesse
Skills Bluff +17, Escape Artist +17, Knowledge (nature) +13, Per-
ception +23, Perform (comedy) +13, Perform (dance) +13, Sense
Motive +15, Sleight of Hand +21, Stealth +21; Racial Modifiers
+8 Perception, +4 Sleight of Hand
Languages Common, Gnoll, Goblin, Sylvan
SQ hide self, leprechaun magic
SPECIAL ABILITIES
Leprechaun Magic (Su)
Leprechauns gain Cantrips as a bonus feat. Any club wielded by
aleprechaun is treated as a light weapon with a +2 enhancement
bonus and 1d8 base damage. A leprechaun gains a +4 bonus to
its CMB and CMD when using its magic to deceive, trick, or
humiliate a creature (at the GM’s discretion).
EcoLocy
Environment warm desert
Organization solitary, pair, band (3-6), or family (7-10)
Treasure standard (club, other treasure)
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NymrH

Possibly even more. famous among males than either te
primary or the Succubus, the nymph (s the fey Spiric of beauty
ands femininicy, beautiful almost 1o the point of being painful 1o
looK at. Unlike the Succubus or primary, one neean't perform
Adrk Summonings vor impress a higher poner to win their
love and favor; a very pretty face and a bic of luck are dall
at's required, though I hear 9004 musicianship helps.

[ have heard that nymphs are actudlly considered minor
daeities, a8 MoSt trace their ancestry to either primordidls, fey
lords, or both. Such claims are common among the fey though,
and are certainly difficult to prove. Still, with nymphs I can
believe (t; poets lovers, and dreamers have wasted their lives
away Searching for the Secret nomes of the mymphs, half of
whom came back bind or wad, and the other nalf rever
came back at dll. And yer, I have rever heard of ove re-
qretting tneir fate. [n fact, Some of the most moving poems
and Songs ever written were crafted by these wen, trying to
recapture N WOrds wiat they San

As a wiole Mympns are kind, lustful, and extremely
Jealous and possessive towards the focus of their affection.
Like the aasimar or the Tieflings, the children of a nymph
ad a wortad (the sidhier) are mortd, bur possessed of
beauty and magic beyond their father's usual kin. Wnen the
father (s dlso fey, there is a SU% chance the child will either
be a nymph, otherwise they will be the fatver's race.

In addition 0 being Spints of femininity nymphs are
also connected to nature. Although wood nymphs ( commonly
called Aryads) and water nymphis are the most common, there
are dso fire nymphs, Shadonw nymprs, and. pervaps the most
powerful of dll, the nymphs of the stars themseles.

For ease of reference, every creatare hat possesses the
nymph subtype possesses e following two qualities:
Inspiration (Su)

A nymph can choose to inspire and serve as a muse for an in-
telligent creature by giving that creature a token of her affec-
tion (usually a lock of her hair). As long as the nymph retains
her favor for this creature and as long as the creature carries
the nymph’s token, the creature gains a +4 insight bonus on all
Will saving throws, Craft checks, and Perform checks. If the
creature is a bard, they can use his bardic performance for an
additional number of rounds per day equal to his nymph muse’s
Charisma modifier. The nymph always knows the distance and
direction of her token, and so long as its carrier still possess-
es it, she always knows of any conditions the carrier is under:
unharmed, wounded, poisoned, confused, etc. The nymph can
end this effect at any time as a free action. A single nymph may
only inspire one creature at a time in this manner.

Unearthly Grace (Su)

A nymph adds her Charisma modifier as a racial bonus on all
saving throws, and as a deflection bonus to her Armor Class.

125

Wild Empathy (Su)
This works like the druid’s wild empathy class
feature, except the nymph has a +6 racial bonus on
their check. The nymph’s effective druid level is equal
to her HD for determining her total modifier to the
check.

DryAD (WooD NYmpH CR
XP 8oo
CG Medium fey (nymph)
Init +3; Senses low-light vision; Perception +10
DEFENSE
AC 17, touch 17, flat-footed 14 (+4 deflection, +3 Dexterity)
hp 31 (5d6+14)
Fort +7, Ref +11, Will +10
DR 5/cold iron
‘Weaknesses tree dependent
OFFENSE
Speed 30 ft.
Melee dagger +5 (1d4/19-20)
Ranged mwk longbow +6 (1d8/x3)
Magic
Caster Level 5th; MSB +5, MSD 16, Concentration +9
Tradition Natural (none); CAM Cha
Spell Points 9
Mind Sphere — DC 16, Range Close (35 ft.), Talents En-
thrall, Expanded Charm, Sleep

- charm 1 sp greater (suggestion, sleep, enthrall)
Nature Sphere — DC 16; Duration concentration or §
rounds w/ 1 sp (or instantaneous), 5 minutes (spirit) Packages
plant Range Close (35 ft.), personal (spirit) Target self (spir-
it), or varies, Talents Grow Plants, Speak with Plants

- entangle 10 ft. radius (plantlife, concentration)

- grow plants 10 ft. radius (plantlife, 1 sp, instantaneous)

- growth 5 plants (plantlife, 1 sp, instantaneous)

- pummel Large branch, 15 Str, +8 to hit, 1d8+2 (plantlife,

concentration)

- speak with plants (spirit, 1 sp)
STATISTICS
Str 10, Dex 17, Con 14, Int 14, Wis 15, Cha 19
Base Atk +2; CMB +2; CMD 19
Feats Sphere Focus (Nature), Stealthy, Weapon Finesse
Skills Climb +8, Craft (wood) +18, Diplomacy +12, Escape
Artist +13, Handle Animal +12, Knowledge (nature) +10, Per-
ception +10, Stealth +13; Racial Modifiers +6 Craft (wood)
Languages Common, Sylvan

SQ tree meld, unearthly grace, wild empathy +15

SPECIAL ABILITIES

Tree Dependent (Su)

A dryad is mystically bonded to a single, enormous tree and
must never stray more than 300 yards from it. Most dryad
trees are oak trees, but other trees function as well (often
having subtle influences on a specific dryad’s personality
and appearance). A dryad who moves 300 yards beyond her

bonded tree immediately becomes sickened. Every hour




thereafter, she must make a DC 15 Fortitude save
to resist becoming nauseated for an hour. A dryad
that is out of range of her bonded tree for 24 hours
takes 1d6 points of Constitution damage, and another
1d6 points of Constitution damage every day that fol-
lows—eventually, this separation kills the dryad. A dryad
can forge a new bond with a new tree by performing a
24-hour ritual and making a successful DC 20 Will save.
Tree Meld (Su)

A dryad can meld with any tree, disappearing inside. While
inside a tree, she may hear what happens around the tree,
but cannot see it, and may only target herself with her magic.
Minor physical damage to the tree does not harm her, but its
partial destruction (to the extent that she would no longer fit
within it) expels her and deals her 5d6 points of damage. The
tree’s complete destruction expels her and slays her instantly
unless she makes a DC 18 Fortitude save. Even if she make her
save, she still take 5d6 points of damage.

She can remain melded with a tree as long as she wishes. While
melded, she may spend a spell point to teleport to another tree
of the same kind within 1000 feet.

Woodcraft (Ex)

A dryad has a +6 racial bonus to Craft checks involving wood,
and is always treated as if she had masterwork artisan’s wood-
working tools when making such checks. Additionally, she may
alter the shape of wood as if using the Forge talent from the
Creation sphere, using her HD as her caster level.

EcoLocy

Environment temperate forest

Organization solitary, pair, or grove (3-8)

Treasure standard (dagger, masterwork longbow with 20 ar
rows, other treasure)

NYMPH, WATER CR
XP 3,200
CG Medium fey (nymph)
Init +5; Senses low-light vision; Perception +14
Auwra blinding beauty (o ft., DC 20)
DEFENSE
AC 23, touch 23, flat-footed 17 (+7 deflection, +5 Dex, +1 dodge)
hp 60 (8d6+32)
Fort +13, Ref +18, Will +16
DR 10/cold iron
OFFENSE
Speed 30 ft., swim 20 ft.
Melee mwk dagger +10 (1d4/19-20)
Special Attacks stunning glance
Magic
Caster Level 8th; MSB +8, MSD 19, Concentration +15
Tradition Natural (none); CAM Cha
Spell Points 19
Mind Sphere — DC 21; Range Close (45 ft.); Talents En-
thrall, Expanded Charm, Inspiration
- charm 1 sp greater (suggestion, enthrall, inspiration)
Nature Sphere — DC 21; Duration concentration or 8§
rounds w/ 1 sp (or instantaneous), 8 minutes (spirit); Packages
water Range Close (45 ft.), personal (spirit); Talents Create
Water, Wave
- create water 4 5-ft. cubes (water, 1 sp)
- fog 15 ft. radius (water, concentration)
- freeze 8 squares (water, 1 sp, instantaneous)
- speak with animals (spirit, 1 sp)
- wvortex 15 ft. high, 1d8+4 (water, concentration)
- wave 50 ft. or 15 ft. land, 15 CMB (water, 1 sp)
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Life Sphere — DC 21; Range Touch; Talents Greater Heal-
ing, Restore Senses

- cure 2d8+16 (1 sp)

- invigorate +23 temp hp (1 hour)

- restore blindness, dazzled, deafness, fatigued, heal ability

damage, other senses, shaken, sickened, staggered (1 sp,
8 rounds)

STATISTICS
Str 10, Dex 21, Con 18, Int 16, Wis 17, Cha 25
Base Atk +4; CMB +9; CMD 25
Feats Agile Maneuvers, Combat Casting, Dodge, Weapon Fi-
nesse
Skills Diplomacy +18, Escape Artist +16, Handle Animal +15,
Heal +11, Knowledge (nature) +14, Perception +14, Sense Motive
+14, Stealth +16, Swim +19
Languages Common, Sylvan
SQ unearthly grace, wild empathy +21
SPECIAL ABILITIES
Blinding Beauty (Su)
This ability affects all humanoids within 30 ft. of a water
nymph. Those who look directly at a water nymph must suc-
ceed on a DC 20 Fortitude save or be blinded permanently. A
water nymph can suppress or resume this ability as a free ac-
tion. The save DC is Charisma-based.
Stunning Glance (Su)
As a standard action, a water nymph can stun a creature within
30 ft. with a look. The target must succeed on a DC 20 Forti-
tude save or be stunned for 2d4 rounds. The save DC is Cha-
risma-based.
EcoLocy
Environment temperate forests near rivers or lakes
Organization solitary
Treasure standard (masterwork dagger, other treasure)

CR

NyMmpPH, FIRE

XP 6,400

CG Medium fey (nymph)

Init +7; Senses low-light vision; Perception +16
Aura bewildering beauty (3o ft., DC 21)
DEFENSE

AC 25, touch 24, flat-footed 17 (+6 deflection, +7 Dexterity, +1
dodge, +1 natural), +4 vs movement

hp 75 (od6+40)

Fort +13, Ref +20, Will +16

DR 10/cold iron

OFFENSE

Speed 4o ft.

Melee mwk dagger +13 (1d4/19-20)

Special Attacks burning glance

Magic

Caster Level 10th; MSB +10, MSD 21, Concentration +16
Tradition Natural (none); CAM Cha

Spell Points 16
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Mind Sphere — DC 21, Range Medum (200
ft.), Talents Enthrall, Expanded Charm, Hostility,
Paralyze, Ranged Mind

- charm 1 sp greater (suggestion, enthrall, hostility,

paralyze)

Nature Sphere — DC 21, Duration concentration or
19 rounds w/ 1 sp (or instantaneous), 10 minutes (spirit),
Packages fire Range Medium (200 ft.), personal (spir-
it), Talents Feed on Fire, Greater Range, Move Fire

- affect fire Large, +/- 3 categories (fire, concentration)

- create fire Small, 2d6 (fire, concentration)

- feed on fire Fire Resistance 10, +5 hp (spirit, 1 sp)

- manipulate lava 15 ft. high, 10 squares w/ 1 sp (fire)

- mowve fire Large, 30 ft. (fire, concentration)
Light Sphere — DC 21; Duration 10 minutes; Effect bright
light: 55 ft. radius Range Medium (200 ft.); Talents Revealing
Light

- glow (revealing light)
STATISTICS
Str 10, Dex 25, Con 18, Int 16, Wis 17, Cha 23
Base Atk +5; CMB +12; CMD 29
Feats Agile Maneuvers, Combat Casting, Dodge, Mobility,
‘Weapon Finesse
Skills Acrobatics +20, Diplomacy +19, Escape Artist +20, Han-
dle Animal +19, Heal +8, Intimidate +11, Knowledge (nature)
+16, Perception +16, Sense Motive +16, Stealth +20
Languages Common, Ignan, Sylvan
SQ unearthly grace, wild empathy +22
SPECIAL ABILITIES
Bewildering Beauty (Su)
This ability affects all humanoids within 30 ft. of a fire nymph.
Those who look directly at a fire nymph must succeed on a
DC 21 Will save or have their mind boiled, becoming perma-
nently confused. A fire nymph can suppress or resume this
ability as a free action. The save DC is Charisma-based.
Burning Glance (Su)
As a standard action, a fire nymph can cause a creature with-
in 30 ft. to burn from the inside. The target must succeed on
a DC 21 Fortitude save or take 4d6 fire damage and become
nauseated for 1 round. The save DC is Charisma-based.
EcoLocy
Environment warm desert or volcanoes
Organization solitary
Treasure standard (masterwork dagger, other treasure)

NYMPH, SHADOW CR1x

XP 12,800

CE Medium fey (nymph)

Init +6; Senses low-light vision; Perception +20

Aura terrifying beauty (o ft., DC 23)

DEFENSE

AC 27, touch 24, flatfooted 20 (+7 deflection, +6 Dexterity,
+1 dodge, +3 natural)

hp 110 (13d6+65)

Fort +14, Ref +19, Will +17

DR 10/cold iron




OFFENSE

Speed 30 ft.
Melee mwk dagger +13 (1d4/19-20)
Special Attacks withering glance

MagIic

Caster Level 13th; MSB +13, MSD 24, Concentra-
tion +20

Tradition Natural (none); CAM Cha
Spell Points 20

Mind Sphere — DC 23; Range Close (55 ft.); Talents En-
thrall, Expanded Charm, Fear
- charm 1 sp greater (suggestion, enthrall, fear)

Dark Sphere — DC 23; Duration concentration or 13
minutes w/ I sp, 3 hours (meld); Range Medium (230 ft.) or
touch (meld); Talents Clearsight, Darkvision, Fearful Dark-
ness, Feed on Darkness, Hungry Darkness, Quick Meld, Step
Through Darkness

- darkness 40 ft. radius (fearful, hungry)
- meld (1 sp: clearsigh, darkvision, feed on darkness, step
through darkness)

Illusion Sphere — DC 21; Duration concentration; Range
Close (55 ft.); Senses Sight, Touch; Target Colossal o ft.
cube), Talents Illusionary Touch, Invisibility

- illusion (1 sp)
- invisibility (1 sp, +13 Stealth)
- trick (13 minutes, +6 Sleight of Hand)

STATISTICS

Str 10, Dex 23, Con 20, Int 18, Wis 19, Cha 25
Base Atk +6; CMB +12; CMD 30
Feats Agile Maneuvers, Combat Casting, Dodge, Mobility,
Skill Focus (Stealth), Stealthy, Weapon Finesse
Skills Acrobatics +22, Bluff +23, Diplomacy +23, Escape Artist
+24, Handle Animal +23, Intimidate +20, Knowledge (nature)
+15, Perception +20, Sense Motive +20, Sleight of Hand +14,
Stealth +30

Languages Common, Sylvan, Undercommon

SQ unearthly grace, wild empathy +26

SPECIAL ABILITIES

Terrifying Beauty (Su)

This ability affects all humanoids within 30 ft. of a shadow

nymph. Those who look directly at a shadow nymph must

succeed on a DC 23 Will save or become frightened for 1d6+1
rounds. A shadow nymph can suppress or resume this ability
as a free action. This is a mind-affecting fear effect. The save

DC is Charisma-based.

Withering Glance (Su)

As a standard action, a shadow nymph can drain the energy

from a creature within 30 ft. with a look. The target must
succeed on a DC 23 Fortitude save or become exhausted. The
save DC is Charisma-based.

EcoLocy

Environment underground

Organization solitary

Treasure standard (masterwork dagger, other treasure)

NYMPH, STAR CR1
XP 51,200
CG Medium fey (nymph)
Init +15; Senses low-light vision; Perception +25
Auwra shining beauty (o ft., DC 26)
DEFENSE
AC 34, touch 29, flat-footed 23 (+8 deflection, +8 Dexterity, +3
dodge, +5 natural)
hp 195 (17d6+119+17 Toughness)
Fort +20, Ref +29, Will +23
Defensive Abilities improved uncanny dodge; Immune
cold, fire; DR 15/cold iron
OFFENSE
Speed 30 ft.
Melee mwk dagger +17 (1d4/19-20)
Special Attacks searing glance
Magic
Caster Level 17th; MSB +17, MSD 28, Concentration +25
Tradition Natural (Drawbacks: +Touch of Light (Light), +Per
sonal Warp (Warp)); CAM Cha
Spell Points 22/25
Divination Sphere — DC 26, Duration concentration, 17
hours (sense), Range Medium (270 ft) personal (sense), Tal-
ents Battlefield Sense, Foreshadow, Logos

- divine (charms, illusions, magic)

- sense (1 sp: battlefield sense, foreshadow, logos, read

magic)

Mind Sphere — DC 27, Range Close (65 ft.), Talents En-
thrall, Expanded Charm, Inspiration, Powerful Charm, Ranged
Mind

- charm 1 sp greater, 2 sp powerful (enthrall, inspiration,

suggestion)

Light Sphere — DC 27, Duration 17 minutes Effect 65 ft.
radius bright light, Range Medium (270 ft.), Target 1 or 15 ft.
radius w/ 1 sp Talents Area Glow, Blinding Light, Encompass-
ing Light, Revealing Light, Searing Light

- glow dazzled (blinding, encompassing, revealing, searing)
Warp Sphere — DC 26, Range Medium (270 ft.) or Long (1
sp, 1080 ft.) w/ 1 sp, 40 ft. (emergency teleport), Talents Dis-
tant Teleport, Emergency Teleport, Quick Teleport, Unseeing
Teleport

- teleport (1 sp each: move action)

- emergency teleport (1 sp, evasion, +8 AC and Reflex saves)
STATISTICS
Str 10, Dex 27, Con 24, Int 18, Wis 21, Cha 27
Base Atk +8; CMB +16; CMD 37
Feats Agile Maneuvers, Combat Casting, Dodge, Improved
Initiative, Mobility, Sphere Focus (mind, light), Toughness,
‘Weapon Finesse
Skills Acrobatics +28, Diplomacy +28, Escape Artist +28, Han-
dle Animal +28, Heal +25, Knowledge (nature) +24, Knowledge
(planes) +21, Perception +25, Sense Motive +25, Stealth +28
Languages Common, Sylvan; logos
SQ unearthly grace, wild empathy +31
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SPECIAL ABILITIES

Always Prepared

The Star Nymph always has its foreshadow and logos senses
active. When these senses are not active, the star nymph’s sta-
tistics are Init +8; AC 32, touch 27, flat-footed 23; Ref +26; De-
fensive Abilities —; Languages Common, Sylvan

Searing Glance (Su)

As a standard action, a star nymph can cause a creature within
30 ft. to burst into flames. The target must succeed on a DC
26 Reflex save or take 12d6 fire damage and catch fire, taking
an additional 1d6 fire damage each turn until the fire is extin-
guished. Each round the target may make another Reflex save
as a free action to attempt to extinguish the flames. Rolling
on the ground or using a blanket to smother the flames (a full-
round action) grants the target a +4 bonus to that round’s sav-

ing throw: Any creature reduced to o or fewer hit
points by this effect is reduced to dust, as if by the
disintegrate spell. The save DC is Charisma-based.
Shining Beauty (Su)

This ability affects all humanoids within 30 ft. of a star
nymph. Those who look directly at a star nymph must
succeed on a DC 26 Fortitude save or be permanently
blinded and confused, and stunned for 1d4 rounds. A star
nymph can suppress or resume this ability as a free action.
The save DC is Charisma-based.

EcoLocy

Environment outer space

Organization solitary

Treasure standard (masterwork dagger, other treasure)

Winiterlyn's NMote: There are some things so universal that
reflections of them are found among dll outsiders, ncluding
e celestials, the [nfervals, and the fey I find it ntriguing
wat dlongside war art, and a few other concepts, dall three
Jroups Sport an incarvation of femdle beauty True male primaries
and Succubl theoretically oxist, bur theyre stil so closely associated

WALh femininity that they may as well be Syronymous. For nymphs, they really are

Synony— mous,; mdle nympns don't even exist

, Depending on gour philosophical bend, there are a few explanations of this. The most common explavation I'm sure
youve Neard s that because children germanate inside the woman, the outer—planes representation of sex and physical
beauty are expressed by femininity bur [ and severdl other philosophers haven't been sacisfied with that simplistic answer

Archmage Nicholas Delonineson tas one Convinging treatise that insiSts that wasculine/ feminine
acis, dligned dlongside the more common law/ chaos and qo0d/ evil divides to create o three~dimensiondl qapn of one's
dlignment with the. fundamental aspects of redlity. I've read severd papers that disagree wAth
cause 1o one's discovered: an outer plane of femininity or wasculinity like exist for qood and. evil), but Delonineson's theory
remains one of the most complete masculine/ femining examinations I've ever found.

: There dare dso some older theories ones thar reject the plane=centric model of philosophy, that insist wascline and
feminine enerqies are the true root of the materid world, working both together and in opposition o
credte e cycle of life and death, to wove time forward, etc. In these theories every matelial auality
(not/ cold, active/ passive, good/ euil) is someton tied o this Single, overarching gendered dudlity

Onee, one of My fellow Students created: the “graph of femininity as a jokg where
e placed primary, mmph, and Succubl along one axis and ‘maiden’, ‘watron’, and ‘crong
Creferring o the SPiNtudlist concept of the triple qoddess) dong the other to create 9
possidle female “dignments’. It was a sex thing and Professor Savesha Slappeds nim silly over
1T, bat That doesn't mean we all didn't hawe g lor of fun in the women's dorm afterward,

figuring out wiere each of us fit.
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SATYR

Satyrs are the fey creatures most associated
WIth  excess ands debauchery, and most of  them
woulds have it o otner way.

In many texts the satyr s considered the exact
cownterpart to the mymph: Just like all mgmphs are
female, dll satyrs are male. While nympns are the em—
bodiment of attraction (passive sexudlity), satyrs are the
embodiment of seauction Cactive Sexudlity), and wheress
nymprs have beauty that inspires all manver of poems and
agic plays, the rauwchy vature of Satyrs nspires just as
many comedies and bar' Songs.

Al satyrs are accomplished musicians. Whether because
Of a culturdal love or as part of the madgic that Aons through
dll fey creatares like bood, [ have vever seen a satyr that
wasn't a waster performer.

In fact, a Satyr's music (s actudlly the heart of their
madical powers; If you don't want 1o be seduced by a satyr
cover your ears or take away VIS inStrament. i vot, ne will
enchant you, fill you with fine wing, and have Mis way with
you, and you'll be poneriess to resist.

Winile ['ve heard of some young ladies making a life
for themselves among the Satyrs, usudlly encounters are for a
Single night only. If the encounter results in a preqnancy, e
child will always be a satyr wiose father's clan will usually
come Snortly after birth 1o take the child back with them.
The only exception Seems 10 be Trysts with ngmphs, wiich
vave a SU% chance of producing either a Satyr or a rymph.

CR4

SATYR
XP 1,200
CN Medium fey

Init +2; Senses low-light vision; Perception +20

DEFENSE
AC 18, touch 13, flat-footed 15 (+2 Dexterity, +1 dodge, +5 nat-
ural)
hp 38 (7d6+14)
Fort +4, Ref +7, Will +7
DR s5/cold iron
OFFENSE
Speed 4o ft.
Melee dagger +5 (1d4+2/19-20), horns +o (1d6+1)
Ranged short bow +5 (1d6/x3)
Magic
Caster Level 7th; MSB +7, MSD 18, Concentration +11
Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments))); CAM Cha
Spell Points 13
Mind Sphere — DC 17; Range Medium (170 ft.); Target 1
or 4 w/ 1 sp; Talents Confusion, Enthrall, Expanded Charm,
Group Charm, Ranged Mind, Sleep, Subtlety
- charm 1 sp greater (confusion, enthrall, sleep, suggestion)
Illusion Sphere —DC 17, Duration concentration, Range
Close (40 ft.); Senses Sight; Target Huge (15 ft. cube)
- illusion (1 sp)
- trick (7 minutes)

STATISTICS
Str 14, Dex 15, Con 15, Int 12, Wis 14, Cha 19
Base Atk +3; CMB +5; CMD 18

Feats Dodge, Mobility, Nimble Moves, Skill Focus (Percep-
tion)

Skills Bluff +14, Diplomacy +14, Disguise +8, Intimidate +8,
Knowledge (nature) +9, Perception +20, Perform (wind instru-
ments) +18, Stealth +16, Survival +6; Racial Modifiers +4 Per-
ception, +4 Perform, +4 Stealth

Languages Common, Sylvan

EcoLocy

Environment temperate forest

Organization solitary, pair, band (3-6), or orgy (7—11)
Treasure standard (dagger, masterwork panpipes, short bow
plus 20 arrows, other treasure)

VARIANTS

SATYR ROGUE

XP 2,400

CN Medium fey rogue 2

Init +9; Senses low-light vision; Perception +21
DEFENSE

AC 22, touch 16, flac-footed 16 ( +1 armor, +5 Dexterity, +1
dodge, +5 natural)

hp 51 (7d6+2d8+14)

Fort +4, Ref +13, Will +6

Defensive Abilities evasion; DR 5/cold iron

OFFENSE

Speed 4o ft.

Melee +1 short sword +10 (1d6+4/19-20), horns +4 (1d6+1)
Ranged short bow +9 (1d6/x3)

Special Attacks sneak attack +1d6

CRoO
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Magic
Caster Level 7th; MSB +7, MSD 18, Concentration +11
Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments))); CAM Cha
Spell Points 15
Mind Sphere — DC 19; Range Medium (170 ft.); Target 1
or 4 w/ 1 sp; Talents Confusion, Enthrall, Expanded Charm,
Group Charm, Ranged Mind, Sleep, Subtlety

- charm 1 sp greater (confusion, enthrall, sleep, suggestion)
ITlusion Sphere — DC 19; Duration concentration; Range
Close (40 ft.); Sense Sight; Target Huge (15 ft. cube)

- illusion (1 sp)

- trick (7 minutes)
STATISTICS
Str 16, Dex 20, Con 15, Int 14, Wis 12, Cha 23
Base Atk +4; CMB +7; CMD 23
Feats Dodge, Improved Initiative, Mobility, Nimble Moves,
Skill Focus (Perception), Weapon Finesse
Skills Bluff +18, Diplomacy +18, Disguise +18, Intimidate +18,
Knowledge (nature) +10, Perception +21, Perform (wind instru-
ments) +20, Sleight of Hand +17, Stealth +21, Survival +5; Racial
Modifiers +4 Perception, +4 Perform, +4 Stealth
Languages Common, Sylvan
SQ trapfinding
Combat Gear hushing arrow (2); Other Gear +1 short sword,
short bow plus 20 arrows, bracers of armor +1, masterwork pan-
pipes, 115 gp
EcoLocy
Environment temperate forest
Organization solitary, pair, band (3-6), or gang (7—11)
Treasure standard (listed gear, other treasure)

SATYR KNIGHT CRS
XP 4,800
CN Medium fey mageknight 4
Init +4; Senses low-light vision; Perception +20
DEFENSE
AC 24, touch 15, flatfooted 19 (+4 armor, +4 Dexterity, +1
dodge, +5 natural)
hp 84 (7d6+4d10+33)
Fort +9, Ref +10, WAll +11
Defensive Abilities resist magic +1, stalwart; DR 5/cold iron
OFFENSE
Speed 4o ft.
Melee +1 battleaxe +13/+8 (1d8+14/x3), horns +7 (1d6+4) or destruc-
trve blast +11 (5d6, 9d6 w/ 1 sp, stone blast)
Ranged destructive blast +11 touch (5d6, 9d6 w/ 1 sp, stone blast)
Special Attacks mystic combat (unbreakable),
Magic
Caster Level 9th; MSB +9, MSD 20, Concentration +15§
Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments))); CAM Cha
Spell Points 17
Destruction Sphere — DC 20; Range touch or Medium
(190 ft.); Talents Extended Range, Stone Blast

- destructive blast (5d6, 9d6 w/ 1 sp, stone blast)
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Mind Sphere — DC 20; Range Medium (190
ft.); Target 1 or 5 w/ 1 sp; Talents Confusion,
Enthrall, Expanded Charm, Group Charm, Ranged
Mind, Sleep, Subtlety

- charm 1 sp greater (confusion, enthrall, sleep, sug-

gestion)

INlusion Sphere — DC 20; Duration concentration,
Range Close (45 ft.), Senses Sight; Target Gargantuan
(20 ft. cube)

- #llusion (1 sp)

- trick (9 minutes)
STATISTICS
Str 20, Dex 18, Con 17, Int 10, Wis 14, Cha 23
Base Atk +7; CMB +11; CMD 26
Feats Dodge, Improved Bull Rush, Mobility, Nimble Moves,
Power Attack, Skill Focus (Perception), Weapon Focus (battle-
axe)
Skills Bluff +16, Diplomacy +13, Disguise +10, Intimidate +13,
Knowledge (nature) +8, Perception +20, Perform (wind instru-
ments) +20, Stealth +18, Survival +10; Racial Modifiers +4 Per-
ception, +4 Perform, +4 Stealth
Languages Common, Sylvan
Combat Gear potion of cure light wounds (2); Other Gear
+I wooden armor, +1 battleaxe, belt of giant strength +2, masterwork
panpipes, 89 gp
EcoLocy
Environment temperate forest
Organization solitary, pair, troop (4-12), squadron (12 war-
lords, 2-4 musicians, 4-8 knights)
Treasure standard (listed gear, other treasure)

SATYR MUSICIAN CR10
XP 9,600
CN Medium fey hedgewitch 6
Init +4; Senses low-light vision; Perception +29
DEFENSE
AC 23, touch 16, flat-footed 18 (+2 armor, +1 deflection, +4
Dexterity, +1 dodge, +5 natural)
hp 107 (7d6+6d8+52)
Fort +8, Ref +11, Will +12
DR 5/cold iron
OFFENSE
Speed 4o ft.
Melee +1 dagger +12/+7 (1d4+5/19-20), horns +6 (1d6+3)
Ranged short bow +11/+6 (1d6+3/x3)
Special Attacks bardic performance 6 rounds/day (counter-
song, distraction, fascinate), guile pool (6 points, +2 to skill
check or sneak attack +3d6),
Magic
Caster Level 11th; MSB +11, MSD 22, Concentration +18
Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments))); CAM Cha
Spell Points 20
Mind Sphere — DC 22; Range Medium (210 ft.); Target 1
or 6 w/ 1 sp, Talents Confusion, Courage, Enthrall, Expand-
ed Charm, Fear, Group Charm, Hostility, Powerful Charm,
Ranged Mind, Sleep, Subtlety

- charm 1 sp greater, 2 sp powerful (confusion, fear, en-

thrall, hostility, sleep, suggestion)




Illusion Sphere — DC 22; Duration concen-
tration; Range Close (50 ft.); Senses Sight; Tar-
get Colossal (3o ft. cube)
- tllusion (1 sp)
- trick (11 minutes)
STATISTICS
Str 12, Dex 19, Con 19, Int 14, Wis 14, Cha 25
Base Atk +7; CMB +8§; CMD 23
Feats Arcane Strike, Combat Casting, Dodge, Mobility,
Nimble Moves, Skill Focus (Perception), Weapon Finesse
Skills Bluff +27, Diplomacy +27, Disguise +22, Handle An-
imal +27, Intimidate +11, Knowledge (nature) +10, Percep-
tion +29, Perform (sing) +27, Perform (wind instruments) +27,
Sense Motive +27, Sleight of Hand +20, Stealth +24, Survival
+6; Racial Modifiers +4 Perception, +4 Perform, +4 Stealth
Languages Common, Sylvan
SQ versatile performance (sing, wind)
Combat Gear elixir of hiding; Other Gear +1 dagger, short
bow plus 20 arrows, bracers of armor +2, beadband of alluring cha-
risma +2, ring of protection +1, masterwork panpipes, 67 gp
EcoLocy
Environment temperate forest
Organization solitary, pair, band (3-6), or troup (8—20)
Treasure standard (listed gear, other treasure)

SATYR WARLORD CR 1/
XP 38,400
CN Medium fey armorist 12
Init +3; Senses low-light vision; Perception +25
DEFENSE
AC 33, touch 15, flatfooted 29 (+12 armor, +1 deflection, +3
Dexterity, +1 dodge, +6 natural)
hp 209 (7d6+12d10+95+19 Toughness)
Fort +17, Ref +14, Will +12
Resist fire 10; DR 5/cold iron
OFFENSE
Speed 4o ft.
Melee bound adamantine +1 frost speed/+1 frost staff of War
+3 +22/+22/+22/+17/+17/+12 (1d6+12 plus 1d6 cold), horns +15
(Id6+7)
Melee summoned +3 shocking falchion +25/+20/+15 (2d4+13/18-
20 plus 1d6 electricity)
Ranged summoned +3 corrosive composite short bow +21/+16/+11
(1d6+14 plus 1d6 acid/x3)
Special Attacks bound equipment (edamantine +1 frost
speed/+1 frost staff of War +3, +3 mithril full plate of fire resistance),
summon equipment +4,
Base Statistics Without its bound equipment, the satyr
warlord’s statistics are AC 21, touch 15, flat-footed 17; Resist
—; Special Attacks rally (Long range; absorb, position 30 ft.,
retribution 6d6), totems (Close range, 80 ft. radius; liberation
+3, war +4 damage)
Magic
Caster Level 13th; MSB +13, MSD 24, Concentration
+18
Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments))); CAM Cha
Spell Points 21

Mind Sphere — DC 21; Range Medium (230 ft.); Target 1
or 7 w/ 1 sp; Talents Confusion, Enthrall, Expanded Charm,
Group Charm, Ranged Mind, Sleep, Subtlety

- charm 1 sp greater (confusion, enthrall, sleep, suggestion)
ITlusion Sphere — DC 21; Duration concentration; Range
Close (50 ft.); Senses Sight; Target Colossal 3o ft. cube)

- #llusion (1 sp)

- trick (11 minutes)
War Sphere — DC 21, Range Long (920 ft.), Talents Absorb,
Position, Ranged Totem, Retribution, Totem of Liberation

- rally (1 sp: absorb, position, retribution)

- totem 9o ft. radius (liberation, war)
STATISTICS
Str 24, Dex 17, Con 20, Int 12, Wis 12, Cha 21
Base Atk +15; CMB +22; CMD 35
Feats Arcane Strike, Combat Casting, Dazzling Display,
Dodge, Double Slice, Heavy Armor Proficiency, Improved
Two-Weapon Fighting, Mobility, Nimble Moves, Skill Focus
(Perception), Toughness, Two-Weapon Fighting, Weapon Focus
(quarterstaff)
Skills Bluff +21, Diplomacy +21, Disguise +8, Intimidate +30,
Knowledge (nature) +9, Perception +25, Perform (wind instru-
ments) +25, Stealth +14, Survival +13; Racial Modifiers +4 Per-
ception, +4 Perform, +4 Stealth
Languages Common, Sylvan
SQ armor training, arsenal tricks (arcane strike, greater mate-
rials, heavy armor, improved equipment, improved materials,
weapon focus)
Combat Gear elemental gem (air), potion of bear’s endurance,
potion of cure critical wounds (2); Other Gear amulet of natural
armor +1, belt of giant strength +4, circlet of persuasion, cloak of resis-
tance +2, pipes of sounding, ring of protection +1, 450 gp
EcoLocy
Environment temperate forest
Organization solitary, pair, or squadron (1-2 warlords, 2-4 mu-
sicians, 4-8 knights)
Treasure standard (listed gear, other treasure)

SaTYR KING CR2

XP 307,200

CN Large fey

Init +5; Senses low-light vision; Perception +43

Auwura intoxicating haze (50 ft., DC 33)

DEFENSE

AC 36, touch 14, flat-footed 31 (+5 Dexterity, +22 natural, -1 size)
hp 382 (24d6+298); regeneration 10 (cold iron)

Fort +24, Ref +19, Will +22

DR 15/cold iron and magic; Resist cold 20, electricity 20; SR
31

OFFENSE

Speed 30 ft.

Melee +5 thundering greatclub +27/+22/+17 (2d8+20 plus arcane
strike), horns +21 (1d§+10)

Special Attacks thunderous drums, rewrite reality

Space 10 ft.; Reach 10 ft.

Magic

Caster Level 24th; MSB +24, MSD 35, Concentration +32
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Tradition Satyr Music (Drawbacks: Skilled Casting (Perform
(wind, percussion, or string instruments)), +Limited Creation
(Creation, create only)); CAM Cha
Spell Points 37
Creation Sphere — DC 30; Range Close (85 ft.); Duration
concentration or 24 hours w/ 1 sp; Talents Distant Creation,
Divided Creation, Expanded Materials, Lengthened Creation

- create 24 Small objects (1 sp)
Mind Sphere — DC 30; Range Long (1,360 ft.); Target 1 or
13 w/ 1 sp; Talents Command, Confusion, Courage, Enthrall,
Expanded Charm, Fear, Group Charm, Hostility, Powerful
Charm, Ranged Mind (2), Sleep, Subtlety, Mind Control

- charm 1 sp greater, 2 powerful (command, confusion, cour

age, enthrall, fear, hostility, sleep, suggestion, mind con-
trol)

ITtusion Sphere — DC 30; Duration concentration +2 rounds
or 24 minutes w/ 1 sp; Range Medium (340 ft.); Senses Sight,
Sound, Touch, Odor; Target Colossal++ (50 ft. cube); Talents
Complex Illusion, Illusionary Odor, Illusionary Sound, Illu-
sionary Touch, Lingering Illusion, Ranged Illusion

- illusion (1 sp, +1 sp: complex)

- trick (24 minutes, +12 odor)
STATISTICS
Str 30, Dex 20, Con 32, Int 17, Wis 23, Cha 27
Base Atk +12; CMB +23 (+25 bull rush); CMD 38 (40 vs. bull
rush)
Feats Arcane Strike, Awesome Blow, Cleave, Combat Casting,
Great Cleave, Great Fortitude, Improved Bull Rush, Iron Will,
Power Attack, Quicken Spell, Skill Focus (Perception), Weapon
Focus (greatclub)
Skills Bluff +35, Diplomacy +35, Intimidate +32, Knowledge
(nature) +30, Perception +43, Perform (percussion) +39, Perform
(sing) +39, Perform (wind instruments) +39,
Sense Motive +33; Racial Modifiers +4 Per
ception, +4 Perform, +4 Stealth
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Languages Common, Sylvan

SQ change self (human), god of luck, hide self
SPECIAL ABILITIES

God of Luck (Ex)

the satyr king rolls twice and takes the better result
whenever he makes an attack roll, saving throw, ability
check, or skill check.

Intoxicating Haze (Su)

Any creature that breathes the air within 50 ft. of the satyr
king must succeed on a DC 33 Fortitude save or become
sickened and confused for 12 rounds. A strong wind (21+
mph) disperses the haze in 4 rounds; a severe wind 31+ mph)
disperses the haze in 1 round. The haze returns after 1d4
rounds of moderate or weaker winds. The save DC is Con-
stitution-based. This ability can be suppressed or resumed as
a free action.

Master of Revels (Su)

Any bludgeoning weapon the satyr king wields (including its
standard greatclub) gains a +5 enhancement bonus and the
thundering weapon property. This bonus does not stack with
any existing enhancement bonus the weapon may have. Weap-
ons retain this quality for one hour after the satyr king releases
the weapon, but after this the weapon reverts to its standard
magical properties, if any.

Rewrite Reality(Su)

Once per day as a standard action, the satyr king can rewrite
reality. This functions as the limited wish spell/ritual, but with
no material component.

Thunderous Drums (Ex)

As a standard action, the satyr king can strike a mighty blow
on its drum, unleashing a wave of force. Treat this as a bull
rush attempt against all creatures and objects within 15 ft.,
except the satyr king does not move from its position, and the
check is made with a +5 circumstance bonus. Using this ability
does not provoke attacks of opportunity.

EcoLocy

Environment temperate forest

Organization solitary or court (1 king plus 1 or 2 warlords;
3-5 musicians; and 8-12 knights or rogues)

Treasure standard (masterwork greatclub, masterwork
drums, masterwork panpipes, other treasure).

Winterlynn's Mote: Beware the Satyr King
The Satyr King is a demiqod, ne's the son of a fey
lord and s the high prince of debauchery tself 1f you've
seen the play “Mignt of Mo Moon', do you remember that
Scene winere the Satyr King curses the nero to never be
able to Stop dancing witil he chases down Nis she—qoat that's
been transformed, nto a half—human hbrid and make love
10 it? That's based on 4 true story
The Satyr King is the most foul, debased creature
o vae ever lied, with qodly powers to back nimself
up. If the Satyr King ever offers you a drink, or it a
satyr snould ever invite you to meet Mis King spin a Story
dabout all the promiscuous men/ maidens waiting for you
at nome, make your excuses, and leave!



INFERNALS

actudlly seen manifested in the Sohool.

ALP

An dlp (s a demon that Spreads and feeds on night—
mares. 1n its prysical form, an alp appears as an animal wear—
ing a hat, usudlly a monkey or cat or Sometning else Sl
that may edsily St on LS intended Victim's chest. An alp's hat
IS the seat of (s poner Without Which it cannot turm invisile
nor use many of s abilities.

Like dll infervdls, alps spread pain and are ultimarely
after Souls, but alps qo about it 1 a very peculiar fasnion.
When an alp chooses a victim, they tend 10 Stay with that
victim for years, terrorizing them nightly Every night, an
ap qives its victims terrible nightmares, while they Suck the
Victim's blood and Sit on the Victim's chest to make their
breatning difficdlt. 1f not expulsed, the victim will eventudlly
dig, usually througn either exhaustion or Suicide.

Ap's are not naturdl fighters but are very smart, pre—
ferring to hide from their would—be dattackers and come
after them wihile they Sleep. If the victim's symproms are
correctly identified and an exorcism cdlled for the alp will
aisappear for (IS own Safety before the exorcism begins,
either to find a vew Victim or to convince the Viclim that
he diagnoss was wrong before returing later to finisn
e job.

ALP
XP 8o0
CE Tiny outsider (chaotic, demon, evil, extraplanar)
Init +2; Senses darkvision 60 ft., Perception +
DEFENSE
AC 15, touch 14, flat-footed 13 (+2 Dex, +1 natural, +2 size)
hp 22 (4d10)
Fort +3, Ref +6, Will +4
Immune electricity, poison; Resist acid 10, cold 10, fire 10
OFFENSE
Speed 30 ft.
Melee 1 bite +4 (1d3 plus vampiric bite), 2 claws +4 (1d2)
Special Attacks nightmares, vampiric bite
Magic
Caster Level 4th; MSB +4, MSD 15, Concentration +6

Tradition Natural (Drawbacks: +Focused Casting [hatD;
CAM Cha

CR

Devils, demons, div; it Seems like there is no end to the Species and Sub—species of the Inferval dawellers,
ana listing dall of them here (s an impractical task. [nstead, [ have focused my attention on infervdls that [ have

Infervdls are beings of the lower planes, united in their devotion to evil, but divided in methodology (and, of
course, the tendency of evil to double—cross their dllies for their own persondl gain). Tust like celestials, infervdls are
embodiments of concepts and are likewise borm from the Spirits of the mortal dead, dlthough in this case they are borm
from euvil Souls, and are embodiments of corruption, pain, desease and Aestruction. Unlike celestials, inferals tend to lose
oSt Of their memories, prySicalities, ands other indiviaudlistic markers wien they underqo this transformation.

Mo wmadtter how exotic Some infermals might be, you can always count on a fews familiar faces turving up angusere
young magicians congreqate, Mps Serving as adisors, dedl makers buying Someone's Sol, and Succubi Someone Thougnt it
would be a qood (dea 1o Swmmon. In my Third year I Saw one Succubus parading Tthrough the dorms So many Times that
we ended up talking. 70 THiS day she STl Sends me a letter wihenever She crosses the material plane.

Spell Points 7
Mind Sphere — DC 14; Range Close (35 ft.); Target 1 or 4 (w/
1 sp); Talents Expanded Charm, Fear, Group Charm, Powerful
Charm, Sleep

- charm 1 sp greater, 2 sp powerful (fear, sleep, suggestion)
STATISTICS
Str 10, Dex 14, Con 10, Int 14, Wis 11, Cha 15
Base Atk +4; CMB +4; CMD 16
Feats Improved Initiative, Great Fortitude
Skills Diplomacy +9, Escape Artist +9, Intimidate +9, Knowl-
edge (planes) +9, Knowledge (religion) +9, Perception +7, Sense
Motive +7, Stealth +17
Languages Abyssal, Common, Draconic; telepathy 100 ft.
SQ change shape (any animal, Small or Tiny), hide self
SPECIAL ABILITIES
Change Shape (Su)
As a swift action, an alp can become any animal of Tiny or
Small size. If the alp becomes Small sized it gains a +2 bonus
to Strength along with all the other benefits and detriments of
the size increase. This change is permanent until the alp spends
another swift action to change again. No matter what shape an
alp assumes, its hat is always visible on its head.
Hat
An alp’s power is situated in its hat. If the hat is removed or
destroyed (either through the Sleight of Hand skill or a Steal
or Sunder combat maneuver), the alp can no longer use its hide
self ability, change shape ability, nor its nightmare ability, along
with the standard penalties for losing its casting focus. An alp
hat has an AC of 9, a Hardness of 2, and 10 hp.
Nightmares (Su)
‘When an alp touches a sleeping target, it can fill that target with
terrible dreams. The target must pass a DC 14 Will check, or
awakened fatigued and unrested, meaning they do not recover
hit points, spell points, or other spent class features.
Vampiric Bite (Su)
When an alp bites a target (usually either in combat or when the
target is sleeping), they deal +1d6 damage to the target, and gain a
number of temporary hit points equal to the damage dealt. These
temporary hit points last for 24 hours or until lost.
EcoLocy
Environment any (Abyss)
Organization solitary
Treasure none (hat)
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CAMBION

Sometimes, a Succubus or ncubus will choose o impreg—
nate, or be mpregnated by their partrers. The resulting child
s called a cambion, or nalf=succabus. Unlike other half—fiends,
Arst generation cambions can pass completely for Aumanoids,
dlthougn teir chilaren are often tigflings with obuious fiend—
sh traics.

Being mortdls, cambions are not bound to follow their
demonic parent in temperment, and altnougn repores Show
that most usudlly Ao, there are many wio Strive to follons
different patvs. Mo mdtter what their temperment though,
dll cambions are powerful, usually very cunning and possess an
extreme lust for both physical pleasare and emotional expen-
ence in dall its forms.

XP 400

CE Medium native outsider
Init +1; Senses darkvision 6o ft., Perception +6
DEFENSE
AC 13, touch 12, flat-footed 11 (+2 Dex, +1 natural)
hp 15 (2dro+4)
Fort +2, Ref +4, Will +4
Immune poison; Resist acid 10, cold 10, electricity 10, fire 10
DR 5/magic; SR 11
OFFENSE
Speed 30 ft.
Melee 1 bite +2 (1d6), 2 claws +2 (1d4)
Special Attacks passion (2/day, DC 15)
Magic
Caster Level 2nd; MSB +2, MSD 13, Concentration +6
Tradition Natural (none); CAM Cha
Spell Points 6
Mind Sphere — DC 15, Range Close (o ft.), Talents En-
thrall, Expanded Charm, Powerful Charm
- charm 1 sp greater, 2 sp powerful (enthrall, suggestion)

Winterlynn's Note: Wnile Succubi are usudlly female and cambion can dlso be fe—

STATISTICS
Str 10, Dex 12, Con 14, Int 13, Wis 12, Cha 19
Base Atk +2; CMB +2; CMD 13

Feats Persuasive

Skills Bluff +9, Diplomacy +11, Intimidate +11, Knowl-
edge (planes) +6, Perception +6, Sense Motive +6, Stealth
+0

Languages Abyssal, Common

SQ change shape (any humanoid)

SPECIAL ABILITIES

Passion (Su)

A cambion can choose to drain energy from a mortal they
lure into an act of passion. Unwilling victims must be grap-
pled before the cambion can use this ability. The victim gains
1 negative level, DC 15 Fortitude save to remove the negative
level.

A cambion can use this ability a number of times per day equal
to their Hit Dice. The save DC is Charisma-based.
EcoLocy

Environment any (Abyss)

Organization solitary, pair, or family (3-6)
Treasure standard

male, the majority of cambions are in fact wale. Persaps This (s Simply a Strange quirk,
but [ nonestly believe it (s an actual decision made on the part of the Succubi at the
moment of conception.

Seduction s the redm of the SuccubuS, but TOIS IS uSudlly done To pursue Some
qodl, like domindating the Soul of their partner or Sowing Seeds of Some plot, not nec—
essarily for any Sort of child—bearing purpose. When a Succubus does decide To credte
a cambion, however they are laying Seeds for a long—term ‘invesoment’ as it were;
creating a wortdl life that (s Aripping in infernal blood, usudlly with the express design
of Spreading that inferval blood as far as it can. For that purposs a male Seducer can

accomplisn: mach more than a femdle Seaucer, making their way through the world ledving

tiefling children in their wake.

You have no idea how many romance novels 've read wwere the heroine s seduced
by a cambion, and then somehons 9ets nim to marry her and they live happily ever after

A bit of life advice: this never happers.
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VARIANTS

CAMBION SORCERER CR
XP 4,800
NE Medium native outsider Sorcerer 7

Init +6; Senses darkvision 60 ft.; Perception +9

CAMBION MAGEKNIGHT CR12

XP 19,200

TN Medium native outsider mageknight 12

Init +6; Senses darkvision 60 ft., Perception +10
DEFENSE

DEFENSE
AC 20, touch 14, flat-footed 17 (+5 armor, +2 Dex, +1 de-
flection, +1 dodge, +1 natural)
hp 83 (2d10+7d6+36+9 Toughness)

Fort +6, Ref +9, Will +11

Immune poison; Resist acid 10, cold 10, electricity 15, fire
10
DR 5/magic; SR 18
OFFENSE

Speed 30 ft.
Melee destructive blast +5 touch (5d6, 9d6 w/ 1 sp, 1’s and 2’s are
3’s) or 1 bite +5 (1d6), 2 claws +5 (1d4)
Ranged destructive blast +6 touch (5d6, 9d6 w/ 1 sp, I’s and 2’s
are 3’s)

Special Attacks passion (9/day, DC 18)
Magic
Caster Level 9th toth Mind); MSB +9, MSD 20, Concen-
tration +6

Tradition Natural (none); CAM Cha

Spell Points 23

Mind Sphere — DC 21; Range Medium (200 ft.); Target 1
or 7 w/ 1 sp; Talents Command, Enthrall, Expanded Charm,
Group Charm, Powerful Charm, Ranged Mind, Read Mind,
Subtlety

- charm 1 sp greater, 2 sp powerful (command, enthrall, read
mind, suggestion)
Destruction Sphere — DC 19; Range touch or Close (50
ft.); Target 1, 50 ft cone or 190 ft line w/ 1 sp; Talents Craft-
ed Blast, Sculpt Blast
- destructive blast 5d6, 9d6 w/ 1 sp, T's and 2’s are 3’s

STATISTICS

Str 10, Dex 14, Con 18, Int 11, Wis 14, Cha 25

Base Atk +5; CMB +5; CMD 18

Feats Dodge, Improved Initiative, Light Armor Proficiency,
Persuasive, Sphere Focus (Mind), Toughness

Skills Bluff +19, Diplomacy +21, Intimidate +21, Knowledge
(planes) +6, Perception +9, Sense Motive +9, Stealth +8
Languages Common
SQ change shape (any humanoid)
Combat Gear : life potions (2d8+2), 2 invisibility potions (4
minutes, +4 stealth), Other Gear cloak of resistance +1, ring of
protection +1, +1 chain shirt
SPECIAL ABILITIES
Passion (Su)
A cambion can choose to drain energy from a mortal they lure
into an act of passion. Unwilling victims must be grappled be-
fore the cambion can use this ability. The victim gains 1 nega-
tive level, DC 18 Fortitude save to remove the negative level.
A cambion can use this ability a number of times per day
equal to their Hit Dice. The save DC is Charisma-based.
EcoLocy
Environment any (Abyss)
Organization solitary or cabal (2-6 cambion sorcerers)
Treasure standard (listed gear plus other treasure)

AC 21, touch 14, flat-footed 18 (+6 armor, +1 deflection, +2 Dex,
+1 dodge, +1 natural)

hp 137 (2dro+12d10+42+14 Toughness)

Fort +12, Ref +19, Will +12; +3 vs magic

Defensive Abilities Stalwart, Mystic Defense (6)

Immune poison; Resist acid 10, cold 10, electricity 10, fire 10
DR 5/magic; SR 23

OFFENSE

Speed 30 ft.

Melee 1 bite +17 (1d6+4), or unarmed strike +17/+12/+7 (1d2+2), 1
bite +12 (1d6+D), 2 claws +12 (t1d4+1)

Ranged +2 longbow +17/+12/+7 (1d8+2)

Special Attacks passion (14/day, DC 18), marked, mystic com-
bat (mystic maneuver (grapple), unbreakable, mystic might)
Magic

Caster Level 7th; MSB +14, MSD 25, Concentration +19
Tradition Natural (none); CAM Cha

Spell Points 21

Mind Sphere — DC 20, Range Medium (200 ft.), Target 1
or 7 w/ 1 sp, Talents Command, Courage, Enthrall, Expand-
ed Charm, Group Charm, Hostility, Inspiration, Ranged Mind,
Paralyze, Powerful Charm

- charm 1 sp greater, 2 sp powerful (suggestion, enthrall,
command, paralyze, hostility, courage, inspiration)

STATISTICS
Str 16, Dex 14, Con 16, Int 11, Wis 12, Cha 24
Base Atk +14; CMB +17 (+21 grapple); CMD 29 (33 vs grapple)
Feats Deadly Aim, Dodge, Improved Initiative, Improved
Grapple, Improved Unarmed Strike, Greater Grapple, Persua-
sive, Point-Blank Shot, Power Attack, Toughness
Skills Bluff +14, Diplomacy +24, Intimidate +20, Knowledge
(planes) +6, Perception +10, Sense Motive +10, Stealth +10
Languages Common
SQ change shape (any humanoid)
Combat Gear +2 chain shirt, +2 longbow, Other Gear cloak of
resistance +1, ring of protection +1
SPECIAL ABILITIES
Passion (Su)
A cambion can choose to drain energy from a mortal they lure
into an act of passion. Unwilling victims must be grappled be-
fore the cambion can use this ability. The victim gains 1 nega-
tive level, DC 18 Fortitude save to remove the negative level.
A cambion can use this ability a number of times per day equal
to their Hit Dice. The save DC is Charisma-based.
EcoLocy
Environment any (Abyss)
Organization solitary or team (2-6 cambion mageknights)
Treasure standard (listed gear plus other treasure)
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CHARON

Charon (s the boatman of the Inferval redws ferrying
Souls across the many layers, levels and realms of the lower
planes. Charon s the master of the river Stye, uhich serves
as one of e primary routes of trawel through te Outer
Realws, and. (s one of the only means of traveling the many
aeptns of e Infervo in relative safety

In many ways, Charon (s seen as the qod of reutrality
for the lower planes. He (s the one wio maintains te Aivides
between the various interdl realms, making certain Souls 4o
o e place they are intended. He is neutral n the battles
between inferval dukes, and is one of the only creatares of
e aepths powerful enough to enforce laws upon them.

The story of Charon's ofigin is not one [ am versed in,
dlthougn most seem 1o agree there (s Some connection be—
tween Charon ands the psychopomps, but beyond that I canvor
say for certain. I've read Some accounts that claim he was
e Arst of the psychopomps, condemned to Hell for some
ancient 1respass, wile otners claim he predates the world as
We understand it, being a creature as ancient as time itself

Despite being an infervidl - figure, Charon is surprisingly
easy To ded with. Any creature wiho can pay Mis price can
nire nis services wien traveling the realms and levels of the
lower planes. One need only call is name at any bank of the
river Stye, and e will appear within a minute. Charon charges
100 qold pieces per level per creatare, which way be paid in
cold, qems, or magic items. He cannot be barqained witn, If
you cannot pay NS price, ne will leave.
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CHARON CR2
XP 820,000
NE Medium outsider (daemon, evil, extraplanar)
Init +9; Senses darkvision 60 ft., detect evil/chaos/
lawful/good, detect magic, detect thoughts; Perception
+47

DEFENSE

AC 40, touch 24, flat-footed 35 (+5 Dex, +16 natural, +9
profane)

hp 496 (32d10+288+32 Toughness)

Fort +29, Ref +25, Will +20

DR 20/good; Immune acid, death effects, disease, poison;
Resist cold 10, electricity 10, fire 10; SR 33

OFFENSE

Speed 5o ft.

Melee +3 quarterstaff +46/+41/+36/+31 (1d6+13 plus paraly-
sis/19-20)

Special Attacks fear gaze (30 ft., DC 35 Will)




MagGIc

Caster Level 320d; MSB +32, MSD 43, Con-
centration +41
Tradition Natural (none); CAM Cha
Spell Points 41
Conjuration Sphere — DC 35; Duration concentra-
tion or 32 minutes w/ 1 sp; Range Close (105 ft.); Tal-
ents Armored Companion (3), Bestial (9), Extra Compan-
ion (2), Fortified Companion (3), Magic Attacks (3), Natural
Aspect (3), Powerful Companion (3), Quick Companion (3),
Ranged Summoning, Skilled Companion (3)
- companions (3 greater daemons)
STATISTICS
Str 31, Dex 20, Con 28, Int 26, Wis 26, Cha 28
Base Atk +32; CMB +42; CMD 57
Feats Alertness, Blind-Fight, Combat Expertise, Combat Re-
flexes, Great Fortitude, Improved Critical (quarterstaff), Im-
proved Initiative, Improved Sunder, Iron Will, Lightning Re-
flexes, Persuasive, Power Attack, Skill Focus (Bluff), Skill Focus
(Diplomacy), Weapon Focus (quarterstaff), Toughness
Skills Appraise +40, Bluff +50, Diplomacy +54, Escape Artist
+37, Intimidate +45, Knowledge (arcana) +40, Knowledge (histo-
ry) +40, Knowledge (local) +43, Knowledge (planes) +43, Percep-
tion +47, Sense Motive +47, Spellcraft +43, Stealth +40, Survival
+43
Languages Abyssal, Aquan, Celestial, Common, Daemonic,
Draconic, Ignan, Infernal; telepathy roo ft., truespeech
SQ astral travel, teleportation
Gear +3 quarterstaff
SPECIAL ABILITIES
Fear Gaze (Su)
Charon can stare at a target within 30 ft. (a standard action) to
cause that creature to become panicked for 32 rounds unless
the target succeeds at a DC 35 Will save. Even if the target
succeeds, it is shaken for 1 round.
Paralysis (Ex)
A creature hit by Charon’s staff takes normal damage and
must succeed on a DC 30 Fortitude save or be paralyzed for
2d6 minutes. This ability only functions in Charon’s hands.
EcorLocy
Environment Any lower plane
Organization solitary
Treasure standard coins; 50% goods; 50% items

ane hat s a Scary THoUgnL.

Figure drives This idea home wore thoroughly than Charon.

Ao 1o get it S pay e price of passage.

SUMMONS

(GREATER DAEMON

NE Medium outsider (daemon, extraplanar)

Init +8; Senses Perception +28

DEFENSE

AC 46, touch 19, flatfooted 37 (+13 armor, +8 Dex, +1 dodge,
+14 natural)

hp 348 (24d10+192+24 Toughness)

Fort +24, Ref +18, Will +16 (+4 vs charm and enchantment)
Defensive Abilities improved evasion, devotion,

OFFENSE

Speed 30 ft., fly 150 ft. (average)

Melee 1 bite +37 (1d8+19) or 1 bite +37 (1d8+13), 2 slams +37
(1d6+13), 2 wings +35 (1d6+6), 2 talons +35 (1d4+6)

Special Attacks pounce

STATISTICS

Str 36, Dex 26, Con 27, Int 10, Wis 10, Cha 11

Base Atk +24; CMB +30; CMD 41

Feats Dodge, Great Fortitude, Iron Will, Improved Natural
Attack (5), Lightning Reflexes, Multiattack, Power Attack, Skill
Focus (Perception), Toughness

Skills Acrobatics +30, Fly +35, Swim +20, Perception +34
Languages Daemonic

SQ magic attacks

SPECIAL ABILITIES

Magic Attacks (Ex)

The greater daemon’s natural attacks count as being both
cold iron and adamantine for the purpose of overcoming
damage resistance.

Winterlym's Mote: The afterlife s sugject to market forees,

Tust like a charity can't feed the hungry without worey for
food, the outer planes both those dbove and those below, have warkets and
make use of material wedlth in the pursuit of their qodls. [ don't think any one

Although e s techically a daemon, Charon doesn't care dbout spreading
Aestraction, or indeed about much of anything I can determie. All ve cares
about (S qetting paid by Those who wish o use NS Services. [ hawe 1o idea
whiere the money qoes, or wiar someone like Charon could possibly reed money
for but if you find yourself in Hell and want a better seat, all you reed to

Winich pernaps explains vy evil creatures love monegy So much.
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CORRUPTER

Corrupters form the bulk of the inferval anmy serving
as e inferval counterpart to the angelic avenger However,
wilike their celestial foes corrupters are almost mindless, being
filled witn an animalistic fury that consames almost dll they
do. Even wiren in battle, corvupters will Stop o do things like

eat their victims, Sometimes before the victim is even dead.

Corrupters only resemble numanoids in the wost vague of

ways, being wore bestial than wan. Despite their small size,
hey are deadly at close range, using their claws and teeth

0 1p apart their enemies with relisn. Cornuptors prefer 1o
ALacK 1 qroups and have control over deatv, meaning each

corvupror must usudlly be Killed twice.

CORRUPTER CR .
XP 1,200

CE Small outsider (chaotic, demon, evil, extraplanar)

Init +6; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 17, touch 14, flat-footed 14 (+2 Dex, +1 dodge, +3 natural,
+I size)

hp 37 (sdro+10)
Fort +6, Ref +3, Will +3

DR 10/cold iron or good; Immune electricity, poison; Resist

acid 10, cold 10, fire 10

OFFENSE

Speed 5o ft.

Melee 1 bite +8 (1d4+2 plus poison), 2 claws +8 (1d3+2 plus poi-
son)

Special Attacks Cryptic Strike

MaAGIC

Caster Level 2nd; MSB +5, MSD 16, Concentration +5
Tradition Natural (none); CAM Cha
Spell Points 5

Death Sphere — DC 11; Range touch (reanimate) or Medium

(120 ft.); Talents Cryptic Strike, Greater Reanimate, Necrotic
Feeding

- ghost strike (exhausting strike, 1 sp: necrotic feeding)

- reanimate 6 HD (1 sp, 2 minutes)

STATISTICS

Str 14, Dex 14, Con 14, Int 4, Wis 8, Cha 11

Base Atk +5; CMB +6; CMD 18

Feats Power Attack, Dodge, Improved Initiative
Skills Bluff +6, Intimidate +7, Perception +7, Stealth +12
Languages Abyssal; telepathy 100 ft.

SPECIAL ABILITIES

Poison (Ex)
Bite, claw —injury; seve Fort DC 14; frequency 1/round for 6
rounds; effect 1d3 Con; cure 2 consecutive saves.

EcoLoGy

Environment any (Abyss)
Organization solitary, pair, or squad (3-12)
Treasure none.

VARIANTS

CORRUPTER, VILE CRoO
XP 2,400

CE Small outsider (chaotic, demon, evil, extraplanar)

Init +7; Senses darkvision 60 ft., Perception +10

DEFENSE

AC 18, touch 14, flat-footed 15 (+2 Dex, +1 dodge, +4 natural,
+I size)

hp 68 (8d10+16+8 Toughness)

Fort +8, Ref +5, Will +5

DR 10/cold iron or good; Immune electricity, poison; Re-
sist acid 10, cold 10, fire 10

OFFENSE

Speed 50 ft.

Melee 1 bite +13 (1d4+4 plus poison), 2 claws +13 (1d3+4 plus
poison)

Ranged spit +12 touch (1d6 acid plus paralysis)

Special Attack Paralysis (1d4+1 rounds, Fort DC 16), Cryp-
tic Strike

Magic

Caster Level 4th; MSB +8, MSD 19, Concentration +9
Tradition Natural (none); CAM Cha

Spell Points 9

Death Sphere — DC 13; Range touch (reanimate) or Medi-
um (140 ft.); Target 1 or 35 ft. cone w/ 1 sp; Talents Cryptic
Strike, Drain, Greater Ghost Strike, Greater Reanimate, Ne-
crotic Feeding

- ghost strike (exhausting strike, 1 sp: drain, inflict disease,
necrotic feeding)
- reanimate 12 HD (1 sp, 4 minutes)
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STATISTICS
Str 18, Dex 16, Con 14, Int 7, Wis 8, Cha 12
Base Atk +8; CMB +11; CMD 24
Feats Dodge, Improved Initiative, Power Attack,
Toughness
Skills Bluff +12, Intimidate +12, Perception +10, Stealth
+18
Languages Abyssal, telepathy 100 ft.
SPECIAL ABILITIES

Poison (Ex)

Bite, claw —injury; seve Fort DC 16; frequency 1/round for 6
rounds; effect 1d4 Con; cure 2 consecutive saves.
Spit (Ex)
As a standard action, the vile corruptor can spit paralyzing
acid at enemies as a ranged touch attack. This attack has a
range increment of 20 ft. The save DC is Con-based.
EcoLocy
Environment any (Abyss)
Organization solitary, pair, or squad (1 or 2, 4-10 corruptors)
Treasure none.

CORRUPTER CAPTAIN CR10
XP 9,600

CE Small outsider (chaotic, demon, evil, extraplanar)
Init +6; Senses darkvision 60 ft.; Perception +19
DEFENSE
AC 22, touch 18, flat-footed 15 (+6 Dex, +1 dodge, +4 natural,
+1 size)
hp 119 (14d10+28+14 Toughness)
Fort +16, Ref +12, Will +10
DR 10/cold iron or good; Immune electricity, poison; Resist
acid 10, cold 10, fire 10; SR 21
OFFENSE
Speed 9o ft., fly 120 ft. (perfect)
Melee +1 longsword +23/+18/+13 (1d6+10 plus poison), 1 bite +17
(1d4+3 plus poison), or 1 bite +22 (1d4+7 plus poison), 2 claws
+22 (1d3+7 plus poison)

Wintetlynn's Mote: Corvupror captains are  exceptions
10 dll the rules. Corvuptors are Stupid ground soldiers, and
vulverable to Alying targets. Comuptor captains are dangerous
Ayers who use natural cunning ranged weapors, and: madgic
to destroy tveir enemies. ['ve never heard of a rormdl
corrupror praised for their intellectudl prowess, but everyone
Lve ever interviewed who's faced their captains in battle
always references teir terrible cunning.

Corruptor captains feel rothing when Sending  their
lesser brothers and Sisters to their aeathis 1o overwsvelm te
enemy, often Staying benind to coordinate the reanimation
of weir fellows 1o Keep mounting the pressure, and using
their incredible Speed To Nunt Ao anyone w0 Tries 1o
Aank or otherwise out—manedver their subordinates. Ynile a
group Of corruptors or vile corruptors often charge at their
enemies WATHNout THougune, corrupror captains lay Traps and
ambusnes, using anything they can to exploit their target’s
weaknesses and bring them down painfully

Avoid them at dall costs.

Ranged spit +21 touch (1d6 acid plus paralysis)
Special Attack Paralysis (1d4+1 rounds, Fort DC 22)
Magic
Caster Level 7th; MSB +14, MSD 25, Concentration +16
Tradition Natural (none); CAM Cha
Spell Points 16
Death Sphere — DC 15, Range Touch (reanimate) or Medi-
um (170 ft.), Target 1 or 40 ft. cone (w/ 1 sp) Talents Com-
mand Undead, Cryptic Strike, Drain, Expanded Necromancy,
Greater Ghost Strike, Greater Reanimate (2), Necrotic Feeding

- ghost strike (exhausting strike, 1 sp: drain, inflict disease,

necrotic feeding)

- reanimate 28 HD, (1 sp, expanded necromancy)
STATISTICS
Str 24, Dex 22, Con 20, Int 13, Wis 8, Cha 15
Base Atk +14; CMB +22; CMD 38
Feats Dodge, Improved Initiative, Iron Will, Great Fortitude,
Lightning Reflexes, Power Attack, Toughness
Skills Bluff +19, Fly +16, Intimidate +19, Perception +19, Stealth
+27, Knowledge (planes) +18
Languages Abyssal, Common, Infernal; telepathy roo ft.
SPECIAL ABILITIES
Demonic Weapon (Ex)
A corruptor captain can manifest a +1 melee weapon of their
choice as a move-equivalent action. The weapon vanishes if it
leaves its hand. Attacks made with these weapons can infect a
target with the corruptor captain’s poison.
Poison (Ex)
Bite, claw, demonic weapon —injury; seve Fort DC 22; frequency
1/round for 6 rounds; effect 1d4 Con; cure 2 consecutive saves.
Spit (Ex)
As a standard action, the corruptor captain can spit paralyz-
ing acid at enemies as a ranged touch attack. This attack has a
range increment of 20 ft. The save DC is Con-based.
EcoLocy
Environment any (Abyss)
Organization solitary, pair, or squad (1 captain, 2-4 vile cor
ruptors, 4-8 corruptors)
Treasure standard
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DEALMAKER

The dealmakers are the businessmen of vell. Borm from
the Spirics of the particularly greedy deal wakers buy and sell
power fueling the infernal economy with their art.

Wiile Some dealmakers Simply 4o business with travelers
10 the Hell's Iron City others actively travel the planes looking
10 make a dedl. A dedlmaker is more than willing to trade in
Magic, 400ds, or Slaves, but their true desire is always Souls. A
dedlmaker will find a way to make your dreams come true
at the oSt of your Soul, and mary Dukes of Hell will employ
dedlmakers to snatch particalarly worthusile souls for them.

Dealmakers tend to be short with extremely "demonic’
appearances of blue or red SKin and norvs, hidden behind suits
of the finest fabrics and cuts.

70 My Knowledae deamakers appear’ To alnays be bound
o wheir word. THis (s, nowever, an unfortundately weak deferse
for those wiho would nae Aedlings with them, a8 they are
masters of Wanipulation, twisting words to Serve their ends. A
dealmaker's mechanizations are as Subtle oS a Sdccubus, their
vehicle (s Simply qreed ratver than Seauction.

DEALMAKER CRS
XP 4,800
LE Medium outsider (lawful, devil, evil, extraplanar)
Init +5; Senses darkvision 60 ft; detect magic, see in darkness,
Perception +14
DEFENSE
AC 22, touch 13, flat-footed 20 (+1 Dex, +1 deflection, +1 dodge,
+4 natural, +5 shield)
hp 75 (todro+10+10 Toughness)
Fort +5, Ref +9, Will +9
DR 10/good; Immune fire, poison; Resist acid 10, cold 10;
SR 19
OFFENSE
Speed 30 ft.
Melee +3 longsword +14/+9 (1d8+4/19-20) or 2 claws +11 (1d4+1)
Ranged +3 composite longbow (+1 Str) +14/+9 (1d8+4/x3)
Magic
Caster Level 10th; MSB +10, MSD 21, Concentration +16
Tradition Natural (none); CAM Cha
Spell Points 16
Dark Sphere — DC 21; Duration concentration +2 rounds
or 5 minutes w/ 1 sp, 5 hours (meld), Range Medium (150 ft.),
Touch (meld); Talents Dark Slaughter, Greater Darkness, Lin-
gering Darkness, Pure Darkness
- darkness 20 ft. radius, 45 ft. radius w/ 1 sp (pure darkness)
- meld (1 sp: dark slaughter)
Mind Sphere — DC 22, Range Medium (200 ft.), Target 1 or
7 wl 1 sp, Talents Expanded Charm, Group Charm, Powerful
Charm, Ranged Mind, Read Mind, Subtlety,
- charm 1 sp greater, 2 sp powerful (read mind, suggestion)
STATISTICS
Str 13, Dex 13, Con 12, Int 17, Wis 12, Cha 23
Base Atk +10; CMB +11; CMD 22
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Feats Dodge, Improved Initiative, Persuasive,
Sphere Focus (mind), Toughness

Skills Appraise +16, Bluff +19, Diplomacy +23, In-
timidate +23, Knowledge (arcana, planes) +16, Percep-
tion +14, Sense Motive +14, Stealth +14

Languages Abyssal, Celestial, Common, Draconic, In-
fernal; telepathy 100 ft., truespeech

SQ hide self, teleportation

Combat Gear 4 life potions (1d8+12), 2 invisibility potions
(4 minutes, +4 Stealth), potion of resistance (5 hours, +2 re-
sistance bonus to all saving throws), destruction wand (4 CL,
2 sp, 2d6, 4d6 w/ sp, frost blast only, 35 ft. range); Other
Gear cloak of resistance +1, ring of protection +1

SPECIAL ABILITIES

Contracts (Su)

A dealmaker’s contracts are fully enforced by the might of In-
fernal law.

Whether through their own power or the power of their con-
tacts, a dealmaker can easily get a buyer a specific magic item
of their choice, cause an event to happen in a faraway place,
supply rituals or other magical aid, or intercede with power
ful demon lords on the buyer’s behalf. However, once terms
are decided, they become binding as if by the Greater Geas
advanced Fate talent. At the agreement of both parties, alter-
nate penalties can be provided for a breech of terms than the




usual geas penalty (such as forfeiting ownership

of the buyer’s soul, extreme and instantaneous loss

of wealth, the instantaneous death of a loved one, or
any number of other unsavory consequences).

‘While a deal can always be renegotiated, the only other
way to cancel a deal with a dealmaker is through the
direct intercession of deity or the wish ritual, and even

then the creature will find all the dealmaker’s allies and

contacts targeting them, seeking to enforce the contract by
any means necessary.

Personal Equipment (Su)

A dealmaker possesses the ability to manifest weapons and
equipment that function only on his own person. As a swift

action, he may summon a +3 weapon or +3 shield of his choice,

which remains until released from the dealmaker’s hand, or the
dealmaker dismisses the weapon or shield as a free action.

The dealmaker may trade the enhancement bonus from these

weapons or shields for special qualities, as an armorist of equal

level.

nis onm Servants.

Profane Gift (Su)

A dealmaker may grant a profane gift to a willing humanoid
creature by touching it for 1 full round, just as a succubus can.
The target gains a +2 profane bonus to an ability score of his
choice. A single creature may have no more than one profane
gift at a time. As long as the profane gift persists, the dealmak-
er can communicate telepathically with the target across any
distance, and may use his suggestion charm on it. A profane gift
is removed by dispel evil or the Break Enchantment talent from
the Life sphere. The dealmaker can remove it as well as a free
action (causing 2d6 Charisma drain to the victim, no save).
Secret Chest (Sp)

A dealmaker possesses an extradimensional storage space, as
the Warp sphere talent, which can fit up to 200 lbs. of equip-
ment. The dealmaker can summon any equipment from his se-
cret chest as a swift action, manifesting it in their hand or in an
unoccupied adjacent space. A dealmaker can send unattended
equipment he is touching to his secret chest as a standard ac-
tion.

When a dealmaker dies, the contents of its secret chest appear
in the nearest unoccupied spaces.

Silver Speech (Ex)

Whenever a dealmaker makes a Bluff, Diplomacy;, or Intimidate
skill check, they may roll twice and take the higher result.
EcoLocy

Environment any land or lower plane

Organization solitary, pair, or squad (1 or 2, with 4-10 corrup-
tors)

Treasure double.

Winterlyn's Mote: Mever get involved with a dealmaker: [t doesn't matter now innocently
e bargain way begin, a clever dealaker always plans several moves ahead. You Start waking an
innocent dedl Trading qemstones for a magic item, then Suddenly an ogre is Volding you upSide
donwn and. you're accepting the dedimaker's ‘profane 4ift in exchange for some much—veeded
velp, and. before you know it, you're sactificing virging and bathing in qoat’'s blood to get your
souls onnership changed from Guthlag the Devourer to a demon lord not 4s prove 1o edting
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MERCHANT OF HELL CR 1

XP 153,600
LE Medium outsider (devil, evil, extraplanar, lawful)
Init +12; Senses darkvision 6o ft, detect magic, see in dark
ness, Perception +34
DEFENSE
AC 33, touch 21, flat-footed 24 (+2 deflection, +8 Dex, +1 dodge,
+4 natural, +8 shield)
hp 337 (25d10+175+25 Toughness)
Fort +17, Ref +25, Will +23
DR 20/good; Immune fire, poison; Resist acid 10, cold 10;
SR29
OFFENSE
Speed 30 ft.
Melee +5 longsword +39/+34/+29/+24 (1d8+13/19-20) or 2 claws +33
(1d4+8)
Ranged +5 composite longbow (+8 Str) +39/+34/+29/+24 (1d8+13/x3)
Magic
Caster Level 25th; MSB +25, MSD 36, Concentration +40
Tradition Natural (none); CAM Cha
Spell Points 40
Dark Sphere — DC 37; Duration concentration +2 rounds or
25 minutes w/ 1 sp, 25 hours (meld); Range Medium (350 ft.) or
touch (meld); Talents Dark Slaughter, Fearful Darkness, Feed
on Darkness, Greater Darkness, Hungry Darkness, Lingering
Darkness, Looming Darkness, Pure Darkness, Silent Darkness,
Snagging Darkness, Thick Darkness, Wall of Darkness
- darkness 70 ft. radius or 28 10-ft. cubes, 145 ft. radius or 56
10-ft. cubes w/ 1 sp (fearful, hungry, looming, pure, silent,
snagging, thick)
- meld (1 sp: dark slaughter, feed on darkness)
Mind Sphere — DC 38; Range Medium (350 ft.); Target 1
or 14 w/ 1 sp; Talents Confusion, Courage, Expanded Charm,
Group Charm, Hostility, Inspiration, Powerful Charm, Ranged
Mind, Read Mind, Subtlety, Paralyze, Project Thoughts, Vision
- charm 1 sp greater, 2 sp powerful (confusion, courage, hos-
tility, inspiration, paralyze, project thoughts, read mind,
suggestion, vision)
STATISTICS
Str 26, Dex 26, Con 24, Int 30, Wis 22, Cha 40
Base Atk +25; CMB +33; CMD 41
Feats Combat Reflexes, Dodge, Improved Initiative, Many-
shot, Persuasive, Point-Blank Shot, Power Attack, Rapid Shot,
Shield Focus, Sphere Focus (mind), Toughness, Weapon Focus
(longbow), Weapon Focus (longsword)
Skills Appraisal +38, Bluff +43, Diplomacy +47, Handle Animal
+40, Intimidate +47, Knowledge (arcana, planes) +38, Knowl-
edge (history, nature, geography, local, religion) +35, Perception
+34, Sense Motive +34, Stealth +36, Use Magic Device +40
Languages Abyssal, Aquan, Auran, Celestial, Common, Dra-
conic, Dwarven, Elven, Ignan, Infernal, Undercommon Sylvan,
Terran; telepathy 100 ft., truespeech
SQ hide self, teleportation
Combat Gear 4 life potions (1d8+40), 2 invisibility potions
(ro minutes, +10 Stealth), time wand (to CL, 2 sp, improved
haste, improved slow, group time, 50 ft. range), fate wand (10
CL, bless and curse only, 4 sp, 50 ft. range); Other Gear cloak
of resistance +3, ring of protection +2
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SPECIAL ABILITIES
Greater Contracts (Su)
A merchant of hell forges contracts, just as a deal-
maker does. However, a merchant of hell’s ability to
grant desires is much more powerful.

A merchant of hell can make virtually anything happen,
as the wish ritual. However, this power can only be used
to fulfill the desires of a target, and only after the con-
tract’s terms have been set. Not even a wish ritual can re-
lease a target from a contract made with a merchant of hell.
Personal Equipment (Su)

A merchant of hell possesses the ability to manifest weap-
ons and equipment that function only on his own person.
As a swift action, he may summon a +10 weapon or +10 shield
of his choice, which remains until released from the merchant
of hell’s hand, or the merchant of hell dismisses the weapon or
shield as a free action.

The merchant of hell may trade the enhancement bonus from
these weapons or shields for special qualities, as an armorist of
equal level. A weapon cannot manifest more than +5 of a weap-
on as enhancement bonus; the rest must be spent on special
qualities.

Profane Gift (Su)

A merchant of hell may grant a profane gift to a willing human-
oid creature by touching it for 1 full round, just as a succubus
can. The target gains a +4 profane bonus to an ability score
of his choice. A single creature may have no more than one
profane gift at a time. As long as the profane gift persists, the
merchant of hell can communicate telepathically with the tar-
get across any distance, and may use his suggestion charm on it.
A profane gift is removed by dispe/ evil or the Break Enchant-
ment talent from the Life sphere. The merchant of hell can
remove it as well as a free action (causing 2d6 Charisma drain
to the victim, no save).

Secret Chest (Sp)

A merchant of hell possesses an extradimensional storage
space, as the Warp sphere talent, which can fit up to 2,000
Ibs. of equipment. The merchant of hell can summon any
equipment from his secret chest as a swift action, manifest-
ing it in their hand or in an unoccupied adjacent space. A
merchant of hell can send unattended peice of equipment he
is touching to his secret chest as a standard action.

When a merchant of hell dies, the contents of its secret
chest appear in the nearest unoccupied spaces.

Silver Speech (Ex)

Whenever a merchant of hell makes a Bluff, Diplomacy, or
Intimidate skill check, they may roll twice and take the high-
er result.

EcoLocy

Environment any land or lower plane

Organization solitary, pair, or squad (1 or 2, with 4-10 cor
ruptors)

Treasure double




Imp

Imps are smdll devils that resemble fairies, but
With the addition of pointed teeth, noms, red skin,
bar—like wings, and a tail. [mps are borm from the
souls of liars, manipulators, and. others of a disnonest
Strain.

Imps are prysically weak, and are rarely willing to
engage in a direct fignt if one can at dll be aoided.
If forced into conflict, they can be extremely tricky i
tle things, using Snapesnifting and. their various magqics 1o
throws their would—be opponents off their quard. An imp's
rue powner, howewer (S Not wWHat it can 4o in a fignt, but
redlly wnat it can do with a tick; [ve heard accounts
Of wbound imps manipulating gl Sorts of things benind the
Scenes, from dltering ledqers and  accounts 1o Sabotaqing
WGYONS ands equipment, ands even once heald of an imp uho
became the leader of a gang of Kobold bandits, uSing its
cunning 1o Strike fear into a local Settlement.

Imps exist n a Strange place in the hierarchy of the
Inferval nost. They are the lonest of creatures and serve no
parpose in the army but because of That lowdy Station they
are e Infernal most commonly seen on the materia plave
usually summoned by a magician of Some Sort o Serve 4as 4
servant or advisor. Because of TS, an imp's most import—
ant work for the infernal ot is 1o be a Spy and temprer

Winterlyw's Mote: One  of
the most ntense fignes ['ve ever
seen was between an imp and
an dalp about who qor o Keep'
e Student they a both attached
wemselves to. In the end e
mp won out, but there are
few things in the world
quite as narroning as Seeing
mo fiends arque over teir
plans for a soul.

Serving the needs of their humanoid masters while gathering
information on benalf of their true inferval masters.

Imps are useful, there's no denying it; they're easy To
SUmmon, provide cuming adiice and Their various poners
make them idedl for deliering messages or Spying or doing
wihdtever other odd job a caster Way veed done. They also
vave the inverent ability to communicate directly with the
Infervadl lords, waking them invaluable resources for informetion.
The problem (s that imps know this; imps Serve the Inferval
Vost, and only Serve mortals because endearing themseles o
MOITalS pdts them in a greater posSition 10 pursue their onm
ends an they othernise would be able to on their own.

An imp is completely loyal o their sumwmoner except
when acting aqainst the interests of their Inferval masters.
While this works wonderfully whien serving a mortal wio
dalso Serves e inferval vost, it is STill the observed rule wien
working for casters of a more neutral bend. Waile an imp
may Seem 1o Serve (TS caster unfailingly imps are alays more
canning  than expected, and are very adept long—term plan—
ners; dqiving tneir mortal masters anytning less than complete
loyalty means they won't hold a position of trust wien the
critical moment arrives wiere their advice or action will con—
demn their wortal waster to Hell, earving them a nice little
soul To present to tveir trug Inferal masters.
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Imp CR2
XP 600

LE Tiny outsider (devil, evil, extraplanar, lawful)

Init +3; Senses darkvision 60 ft., detect good, see in darkness;

Perception +7

DEFENSE

AC 17, touch 16, flat-footed 13 (+3 Dex, +1 dodge, +1 natural, +2
size)

hp 16 (3d10); fast healing 2

Fort +1, Ref +6, Will +4

DR 5/good or silver; Immune fire, poison; Resist acid 10,
cold 10

OFFENSE

Speed 20 ft., fly 50 ft. (perfect)
Melee sting +8 (1d4 plus poison)
Space 2-1/2 ft.; Reach o ft.

MagGIC

Caster Level 3rd; MSB +3, MSD 14, Concentration +5
Tradition Natural (none); CAM Cha
Spell Points 5
Divination Sphere — DC 13; Duration concentration, 3
hours (sense); Range Medium (130 ft.), personal (sense); Tal-
ents Divine Knowledge, Read Omens

- divine (charm, divine knowledge, magic, read omen)

- sense (read magic)
Mind Sphere — DC 13; Range Close (30 ft.); Talents Ex-
panded Charm, Powerful Charm, Subtlety

- charm 1 sp greater, 2 sp powerful (suggestion)

STATISTICS

Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14

Base Atk +3; CMB +1; CMD 15

Feats Dodge, Weapon Finesse

Skills Acrobatics +9, Bluff +8, Fly +21, Knowledge (arcana) +7,
Knowledge (planes) +7, Perception +7, Spellcraft +7
Languages Common, Infernal

SQ change shape (boar, giant spider, rat, or raven), hide self

SPECIAL ABILITIES

Commune (Su)

An imp gains the Read Omens and Divine Knowledge ad-
vanced Divination talents.

Poison (Ex)

Sting—injury; save Fort DC 13; frequency 1/round for 6 rounds;
effect 1d2 Dex; cure 1 save. The save DC is Constitution-based,
and includes a +2 racial bonus.

EcoLoGy

Environment any (Hell)
Organization solitary, pair, or flock (3-10)
Treasure standard
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VARIANTS

GRAND COUNCILOR CR
XP 1,600
LE Tiny outsider (devil, evil, extraplanar, lawful)
Init +5; Senses darkvision 60 ft., detect good, see in
darkness; Perception +10
DEFENSE
AC 19, touch 18, flat-footed 13 (+5 Dex, +1 dodge, +1 natural,
+2 size)
hp 39 (6dro+6 Toughness); fast healing 2
Fort +1, Ref +9, Will +5
DR 5/good or silver; Immune fire, poison; Resist acid 10,
cold 1o
OFFENSE
Speed 20 ft., fly 50 ft. (perfect)
Melee sting +13 (1d4 plus poison)
Space 2-1/2 ft.; Reach o ft.
Magic
Caster Level 6th; MSB +6, MSD 17, Concentration +9
Tradition Natural (none); CAM Cha
Spell Points 9
Divination Sphere — DC 16; Duration concentration,
6 hours (sense); Range Medium (160 ft.); Talents Divine
Knowledge, Read Omens

- divine (charm, divine knowledge, magic, read omen)

- sense (read magic)
Mind Sphere — DC 13, Range Medium (160 ft.), Target 1
or 5 w/ 1 sp, Talents Command, Expanded Charm, Group
Charm, Powerful Charm, Ranged Mind, Subtlety

- charm 1 sp greater, 2 sp powerful (command, suggestion)
STATISTICS
Str 10, Dex 21, Con 10, Int 16, Wis 13, Cha 17
Base Atk +6; CMB +4; CMD 19
Feats Dodge, Toughness, Weapon Finesse
Skills Acrobatics +14, Bluff +12, Fly +25, Knowledge (arcana)
+12, Knowledge (planes) +12, Knowledge (religion) +12, Per-
ception +10 Spellcraft +12, Stealth +14
Languages Abyssal, Celestial, Common, Infernal
SQ change shape (any Tiny or Small animal), hide self; tele-
portation
SPECIAL ABILITIES
Commune (Su)
An imp gains the Read Omens and Divine Knowledge ad-
vanced Divination talents.
Poison (Ex)
Sting—injury; save Fort DC 15; frequency 1/round for 6
rounds; effect 1d2 Dex; cure 1 save. The save DC is Constitu-
tion-based, and includes a +2 racial bonus.
EcoLoGy
Environment any (Hell)
Organization solitary, pair, or flock (1-2 grand councilors,
310 imps)
Treasure standard




SUCCUBUS

The Succubus is the embodiment of lust and
carvdl - desirg, feeding upon their enemy's physical
aesire as a sodrce of poner Succubi and incubi C male
Succub) are bom from the Souls of the truly lusthul
ana depraed, and are the outer—planes representation
Of the lengtns mortals will employ o Satisty carvdl Aesire,
and the corvuptions of body and soul that can come. from
S pats.

Succubi are waster seducers and manipulators, using
sexudl addiction, well-placed words, and pure dark taint
to drive their victims into a State of mentdl Slavery 7hey
are considered one of the most dangerous forms of [nferd,
not because of phySical might, but because they can topple
Kingdoms no other demon can touch by 9etting teir victims
70 do the work for them.

Succubi are shapeshifters and can adopt any quise 1o
prey upon their target's physical appetites, but in their wial—
tered form dppear as a mixture of a Shapely humanoid and
a beast, sporting bar—like wings, norvs, and a tail, and might
or might not hae cloven nooves or red SKin.

Winterlynn's Note: [ncubi are male Succubi, and [ Still don't
know wihat that means.
Winile a celestial usudlly retains the markers of their previous
lite wihen they transform, inferndls usudally lose all of theirs, race,
age, qender, everything changes To Suit e new form. For succub,
1his almost always means becoming female, but it's not like that matters
much for a Shapeshifter A succubus can become wale wien it Suits
wem, fatner or wother children with
their Victims, but If forced out of tneir
Aisquise completely they are revedled o be femdle.

Except Sometimes. ery rarely a Succubi 1S mdle in its default form and (s called an incubi. I ve
veard dll Sorts of explandtions for the existence of incubl, but vone of them wake Sense. [ncubi are
not more or less ponerful than Succubi, and because of the way a Soul Transforms wien it becomes
an infervdl, the soul's qender or persond wishes don't seem to factor into anything Combine that

WIth the fact that they're SHapesnifters angway, and it just Seems like a pointless distinction. And
yet, for whdtever reason, incubi are a thing,
As far as [ can tell, the only redl difference between Succubi and incubi is the
differences in energies. Sucoubl tend to be nyper—femining and practically invented e
term ‘womanly wiles by the way they sabtly manipulate their targets. Incubi, however,
tend 1o be hwyper—masculing and very direct in their work, dominating tieir targets and
inflicting equal parts pain and pleasure until the mortal 1T sure I theyre begging for
mercy or for more. BOth qroups can certainly use the other's preferred tactics, but
Since demons geverdally Aon't like even the risk of faillure they Ao tend 1o play to
weir Strengens wen artempting a Seauction.

theories, a8 discussed 0N Page

’ lobineson's
dence To Arcnmage Nicholas Deloni s

} ncubi lends cre : A ]
*Pose-Script: Pervaps the exislence of incubi 1enas cr s v g

s lanes an
3. For wore elaboration on TS idea, please see My TNESS on P
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SuccuBuUs CR
XP 3,200

CE Medium outsider (chaotic, demon, evil, extraplanar)

Init +3; Senses darkvision 60 ft., detect good, detect thoughts;

Perception +21

DEFENSE

AC 20, touch 13, flat-footed 17 (+3 Dex, +7 natural)

hp 84 (8d10+40)

Fort +7, Ref +9, Will +10

DR 10/cold iron or good; Immune electricity, fire, poison;
Resist acid 10, cold 10; SR 18

OFFENSE

Speed 30 ft., fly 50 ft. (average)
Melee 2 claws +11 (1d6+1)
Special Attacks energy drain, profane gift, vampiric touch

Magic

Caster Level 8th; MSB +8, MSD 19, Concentration +16
Tradition Natural (none); CAM Cha
Spell Points 16
Mind Sphere — DC 22, Range Medium (180 ft.), Target 1 or 6
w/ 1 sp, Talents Command, Enthrall, Expanded Charm, Group
Charm, Mind Control, Powerful Charm, Project Thoughts,
Ranged Mind, Subtlety

- charm 1 sp greater, 2 sp powerful (mind control, project

thoughts, suggestion)

STATISTICS
Str 13, Dex 17, Con 20, Int 18, Wis 14, Cha 27
Base Atk +8; CMB +11; CMD 22
Feats Agile Maneuvers, Combat Reflexes, Iron Will, Weapon
Finesse
Skills Bluff +27, Diplomacy +19, Disguise +19, Escape Artist
+11, Fly +14, Intimidate +16, Knowledge (local) +15, Perception
+21, Sense Motive +13, Stealth +14; Racial Modifiers +8 Bluff,
+8 Perception
Languages Abyssal, Celestial, Common, Draconic, Infernal;
telepathy 100 ft., tongues

Winterlym's rote: One of the questions that dll new Students ask eventudlly (s whetver or vot they sould be
afraicd of Professor Savesva. She (s after all, a Succubus, yet dlso the school's conjuration master:
The ‘question’ of Professor Savesha (s actudlly a Series of questions, dll of wihich
are Worth considering: How much personal independence does an Outsider possess, eitner
intrinsically or at e dlowence of the qods and fiends uio rule their homelands? Can an
Outsider choose their own qodls over those of their Plane? Can an Outsider change their
dignment? The answer to each of those questions is: 1 don't knom:
I will delve deeper into Professor Savesha later in this tome but it is worth men—
tioning here that Professor Savesha was the sponsor for my thesis, and she rever once
asked me 1o do anything [ was uncomfortable with, vever tried to Steal my sod,
and ['ve seen her qive especially harsh puniShments 1o male Students wiho thought
ver succubus vatdre would make her resporsie to their advances. And yet even 1,
who call her friend anda mentor, would never dream of Saying I know her completely.
Is sne everthing sne appears 1o be? Or (s she working a figndishly evil long—term
Scheme, pretending to be reformed while laying the groundnork for Some great plot?
until this mypothetical long—term scheme comes o fruition, could anyone ever krows for certain? Persovally I think
Professor Savesna nerself would be more offended than amyore If she were o learn that one of her Students
completely trusted her or anyone elsg as it means they obviously hawen't been paying dttention to her lectures on

conjuring bargains.

147

SQ change shape (any humanoid), ethereal
change, teleportation,

SPECIAL ABILITIES

Energy Drain (Su)

A succubus drains energy from a mortal she lures into
an act of passion, such as a kiss. An unwilling victim
must be grappled before the succubus can use this abil-
ity. The succubus’s kiss bestows one negative level. The
kiss also has the effect of a suggestion charm, asking the
victim to accept another act of passion from the succubus.
The victim must succeed on a DC 22 Will save to negate the
suggestion. The DC is 22 for the Fortitude save to remove a
negative level. These save DCs are Charisma-based.
Profane Gift (Su)

Once per day as a full-round action, a succubus may grant a
profane gift to a willing humanoid creature by touching it for
1 full round. The target gains a +2 profane bonus to an ability
score of his choice. A single creature may have no more than
one profane gift from a succubus at a time. As long as the pro-
fane gift persists, the succubus can communicate telepathically
with the target across any distance (and may use her suggestion
spell-like ability through it). A profane gift is removed by dispel
evil or dispel chaos. The succubus can remove it as well as a
free action (causing 2d6 Charisma drain to the victim, no save).
Vampiric Touch (Su)

As a standard action, a succubus needs only to touch a target
to deal 4d6 negative energy damage to it. The succubus gains
temporary hit points equal to the amount of damage dealt, to a
maximum equal to what would kill the subject. The temporary
hit points disappear after 1 hour.

EcoLocy

Environment any (Abyss)

Organization solitary, pair, or harem (3-12)
Treasure double




MAGICAL BEASTS

There are Severdl creatures wider the School that were, ot Some point, rormal animals. They are not angmore.
Usually there (s a difference between animdls' like badgers and bears, and wagical beasts like wnicorns and
qritfons. However whether because of Some wizard's experimentation or Simply 4S a resdlt of centuries spent below a
school of madic; there are o animals below the school. Every creature [ have encountered down there has possessed
Some Sort of wagic, from the largest spider to the swallest ant.

Ecuo BaTt

Echo bats are a Strange Sub—species of madical bat
that can not only reflect Sound, but also themseles. 7o my
Knowdedae, they are only found under the school, but I am
not sure I they themseles are magical experiments, or Simply
common  bats that have developed mwagic after  generdations
living under the school.

A single bat can create up to 7 copies of itself and
quickly become a small swarm. This s not, however their
greatest power Echo bats feed of of each other's presence;
when multiple non-summoned bats 9et near each otver their
magic Ncreases i poner and their summoned companions be—
come more powerful. Thus, while a Single echo bat can quickly
become a Swarm, a Swarm of echo bats can quickly become
an army of Super—ponered Monsters.

While a swarm of echo bats can produce powerful
Summons, the ofigingl echo bats themseles are ot so em-—
powered, So even a Swarm of echo bats con be destroyed by
lignting the entire area on fire. Homever not only do echo
bats possess powerful magqic, they 4lso possess envanced intel—
lects;, while ot as crafty as Some creatures, they are more
han capable of iding themselves while their Summoned,
companions 4o battle with threats on their berdlf

Most of these credtures are harmless, but some most definitely are not. I've descrived the particularly rasty ones
belony in vopes you won't be caught off—quard, thinking it's Just a spider’ before it's oo late.

EcHO BAT CR2
XP 400

N Medium Magical Beast

Init +2; Senses blindsense 40 ft.; Perception +4

DEFENSE

AC 12, touch 12, flat-footed 10 (+2 Dexterity)

hp 13 (2d1o+2)

Fort +5, Ref +5, Will +3

OFFENSE

Speed 20 ft., fly 30 ft. (good)

Melee 1 bite +3 (1d6+1)

Special Attacks summon echo bat (2/day)

STATISTICS

Str 12, Dex 15, Con 14, Int 4, Wis 16, Cha 16

Base Attack Bonus 2, CMB 3, CMD 15

Feats Flyby attack

Skills Fly +7, Perception +4, Stealth +2

SQ colony casting, greater form

SPECIAL ABILITIES

Colony Casting (Su)

An echo bat has an effective caster level and MSB equal to its
Hit Dice, +1 for every non-summoned echo bat within 30 ft.
of it.

Greater Form (Ex)

As an echo bat gains caster level from its colony casting special
quality, its conjured echo bat companions gains power. For ev-
ery +I bonus to caster level the echo bat possessed at the time
of summoning, its conjured echo bat companion gains +10 hp
and a +1 bonus to BAB, AC, all skill checks, damage rolls, and
all saving throws. An echo bat companion does not increase nor
decrease in power after it has already been summoned.
Summon Echo Bat (Sp)
Two times per day as a spell-like ability, an echo bat may spend
a standard action to summon another echo bat somewhere
within 30 ft. for 2 minutes. This second bat is similar to an echo
bat in all ways, except it does not possess any special abilities
(colony casting, greater form, or summon echo bat), and is
considered an outsider with the extraplanar subtype.
EcoLocy
Environment Caves and underground
Organization solitary, pair, or colony (4-12)
Treasure standard
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GIANT INVISIBLE MANTIS

1T would be very easy for me o point fingers at which
teacher most likely thought it was a qood idea 1o create 4
SNt invisivle mantis, but Such is Mot e purpose of THis book.

The giant invisidle mantis has been empowered by wagic
in a variety of methods, in wiat [ can only assume was
resedrch nto changing a creature from one type 1o anotver
Ratner than Simply being under an enchantment to become
invisitle andk powerful (uiich could therefore be dispelled by
a Skilled wagician), the 4iant invisile mantis has been trans—
formed nto a magical beast, wiose invisibility and prysical
poner dare aS much a par't of It as its arms and legs.
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The qreatest danger of e giant invisible
WMantis (S that (t Nas 1o aetermined nunting qround,
e credture Stalks the valls of the School's underbelly
ana might be encountered anyiere in its seareh for
food. Waile the mantiss size forbids it from reach—
ing some locations, it (s impossivle to explore most regions
thoroughly without potentially crossing into the mantis's
PAth.

Thankfully the creature’s gredat size means it can
sometimes be heard even if it can't be seen. Also, it's vermin
minds means it doesn't learm very quickly, (F you mavage to
cover it with powder or ink to make it visible while i will
eventudlly washn itself off it won't know to avoid the Same
wap a Second Time.

or TS
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GIANT INVISIBLE MANTIS CR10
XP 9600
N Huge Magical Beast
Init +3; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 19, touch 13, flat-footed (+3 Dexterity, +9 natural, -2
size)
hp 136 (13d10+65)
Fort +13, Ref +11, Will +6
Defensive Abilities natural invisibility (Ex)
Immune mind-affecting effects
OFFENSE
Speed 50 ft., climb 50 ft. fly 60 ft. (poor)
Melee 2 claws +23 (2d6+10 plus grab)
Special Attacks lunge, mandibles, sudden strike
STATISTICS
Str 30, Dex 17, Con 20, Int —, Wis 15, Cha 11
Base Attack 13, CMB +23 (+27 grapple), CMD 36 (40 vs. trip)
Skills Climb +10, Fly -1, Perception +2, Stealth +15 (+35 when
still)

Ecosystems
there s only one g
I could be wrong a1
ftiple TIMES.

o That any Stdent oxp

Wim[ef/gmm’s Note:

ds far a8 L Ko

e opponents, L very we
same mMantis apped’'nd m
This brings up 4 S

in

Tn wost locations in the world, a ;fr;m

] up resiaence
R e - éfm o survivdl, e

[ well—Su
of rats find a space Sl o
t’ftelh’ggmt student ca’ easz(g view tms e
articular creature fills in Their co Y

a

) Windfell Acaceny, nonever, foll
andh o battles Tt syould q«4/g Mappes
no means 10 rEprodUCt, wihile om‘e@ s At

Tor these 1easons, T 1S impossible 0 Tr1Y

invisile Mantis,

nseen i Know, they coulds dll
pe s u

lors. For all I

r invisible mantis u”
4 there could be

oring under the schnool

= e o creature o' creatures will
ruin, Their natura

y will mltiply aM oxpa
andh the. Srrowings an

ows rone of these
n once insteadk happen &

: e ging COMp
urvive despite being 2 |
A i he school's fo0d chain, or they o

uld be near the 0ot
o there codd be 4oz [t Lo dead by the Time you 18

SPECIAL ABILITIES

Lunge (Ex)

A giant invisible mantis’s limbs are capable of reaching much
farther than normal for a creature of its size. As a full-attack
action, it can make a single attack with its claws at double its
normal reach. When the giant invisible mantis attacks with a
claw in this manner, it gains a +4 bonus on its attack roll. A
giant invisible mantis cannot make attacks of opportunity with
its lunge.

Mandibles (Ex)

A giant invisible mantis that grabs a foe can make a bite attack
against that foe as a secondary attack. The mantis’s bite is a +10
attack that inflicts 1d8+5 points of damage on a hit.

Sudden Strike (Ex)

A giant invisible mantis is particularly adept at moving quickly
when its foes are surprised. During a surprise round, a giant
mantis may act as if it had a full round to act, rather than just
one standard action.

EcoLocy

Environment Any (forest)

Organization solitary

Treasure none
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UNICORN

There are few creatures in the world quite 4§ famous
as e unicom, wiich resembles a vorse in almost every weay,
with the addition of a Single horm on top of their head. A
unicorn usually & feet long and 5 feet tall at the shoulder
weighing about valf a ton.

The unicorn (s a magical being closely associated with
beauty, magic, and femininity. While unicorns are male as often
as femdle, they have a tendency 1o Shun dll creatures except
for animdls, good—dlinged fey and good—dligned  humanoid
women. ['m not Sure wiy they shun men, and not even
Professor Daemen could really articdlate it for me (although
as a black wnicorn, he's nardly a Standard by wihich 1o judge
otners of nis Kind), but with the exception of Professor
Daemen, I have vever seen a uiicom not bound by this
tendency

Unicorms are beings of pure 9oodness, refusing to even
dllows evil crearures 1o pass urmolested througn their terricory.
Wihen faced with such evil creatures Cor those seeking to
defile the ndture of their rgm’rory), wnicorvs can, 1 fact,
become guite violent in driving the offenders out. This is not
JUSt a Zedl for qooaness, but dalso Self—preservation: unicorn hair,
blood, and horvs are all extremely powerful magical reagents,
with the hom being the most valuable. Many evil creatures
vave been known 1o hunt unicorvis for their valudble parts,
which ['m Sure adds to a wiicor's vdatred for those of
evil dlignment. Even if a unicom Should survive an encounter
WITN a nunter, a unicor WAthout its vom loses much of its
magical poner.

UNICORN CR
XP 8oo

CG Large magical beast

Init +3; Senses darkvision 6o ft., detect evil, low-light vision,
scent; Perception +10

Auwura magic circle against evil

DEFENSE

AC 13, touch 12, flat-footed 12 (+3 Dex, +3 natural, -1 size, +1 vs
evil creatures)

hp 34 (4dro+12)

Fort +7, Ref +7, Will +6; +1 vs evil

Immune charm, compulsion, poison

OFFENSE

Speed 6o ft.

Melee gore +8 (1d8+4), 2 hooves +5 (1d3+2); +1 vs evil creatures
Space 10 ft., Reach s ft.

Special Attacks powerful charge (gore, 2d8+8)

Magic

Caster Level 3rd; MSB +4, MSD 15, Concentration +11
Tradition Unicorn Magic (Boons: Easy Focus, Drawbacks: Fo-
cused Casting (horn), Magical Signs; CAM Cha

Spell Points 11

Life Sphere — DC 19; Range Touch; Talents Fount of Life, wiicorn ['ve ever Seen s Professor
Daemen. Tum to page 706 to see a

more aetailed araning,
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Greater Healing, Greater Invigorate, Restore Health
- cure 2d8+8 (1 sp, fount of life)
- invigorate +11 temp. hp (4 hours)

- restore heal 1d4 ability damage, fatigued,
sickened, shaken, staggered, dazzled, MSB
vs poison and disease (1 sp, 4 rounds)

Light Sphere — DC 19; Duration 4 minutes; Ef-
fect 40 ft. Range Medium (140 ft.)

- glow

STATISTICS

Str 18, Dex 17, Con 16, Int 11, Wis 21, Cha 24
Base Atk +4; CMB +9; CMD 22 (+26 vs trip)

Feats Multiattack, Weapon Focus (horn)

Skills Acrobatics +8, Perception +10, Stealth +8, Survival +7
(+10 in forests); Racial Modifiers +4 Stealth, +3 Survival in
forests

Languages Common, Sylvan

SQ Forest Travel, Magical Strike, Wild Empathy +17
SPECIAL ABILITIES

Forest Travel (Su)

Once per day while inside its territory, a unicorn can teleport it-
self and up to 1 other Medium sized or smaller creature without
miss-chance as a standard action to any other part of the terri-
tory. The size of a territory may not exceed 50 square kilome-
ters (roughly 20 square miles). It takes one month to become
familiar enough with an area to use this ability after changing
the territory:.

Magic Circle against Evil (Su)

Summoned evil creatures cannot get within 10 ft. of the uni-
corn (unless the unicorn initiates the movement). Additionally,
the unicorn and all creatures within 10 ft. of it gain the ben-
efits of the hallow word (good), using the unicorn’s HD as its
caster level.

Magical Strike (Ex)

A unicorn’s gore attack is treated as a magic good weapon for
the purposes of damage reduction.

Wild Empathy (Su)

This works like the druid’s wild empathy class feature, except
the unicorn has a +6 racial bonus on the check. Unicorns with
druid levels add this racial modifier to their wild empathy
checks.

EcoLocy

Environment temperate forests

Organization solitary, mated pair, or blessing (3-6)
Treasure none

Winterlynn's  Mote:  The  only



WARP SPIDER

Like tne echo bats, [ must assume that
warp Spiders were at one point, roral  Spiders.
However, after So many generations of living around
madical experimentations, tey became Something more
powerful and magical.

Unlike normal qiant spiders Cor even echo bats),
warp Spiders are remarkably intelligent. They are  Still
beasts and 1o my knowledge possess no language of their
o, but wiere other Spiders may lay Simple traps o
caten Their prey warp Spiders lay cunning and elaborate
raps hat rely on misdirection, carefully—placed noises, and
otner things that will catehn dll but the most observant.

As tneir name implies, warp Spiders are masters of
teleportation. They will often lay a teleport trap for their
foes, ten teleport in themselves, ten teleport their enemies
into their webs. Escaping warp Siders (s ot a process of
rwning  quickly, but a0 elaborate game of cat and mouss,
where the unfortunates Student must not only escape the
Spider’'s web, but dlso vide from the spider as it teleports
after you 10 bring you back.

1T must be noted that, except for other warp Spiders,
releporting s almost impossible when trapped: by a warp
Spider. Therefore, while crushing them with brute force s
always the first option, [ would recommend all travelers to
e dark parts of the scnool carry fire with them, 1o bum
heir way out of a web if They should be caught.

ARP SPIDER CR 4
XP 8oo
N Large Magical Beast
Init +7; Senses darkvision 60 ft., tremorsense 60 ft.; Percep-
tion +4
DEFENSE
AC 15, touch 12, flat-footed 12 (+3 Dexterity, +3 natural, -1 size)
hp 32 (5d10+5)
Fort +5, Ref +7, Will +1
OFFENSE
Speed 30 ft., climb 30 ft.
Melee 1 bite +7 (1d8+6 plus web warp)
Special Attacks web (8/day, +7 ranged, DC 17, 30 hp), web
warp
Magic
Caster Level 5th; MSB +5, MSD +16, concentration +8
Tradition Natural (none); CAM Cha
Spell Points 8
Warp Sphere — DC 16; Range Close (35 ft.) or Medium (150
ft.) w/ 1 sp, 10 ft. (emergency); Target touch Talents Emergen-
cy Teleport, Quick Teleport, Teleport Trap (2), Unseeing Tele-
port, Unwilling Teleport

- emergency teleport (1 sp, evasion, +2 AC and Reflex saves)

- teleport (1 teleport trap, 1 sp each: move action, no line of

sight required, unwilling target)

STATISTICS
Str 18, Dex 16, Con 12, Int 10, Wis 10, Cha 16
Base Attack +5, CMB +7, CMD 20
Feats Improved Initiative, Sphere Focus (Warp), Stealthy
Skills Climb +17, Perception +4, Stealth +6 (+10 in webs)
SQ planar webbing, strong webs
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SPECIAL ABILITIES

Planar Webbing (Ex)

The webs of a warp spider act as a dimensional anchor, as per
the Planar Manipulator talent. This is a permanent effect that
affects any creature in the webbing and requires no concentra-
tion to maintain. Warp spiders are immune to the effects of
Planar Webbing, even in the webs of other warp spiders.
Strong Webs (Ex)

A warp spider’s webs gain a +4 bonus to the DC to break or
escape (already included in the Web ability).

Web (Ex)

Warp spiders can create sheets of sticky webbing up to three
times their size that can be placed, or fired as a ranged touch
attack with a 1o ft. range increment, as if attacking with a net.
Approaching creatures must succeed on a DC 20 Perception
check to notice a web; otherwise they stumble into it and be-
come trapped as though by a successful web attack. Escaping
from the web requires an Escape Artist check or Strength
check with a DC equal to 17. 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 sec-
tion of web has a number of hit points equal to the Hit Dice
of the warp spider that created it and DR 5/—. Web may be
created 8 times per day:.

Web Warp (Su)

A creature struck by a warp spider’s bite attack must make a
Will saving throw against a DC of 16 or be instantly teleported
into a section of the warp spider’s webbing within Close range,
as with the Unwilling Teleport talent. A creature placed into
the webbing is immediately treated as entangled by the web,
as in the web ability. This secondary effect of the bite attack
functions even if the damage of the attack is nullified, such as
through damage reduction.

EcoLocy

Environment jungles and underground

Organization solitary, pair, colony (1 matriarch, 4-12 warp spi-
ders)

Treasure standard

VARIANT
XP 800
N Large Magical Beast
Init +7; Senses darkvision 60 ft., tremorsense 60 ft.; Percep-
tion +4
DEFENSE

AC 21, touch 15, flat-footed 15 (+5 Dexterity, +1 dodge, +6 natu-
ral, -1 size), +4 vs movement

hp 123 (13d10+39+13 Toughness)

Fort +11, Ref +13, Will +5

Warp Sphere — DC 22; Range Medium (230
ft) or Long (920 ft.) w/ 1 sp, 30 ft. (emergency);
Target Close (55 ft.), 1 or 7 creatures w/ 1 sp; Tal-
ents Distant Teleport, Emergency Teleport, Group
Teleport, Quick Teleport, Ranged Teleport, Splinter,
Swap Placement, Teleport Trap (5), Unseeing Teleport,
Unwilling Teleport,

- emergency teleport (immediate action, 30 ft., grants

evasion and +6 dodge to AC and Reflex saves, 1 sp)
- teleport 6d6 damage (5 teleport traps, 1 sp each: move
action, no line of sight required, unwilling target)

Str 24, Dex 20, Con 16, Int 9, Wis 12, Cha 20
Base Attack +13, CMB +7, CMD 20
Feats Dodge, Improved Initiative, Mobility, Sphere Focus
(Warp), Spring Attack,Stealthy, Toughness
Skills Climb +20, Perception +9, Stealth +12 (+10 in webs)
SQ planar webbing, strong webs
SPECIAL ABILITIES
Planar Webbing (Ex)
The webs of a warp spider act as a dimensional anchor, as per
the Planar Manipulator talent. This is a permanent effect that
affects any creature in the webbing and requires no concentra-
tion to maintain. Warp spiders are immune to the effects of
Planar Webbing, even in the webs of other warp spiders.
Strong Webs (Ex)
A warp spider’s webs gain a +4 bonus to the DC to break or
escape (already included in the Web ability).
‘Web (Ex)
Warp spiders can create sheets of sticky webbing up to three
times their size that can be placed, or fired as a ranged touch
attack with a 10 ft. range increment, as if attacking with a net.
Approaching creatures must succeed on a DC 20 Perception
check to notice a web; otherwise they stumble into it and be-
come trapped as though by a successful web attack. Escap-
ing from the web requires an Escape Artist check or Strength
check with a DC of 24. Attempts to escape or burst the web-
bing 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
warp spider that created it and DR 5/—. Web may be created
8 times per day.
‘Web Warp (Su)
A creature struck by a warp spider’s bite attack must make
a Will saving throw against a DC 22 or be instantly teleport-
ed into a section of the warp spider’s webbing within Close
range, as with the Unwilling Teleport talent. A creature
placed into the webbing is immediately treated as entangled
by the web, as in the web ability. This secondary effect of the
bite attack functions even if the damage of the attack is nulli-
fied, such as through damage reduction.

OFFENSE

EcoLoGy

Speed 30 ft., climb 30 ft.

Melee 1 bite +19 (1d8+10 plus web warp)

Special Attacks web (+17 ranged, DC 24, 128 hp), web warp
Magic

Caster Level 13th; MSB +13, MSD +24, concentration +18
Tradition Natural (none); CAM Cha

Spell Points 18
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Environment jungles and underground
Organization solitary or colony (1 matriarch, 4-12 spiders)
Treasure standard




MONSTROUS HUMANOIDS

ID

An id s a Strange creature, and it would rot be
wrong o cdll it emotion 4iven Aesh. Every emotion an id
feels s powerful; an id doesn't feel scared, happy or angy
it feels panicked, estatic, or boiling with hatred. Mot only
Nat, but S Transmic their emotions empathically to everything
around them; Just being near an id can overaeim you with
emotions 1ot your omn.

It (s possivle to dedl camly with an id, dthough they
are not qiven 1o neqotiation. However doing So is dangerous
as one never knows wien they will accidentally do Something
1o inspire a Sudden spike of anger fea apatny Iust, or Some
other Sort of emotion in the id, which will quickly be trans=
ferred 1o everytning rearby

14s have an appearance not wilike a mikture between a
humanoid and. a fire elementd, althougn they do not actually
burn. 14s can edt plants ands animdls, and nave little Society
of their own, as their atures Ao ot work well witn living
in groups. Wnen two ids meet in the wild, they will often
fignt, mate, or both, before quickly qoing their separdte ways.
There dppears 10 be 1o AiSTinct qenders among ids, with
Sdch  encounters producing a number of children in both
parents, wihich are quicky abandoned to fend for themselves.

CRO6

1D

XP 2,400
CN Medium Monstrous Humanoid
Init +2; Senses darkvision 60 ft., Perception -2
Aura emotional aura
DEFENSE
AC 15, touch 13, flat-footed 12 (+2 Dex, +1 dodge, +2 natural)
hp 84 (8d10+32+8 Toughness)
Fort +10, Ref +8, Will +o
OFFENSE
Speed 30 ft.
Melee 2 slams +13 (1d4+5 plus emotions)
Magic
Caster Level 6th; MSB +8, MSD 19, Concentration +12
Tradition Natural (none); CAM Cha
Spell Points 14
Mind Sphere — DC 17, Range Medium (160 ft.), Target 1
or 5 w/ 1 sp, Talents Enthrall, Expanded Charm, Fear, Group
Charm, Hostility, Powerful Charm, Ranged Mind
- charm 1 sp greater, 2 sp powerful (enthrall, fear, hostility,
suggestion)
STATISTICS
Str 20, Dex 14, Con 18, Int 2, Wis 7, Cha 19

Monstrous numanoids are. Similar 1o Numanoids, but possess greater natural magic ands physical abilities. 7hey 4lso
usudlly possess a lack Of Society as understood by Mumanoids, but luckily that distinction has become less important
over the years (it's no longer Standard: reading in class and for qood: reason, but if you want 1o get a look at how
bizarre things used to be at the acadeny read Arch—Diviner Ganimen's arquments in beasts of our world, uiere he
arques e qoblinoid races should all be re—classified as monstrous Numancids).

Base Atk +8; CMB +13; CMD 25

Feats Dodge, Extra Spell Points, Power Attack, Toughness
Skills Survival +9

SPECIAL ABILITIES

Emotional Aura (Su)

All creatures within 60 ft. of an id must make a Will saving
throw (DC 19) each round or suffer the effect of the id’s current
emotion.

Emotions

An id is driven by powerful emotions. Depending on the emo-
tion an id is feeling, it gains one of the following effects. An id’s
emotional state changes automatically when another emotion’s
criteria is met, but no more than once per round, on its turn.
The GM may always decide that specific situations or magical
effects may also change what emotion an id is feeling.

When an id successfully strikes a target, the target must make
a Will save (DC 18) or suffer the effect of the id’s emotion for 1
round. This is a mind-affecting effect.

- Fear (when reduced to 1/4 hp or lower) the id becomes
frightened.

- Anger (when attacked by a hostile creature) the id is af-
fected by rage, gaining a +2 morale bonus to Str and Con,
a +1 bonus to Will saving throws, and a -1 penalty to ac.
The id cannot use magic of any kind, nor any Int- or Cha-
based skill.

- Happiness (when something benefitial is happening)
The id gains a +2 circumstance bonus to all attack rolls,
damage rolls, skill checks, and saving throws.

- Apathy (when not in combat) The id is staggered.

EcoLoGy

Environment any land
Organization solitary or pair
Treasure standard
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MERP

Merps are wilking contradictions; on one hand, their
arvmiess, furry bodies make them appear extremely non—threat—
ening and. yer the amount of wagic at their Aisposal makes
them Some of the most powerful creatures ['ve ever encoun—
tered Likenise, they are among the most intelligent creatures
you'll ever meet, and yet they are o child—like that most
interpersondal conflicts one might have with a merp can be
solved by a qood game of hide and Seek.

If you are on their qood Sidg merps wake wonderful
allies; they'll back you up with wrivdled arcane might and
Share their favorite puzzle games with you. If you get on
heir bad Side, nowever prepare. yourself for the most magi—
cally devistating temper tantram you will have ever seen.

Al creatares with the werp subtype possess the follon—
ing special qualities:

Magic Sight (Su)

A merp is continuously under the effects of the sense magic
(sense) talent of the Divination sphere.

Magic Mimicry

A merp can intuitively understand magic that they see in prac-
tice. When a merp successfully identifies a sphere effect, as an
immediate action it can gain knowledge of one or more talents
used in that effect. The merp chooses which talent or talents to
gain in this fashion. This knowledge is retained until this ability
is used again or the merp rests to regain spell points.

The total number of talents a merp may mimic at one time is
determined by its Hit Dice. Every merp may mimic 1 talent at
a time, +1 per § Hit Dice it possesses.

If a merp uses this ability to gain more talents than the total
allowed, they must choose which previously gained talents to
loose until their total mimicked talents is equal to their allowed
total. The merp cannot choose to lose a talent that is a prereq-
uisite for another talent gained from this ability.

MERP, LUCKY CR2
XP 600

CN Medium Monstrous Humanoid (merp)

Init +2; Senses darkvision 60 ft., Perception +5

DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)

hp 25 3d10+6+3 Toughness)

Fort +3, Ref +5, Will +2

DR j5/non-magic

OFFENSE

Speed 30 ft.

Melee slam +3 (1d6)

Magic

Caster Level 3rd; MSB +3, MSD 14, Concentration +6
Tradition Natural (none); CAM Int

Spell Points 8

Fate Sphere — DC 14; Alignment Chaos; Range Close (30
ft.), personal w/ 20 ft. radius (consecration); Target 1 or 3 w/ 1
sp, (word), Talents Bless, Curse, Divine Force, Echoing Word
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- bless (word, 1 sp)
- curse (word, 1 sp)
- divine force (consecration, instantaneous)
- hallow (word, 1 sp)
- serendipity +1 to allies (consecration, concentra-
tion or 7 rounds w/ 1 sp)
STATISTICS
Str 10, Dex 14, Con 14, Int 17, Wis §, Cha 11
Base Atk +3; CMB +3; CMD 15
Feats Extra Spell Points, Skill Focus (Spellcraft)®, Tough-
ness
Skills Knowledge (arcana) +6, Knowledge (dungeoneering)
+6, Knowledge (nature) +6, Knowledge (planes) +6, Percep-
tion +5, Spellcraft +9, Stealth +8
Languages Common, Elvish, Gnomish, Sylvan
SPECIAL ABILITIES
Spell Siphon (Su)
As a melee touch attack, a lucky merp can steal 1d4 spell points
from another creature. A successful DC 14 Will save reduces
this by half, round down, minimum o.
Combat Gear none, Other Gear dull gray ioun stone
EcoLocy
Environment temperate forests or jungles
Organization solitary, group (2-8), riot (9-20)
Treasure standard (dull gray ioun stone plus other treasure)

CR .

ERP, SPEEDY
XP 1,200
CN Medium Monstrous Humanoid (merp)
Init +3; Senses darkvision 60 ft., Perception +7
DEFENSE
AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 42 (sd1o+10+5 Toughness)
Fort +3, Ref +7, Will +3
DR 5/non-magic
OFFENSE
Speed 30 ft.
Melee slam +5 (1d6)
Magic
Caster Level 5th; MSB +5, MSD 16, Concentration +9
Tradition Natural (none); CAM Int
Spell Points 11
Time Sphere — DC 17; Range Close (35 ft.); Target 1 or
3 w/ 1 sp; Talents Group Time, Improved Haste, Ranged
Time, Retry, Steal Time, Time Freeze
- bhaste +1 att., AC and Reflex, +30 ft. (concentration or §
rounds w/ 1 sp)
- retry (2 sp)
- slow (concentration or 5 rounds w/ 1 sp)
- steal time (1 sp)
- time freeze 15 ft. radius (1 sp)
STATISTICS
Str 10, Dex 16, Con 14, Int 18, Wis 8, Cha 11
Base Atk +5; CMB +5; CMD 17
Feats Extra Spell Points, Skill Focus (Spellcraft)®, Sphere
Focus (Time), Toughness




Skills Appraise +9, Knowledge (arcana) +9,

Knowledge (dungeoneering) +9, Knowledge (histo-

ry) +9, Knowledge (nature) +9, Knowledge (planes)

+9, Perception +7, Spellcraft +12

Languages Common, Draconic, Elvish, Gnomish,

Sylvan

SPECIAL ABILITIES

Slowing Spell Siphon (Su)

As a melee touch attack, a speedy merp can steal 1d4 spell
points and the merp may cast alter time (slow) on the target
as a free action. A successful DC 16 Will save reduces the
spell point transfer by half, round down, minimum o.
Combat Gear none, Other Gear joun torch

EcoLocy

Environment temperate forests or jungles

Organization solitary, group (2-8), riot (9-20)

Treasure standard (Goun torch plus other treasure)

MERP, RADIANT CRS
XP 4,800

CN Medium Monstrous Humanoid (merp)

Init +4; Senses darkvision 60 ft., Perception +12

DEFENSE

AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)

hp 85 (todro+20+10 Toughness)

Fort +5, Ref +0, Will +6

DR 5/non-magic

OFFENSE

Speed 30 ft.

Melee slam +10 (1d6) or destructive blast +10 touch (5d6 or 10d6
(w/ 1sp))

Ranged destructive blast +14 touch (5d6 or 10d6 (w/ 1sp))

Magic
Caster Level 1oth; MSB +10, MSD 21, Concentration +14
Tradition Natural (none); CAM Int
Spell Points 16
Destruction Sphere — DC 19; Range Medium (200 ft.); Du-
ration Instantaneous or 10 rounds (energy wall), Target 1 or
10 ft. radius w/ 1 sp; Talents Energy Wall, Explosive Orb, Ex-
tended Range, Fire Blast

- destructive blast (5d6 or 10d6 w/ 1 sp, fire blast)

- energy wall (1 sp, 200 ft. or 25 ft. radius)
Light Sphere — DC 20, Range Medium (200 ft.), Duration
31 minutes (glow), Talents Blinding Light, Repelling Light, Re-
vealing Light, Searing Light,

- Glow dazzle (blinding light, repelling light, revealing light,

searing light)

STATISTICS
Str 10, Dex 19, Con 14, Int 19, Wis 8, Cha 11
Base Atk +10; CMB +10; CMD 22
Feats Extra Spell Points, Point Blank Shot, Precise Shot,
Sphere Focus (Light), Skill Focus (Spellcraft), Toughness
Skills Appraise +14, Knowledge (arcana) +14, Knowledge (dun-
geoneering) +14, Knowledge (history) +14, Knowledge (nature)
+14, Knowledge (planes) +14, Perception +12, Spellcraft +17
Languages Common, Draconic, Elvish, Gnomish, Sylvan
SPECIAL ABILITIES
Radiant Spell Siphon (Su)
As a melee touch attack, a speedy merp can steal 1d6 spell
points and the merp may cast glow on the target as a free ac-
tion. A successful DC 19 Will save reduces the spell point trans-
fer by half, round down, minimum o.
Combat Gear none, Other Gear zoun torch
EcoLocy
Environment temperate forests or jungles
Organization solitary, group (2-8), riot (9-20)
Treasure standard (Zoun torch plus other treasure)

ERP, TINKER CR16
XP 76,800

CN Medium Monstrous Humanoid (merp)

Init +5; Senses darkvision 60 ft., Perception +23

DEFENSE

AC 206, touch 18, flat-footed 21 (+5 Dex, +8 natural, +3 deflec-
tion)

hp 220 (21d10+84+21 Toughness)

Fort +10, Ref +17, Will +11

DR 10/non-magic

OFFENSE

Speed 30 ft.

Melee slam +21 (1d6)

Magic

Caster Level 21th; MSB +21, MSD 32, Concentration +26
Tradition Natural (none); CAM Int

Spell Points 32
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Alteration Sphere — DC 25, Range Close (75 ft.), Dura-
tion Concentration or 21 minutes w/ 1 sp, Talents Addition-
al Limbs, Elemental Transformation, Greater Transformation,
Ranged Alteration, Size Change

- Shapeshift 5 traits (additional limbs, elemental transfor-

mation, size change)

Creation Sphere — DC 25; Range Close (75 ft.); Duration
Concentration or 21 hrs w/ 1 sp; Talents Distant Creation, Di-
vided Creation, Expanded Materials, Exquisite Detail, Forge,
Greater Creation, Larger Creation, Lengthened Creation

- create 21 Small objects, 42 w/ 1 sp (1 sp, exp. materials)

- destroy 1d4+10

- forge 21 Small objects, 42 w/ 1 sp (1 sp, exp. materials)

- repair 1d4+10
Enhancement Sphere — DC 25, Range Close (75 ft.), Du-
ration Concentration or 210 minutes w/ 1 sp, Target 1 or 12
w/ 1 sp, Talents Animate Object, Bestow Intelligence, Deep
Enhancement, Mass Enhancement, Physical Enhancement

- animate object Colossal, 13d12+80, 6 CP

- enbance (bestow intelligence, physical enhancement)
STATISTICS
Str 10, Dex 20, Con 18, Int 20, Wis 8, Cha 11
Base Atk +21; CMB +21; CMD 36
Feats Counterspell, Counterspell Mastery, Extra Spell Points
(3), Improved Counterspell, Greater Counterspell, Ritual Cast-
er, Skill Focus (Spellcraft)®, Spellcrafting, Toughness, Wand
Wielder
Skills Appraise +26, Knowledge (arcana) +26, Knowledge (dun-
geoneering) +26, Knowledge (history) +26, Knowledge (nature)
+26, Knowledge (planes) +26, Perception +23, Spellcraft +29
Languages Common, Draconic, Elvish, Gnomish, Sylvan,
Terran
SPECIAL ABILITIES
Unraveling Spell Siphon (Su)
As amelee touch attack, a tinker merp can steal 2d6 spell points
from another creature. If successful, the merp may target that
creature with the Counterspell feat as a free action, paying
the spell point cost of the counterspell as normal. A successful
DC 25 Will save reduces the spell point transfer by half, round
down, minimum o.
Combat Gear ring of protection +3, Other Gear joun torch
EcoLocy
Environment temperate forests or jungles
Organization solitary, group (2-8), riot (9-20)
Treasure standard (ring of protection +3, ioun torch plus other
treasure)

MERP, DILETTANTE CR20

XP 307,200

CN Medium Monstrous Humanoid (merp)

Init +5; Senses darkvision 60 ft., Perception +33

DEFENSE

AC 30, touch 20, flat-footed 20 (+5 Dex, +10 natural, +5 deflec-
tion)

hp 325 31dro+124+31 Toughness)

Fort +20, Ref +28, Will +21

DR 1o/non-magic
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OFFENSE
Speed 30 ft.
Melee slam +31 (1d6) or destructive blast +31 touch
(16d6 or 31d6 (w/ 15p))
Ranged bludgeon +38 (varies) or destructive blast +37
touch (16d6 or 31d6 (w/ 1sp))
Magic
Caster Level 31th; MSB +31, MSD 42, Concentration
+38
Tradition Natural (none); CAM Int
Spell Points 42
Alteration Sphere — DC 32; Range Close (100 ft.); Dura-
tion concentration or 31 minutes w/ I sp
- shapeshift 7 traits
Creation Sphere — DC 32, Range Close (100 ft.), Duration
concentration or 31 hours /w 1 sp Talents Lingering Creation
- create 31 Small objects (1 sp)
- destroy 1d4+15
- repair 1d4+15
Dark Sphere — DC 32; Range Medium (410 ft.); Duration
concentration or 31 minutes w/ I sp
- darkness 85 ft. radius
Death Sphere — DC 32; Range Close (100 ft.), touch (reani-
mate); Target 1
- ghost strike (exhausting strike)
- reanimate 62 HD (1 sp, 31 minutes)
Destruction Sphere — DC 32; Range Close (100 ft.)
- destructive blast 16d6 or 31d6 w/ 1 sp
Divination Sphere — DC 32, Duration Concentration or 31
hrs. (sense), Range Medium (410 ft.) or personal (sense)
- divine (alignment, charms, elements, illusions, life, mag-
ic, undead, unnaturals, weather, etc.)
- sense (read magic)
Enhancement Sphere — DC 32; Duration Concentration
or 31 minutes; Range Close (100 ft.)
- enbance (equipment)
Fate Sphere — DC 32; Range Close (100 ft.) or personal w/
20 ft. radius (consecration)
- hallow +4 bonus (word, 1 sp, 31 minutes)
- serendipity +1 to allies (consecration, concentration or 31
rounds w/ 1 sp)
Illusion Sphere — DC 32; Duration concentration+2
rounds, 31 minutes w/ 1 sp; Range Close (100 ft.); Senses
Sight; Target Colossal+++ (60 ft. cube); Talents Invisibility,
Lingering Illusion, Silence
- illusion (1 sp)
- invisibility (1 sp, +20 Stealth)
- silence (1 sp)
- trick (31 minutes, +15 Sleight of Hand)
Life Sphere — DC 32, Range Touch
- cure 1d8+31, (1 sp)
- invigorate +31 temp. hp (1 hour)
- restore heal 1d4 ability damage, dazzled, fatigued, shak-
en, sickened, staggered, (1 sp, 31 rounds)
Light Sphere — DC 32; Range Close (100 ft.); Duration
31 minutes (glow)
- glow




Mind Sphere — DC 32; Range Close (100 ft.);
Talents Expanded Charm
- charm 1 sp greater (suggestion)
Nature Sphere —DC 32; Range Close (100 ft.), per-
sonal (spirit); Duration concentration or 31 rounds w/
1 sp (or instantaneous) Packages Earth, Fire, Plantlife,
Water; Talents Expanded Geomancing (3), Speak with
Animals
- affect fire Colossal (fire, concentration)
- bury 35 ft. radius (earth, concentration)
- dust storm 40 ft. radius (earth, concentration)
- entangle 35 ft. radius (plantlife, concentration)
- fog 40 ft. radius (water, concentration)
- freeze 31 inches (water, I sp, instantaneous)
- grow 31 plants (plantlife, 1 sp, instantaneous)
- manipulate fire Gargantuan, 6d6 (fire, concentration)
- manipulate lava (as vortex and freeze)
- pummel Colossal branch +49 (4d8+10), 30 ft. reach
(plantlife, concentration)
- speak with animals (spirit, 1 sp)
- tremor 35 ft. radius (earth, 1 sp, instantaneous)
- wortex 40 ft high, 20 ft. diameter, 1d8+15 damage (water,
concentration)
Protection Sphere — DC 32; Range touch (aegis), personal
w/ 40 ft. radius; Duration concentration or 31 rounds w/ 1 sp,
31 hrs. (aegis)
- aegis (1 sp: deflection)
- barrier 35 hp, break DC 30 (ward)
Telekinesis Sphere — DC 32; Range Close (100 ft.); Du-
ration Concentration or 31 minutes w/ 1 sp; Target Colossal;
Talents Flight
- bludgeon +38
- catch
- telekinesis Colossal, 50 ft., 17 AC, 48 CMD ( sp: flight,
hostile lift, sustained force)
Time Sphere — DC 32; Range touch; Talents Shift Time
- haste (concentration or 31 rounds w/ 1 sp)
- slow (concentration or 31 rounds w/ 1 sp)
- shift time (1 sp)
War Sphere — DC 32, Range long (1,640 ft.), Duration
concentration or 31 rounds w/ 1 sp, instantaneous (rally);
Talents Retribution
- rally (retribution)
- totem 125 ft. radius (war)

Warp Sphere — DC 32; Range Close (100 ft.) or Medium (410
ft.) w/ 1 sp; Target touch; Talents Unwilling Teleport

- teleport (1 sp: unwilling)
Weather Sphere — DC 32; Duration Concentration or 31
minutes w/ 1 sp; Range Medium (410 ft.); Talents Severe
Weather

- control weather severity 5, 1 sp: 6
STATISTICS
Str 10, Dex 22, Con 20, Int 24, Wis 8, Cha 13
Base Atk +31; CMB +31; CMD 47
Feats Counterspell, Counterspell Mastery, Empower Spell, Ex-
tra Spell Points (2), Greater Counterspell, Improved Counter-
spell, Iron Will, Point Blank Shot, Precise Shot, Quicken Spell,
Ritual Caster, Skill Focus (Spellcraft)®, Spellcrafting, Spell Pen-
etration, Toughness, Wand Wielder
Skills Appraise +36, Fly +40, Knowledge (arcana) +36, Knowl-
edge (dungeoneering) +36, Knowledge (local) +36, Knowledge
(history) +36, Knowledge (nature) +36, Knowledge (religion)
+36, Knowledge (planes) +36, Perception +33, Spellcraft +39
Languages Auran, Common, Draconic, Elvish, Gnomish, Ig-
nan, Sylvan, Terran
SPECIAL ABILITIES
Mimicking Spell Siphon (Su)
As a melee touch attack, a dilettante merp can steal 2d6 spell
points from another creature and and gains knowledge of all
spheres known by that creature, allowing the merp to learn any
of those talents as a free action as if it had successfully used its
magic mimicry ability. A successful DC 32 Will save reduces the
spell point transfer by half, round down, minimum o. This does
not increase the number of talents that the dilettante merp can
know from its greater magic mimicry ability.
Combat Gear ring of protection +5, cloak of resistance +s,
Other Gear Zoun torch
EcoLocy
Environment temperate forests or jungles
Organization solitary, group (2-8), riot (9-20)
Treasure standard (ring of protection +5, cloak of resistance +5, ioun
torch plus other treasure)

Winterlym's Mote: Merps are aqents of Chaos, pure and Simple, ands yet they are wilike any [ have ever met.
They revel in the ‘natural State’, wierein they refuse on ethical qrounds o build Structures, expand their community or
ATeMpt 10 Subdue nature n any way. [ asked, most will emphdtically descrive the virtues of their way of life and insist
that dll intelligent creatares Snodld join them. And yet, their extreme lack of civilization is only possible because of their
unigue prysiology,; they can SubSISt on moss ands Small plants, that woulds be insufficient for most creatures, ands can defend
weir nomes from predators with their vatural magic Without the need for walls or armies. 7o further undereut their
insistance, they Show a child—like wonder at toys and complicated: blacksmitn's puzzles that are Simply not craftable in
their “natural society, and they possess a love of magical learving that often leads them to congreqate around centers
Of learming which are often Noused in the Same cities they claim to disdain.

[ once asked a merp dillettante about TS Seeming contradiction, and he laughed at me. After dll, ne told me,
now can one champion Chaos without embracing a fens contradictions?
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NATIVE OQUTSIDERS

Native outsiders are a particalar Sub—set Of outsiders wao, despite their ron—-mortal nature are ronetheless
considered at “home' on the material plane.

Wil dligned non-ndtive outsiders fall into very specific families ( celestials, fiends, etc), natives are not actually a
conglomerate qroup. [nstead, vative OuLsidaers could include anything from a worta that has achieved a higher State
Of being to a mortdl Spiric that, rather than ascend or descend, instead Simply returvs bound in vew flesh. Even the
rules that bind them are different than oter outsiders; unlike otner outsiders, native outsSiders hae need of food and
arink 1o survive, and way dso be rased form the dead with magic as if they were mortd.

Honestly, I'm not sure wihy we even call these creatures outsiders. Everything ['ve seen on the subject seems to indicate
that there's redlly nothing “outsider—isn’ about rative outsiaers at all, bat that's the classification system we've inherited, and
changing it s beyond the Scope of THIS book.

BODHISATTVA

A bodnisattva is a mortal creature that has transcended
mortality, usually througn an elongated: wortal jourviey nvolving
Meditation and Self—discovery and aduvancement through Study
and combat. As [ understand it, the State (s amost exclusively
obtained by monks. 7hose beings wio are able to achieve THis
State become leqends, teachers, and exemplars for the mon—
asteries ey hailed from, becoming Sigrposts on the road 1o
enlightenment and Self—improvement.

Althougn it would ot be amiss to call bodhisartuas
Semi=diving’, it must be remembered that the only dlignment
associated with them (s Law (as like dll practicioners of the
Way, monks embrace Law a8 part of the means of their
personal gronth). This means a bodhisattva coulds be neutral to
e conflicts betmeen qood and evil, or embrace either end of
e spectrum. [ have heard Tales of the sort of destruction
at can be wrought iien two opposing bodnisaitvas fight
eacn otner, and I have no desire 1o See it up close.

Interestingly enough, there are in fact many rodtes 1o
becoming a bodnisattva, although nove could be called easy -
The only one [ have seen in or around the school ook a
different route than norwdl, Studied a particdlar form of
Self—~requldted magic rather than Simply Studying the appli-
cation of K as may monks do, and therefore instead of
becoming a common native outsiaer ne actudlly ascended 1o a
fey—like variant. The SLatistics presented: herein related 1o that
fey-like bodnisattva (the one [ observed), but most bodhi~
SATAS Would replace the listed creature type with outsider,
and the. danvage resistance 1o lanful instead of cold iron’.
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BODHISATTVA
XP 409,600
Archon-blooded Aasimar yamabushi (unchained
monk) 20

LN Medium fey (augmented outsider, human, native)
Init +9; Senses darkvision 60 ft., low-light vision, Per-
ception +37
DEFENSES
AC 50, touch 40, flat-footed 30 (+5 armor, +5 deflection, +5
Dex, +1 dodge, +5 monk, +5 natural, +14 Wis)
hp 294 (2odro+160+20 Toughness)
Fort +25, Ref +22, Will +27; +2 vs enchantment, roll twice
on Will saves
Defensive Abilities improved evasion, DR 10/cold iron;
Immune age penalties, disease, Resist acid 3, cold 5, electric-
ity s
OFFENSE
Speed 9o ft.
Melee unarmed strike +30/+25/+20/+15 (8d8+10/19-20) or flurry
of blows +30/+30/+30/+25/+20/+15 (8d8+10/19-20)
Ranged destructive blast +25 touch (5d4, 10d4 w/ 1 sp)
Space 5 ft.; Reach 20 ft.
Special Attacks ki strike (adamantine, cold iron, lawful, mag-
ic, silver), style strikes (2/round: flying kick, foot stomp, ham-
merblow, spin kick)
Magic
Caster Level 10; MSB +20, MSD 30, Concentration +34
Tradition Radiant Ki (Boons: Easy Focus, Drawbacks: Energy
Focus (Destruction, Radiant Blast), Magical Signs, Natural
Spirit (Nature), Painful Magic (DC 15 Fort save)); CAM Wis
Spell Points 34
Destruction Sphere — DC 29; Range touch or Long (800
ft.); Talents Clinging Blast, Extended Range (2), Radiant
Blast, Retributive Blast
- destructive blast 5d4 or 10d4 w/ 1 sp (*radiant blast, 1 sp:
*clinging blast)
- *retributive blast (1 sp)
Light Sphere — DC 29; Duration 10 minutes; Range Me-
dium (200 ft.); Talents Bound Light, Encompassing Light,
Revealing Light
- glow (bound light, encompassing light, revealing light)
Nature Sphere — DC 29; Packages none; Range person-
al; Talents Rejuvenation

- **rejuvenation (concentration or 1 minute w/ I sp, fast
healing 5 to 124 hp)

Ki Powers
- Diamond Mind (Suw: (2 sp, swift action, remove frightened
or panicked conditions)
- Diamond Soul (Ex): (2 sp, swift action, gain SR 30, 2 min-
utes)
- Empty Body (Sw): (3 sp, move action, ethereal, 1 minute)
- Feather Balance (Ex): (1 sp, swift action, roll nat 20 on Ac-
robatics, 1 minute)
- High Fump (Ex): (1 sp, swift action, +20 Acrobatics, 1
round)
- Ki Strike (Sw): (1 sp, swift action, flurry of blows gains ad-
ditional attack at highest BAB)
- Ki Volley (Sw): (2 sp, immediate action, successful Dia-
mond Soul reflects spells)
- Light Steps (Ex): (using Feather Balance allows ignoring
difficult terrain)
- Quivering Palm (Sw): (4 sp, standard action, slay touched
target, DC 36 Fort save)
- Wind Fump (Sw): (1 sp, move action, Fly 9o ft. (perfect), 1
minute)
STATISTICS
Str 20, Dex 20, Con 27, Int 20, Wis 39, Cha 16
Base Atk 20; CMB +25; CMD 45
Feats Ability Focus (Quivering Palm), Combat Reflexes,
Counterspell, Counterspell Mastery, Deflect Arrows, Dodge,
Improved Critical (unarmed strike), Improved Initiative, Iron
Will, Improved Trip, Medusa’s Wrath, Quicken Spell, Snatch
Arrows, Toughness
Skills Acrobatics +28, Climb +28, Intimidate +26, Knowledge
(religion) +28, Perception +37, Sense Motive +37, Stealth +28
Languages Celestial, Common, Draconic, Elven, Gnome, Syl-
van; Tongues
SPECIAL ABILITIES
Natural Self (Ex)
The bodhisattva may enter a state of perfect calm. During this
time, he takes no actions, but he does regain spell points at the
rate of 1 point per hour spent at calm. He cannot use this ability
to gain an amount of spell points in excess of his maximum.
Gear Civara of Light
EcoLocy
Environment any
Organization solitary or pair
Treasure standard (civara of light plus other treasure)
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Winzerlynn's Note: As Professor Tocs (s in the habit of saying ‘the only limic on the potential of magic is
what hasn't been discovered yet'. The following talents and items have been observed to be part of the bodni—
Satvas abilities and. possessions, but are outside the ‘common Scope’ of Wagic that you Way Mot have ever heard of
them. [ am putting them down below in TN Separate entry To better did you in underStanding the capabilities of

e bodnisattva observed around the Schnool.

Wiile none of these wagical abilities seem particularly dangerous, they dare outside the common lexicon of mag—
ical abilities we study at Windfell (at least in my day), which wodld place each of these firmly in the cateqory of
experimental magic' for Students 1o pursue. Please ask permission before conducting any independent research directed to

reproducing any of e following effects.
Post Seript: [

NEew TALENTS AND [TEMS

*New Destruction Sphere Talents

Clinging Blast

You may spend an additional spell point to have all damage
from the destructive blast be treated as continuous for the pur
poses of any concentration checks until the start of your next
turn.

Radiant Blast (blast type)

A bodhisattva’s destructive blast deals untyped damage, and
uses a d4 as the damage die instead of a d6. Any creature
damaged by the blast must pass a Fortitude save or treat all
creatures as if they had concealment (20%) for 1 round. This
bypasses the immunities of the undead type. The damage die
size increases to d8 against undead creatures and any creatures
vulnerable to sunlight.
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will be doing something simiar lazer in this book as wel,

it e need for custom wdlents arises aqain.

Retributive Blast (blast shape)
‘Whenever a creature misses with a melee or melee touch attack
against the bodhisattva, he may spend a spell point as an imme-
diate action to use his destructive blast against that creature.
The creature may make a Reflex save to negate the damage.
The bodhisattva must be aware of the attack and able to act.
**New Nature Sphere Talents

Rejuvenation (spirit)

As a concentration effect, the bodhisattva may grant them-
selves fast healing equal to 1/2 their caster level (minimum 1).
This fast healing only confers healing so long as the bodhisat-
tva has 1/2 their maximum hit points or less (wounded or in
critical condition).

CIVARA OF LiGHT

Bodbisattva each possess a single minor artifact with roots to their
monastery such as a civara (robe) or mala (prayer beads), which are
granted to a monk who has ascended in spirit if not in body. The civara
of light is one such relic.

Aura overwhelming Light; CL 20th

Slot body; Price 120,000 gp; Weight -

DESCRIPTION

This robe bestows different scaling effects depending upon
which prerequisites they meet:

- When worn by someone who is both unarmored and
not carrying a heavy load gains the constant benefits of
the Encompassing Light talent as if cast by someone
with only 1 caster level.

- When worn by someone with improved unarmed
strike and stunning fist while unarmored and not car-
rying a heavy load, they gain the constant benefits of
the Encompassing Light talent as if cast by someone
with 10 caster levels.

- When worn by a monk who has unlocked their cap-
stone while unarmored and not carrying a heavy load,
they gain the constant benefits of the Encompassing
Light talent as if cast by someone with 20 caster levels.

- Those bestowed with the benefits of Encompassing
Light may turn on or off this effect once each round as
a free action.

DESTRUCTION

While a civara of light can with decades of dedication and
patience be unwoven into harmless threads of light, the easi-
est way to destroy this minor artifact is by throwing the gar-
ment into a sphere of annihilation.




ONI

Commonly referred To as ‘ogre wages, oni are
actudlly as far from oqres as you can get wiile Still
being big, uqly and mean. Oni are walevolent Spirits
wat cloak themselves in the Aesn of brutisn numanolds,
usudlly with a skin of some shade of red.

oni and Kami are related somenowy but I hae
read differing accounts a8 1o their exact nature (Kami,
you mignt recall from class, are Spirics bound o protecting
nature and the materid plane). The most commonly—held
belief is tnar Oni were once Kami wiho broke their oatvs,
ransforming into evil creatures bent on wickeaness, although
were are accounts 1o Support e cdaim that ot least some
Oni were once wortdls, having achieved the form of an Oni
upon deatn after a life of terrivle evil.

Oni are extremely cuming and seem to relisn in evil for
1S own Sake, but luckiy are also solitary and vain, while an oni
Mignt rally lesser ogres to [tself, it (S rare o find two or more
oni- willing to work together: Howeuver, Some tare oni warlords
are So powerful that they can rally other oni to themseles.
THis has only nappened a fews Times, in recorded Mistory, but
e resulting anmy nas always become the Stuff of leqends.

oni— ands - Yaksha
vdate each otver THis
qoes  beyond  sociery
and. into e redm of biolo—
gy, like celestials and infervals, there's
Something about the credtive process that births
an Nl and a yaksha That predisposes them to seeking
each other's demise. At least, that's what the yaksha [
nterviewed told we.

ONI

XP 4,800

LE Large outsider (giant, native, oni, shapechanger)
Init +7; Senses darkvision 60 ft. low-light vision; Perception
+13

DEFENSE

AC 21, touch 12, flat-footed 16 (+4 armor, +3 Dex, +5 natural, -1
size)

hp 115 (tod10+60); regeneration 5 (fire or acid)

Fort +13, Ref +6, Will +9

SR 19

OFFENSE

Speed 4o ft. fly 60 ft. (good)

Melee ranseur +17/+12 (2d6+10/x3)

Ranged composite longbow +13/+8 (2d6+7/x3)

Space 10 ft.; Reach 10 ft.

Magic

Caster Level 5; MSB +10, MSD 19, Concentration +14
Tradition Natural (none); CAM Cha

Spell Points 13

CRS
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Dark Sphere — DC 15, Duration concentration +2 rounds
or 5§ minutes w/ 1 sp, 5 hours (meld), Range Medium (150 ft.)
Talents Clearsight, Greater Darkness, Hide in Darkness, Lin-
gering Darkness, Pure Darkness, Thick Darkness

- darkness 35 ft. radius burst (pure, thick)

- meld (1 sp, clearsight, hide in darkness)
STATISTICS
Str 24, Dex 17, Con 23, Int 14, Wis 14, Cha 17
Base Atk +10; CMB +18; CMD 31
Feats Combat Expertise, Combat Reflexes, Improved Disarm,
Improved Initiative, Greater Disarm
Skills Bluff +16, Intimidate +16, Knowledge (arcana) +15, Per-
ception +15, Sense Motive +15, Spellcraft +15, Stealth +13, Sur-
vival +15
Languages Common, Giant
SQ change shape (small, medium, or large humanoid), hide self
Gear alchemist’s fire x5
EcoLocy
Environment hills
Organization solitary, pair, or patrol (1-2 plus 2-4 ogres)
Treasure double (chain shirt, ranseur, composite longbow {+7
Strl with 20 arrows, alchemist’s fire, other treasure)

Winterlymn's Mote:

Oni, are a Strange hybrid of

narares. On one hand, they are large, angry, and violent.

On the other hand, they are intelligent and can be gquite

Clvil. Pervaps this s wihat makes them So dangerous as

foes; only an oni could Simultancously be accepted by ogres

and nill giants as one of their omwn while enforcing the

Sort of Strict discipline that transforms tiese creatures
from fagged marauders into a deadly army.
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XP 19,200
LE Huge outsider (giant, native, oni, shapechanger)
Init +5; Senses darkvision 120 ft. low-light vision; Per-
ception +13
DEFENSE
AC 27, touch 12, flat-footed 16 (+6 armor, +1 Dex, +12 natu-
ral, -2 size)
hp 200 (16d10+112); regeneration § (fire or acid)
Fort +17, Ref +6, Will +13
SR 23
OFFENSE
Speed 4o ft., fly 60 ft. (good)
Melee +4 greatsword +28/+23/+18/+13 (4d6+16/19-20)
Ranged destructive blast +21 touch (4d6, 8d6 w/ 1 sp)
Space 15 ft.; Reach 15 ft.
Magic
Caster Level §; MSB +16, MSD 27, Concentration +21
Tradition Natural (none); CAM Cha
Spell Points 21
Destruction Sphere — DC 19, Range touch or close (45 ft.),
Talents Air Blast, Energy Sphere, Energy Wall, Fire Blast

- destructive blast 4d6 or 8d6 w/ 1 sp

- energy wall 160 ft. or 20 ft. radius (1 sp)

- orb 40 ft. Fly, 8 rounds (1 sp)
Mind Sphere — DC 19; Range Close (45 ft.); Talents Hos-
tility

- charm 1 sp for greater (native outsider only, hostility, sug-

gestion)

‘War Sphere — DC 19; Talents Blood Totem, Retribution

- rally (1 sp: retribution)

- totem 9o ft. radius (blood, war)
STATISTICS
Str 26, Dex 13, Con 25, Int 14, Wis 16, Cha 20
Base Atk +16; CMB +26; CMD 37
Feats Combat Reflexes, Greater Sunder, Improved Initia-
tive, Improved Sunder, Improved Vital Strike, Power Attack,
Quicken Spell, Vital Strike
Skills Bluff +16, Intimidate +16, Knowledge (arcana) +1s,
Perception +15, Sense Motive +15, Spellcraft +15, Stealth +13,
Survival +15
Languages Common, Giant
SQ change shape (small, medium, large, or huge humanoid),
hide self
EcoLocy
Environment hills
Organization solitary, or patrol (1 plus 4-12 oni)
Treasure double (breastplate, +4 greatsword, other treasure)




RAKSHASA

Rakshasa are Spirits that cloak them—
selves i numanoid form So that it May
walk unseen among (s prey. While they are
ponerful Snapechangers, in their ualtered
Shape  they appea 48 animal—neadied
numaroids Cusudlly a tiger or lion) win
wieir nands on backna as.

Raksvasa  embody  wany  numan  vices,
revelling in excesses of dll Kinds, including tne
CONSUmption  of  Numanoids meat. While  raksnasa
are very evil by any metric of e term, raksvasa
care nothing  for the cosmic Strugqle  betneen
qood and evil, except for how € may allow
wem 1o prey upon mortals, or manipulate them
10 do their bidding As such, it (s not uheard of
for raksvasa to Side with the traditiondl forces
Of qo0d, when it s convenient for them.

Winile tnis is the classical view of rak—
Shasa, these credtures are far from  Simple.
There exist some raksiasa known as “covernant’
raksnasa wno, wiile Still- cannibalistic, exnibit

Ranged destructive blast +18 touch
(3d6, 6d6 w/ 1 sp)
Special Attacks detect thoughts
(DC 19)
Magic
Caster Level 6; MSB 13,
MSD 24, Concentration +16
Tradition Natural (none); CAM Cha
Spell Points 16
Destruction Sphere — DC 16; Range Close

(55 ft.); Talents Electric Blast

- destructive blast 3d6 or 6d6 w/ 1 sp (electric
blast)

ITlusion Sphere — DC 16; Duration concentra-
tion +2 rounds, 6 minutes w/ 1 sp; Senses Sight;
Range Close (55 ft.); Talents Invisibility, Lin-
gering Illusion
- illusion (1 sp)

A covenant rakshasa is much wore hororable than an g i”?gib(g"f)’ (sp, +6 S;fa_ltlfll) R

inferval deamaker as the covenant rakshasa has ro interesr .~ Irers (o minutes, +3 Sieight of Han

in souls and will honor the agreement without twisting the M"clld dscp}lll ere 5 DC 16, Rang e Clos S s

Words 1o the mortal's disadvantage. Homever, a covenant e s

raksnasa dalso doesn't vave the entire financial and madical

mignt of nell backing up their bargains, making it less likely

the barqain will always be within the rakshasa's power: Also
covenant raksnasa tend to follows their end of the bargain
0 e absolute letten with no concem for the wortdl's

much more novor than most of their breth—
ren. Ratver tan reveling in vices, these
covenant  raksvasa live for making  bargains.
Wile most of these bargains involve  the
undertaking of quests Tthat almost  always
somenonws end up  granting e  rakshasa
more poner.

- charm 1 sp for greater (suggestion)
Protection Sphere — DC 16; Duration concentration or 6
rounds w/ 1 sp, 6 hours (aegis); Range touch (aegis), personal
w/ 15 ft. radius

- aegis (1 sp, deflection)

- barrier 10 hp, break DC 18 (ward)

thoughts or needs (or the rakshasd's, for that matter).  STATISTICS
Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17
Base Atk +12; CMB +15; CMD 30

XP 9,600

Feats Dodge, Improved Critical (kukri), Improved Initiative,
LE Medium outsider (native, shapechanger)

Mobility; Quicken Spell, Spring Attack, Weapon Finesse
Init +9; Senses darkvision 60 ft., Perception +17 Skills Bluff +23, Diplomacy +19, Disguise +27, Perception +17,

DEFENSES Perform +19, Sense Motive +17, Stealth +21; Racial Modifiers
AC 25, touch 16, flat-footed 19 (+5 Dex, +1 dodge, +9 natural) ~ +4 Bluff, +8 Disguise

hp 131 (13d10+60)

Fort +10, Ref +13, Will +9

DR 10/good and piercing; SR 21
OFFENSE

Speed 4o ft.

Languages Common, Undercommon

SQ change shape (any small or medium humanoid)
EcoLocy

Environment any

Organization solitary, pair, or cult (3-12)

Melee +1 kukri +19/+14/+9 (1d4+4/15-20), claw +13 (1d4+1), Treasure double (+1 bukri, other treasure)
bite +13 (1d6+1)
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VARIANT

RAKSHASA, COVENANT CR18

XP 9,600
LN Medium outsider (native, shapechanger)
Init +9; Senses darkvision 120 ft., Perception +17
DEFENSE
AC 40, touch 23, flat-footed 33 (+8 armor, +6 deflection, +6 Dex,
+1 dodge, +9 natural)
hp 337 (25d10+200)
Fort +28, Ref +20, Will +24
Defensive Abilities always prepared DR 20/good and pierc-
ing; Resist acid 35, cold 35, electricity 33, fire 35, sonic 35; SR 29
OFFENSE
Speed 4o ft.
Melee +3 falchion +35/+30/+25/+20 (1d10+13/15-20), 1 bite +27
(Id6+3)
Ranged destructive blast +31 touch (13d6, 25d6 w/ 1 sp)
Special Attacks detect thoughts (DC 32)
Magic
Caster Level 25; MSB +25, MSD 36, Concentration +35
Tradition Natural (none); CAM Cha
Spell Points 27/35
Destruction Sphere — DC 32; Range Close (85 ft.); Talents
Electric Blast
- destructive blast 13d6 pr 25d6 w/ 1 sp (electric blast)
Fate Sphere — DC 32; Alignment Lawful; Range Close (85
ft.) or personal w/ 20 ft. radius; Talents Atonement, Geas,
Greater Geas, Judgement, Mark of Judgement
- atonement (word, 2 sp, instantaneous)
- geas (2 sp, permanent)
- hallow +3 (word, 1 sp, 25 minutes)
- judgement (consecration, concentration or 25 minutes w/
Isp)
- serendipity +1 to allies (consecration, concentration or 25
rounds w/ 1 sp)
Illusion Sphere — DC 32; Duration concentration +2 rounds
or 25 minutes w/ 1 sp; Senses Sight, Sound, Odor, Touch (2);
Range Close (85 ft.); Talents Complex Illusion, Illusionary
Odor, Illusionary Sound, Illusionary Touch (2), Invisibility, Lin-
gering Illusion, Manipulate Aura
- illusion (1 sp, +1 sp: complex, 35 nonlethal damage)
- invisibility (1 sp, +20 Stealth)
- tricks (25 minutes, auras, +12 odor)
Mind Sphere — DC 32; Range Close (85 ft.); Target 1 or
13 w/ 1 sp; Talents Group Charm, Powerful Charm, Project
Thoughts
- charm 1 sp for greater or 2 sp for powerful (project
thoughts, suggestion)
Protection Sphere — DC 32; Duration concentration or 25
rounds w/ 1 sp, 25 hours (aegis); Range touch or personal w/ 40
ft. radius; Talents Armored Magic, Energy Resistance, Greater
Barrier, Healing Aegis, Resistance

- aegis (1 sp, armored, deflection, energy resist, resistance)
- barrier 29 hp, break DC 27 or 250 hp, break DC 37 w/ 1 sp
- bhealing aegis 35 hp
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STATISTICS
Str 24, Dex 22, Con 26, Int 20, Wis 18, Cha 30
Base Atk +25; CMB +32; CMD 48
Feats Counterspell, Counterspell Mastery, Critical
Focus, Dodge, Greater Counterspell, Improved Coun-
terspell, Improved Critical (falchion), Improved Initia-
tive, Mobility, Quicken Spell, Spring Attack, Staggering
Ciritical, Stunning Critical
Skills Bluff +42, Diplomacy +38, Disguise +46, Perception
+32, Perform +38, Sense Motive +32, Stealth +34; Racial
Modifiers +4 Bluff, +8 Disguise
Languages Aklo, Celestial, Common, Infernal, Sylvan, Un-
dercommon
SQ change shape (any small or medium humanoid)
SPECIAL ABILITIES
Always Prepared
Covenant rakshasa each day have the following aegis cast upon
them, which are already taken in account to their statistics
above: Armored Magic, Deflection, Energy Resistance: Acid,
Energy Resistance: Cold, Energy Resistance: Electricity, Ener-
gy Resistance: Fire, Energy Resistance: Sonic, Resistance.
- Base Statistics
‘When not given time to prepare or when all of their
aegis are dispelled, the rakshasa’s statistics are AC 26,
touch 17, flat-footed 19; Fort +22, Ref +14, Will +18; no
energy resistance to acid, cold, electricity, fire, or sonic.
Contracts (Su)
A covenant’s contracts are enforced by magic.
‘Whether through their own power or the power of their con-
tacts, a covenant can with effort and time acquire a buyer a
specific magic item of their choice, cause an event to hap-
pen in a faraway place, supply rituals or other magical aid, or
intercede with powerful fey lords on the buyer’s behalf. In
exchange, the covenant rakshasa usually has quests or other
work they need done to advance their power. Once terms are
decided, they become binding as if by the Greater Geas ad-
vanced Fate talent.
Beyond the common effects of breaking a Greater Geas, a
contract might also have other clauses built into it in the
case of a breach of contract. These clauses could include the
enslavement of the individual and their descendants for a
set period of time such as a hundred, five hundred or even
a thousand years. Such slaves are actually treated more like
wealthy servants, but those who misbehave are often served
as meals to other rakshasa guests. After their servitude is
terminated, any remaining descendants (if any) are released
with a modest sum and placed near a community they feel in
which the settlers would most likely accept them.
‘While a deal can always be renegotiated, the only other way
to cancel a deal with a covenant rakshasa is through the di-
rect intercession of deity or the wish ritual, and even then the
creature will find all the covenant’s allies and contacts tar-
geting them, seeking to enforce the contract by any means
necessary.
EcoLocy
Environment any
Organization solitary, pair, or congressional (1-2 covenants
and 1-10 rakshasa)
Treasure double (+3 falchion, other treasure)




YAKSHA

Yaksha  are
e narural inverse
of oni. While oni are
evil - Spirits - wrgpped
in Hesh, yaksha are
benewvolent protectors of
mortalking and na—

wessing e 4

Calthough often with blue skin instead of red), yaksha
females (yaksni) are said 1o appear as extremely beautiful
wormen.

Yaksna are as dedicated To protecting nature as oni are
10 causing AeStruction, and in pursuit of that end, yaksia will
often partrer with mortdls. ['ve even heard it said that the
yaksha claim 1o have been the ones wiho first taught the art
Of SWOrasmansnip to mortals, but then again most outsiders
like T0 make that claim.

Oni and yaksha hate each other with a passion ['ve
only seen watched by infervdls against  celestials. [ don't
believe it (s possible for the two to meet without fighting
each othen, Whdtever the oni's motivations for te fignt may
be, yaksha, at least, view (t a8 Their Solemn duty to destroy
oni wherever they are found, as oni are ot only evil, but a
CoNStant TAredt 1o The nature TNat the yaksha have dedi—
cateds emseles to protecting.

Rather than being Solitary like oni, yaksna tend to
operate in Sall groups, usudlly as families. Despite their be—
Nevolent nature, yaksha are Mot prove 1o working together
very much more than oni are and yakSha armies are. rare
ings.

Pervaps rare s the wrong word. Waile oni Seek
aestruction, yaksha Seek protection. 7herefore, wihen an oni
army qets Toqetver it becomes a force of Aestruction almost
unpardlleled anynsere else in the world. Wnen yaksha qet
together though, there SNt much for them to do unless
ere's an oni ary to oppose. Thus, waile it (s easier for
yaksina To appoint a war leader an oni war' leader (S more
likely to be powerful, as well as threatening enough o Nis

neignbors that Nis exploits will end up resounding througn
nistory

XP 2,400

CG Large outsider (giant, native, oni, shapechanger)

Init +3; Senses darkvision 6o ft. low-light vision; Perception
+13

DEFENSE

AC 19, touch 12, flat-footed 16 (+4 armor, +3 Dex, +3 natural, -1
size)

hp 76 (8d10+32); regeneration 5 (fire or acid)

Fort +6, Ref +9, Will +8

ture wrapped in pinteriy™s :OIZ: iﬁffoﬁ' what W“;M“;“M SR 17
Aesh. Also wihile de bern??” t[Mm eﬁm s That qap%m vaﬁm 1o see OFFENSE
yaksna  males  also Om, PMoefW(fl. Look there i 404 redy Speed 4o.ft., fly 60 ft. (good)
Vave a large, mon- s[jg ;‘mm i mee glalve +12{+7 (2d8+5/x3)
STrOUS appearance ged composite longbow +11/+6 (2d6+4/x3)
nor-wilike  that  of S oA Space 10 ft.; Reach 10 ft.

Magic
Caster Level 4; MSB +8, MSD 19, Concentration +14
Tradition Natural (none); CAM Cha
Spell Points 14
Nature Sphere — DC 18; Duration concentration or 4
rounds w/ 1 sp (instantaneous), 4 minutes (spirit); Packages
Water; Range Close (35 ft.), personal (spirit); Talents Animal
Friend, Create Water, Speak with Animals, Waterwalk, Wave

- animal friend 4 CR animal (spirit, 1 sp)

- create water two 5 ft. cubes (water, 1 sp, instantaneous)

- fog 10 ft. radius (water, concentration)

- freeze 4 inches (water, 1 sp, instantaneous)

- speak with animals (spirit, 1 sp)

- wortex § ft. wide 10 ft deep, 1d8+2 (water, concentration)

- waterwalk (spirit, 1 sp)

- wave 40 ft. or 10 ft. line, +10 CMB (water, 1 sp, instanta-

neous)

STATISTICS
Str 18, Dex 17, Con 18, Int 14, Wis 14, Cha 22
Base Atk +8; CMB +12; CMD 26
Feats Combat Expertise, Combat Reflexes, Improved Trip,
Greater Trip
Skills Handle Animal +17, Intimidate +17, Knowledge (nature)
+13, Perception +13, Sense Motive +13, Spellcraft +13, Stealth +10,
Survival +13

Languages Common, Sylvan

SQ change shape (small, medium, or large humanoid), hide self
Gear acid flasks x5

EcoLocy

Environment any forest

Organization solitary, pair, or patrol (-2 plus 2-4 wood
nymphs)

Treasure double (hide armor, silver glaive, composite longbow
[+4 Str} with 20 arrows, acid flasks, other treasure)
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VARIANT

XP 38,400
CG Huge outsider (giant, native, oni, shapechanger)
Init +2; Senses darkvision 120 ft. low-light vision, Perception
+24
DEFENSE
AC 29, touch 11, flat-footed 26 (+6 armor, +2 Dex, +1 dodge +12
natural, -2 size)
hp 218 (19d10+114); regeneration 5 (fire or acid)
Fort +17, Ref +7, Will +13
SR 25
OFFENSE
Speed jo ft., fly 60 ft. (good)
Melee +4 silver falchion +33/+28/+23/+18 (3d6+15/18-20)
Ranged destructive blast +21 touch (5d6 or 9d6 w/ 1 sp)
Space 15 ft.; Reach 15 ft.
Magic
Caster Level 9; MSB +19, MSD 30, Concentration +26
Tradition Natural (none); CAM Cha
Spell Points 26
Destruction Sphere — DC 21; Range touch or Close (50 ft.);
Talents *Adhesive Blast

- destructive blast 5d6 or 9d6 w/ 1 sp (adhesive blast)
Nature Sphere — DC 21; Duration concentration +2 rounds
or 9 rounds w/ 1 sp (or instantaneous), 9 minutes; Packages
plant; Range Close (50 ft.), personal (spirit); Talents Animal
Friend, Barkskin**, Grow Plants, Lingering Nature®*, Speak
with Animals, Towering Growth,

- animal friend CR 9 animal (spirit, 1 sp)

- barkskin +2 natural AC (spirit, 1 sp)

- entangle 10 ft. radius (plantlife, concentration, towering

growth: 9o ft., DC 24 Fly check)

- grow plants 10 ft. radius (plantlife, 1 sp)

- growth 9 plants (plantlife, 1 sp, instantaneous)

- pummel Large branch, +14 (1d8+4), 10 ft. reach (plantlife,

concentration)

- speak with animals (spirit, 1 sp)
War Sphere — DC 21, Range o ft., Talents Absorb

- rally (absorb)

- totem 70 ft. radius (war)

STATISTICS

Str 26, Dex 15, Con 22, Int 14, Wis 14, Cha 24

Base Atk +19; CMB +29; CMD 41

Feats combat expertise, combat reflexes, dodge, greater vi-
tal strike, imbue with nature, improved vital strike, mobility,
quicken spell, spring attack, vital strike

Skills Handle Animal +29, Intimidate +29, Knowledge (nature)
+24, Perception +24, Sense Motive +24, Spellcraft +24, Stealth
+16, Survival +24

Languages Common, Sylvan

SQ change shape (small, medium, large, or huge humanoid),
hide self
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SPECIAL ABILITIES
Imbue with Nature (Ex)
Whenever a yaksha warlord uses his adhesive blast,
he may increase the casting time by one step or spend
an additional spell point to draw material from the en-
vironment to enhance their blast, allowing it to bypass
spell resistance.

EcoLocy

Environment any forest

Organization solitary, pair, or patrol (1-2 plus 2-4 yakshaw
or tyrannosaurus)

Treasure standard (mithril chainmail, +4 silver falchion,
other treasure)

NEew TALENTS

*New Destruction Sphere Talents
Adhesive Blast (blast type)
Yakshaw warlords may transmute their destructive blast into a
sticky, acidic sap. Their destructive blast deals acid damage.
Any creature damaged by the attack must pass a Reflex save or
be entangled and unable to move for 1 round.

**New Nature Sphere Talents

Barkskin (plantlife, spirit)

Yakshaw warlords may spend a spell point as a standard action
to grow plantlife all over their body for 1 minute per caster lev-
el. This grants them a +1 enhancement bonus to natural armor,
+1 per 5 caster levels. In addition, in natural environments they
gain a circumstance bonus to Stealth equal to 1/2 their caster
level (minimum 1). They temporarily lose this circumstance
bonus to Stealth during any round that it moves 5 or more feet.
Lingering Nature

‘When yakshaw warlords uses a Nature sphere ability that re-
quires concentration, the ability continues to maintain itself
for 2 rounds after they stop concentrating.



YAOGUAI

Like most ndtive outsiders, Yaoqua are Spir—
its made fesn in the world. Homever Yaogua are
unigue in hat they 4o have a urigue (elationsiip
WIith the outer planes.

Yaoquai could rigntly be called: fallen spirics. While
rappeds on the mortdl plane and Aistinctly evil by most
Standards, yaoqual aream of ascension and Mirvana. 70 ac—

complish This feat while trapped on the mortal plang they
Seek out and consume the fesh of holy wen, absorbing
eir "qooaness.. Yaugquai uNo Succeed in consuming enough
qood—dligned creatures can even ascend to Mirvana, although
their manner of ascension pronibits full acceptance by e
plane. This does not seem 1o be a concern for the yaoqud,
nowever, 4§ Those yaoqual W0 Manage 1o enter the plane
willingly become prey for deific hants and sport, taking their
place in the plane’s heirarchy without complaint.

In order to consune the reguired noly flesh, may
yaoqual will Spends g great Wy yedrs Studying  numanoid
CUStoms, magic, prilosopry, and: religion, disquising tvemseles as
completley as numanoias as they can corisidering their animdl
appearance.

Yaogual nave little Society of their own, as most of their
time (S Spent in pursuit of tneir qodl. Homever there do exist
yaoguai Kings wio call themselves “monidng'. These gredter
yaoquai often Take up residence in or arouwd dabandoned
remples and snrinegs, wiere they rule
and. coordinate the lesser yaoqud.

Wihen a mowang ascends, they of—
ten earm places as favored pets of
e deities wio rtule that plane.

AOGUAI CR 4
XP 1,200
NE Medium outsider (native)
Init +4; Senses darkvision 60 ft.; Perception +8
Aura unnatural aura (30 ft.)
DEFENSE
AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)
hp 42 (5d1o+15)
Fort 75 Ref +8, Will +1
Defensive Abilities fortification (50%)
OFFENSE
Speed 4o ft.
Melee 1 bite +9 (1d6+2), 2 claws +9 (1d4+2)
Special Attacks pounce
Magic
Caster Level 2; MSB +5, MSD 16, Concentration +7
Tradition Natural (none); CAM Cha
Spell Points 7
Divination Sphere — DC 13; Duration concentration, 2
hours (sense), Range Medium (120 ft.), personal (sense)

- divine (alignment, magic)

- sense (1 sp: read magic)
Fate Sphere — DC 13; Alignment Evil; Range Close (o ft.)
or personal w/ 20 ft. radius; Talents Curse, Divine Force

- curse (word, 1 sp)

- divine force (consecration, instantaneous)

- ballow +1 (word, 1 sp, 2 minutes)

- serendipity +1 to allies (consecration, concentration or 2

rounds w/ 1 sp)

STATISTICS
Str 14, Dex 18, Con 16, Int 6, Wis 10, Cha 14
Base Atk +5; CMB +9; CMD 21
Feats Agile Maneuvers, Combat Reflexes, Weapon Finesse
Skills Disguise +10, Knowledge (religion) +6, Perception +8,
Survival +8
Languages Common (see Bestial below)
SQ corpse eater
SPECIAL ABILITIES
Bestial (Ex)
While capable of understanding spoken common, Yaoguai are
anatomically incapable of speaking it fluently. A Yaoguai may;
however, communicate articulately with anyone under the ef-
fects of speak with animals such as from the spell, the Nature
sphere talent, or any other similar ability.
Corpse Eater (Su)
As a full-round action, a yaoguai may consume the flesh of an
adjacent corpse with a good-aligned aura. Yaoguai gain essence
of good depending upon the alignment aura’s strength. An aura
strength of ‘None’ grants o essence, ‘Faint’ grants 1 essence,
‘Moderate’ grants 2 essence, ‘Strong’ grants 4 essence, and
‘Overwhelming’ grants 8 essence. Yaoguai may spend essence
as if they were spell points to power sphere talents or abilities.
Once a yaoguai has acquired an amount of essence equal to its
HD, it becomes passive and slowly dissipates, ascending to an-
other plane.
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Fortification (Ex)

The yaoguai has a 50% chance to treat any critical hit or sneak
attack as a normal hit, as if wearing moderate fortification ar-
mor.

Pounce (Ex)

‘When a yaoguai makes a charge, it can make a full attack.
Unnatural Aura (Su)

Animals do not willingly approach within 30 feet of the yaoguai
unless the animal’s master makes a DC 25 Handle Animal, Ride,
or wild empathy check.

EcoLocy

Environment any

Organization solitary or pair

Treasure standard

VARIANT

AOGUAI, MOWANG CRS
XP 4,800

NE Large outsider (native)

Init +4; Senses darkvision 120 ft.; Perception +13

Aura unnatural aura (60 ft.)

DEFENSE

AC 20, touch 12, flat-footed 17 (+3 Dex, +8 natural, -1 size)

hp 95 (tod10+40)

Fort +11, Ref +6, Will +7

Defensive Abilities fortification (75%)

OFFENSE

Speed 6o ft.

Melee 1 bite +15 (1d8+5), 2 claws +15 (1d6+5)

Space 10 ft.; Reach 10 ft.

Special Attacks pounce

Magic

Caster Level 5; MSB +10, MSD 21, Concentration +14
Tradition Natural (none); CAM Cha

Spell Points 14

Divination Sphere — DC 16; Duration concentration, §
hours (sense); Range Medium (150 ft.); Talents Ghost Sight,
Logos

- divine (alignment, magic)

- sense (1 sp: read magic, ghost sight, logos, 2 sp: logos)
Fate Sphere — DC 16; Alignment Evil; Range Close (35
ft.) or personal w/ 20 ft. radius; Talents Curse, Divine Force,
Judgement

- curse (word, 1 sp)

- divine force (consecration, instantaneous)

- hallow (word, 1 sp, 5 minutes)

- judgement (consecration, concentration or 5 minutes w/ 1

sp)

- serendipity +1 to allies (consecration, concentration or 5

rounds w/ 1 sp)
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lignment. !
r as one pilgr

STATISTICS
Str 20, Dex 16, Con 18, Int 6, Wis 10, Cha 18
Base Atk +10; CMB +16; CMD 29

Feats Cleave, Combat Reflexes, Great Cleave, Lunge,
Power Attack
Skills Disguise +17, Knowledge (religion) +11, Percep-
tion +13, Survival +13

Languages Common (see Bestial below)
SQ corpse eater

SPECIAL ABILITIES

Bestial (Ex)

Moéwang with its low intelligence while capable of under
standing spoken common, are anatomically incapable of
speaking it fluently. It may however communicate articulate-
ly with anyone under the effects of Speak with Animals such as
from the spell, Nature sphere talent, or any other similar ability.
Corpse Eater (Su)

As a full-round action, a méwang may consume the flesh of an
adjacent corpse with a good-aligned aura. Méwang gain essence
of good depending upon the alignment aura’s strength. An aura
strength of ‘None’ grants o essence, ‘Faint’ grants 1 essence,
‘Moderate’ grants 2 essence, ‘Strong’ grants 4 essence, and
‘Overwhelming’ grants 8 essence. Méwiang may spend essence
as if spell points to power sphere talents or abilities. Once a
moéwang has acquired an amount of essence equal to it’s HD,
it becomes passive and slowly dissipates, ascending to another
plane.

Fortification (Ex)

The méwang has a 75% chance to treat any critical hit or sneak
attack as a normal hit, as if wearing heavy fortification armor.
Pounce (Ex)

When a méwang makes a charge, it can make a full attack.
Unnatural Aura (Su)

Animals do not willingly approach within 60 feet of the
mowang unless the animal’s master makes a DC 25 Handle
Animal, Ride, or wild empathy check.

EcoLocy

Environment any

Organization solitary or sangha (1 méwang plus 1-4 yao-
guai)

Treasure standard
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PrLaNTS

Just like there exist magical beasts in opposition 1o normal animals, there also exists wagical plants in opposition
o the more basic ones. These plants way be ntelligent or wnintelligent, grand or minor but like most things around
Windfell academy, vone are ofdinary

Plant creatares are the only creature type ['m aware of that (s completely and truly without society. Vermin
usudlly come in SWarms, ands even animals exist in families, but plant creatures are usually completely solitary. 1 say “usually
because, like all things at Windfell, someone decided to break that rule and: see what would vappen (the quardian plants).

I'm not familiar with how old world forests worked, but I'm under the impression that it was once possible o
travel through a forest in relative Safety Know that the forests around the academy arent those forests; there are So
Mary Plant creatares per Square Mile that any ands dll travel s potentially hazardous.

CLOCKWORK VINES VARIANT

Clockwork vines get their name because They funclion  xp 15 860
not disimilar 7o machinery, clockwork vines rarely fight by
themselves, but instead: make use of whatever tools they ¢ Ynie 43 Senses low-light vision, tremorsense 60 ft.; Percep-
find. As a clockwork vine gets older and collects victims, it tion +2
can amass quite a collection Of armor SHElAS, and weaporS  DEFENSE
hat it uses To attack its enemies. Even newdy—borm clockwork  AC 29, touch 11, flat-footed 26 (+6 armor, +3 Dex, +10 natural,
vines tend 1o take a wedpon or two from their parent—plant,  +2 shield, -2 size)

meaning a clocknork ving (s rarely withour tools at its 4is— hp 153 (18d8+72)

posdl. Fort +15, Ref +9, Will +8

Immune plant traits

OFFENSE

N Huge plant

CLOCKWORK VINES CR6

T B Speed 4o ft.

N Medium plant Melee battleaxe +28/+23/+18/+13 (1d8+10)
Init +3; Senses low-light vision, tremorsense 60 ft.; Percep- Ranged longbow +21/+16/+11/+6 (1d8)

tion +0

DEFENSE

AC 26, touch 13, flat-footed 23 (+6 armor, +3 Dex, +5 natural,
+2 shield)

hp 65 (10d8+20)

Fort +9, Ref +6, Will +3
Immune plant traits
OFFENSE
Speed 20 ft.
Melee battleaxe +12/+7 (1d8+5)
Ranged longbow +10/+5 (1d8)
STATISTICS

Space 15 ft.; Reach 10 ft.

STATISTICS

Str 30, Dex 16, Con 18, Int -, Wis 14, Cha 11
Base Atk +18; CMB +30; CMD 43

SPECIAL ABILITIES

Battle Skilled (Ex)

Clockwork vines are proficient with shields, all forms of armor,
as well as simple and martial weapons.
EcoroGgy

Environment any (temporate forests)
Organization solitary

Treasure standard (heavy
Str 20, Dex 16, Con 14, Int -, Wis 10, Cha 11 wooden shield, longbow,

Base Atk +7; CMB +11; CMD 24 battleax, breastplate,
SPECIAL ABILITIES other treasure)
Battle Skilled (Ex)
Clockwork vines are proficient with shields, all forms of ar-

mor, as well as simple and martial weapons.

EcoLocy

Environment any (temporate forests)

Organization solitary

Treasure standard (heavy wooden shield, longbow, battleax,

breastplate, other treasure)
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THaE GAZEBO

The gazebo (S a creature that appedrs 10 hae been
magically crafted 1o hunt wortdls, because there's no other
explandtion benind its existance. The gazebo Aoesn't disquise
itself as a harmless building like a mimic might; it actually
1S a wooden Structare in (S naturdl State just one that s
dlive and feasts on e enerqy of otvers. If a tarqet should
ALTeMpt 10 escape (LS charms, the 9azebo can dalso attack
its own rignt, grabbing its vicioms and forcefully extracting
enerqy from them.

The gazebo (s pervaps & or o feet across and about 75
feet or so tall. [t nunts its targets by invading their minds,
planting a Suggestion to Sit inside eat the food that appears
there, and then to fall Sleep. Once asleep, the gazebo Slomdly
arains enerqy from te tarqet witll they dig, wnereupon the
body s removed, the gazebo teleports 1o a new location, and
it beqins waiting for its next victim.

Beware the gazebo. Mot only (s (it dangerous, but it
also nolds a grudge, and has been known o Stalk those wao
escape (s qrip aetermined 1o win in e end.

'THE GAZEBO CR12
XP 19,200
N Huge Plant

Init +4; Senses low-light vision, Perception +o
DEFENSE
AC 24, touch 8, flat-footed 24 (+16 natural, -2 size)
hp 216 (16d8+144)
Fort +19, Ref +7, Will +7
Immune plant traits
OFFENSE
Speed s ft.
Melee 2 slams +20 (2d6+8 plus grab)
Space 15 ft.; Reach 1oft.
Special Attacks energy drain
Magic
Caster Level 16; MSB +16, MSD 27, Concentration +23
Tradition Natural (none); CAM Cha
Spell Points 27
Mind Sphere — DC 26; Range Medium (260 ft.); Target 1 or
9 w/ 1 sp; Talents Command, Confusion, Enthrall, Expanded
Charm, Fear, Group Charm, Powerful Charm, Ranged Mind,
Sleep, Subtlety
- charm 1 sp greater, 2 sp powerful (command, confusion,
enthrall, fear, sleep, suggestion)
Warp Sphere — DC 25; Range Medium (260 ft.) or Long
(920 ft.) w/1 sp; Target touch, 1 or 9 w/1 sp; Talents Distant
Teleport, Group Teleport, Plane Manipulator, Quick Teleport,
Unseeing Teleport, Unwilling Teleport
- teleport (1 sp each: move action, no line of sight, unwilling)
- plane manipulator 160 ft. radius (1 sp, concentration or 16
minutes w/1 sp; T sp: banish via touch)
STATISTICS
Str 26, Dex 10, Con 28, Int 12, Wis 10, Cha 24
Base Atk +12; CMB +20; CMD 25
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Feats Skill Focus (Stealth), Skill Focus (Percep-
tion), Lightning Reflexes, Iron Will, Improved Ini-
tiative, Extra Spell Points (2), Sphere Focus (Mind)
Skills Disguise +46, Stealth +25, Perception +25
SQ mimic gazebo, enchanted food

SPECIAL ABILITIES

Enchanted Food (Su)

As a standard action, the gazebo can spontaneously create
a platter of food and drink on the table located at its cen-
ter. This food does not supply sustenance, but appears to;
creatures who eat the food will feel full. The food dissolves
and disappears within 1d4 rounds of being removed from the
gazebo.

‘When a target eats food from a gazebo, they must pass a DC
25 Fortitude save or fall asleep for 1d4 hours.

Energy Drain (Su)

As a free action taken once per creature per round, the gazebo
bestows 1 negative level on any creature that is unconscious in-
side its space, or that it has grappled with its grab ability. The
DC is 25 for the Fortitude save to remove the negative level.
These save DCs are Charisma-based.

Mimic Gazebo (Ex)

A gazebo appears to be a large wooden structure, and gains a
+20 racial bonus on Disguise checks when imitating an object.
Disguise is always a class skill for a gazebo.
EcoLocy

Environment Temperate Forest
Organization solitary

Treasure double




Symbiosis (s naturally tactical.

Cuardion plants are  magical - plants
aesigned 1o be planted in groups, each
one offering tactical prowess that vatu—
rally synergizes with ics fellows. 7hey are
nostile To arny creature Wio artenprs 1o
pass through their area that is ot Safe.

Winen a quardian plant first Sprouts
from its seed, it imprings on the one or
ones who regularly care for it. These
creatares become safe’ to it, and the
plant  will not  attack these  creatures.
After the plant (s about 3 months old,
nowever, it becomes vostile To any creature
that (s ot Safe.

Guardian plants are very difficult o

raise; if ['m ot mistaken, each plant only Sprouts
a handful of seeds every year, and takes a DC 30

900 quardians for whatever you reed protected.

following special quality:
Camouflage (Ex)

bonus to Stealth in vegetation or forested areas.

GUARDIAN PLANT, ENTANGLING VINE
XP 600

N Large Plant (guardian plant)

Init -2; Senses Low-light vision; Perception +o

GUARDIAN PLANTS

The idea of plants or other credtures with
Symbiotic - relationsnips (S notning nen; but  guardian
plants are the only credtares I'm aware of wAO'S

Survival check every week for 3 months to raise correctly
otnerwise the plant will die. For the few wiho can gain
em, raise them, and plant them, nowever they are very

CR2

The only redl dranback 1o the quardian plants (other
than location, a8 they can only Survive i 9004 Soil uAth
access 1o water) s that vo creature con become ‘safe after  OFFENSE
the 3 month mank; wilike reqular quards, they canvor be  Speeds ft.
paic Off quen passwords, or other means by which to ignore Melee 1 slam +5 (1d4+6 plus grab)
a new credture. Therefors, the best use of quardian plants  Special Attacks grab
5 70 provide long—term protection for a route requiarly Space 1o ft; Reach 1o ft.
raveled by enemies That never neqotiate, SUch a8 unaead.

Al plants with the quardian plant subtype have the

Magic

Caster Level 2; MSB +3, MSD 13, Concentration +3
Tradition Natural (Drzwbacks: +Limited Creation (Creation,
create only), Material Focus (Creation, Plant matter), CAM
Wis

Guardian plants are exceedingly skilled at blending in with ~ Spell Points 3
their environments, despite their size. They have a +10 racial Nature Sphere — DC 11; Duration concentration or 2 rounds

w/ 1 sp (or instantaneous); Packages Plantlife, Range Close
Go ft.)
- entangle 5 ft. radius (plantlife, concentration)
- growth 2 plants (plantlife, 1 sp, instantaneous)
- pummel Medium branch, +4 (1d6+2), 5 ft. reach (plantlife,
concentration)

Creation Sphere - DC 11; Range Close (3o ft.); Duration

DEFENSE

concentration or 2 hours w/r sp; Talents Larger Creation,

hp 22 3d8+9)

Fort +6, Ref -1, Will +1
Immune plant traits
Weaknesses vulnerable to fire

AC 14, touch 7, flat-footed 14 (-2 Dex, +7 natural, -1 size)

Lengthened Creation
- create 2 Small objects, 4 w/ +1 sp (1 sp, vegetable matter
only)
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STATISTICS

Str 18, Dex 6, Con 16, Int -, Wis 10, Cha 1

Base Atk +2; CMB +5; CMD 13

SQ camouflage

SPECIAL ABILITIES

Camouflage (Ex)

‘While remaining immobile and not utilizing its slam attack,
an entangling vine is very difficult to see and requires a DC 15

perception check to notice when standing among vegetation.

GUARDIAN PLANT, THORN CR
XP 8oo
N Small Plant (guardian plant)
Init +3; Senses Low-light vision; Perception +o
DEFENSE
AC 19, touch 14, flat-footed 16 (+3 Dex, +5 natural, +1 size)
hp 18 (4d8)
Fort +5, Ref +4, Will +1
Immune plant traits
‘Weaknesses vulnerable to fire
OFFENSE
Speed ;5 ft.
Melee 2 slams +6 (1d3+2) or destructive blast +7 (2d6 or 4d6 w/
1sp)
Ranged destructive blast +7 touch (2d6 or 4d6 w/ 1 sp)
Special Attacks bleed
Space 2 1/2 ft.; Reach sft.
Magic
Caster Level 4; MSB +4, MSD 15, Concentration +4
Tradition Natural (Drawbacks: Energy Focus (Destruction));
CAM Wis
Spell Points 4
Destruction Sphere — DC 12; Range Medium (140 ft.); Tal-
ents Extended Range, Thorn Blast
- destructive blast 2d6 or 4d6 w/1 sp (Thorn Blast only)
STATISTICS
Str 14, Dex 16, Con 10, Int -, Wis 10, Cha 1
Base Atk +3; CMB +4; CMD 17

GUARDIAN PLANT, FUNGUS CR
XP 1,600

N Medium Plant (guardian plant)

Init -1; Senses Low-light vision; Perception +o
DEFENSE

AC 17, touch 9, flat-footed 17 (-1 Dex, +8 natural)
hp 66 (7d8+35)

Fort +10, Ref +1, Will +2

Immune plant traits

Weaknesses vulnerable to fire

OFFENSE

Speed s ft.

Melee 2 slams +9 (1d6+4 plus poison)

Special Attacks poison, spore cloud
STATISTICS

Str 18, Dex 8, Con 20, Int —, Wis 10, Cha 1
Base Atk +5; CMB +10; CMD 19

SQ camouflage, poison, spore cloud
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SPECIAL ABILITIES
Poison (Ex)
Slam—injury; save Fort DC 18; frequency 1/round
for 6 rounds; effect 1d4 Str; cure 2 saves. The save
DC is Constitution-based.

Spore Cloud (Ex)

As a standard action once per minute, a fungus can
release a cloud of spores in a 20-foot radius around it
self. Creatures within the area must succeed on a DC 18
Fortitude save or be affected by powerful mind-control for
as long as they remain in the cloud +1d4 rounds after leav-
ing the area. This functions as the Mind Control advanced
Mind talent, except that a new save can be made each round.
Although this is a mind-affecting effect, it can affect undead
and vermin (but not oozes or plants). A spore cloud persists for
5 rounds before dispersing—a strong wind causes it to disperse
immediately. The save DC is Constitution-based.

GUARDIAN PLANT, MAN-TRAP CR
XP 3,200
N Huge Plant (guardian plant)
Init -2; Senses Low-light vision; Perception +o
DEFENSE
AC 16, touch 6, flat-footed 16 (-2 Dex, +10 natural, -2 size)
hp 135 (10d8+90)
Fort +11, Ref +1, Will +3
Immune plant traits
‘Weaknesses vulnerable to fire
OFFENSE
Speed s ft.
Melee bite +13 (2d6+12 plus 2d6 acid plus grab)
Special Attacks grab, swallow whole (2d6+4 plus 2d6 acid,
AC 15, hp 13)
Space 15 ft.; Reach 15 ft.
Magic
Caster Level 7; MSB +10, MSD 21, Concentration +10
Tradition Natural (none); CAM Wis
Spell Points 10
Illusion Sphere — DC 13; Duration concentration +2
rounds or 7 minutes w/ 1 sp; Range Close (40 ft.); Target
Huge (5 ft. cube); Talents Complex Illusion, Illusionary
Odor, Illusionary Sound, Illusionary Touch, Invisibility, Lin-
gering Illusion

- illusion (1 sp, +1 sp complex, sight, sound, smell/taste)

- invisibility (1 sp, +7 Stealth)
STATISTICS
Str 26, Dex 6, Con 28, Int —, Wis 10, Cha 1
Base Atk +7; CMB +17; CMD 25
SQ camouflage
SPECIAL ABILITIES
Acid (Ex)
A man-trap secretes a digestive acid that dissolves organic
material and metal quickly, but does not affect stone. Each
time a creature suffers damage from a man-trap’s acid, its
clothing and armor also suffer this acid damage. A DC 24 Re-
flex save prevents damage to clothing and armor. If a man-
trap remains in contact with a wooden or metal object for
1 full round, it inflicts 24 points of acid damage (no save) to
the object. The save DCs are Constitution-based.




Swallow Whole (Ex)

If the man-trap begins its turn with an opponent
grappled in its mouth, it can attempt to swallow
the target, as if attempting a pin. If it succeeds, the
man-trap swallows its prey, and the opponent takes
bite damage. The target can be up to one size category
Smaller than the man-trap.
A swallowed creature suffers damage (2d6+4 plus acid)

each round, and keeps the grappled condition, even while
the man-trap does not. A swallowed creature can try to cut
its way free with any light slashing or piercing weapon (f it
deals 13 or more damage) or it can just try to escape the grap-
ple. If a swallowed creature cuts its way out, the man-trap
cannot use swallow whole again until the damage is healed.
If the swallowed creature escapes the grapple, success puts it
back in the man-trap’s mouth, where it may be bitten or swal-
lowed again.

GUARDIAN PLANT, CHAMPION CR
XP 6,400
N Huge Plant (guardian plant)
Init +2; Senses Low-light vision; Perception +o
DEFENSE
AC 22, touch 10, flat-footed 20 (+2 Dex, +12 natural, -2 size)
hp 142 (15d8+75)
Fort +14, Ref +7, Will +5
Immune plant traits
OFFENSE
Speed s ft.
Melee 4 vines +15 (1d8+7 plus 1d4 bleed plus grab) or destructive
blast +10 touch (5d6 or 10d6 w/ 1 sp)
Ranged destructive blast +10 touch (5d6 or 10d6 w/ 1 sp)
Special Attacks bleed, grab
Space 15 ft.; Reach 15 ft.
Magic
Caster Level 10; MSB +15, MSD 26, Concentration +10
Tradition Natural (Drzwbacks: Limited Creation (Creation,
create only), Material Focus (Creation,
Plant matter), Energy Focus (De-
struction, plant type)), CAM Wis
Spell Points 15
Destruction Sphere — DC 13,
Range Medium (150 ft.), Target 1
or 20 ft. radius burst w/ 1 sp; Tal-
ents *Bramble Blast, Explosive Orb, Ex-
tended Range, *Thorn Blast
- destructive blast 5d6 or 10d6 w/1 sp (thorn blast or
brample blast only)
Creation Sphere - DC 15; Range Close (50 ft.);
Duration concentration or 10 hours w/t sp, Talents
Larger Creation, Lengthened Creation
- create 10 Small objects, 20 w/ 1 sp (1 sp, vegetable
matter only)
Nature Sphere — DC 15; Duration concentration or
10 rounds w/ 1 sp (or instantaneous); Packages Plantlife,
Range Close (50 ft.)

- entangle 15 ft. radius (plantlife, concentration)

- growth 10 plants (plantlife, 1 sp, instantaneous)
- pummel Huge branch, +15 (2d6+5), 15 ft. reach (plantlife,
concentration)
STATISTICS
Str 24, Dex 14, Con 20, Int —, Wis 10, Cha 1
Base Atk +10; CMB +19; CMD 31

SQ camouflage

NEew TALENTS

*New Destruction Sphere Talents

Bramble Blast (blast type)

Your destructive blast becomes an explosion of thorny brambles,
growing where it strikes. A bramble blast uses d4’s instead of
d6’s as its damage die and deals piercing damage. The target of
your bramble blast must pass a Reflex save or be entangled and
unable to move. In addition, the target’s square (or the blast’s
affected area) becomes overgrown with brambles and counts
as difficult terrain. Breaking free of the entangled condition is
a move action, requiring either a Strength check or an Escape
Artist check against the bramble blast’s save DC. A target may
also destroy the brambles on a square or creature by dealing 3
damage per caster level to the bramble. This removes the en-
tangled condition from the creature and destroys the difficult
terrain. Brambles disappear after 1 minute.

Thorn Blast (blast type)

Your destructive blast becomes a stream of jagged thorns, dealing
piercing damage. Any creature damaged by the attack suffers
bleed damage equal to the number of damage die rolled.
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VENUS FISHER

Like the qazebo, the venus fisner is a nunter lying in
WAL T0 T1ap Numanoids and other creatures foolish enough
70 Step into its part of the woods. While the gazebo (s more
dangerous n e Sense that it can Teleport and: control minds,
e venus fisner (s the wore powerful of the pair If a crea—
ture nas been ensnared and wust fight its way out.

The venus fisner is a Skilled mind reader, and hunts
its prey by attempting to attract it through the use of its
attraction pods. 7he attration pod becomes Something that the
verus fisner Senses will attract the target, completley hiding
that it is n fact, part of a plant. This could include material
wedth, food, family members, or anything else its mind read—
ing reveds mignt work.

Winen a creature touches the artraction pod, the pod
quicKly closes arounds the Tarqet, bursting from the ground
and dragqing the target 1o the venus fisher's mouth, which
can be hidden hundreds of feet anay

[ /MusSt Mpress upon you That The MyTh Thar uenus
fisvers only produce beautiful women o dran in Targets s
false. The venus fisner tailors each attraction pod 1o best snare
wwatever 1arget s approaching and even if eighnt times out of
en TNis results in an offer of Sex, that has wore to do with
the tarqet than the fisner (most anectdotal accounts of verus
fisners were recorded by Soldiers, loggers, and noodsmen, most
of wihom dll wanted the same Thing after spending so many
Montns anay from civilization, and therefore were forced to
adopt policies of “never chase after a raked woman in the
woods as a matter of Survival).

VENUS FISHER CR 1.
XP 38,400

N Huge Plant

Init -2; Senses Low-light vision, Blindsight 200 ft.; Perception
+0

DEFENSE

AC 24, touch 6, flat-footed 24 (-2 Dex, +18 natural, -2 size)
hp 290 (20d8+200)

Fort +11, Ref +1, Will +3

Immune plant traits;

‘Weaknesses vulnerable to fire

OFFENSE

Speed s ft.

Melee bite +28 (2d6+15 plus grab plus acid), 4 slams +28
(1d8+15 plus grab)

Special Attacks hide, swallow

whole (2d6+15 plus 2d6 acid, AC

19, hp 29)

Space 15 ft.; Reach 10 ft.

STATISTICS

Str 40, Dex 6, Con 30, Int —,

Wis 10, Cha 21

Base Atk +15; CMB +28;, CMD

38

SQ incredible reach
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SPECIAL ABILITIES
Acid (Ex)

A venus fisher secretes a digestive acid that dissolves
organic material and metal quickly, but does not af-
fect stone. Each time a creature suffers damage from
a man-trap’s acid, its clothing and armor take the same
amount of damage from the acid. A DC 30 Reflex save
prevents damage to clothing and armor. If this acid re-
mains in contact with a wooden or metal object for 1 full
round, it inflicts 24 points of acid damage (no save) to the
object. The save DCs are Constitution-based.

Attraction Pod (Su)

As a full-round action, a venus fisher may lay down an at-
traction pod in an unoccupied space anywhere within 120 ft.
A venus fisher may have up to 4 attraction pods in the ground
at any one time. These attraction pods can be anywhere within
120 ft. of the venus fisher’s main body, but must be laid on soil.
An attraction pod occupies a single § ft. square. Uprooting an
attraction pod is a free action.

When a venus fisher places an attraction pod in the ground,
it may choose one target within 200 ft. that has failed their
saving throw against its mind delve ability. The attraction pod
physically changes into the shape most likely to attract that
creature to the pod. The disguise is extremely realistic; identi-
fying the object as a fake requires a DC 50 Perception check.
If a target touches an attraction pod, they must pass a DC 30
Fortitude save, or be paralyzed for 1d4+1 rounds.

A venus fisher uses the same limb to place an attraction pod as
it uses to make a slam attack. This means that the venus fisher
may make a slam attack against any target adjacent to its at-
traction pods, but cannot use that slam attack to target other
creatures. If the venus fisher successfully grabs a target, it may
move that target 30 ft. closer to its mouth as a free action.



Hide (Ex)
Venus fishers can burrow into the ground as a full-
round action. When a venus fisher burrows into the
ground, it cannot move until it spends a standard ac-
tion to burrow back out. While it is burrowed, a venus
fisher can make a Stealth check with a +20 racial bonus
(meaning when taking 10, its Stealth check result to
hide is 30.)
Incredible Reach (Ex)

As a full-round action, a venus fisher may make a slam attack
against any target within 40 ft. of it.

Mind Delve (Sp)
As a standard action, the venus fisher may read the mind of
a target within 200 ft. This is a mind-altering effect. The tar-
get must make a Will saving throw with a DC of 25. If a target
succeeds at this saving throw, they cannot be targetted again
for 24 hours.

Targets who fail this saving throw may be targetted by the ve-
nus fisher’s attraction pod ability.

Swallow Whole (Ex)

If the venus fisher begins its turn with an opponent grappled in
its mouth, it can attempt to swallow the target, as if attempting
a pin. If it succeeds, the venus fisher swallows its prey, and the
opponent takes bite damage. The target can be up to one size
category Smaller than the venus fisher.

A swallowed creature suffers damage (2d6+15 plus 2d6 acid) each
round, and keeps the grappled condition, even while the venus
fisher does not. A swallowed creature can try to cut its way free
with any light slashing or piercing weapon (if it deals 29 or more
damage) or it can just try to escape the grapple. If a swallowed
creature cuts its way out, the venus fisher cannot use swallow
whole again until the damage is healed. If the swallowed crea-
ture escapes the grapple, success puts it back in the venus fish-
er’s mouth, where it may be bitten or swallowed again.
EcoLocy

Environment temperate forest, jungle

Organization solitary

Treasure double

Winteriy's Mote: Passing by the venus fisher (s a Strange lesson in introspection; the plant doesn't intelligently create
hings, all it can 4o (S Scan your mind and present you with things the Scan revedls will attract you.

Circumstances once wade me pass by one particlar venus fisher severdl Times in Succession, and each time the plant

lried Something different. The Airst Time it conjured a cnest full of qold coins lying open on the ground, Somenow glittering
in the Sun despite it being a cloudy day The second Time, it conjured a Stack of rare books and a Adress I remember the
Dutchess of Kingsbread wearing 1o a bdll when [ was a child; the dress had made quite an impression on me and [

rusty from lack of use.

remember asking fatver i I would wear things that beautiful when I grews up.

The third time it was a naked man ramed: Favilo who claimed he wes a master bard, Scholar and Student of elvisn
massaqe, wWho desperdately needed someone 1o join im for Stimulating conversation and a rub down, lest nis wassage SKill get
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UNDEAD

Undead, are pervaps the most common credture type 10 be found in the employ of wizards for a rumber
Of reasons. First, as with the conjuring of outsiders, there is an entire daccepted School of wadic dedicated to the
undead (necromancy). Second, for those with a true lack of any woral compass, Study of the undead can lead 1o
immortality, via lichdom. Third, (and I have heard This arqument wade by a Teacher amost word for word) nec—
romancy (S just a form of recycling wierein one can wake use Of enemieS and failed experiments by putting their
remains 1o 4o0c use.

Windfell academy currently employs a lich, so (LS view of necromancy may be Somennat skewed compared 1o the
rest of the world, but make no wistake: With the possible exception of the fabled ‘wiite necromancers, the credtion of
undead s an act of evil, no matter how Wany orpaanS you May (escue With your Skeletons i an artempt 1o justify it
Credting widead requires the theft of another's body and Soul, and results in the creation of a creature who inherently
Seeks the torture and death of dll living things. Before you throns This book down in angen [ present the following examples:

DEeaTH KNIGHT

Death knignes are the truest champions of dll that is
evil in the world. They are beings of undeath and cruelty
at exist for lictle reason beyond to Spread pain ands Aedin.
Most Cbut ot dll) death knights were paladins in lifg who
broke their vows in such a complete and norvific way that
ey became the exact inverse of their formor holiness. 7THis
qoes far beyond. Simply losing hovor; only Someone Ao has
completely and. utterly fallen in word, deed, and Aisposition
could become Something as vorrific as a dedth knight.

Death knights are  undead with a wastery of
necromancy, meaning they are almost always accompa—
nied by undead Servants and retainers. In the case of
e qredt Aeatn Knignt lords, tnis can extend 1o an
entire kingdom of undead minios.

DEATH KNIGHT CR12
XP 19,200

NE Medium Undead (augmented) Mageknight 11

Init +6; Senses darkvision 60 ft.; Perception +13

Aura fear aura (10 ft.)

DEFENSE

AC 27, touch 11, flat-footed 26 (+10 armor, +1 Dex, +4

natural, +2 shield)

hp 115 (irdro+44+11 Toughness)

Fort +11, Ref +5, Will +8;

Defensive Abilities resist magic +3, stalwart, mystic defense
(5)

Channel Resistance +4, Immune cold, electricity, undead
traits;

DR 15/bludgeoning and magic; SR 20,

OFFENSE

Speed 30 ft.

Melee +2 longsword +19/+14/+9 (1d8+8) or 2 claws +17 (1d4+6)
Ranged ghost strike +13 touch, javelin +13 (1d6+6)

Special Attacks channel negative energy 7/day (DC 19, 6d6),
channel smite, cryptic strike, marked

Magic

Caster Level sth (Death 11th); MSB +11, MSD 22, Concen-
tration +15

Tradition Natural (none); CAM Cha

Spell Points 15

Death Sphere — DC 20; Range Medium (210 ft.), touch (re-
animate); Target 1, 50 ft. cone w/ 1 sp; Talents Cryptic Strike,
Drain, Greater Ghost Strike, Manipulate Undeath, Permanent
Undead, Vampiric Strike

- ghost strike (drain, manipulate undeath, vampiric strike)

- reanimate 22 HD (1 sp, 11 minutes, 2 sp for permanent)
Warp Sphere — DC 16; Range Close (35 ft.) or Medium (150
ft.) w/ 1 sp; Talents Quick Teleport

- teleport (1 sp: move action)

STATISTICS
Str 23, Dex 14, Con —, Int 10, Wis 13, Cha 18
Base Atk +11; CMB +17; CMD 29




Feats Cornugon Smash, Furious Focus, Heavy
Armor Proficiency, Improved Initiative, Intimidat-
ing Prowess, Power Attack, Quick Channel, Sphere
Focus (Death), Toughness

Skills Intimidate +24, Knowledge (Religion) +11, Per-
ception +13,

Languages Common

SQ mystic combat (invisibility, penetrating blow, sustain)
SPECIAL ABILITIES

Channel Energy

The death knight may channel negative energy as an evil
cleric, treating its total Hit Dice as its effective cleric level.
Deathly Blade
The death knight does not provoke attacks of opportunity
when using the Cryptic Strike talent from the Death sphere.
Fear Aura (Su)

Creatures within a ro-foot radius of the death knight must suc-
ceed on a DC 19 Will save. Creatures with fewer than § HD
who fail this saving throw are frightened for 11 rounds, while
creatures with 5 or more HD who fail their saving throw are
shaken for 11 rounds. A creature that successfully saves cannot
be affected again by the same death knight’s aura for one day.
This is a mind-affecting fear effect and is Charisma-based.
Grave-touched

The death knight uses its HD as its caster level for the Death
sphere.

Undead Servants

Death knights possess the Permanent Undead advanced Death
talent.

Combat Gear +2 longsword, masterwork javelins (2), master-
work heavy steel shield, +2 fullplate, Other Gear silver unholy
symbol

EcoLocy

Environment any

Organization solitary, pair (2), or squad (1-2, various undead
servants)

Treasure standard

VARIANTS

DEATH KNIGHT LORD CR1S8
XP 153,600

NE Medium Undead (augmented) Mageknight 17

Init +6; Senses darkvision 60 ft.; Perception +19

Aura fear aura (10 ft.)

DEFENSE

AC 35, touch 14, flat-footed 31 (+11 armor, +1 Dex, +2 deflec-
tion, +1 dodge, +4 natural, +4 shield)
hp 195 (17d10+85+17 Toughness)

Fort +15, Ref +7, Will +12;
Defensive Abilities resist magic +5, stalwart, mystic defense
®

Channel Resistance +4, Immune cold, electricity, undead
traits;

DR 15/bludgeoning and magic; SR 26,

OFFENSE

Speed 30 ft.

Melee +3 longsword +27/+20/+17/+12 (1d8+9) or 2 claws +23
(1d4+6)

Ranged ghost strike +13 touch, javelin +13 (1d6+6)
Special Attacks channel negative energy 8/day (DC 23, 9d6),
channel smite, cryptic strike, marked
Magic
Caster Level 8th (Death 17th); MSB +17, MSD 28, Concen-
tration +22
Tradition Natural (none); CAM Cha
Spell Points 22
Death Sphere — DC 24; Range Medium (270 ft.), touch (re-
animate); Target 1, 65 ft. cone w/ 1 sp; Talents Cryptic Strike,
Drain, Greater Ghost Strike, Greater Reanimate, Killing Curse,
Lingering Necromancy, Manipulate Undeath, Permanent Un-
dead, Vampiric Strike
- ghost strike (Drain, Manipulate Undeath, Vampiric Strike)
- reanimate 51 HD (17 hours, 2 sp for permanent)
Warp Sphere — DC 19; Range Close (45 ft) or Medium (180
ft.) w/ 1 sp; Talents Quick Teleport
- teleport (1 sp: move action)
STATISTICS
Str 23, Dex 14, Con —, Int 10, Wis 13, Cha 20
Base Atk +17; CMB +23; CMD 35
Feats Cornugon Smash, Dodge, Extra Channel (2), Furious
Focus, Heavy Armor Proficiency, Hurtful, Improved Chan-
nel, Improved Initiative, Intimidating Prowess, Power Attack,
Quick Channel, Sphere Focus (Death), Toughness
Skills Intimidate +24, Knowledge (Religion) +11, Perception +13,
Languages Common
SQ mystic combat (invisibility, lingering pain, penetrating
blow, sustain)
SPECIAL ABILITIES
Channel Energy

The death knight lord may channel negative energy as an evil
cleric, treating its total Hit Dice as its effective cleric level.
Deathly Blade

The death knight lord does not provoke attacks of opportunity
when using the cryptic strike talent.

Fear Aura (Su)

Creatures within a 10-foot radius of the death knight lord must
succeed on a DC 23 Will save. Creatures with fewer than 8 HD
who fail this saving throw are frightened for 17 rounds, while
creatures with 8 or more HD who fail their saving throw are
shaken for 17 rounds. A creature that successfully saves cannot
be affected again by the same death knight lord’s aura for one
day. This is a mind-affecting fear effect and is Charisma-based.
Grave-touched

The death knight lord uses its HD as its caster level for the
Death sphere.

Undead Servants

Death knight lords possess the Permanent Undead advanced
Death talent.

Combat Gear +3 longsword, +2 heavy steel shield, masterwork
javelins (2), +3 fullplate, ring of protection +2, Other Gear silver
unholy symbol

EcoLoGy

Environment any

Organization solitary, kingdom (1, 2-4 deathknights, various
undead servants)

Treasure standard
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DRAUGR

Draugy according to Lord Baroden de Fleur are the
qolden Standard of undead. Gredter by far than anything
Simple  magic  can  reproduce, Atauqr are  naturally—occaring
undead Of great powser, possessing intelligence, cunning and g
qreat nanger and atred for the living

Draugr con rest vear their buridl Sices for centuries, and
do ot reguire human blood and flesn to survive. [nstead,
welr nunger for Hesn seems to be wore for their oum en—
Joyment than anything else. Draugr are very territorial, and
will Set themselves upon any credture Who invades their nomes
and artempt 1o take the treasure ey amass o themseles.

Draugr possess natural wadic that wakes them much
more powerful than they appear at first glance. Draugr can
grows 1o larger Sizes, and the more powerful drauqr can
control weather and even corvdpt the minds of any creatures
W0 come near them.

Draugr nunt for fun, meaning if you escape their ter-
ricory, there's no quarantee they won't follows you in order
0y aqain. In the most extreme cases, arauqr have been
Known 1o Spend. year's nunting a mortal wiho escaped their
clutenes, never ceasing until the mortal dies, wereupon they
take the mortals possessions and returm to their burial Sites
and Sit in wait until another mortal Aisturbs them.

There (s nothing a draugw wants that can be used o
bargain with it. A draugr Simply seeks death, and will ot
Stop wntil etner the intruder or e arauqr S aead.

DRAUGR CR
XP 8oo
NE Medium Undead
Init +2; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 16, touch 12, flat-footed 14 (+0 armor, +2 Dex, +4 natural)
hp 22 (3d8+6+3 Toughness)
Fort +3, Ref +3, Will +3
Immune undead traits
DR 3/-
OFFENSE
Speed 30 ft., 15 ft. burrow
Melee bite +6 (1d6+3 plus blood drain, grab), battleaxe +5
(1d8+3, x3)
Special Attacks blood drain (1d2 Constitution), grab
Magic
Caster Level 2nd; MSB +3, MSD 14, Concentration +§
Tradition Natural (Drawbacks: Lycanthropic (Alteration));
CAM Cha
Spell Points 4
Alteration Sphere — DC 13; Range self; Duration concen-
tration or 2 minutes w/ 1 sp; Target self; Talents Bestial Re-
flexes, Greater Transformation, Size Change
- shapeshift 2 traits (bestial reflexes, size change)
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STATISTICS
Str 17, Dex 14, Con —, Int 10, Wis 11, Cha 14
Base Atk +2; CMB +5 (+7 grapple); CMD 17 (19 vs
grapple)

Feats Improved Grapple, Toughness, Weapon Focus
(bite)

Skills Appraise +3, Intimidate +8, Perception +6,
Stealth +8

Languages Common

SPECIAL ABILITIES

Blood Drain (Ex)

The creature drains blood at the end of its turn if it grapples
a foe, inflicting Constitution damage.

EcoLocy

Environment any

Organization solitary

Treasure double (battleaxe, other treasure)




VARIANTS

DRAUGR, STORM CR
XP 3,200
NE Large Undead
Init +3; Senses darkvision 60 ft.; Perception +12
DEFENSE
AC 20, touch 12, flat-footed 17 (+3 Dex, +8 natural, -1
size)
hp 67 (9d8+18+9 Toughness)
Fort +5, Ref +5, Will +6
Immune undead traits
DR s/-
OFFENSE
Speed 4o ft., 20 ft. burrow
Melee bite +14 (1d8+5 plus blood drain, grab), battleaxe +13
(1d8+s5, x3)
Special Attacks blood drain (1d2 Constitution)
Magic
Caster Level 6th; MSB +9, MSD 20, Concentration +11
Tradition Natural (Drawbacks: Lycanthropic (Alteration));
CAM Cha
Spell Points 8
Alteration Sphere — DC 15; Range sclf; Duration concen-
tration or 6 minutes w/ 1 sp; Target self; Talents Bestial Re-
flexes, Greater Transformation, Size Change
- shapeshift 3 traits (bestial reflexes, size change)
Weather Sphere — DC 15; Range Long (640 ft.); Duration
concentration or 6 minutes w/ 1 sp; Talents Greater Size,
Greater Weather, Rain Lord, Storm Lord (2), Wind Lord
- control weather severity 3, 4 rain and wind, +1 w/ 1 sp (Wind
Lord, Rain Lord)
- storm lord 1 per round
STATISTICS
Str 21, Dex 16, Con —, Int 10, Wis 11, Cha 14
Base Atk +9; CMB +14 (+16 grapple); CMD 27 (29 vs grap-
ple)
Feats Extra Magic Talent (3), Improved Grapple, Toughness,
Weapon Focus (bite)
Skills Appraise +9, Intimidate +14, Perception +12, Stealth
+I4
Languages Common
SPECIAL ABILITIES
Blood Drain (Ex)
The creature drains blood at the end of its turn if it grapples
a foe, inflicting Constitution damage.
EcoLocy
Environment any
Organization solitary
Treasure double (battleaxe, other treasure)

IDRAUGR, DEVOURING CR1x

XP 12,800
NE Large Undead

Init +6; Senses darkvision 60 ft.; Perception +19

Immune undead traits
DR 10/-
OFFENSE
Speed 50 ft., 25 ft. burrow
Melee bite +22 (1d8+7 plus blood drain, grab), battleaxe +21
(1d8+7, x3)
Special Attacks blood drain (1d4 Constitution), swallow
whole (5d6 negative energy damage, AC 16, 12 hp)
Magic
Caster Level 1oth; MSB +15, MSD 25, Concentration +18
Tradition Natural (Drawbacks: Lycanthropic (Alteration));
CAM Cha
Spell Points 13
Alteration Sphere — DC 18; Range self; Duration concen-
tration or 10 minutes w/ 1 sp; Target self; Talents Bestial Re-
flexes, Greater Transformation, Size Change

- shapeshift 4 traits (bestial reflexes, size change)
Mind Sphere — DC 18; Range Close (50 ft.); Target 1 or 6
w/ 1 sp; Talents Confusion, Expanded Charm, Group Charm,
Powerful Charm

- charm 1 sp greater, 2 sp powerful (confusion, suggestion)
Weather Sphere — DC 18, Range Long (800 ft.), Duration
concentration or 10 minutes (w/ 1 sp), Target 8oo ft., Talents
Greater Size, Greater Weather, Storm Lord (2)

- control weather severity 4, 5 w/ 1 sp

- storm lord 1 per round
STATISTICS
Str 25, Dex 18, Con —, Int 10, Wis 13, Cha 16
Base Atk +15; CMB +22 (+26 grapple); CMD 36 (40 vs grapple)
Feats Extra Magic Talent (3), Greater Grapple, Improved
Grapple Improved Initiative, Power Attack, Toughness, Weap-
on Focus (bite)
Skills Appraise +15, Intimidate +21, Perception +19, Stealth +20
Languages Common
SPECIAL ABILITIES
Blood Drain (Ex)
The creature drains blood at the end of its turn if it grapples a
foe, inflicting Constitution damage.
Swallow Whole (Ex)
If the devouring draugr begins its turn with an opponent grap-
pled in its mouth, it can attempt to swallow the target, as if
attempting a pin. If it succeeds, the devouring draugr swallows
its prey, and the opponent takes bite damage. The target can be
up to one size category smaller than the devouring draugr.
A swallowed creature suffers damage (1d8+7 bite plus 1d4 blood
drain plus 8d6 negative energy damage) each round, and keeps
the grappled condition, even while the devouring draugr does
not. A swallowed creature can try to cut its way free with any
light slashing or piercing weapon (if it deals 12 or more damage)
or it can just try to escape the grapple. If a swallowed crea-
ture cuts its way out, the devouring draugr cannot use swallow
whole again until the damage is healed. If the swallowed crea-
ture escapes the grapple, success puts it back in the devouring
draugr’s mouth, where it may be bitten or swallowed again.
EcoLoGy

DEFENSE

AC 25, touch 13, flat-footed 21 (+4 Dex, +12 natural, -1 size)
hp 127 (15d8+45+15 Toughness)

Fort +8, Ref +7, Will +9

Environment any
Organization solitary
Treasure double (battleaxe, other treasure)
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JANUS

[ believe [ have wentioned severdl Times in This book the
theory that Someniiere among the planes, there exist ‘perfect
versions of every mortal concept. The reason this theory has so
MUCH Traction among Wizards (s that beings like Janus exist
and qie credence o (T

Tanus (s the qod of qatenays and Audlities, usually asso—
cldted with the gatenways of aeath and time but /s terricory
extends beyond, this limication. He (s also the great archetype
Of the undead Servant; while it is virtually impossivle o
summon an actual 4od, Jaus s Surprisingly accomideting of
mortal casters, sending an dauator 1o the Setvice of any caster
of Sufficient pomer o Summon it.

Ironically, despite being quite possibly e archetype from
wWhich  dll - undgads  servants are  crafted, Jauss aatar (s
unfailingly reutral o the battles of qood, evil, and otver al—
ingments. He lives Cor anlives, as you might call i) to serve
The Standard fee (s 1000 gp per day of Service, although
Tavus has been willing to accept dtervate payvent ( gears
Off the summoner’s life, wagic items, the summoner's childnood
memories, etc).

As the qod of portdls gateways and in Wany ways
Audlity itself Tanus's avatars possess o faces; a living one
in the front, and a dead one in the back. Apparently Janus
can SWItLen which face (s in front as he desires, and indeed
botn faces can even act independently

Aside from nis great wadgical prowess as an avatar of
a qod, the avatar of Jaus (s dlso known for nis Skil at
conversation, cooking cleaning and devising clever means of
extracting (LS employer from Sticky Situations.

ANUS CR2

XP 1,638,800
N Medium Undead (extraplanar)
Init +20/0 dual initiative; Senses darkvision 60 ft.; Perception
+41
DEFENSE
AC 45, touch 31, flat-footed 34 (+6 Dex, +14 natural, +5 Deflec-
tion, +I10 insight)
hp 391 (27d8+243+27 Toughness); regeneration 20 (fire)
Fort +23, Ref +20, Will +28
Channel Resistance +10, Immune cold, electricity, undead
traits
DR 10/ SR 38
OFFENSE
Speed 30 ft., 50 ft. fly (perfect)
Melee 2 slams +27 (1d6+7 plus grab, 13d6 positive or negative
energy)
Special Attacks grab master of portals, master of energy
Magic
Caster Level 27th; MSB +27, MSD 38, Concentration +36
Tradition Natural (none); CAM Cha
Spell Points 38
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Undead Aspect
Death Sphere — DC 33; Range Close (9o ft.),
touch (reanimate); Target 1 or 9o ft. cone (ghost
strike); Talents Command Undead, Cryptic Strike,
Curse, Drain, Empowered Reanimate, Expanded Nec-
romancy, Greater Ghost Strike, Greater Reanimate (3),
Greater Undead, Killing Curse, Lingering Necromancy,
Manipulate Undeath, Mass Reanimate, Necrotic Senses,
Permanent Undead, Soul Trap, Summon Spirit, Vampiric
Strike, Weakening



- ghost strike (curse, drain, manipulate undeath,
vampiric strike, weakening; killing curse)
- greater undead (3 sp, 1 hour, 27 HD)
- reanimate 100 HD (1 sp, 27 hours or perma-
nent w/ +1 sp, empowered reanimate, expanded necro-
mancy)
- soul trap (3 sp, 27 rounds)
- summon spirit (3 sp, 1 hour)
Living Aspect
Warp Sphere — DC 33; Range Medium (370 ft.) or Long
(1,480 ft.), 65 ft. (emergency); Target Close ( 90 ft.), 1 or 14
w/ 1 sp; Talents Create Demiplane, Dimensional Lock, Dis-
tant Teleport, Emergency Teleport, Extradimensional Room,
Extradimensional Storage, Flawless Teleport, Group Tele-
port, Plane Manipulator, Planeshift, Portal, Quick Teleport,
Ranged Teleport, Splinter, Teleportation Beacon (2), Teleport
Object, Teleport Trap, True Teleport, Unseeing Teleport, Un-
willing Teleport
- dimensional lock 20 ft. radius (2 sp, 27 days)
- emergency teleport (1 sp, evasion, +13 AC and Reflex saves)
- extradimensional room (277 10-ft cubes, 1 sp: 27 rounds, 3 sp:
permanent)
- extradimensional storage 270 lbs. (full-round action, 1 sp:
swift action)
- plane manipulator 270 ft. radius (1 sp, concentration or 27
minutes, banish on touch)
- portal +1 sp, 135 ft., concentration, max 27 rounds
- teleport 13d6 splinter (1 teleport trap, 1 sp each: move ac-
tion, no line of sight required, portal (135 ft. wide, max
27 rounds), unwilling target, 2 sp: unlimited range, plane-
shift)
- true teleport unlimited (2 sp)
Both Aspects
Time Sphere — DC 32; Range Close (9o ft.) or Touch (tem-
poral stasis); Talents Age, Ranged Teleport, Repetition,
Temporal Stasis
- age (6 categories, concentration or 27 minutes w/ I sp)
- haste (concentration or 27 rounds w/ 1 sp)
repetition (1 sp, swift action on self)
- slow (concentration or 27 rounds w/ 1 sp)
- temporal stasis (3 sp, permanent)
Creation Sphere — DC 32; Range touch; Duration con-
centration or 27 hours w/ 1 sp (create); Talents Expanded
Materials, Exquisite Detail, Lengthened Creation
- create 27 Small objects (1 sp, expanded materials, +27 to
Winterlyn's Mote:
If yodre thinking of
Summoning - the  auaar
of Taus because of
its reputation for wit
and Service, be warved,
Janus (s quite literal~
ly two—faced. He will
serve you So well you
will vand nim all - con—
ol of your lifg then
wateh passively as your
lite ftdlls apart wien nis
service IS up.

Craft checks and Appraise DCs)

- destroy 1d4+13

- repair 1d4+13
STATISTICS
Str 25, Dex 23, Con -, Int 30, Wis 26, Cha 29
Base Atk +20; CMB +27; CMD 43
Feats Cantrips, Contingency, Counterspell, Counterspell Mas-
tery, Delayed Magic, Extra Magic Talent (2), Extra Spell Points,
Greater Counterspell, Improved Counterspell, Improved Ini-
tiative, Sphere Focus (Death), Sphere Focus (Warp), Toughness
Skills Appraise +37, Bluff+37, Diplomacy +37, Heal +37, Intimi-
date +37, Knowledge (arcana, history, nobility, planes, religion)
+37, Perception +37, Profession (servant, chef, driver) +37, Sense
Motive +37, Spellcraft +37
Languages Aquan, Auran, Celestial, Common, Draconic, Ig-
nan, Infernal, Terran; truespeech
SQ analytical initiative, analytical skills, split personality
SPECIAL ABILITIES
Analytical Prowess
Janus gains an insight bonus to his initiative and armor class
equal to his Intelligence modifier.
Analytical Skills
Janus adds his Intelligence modifier to every skill check in place
of whatever ability score is associated with that skill, if it is
higher.
Master of Portals (Su)
Janus is always aware of and can open or close any number of
gates, doorways, portcullis, or other passage openings, includ-
ing hidden or secret doors, within 1,200 ft. as per the Close
and Open (word) talents of the Fate sphere using his HD as his
caster level. This can be done as a free action, regardless of line
of sight or line of effect, and costs no spell points.
Master of Energy (Su)
Whenever Janus touches a target (such as when delivering a
sphere effect by touch), hits them with a slam attack, or any
round he is grappling a target, he may choose to infuse that
target with 13d6 positive or negative energy, as he so chooses.
Janus may use this ability on himself once per round as a swift
action.
Split Personality
Janus has two faces, each representing a different aspect. Each
aspect gets a turn each round, one on Janus’s initiative count
and another on his initiative count -20. Janus may choose which
aspect moves first each round. Each Aspect concentrates on
the effects it casts separately and actions that require a com-
plete round are resolved on the initiative of the aspect that ini-
tiated them. For the purposes of spells and effects that have a
duration of a round or longer or trigger at the beginning of the
creature’s round or the start of its turn such as saving throws
against ongoing effects or taking bleed damage), only Janus’s
first turn each round counts toward such durations.
Each aspect also has access to different spheres and abilities,
as noted.
Combat Gear cloak of resistance +5, ring of protection +5, Other
Gear courtier’s outfit
EcoLocy
Environment any
Organization solitary
Treasure standard
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SKELETAL
STUDENTS

Have you heard the joke yet that at Windfell Academy,
dedth (51T an acceptable excuse for qetting out of detention?

I7s not a joke.
SKELETAL STUDENT, INITIATE CR2
XP 600
NE Medium Undead Incanter 2
Init +6; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 23 (2d6+1d8+6+3 Toughness)

Fort +3, Ref +3, Will +5
Immune cold, undead traits;
DR 5/bludgeoning;
OFFENSE
Speed 30 ft.
Melee destructive blast +1 touch (1d6 or 2d6 w/ 1 sp) or 2 claws
+1 (1dg)
Ranged destructive blast +3 touch (1d6 or 3d6 w/ 1 sp)
Magic
Caster Level 2nd; MSB +2, MSD 13, Concentration +§
Tradition Traditional Magic (Drawbacks: Verbal Casting,
Somatic Casting (2), Material Casting, Prepared caster);
CAM Int
Spell Points 7
Dark Sphere — DC 15; Range Medium (120 ft.); Du-
ration concentration or 2 minutes w/ 1 sp, 2 hrs
(meld); Talents Hungry Darkness

- darkness 10 ft. radius burst (hungry)
Destruction Sphere — DC 15; Range touch
or Medium (120 ft.); Target 1 or 10 ft. radius
w/ 1 sp, Talents Crystal Blast, Explosive Orb,
Extended Range

- destructive blast 1d6 or 3d6 w/ 1 sp (crystal

blast)

STATISTICS
Str 10, Dex 14, Con —, Int 17, Wis 11, Cha 14
Base Atk +1; CMB +1; CMD 13
Feats Extra Magic Talent, Improved Initiative®,
Sphere Focus (Dark), Sphere Focus (Destruction),
Toughness
Skills Knowledge (Arcana) +9, Knowledge (History)
+9, Knowledge (Nature) +9, Knowledge (planes) +9,
Perception +6, Spellcraft +9, Stealth +6
Languages Aquan, Common, Draconic, Sylvan
Combat Gear 1 protection potion (+3 Armor AC for
1 minute), Other Gear scholar’s outfit, spell com-
ponent pouch
EcoLocy
Environment any
Organization solitary, clique (2-8), class (9-20)

Treasure standard
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SKELETAL STUDENT, BAsic CR 4
XP 1,200
NE Medium Undead Incanter 4
Init +6; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 15, touch 12, flat-footed 13 (+1 armor, +2 Dex, +2 nat-
ural)
hp 36 (4d6+1d8+10+5 Toughness)
Fort +3, Ref +3, Will +6
Immune cold, undead traits
DR 5/bludgeoning
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d4)
Magic
Caster Level 4th; MSB +4, MSD 15, Concentration +8
Tradition Traditional Magic (Drawbacks: Verbal Casting, So-
matic Casting (2), Material Casting, Prepared caster); CAM Int
Spell Points 14
Alteration Sphere — DC 17; Range Medium (140 ft.), Du-
ration concentration or 4 minutes w/ 1 sp, Target 1 or 3 w/ 1
sp, Talents Animal Mind, Aquan Transformation, Mass Alter-
ation, Ranged Alteration (2)
- shapeshift 1 trait (aquan transformation, +I sp: animal
mind)
Fate Sphere — DC 16; Alignment Evil; Range Close
(35 ft) or personal w/ 20 ft. radius (consecration);
Target 1 or 3 w/ 1 sp (word), Talents Curse,
Echoing Word
- curse (word, 1 sp)
- hallow +1 (word, 1 sp)
-serendipity (consecration, concentration or 4
rounds w/ 1 sp)
STATISTICS
Str 10, Dex 14, Con -, Int 18, Wis 11, Cha
14
Base Atk +2; CMB +2; CMD 14
Feats Cantrips, Extra Magic Talent (3), Ex-
tra Spell Points, Improved Initiative®, Sphere
Focus (Alteration), Toughness
Skills Knowledge (Arcana) +11, Knowledge
(Dungeoneering) +11, Knowledge (Nature)
+11, Knowledge (planes) +11, Perception +8,
Spellcraft +11, Stealth +6
Languages Aquan, Common, Draconic,
Elvish, Sylvan
Combat Gear 1 protection potion (+3 Ar
mor AC for 1 hour), 1 protection potion (+1
Shield AC for 1 hour), Other Gear silk-
en ceremonial armor, scholar’s outfit,
spell component pouch




EcoLoGy

Environment any

Organization solitary, clique (2-8), class (9-20)
Treasure standard

SKELETAL STUDENT, JOURNEYMAN CR6
XP 2,400
NE Medium Undead Incanter 6
Init +6; Senses darkvision 60 ft.; Perception +10
DEFENSE
AC 15, touch 12, flat-footed 13 (+2 armor, +2 Dex, +2 natural)
hp 49 (6d6+1d8+14+7 Toughness)
Fort +4, Ref +4, Will +7
Immune cold, undead traits
DR 5/bludgeoning
OFFENSE
Speed 30 ft.
Melee 2 claws +3 (1d4)
Magic
Caster Level 6th; MSB +6, MSD 17, Concentration +10
Tradition Traditional Magic (Drawbacks: Verbal Casting, So-
matic Casting (2), Material Casting, Prepared caster); CAM Int
Spell Points 18
Mind Sphere — DC 18; Range Medium (160 ft.); Target 1
or 4 w/ 1 sp; Talents Command, Enthrall, Expanded Charm,
Group Charm, Paralyze, Powerful Charm, Ranged Mind, Read
Mind, Subtlety, Vision
- charm 1 sp greatert, 2 sp powerful (command, enthrall, par-
alyze, read mind, suggestion, vision)
Illusion Sphere — DC 18; Range Close (35 ft.), Duration
concentration; Senses Sight; Target Huge (15 ft. cube) Tal-
ents Illusionary Disguise, Invisibility
- #llusion (1 sp, disguise)
- invisibility (1 sp, +6 Stealth)
- trick (6 minutes)
STATISTICS
Str 10, Dex 14, Con -, Int 18, Wis 11, Cha 14
Base Atk +3; CMB +3; CMD 15
Feats Cantrips, Counterspell, Extra Magic Talent (3), Extra
Spell Points, Improved Initiative®, Sphere Focus (Illusion),
Sphere Focus (Mind), Toughness
Skills Knowledge (Arcana) +13, Knowledge (Local) +11,
Knowledge (Nature) +13, Knowledge (planes) +13, Perception
+10, Spellcraft +13, Stealth +8
Languages Aquan, Common, Draconic, Elvish, Sylvan
Combat Gear 1 protection potion (+3 Armor AC for 1 hour),
1 protection potion (+1 Shield AC for 1 hour), Other Gear +1
silken ceremonial armor, scholar’s outfit, spell component pouch
EcoLoGy
Environment any
Organization solitary, clique (2-8), class (9-20)
Treasure standard

SKELETAL STUDENT, ADVANCED CRS
XP 4,800
NE Medium Undead Incanter 8
Init +6; Senses darkvision 60 ft., Perception +12
DEFENSE
AC 25, touch 15, flat-footed 23 (+5 armor (aegis), +3 shield (aegis),
+2 Dex, +2 natural, +3 deflection)
hp 62 (8d6+1d8+18+9 Toughness)
Fort +5 (+8 w/ resistance aegis), Ref +5 (+8 w/ resistance aegis),
Will +7 (+10 w/ resistance aegis)
Resist Fire 5; Immune cold, undead traits
DR 5/BLUDGEONING; SR 18 (SPELL WARD AEGIS) OFFENSE
Speed 30 ft.
Melee 2 claws +4 (1d4)
Magic
Caster Level 8th (Protection 1oth); MSB +8, MSD 19, Con-
centration +12
Tradition Traditional Magic (Drawbacks: Verbal Casting, So-
matic Casting (2), Material Casting, Prepared caster); CAM Int
Spell Points 24 (19 after daily aegis buffs)
Creation Sphere — DC 19; Range Medium (180 ft.); Dura-
tion concentration or 8 hours w/ 1 sp (create) Talents Distant
Creation (2), Expanded Materials, Lengthened Creation

- create 8 Small objects (1 sp)

- destroy 1d4+4

- repair 1d4+4
Enhancement Sphere — DC 19; Range Medium (160 ft.);
Target 1 or 5 w/ 1 sp, Talents Animate Object, Mass Enhance-
ment, Ranged Enhancement

- enbance (animate object, equipment)
Protection Sphere —DC 19; Range Close (50 ft.), Duration
concentration or 10 hrs (aegis), Target 1 (aegis), 6o ft. radius
(ward) Talents Armored Magic, Distant Protection, Greater
Barrier, Resistance, Spell Ward

- aegis (1 sp, Armored Magic, Deflection, Resistance, Spell

Ward)
- barrier 12 hp, break DC 19, 1 sp: 80 hp, break DC 29 (8
10-ft. squares, ward)

- spell ward (ward)
STATISTICS
Str 10, Dex 14, Con -, Int 19, Wis 11, Cha 14
Base Atk +4; CMB +4; CMD 16
Feats Cantrips, Counterspell, Extra Magic Talent, Extra
Spell Points (2), Improved Counterspell, Improved Initiative®,
Sphere Focus (Enhancement), Toughness
Skills Knowledge (Arcana) +15, Knowledge (Local) +11, Knowl-
edge (Nature) +15, Knowledge (planes) +15, Perception +12,
Spellcraft +15, Stealth +10
Languages Aquan, Common, Draconic, Elvish, Sylvan
SPECIAL ABILITIES
Energy Absorption (Su): The advanced skeletal student
gains an amount of energy absorption equal to 3 times its in-
canter level per day (24). Whenever it take energy damage,
apply immunity, vulnerability (f any), and resistance first and
apply the rest to this absorption, reducing its daily total by that
amount. Any damage in excess of its absorption is applied nor-
mally.
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Protection Specialization

Resistance: Resist fire 5;

Protective Ward (Su): As a standard action, the advanced skel-
etal student can create a 10 ft radius field of protective magic
centered on it that lasts for 4. All allies in this area (including
the advanced skeletal student) receive a +2 deflection bonus to
their armor class. The advanced skeletal student can use this
ability 7 times per day.

Combat Gear +1 staff of protection, Other Gear scholar’s out-
fit, spell component pouch

EcoLocy

Environment any

Organization solitary, clique (2-8), class (9-20)

Treasure standard

SKELETAL STUDENT, MASTER CR10
XP 9,600
NE Medium Undead Incanter 10
Init +6; Senses darkvision 60 ft.; Perception +14
DEFENSE
AC 16, touch 12, flat-footed 14 (+3 armor, +2 Dex, +2 natural)
hp 97 (tod6+1d8+55)
Fort +7, Ref +5, Will +9
Immune cold, undead traits
DR 5/bludgeoning
OFFENSE
Speed 30 ft.
Melee destructive blast +7 touch (6d6+5 or 12d6+5 w/ 1 sp) or 2
claws +7 (1d4+2)
Ranged destructive blast +7 touch (6d6+5 or 12d6+5 w/ 1 sp)
Magic
Caster Level 10th (Destruction 12th); MSB +10, MSD 21,
Concentration +14
Tradition Traditional Magic (Drawbacks: Verbal Casting, So-
matic Casting (2), Material Casting, Prepared caster); CAM
Cha
Spell Points 31
Destruction Sphere — DC 21; Range Medium (200 ft.);
Duration Instantaneous, 10 rounds. (energy sphere & ener
gy wall), Target 1 or 10 ft. radius w/ 1 sp, Talents Acid Blast,
Air Blast, Crystal Blast, Energy Sphere, Energy Wall, Explosive
Orb, Extended Range

- destructive blast 6d6 or 12d6 w/ 1 sp (acid blast, air blast,

crystal blast)

- energy wall 120 ft. or 30 ft. radius (1 sp)

- energy sphere (1 sp, 50 ft., 10 rounds)
Time Sphere — DC 20; Range Close (50 ft.); Target 1 or 6 w/
1 sp, Talents Group Time, Ranged Time, Shift Time

- haste (concentration or 10 rounds w/ 1 sp)

- shift time (1 sp)

- slow (concentration or 10 rounds w/ 1 sp)

10 Be careful
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Warp Sphere — DC 21; Range Close (50 ft.) or
Medium (200 ft.) w/ 1 sp; Target Close (50 ft.), 1
or 6 w/ 1 sp; Talents Group Teleport, Ranged Tele-
port, Splinter, Unwilling Teleport

- teleport 5d6 splinter (1 sp: unwilling targets)
STATISTICS
Str 14, Dex 14, Con -, Int 10, Wis 11, Cha 21
Base Atk +5; CMB +5; CMD 17
Feats Cantrips, Counterspell, Empower Spell, Extra Spell
Points (3), Improved Counterspell, Improved Initiative®,
Maximize Spell, Quicken Spell, Sphere Focus (Destruction),
Sphere Focus (Warp)
Skills Knowledge (Arcana) +4, Perception +14, Spellcraft +11,
Stealth +13
Languages Aquan, Common, Draconic, Elvish, Sylvan
SPECIAL ABILITIES
Destruction Specialization
Elemental Wall (Sp): The master skeletal student may create
a wall of energy that lasts for 1o rounds. These rounds do not
need to be consecutive. This wall can be either a wall up to
200 ft long or a ring of fire with a radius of up to 50 ft. One
side of the wall, selected by the student, sends forth waves of
energy, dealing 2d4 points of any energy type matching a blast
type talent it, to creatures within 1o ft and 1d4 points of dam-
age to those past 10 ft but within 20 ft. The wall deals this
damage when it appears and to all creatures in the area on the
skeletal student’s turn each round. In addition, the wall deals
2d6+10 points of damage to any creature passing through it. If
the master skeletal student evokes the wall so that it appears
where creatures are, each creature takes damage as if passing
through the wall. If any 5 ft length of wall takes 20 points or
more of damage by its inverse element (acid for lightning, fire
for cold, etc.) that length disappears.
Intense Magic (Su): Whenever the advanced skeletal stu-
dent creates a destructive blast that deals hit point damage,
add 5 damage. This bonus damage is not increased by Em-
power Spell or similar effects. This damage is of the same
type as the destructive blast.
Movement Burst (Sp): As a swift action, the advanced
skeletal student may move 45 ft in a straight line in any di-
rection. This movement provokes attacks of opportunity as
normal. It may use this ability 7 times per day.
Combat Gear +1 staff of destruction, 1 protection potion (+4
Armor AC for 5 hours), 1 protection potion (+2 Shield AC for 5
hours), Other Gear headband of charisma +2, +2 silken ceremo-
nial armor, scholar’s outfit, spell component pouch
EcoLocy
Environment any
Organization solitary, clique (2-8), class (9-20)
Treasure standard
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THE TEACHERS

weir needas.

Lord Baroden de Fleur (s the professor of both
vedling and. necromancey and (S pervaps, the most infarmous
teacher at Windfell Academy Other teachers are just as
powerful, and many dve reputations just as rotorios, but
only Lord Baroden de Fleur once tried to take over the
worlda.

Lord Baroden de Fleur achieved lichdom after his
ouwn Kingdom was conguered by rials. Licndom, for him,
was not only a route o mmortdlity, but 4so to the poner
that would enable nim to retake nis homeland. He suc—
ceeded i Nis qodl and, refusing to stop there set 1is Sights
for the world. He failed and was presumed destroyed, but
in redlity went nto niding Later the Headmaster found
nim ana offer him a job.

Lord Baroden de Fleur nsists on being called by i

litle rather than "Professor’, and while it's best to use /s
tull name, a8 a Student you dare dllowed to simply call yim
‘Lord Baroden'. He dlso inSists on wearing his house's cere—
monial armor rather than the schools official robes. He's be
far the Strictest teacher ['ve ever had, and yet Somehow
nes dso one of the best, so long as you Aon't mind an
umitigated, chance of death during lecture yall.

Lord Baroden de Fleur dlso rans the school s infirma—
1y, or e closest ting we have o one. If an experiment
or late—night excursion 1as left you in reed of hedling you

I was very nesitant 1o include this Section, Simply because providing Statistics for oneg's teachers seems juvenile;
indeed, T Sometimes seems as if every Stuaent who learvs the Standard bestiary creature Classification metnod won—
aers What would our teacher's Statistics be?’ andk writes up Something 1o That extent. Howeuver 4 With most things
at this sehool, our teacher's true abilities are secret; widtever Kknowledge you think you have that might protect you
it you Should find gourself on the bad Side of one of them s probably Aaned.

1T SNouldn't be a surprise that every Teacher ot TS School (s an archmage or s equivdlent. Most of them were
vandpicked by the headmaster nimself in an effort to recruic the worlds most powerful mwagic users often independent
Of ay Wordls or teaching dbility the teacher might or might not possess. At Windfell, you cannot be sure a teacher won't
qive you Vomenork that could lead 10 your dedth, but you can be Sure that each of them can rewrite redlity to fit

In the end, that's the reason I'm including this section. If you delve the secrets of This school, it's not impossivle you'll
find. yourself on the wrong sidge of one of these teachers. At that time yodll find you have inadiertently angered one of
the most powerful beings in the world, and faulty information about their abilities could get you Kille.

[ have Stated tnis previously but it STl bears repedting: The purpose of tis quidebook (s MOT o encourage idiocy I
you read TS book, decide you Should fight one of the Teachers and Subsequently get yourself Killea, [ will not be held
responsivle. But, If through no fault of your own you end up in a teacher's bad graces and this book qives you the hints
you need in order 1o escapg [ will consider my time writing this book well-spent.

A final word of advice: ot every teacher at This School s a Sociopathic creature of evil, but Aon't let that be the
1eason you put your quard down. Mot everyone wiho chooses evil (s united, vor everyone wWio claims te sige of qood. In te
end, in a world like this one and in a place like Windfell, you can never be Sure wiho could one day end up as your enemy

LorD BARODEN DE FLEUR

can usually qet it from nim in is office after classes and
Ve usually Aoesn't even ask questions, dlthough he's rot reliable
for emergencies; If yodll die without immediate aid but 'S
after office hours, We'd rather just let you dig then bring
you back at a more convenient time.

There (s one final warving [ need o qive you about
Lord Baroden de Fleur: a5 an widead abomindtion turved
teacher, e has no problems messing with the heads of “lesser
creatures .

Winen [ was a Student, there was a classmate of mine
who began meeting with Lord Baroden de Fleur after class
0 eam extra credit. Within a month, tiis Student Started
Spouting off absolute insanity about the Aans of living ethics
and the role of death in the philosopiy of survival of the
fitest and its place as the absolute wordlity. Within  two
montns, e locked nimself in a classroom and tried to enact
a4 ritudl 70 bring about the end of the worla.

After the Headmaster stormed the room and Killed
e Student, a 1ot of us confronted Lord Baroden de Fleur
about what ne'a done to that poor man. Lord Baroden de
Fleur snrugged and told us that Student's mind was weak
and wold have broken one day ayway, S0 4§ a faor o
e world ne'a fed the student fdlse idedas to Speed up the
process. Then e scolded us on our last Test performance and
rold us to get back 1o work
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XP 307,200

Male venerable human lich soulweaver 19

LE Medium undead (human)

Init +3; Senses darkvision 60 ft.; Perception +35

Aura Fear Aura (DC 34)

DEFENSE

AC 31, touch 15, flat-footed 28 (+11 armor, +3 Dexterity, +5 nat
ural)

hp 393 (19d8+304)

Fort +21, Ref +9, Will +16

Defensive Abilities channel resistance +4, rejuvenation; DR
15/bludgeoning and magic; Immune cold, electricity, undead
traits

OFFENSE

Speed 30 ft.

Melee +9 touch (1d8+9 negative energy plus paralyzing touch)
Ranged ghost strike +9 touch (exhaustion or 1d6 negative levels
w/ 1 sp)
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Special Attacks blight (blight, lesion, mind
blight, consume, detonate), channel negative en-
ergy 16/day (DC 34, 10d6, blight), paralyzing touch
(DC 34), bound nexus (DC 34, 290 ft., 16 souls. Bound
nexus powers: aid the dead, blessed soul, channel mas-
tery, curious spirit, ghostpoint, lovelorn soul, siphon
health, summon spirit I, IT, III IV, trap soul)

Magic

Caster Level 19; MSB +19, MSD 30, Concentration
+34

Tradition Mind (Drawbacks: *Emotional Casting, **Rigor
ous Concentration); CAM Cha

Spell Points 41

Death Sphere — DC 34; Range Medium (290 ft.); Target
1 or Close (70 ft.) cone w/ 1 sp; Talents Command Undead,
Drain, Expanded Necromancy, Greater Ghost Strike, Greater
Reanimate (2), Greater Undead, Lingering Necromancy, Ma-
nipulate Undeath, Mass Reanimate, Permanent Undead, Soul
Trap




- ghost strike (command undead, exhausting
strike, manipulate undeath; 1 sp: drain, manipulate
undeath)

- reanimate (76 HD, 19 hours or permanent w/ 2 sp)

Life Sphere — DC 34; Range Touch; Talents Break

Enchantment, Greater Restore, Regenerate, Restore

Health, Restore Movement, Restore Mind, Restore

Senses, Restore Soul, Resurrection, Resuscitate

invigorate +19 temp hp (1 hour)

- cure 6d8+19. (1 sp, restorative cure, resuscitate)

- restore ability drain, blindness, confused, dazed, dazzled,
deafness, exhausted, fatigued, frightened, heal ability
damage, movement-imparing effects, nauseated, other
senses, panicked, shaken, sickened, staggered, stunned,
temporary negative levels (1 sp, 19 rounds, +1 sp: MSB vs
poison and disease, MSB vs magic effects, regeneration)

- resurrection (3 sp and 1 hour, up to 29 days dead, 1 perma-
nent negative level)

TAcTICS

Lord Baroden lets his undead minions do the fighitng for him,

while he uses summoned spirits and draining ghost strikes to

debilitate his enemies from a distance. If forced into close
combat, he relies on his channel energy, paralyzing touch, and
blights to destroy his enemies as fast as possible.

STATISTICS

Str 10, Dex 16, Con —, Int 21, Wis 21, Cha 40

Base Atk +9; CMB +9; CMD 24

Feats Blessing/Blight Mastery, Counterspell, Counterspell

Mastery, Extra Magical Talent (3), Greater Counterspell, Im-
proved Counterspell, Improved Initiative, Light Armor Profi-
ciency, Medium Armor Proficiency, Quicken Spell

Skills Heal +27, Intimidate +37, Knowledge (arcana) +27,

Knowledge (history) +27, Knowledge (planes) +27, Knowledge

(religion) +27, Sense Motive +35, Perception +35; Racial Mod-

ifiers Perception +8, Sense Motive +8, Stealth +8

Languages Common, Dwarven, Elven, Gnome, Halfling,
Infernal, Orc

SPECIAL ABILITIES

Fear Aura (Su)

Creatures of less than § HD in a 6o-foot radius that look at
him must succeed on a DC 34 Will save or become fright-
ened. Creatures with § HD or more must succeed at a DC
34 Will save or be shaken for 12 rounds. A creature that suc-
cessfully saves cannot be affected again by her fear aura for
24 hours. This is a mind-affecting fear effect.

Paralyzing Touch (Su)

Any living creature he hits with his touch attack must suc-
ceed on a DC 34 Fortitude save or be permanently paralyzed.
Break Enchantment or Restore Movement talents from the

Life sphere as well as remove paralysis or any spell that can

remove a curse can free the victim (see the bestow curse spell

description, DC 34). The effect cannot be dispelled. Anyone
paralyzed by him seems dead, though a DC 20 Perception
check or a DC 15 Heal check reveals that the victim is still
alive.

Rejuvenation (Su)

When Lord Baroden is destroyed, his phylactery (which is
hidden by the lich in a safe place far from where he chooses
to dwell) immediately begins to rebuild the undead spellcast-

er’s body nearby. This process takes 1dio days—if his body is
destroyed before that time passes, the phylactery merely starts
the process anew. After this time passes, Lord Baroden de Fleur
wakens fully healed (albeit without any gear he left behind on
his old body), usually with a burning need for revenge against
those who previously destroyed him.

Gear black lotus armor

EcoLocy

Environment any (Windfell Academy)

Organization solitary or class (Lord Baroden de Fleur plus
3-10 master skeletal students)

Treasure Double (black lotus armor and other treasure)

NEw DrAWBACKS AND MINOR ARTIFACT

*Emotional Casting

Your magic requires heightened emotional states of mind to
use. When subject to a non-harmless magical effect that in-
vokes an emotion (such as fear effects, spells with the (emotion)
descriptor, or charms such as Fear or Hostility) you are unable
to use magic.

**Rigorous Concentration

Your magic requires intense amounts of concentration to use.
When making a concentration check (such as to cast defen-
sively or while taking damage), the DC increases by +10. You
may increase the casting time by one step to take extra time
focusing and negate this penalty.

BrAcK LoTUs ARMOR

This black suit of armor was gifted to the founder of the house of de
Fleur by the spirits of the dead as a sign of bis right to rule.

Aura strong Death; CL 20th; Slot armor; Weight 30 lbs
DESCRIPTION

This +5 ghost touch armor functions as a breastplate, and allows
the wielder to interact freely with incorporeal creatures, touch-
ing them, affecting them with magic, and being touched by
them as if they were corporeal.

DESTRUCTION

The armor can only be destroyed by returning it to the shaman-
istic spirits who first gifted it to mortals.

Winterlyn's Mote: As the overseer Of vedling services
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PROFESSOR CLIK

Professor Clik does not like answering questions about
ver past. She doesn't even like acknowdedging sne's a clock—
work automdtion. She insists that she s a female havanoid if
asked, and if pressed, will Say that she built herself with ro
explandgtion of now This claim could be true.

As for how she came to the school, [ have it on qood
autnority that she Simply appeared one day, asking for a job.
The headmaster nterviewed her for 6 nours before emerging
0 say She was nired.

Professor Clik (s one of the most versatile professors at
e School, Teaching the wagic of creation and enhancement,
as well as magic item creation, and Time manipulation. As a
teachen Professor Clik is dlien and matervdl, she (s very
caring i most Situdtions, but then will forqetr thar her
STUAents are mortals with physical needs, and nas been
known to drive Students 1o exhaustion by mistake Auring
aerentions.

Professor Clik (s fascinated by creations both magi~
cal and. mechanicdl, and she s aways building Someting
in ner time between classes. In fact, ver lessons tend
0 be dictated wore by wihdtever sne's working on
at the moment rather than the actudl reeds of the
Students. Likewise, ner detentions tend to be more
dedicated, 1o doing the warudl labor she needs done,
raner tan actudlly punishing, teaching or othernise
seeing 10 the needs of the Students. I'm not sure
why She decided o Teach vor whar made her
cnoose Windfell academy but clearly ver priority s
ner oum Work and research ratner than impar'ting
knowledae 10 the rnext generation.

1T would be an understatement to Say Pro—
fessor Clik is an oddity. ITs rare erough to even
see a clockwork automadtion, let alone ones with
madical prowess, let alone ones wno so emphatically
declares nerself o be a numanoid femdle. Homever,
you dlso won't find another teacher that s quite
so motherly (at least wihen sne's nor forgetting
ver students need food and Sleep). While she
AoesN't want 1o Aiscuss ver own Aistant past, she
is more than willing to trade stories of her ex—
periences Siice coming o the Scnool, and foves to
qive adiice and care 10 Stuaents i need.

Homever I She (s matermal Towards Students,

nis pdles in comparisson o her treaiment of her
own mechanical creations. I believe she truly sees them

as being ner own children, even qoing So far 48 to read
em Stories at night, even if they hawe not been activated
in ofder to near them. Wnether this (s a result of observ—
ing and emulating motnerly interactions, or a8 a result

of the woman's Soul she obuviously nouses in her
clockunork body sne (s a welcome source of

mrture in e Scnool.
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PRroOF. CLIK CR20

XP 307,200
Female (clockwork automaton) human incanter 20
NG Medium construct (augmented human, clock-
work)
Init +4; Perception +24
DEFENSE
AC 31, touch 19, flat-footed 27 (+7 armor, +5 deflection, +4
Dex, +5 shield)
hp 352 (20d6+280)
Fort +24, Ref +15, Will +21
DR s5/bludgeoning; Immune ability damage, ability drain,
bleed, disease, energy drain, fatigue, exhaustion, non-lethal
damage, paralysis, poison, sleep, stunning; Resist 5/cold, 5/
fire; Weaknesses clockwork body, mind and soul
OFFENSE
Speed 30 ft.
Melee 2 slams +13 (1d4+3) or destructive blast +13
touch (10d6 or 20d6 w/ 1 sp, 1’s and 2’s are 3’s)
Ranged mage cannon +18/+13 (1d10+3/x4) (with
+5 ammunition: +20/+15, 1d10+5/x4, w/energy
blade)
Special Attacks grit (1/4)
Magic
Caster Level 20; MSB +20, MSD 31,
Concentration +33
Tradition Artificery (Boons: Easy Focus;
Drawbacks: Focus Casting (sul magickas),
Wild Magic, +Destructive Touch (De-
struction)); CAM Int
Spell Points 29/33
Creation Sphere — DC 33; Range
Medium oo ft.); Duration concen-
tration or 20 hours w/ 1 sp, Talents
Change Material, Create Materials,
Distant Creation (2), Divided Cre-
ation, Expanded Materials, Exqui-
site Detail, Forge, Greater Repair,
Larger Creation, Lengthened Creation,
Permanent Change, Potent Alteration
- create 26 Small objects, 52 Small
objects w/ 1 sp (1 sp, 2 sp: create ma-
terials)
- change material (1 sp, 2 sp: perma-
nent)
- destroy 1d4+13 (1 sp: Potent Alter
ation)
- forge (1 sp)
- repair 1d6+26 (1 sp: Potent Alter
ation)
Destruction Sphere — DC 33; Range
touch; Talents Crafted Blast, Energy
Blade
- destructive blast (10d6 or 20d6 w/ 1
sp, I's and 2’s are 3’s)
Enhancement Sphere — DC 33,
Range Medium (300 ft.), Dura-
tion concentration +2 rounds or




3 hours 20 minutes w/ 1 sp, Talents Animate
Objects, Bestow Intelligence, Bestow Life, Crip-
ple, Deep Enhancement, Energy Weapon, Harden,
Lingering Enhancement, Mass Enhancement, Mental
Enhancement, Physical Enhancement, Ranged En-
hancement (2), Steal Senses

- enhance (cripple, equipment, harden, mental, physical,
steal senses; I sp: animate object, bestow intelligence; 3
sp, bestow life

Protection Sphere — DC 33; Duration 20 hours (aegis),
concentration or 20 rounds w/1 sp (ward),; Range touch (ae-
gis) or personal (ward); Talents Armored Magic, Resistance

- aegis (1 sp, armored (2), deflection, resistance)

- barrier 110 ft. radius, barrier 24 hp, break 25 DC (ward)
Time Sphere — DC 33, Range Medium (oo ft.), Target 1
or 11 w/ 1 sp, Talents Eject, Group Time, Improved Haste,
Ranged Time (2), Steal Time, Time Freeze

- eject 20 rounds (1 sp)

- bhaste +1 att., AC and Reflex, +30 ft. (concentration or 20

rounds w/ 1 sp)

- slow (concentration or 20 rounds w/ 1 sp)

- steal time (1 sp)

- time freeze 30 ft. radius (1 sp)
Tacrics
Clik uses the following aegis on herself every day, which are al-
ready taken into account in her statistics above: Armored Aegis
(armor and shield), Resistance, Deflection.

In combat, Clik will create a host of objects to fit the situation,
then animate them to attack her enemies, while she stacks
enhancements and time effects on the battlefield from a dis-
tance. If forced to attack, she will use her 7age cannon and En-
ergy Blade to terrible effect.

Base Statistics
‘When not given time to prepare or when all of her aegis are

dispelled, Clik’s statistics are AC 14, touch 14, flat-footed 10;

Fort +20, Ref +11, Will +16

STATISTICS
Str 17, Dex 19, Con —, Int 36, Wis 18, Cha 11
Base Atk +10; CMB +13; CMD 25
Feats Amateur Gunslinger (Quick Clear), Counterspell,
Counterspell Mastery, Craft Construct, Craft Magic Arms
and Armor, Craft Wondrous Item, Exotic Weapon Proficien-
cy (Firearms), Extra Magic Talent (10), Forge Ring, Improved
Counterspell, Gunsmithing, Quicken Spell, Weapon Focus
(pepperbox rifle)

Skills Appraise +36, Craft (mechanical, weapons, jewelry)
+36, Disable Device +33, Escape Artist +24, Intimidate +20,
Knowledge (arcana, engineering, planes) +36, Linguistics +36,
Perception +24, Sense Motive +24, Sleight of Hand +24, Spell-

craft +36, Use Magic Device +20
Languages Abyssal, Aklo, Aquan, Auran, Boggard, Celestial,

Cheru, Common, Cyclops, Dark Folk, Draconic, Dwarven,

D’zeriak, Elven, Giant, Gnome, Goblin, Gnoll, Grippli, Hal-

fling, Ignan, Infernal, Necril, Orc, Protean, Sphynx, Sylvan,

Tengu, Terran, Treant, Tutulani, Undercommon, Vegepygmy
SQ inorganic functioning, integration, intelligent design,
maintenance, windup key, deeds (quick clear)

SPECIAL ABILITIES

Clockwork Body (Ex)

Clik has vulnerability to electricity and acid, suffering 150%
damage from such sources. If for some reason she is immune
to this damage, electrical damage instead makes her dazed for
1d4 rounds (no save), while acid damage makes her entangled
for 1d4 rounds (no save).

In addition, Clik is susceptible to spells and sphere talent abil-
ities that affect metal, and in turn is considered a ferrous crea-
ture. A successful rusting grasp spell or similar sphere talent or
ability will, in addition to damage, leave her staggered for 1d4
rounds (no save).

If targeted by a grease spell or similar sphere talent ability gains
the benefits of the Improved Haste talent from the Time
sphere for 1d4 rounds.

Inorganic Functioning (Ex)

Clik can only be repaired by sphere talents or abilities such as
Potent Alteration, or spells that affect the construct type such
as rapid reparr. In addition she is not subject to massive damage,
nor subject to the rules for damaging items.

If Clik reaches o HP or below, she will cease functioning and
is treated as unconscious. Additional damage may be inflicted
while Clik is unconscious, but she cannot be truly destroyed by
normal means. Clik may be restored by use of the make whole
spell, the Craft Construct feat, or other repair spells for con-
structs. If a method other than the Create Materials and Fab-
ricate advanced Creation talents is used, the repair consumes
an additional 2,000 GP in material cost, plus an additional 500
GP in for every hit point below o and will leave Clik at 1 HP.
All repairs must be performed no later than 20 days, otherwise
the cost increases to 6,000 GP in materials and 1,000 GP for
every hit point below o. Some aspect of Clik must be present
for repairs to commence, and once restored additional parts
not used in the restoration go inert. Clik can be reincarnated
once below o hp, provided the spirit is willing.

If she has been melted down or reduced to dust by disintegrate
or a similar spell, sphere talent or ability;, her soul is unbound
from Clik’s body and she dies, as per organic creatures in the
same state. Clik may only be brought back by a carefully word-
ed wish or miracle spell, provided her spirit is willing, at which
point the automaton is restored back to life in full condition
with no extra cost or penalties.

Integration (Ex)

Clik can incorporate worn equipment (such as armor, necklac-
es, or rings) into her body. This procedure prevents her items
from being targeted by spells or abilities, but does not negate
any penalties from wearing the item (such as armor check pen-
alties, maximum dexterity/speed from confining armor, or any
penalties from wearing armor without appropriate training).
All ‘slots’ with an integrated piece of equipment are still con-
sidered used, and she cannot wear additional items (such as two
amulets, three rings, or so on) unless normally permitted. Inte-
grating a piece of equipment involves four hours of work, does
not destroy the item, and cannot be completed by Clik herself.
Removing an integrated item involves four hours of work. Clik
has the following items integrated:

- Ring of Destruction (sul magicka)
- Ring of Creation (sul magicka)
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- Gloves of Destruction (sul magicka)

- Belt of Protection (sul magicka)

- Glasses of Time (sul magicka)
Intelligent Design (Ex)
Clik uses her Intelligence modifier instead of Constitution to
determine her hit points and Fortitude saves.
Maintenance (Ex)
‘While not requiring food, drink, or sleep, Clik requires peri-
odic maintenance to her body. This process takes one hour of
time and involves cleaning components, adjusting fit of gears
and repairing any damaged parts, and reapplying lubricants.
This requires an hour of time and a Disable Device (DC 15).
Failure results in needing to repeat the task. Clik may do this
procedure to herself, but the difficulty of the Disable Device
(DC 25) rises and an additional Sleight of Hand (DC 25) check
is required due to the difficulty of reaching parts.
Maintenance must be performed once per month. For every
two months without maintenance, Clik takes a -1 penalty to all
attack rolls, saves, and checks, persisting until maintenance is
performed. If Clik goes more than one year without mainte-
nance she will shut down as if unwound, and will not be able to
be restarted until maintenance is performed.
Mind and Soul (Ex)
Clik is a fully intelligent, ensouled creature, and thus lacks the
immunity to mind-affecting spells and abilities of the construct
type, including morale bonuses or penalties. Clik is also vul-
nerable to spells and sphere talents or abilities that rely on a
soul, such as astral projection or soul bind. No other necromantic
and Death sphere abilities or effects may affect her as per the
construct type.
Sul Magickas (Su)
Clik uses items of power (called ‘sul magickas’) as
her focus for her Focused Casting drawback. These
function similarly to magic items, except that they
are powered by her aura. Clik has a different sul
magicka for each sphere she possesses. Clik can
only use a sul magicka that she has created her-
self. Should Clik lose a sul magicka, she can
spend 8 hours crafting a new one.
Windup Key (Ex)
Clik is powered by a complex clockwork
spring-driven design and requires peri-
odic winding. Winding is achieved by
placing her unique key into a specially de-
signed slot and turning it constantly for 10
rounds, this action provokes an attack of
opportunity. If the winding process is interrupt-
ed, all previous rounds of winding are lost and the
process must be restarted. If the key is missing,
Clik can be wound with a successful Disable Device
(DC20). The winding will provide Clik twenty days
of operation. When Clik runs down, she becomes
unconscious, and will persist as such indefinitely un-
til rewound, at which point it will become active again
with no knowledge of passing time.

EcoLocy

Environment Any (Windfell Academy)
Organization Solitary, Collective (Clik plus ani-
mated objects)

Treasure double (nage cannon plus other treasure).

NEw MINOR ARTIFACT

AGE CANNON

This impossible combination of machine and magic is said to have
been a throwaway invention of Noresche, the mad god of artificery.
Aura strong Enhancement; CL 20th; Slot none; Weight
15 Ibs

DESCRIPTION

This +3 greater reliable greater lucky pepperbox rifle is tuned for
use by casters. As a free action, its weilder may spend 1 spell
point to cause one of the following to happen:

- The mage cannon fills itself with 4 shots of +5 ammunition.
This amunition cannot be removed from the 7zage cannon,
and must be used within 20 minutes or disappear.

- The mage cannon gains one of the following special weap-
on qualities for 20 minutes: corrosive burst, flaming burst,
icy burst, shocking burst. The mage cannon cannot have more
than one of these weapon qualities active at a time; gain-
ing another of these weapon qualities replaces the first.

- The mage cannon gains the speed special quality for 20
rounds.

DESTRUCTION
If the Mage Cannon is used to kill the High Priest of Nore-
sche, it will lose all its magic.
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1t should come a4 a Surprise 1o none of you
that Professor Daemen s a black wiicor, but it
MUgNT 1oL be 0bviouS 10 you WGt That mMearts.

Black unicorvs are an enigma, to Say the least.
Wiile they are not uieard of they are extremely
rare, moreso because the fews that are borm are usually
ariven out and Killed by the otner wicorvs before ey
can be revedled 1o the world.

A black wnicorn (s a complete inverse of everything
wat wakes a uiicorn a wnicom. Where  unicorns are So
connected 1o qooaness it becomes a part of tieir very being,
black unicorns dare just as profoundly convected to the forces
of evil. Wiere unicorvs barely abide non—femdle numanoids,
black wnicorns actudlly prefer the company of males.

In the case of Professor Daemen, e left the grove
where ne was bom ar a very early aqe cnoosing instead To
lie among humans; a controversial choice, even for a back
unicorn.

Professor Daemen made 4is living by selling his madgical
alents 1o local thieves and assassivis, joining nis local criminal
quiles and quickly rising  through the ranks, all the while
Supplementing Nis natural wagic. With as much arcane Study
as ne codld find. Homever uhen the neadmaster found nim
and offered nim a job, he left e left a life of crime and
came 10 the school instead, and nas been teaching
ever Since.

Professor  Daemen (s a  ery
worldly creatare, especially for a uni—
com. He s comfortable around both
male and femdle  nuvanoids, and
nas a cool head and  aisposition,
awen wen  angered. Wnile  rone
of our teachers codld be
callea uninzelligent,

Professor  Daemen

s far and above the most calcu—

lating teacher I've ever had, sometimes

aven Stopping reqular education n order

[0 nstead teach a lesson abodt cuning ands
planving claiming (t o be juSt as important as
magical capacity wihen taking care of our futures
a8 WIZards.

By nis own admittance in one of my classes,
Professor Daemen Still maintains several criminal  con—
acts from 0is old lifg, and it (s an open Secret that Stu—
aAents in need of funds, jobs, or contacts hae been able o
find. them by asking Professor Daemen for help. However
it (S dlso an open Secret that Sometimes, i a Student qoes
missing, (€S because they made a dea with Professor
Daemen's contacts and weren't able 1o Fulfil
weir end of the bargain. In e end,
knowing the Professor is not a sufficient

PROFESSOR DAEMEN

Sodrce of protection umen dedling with the criminal organi—
Zations e can put you contact with. Do MOT qo asking nim
for favors or did unless you are truly willing to flive with e
CONSeqUences.

A findl note of advice: do ot ask 100 many gquestions
about the black cloak Professor Daemen wears. It's a momen—
0 of Nis first life among the unicorvs, and is apparently very
dear 10 nim. Mot only will e not Share any information with
you about i, but just asking will make you a tarqet worthy
OF Scrdting in /iS ook, which (s never a qood thing

PrOF. DAEMEN CR20
XP 307,200
NE Large magical beast

Init +6; Senses darkvision 120 ft., detect good, low-light vi-
sion, scent; Perception +28

DEFENSE

AC 30, touch 27, flac-footed 24 (+12 deflection, +6 Dex, +3 natu-
ral, -1 size, +3 vs good creatures)

hp 210 (20d10+100)

Fort +29, Ref +24, Will +29; +3 vs good

Immune charm, compulsion, poison; SR 31

OFFENSE

Speed 6o ft.

Melee gore +27 (1d8+7), 2 hooves +24 (1d3+3); +3 vs good crea-
tures
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Ranged bludgeon +32 (3d6+12)

Space 10 ft., Reach s ft.

Special Attacks powerful charge (gore, 4d8+14), Hide in Plain
Sight (darkness)

Macic

Caster Level 20; MSB +20, MSD 31, Concentration +32
Tradition Unicorn Magic (Boons: Easy Focus; Drawbacks: Fo-
cused Casting (horn), Magical Signs; CAM Cha

Spell Points 31/32

Dark Sphere — DC 32; Duration concentration +2 rounds
or 20 minutes w/ 1 sp, 20 hours (meld); Range Medium (300
ft.); Talents Clearsight, Disorienting Darkness, Feed on Dark-
ness, Hide in Darkness, Hungry Darkness, Lingering Darkness,
Thick Darkness

- darkness 60 ft. radius (disorienting, hungry, thick)

- feed on darkness (meld, 1 sp, 20 minutes)

- meld (1 sp, clearsight, hide in darkness, feed on darkness)
Light Sphere — DC 32; Duration 20 minutes; Effect bright
light 8o ft.; Range Medium (300 ft.), Talents Area Glow,
Black Light, Blinding Light, Bound Light, Revealing Light,
Searing Light

- glow (blinding light, bound light, revealing light, searing

light)
Telekinesis Sphere — DC 32; Range Close (75 ft.); Talents
Dancing Weapon, Flair

- bludgeon +32

- catch

- telekinesis Gargantuan, 40 ft., 22 AC, 42 CMD (1 sp: hostile

lift, sustained force)
Warp Sphere — DC 32, Range Medium (300 ft.) or Long
(1,200 ft.) w/ 1 sp, Target Close (75 ft.), 1 or 11 w/ 1 sp, Tal-
ents Distant Teleport, Emergency Teleport, Extra Dimension-
al Room, Group Teleport, Quick Teleport, Ranged Teleport,
Splinter, Unseeing Teleport, Unwilling Teleport

- bend space (extradimensional room)

- emergency teleport 55 ft., +10 AC, Reflex (1 sp)

- teleport splinter (10d6) (1 sp each: move action, unwilling,

unseeing)
TAcTiCs
Professor Daemen begins each day by plancing his Hide in
Darkness meld onto himself. During combat, he will hide
himself and create places of focused danger, overlapping his
light and dark effects to create deadly spaces and using bound
light, the Warp sphere, and his telekinesis to keep his enemies
trapped within those spaces.
‘When the above tactic fails, he will simply attack enemies with
his horn or use telekinesis with Power Attack to knock his ene-
mies together.
STATISTICS
Str 24, Dex 23, Con 21, Int 16, Wis 21, Cha 34
Base Atk +20 ; CMB +28; CMD 44
Feats Counterspell, Extra Magical Talent (5), Multiattack,
Power Attack, Quicken Spell, Weapon Focus (horn)
Skills Intimidate +25, Knowledge (arcana) +21, Perception +28,
Sense Motive +28, Spellcraft +23, Stealth +36, Survival +5 (+8 in
forests); Racial Modifiers +4 Stealth, +3 Survival (in forests)
Languages Aklo, Common, Sylvan, Undercommon
SQ forest travel, magical strike, wild empathy +38
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SPECIAL ABILITIES
Forest Travel (Su)
Once per day while inside his territory, Daemen
can teleport itself and up to 6 other Medium sized
or smaller creature without miss-chance as a standard
action to any other part of the territory. The size of a
territory may not exceed 50 square kilometers (roughly
20 square miles). It takes one month to become familiar
enough with an area to use this ability after changing the
territory.

Magic Circle against Good (Su)

Summoned good creatures cannot get within 10 ft. of Dae-
men (unless Daemen initiates the movement). Additionally,
Daemen and all creatures within 1o ft. of it gain the benefits
of the hallow word (evil), using Daemen’s HD as its caster level.
Magical Strike (Ex)

Daemen’s gore attack is treated as a magic evil weapon for the
purposes of damage reduction.

Wild Empathy (Su): This works like the druid’s wild empa-
thy class feature, except Daemen has a +6 racial bonus on the
check.

Gear cloak of the unseelie court

EcoLocy

Environment any (Windfell Academy)
Organization solitary

Treasure Double (c/oak of the unseelie court, other treasure)
NEw TALENTS AND MINOR ARTIFACT

New Light Sphere Talent

Black Light

As a free action Daemen may cause any glow within 300 ft.
to shed non-visible light. While shedding non-visible light, a
glow does not outline a creature with light, impose a Stealth
penalty, or increase light levels within its radius. However,
(light) talents applied to the glow still function as if it was
shedding light in its normal area.

A glow shedding non-visible light functions normally in even
magical darkness and does not hinder the function of magi-
cal darkness in the same area. No magical skill check is made
when a glow under the effects of Black Light interacts with
magical darkness.

CLOAK OF THE UNSEELIE COURT

This black mantle draped upon Daemen’s shoulders was a gift from
Queen Mab in return for his many services.

Aura strong Fallen Fey; CL 20th; Slot shoulders; Weight
1lb

DESCRIPTION

This cloak grants its wearer a +10 competence bonus to
Stealth checks, as well as the benefits of unearthly grace, add-
ing their Charisma modifier as a racial bonus on all their sav-
ing throws and as a deflection bonus to their Armor Class.
DESTRUCTION

The Cloak of the Unseelie Court can only be destroyed by
returning it to the darkest corner of the Faerie realm where
it was made.




Professor Fexmet is a ferret and was once
e pet of a wizard, who gave nim intelligence to
serve as a makesnifc familiar In the end, though,
Professor Fezmet defeatd Mis old master n a magic
auel and Strack out on nis own. From then on began
a tale I'm wore than sure Professor Fezmet would love
0 Share Win you Sometime of gathering madgical Secrets,
meeting with Kings and emperors, and geverdlly traveling
e worla.

As an awakened animal, Professor Fezwer moved
nrough Society in Secret, working as a diviner and adi/iser
for more prolific casters in exchange for favors. Eventually he
was discovered by the Headmaster, wino nired nim to teach
divination, fate, and telekinesis, nis three specialties.

Professor Fezmet (s not a trained madician nimself hav—
ing leared most of nis own wagic from Stolen books and
observing the wizard who gae him intelligence. Despite this
lack of formdl schooling Professor Fezmet (s a master of
secrets and an unparalleled diving;, wino possesses many con—
nections not only 1o ponerful beings on the material plane but
4alSo 70 IMporTant creatdres from many other planes.

Wnile I wish [ could believe that every Student comes
0 Windfell Academy Strictly in pursuic of academic krowi—
edqe, I Know that for wany, madgic (s only a route 1o greater
poner For these Students, Professor Fezmet's small Stature
and animal body, combined. with nis posicion as a teacher of
Al/ingtion, mignt lead them to underestimate nim, Aismissing
nim as neak.

[ conmnot Stress 1o you enough just hows foolish it
would be to take such a position. Professor Fezmet is one
of the most ntelligent creatures in the wultiversg and he
nas Aestroged Vis fair share of powerful foes many of them
in public auels. Professor Fezmet plans ten moves in advance
when facing an enemy in a duel, and often nis gredtest
weapon nas proven to be Nis enemy's overconfidence.

Note: Wile e (s intelligent enougn to use nis ap—
pearance 1o Trick otners, e s not without emotional Scar's

in regard to it. [f ne Senses that a Student (s qiving him
ayTning 1ess than absolute respect, ve will often leap up
and bite their face. Don't be too discouraged i this hop—
pens 1o you, NS (S NS way Of SNapping qou out Of your
aASSUmMpLions.

If e really hated you, you would Simply disappeat:
XP 307,200
N Tiny magical beast (augmented animal)

Init +8; Senses darkvision 60 ft., low-light vision, scent; Per-
ception +39 (+54 vs invisible/ethereal)
DEFENSE

AC 27, touch 26, flat-footed 13 (+5 Dex, +2 dodge, +7 insight,
+I natural, +2 size)

hp 255 Godro+90)

PROFESSOR FEZMET

Fort +28, Ref +33, Will +24; +7 Will saves vs Illusions
Defensive Abilities always prepared, uncanny dodge
OFFENSE

Speed 20 ft., climb 20 ft.

Melee bite +42 or +50 if last in the initiative count (1d3+6 plus
attach)

Ranged bludgeon {miniature mountain} +50 (3d6+20)

Special Attacks Attach

Magic

Caster Level 15; MSB +30, MSD 41, Concentration +43
Tradition Street Magic (Drawbacks: +Neutrality (Fate)); CAM
Int

Spell Points 35/43

Divination Sphere — DC 30; Duration concentration or 30
hours (sense); Range 250 ft.; Talents Detect Scrying, Divine
Knowledge, Foreshadow, Ghost Sight, Read Omens, Scrying,
See Hazard, Sense Magic, True Seeing, True Sight, Viewing

- divine (alignment, magic; 1 sp: viewing; 2 sp: read omens,
scrying; 3 sp: divine knowledge)

- sense (1 sp: detect scrying, foreshadow, ghost sight, read
magic, see hazard, sense magic, true sight; 2 sp: true see-
ing)

Fate Sphere — DC 30; Range Close (60 ft.) or personal w/ 20
ft. radius; Target 1 or 8 w/ 1 sp (word); Talents Curse, Echoing
Word, Harm, Truth

- curse (word, 1 sp)

- harm (word, concentration or 15 rounds w/ 1 sp)
serendipity +1 to allies (consecration, concentration or 15
rounds w/ 1 sp)
truth (word, concentration or 15 rounds w/ 1 sp)
Telekinesis Sphere — DC 30; Range Close (60 ft.); Target
Gargantuan (divided mind); Talents Dancing Weapon, Divid-
ed Mind, Flair, Flight, Powerful Telekinesis

- bludgeon +50

- catch

- telekinesis, 35 ft., 23 AC, 38 CMD, (1 sp: flight, hostile life,
sustained force)
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TACTICS

EcoLoGy

Each day, Professor Fezmet casts the following Divination sense
talents or abilities upon himself, which are already taken in
account to their statistics above: Detect Scrying, Foreshadow,
Ghost Sight, Read Magic, See Hazard, Sense Magic, True See-
ing, True Sight. In addition to the effects granted by the talents
themselves, Fezmet gains all the following enhancements de-
pending upon the number of senses active:

- Insight bonus to attack, damage, and AC equal to num-
ber of senses (max +7), a resistance bonus to saves equal to
number of senses (max +8)

Professor Fezmet uses telekinesis to knock his enemies togeth-
er, using Pirahna Strike for added damage, and using his mznia-
ture mountain as needed, occassionally increasing it to Colossal
size and drop it on targets if necessary. He uses his Curse and
Pain, and Harm words to kill his enemies quicker and keep
them from attacking him.

Base Statistics

‘When not given time to prepare or when all of Fezmet’s senses
are dispelled, the ferret’s statistics are Init +5; AC 22, touch 21,
flat-footed 18; Fort +20, Ref +22, Will +16; no bonus to Will
saves vs Illusions; Defensive Abilities no uncanny dodge;
Melee bite +35 or +43 if last in initiative order (1d3-1 plus at-
tach); Ranged bludgeon [miniature mountain} +43 (3d6+13);
CMB 27; Skills no bonus to Perception checks vs invisible or
ethereal creatures

STATISTICS

Str 8, Dex 20, Con 17, Int 37, Wis 23, Cha 20

Base Atk +30; CMB 34; CMD 63

Feats +Augur of Combat, Counterspell, Counterspell Mas-
tery, Extra Magical Talent (5), Improved Counterspell, Pirahna
Strike, #Practiced Seer, *Precognicient Protection, *Precog-
nicient Resistance, *Precognicient Smite, Weapon Finesse
Skills Appraise +23, Disable Device +25, Knowledge (arcana,
dungeoneering, engineering, geography, history, local, nature,
nobility, planes, religion) +43, Perception +39 (+54 vs ethereal or
invisible creatures), Sense Motive +36, Spellcraft +43, Use Magic
Device +35

Languages Abyssal, Aklo, Aquan, Auran, Celestial, Common,
Draconic, Dwarven, Elven, Ignan, Infernal, Sylvan, Terran, Un-
dercommon

SPECIAL ABILITIES

Attach (Ex)

‘When Fezmet hits with a bite attack, he automatically grapples
his foe, inflicting automatic bite damage each round.

+Augur of Combat (Ex)

Any round in which Fezmet acts last in the initiative count, the
ferret uses his Intelligence for attack rolls in place of Dexterity:.
#Practiced Seer (Ex)

Fezmet uses his magic skill bonus (MSB) in place of caster lev-
el for the purposes of determining the duration of Divination
(sense) talents or abilities he casts.

*Precognicient (Su)

Fezmet may dismiss a sense talent or ability as an immediate
action to gain one of the following abilities:
- Cause a critical hit against Fezmet to become a regular hit
- Reroll a failed saving throw
- Ignore 35% miss chance for 1 round
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Environment any (Windfell Academy)
Organization solitary
Treasure double (miniature mountain, other treasure)

Niw MINOR ARTIFACT

INIATURE M OUNTAIN

The miniature mountain appears to be a small, ordinary rock, but
with a word it can change to be a boulder of great size.

Aura strong Creation; CL 20th; Slot none; Weight o.1 Ibs.
DESCRIPTION

The miniature mountain is a Fine-sized stone object, but as a
Swift action its owner can tell the mountain to change itself
to be any size up to Colossal. The miniature mountain has its
weight increased by x8 for every size category it is above Fine.
If thrown by hand and grown in size before landing, the minia-
ture mountain is treated as a thrown weapon with the following
damage by size: Medium 1d8, Large 2d6, Huge 3d6, Gargantuan
4d6, Colossal 6d8.

A creature must possess the miniature mountain for 24 hours
or its previous owner must be dead before they can become
its owner. The command must reach the mzniature mountain to
make the change (the owner must shout if the miniature moun-
tain is not close). The miniature mountain cannot grow larger
than its surroundings, meaning it cannot be used to break a
stomach or building by growing from the inside.
DESTRUCTION

The Miniature Mountain can be destroyed by throwing it into
the heart of a volcano.

Regarding

e wask: [ do

not know why he

wears it, and as far as [

con tell, it 't madical at all. Per—

sondlly I believe it has to do with

earming respect; SWort of  polymorphing  himself

Mo a  humanoid, which I'm gquite Sure e wodld refuse

o do theres little he can do to be taken seriously by

ose wHo refuse To See vim as more than an animdl. 7he

mask, nowever places a barrier between nim and the rest

of the world, it qives nim control over what he projects

10 e world, and gies people Sometning to rotice beyond

nis species. If there is a better or more personal reason
bening, the mask, I do not know it



Geemet the qoblin (s an old persovdl friend of
e Headmaster, wino retired from a life of dun—
qeon—delving 1o become the school's caretaker

Some may wonder wihy in the midst of so many
paraqons of waqic, [ have taken the time o provide
informetion on the Scnools careraker There are a few
reasons for o,

First: While Gieemet may not teach classes and con—
1ot command the cosmos tnemselves, ve (s Still an inteqral
part of the school. He Keeps the grounds clean, ne Keeps
e Test credtures n ling and ne oversees many other aspects
of ddily life, withour which the School codld ot function.

Second: Geemer s a gear source of did for the
troubled: student. In all my time at Winafell, I rever hknew
Geemer o treat a Student harshly and he has often provid—
ed e with adiice or a listening ear wien I regquired either

Third: Gieemet is much more dangerous than you redlize.
If you inSist on looking down on nim for nis lack of magic,
you 4o So gt your omm (isk.

XP 9,600
Male middle aged goblin unchained rogue 12
N Small humanoid (goblin)

Init +5; Senses darkvision 60 ft.; Perception +18
DEFENSE
AC 16, touch 16, flat-footed 11 (+5 Dex, +1 size)
hp 81 (12d8+24)
Fort +6, Ref +13, Will +9
Defensive Abilities danger sense +4, improved evasion, im-
proved uncanny dodge
OFFENSE

GEEMET THE CARETAKER

Languages Common, Goblin, Draconic

SQ rogue talents (coax information, survivalist, certainty (2/
day each, Stealth, Disable Device), stealthy sniper, improved
evasion), rogue’s edge (Stealth, Disable Device), trapfinding +6

Gear sticky

EcoLocy

Environment any (Windfell Academy)

Organization solitary

Treasure standard (szicky and other treasure)

Niw MAGIC ITEM

STICKY

This intelligent dagger was forged by ancient cultists for a great pur-
pose, and was named ‘Maelia Tor’. Now, Geemet calls it sticky’, and uses
it to pick dirt from bis boots.

Aura strong Enhancement; CL 9th

Slot none; Price 48,700 gp; Weight .5 Ibs.

STATISTICS

Alignment N

Senses 120 ft., blindsense

Int 11, Wis 10, Cha 10, Ego 9

Communication Speech

Languages Common

Special Purpose destroy all magic users; Dedicated Power
+5d6 damage vs magic users

DESCRIPTION

This Small-sized +3 returning dagger has a solid black blade, and
was forged to rid the world of all magic users, divine and ar-
cane, to make way for the return of the Great Old Ones. It was
lost for thousands of years, until it was discovered by Geemet
on one of his youthful adventures. Now, the caretaker keeps it
around in case the Headmaster needs a teacher or student put
down.

Speed 30 ft.
Melee sticky +18/+13 (1d3+8, +5d6 vs spellcasters)
Ranged sticky +18/+13 (1d3+8 +5d6 vs spellcasters)
Special Attacks debilitating injury (bewildered -6, disori-
ented -6, hampered), finesse training (daggers, short swords),
sneak Attack +6d6, Point Blank Shot
Tacrics
Geemet hates combat. When forced into it by his job, he
attacks from the shadows as much as possible, sniping with
his dagger, sticky, as he suffers no penalty to Stealth when
sniping. If forced into open combat, he uses Combat Exper-
tise and Improved Feint constantly.
STATISTICS
Str 10, Dex 20, Con 14, Int 13, Wis 16, Cha 10
Base Atk +9; CMB +8; CMD +23
Feats Combat Expertise, Dilettante, Improved Feint, Iron
Will, Point Blank Shot, Weapon Finesse, Weapon Focus (dag-
ger)
Skills Acrobatics +10, Appraise +7, Bluff +15, Climb +8, Dis-
able Device +20, Escape Artist +12, Handle Animal +10, Heal
+15, Knowledge (arcana, nature, geography) +5, Knowledge
(dungeoneering, local) +8, Perception +18, Sense Motive +12,
Survival +18, Stealth +28, Swim +8; Racial Modifiers Stealth
+4, Ride +4

CONSTRUCTION REQUIREMENTS
Requirements Craft Magic Arms and Armor, Enhancement
sphere, Telekinesis Sphere, Bestow Life; Cost 24,350 gp
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HEADMASTER MARDOC

Headmaster Mardoc vas a history so long and involved
that [ doubt anyone but nimself could claim to know dll of it

The Headmaster is an elusive figure and I camot claim
e intimacy with nim that I have with the professors, but
whar I do know (s that e is a Hierophant Druid, meaning
ne was once the Grand: Druid over the wiiole world, but has
SubSequently retired from that position. However ratver than
live among natare and rejoin the cycle of rebirtn as would
vave been expected, Headwaster Mardoc instead achieved,
immortdlity (I do nor know how) and opered Windfell
Academy, to be a bastion for protecting exploring and teach~
ing magical Knonledqe.

[ do not know now old Headmaster Mardoc (s ror
would I feel rignt asking but from the smdll pieces of con—
versation [ ndve overveard between the Headmaster and
Professor Tocs, the Headmaster was old umnen Professor 7ocs
wWas youny
HEADMASTER MARDOC
XP 1,228,800
Male venerable incanter 24
LN Medium humanoid (noble orc)
Init +11; Senses darkvision 60 ft.; Perception +44
DEFENSE
AC 42, touch 28, flat-footed 32 (+8 armor,
+6 deflection, +3 dodge, +7 Dex, +2 luck, +6
shield)
hp 398 (24d6+312)

Fort +27, Ref +26, Will +41; +4 vs
death effects, negative energy

DR 13/- (max: 270); Immune aging;
Resist acid 37, cold 37, electricity 37,
fire 37, sonic 37, SR 37

Special Defences Not flat-footed
during surprise round, save vs death ef-
fects that usually don’t allow a saving
throw

OFFENSE

Speed 30 ft.

Melee staff of the headmaster +22/+17/+12
(xd6+8), destructive blast +20 touch (14d6
or 27d6 w/ 1 sp)

Ranged destructive blast +19 touch
(14d6 or 27d6 w/ 1 sp)

Special Attacks protective ward
Magic

Caster Level 27; MSB +24, MSD

35, Concentration +44

Tradition Druidic (Drawbacks: Ver
bal Casting, Prepared Caster, Ani-
mal Shaman (Mind)); CAM Wis

Spell Points 36/53

Destruction Sphere — DC 43;
Range Close (9o ft.); Target 1 or

I sp: 90 ft. cone or 370 ft. line;

CR 24

Talents Crystal Blast, Energy Sphere, Force Blast,
Sculpt Blast
- destructive blast 12d6 or 24d6 w/ 1 sp (crystal blast,
1 sp: force blast)

- energy sphere 24 rounds, 8o ft. fly speed (1 sp)
Divination Sphere — DC 43; Duration concentration
or 27 hours (sense); Range 370 ft., Talents Discern Lo-
cation, Divine Knowledge, Dowsing, Foreshadow, Greater
Divine, Logos, Read Omens, Scrying, Viewing

- divine (alignment, elements, magic; 1 sp: viewing; 2 sp:

read omens, scrying; 3 sp: divine knowledge)

- sense (1 sp: foreshadow, read magic)

Fate Sphere — DC 43; Alignment Lawful; Range Close (90
ft.) or personal w/ 20 ft. radius; Talents Bless, Curse, Truth
bless (word, 1 sp)
- curse (word, 1 sp)
hallow +3 (word, 1 sp, 24 minutes)
truth (word, concentration or 24 rounds w/ 1 sp)
- serendipity +1 to allies (consecration, concentration or 24
rounds w/ 1 sp)
Light Sphere — DC 43; Du-
ration 27 minutes; Effect
bright light 95 ft.; Range Me-
dium (370 ft.), Target 1 or 35 ft.
radius w/ 1 sp; Talents Area Glow,
Bound Light, Revealing Light
- glow (bound light, revealing light)
Nature Sphere — DC 43; Dura-
tion concentration or
27 rounds (or instanta-
neous), spirit: 27 min-
utes; Packages Earth,
Plantlife, Water, Fire;
Range Long (1,480 ft.);
Talents Create Water,
Earthquake, Expanded
Geomancing (3), Forge Earth,
Greater Range (2), Grow Plants,
Move Fire, Rapid Growth, Tsunami, Vol-
cano, Wave
- affect fire Colossal, +/- 6 categories
(fire, concentration)
- bury 30 ft. radius (earth, concentra-
tion)
- create fire Huge, 5d6 (fire, concentra-
tion)
- create water 11 5-ft. cubes (water, 1 sp,
instantaneous)
- dust storm 35 ft. radius (earth, concentra-
tion)
- earthquake 80 ft. radius (earth, 3 sp, in-
stantaneous)
- entangle 30 ft. radius (plantlife, concentra-
tion)
- forge earth 30 ft. radius, lower/raise earth 30
ft. (earth, 1 sp, instantaneous)
- fog 35 ft. radius (water, concentration)
- freeze 27 inches (water, 1 sp, instanta-
neous)



- grow plants 30 ft. radius (plantlife, 1 sp, instan-
taneous)

- growth 27 plants (plantlife, 1 sp, instantaneous)
- manipulate lava 35 ft. high, 27 squares w/ 1 sp
(fire)

- move fire Colossal, 30 ft. (fire, concentration)

-pummel Colossal branch +48 (4d6+13), 30 ft. reach
(plantlife, concentration)

- rapid growth 1 mile area (plantlife, 3 sp, instantaneous)
tremor 30 ft. radius, CMB +47 (earth, 1 sp, instantaneous)
tsunami 55 CMB, 10 ft. deep, 270 ft. long, 54 ft. tall (water,
2 sp, concentration)

vortex depth 35 ft., top 15 ft., 1d8+13 (water, concentration)
Protection Sphere — DC 43; Duration 27 hours (aegis),
concentration or 27 rounds w/t sp (ward); Range touch (aegis)
or Close (9o ft.); Talents Anti-Magic Aura, Armored Magic,
Deathless, Distant Protection, Energy Resistance, Greater
Barrier, Healing Aegis, Obstruction, Resistance, Spell Ward,
Peacebound

- aegis (1 sp: armored (2), deathless, deflection, energy re-

sistance, obstruction, peacebound, resistance, spell ward)

- barrier 145 ft. radius or 27 10-ft. squares, 31 hp, break DC

28, or 270 hp and break DC 38 w/ 1 sp, (ward)

- energy resistance 145 ft. radius, resist 37 (ward)

- peacebound 145 ft. radius (ward)

- spell ward 145 ft. radius (ward, 1 sp, 2 sp: anti-magic)
Telekinesis Sphere — DC 43; Range Close (9o ft.); Target
Colossal; Talents Finesse, Greater Speed

- bludgeon +32
- catch
- telekinesis, 95 ft., 30 AC, 57 CMD, (1 sp: sustained force,
hostile lift)
TacTics
At the beginning of each day, Mardoc uses the Logos (2) and
Foreshadow senses on himself, as well as the following wegis:
Armored (2), Deflection, Resistance, Spell Ward, Deathless,
Energy Resistance (5), and Obstruction. These statistics are
already taken into account in the above statistics.
Mardoc hates fighting, and will usually use his
Peacebound ward, Greater Barrier, Anti-Mag-
ic Aura, and Bound Light abilities to stop a
combat if one begins. If forced into fight
ing, Mardoc is straight-forward, using the
Nature and Destruction spheres to end
the fight as quickly as possible.
Base Statistics
‘When not given time to prepare or when
all of Mardoc’s aegis are dispelled, his sta-
tistics are AC 19, touch 19, flat-footed 12;
Fort +21, Ref +16, Will +36; DR none,
Resist none, Special Defences none,
Languages common, celestial, draconic, gi-
ant, goblin, infernal, orc, sylvan
STATISTICS
Str 26, Dex 24, Con 34, Int 26, Wis 50, Cha 30
Base Atk +12; CMB +20; CMD 43
Feats Cantrips, Counterspell,Counterspell Mas-
tery, Craft Rituals, Craft Staff, Extra Magic Talent
(t4), Greater Counterspell, Improved Counter
spell, Maximize Spell, Quicken Spell, Ritual Cast-

WIZARD'S ACADEMY

Skills Craft (alchemy) +35, Diplomacy +34, Fly +34, Knowledge
(arcana, history, nature) +35, Perception +44, Sense Motive +44,
Spellcraft +35, Use Magic Device +34;

Languages common, celestial, draconic, giant, goblin, infer-
nal, orc, sylvan; Logos (speak, read, and understand)

Gear staff of the beadmaster

SPECIAL ABILITIES

Ferocity

Orcs possess the ferocity ability which allows them to remain
conscious and continue fighting even if their hit point totals
fall below o. Orcs are still staggered at o hit points or lower and
lose 1 hit point each round as normal.

Immortal (Ex)

Mardoc cannot die of old age and is immune to age effects. He
does not accumulate penalties for aging, but still accumulates
bonuses to his mental ability scores.

Gear staff of the beadmaster

EcoLocy

Environment any (Windfell Academy)

Organization solitary)

Treasure Double (staff of the headmaster, other treasure)

NEw MINOR ARTIFACT

The staff of the beadmaster is a gnarled piece of wood topped with
feathers and other druidic tokens.
Aura strong (all schools); CL 20th; Slot none; Weight 5 Ibs.
DESCRIPTION
The staff of the headmaster counts as a +3 staff for all spheres,
and grants a +2 luck bonus to AC and on saving throws to its
wielder. It also counts as a +2/+2 quarterstaff, and the wielder
may spend 1 spell point to cause the staff to deal double damage
(x3 on a critical hit) for 1 round.
DESTRUCTION
The staff of the headmaster may be broken for a retributive strike
Such an act must be purposeful and declared by the wielder, but
once declared requires only a standard action to accomplish,
and no Strength check to break the staff.
Targets up to 10 ft. away suffer 300 damage. Targets be-
tween 11 and 20 ft. away suffer 200 damage, while targets
between 21 and 30 ft. away suffer oo damage. A DC 23
Reflex save reduces this damage by half.
The character breaking the staff has a 50% chance of trav-
eling to another plane of existence, but if he does not,
the explosive release of magical energy
destroys him (no saving throw).
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PROFESSOR MEEDA

Professor Meeda, teacher of botn snapeshift—
ing and battlemadqic, used 10 work as a merce=
nary before she took up teaching She was a
mercenary wore for the fun of it and for
he chance to test ver skills than for any
love of mwoney or killing and became a
leacher once cnasing combats 1o lon—
qer provided ver the opportunities
for improvement sve craved.

One of wthe (irst ques—
tions people ask about Professor
Meeda  reqards ver  appear-
ance. Mo, e was ot borm a
Y-armed, Z-tailed, winged
ainosaur—woman, but  that
s wner preferred  form.

Lve never seen what sne
looked,  like  before  her
transformation,  but  her
current State (s wiat  she
prefers, and what she con—
Sidgers to be ver true form.

Professor Meeda is wigue
among the teachers in more ways
than one. First, sne is a mystic, and
combines monastic - discipline  and - the
channeling of Spirits to gain much of ver
magical prowess. Second, Professor Meeda has a code of
nonor and a Strong Sense of right and iwrong, Which makes
ner an enigma among most of the teachers. This Strong sense
of mordlity can place her at odds with her fellow faculty,
but it can be a breath of fresn air especially for the divine
casters found, among the Student body,

In fact, it's an open secret at the school that she Some—
1imes Nandpicks Students who share her views to join her in
advanced training Sessions, where She provides a paladin-es—
que level of mord and martial quidance for them. [ know
Lord Baroden nas accused: her of using the school body to
forge vier own private arvny but considering e quite licerally
uses Student bodies to forge nis own private arvmy I'm not
Sdre ne's in a position 1o complain.

ProOF. MEEDA CR20
XP 307,200

Female human entropic sage (hedgewitch) 20

LG Large humanoid (human)

Init +5; Perception +30

DEFENSE

AC 40, touch 30, flat-footed 33 (+6 armor, +4 deflection, +1
dodge, +6 Dex, +4 shield, -1 size, +10 Wis)

hp 253 (20d8+140+20 Toughness)

Fort +17, Ref +17, Will +26

OFFENSE

Speed 30 ft, Fly 110 ft.

Melee unarmed strike +22/+17/+12 (2d8+8), 2 slams +20 (1d6+4),
2 wings (1d6+4), w/ energy blast
Ranged destructive blast +20 touch (11d6 or 19d6 w/ 1 sp)
Space 10 ft.; Reach 1o ft.
Special Attacks Pounce, Improved Energy Blade (15d6 or
25d6 w/ 1 sp), Disintegrate
Magic
Caster Level 15, 20 w/ Energy Blade; MSB +20, MSD +31,
Concentration +30
Tradition Monastic (Boons: Easy Focus; Drawbacks: Bodi-
ly Enhancement (Enhancement), Deathful Touch (Death),
Lycanthropic (Alteration), Personal Magics (Enhancement),
Personal Fate (Fate), Personal Illusion (Illusion), Personal
Warp (Warp), Meld into Dark (Dark), Nature Spirit (Na-
ture), Protected Soul (Protection), Personal Time (Time),
Regenerate (Life), Solo Combatant (War), Somatic Casting
(2), Touch of Light (Light); CAM Wis
Spell Points 26/30
Alteration Sphere — DC 27; Duration concentration, 15
minutes w/ I sp, or permanent w/ 2 sp; Range personal; Tal-
ents Additional Limbs, Avian Transformation, Bestial Re-
flexes, Bestial Spirit, Elemental Transformation, *Extreme
Transformation (2), Greater Transformation, Permanent
Transformation, Size Change

- shapeshift 7 traits
Destruction Sphere — DC 27 (30 w/ Energy Blade),
Range Close (60 ft.), Talents Energy Blade, **Greater Blast
(4), Rebuff, Stone Blast
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- destructive blast 11d6 or 19d6 w/ 1
sp (energy blade 14d6 or 24d6 w/
I sp, stone blast)
- rebuff +8 AC, +4 Reflex (1
sp: 25 ft.)
Protection Sphere — DC 27,
Duration 15 hours (aegis), or
concentration or 15 rounds w/I sp
(ward), Range personal, Talents
Armored Magic, Resistance
- aegis (1 sp: armored (2), deflec-
tion, resistance)
- ward 85 ft. radius, 19 hp,
break DC 22
TAcTICS
At the beginning of each day, Meeda places all of her 4
aegises on herself. These are already taken into account in her
statistics.
Meeda is under the effects of a permanent shapeshift, grant-
ing the blank form and the following traits: +2 arms, cosmetic
(dinosaur humanoid appearance w/ 2 tails), wings, Large size,
Pounce, 2 wing attacks, 2 slam attacks
Meeda prefers to rush in, making quick work of opponents
with full attacks and her improved energy blade. She uses her
channel spirit allies ability to either give herself an unarmed
combat style to make quicker work of her enemies, or to give
herself Destruction talents to fit her situation. When in dan-
ger, she will use it to get the Life Sphere and Greater Healing..
Base Statistics
If Meeda’s shapeshift and aegis are removed, her statistics are
Size Medium; Init +9; AC 26, touch 26, flat-footed 20; hp
170; Fort +12, Ref +13, Will +22; Speed no Fly speed; Melee
unarmed strike +19/+14/+9 (1dro+4); Ranged destructive blast
+20 (15d6 or 25d6 w/ 1 sp); Space ;5 ft.; Reach 5 ft.; Str 22,
Dex 24, Con 20; CMB +21; CMD 38; Skills Acrobatics +27,
Fly +30
STATISTICS
Str 26, Dex 22, Con 22, Int 17, Wis 30, Cha 10
Base Atk +15; CMB +24; CMD 45
Feats Combat Reflexes, Counterspell, Dodge, Extra Magi-
cal Talent (6), Improved Energy Blade, Improved Unarmed
Strike, Martial Weapon Proficiency (scimitar), Maximize
Spell, Multiattack, Ritual Caster, Toughness
Skills Acrobatics +26, Bluff +23, Fly +29, Handle Animal +23,
Heal +33, Knowledge (arcana) +26, Perception +30, Sense Mo-
tive +33, Spellcraft +26, Use Magic Device +23
Languages Celestial, Common, Draconic, Infernal
SPECIAL ABILITIES
Channel Spirit Allies (Su)
23/day, Meeda may gain access to combat feats or magic tal-
ents she otherwise does not possess for 1 minute by channel-
ing a spirit into herself. She must meet the combat feat’s or
magic talent’s prerequisites, and may use one feat or meet the
prerequisites of another. Multiple uses of this ability do not
stack. If Meeda uses this ability again before the previous
duration has expired, it replaces the previous use. If a feat or
talent has a daily use limitation (such as Stunning Fist), any
uses of that combat feat or magical talent while using this
ability count toward that feat’s daily limit.

Meeda must spend 1 use of this ability per combat
feat or magic talent gained. She may gain any
number of combat feats or magic talents as a
swift action, or 1 combat feat or magic tal-
ent as either a free action or an immediate
action.
Disintegrate
When Meeda reduces a creature to o or
fewer hit points, its body is destroyed,
leaving only a trace of fine dust. A dis-
integrated creature’s equipment is unaf-
fected.
Improved Energy Blade
Meeda may add her Energy Blade damage to
an attack once per round as a free action, and
once per round as a swift action. Both uses can-
not augment the same attack.
Gear laughing swords
EcoLocy
Environment any (Windfell Academy)
Organization solitary
Treasure double (/zughing swords and other treasure)

NEew TALENTS AND MINOR ARTIFACT

*New Alteration Sphere Advanced Talent

Extreme Transformation

Prerequisites: Alteration sphere, Greater Transformation, sth
caster level or higher.

Increase the number of traits you may apply with your shape-
shift by 1. This stacks with the increase from Greater Shape-
shift. This talent may be taken once, then one additional time
per 10 caster levels. Its effects stack.

**New Destruction Sphere Talent

Greater Blast

The damage of your destructive blast increases by one die. You
may take this talent an additional time at §th caster level and
every 5 caster levels thereafter; the effects stack.

LLAUGHING SWORDS

These swords were forged from the spirits of two slain children, who
agreed to stay and protect others instead of crossing to the afterlife. The
laughing swords are so named because the spirits giggle whenever the
swords are activated.

Aura strong Enhancement; CL 20th; Slot weapon; Weight
10 Ib

DESCRIPTION

The laughing swords are two ordinary +5 sczmatars if wielded in-
dividually, but when a creature wields both, he may command
them to animate and spin around him as a standard action. For
10 rounds, any creature who begins their turn within § ft. (10
ft. if Large size) of the wielder suffers 4d6+10 (4d8+10 if Large)
damage. Additional enhancements, provided they effect both
swords, are also added to this damage (thus, if both swords deal
+1d6 acid damage per hit, targets of this effect would suffer +1d6
acid damage). After 10 rounds, the swords fall to the ground
unless the wielder has open hands to grab them.
DESTRUCTION

If the laughing swords are used to kill 100 innocents, the laugh-
ing swords will cry, then shatter.
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PROFESSOR SAVESHA

Professor Savesna, teacher of conjuration and abjuration,
IS a reformead Sucoubus, and the teacher that all of us Secretly
aspire 10 be. Sve's fiendisnly inteligent (I honestly did ot
intend. to Make that pun witil it Vad. diready left my quil),
magically powerful, and astonishingly beautiful. ['ve seen her
gquier entire lecture Nalls With a 1ok, and make men 4o weak
in their knees just by pursing ver 1ips.

[ won't try to hide anything from you, Since [ doubt
[ could if [ tried. Savesna was the chair of my Thesis and
s by far my most favorite professor While it way seem odd
0 Some 0 Nold a reformed Succubus in Sdch nigh reqard,
[ am persondlly enamored by Someone wmo would sacrifice
SO Much, even turving from ner core nature in the pursuit
of knowledge and study. [l admic [ am awed by her
many accomplisnments, particularly the fact that she Somehion
changed her ndtive plane from the Infervd realms to the
material plane; cateqorically speaking she S a vative outsider
It snould be impossile, but o Savesha (T’ just one more
accomplisnment on ner impressive [ist.

Winile [ may have been on the receiving
end of Savesha's qood qraces, a qreat Way Stu—
aents are not. As a rule, Savesha assumes the worst
Of Ver mdle Students and has very little patience for
twem. I love hven but even [ will aamit sne can be
overly cold to ner mdle Students, and
s downrignt vostile to any wio
arempt 1o solicic ver as
it she were any other
Succubus.

1 think she sees
verself as a Sort of
champion of womanhiood who will 9o
out of ner way to nelp her femdle Stu—
aents with any problem gqreat or small,
but expects the worst from ver male
Stucents witll they prove ner wrong
Ay man wiho can make thar uphill
climb will become a particular fo—
vorite of vers but changing her
mindg s a difficdlt  task, and
few men are able 1o accom—
plisn that feat.

Mow I must give you
a warming, Savesva left
ver life of Seducing mor—
1als benind hen and yer se-
ductive looks and touches
are So Second nature 1o ver
tat you will never forget
you are n e presence of
a Succubus. Being around
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ver will make you feel things you've rever felt be—
fore, reqardless of your Sexudl disposition. You'll beqin
o wonder if she's put a spell on you, but I assure you
she vasn't. Mo watter what advances sne  seemingly
makes do ot be fooled into thinking you are special
or Sne s interestea.

There s nothing special about you. She treqts ev—
eryone that way i they've earved her respect, male or
femdle, ola or young. The minute you Start thinking that
respect entitles you to her bed, you've 1ost everything You ve
lost ner respect, ner time, ver ditention, and ner qood grac—
es. Professor Savesna (s like a festival bonfire, beautiful and
wonderful 1o be vear but deadly 10 the wweary, and she
nas no time for fools umo qot themselves burved.

If a sodl exists that can welt her cold and ancient
neart, they are uknown 10 me. If you think you are that

: soul, I wish you luck. You'll
neea .




PROF. SAVESHA
XP 307,200
N Medium outsider incanter 12 (chaotic, demon,
evil, native)

Init +3; Senses darkvision 6o ft. detect good, detect
thoughts; Perception +35

DEFENSE
AC 39, touch 20, flat-footed 34 (+7 armor, +5 deflection, +5
Dex, +7 natural, +5 shield)

hp 220 (8dro+12d6+132)

Fort +17, Ref +19, Will +25

DR 10/cold iron or good, 10/- (max: 200); Immune electric-
ity, fire, poison, Resist acid 10, cold 10; SR 30
Defensive Abilities attackers suffer 10 nonlethal damage
per successful attack

OFFENSE
Speed 30 ft., fly 50 ft. (average)
Melee 2 claws +19 (1d6)
Special Attacks energy drain, profane gift, vampiric touch
Magic
Caster Level 20; MSB +20, MSD 31, Concentration +33
Tradition Natural (none); CAM Cha
Spell Points 12/45
Mind Sphere — DC 35, Range Medium (oo ft.), Target 1
or 11 w/ 1 sp, Talents Command, Courage, Enthrall, Expand-
ed Charm, Group Charm, Mind Control, Paralyze, Powerful
Charm, Project Thoughts, Ranged Mind, Subtlety
- charm 1 sp greater, 2 sp powerful (courage, enthrall, mind
control, paralyze,project thoughts, suggestion)
Conjuration Sphere — DC 35; Range Close (75 ft.); Dura-
tion concentration, 20 hours (2/ 1 sp), or 1 day (w/ 2 sp); Talents
Avian Creature (3), Diagram, Extra Companion (2), Fortified
Companion (3), Greater Summoning, Lingering Companion (3),
Powerful Companion (3), Ranged Summoning, Roguish Crea-
ture (3), Summoning
- companion (3 subordinate demons)
- summon (2 sp, 20 HD creatures, 20 days)
Protection Sphere — DC 35; Duration 20 hours (aegis) or
concentration/20 rounds w/t sp (ward); Range touch (aegis)
or Close (75 ft.); Talents Armored Magic, Distant Protection,
Greater Barrier, Healing Aegis, Obstruction, Painful Aegis, Re-
sistance, Spell Ward, Unplottable
- aegis (1 sp, armored (2), deflection, guardian, obstruction,
painful, resistance, spell ward, unplottable)
- barrier 110 ft. radius or 20 10-ft. squares, 24 hp, break DC
25, or 200 hp and break DC 35 w/ 1 sp, (ward)
- spell ward 110 ft. radius (ward, 1 sp)
Tacrics
Every day, Savesha spends 3 spell points per subordinate demon
to make them accessible throughout the day, enhancing each of
them with her #egis, as detailed in their stat block Savesha also
casts the following zegés upon herself, which are already taken in
account to her statistics above: Armored Magic (2), Deflection,
Obstruction, Painful, Resistance, Spell Ward, Unplottable.
Professor Savesha rarely attacks targets directly, relying on her
painful aegis to make attacking her undesireable, and placing
a single guardian aegis on one of her subordinate demons for
good measure. Instead, she prefers to use her Mind powers to
aid her subordinate demons in combat, waiting until they have
grappled a target before approaching to deliver her lethal kiss.
Base Statistics
When not given time to prepare or when all of Savesha’s ze-
gs are dispelled, the succubus’s statistics are AC 20, touch 13,
flat-footed 17; Fort +17, Ref +9, Will +16; DR 20/cold iron or
good.
STATISTICS
Str 11, Dex 21, Con 22, Int 20, Wis 14, Cha 40
Base Atk +14; CMB +19; CMD +34
Feats Agile Maneuvers, Combat Reflexes, Extra Magical Tal-
ent (6), Iron Will, Weapon Finesse
Skills Bluff +44, Diplomacy +36, Disguise +36, Escape Artist
+28, Fly +28, Intimidate +36, Knowledge (arcana) +28, Percep-
tion +33, Sense Motive +25, Spellcraft +28, Stealth +28; Racial
Modifiers +8 Bluff, +8 Perception
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Languages Abyssal, Aklo, Celestial, Common, Draconic, In-
fernal, Telepathy 1oo ft., Tongues
SQ change shape (any humanoid), ethereal change, teleporta-
tion
SPECIAL ABILITIES
Energy Drain (Su)
Savesha drains energy from a mortal she lures into an act of
passion, such as a kiss. An unwilling victim must be grappled
before the succubus can use this ability. Savesha’s kiss bestows
one negative level. The kiss also has the effect of a suggestion
charm, asking the victim to accept another act of passion from
the succubus. The victim must succeed on a DC 29 Will save to
negate the suggestion. The DC is 29 for the Fortitude save to
remove a negative level. These save DCs are Charisma-based.
Profane Gift (Su)
Once per day as a full-round action, Savesha may grant a pro-
fane gift to a willing humanoid creature by touching it for 1 full
round. The target gains a +2 profane bonus to an ability score
of his choice. A single creature may have no more than one
profane gift from a succubus at a time. As long as the profane
gift persists, Savesha can communicate telepathically with the
target across any distance. A profane gift is removed by dispe/
evil or dispel chaos. Savesha can remove it as well as a free action
(causing 2d6 Charisma drain to the victim, no save).
Vampiric Touch (Su)
As a standard action, Savesha needs only to touch a target to
deal 4d6 negative energy damage to it. Savesha gains temporary
hit points equal to the amount of damage dealt, to a maximum
equal to what would kill the subject. The temporary hit points
disappear after 1 hour.
EcoLocy

Environment any (Windfell Academy)
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Organization solitary, escort (Savesha plus 3
subordinate demons), or troop (Savesha and 3-5
succubi, 8-12 cambions)

Treasure standard (be/t of the demon’s beart and other
treasure)

NEw MINOR ARTIFACT AND SUMMONS

This belt was given to Savesha by one of the Dukes of Hell as a
courting gift.

Aura strong Enhancement; CL 20th; Slot belt; Weight -
DESCRIPTION

This silken belt was dyed in the blook of a thousand demons,
and grants its wearer a +4 enhancement bonus to Charisma,
and a +10 enhancement bonus to the wearer’s total spell point
pool. This enhancement bonus applies to total spell points,
not current spell points; the wearer must rest for 8 hours to
refill their spell point pool before they may use these new spell
points for casting.

DESTRUCTION

If the Belt of the Demon’s Heart is worn for 1 year by an angel,
it will lose its power.

SUBORDINATE DEMON

CE Medium outsider (demon, extraplanar)
Init +2; Perception +18

DEFENSE

AC 38, touch 17, flat-footed 36 (+7 armor, +5 deflection, +2 Dex,
+9 natural, +5 shield)

hp 217 (15d10+135)

Fort +23, Ref +12, Will +14; +4 moral vs charm and enchant-
ment

Defensive Abilities devotion, improved evasion; DR 10/~
(max: 200)

OFFENSE

Speed 30 ft. Fly 130 ft. (average)

Melee unarmed strike +24/+19/+14 (1d3+9), 2 slams +22 (1d4+4)
Special Attacks +3d6 sneak attack

STATISTICS

Str 28, Dex 14, Con 28, Int 7, Wis 10, Cha 16

Base Atk +15; CMB +24 (+28 grapple); CMD 40 (+44 vs
grapple)

Feats Improved Unarmed Strike, Improved Grapple, Great-
er Grapple, Multiattack, Strangler, Extra Rogue Talent (Op-
portunist, Crippling Strike, Distracting Attack, Resiliency)
Skills Perception +18

Languages Abyssal

SPECIAL ABILITIES

Always Prepared

Savesha casts the following Protection @egss talents or abilities
upon her subordinate demons every day, which are already
taken in account to their statistics above: Armored Aegis (2),
Deflection, Obstruction, Resistance

Base Statistics

‘When not given time to prepare or when all of Savesha’s zegis
are dispelled, the subordinate demon’s statistics are AC 21,
touch 12, flat-footed 19; Fort +18, Ref +7, Will +9; DR none




Professor Tocs (he prefers it to Professor
Witherpool (s 453 years old, and suffers from a
rare form of dwarfism, waking nim a little over 7
foor tall. Mow that you Know this, you WILL NMOT
neea 10 ask nim about it; Students havwe been forced
from the school after badgering nim about his height
and aqe, and ['d rather it not happen 1o you.

Professor 7ocs vas been Studying and teaching Nature
ana Weather magic for So long ne's practically part—ele—
mental. [n s day ne was dso a world—class auelist, and
won dll sorts of vonors that vo other living Soul knowmss ror
cares about aymore. All of this combines to mean he s a1
old, powerful lictle man, wio can command the world to do
nis bidding in a way no other teacher ['ve ever met was
able to do.

Professor Toc's age not only qrants mim grear magical
poner but dlso great political power: He has Kept tabs with

PROFESSOR Tocs WITHERPOOTL

every student e ever liked Cand in Some cases, with their
children and great great qrandchildren), and never forqets a
favor ve (s oned. This means that nalf the important madic
users and political powers in the world eitver directly or
indirectly ome him Something and with rnothing but a fens
letters, e can qet virtudlly anything done he desires.

Professor 7ocs S a great dlly 10 hdve bur a terrivle
enemy. If gou dattend nis classes, [ adiise you 10 Speak less,
listen more, and be as respectful as you can. At nis age, he's
lost dll patience with the ‘follies of youth', and ot a week
after personally witnessing one Student disrespect nim, I also
persondlly witnessed that Student's parents come o the School,
pack nis things, ands extract nim from classes muttering vague
but urgent threats that he veeded 1o leae school for the
qood of the family. Mo overt comection to Professor 7ocs
became known 1o me but e Professor walked with a little
Spring in nis Step for Severd days thereafter

XP 307,200
Male venerable dwarfed gnome geomancer (elementalist) 20
CN Tiny humanoid (gnome)
Init +2; Senses low-light vision; Perception +27
DEFENSE
AC 20, touch 20, flat-footed 12 (+2 Dex, +6 dodge, +2 size)
hp 213 (20d8+100+20 Toughness)
Fort +16, Ref +14, Will +14; +2 racial bonus vs illusions
Defensive Abilities improved evasion; DR 10/magic; Im-
mune critical hits, sneak attack, Resist acid 20, cold 20, elec-
tricity 20, fire 20
OFFENSE
Speed 4o ft., Burrow 35 ft., Fly 4o ft.
Melee unarmed strike +29/+24/+19 (13), destructive blast +29
touch (8d6 or 15d6 w/ 1 sp)
Ranged destructive blast +29 touch (8d6 or 15d6 w/ 1 sp)
Magic
Caster Level 15 26 w/ Plantlife, +24 w/ Earth, +22 w/ Water; 20
w/ all other Nature); MSB +20, MSD 31, Concentration +32
Tradition Fey Magic (Boons: Easy Focus, Overcharge; Draw-
backs: Somatic Casting (2), Wild Magic, *Emotional Casting);
CAM Cha
Spell Points 32
Destruction Sphere — DC 29, Range Close (60 ft.), Tal-
ents None.

- destructive blast (8d6 or 15d6 w/ 1 sp)
Nature Sphere — DC 33 36 w/ Plantlife, 35 w/ Earth, 34 w/
Water), Duration concentration +2 rounds or 26 rounds
(Plantlife), 24 rounds (Earth), or 22 rounds (Water) w/ 1 sp
(or instantaneous), spirit: 26 minutes (Plantlife), 24 minutes
(Earth), or 22 minutes (Water); Packages Earth, Plantlife, Wa-
ter; Range Close (9o ft. (Plantlife), 85 ft. (Earth), 8o ft. (Wa-
ter), 75 ft. others); Talents Animal Friend, +Barkskin, Create
Water, Expanded Geomancing (2), Grow Plants, **Lingering
Nature, #Natural Ally, Rapid Growth, Speak with Animals,
Towering Growth
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BESTIARY

- animal friend CR 20 (spirit, 1 sp)
- barkskin +6 AC, +13 Stealth (spirit, 1 sp)
- bury 25 ft. radius (earth, concentration)
- create water 11 5-ft. cubes (water, 1 sp, instantaneous)
- dust storm 30 ft. radius (earth, concentration)
- entangle 30 ft. radius (plantlife, concentration, 30 ft. radi-
us, Towering Growth: 260 ft., Fly DC 31)
- fog 30 ft. radius (water, concentration)
- freeze 22 inches (water, 1 sp, instantaneous)
- grow plants 30 ft. radius (plantlife, 1 sp, instantaneous)
- growth 26 plants (plantlife, 1 sp, instantaneous)
- natural ally CR 10 (spirit, 3 sp, 20 hours)
- pummel Colossal branch +47 (4d6+13), 30 ft. reach
(plantlife, concentration)
- rapid growth 1 mile area (plantlife, 3 sp, instantaneous)
- speak with animals (spirit, 1 sp)
- tremor 25 ft. radius, CMB +36 (earth, 1 sp, instantaneous)
- wortex depth 30 ft., top 15 ft., 1d8+11 (water, concentration)
Weather Sphere — DC 29; Duration concentration or
15 hours w/ 1 sp; Target 25 ft. radius to 1000 ft radius (max
range 1000 ft.), 2 mile radius w/ 1 sp; Talents Climate, Focused
Weather, Greater Size, Greater Weather, Lengthened Weather,
Rain Lord, Severe Weather, Storm Lord (2), Wind Lord
- control weather severity 5, 6 precipitation or wind, +1 w/ 1
sp (Rain Lord, Wind Lord)
- storm lord 1 per round
Gnome Magic — CL 20
- 1/day — dancing lights (DC 22), ghost sound (DC 22), presti-
digitation (DC 22), and speak with animals (DC 23).
Tacrics
Professor Tocs uses Barkskin before any fight and uses Stealth
and Crane Style endlessly, either suffering a -1 to attack rolls
to gain a +4 dodge bonus to AC and CMD plus an addtional
+4 dodge bonus against melee attacks (this bonus is lost if a
melee attack misses by 4 or more, but Professor Tocs can make
an attack of opportunity against that target), or taking the full
defense action to gain a +7 dodge bonus to AC and automati-
cally deflecting one melee attack each round, causing it to deal
no damage or any other effects and allowing Professor Tocs to
make an attack of opportunity against that  target.
STATISTICS
Str 9, Dex 14, Con 18, Int 17, Wis
14, Cha 34
Base Atk +15; CMB +12; CMD 29
Feats Counterspell, Crane Riposte,
Crane Style, Crane Wing, Dodge, De-
flect Arrows, Extra Magical Talent (5),
Improved Unarmed Strike, Quicken
Spell, Sphere Focus (Nature), Tough-
ness
Skills Acrobatics +14, Craft (alchemy)
+20, Handle Animal +30, Knowledge (na-
ture) +23, Perception +27, Sense Motive
+22, Spellcraft +26, Stealth +33; Racial
Modifiers Bluff +1, Craft +2, Diplomacy +1,
Perception +2
Languages Common, Gnome, Giant,
Goblin, Orc, Sylvan
Gear sprite belt

EcoLocy

Environment any (Windfell Academy)
Organization solitary or escorted (Tocs Wither
pool plus Champion Guardian Plant or Fire Nymph)
Treasure Standard (sprite belt and other treasure)

NEw TALENTS, DRAWBACKS, MINOR ARTIFACT

New Nature Sphere Talents
+Barkskin (plantlife, spirit)
You may spend a spell point as a standard action to grow
plantlife all over your boy for 1 minute per caster level. This
grants you a +1 bonus to natural armor, +1 per 5 caster levels.
In addition, in natural environments you gain a circumstance
bonus to Stealth equal to 1/2 your caster level (minimum 1).
**Lingering Nature
‘When Tocs uses a Nature sphere ability that requires concen-
tration, the ability continues to maintain itself for 2 rounds af-
ter he stops concentrating.
New Nature Sphere Advanced Talent
#Natural Ally (spirit)
As an instantaneous effect, Tocs may, once per day as a stan-
dard action, spend 3 spell points to call one of the following
natural allies, which then appears in the nearest adjacent space
at the start of Witherpool’s next turn:

- Champion Guardian Plant (CR 9)

- Fire Nymph (CR 9)
The natural ally remains in the area for up to 20 hours and will
aid the caster to the best of it’s ability, but unless the caster
speaks the creature’s language, only basic communication is
possible (attacking an enemy, defending the caster, etc.) The
called creature must be treated fairly and will not give aid that
is obviously suicidal. If treated poorly, they may turn on and
attack Witherpool.
New Drawback
*Emotional Casting
Your magic requires heightened emotional states of mind to
use. When subject to a non-harmless magical effect that in-
vokes an emotion (such as fear effects, spells with the (emo-
tion) descriptor, or charms such as Fear or Hostility) you are
unable to use magic.

SprRITE BELT

This belt appears to shimmer in direct light, as if it were made of

spun shadows.

Aura strong Nature; CL 20th; Slot belt (wrist); Weight .1
Ib

DESCRIPTION
This belt is sized for a Tiny creature, but may be worn
wrapped around the wrist of a Small or Medium crea-
ture to provide its benefits. A creature who wears
this belt may use their Charisma modifier in
place of their Strength or Dexterity modifi-
er when calculating their attack and damage
rolls. However, if the wearer attacks a fey crea-
ture, the attacker takes a -2 penalty to attack and
damage rolls.
DESTRUCTION
The Sprite Belt can be destroyed if its wearer is re-
duced to o Charisma due to ability drain.




Professor Windjina (s pervaps the most con—
troversial Niring decision the. neadmaster ever made,
and. considering a Staff member once tried to take
over the world, the profundity of that Statement
Should be evident.

Professor Windjina s a weremantis watriarch, hail—
ing directly from the hidden (Sle of the weremantis
clvilization. Ar vome (as she's fond of reminding us), she
WaS a queen wWith Aozens of NuSbands ands tHousands of
Slaves, dll of which sne gave up to come here and be our
teacher However, qiven that This (s Professor Windjina we're
discussing I wouldn't be surprised if this was a lie. Knowing
ver the trath (s more likely o be she was deposed in g coup
when her husbands and Slaves rose up in rebellion.

Professor Windjina teaches both illusions and enchant—
ments. She S a pSionicist practically without peer; and
between ver two disciplinary focuses, she can make
you See and believe virtually anything she wants. As
evidence of IS foct, [ Shold warm you thar The
Woman you See before you in ver classes is not actually
there; Windjina spends most of ver time in her wybrid
weremant’s form, using illusions o appear’ a8 a young,
beautiful woman wihen it suits ver

In many ways, Professor Windjina is the ex—
act opposice of Professor Savesna. Wiere Professor
Savesha befriends women and cares licde for men,
Professor Windjina shows open disdain for any—
one who ('t an attractive male (anless of course
ey are a gifted pSionicist like ner but then only
begrudigingly). While it (s possile to win one's way
nto ner qood graces, she sees ver Students more
as playthings than people, and only truly cares about
what they can do for hern rather than the other
way around.

Professor Windjina (at least in ver illusioned
form) is tll, thin, andt beautiful, and is very for-
ward in expressing ner affection for her favorice
Students. She takes a particularly perverse pleasure
in lavishing attention on any man She Knows an—
other woman is in love witn, as if the wan was
a prize and e woman an winworthy competicor
However while THis bendvior makes wany of her
female Students resentful toward ver gl of my
mdle friends openly admit this benavior terrifies
wem.

Allow me to explain, in case you have ot
Yyer Studied e weremant’s culture. Wereman—
1S matriarehs are famous for o things:
amassing  Nusbands, and cannibalism. 7o the
weremantises, wen are little more tha
livestock to be used for pleasure then
eaten wen they become boring.

PROFESSOR WINDJINA

For her mdle Students, it'S bad enough that she's beau—
it and brazen, If she ever truly decided she wanted to
nave Someone, She codld Simply Strip them of their will with
nothing but a look, probably without them even knowing sne's
dove it. OF course there's vo evidence that this has ever
vappened, but Knowing Professor Windjina, this could Simply
be because ver Victims never returved 1o speak of it
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WINDJINA (HuMAN FOrRM CR20

XP 307,200

Human natural weremantis eliciter 20

NE Medium humanoid (human, shapechanger)

Init +5; Senses low-light vision, scent; Perception +26

INDJINA (HYBRID ForRM CR20

XP 307,200

Human natural weremantis eliciter 20

NE Large humanoid (human, shapechanger)
Init +5; Senses darkvision 6o ft., low-light vision,
scent; Perception +30

DEFENSE

AC 135, touch 15, flat-footed 10 (+5§ Dex)

hp 193 (20d8+100)

Fort +14, Ref +15, Will +20; +5 vs Enchantment (charm) and
Enchantment (compulsion)

DR s/silver

OFFENSE

Speed 30 ft.

Melee /ady fingers +22/+17/+12 (1d4+7)(against men: +24/+19/+14,
1d4+2d6+9)

Special Attacks Anything to Please 3/day (o ft., DC 398),
Charming Touch 16/day (+17 touch, DC 38), Domination 1/day
(+17 touch, DC 38), Feed on Fear 3/day, Hypnotism 13/day (DC
38), Touch of Fear 16/day (+17 touch, DC 38)

DEFENSE
AC 26, touch 14, flat-footed 21 (+5 armor, +5 Dex, +7 natu-
ral, -1 size)

hp 213 (20d8+120)

Fort +15, Ref +15, Will +20; +5 vs Enchantment (charm) and
Enchantment (compulsion)

DR 1o/silver

OFFENSE

Speed 30 ft., climb 30 ft., fly 40 ft. (poor)

Melee lady fingers +22/+17/+12 (1d6+8) (against men: +24/+19/+14,
3d6+10), 2 claws +12 (1d6+1 plus grab), bite +12 (1d8+1 plus curse
of lycanthropy)

Space 10 ft., Reach 10 ft.

Special Attacks Anything to Please 3/day (3o ft., DC 38),
Charming Touch 16/day (+17 touch, DC 38), Domination 1/day
(+17 touch, DC 38), Feed on Fear 3/day, Hypnotism 13/day (DC
38), Lunge, Mandibles, Sudden Strike, Touch of Fear 16/day (+17
touch, DC 38)

MaAGIC

MagGIc

Caster Level 15 (20 w/ Mind sphere); MSB +20, MSD 3,
Concentration +33
Tradition Mind (Drawbacks: *Emotional Casting, **Rigorous
Concentration); CAM Cha
Spell Points 40
ITlusion Sphere —DC 30, Duration concentration +2 rounds
or permanent w/ 2 sp, Range Medium (250 ft.), Talents Com-
plex Illusion, Illusionary Disguise, Illusionary Odor, Illusion-
ary Sound, Illusionary Touch, Invisibility, Lingering Illusion,
Manipulate Aura, Permanent Image, Ranged Illusion

- illusion (1 sp, complex, odor, sight, sound, touch)

- invisibility (1 sp, +15 Stealth)

- trick (15 minutes, aura, odor, sight, sound, touch)
Mind Sphere — DC 39, Range Medium (oo ft.), Target 1 or
11 w/ 1 sp, Talents Deadly Vision, Enthrall, Expanded Charm,
Greater Communication, Group Charm, Mind Control, Para-
lyze, Powerful Charm, Project Thoughts, Ranged Mind, Sub-
tlety; Vision

- charm 1 sp greater, 2 sp powerful (deadly vision, enthrall,

mind control, project thoughts, suggestion, vision)

STATISTICS

Str 14, Dex 20, Con 18, Int 16, Wis 18, Cha 37

Base Atk +15; CMB +17; CMD 32

Feats Alertness, Deceitful, Extra Magical Talent (6), Persua-
sive, Quicken Spell, Sphere Focus (Mind)

Skills Bluff +43, Diplomacy +43, Disguise +39, Intimidate +43,
Knowledge (arcana) +23, Perception +26, Sense Motive +34,
Spellcraft +26

Languages Aklo, Common, Sylvan, Tatulani

SQ change shape (human, hybrid, giant mantis), link, lycan-
thropic empathy
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Caster Level 15 (20 w/ Mind sphere); MSB +20, MSD 31,
Concentration +33
Tradition Mind (Drawbacks: *Emotional Casting, **Rigorous
Concentration); CAM Cha
Spell Points 40
Illusion Sphere — DC 30, Duration concentration +2
rounds or permanent w/ 2 sp, Range Medium (250 ft.), Tal-
ents Complex Illusion, Illusionary Disguise, Illusionary
Odor, Illusionary Sound, Illusionary Touch, Invisibility, Lin-
gering Illusion, Manipulate Aura, Permanent Image, Ranged
Illusion

- illusion (1 sp, complex, odor, sight, sound, touch)

- invisibility (1 sp, +15 Stealth)

- trick (15 minutes, aura, odor, sight, sound, touch)
Mind Sphere — DC 39, Range Medium oo ft.), Target
1 or 11 w/ 1 sp, Talents Deadly Vision, Enthrall, Expanded
Charm, Greater Communication, Group Charm, Mind Con-
trol, Paralyze, Powerful Charm, Project Thoughts, Ranged
Mind, Subtlety, Vision

- charm 1 sp greater, 2 sp powerful (deadly vision, enthrall,

mind control, project thoughts, suggestion, vision)

STATISTICS

Str 16, Dex 20, Con 20, Int 16, Wis 18, Cha 37

Base Atk +15; CMB +18 (+22 grapple); CMD 33

Feats Alertness, Deceitful, Extra Magical Talent (6), Persua-
sive, Quicken Spell, Sphere Focus (Mind)

Skills Bluff +43, Diplomacy +43, Disguise +39, Intimidate
+43, Knowledge (arcana) +23, Perception +30, Sense Motive
+34, Spellcraft +26, Stealth +9 (+17 in Forests); Racial Modi-
fiers +4 Perception, +4 Stealth (+12 in Forests)

Languages Aklo, Common, Sylvan, Tatulani

SQ change shape (human, hybrid, giant mantis), link, lycan-
thropic empathy




SPECIAL ABILITIES

Anything to Please (Su)
3/day, Windjina can compel a creature within 30 ft. to
attempt to please her as a standard action. The crea-
ture receives a Will save DC 38 to negate this effect.
If the save fails, the creature attacks her enemies for 1
round, gives her its most valuable item, or drops prone
at her feet and grovels for 1d4 rounds (GM’s choice).
Change Shape (Su)

As a lycanthrope, Windjina has three forms—a human form,
a hybrid form, and a giant mantis form. Equipment does not
meld with the new form between humanoid and hybrid form,
but does between those forms and animal form. Windjina is
a natural lycanthrope can shift to any of its three alternate
forms as a move-equivalent action. Windjina if slain reverts to
her human form, although she remains dead.
Charming Touch (Sp)
16/day, Windjina may charm a creature by touching it, (Will
save DC 38 negates). Creatures in combat or hostile against
her receive a +5 bonus to their saving throw. Creatures immune
to mind-affecting abilities are unaffected by charming touch.
Creatures that fail their save change their attitude toward
‘Windjina to helpful for 1 minute. The target will do anything
she asks of it, even things it would not normally do. Gross vi-
olations of its nature (asking a good person to attack its allies,
etc.) allows the target a new saving throw with a +2 bonus to
throw off the entire effect. A target never obeys requests that
are obviously fatal.

Convincing (Ex)

‘Windjina may take 10 with any Bluff, Diplomacy, Intimi-
date, or Sense Motive check, even if circumstances would
normally prohibit this action. She may always choose not
to take 10 and instead roll normally. In addition 3/day
Windjina may choose to take 20 on one of these skill
checks without taking additional time.

Curse of Lycanthropy (Su)

‘Windjina’s bite attack in mantis or hybrid form infects a

humanoid target with lycanthropy (Fortitude DC 15 ne-
gates). If the victim’s size is not within one size category

of the lycanthrope, this ability has no effect.

Domination (Su)

Once per day as a standard action, Windjina may make
a touch attack against a target and attempt to dominate
it. This is an enchantment (compulsion) mind-affecting
effect. The target is allowed a Will save (DC 38) and on
a failed save, the target becomes devoted to Windjina,
gaining a disposition of helpful and obeying any orders
she gives to the exclusion of all other activities except
those necessary for survival (eating, sleeping, etc.). The
target never obeys obviously self-destructive commands,
and is allowed a new save with a +2 bonus to throw off
the compulsion if asked to do something against its na-
ture. A DC 25 Sense Motive check reveals the target is
under compulsion. Windjina may only have one target
dominated in this fashion at a time, if she successfully
uses this ability to dominate a second target, the first is
immediately released from service.
Feed on Fear (Su)

As an immediate action upon successfully hitting a creature
with a melee attack that’s already suffering from a fear effect,
Windjina deals +2d6 additional damage and gains an equal
amount of temporary hit points. These temporary hit points
last for 24 hours or until lost. Windjina may use this ability 3/
day.

Hypnotism (Su)

‘Windjina may manipulate another with little more than a look
or word. Windjina must target a single creature, which must
be 75 ft. and able to see and hear her. Hypnotizing a target is
a standard action. Windjina may use hypnotism 13 times per
day. When hypnotizing a target, Windjina chooses one effect
available to her from the list below. If the effect calls for a sav-
ing throw, the DC is 38. Hypnotism is a mind-affecting ability.
‘Windjina may target herself with her own hypnotism, even if
she cannot see or hear herself.

- Fascinate: Windjina causes the target to become fascinated
with her for 2 minutes (Will negates). While fascinated, a
target takes no action except to stand or sit quietly and
watch the weremantis. The target takes a -4 penalty on
skill checks made as reactions, such as Perception checks.
Any potential threat to the target allows the target to
make a new saving throw to end the fascination effect.
An obvious threat, such as someone drawing a weapon,
casting a spell, or aiming a weapon at the target, automat
ically breaks the effect.
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- Insanity: Windjina may plant compulsions into the target’s
mind to distract them. For 13 rounds, the target must pass
a Will save each round or suffer one of the following ef-
fects, which last 1 round:

I Take no action but to babble incoherently,

2. Run away from Windjina at top speed,

3. Fall prone,

4. Drop all held items and be unable to pick them
back up,

5. Deal 1d8 + Str modifier to self with whatever is hand
as a standard action,

6. Attack nearest creature.

- Inspire Greatness: Windjina may use hypnotism to instill
the target with the effects of the inspire greatness bardic
performance for 13 rounds.

- Inspire Heroics: Windjina may grant the target the benefits
of the snspire heroics bardic performance for 13 rounds.

- Liberate: Windjina may use hypnotism to free a target’s
mind of harmful effects. The target may reroll a Will save
(using Windjina’s bonus if it is higher) against each harm-
ful mind-affecting effect they are suffering from. Windji-
na may also allow the target to reroll a Will save made to
disbelieve an illusion, but this may only be used against
an illusion that she herself has already successfully dis-
believed.

- Reverence: Windjina may cause the target to fall before her
in reverence (Will negates). On a failed saving throw, the
target falls prone and is considered helpless for 2 minutes.
A flying creature incapable of hovering must land imme-
diately in order to prostrate itself. Each round on its turn,
the target may attempt a new saving throw as a full-round
action to end the effect early. This does not provoke an
attack of opportunity. If a creature makes its initial saving
throw against this ability; it is staggered for 1 round and
may not be targeted again with this ability until the fol-
lowing day.

Link (Su)

Whenever Windjina charms or dominates a target (such as
through the Enthrall charm from the Mind sphere, or the dom-
ination ability), she may send thoughts and instructions tele-
pathically to the creature. The target may also communicate
back to Windjina via this same telepathic link. The target must
be be within 6o ft. for this ability to function.

Lunge (Ex)

‘While in hybrid form, Windjina has limbs that are capable of
reaching much farther than normal for a creature of its size. As
a full-attack action, it can make a single attack with its claws at
double its normal reach. When she attacks with a claw in this
manner, it gains a +4 bonus on its attack roll. Windjina cannot
make attacks of opportunity with its lunge.

Lycanthropic Empathy (Ex)

In any form, Windjina can communicate and empathize with
vermin related to her mantis form. She can use Diplomacy to
alter such an vermin’s attitude, and when so doing gain a +4
racial bonus on the check.

Mandibles (Ex)

‘While in hybrid form, Windjina can immediately make a bite
attack against their target after grabbing a foe.

Sudden Strike (Ex)

209

While in hybrid form, Windjina is particular-
ly adept at moving quickly when its foes are sur-
prised. During a surprise round, Windjina may act
as if she had a full round to act, rather than just one
standard action.

Touch of Fear (Sp)

16/day, Windjina may make a melee touch attack as a
standard action to make the target shaken for 1o rounds.
In addition, the target is also frightened for 1 round (Will
negates).

EcoLocy

Environment any (Windfell Academy)

Organization solitary

Treasure Standard (ady fingers, and other treasure)

NEw DrAawBACKS AND MINOR ARTIFACT

*Emotional Casting
Your magic requires heightened emotional states of mind to
use. When subject to a non-harmless magical effect that in-
vokes an emotion (such as fear effects, spells with the (emo-
tion) descriptor, or charms such as Fear or Hostility) you are
unable to use magic.

**Rigorous Concentration

Your magic requires intense amounts of concentration to use.
When making a concentration check (such as to cast defen-
sively or while taking damage), the DC increases by +10. You
may increase the casting time by one step to take extra time
focusing and negate this penalty.

LADY CLAWS

Lady claws are a series of metal claws that fit over the wearer’s fin-
gers, and are considered one of the sacred artifacts of the weremantis
people.

Aura strong Enhancement; CL 20th; Slot hand; Weight -
DESCRIPTION

Lady Claws count as a +§ spiked gauntlet with the bane special
quality against all living males. In addition, the wearer gains
a +4 luck bonus to all saving throws

DESTRUCTION

If the Lady Claws are worn by a man for one year without
taking them off, they will lose their power and break.
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UNIVERSAL, MONSTER T RAITS

Astral Travel (Su)
As a standard action, this creature can shift itself into the
Astral plane, traveling bodily between the material plane and
the outer planes.
@ [ormat: astral travel; Location: Special Qualities.
Change Shape (Su)
A creature with this special quality has the ability to assume
the appearance of a specific creature or type of creature (usu-
ally a humanoid), but retains most of its own physical qualities.
This ability functions as the shapeshift ability of the Alteration
sphere with a caster level equal to the creature’s hit dice, except
the creature does not gain a specific form or traits. Instead, the
creature gains the appearance and all the abilities listed in the
creature’s description, including creature type and subtypes,
size, natural attacks, and abilities of that creature, but does not
adjust its ability scores.
Unless otherwise stated, the creature can remain in an alter-
nate form indefinitely. Some creatures, such as lycanthropes,
can transform into unique forms with special modifiers and
abilities. These creatures do adjust their ability scores, as not-
ed in their descriptions.
Format: change shape (wolf); Location: Special Qualities.
Detect Evil/Good/Law/Chaos (Ex)
The creature always knows if a creature it can see within 60
ft. possesses any of the alignments it can detect. This doesn’t
only apply to alignment, but also to intent Gif a Neutral crea-
ture is contemplating murder, it would appear as Evil for this
ability). This does not allow the creature to detect invisible
targets.
Format: detect evil; Location: Senses.
Detect Magic (Su)
The creature automatically detects magical auras, seeing
their strength and sphere/school as if using the base divine
ability of the Divination sphere. This ability only detects au-
ras within 60 ft., and may be suppressed or resumed as a free
action.
Format: detect magic; Location: Senses.
Detect Thoughts (Su)
The creature needs only to focus on a target it can see (a
move action) in order to read its surface thoughts, as if using
the greater Read Mind charm.
Format: read thoughts; Location: Special Attacks.
Ethereal Change (Sp)
The creature can become ethereal as a standard action. An
ethereal creature is invisible, insubstantial, and capable of
moving in any direction, even up or down, albeit at half nor-
mal speed. An ethereal creature can move through solid ob-
jects, including living creatures. An ethereal creature can see
and hear on the Material Plane, but everything looks gray
and ephemeral. Sight and hearing onto the Material Plane
are limited to 60 ft..
Force effects and abjurations affect an ethereal creature nor-

There are pages and pages of universal monster traits listed in other bestiaries, anda while for the most part
hese qudlities are tredted the same from book 10 book, there are always exceptions. The following are mine. If you're
familiar with the Ellinsol method, some of these will be familiar 1o you, but some of these are completely unigue 1o
INis book, So when reading entries contained nerein, [ recommend you use e following ISt rather than ove from
another book. Do I think my UMT's are better than other people’s? Mo, But if something in this book is qoing o Kill
you, I think we'a dll prefer if it was because it overponered you, and ot because you Made a cross—referencing error.

mally. Their effects extend onto the Ethereal Plane from the
Material Plane, but not vice versa. An ethereal creature can’t
attack material creatures, and spells you cast while ethereal af-
fect only other ethereal things. Certain material creatures or
objects have attacks or effects that work on the Ethereal Plane.
An ethereal creature treats other ethereal creatures and ethere-
al objects as if they were material.

Format: ethereal change; Location: Special Qualities.

Frightful Presence (Ex)

This special quality makes a creature’s very presence unsettling
to foes. As a free action taken as part of an attack or charge,
the creature can cause opponents to become frightened. The
range is usually 30 ft., and the duration is usually 5d6 rounds.
This ability affects only opponents with fewer Hit Dice than
the creature has. An opponent can resist the effects with a suc-
cessful Will save (DC 10 + 1/2 the frightful creature’s racial HD
+ the frightful creature’s Cha modifier; the exact DC is given
in the creature’s descriptive text). An opponent that succeeds
on the saving throw is immune to that same creature’s frightful
presence for 24 hours. On a failed save, the opponent is shaken,
or panicked if it has 4 Hit Dice or fewer. Frightful presence is a
mind-affecting fear effect.

Format: frightful presence (60 ft., DC 21); Location: Aura.

Grab (Ex)

If a creature with this special attack hits with the indicated
attack, it deals normal damage and attempts to start a grapple
as a free action without provoking an attack of opportunity.
Unless otherwise noted, grab can only be used against targets
of a size equal to or smaller than the creature with this ability.
The creature has the option to conduct the grapple normally;
or to only use the part of its body it used to make the grab to
hold the opponent. If it chooses to do the latter, it takes a —20
penalty on its CMB check to make and maintain the grapple,
but does not gain the grappled condition itself.

Creatures with the grab special attack receive a +4 bonus on
combat maneuver checks made to start and maintain a grapple.
Hide Self (Sp)

The creature can turn itself and its carried equipment invisible
as a standard action, gaining all bonuses described under the
‘invisibility’ talent of the Illusion sphere, but with a +20 bonus
to Stealth checks instead of the usual bonus. The effect’s caster
level is equal to the creature’s hit dice.

This invisibility lasts until removed by the creature as a free
action, or when the creature attacks any creature, including us-
ing magic that targets a foe whose area or effect includes a foe.
Actions directed at unattended objects do not break the effect,
as well as indirect harm, such as triggering a trap.

Format: hide self; Location: Special Qualities.

Incorporeal (Ex)

An incorporeal creature has no physical body: It can be harmed
only by other incorporeal creatures, magic weapons or crea-
tures that strike as magic weapons, and spells, spell-like abil-



ities, sphre effects, or supernatural abilities. Even when hit by
spells or magic weapons, it takes only half damage from a cor-
poreal source (except for channel energy). Although it is not a
magical attack, holy water can affect incorporeal undead. Cor-
poreal spells and effects that do not cause damage only have a
50% chance of affecting an incorporeal creature. Force magic
and effects affect an incorporeal creature normally.

An incorporeal creature has no natural armor bonus but has a
deflection bonus equal to its Charisma bonus (minimum: +1).
An incorporeal creature can enter or pass through solid objects,
but must remain adjacent to the object’s exterior, and so cannot
pass entirely through an object whose space is larger than its
own. It can sense the presence of creatures or objects within a
square adjacent to its current location, but enemies have total
concealment (50% miss chance) from an incorporeal creature
that is inside an object. In order to see beyond the object it is in
and attack normally; the incorporeal creature must emerge. An
incorporeal creature inside an object has total cover, but when
it attacks a creature outside the object it only has cover, so a
creature outside with a readied action could strike at it as it at-
tacks. Incorporeal creatures cannot pass through a force effect.
An incorporeal creature’s attacks pass through (ignore) natu-
ral armor, armor, and shields, although deflection bonuses and
force effects (such as mage armor) work normally against it. In-
corporeal creatures pass through and operate in water as easily
as they do in air. Incorporeal creatures cannot fall or take falling
damage. Incorporeal creatures cannot make trip or grapple at-
tacks, nor can they be tripped or grappled. In fact, they cannot
take any physical action that would move or manipulate an op-
ponent or its equipment, nor are they subject to such actions.
Incorporeal creatures have no weight and do not set off traps
that are triggered by weight.

An incorporeal creature moves silently and cannot be heard
with Perception checks if it doesn’t wish to be. It has no
Strength score, so its Dexterity modifier applies to its melee
attacks, ranged attacks, and CMB. Nonvisual senses, such as
scent and blindsight, are either ineffective or only partly effec-
tive with regard to incorporeal creatures. Incorporeal creatures
have an innate sense of direction and can move at full speed
even when they cannot see.

Format: incorporeal; Location: Defensive Abilities.

Natural Invisibility (Ex or Su)

The creature is always invisible with a +20 to Stealth, even when
attacking. If purged or dispelled, this invisibility automatically
reactivates itself at the beginning of the next round.

Format: natural invisibility; Location: Defensive Abilities.

Rock Catching (Ex)

The creature (which must be of at least Large size) can catch
Small, Medium, or Large rocks (or projectiles of similar shape).
Once per round, a creature that would normally be hit by a rock
can make a Reflex save to catch it as a free action. The DC is 15
for a Small rock, 20 for a Medium one, and 25 for a Large one.
(If the projectile provides a magical bonus on attack rolls, the
DC increases by that amount.) The creature must be aware of
the attack in order to make a rock catching attempt.

Format: rock catching; Location: Defensive Abilities.’

Rock Throwing (Ex)

This creature is an accomplished rock thrower and has a +1 ra-
cial bonus on attack rolls with thrown rocks. A creature can
hurl rocks up to two categories smaller than its size; for exam-
ple, a Large hill giant can hurl Small rocks. A “rock” is any large,
bulky, and relatively regularly shaped object made of any mate-

rial with a hardness of at least 5. The creature
can hurl the rock up to five range increments.
The size of the range increment varies with the
creature. Damage from a thrown rock is 1d6 for a
Tiny rock, 1d8 for a Small rock, 2d6 for a Mediium
rock, etc., plus 1-1/2 times its Strength bonus.

Format: rock throwing (120 ft.); Location: Special Attacks
(damage is listed in Ranged attack).

See in Darkness (Su)

The creature can see perfectly in darkness of any kind, in-
cluding that created by deeper darkness or the Pure Darkness
Dark talent.

Format: see in darkness; Location: Senses.

Teleportation (Sp)

As a standard action, the creature can teleport themselves
and up to 50 lbs. of equipment to any location on the same
plane and planet that they have previously seen, visited, or have
heard a very detailed description of. This effect has an effective
caster level equal to the creature’s total Hit Dice.

Format: teleportation; Location: Special Qualities.

Tongues (Su)

This creature may speak and understand the language of any
intelligent creature, whether it is a racial tongue or a regional
dialect. The subject can speak only one language at a time, al-
though it can understand multiple languages at once.

Format: tongues; Location: Languages.

Truespeech (Su)

A creature with truespeech can speak with and be understand
by any creature that has a language. Everyone hearing the crea-
ture speak hears them speak in whichever language is most
comfortable for them. This ability is always active.

Format: truespeech; Location: Languages.

Telepathy (Su)

The creature can mentally communicate with any other crea-
ture within a certain range (specified in the creature’s entry,
usually 100 ft.) that has a language. It is possible to address
multiple creatures at once telepathically, although maintain-
ing a telepathic conversation with more than one creature
at a time is just as difficult as simultaneously speaking and
listening to multiple people at the same time

Format: telepathy 100 ft.; Location: Languages.

True Seeing (Su)

The creature can see through normal and magical darkness,
notice secret doors hidden by magic, sees the exact locations
of creatures or objects under blur or displacement effects,
sees invisible creatures or objects normally, sees through il-
lusions, and sees the true form of polymorphed, changed, or
transmuted things. Further, the subject can focus its vision
to see into the Ethereal Plane (but not into extra-dimension-
al spaces). The range of true seeing conferred is 120 ft.

True seeing, however, does not penetrate solid objects. It in
no way confers X-ray vision or its equivalent. It does not ne-
gate concealment, including that caused by fog and the like.
True seeing does not help the viewer see through mundane
disguises, spot creatures who are simply hiding, or notice se-
cret doors hidden by mundane means. In addition, the spell
effects cannot be further enhanced with known magic, so
one cannot use true seeing through a crystal ball or in con-
junction with clairaudience/clairvoyance.

Format: true seeing; Location: Senses.



CREATURES BY CR

Diminutive Horror 9

Cambion, Synthetic Wolf, Time Toy, Tiny Horror 9

Echo Bat, Entangling Vine Guardian Plant, Imp, Initiate Skeletal Student, Leprechaun, Lucky
Merp

Alp, Draugr, Dryad (Wood Nymph), Small Horror 9, Synthetic King Cobra, Thorn Guardian
Plant, Unicorn

Apprentice Skeletal Student, Avenger, Centaur Cyborg, Corruptor, Demonic Leprechaun, Mark
I1, Satyr, Speedy Merp, Synthetic Bison, Time Toy Swarm, Warp Spider, Yaoguai

Grand Councillor, Horror 9, guardian plant fungus

Choir, Clockwork Vines, Id, Journeyman Skeletal Student, Red Leprechaun, Satyr Rogue, Tele-
kinetic Golem, Vile Corruptor, Yaksha

Avenger Sergeant, Broken Mark I, Cambion Sorcerer, Man-Trap Guardian Plant, Primary,
Storm Draugr, Succubus, Synthetic Elephant, Water Nymph

Advanced Skeletal Student, Dealmaker, Hill Giant Cyborg, Horror 17, Mark IT War Leader,
Méwing Yaoguai, Oni, Radiant Merp, Satyr Knight

Champion Guardian Plant, Fire Nymph, Psychopomp, Synthetic Tyrannosaurus

Corruptor Captain, Geemet the Caretaker, Giant Invisible Mantis, Mark I, Master Skeletal
Student, Rakshasa, Satyr Musician, Warp Spider Matriarch

Avenger Captain, Clockwork Vines Nest, Devouring Draugr, Shadow Golem, Shadow Nymph

Cambion Mageknight, Death Knight, The Gazebo, Oni Warmonger

Frost Worm Cyborg, Herald Angel

Satyr Warlord, Venus Fisher, Yaksha Warlord

Mr. Mouth, Star Nymph, Unchained Barbarian Mark I

Tinker Merp

Wife of Gideon

Covenant Rakshasa, Death Knight Lord, Magic Golem

Dragon Horror, Merchant of Hell

Bodhisattva, Dilettante Merp, Lord Baroden de Fleur, Professor Clik, Professor Daemen,
Professor Fezmet, Professor Meeda, Professor Savesha, Professor Tocs Witherpool, Professor
‘Windjina, Satyr King

Charon, Solar

Headmaster Mardoc, Mark V

Janus
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WIZARD'S ACAD EY

Windfell Academy is an enigmatic place. Alongside their traditional studies, students
can gain personalized summoning advice from a reformed succubus, delve the library’s
many tomes with the aid of the library troll, or simply pass the time visiting with the
school’s goblin groundskeeper as he explains the finer points of goblin holidays. But the
school is also in jeopardy; the headmaster is missing, students are disappearing, and if
the PCs can’t uncover the culprit in time, no one will survive until graduation!

In Wizard’s Academy, the PCs are tasked to join and explore an enigmatic academy

of magic, delving the secret dungeons underneath the school while retaining their
cover as innocent students. Alongside classic dungeon-crawling adventures, the PCs
will also have the chance to attend classes, encounter school-related events such as a
divination contest and a dueling club, all while searching for clues related to the missing
headmaster and students.

With 8 possible villains and an adaptable encounter system, Wizard’s Academy is an
adventure module that can easily be adapted for any party of PCs be they level 1 or 20,
and can also be adapted in length, taking either a few gaming sessions to complete or
becoming a small campaign unto itself!

Delve the school’s secrets and protect its students, but beware: Windfell Academy

is a dangerous place, and death is not considered an acceptible excuse for missing
detention.

Wizard’s Academy is an adventure module designed for the Pathfinder Roleplaying
Game and the Sphere of Power magic system.

This volume also comes complete with Fantastical Creatures and How to Survive
Them, a Spheres of Power bestiary with over 100 monsters, including both original
creatures and classic fantasy monsters adapted to the Spheres of Power magic system.
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