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derint N fou d in afrnanment ru believe this'text is at
nother caster's copy of salﬁ tome. Described within are foul rituals
ngth fiendi hizwers or eldrltch might. Do not take these rituals
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was raw and untamed, a time before it was divided amongst power-h
i ( d use the magic found within occult rituals. These small sample
o use deat as thelr fuel and influence. Experiments with Unngal Appetite hav
" s
tims be ommg«:anmbals while Worm st has ended in mild plague. Eternal Slumb
"’”‘Eili‘ preserved, while Vampire’s Flesh has made my body guards much tougher i
R se from: Q..érave has brought Eternal Slumber corpses back from d even years
|n Wérkspas an excellent torture tool and occasmna!y leaves them a ing mess. The ritual Curse of
inding Rot has resulted in a zombie assistant, while Ward of Pain has it much harder fof™ £ e . . |
..“adventurers” to penetrate my chambers. It appears that Crafted Companioen can make a c;onstfuqt'more S &
~ powerful, while Flesh of Sand can be used to transform myself into a Mumm d, an int_e?esting idea. :
. 48 Land of the Damned would be an excellent choice for a graveyard or battlefield, while \
S qﬁe the best way to ensure an eternal life. . ‘o 4

-Mezmock, Court Librarian of Morhed n
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he focal component of the
s a fresh corpse of a humanoid type
s arget of the spell. The corpse
)ave been killed strictly for the

of being served up as a meal to the

“targ (The caster may have upto 4. '

|stams that may or may not'know what is
ually gg“ng on.)

Hlll Checks Knowledge (religion) DC 32, 1
success; Perform (sing) DC 32, 1 success;

* Profession (cooking) DC 32, 2 successes

EFFECT

. 'fliange Touch

Duration Permanent

Saving Throw Fort; Spell Resistance yes
Backlash 2d6 damage, and the caster is
exhausted for 8 hours

Failure The spirit of the creature who was killed
as the focus for the ritual, manifests as a ghost

(use the creature’s game statistics before it died,

and apply the ghost template) and attempts to
slay the casters, one by one. The ghost is active
each night from dusk until dawn for 1d10 days,
killing as many of the casters as. it can during
that time. At dawn on the final day, the ghost’s
spirit returns to its resting place

DESCRIPTION

This ritual involves preparing'a cursed meal that
will force the target to consur&aflesh as a
cannibal. The meal is usually'a meat pie of n
some sort, but other meals such'as stews ar:

not unheard of. The important thing aboutthe *
meal’s presentation is that the meat source not*
be obyiou?ﬁh verbal component of the spell.is
a ma'eabre n y thyme that must be sung, in
a ered during the entire preparation
of t JueJhyme is a twisted tale about
starv i ‘é chlldhood murder, and ultlmately
desperate cannibalism. o

If the target falls its
better than any o

-~

" Inthe case of the failﬁgve the target will find
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themselvessravenously hungry, and unable to
satisfy their appetite with even favorite meals A3

Everything,will be bland, and unfulfilling, ‘and 9 P
provide no nutrltlonal qualities. The target will [
begin to starve as the starvation enwronrnental
rules, as they slowly begln to feel an urging
hunger when looking ‘at other humanoids..
target has a hard choice, starve,
of other humanoids. Consuming
humanoid fle er day will allo ‘
to eat normally for that day. «~ = , o,

A Remove Cquell can e‘h@\gell

5
“'Worm Fe&s : o . |

School Necromancy, Level 4"

P

CASTING :

. *9 -~
Casting Time 4 hou&“‘;
Components V, M, F (t
mixture of incense mix
parasites worth 500 gp)-

Skill Checks Heal DC 33 3 successes;
Knowledge (religion) DC 3 success

EFFECT

Range Food or water
Duration Permanent, u
Saving Throw Fort; Spell
Backlash The caster is
after casting.

Failure The caster be
colony of parasites’ins

0o 4
the host to the " 4
f the target.

DESCRIPTION e

o

- This ritual causes the target(s) which consume

_the heal skill will haye the same effect as

This ritual is cast on food, a food source, water
or a water source, before it is to be consumed. &

The caster chants an unholy incantation over the 7 ':4
targeted foodstuffs, while burning a mixture of
incense and intestinal parasites. 5 ,,‘

the foodstuffs to become ill with Worm Guts (see ') -
elow). It is important to note that neither the 0. 44

caster, nor the target will know if the spell has

taken hold until the 3rd day (the Game Master “i

. should roll the save). It is on  the 3rd day that the

~ target becomes sicken a condition that will
remain indefinitely until.a ove Disease or
Remove Curse spell is cast on the target. Use of

b &

o “.‘;
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http://www.d20pfsrd.com/bestiary/monster-listings/templates/ghost
http://www.d20pfsrd.com/gamemastering/environment/environmental-rules#TOC-Starvation-and-Thirst
http://paizo.com/pathfinderRPG/prd/spells/removeCurse.html
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Exhausted
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Sickened
http://paizo.com/pathfinderRPG/prd/spells/removeDisease.html
http://paizo.com/pathfinderRPG/prd/spells/removeCurse.html
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dividually, hy se tiny p'arasites are almost
sible to the naked eye, yet en masse they're
pable of taking down even the strongest
Entering the body through consumption
w;' fzst s or water, these thin worms
C HICk|y mlgrate to the intestines and begin
reproducing. The infestation is typically
‘evidenced by a rash of the rectum, abdominal
| pain, and diarrhea. Examining the intestines or
stool of a late-stage victim reveals a living carpet
of thousands of tiny parasites.
p ’
Type disease (parasite), contact or ingestion;
Save Fortitude DC 14

Onset 3 day; Frequency 1/day

Effect 1d3 Con damage and target is fatigued
R, andétaggered; Cure 2 consecutive saves
— —

Eternal Slumber
School Necromancy; Level 5

CASTING

Casting Time 50 minutes
Components V, S, M (rose water)
Skill Checks Heal DC 33; 1 suecess;
o) Knowledge (arcana) DC 33, 3 successes;

Knowledge (planes) DC 33, 1 success "% &,
o

L EFFECT W 4

get corpse l

N

ouch,
per ent
ow None (harmless); Spell®
. eno (harmless) o

Backlash, Caster takes

Failure Caster gain
® (DC = 16 + caster’
after the first.d

" Vol

.. symbols are drawn onto the bottle with wax or

DESCRIPTION

“t l‘; 7
T .l‘ L ‘
Through asceremony of meditation and 5
recitation, the caster of this ritual baths the body , T' " 4
of the corpse in the rose water. 3

. ’ . (

Once the ritual is complete, the casterpn
the remains of a dead creature s

not decay. Daing so effectively ¥
limit on ramﬂat creature fron

Raise Dead). The effects of theri

permanent. Additionally, this\itua mhkeg' # Va
transporting a (and thus ) > 43 ( :

exudes the scent of roses as long as it's under ® .4
the effects of the ritual.The ritual also Works ont.
severed body partsﬂthe like. «

comrade less éasant In fact, the body

s " § oo
Vampire's Fles ) & g
School Transmutation; Level 5{ \ , O

) A
CASTING a e
'™ ) “

Casting Time 50 minutes
Components V, M (the wi
red wine), F (finger from an
worth 50 gp), SC (1+primary
modifier)
Skill Checks Heal D
Knowlédge (dungeoneeri
SuCCesSses ot

d creature
's willpower

EFEECT

Range 50 feet
Target primary an
Duration 1 hour per ter level

Saving Throw Will ates (harmless); Spell
Resistance yes (harmless)

. Backlash caster is exhausted

BN 7 *
Failure caster suffers from the daybane curse P ’
for duration of spell. ,

DESCRIPTION 15X

‘The caster grinds the bat wing in a bowl. This 'y
mixture is then poured into the bottle of red S (K §
wine. The finger from an undead créature is Y
dropped into the bottle of wine, while occult ”&

>

acid. Each caster must drink from the bottle to
ain the ritual’s effects.;
9 S


http://paizo.com/pathfinderRPG/prd/spells/removeDisease.html
http://www.d20pfsrd.com/magic/all-spells/h/heal
http://www.d20pfsrd.com/magic/all-spells/h/heroes-feast
http://www.d20pfsrd.com/magic/all-spells/h/heroes-feast
http://www.d20pfsrd.com/gamemastering/afflictions/diseases/zombie-rot
http://www.d20pfsrd.com/magic/all-spells/r/raise-dead
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Exhausted
http://www.d20pfsrd.com/gamemastering/afflictions/curses/daybane
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nag per
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ged. This spell has no
I ge reductlop from

ise from the Grave N

ﬁ?ogl ecromancy, Level 6 .
"y
_ CASTING

* Casting Time 60 minutes

Components V, S, M (incenses burned in a
bowl filled with grave earth, a circle of salt cast
to perform the ritual inside of), F (diamond worth

~ 5,000 gp), SC (up to the Intelligence modifier of

the primary caster)

Skill Checks Heal DC 34, 1 success;
Knowledge (planes) DC 34, 2 successes;
Knowledge (religion) DC 34, 3 successes

EFFECT

Range touch

Target dead creatures touched, up to primary
caster's wisdom modifier

Duration instantaneous :

Saving Throw None, see text; Spell
Resistance yes (harmless)

Backlash The primary caster is exhausted
Failure The targets of the ritual rise up as if
under a Create Undead spell. The casters have
no control over these undead.

deih

DESCRIPTION % 5

L
The primary caster draws an mtncate cwclE"
adorned with occult symbols around the ¢ pses
to be raisédrand themselves. The secondary
casta‘s stan

side the circle. [

cantatloﬁjs successful, the diamond
: ’G*D;gnﬁ‘él will flai,b with a white'fight and

S touched raise as the spell Raise
ad,been cast on each of them I "
ritual fails, the diamond

flash with a red li
raises as |ftﬂe

§ el

."
k :

‘v J “ '. 3 'i i

; S ., ‘ ’J‘ = p
becomes pale and cold tothe = by

damage reduction T8

neal b" tual has

P

4

4
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{a Under ‘the Sk| : .
SchooLNeCromancy, Level 6th LR ‘
* 'a' »
CASTING* e
b, ) - i ‘. 7

—

Casting Time 60 minutes 2 -
Components S, M (A paintbrush made fro.the

target’s hair), F (Ink or paint made
of a giant spider worth 500GP),
may commis@ a professional
Skill Checks @raft (paint) DC30, 2
Knowledge (arcana) DC 30, 2 sut{ces es;
Knowledge (rewm) DC 30, ccesses 1 "

EFFECT

i '
£$ - p fi R e . ‘

Range 60 feet *

Duration 10 round&‘l

Saving Throw Fort; SR Yes "

Backlash Thesprimary,and secdndary casters
suffers a negative -6 pél to strength, which
can only be removed wit ovexcurse or SURN t

Break Enchantment.  gaSSs ' .
Failure Role for a random madness which is -

focused around spiders. ‘; )

DESCRIPTION

7"muc;h longer on the painting to get |t-‘just right”.

" signed in blood. When this'is done, the ritual >

The ritual begins with.t
gathering a small amo
from which the caster car: >
brush marked with oceult r . The next step
requires the primary. cqs% a size large or
larger spider. The primary caster must then kill

the vermin and careful its body fluids with
the ink or paint. Once ed with the mixed

ink or paints the prim d'rosecondary) caster ""’-’d‘ b=
can then begin the apﬁof painting. o,
This step in the process produces a hellishly e
. twisted painting of the target, with bursting o I’ ﬁ
lesions pouring out with tiny spiders. The 2 v
painted scene will show the target in anguish as ! 5

they are painfully being consumed by arachnids
from within their own body. After the painting is ¢

,'nearly done, the primary caster must complete it = . el
by signing their name on it in their own blood.

Often, out of pride, the caster(s) may spend

B
o

In these cases the pamtmg can sit unfinished for i
weeks. The ritual is only truly done after it is )

takes immediate effeet;?’ e

WA


http://www.d20pfsrd.com/gamemastering/conditions#TOC-Exhausted
http://www.d20pfsrd.com/magic/all-spells/c/create-undead
http://www.d20pfsrd.com/magic/all-spells/r/raise-dead
http://www.d20pfsrd.com/magic/all-spells/r/raise-dead
http://www.d20pfsrd.com/magic/all-spells/c/create-undead
http://www.d20pfsrd.com/magic/all-spells/r/remove-curse
http://www.d20pfsrd.com/magic/all-spells/b/break-enchantment
http://www.d20pfsrd.com/magic/all-spells/b/break-enchantment
http://paizo.com/pathfinderRPG/prd/gameMasteryGuide/sanityAndMadness.html

of spiders. After an
target must then
1s (as the Spider@warm

1 to devour the target. The
in their assault until after the
of the duration. At the end
will dissipate, leaving the

ot € traumatized.
s

'r ‘?of Binding Rot

_School N@tnomancy, Level 7

|
' CASTING

-

Casting Time 7 hours

Components V, S, M, F (the body of the target
soul to be entrapped, and an object of deep
S|gn|f|cance to the target in life), SC (The caster
may have up to 2 assistants in this ritual.)

Skill Checks Perform (comedy) DC 31, 2
successes; Perform (dance) DC 31, 2
successes; Knowledge (arcana) DC 31, 1
success; Knowledge (religion) DC 31, 2
successes

EFFECT

Rana)e 30 feets

; Duration Permanent

Saving Throw None; SR no

Backlash Each caster suffers 4d6 damage
Failure Each caster suffers 2 negative levels
until a Remove Curse spell is cast on them.

DESCRIPTION
During the darkest night of a'lnew moon, this foul
® ritual defiles the grave of the target by "
committing acts of lengthy, angry'vandau m,
such as, the act of dancing on the targets,g a@é, > )
o breaking headstones, urinating on the graye

defecation...etc; Additionally, insults, cursing the
of the target, and shouting damningly
(or perhaps true) words about'the target
ﬁ’ e acts are meant to attract a
ts spiritual atiention.in order to trap
the spirit in lts old body as a siave to the c ter
el utter

® As the caster speak @)out
| the deceased tar draw
" and closer to‘th I r

orderto rlaate
a slayekof-the angry undead trlcked mto
: epared necromantic trap. J’ he

L

| R e )
_ returned spirit is forc

" EFFECT

'Range 50 feet
Duration Permanent fH {
Saving Throw Ref; Spell Resistance yes - W
Backlash Caster is exhausted >

.(é :
'
"

.

ack into itsS"decaying
body to serve the caster as an unwilling slave.

This slave has all of its old abilities, but is now a -
Juju Zombhie under the primary caster’s control.
This ritual will only work if the undead created is

equal to, or “lower in level than the primary,
caster. Otherwise it automatically ends in fa&xre
as above. y

L
g .

i
S
3
3

'!

Ward of Pain g: :
School Necromancym/&t 7
s

CASTING

Casting Time 7 Hours

Components V, S, M (ashes from a burnt tree)
Skill Checks Heal DC 34, 4 successes;
Knowledge (religion) DC 34, 3 successes

Failure The caster suffers 3d1
damage

39&0 points of

o'


http://www.d20pfsrd.com/bestiary/monster-listings/vermin/spider/spider-swarm
http://paizo.com/pathfinderRPG/prd/spells/removeCurse.html
http://www.d20pfsrd.com/bestiary/monster-listings/templates/zombie-juju-cr-1
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Exhausted

ashes of a
ded. During

i ".m effect; anyone

o the warded area suffers
ja ve energy damage as long
he arded area.

- v,

Companlon )
"Sgpool‘nﬁsrornancy, Level 8 *

ASTING

Cr

- Casting Time 1 week

Components V, S, M (sap from an evergreen
tree, powdered iron), F (special tools and
__reagents worth 5,000 gp), SC (up to the
Intelllgence modifier of the primary caster)
Skill Checks Heal DC 42, 4 successes,
Knowledge (arcana) DC 42, 2 successes; ,
Knowledge (religion) DC 42, 2 successes

' EFFECT

Range touch

5 Target one construct under primary caster’s
control 7

i Duration permeant
Saving Throw None; Spell Resistance no
Backlash caster gains a permanent negative
level
Failure the target construct goes berserk even if
it normally isn’t able to do this, targeting the
casters for the next year.

DESCRIPTION

B

In a workshop designed to build b’onstructs,"i;e
primary caster boils a mixture of tree sap -

[~ powdered,i and special reagents in a pot
from awhic il work over the course of thev
week. This mixture is used to paint ogcult
syl s on the walls of the worksho§ as well'as
on-t ‘u t eonstruct. o
t
Uponﬁle completlon of the rltl!ai the tal
p construct advances e, and
(13) modify its ability sc not (3
gain any addmo e é’ '
addmonaT unTve l (N

-

" Over the course of a

Qeek the casters work on
a targef construct’s body, performing .
modificatigns that will make the creature more
powerful. ThIS may include cutting open the
monster and adding additional parts, relnprcmg

the skeletal structure or framework, or grafti 89
other body parts onto the creature. . o

Berserk (Ex

] .
When a golem enters combat, tha‘e ANE =7

cumulative 1% chance each d that its . r} ,
elemental splr aks free am\-iglem goes - @
berserk. The trolled golem goes on a :
rampage, attag éthe nearest living ereature or
smashing some 0 Ject smaller than itself if no
creature is within're then moving on to
spread more destrut . The golem's creator, if
within 60 feet, can try to regain control by
speaking firmly and pefs aswely to the golem,
which requires a DC 19 isma check. It
takes 1 minute of inactivi the golem to reset | = ‘

the golem's berserk chance

; ‘-.’:, e - 4 5.
b . - g;

Flesh of Sand

School Necromancy; Level

CASTING

g < d
BE

, © SUCCESSES;

in template])
Skill Checks Heal DC

Knowledge (planes'5 U',.Z successes, "",‘d" b=
Knowledge (religion) BC 30, 3 successes .
’ : e aand &

EFFECT e
wk /W

Range Self 2 g

Duration Permanent :
Saving Throw None; Spell Resistance no
Backlash Caster gains 2 permanent negative
- levels

Failure The caster is exhausted and suffers

Ffrom Mummy Rot

v

DESCRIPTION 5 _ﬁ o b

With several hours of preparation, the caster _ ’
seals themselves into eﬁ\ﬁ t symbol covered
coffin filled with sand The ritual slowly drains

¥
sl



http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Energy-Drain-and-Negative-Levels
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Energy-Drain-and-Negative-Levels
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Exhausted
http://www.d20pfsrd.com/gamemastering/afflictions/curses/mummy-rot
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n the and replaces it
f the ul --Ju later, the =
the Cof'fl “. 5 powers and ?

-

ractice t,he sacred art of
un ho g'h the sinister magical
niques used to imbue corpses with undead
3 I% far less widespread. In certain’
,%lent‘ nds, such blasphemous techmques
ve bee‘kheflned through centuries of
ekemony and countless deaths, giving rise to
mummies of terrible power. On rare occasions,
if the deceased was of great rank and
exceeding malevolence, he might undergo such
elaborate rituals, rising from his'tomb as a
fearful mummy lord. Similarly, a ruler known for
~ his malice or who died in a moment of great
rage might spontaneously arise as such a
vengeful despot. Regardless of the exact
circumstances of his resurrection, a mummy
lord retains the abilities he had in life, becoming
o a creature consumed by the desire to restore
Y his rule and dominate both the living and dead.

9,

" Cre%ing aMummy Lord

; “‘Mummy lord” is an acquired template that can
be added to any living corporeal creature
(referred to hereafter as the base creature) that
has at least 8 Hit Dice. The process of creating
a mummy lord requires 50,000 gp worth of rare
herbs, oils, and other mummification materials.
The mummy lord retains all of the base
creature's statistics and special abilities, except
as listed below. p

Challenge Rating: Base creature's CR + 2

Ty $ : The creature's type changes tQ undead
au nted). J\ot recalculate its base attack

bo-n ‘ives/dr skill ranks -

Sens& A mummy lord ms darkV|S|

range of 60 feet.

Aura: A mummyg

F AII creat

;..A_-

@ Alignmenﬁény evil alignment. a

SN .

e

u?es within & oot I’a‘dIU at see a
mummy lord must succeed at a Will saving
throw or be paralyzed with fear for 1d4 rounds, 8
then shaken for the following 1d4 rounds. 9 4
Whether or hot the saving throw is successful, L
that creature cannot be affected again bysthe
same mummy lord's great despair aura abilj
for 24 hours. This is a mind-affectin
and fear affect. The save DC is Chati

based. &

2 N !
Armor Class: A mummy lord hasdelt N
natural armor bonus for everqﬁt Dice it . r' ‘
possesses or ase creature Egral armor : - .
bonus, Whichefalgf the two leads to'a higher
result. v D . ; (5} i

Hit Dice: Change th‘geature's racial Hit Dice
to d8s. All Hit Dice derived from+classlevels
remain unchanged. As undead, mummy lords
use their Charlsma modi l‘s to getermlne

bonus hit points. - : ‘
i owis N

Defensive Ab|||t|es A mummy lord gains

channel resistance +4, DR 10/—, immunity to "

cold and electricity (in addi to the immunities - L

granted by its,undead traits) fand the following

defensive ability. 1

One day-after a mummy: lo destroyed the

necromantic energies th} d the
abomination begin to re!.J its body. This !
process takes 1d10 days. If the body is

destroyed before tr;a sses, the process
starts anew. After thi e, the mummy lord
awakens fully healed in its tomb. To
permanently destroy a mummy lord, it must be
destroyed and then its remains must be
targeted by consecrate, hallow, and then dispels

evil, cast in consecutive rounds and in that o ':4
order.

: « g
Attacks: The mummification process hardens Al s \

~.the mummy lord's bones to a stone-like density, !

granting it a powerful slam attack if the base »

reature has no other natural attacks. This slam~
attack deals damage based on the mummy J _
lord's size, treating the creatjjr_e as if it were one W

. Size category larger. Those hit by a mummy

lord's slam attack also run the risk of . )
succumbing to insidious | y rot (see
Spemal Attacks below)



http://www.d20pfsrd.com/magic/all-spells/r/rage
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Hit-Dice-HD-
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Alignment
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Undead
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Augmented
http://www.d20pfsrd.com/gamemastering/combat#TOC-Attack-Bonus
http://www.d20pfsrd.com/gamemastering/combat#TOC-Attack-Bonus
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Darkvision
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Paralyzed
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Fear
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Shaken
http://www.d20pfsrd.com/magic#TOC-Magic-Descriptor-Mind-Affecting
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Paralysis
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Fear
http://www.d20pfsrd.com/basics-ability-scores/ability-scores#TOC-Charisma-Cha-
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attempt to bend any &ead creature within 50
feet to its will. Thestargeted undead must
succeed at a Will save or fall under the rﬁu'mmy
lord's contr9I (the save DC is Charisma-based).

g o
An undead with an Intelligence score is allowed

an additional save every day to breakfree
mummy lord's control; for undead i
Intelligence score, the control is
creature that&ceeds at its Will sa
be affected again by the same mumn
undead mastery for 24 hours. A mummy lord
can control 6 ice of undseg-c[@'ures for
every Hit Die it has. * 3

- ¢ - Bt '! P
yummy lord can deliver its insidious mummy

r ‘melee weapon attacks, its slam
ta d any natural attacks it possesses.
o . : : [

‘v,

:

& Curse and disease—slam; save Fortitude DC
10 + 1/2 the mummy lord's Hit Dice + its
Charisma modifier; onset 1 minute; frequency

1/day; effect 2d4 Constitution and 2d4 Charisma beC(t)r:ne unc?ntro'lle 4% Qler ____apn:naﬁ_e dead. If
damage; cure R R, R another creature is currently controlling an

> undead that falils'its sav  against undead
- . mastery, the mummy lerd must roll'an opposed
Insidious mummy rot is both a curse and Charisma check againsm.arent controller. If
disease, and can be cured only by first the mummy lord'succeéds, it wrests away

-

28 A
If the mummy Ior;/exceeds this limit, ény . -
excess undead fromzfjrlier usesof this ability

o removing the curse and then curing the disease. control of the undead. Otherwise, the mummy
) A Even after the curse element of insidious lord's undead mastery attempt has no effect.
» o mummy rot is lifted, a creature suffering from it
B cannot recover naturally over time. Anyone

casting a conjuration (healing) spell on the
afflicted creature must sueceed at a caster level
check (DC = 20'0r 11 + the mummy lord's CR,
whichever is higher), or. the spell is wasted and
the healing has no effect. Anyone who dies from
insidious mummy rot transforms into a pile of
sand and cannot be raised by means other than
resurrection or. greater magic.

Three times per day as a st?ﬂard action, a

mummy lord can exhale a blast of superheated

sand in a 40-foot cone. The blastdeals 2d8
points of fire. and slashing damage for ewv. r)cél )

< Hit Dice a mummy lord possesses. A sucgessful ,q
Reflex save halves this damage. A

0]

Ability Scores: Strength +8, Charisma +6. As

an undead creature, a mummy lord has no
< Constitution score.

g "%'S R (5SR© are bﬂ(ﬁ Q) #% ‘Skills: A mummy lord gains a +8 racial bonus
’ (‘ . E -~ on Intimidate, Sense Motive, and Stealth

7'che_cks. It always treats Climb, Disquise, Fly,
Intimidate, Knowledge (arcana), Knowledge
(religion), Perception, Senée»Motive, Spellcraft,
©  and Stealth as class skills. Otherwise, its skills
@; are the same as thosia Q}E;Ease creature.

‘Feats : A mummylord gains Toughness as a
5 =
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F (stonemasonry) DC 1 success; Knowledge

¥ fe) (arcang) D€ 12, 1 success; Knowledge (history) ‘
%’: % DC 12, 1 success; Knowledge (local) DC 12, 1 A3 .
success; Knowledge (nature) DC 12, 1 success; ‘?
Knowledge, (planes) DC 12, 1 success; o L ’ b
Knowledge (religion) DC 12, 1'success g 3
. .
EFFECT _ — S
R UNGR (T : Range Self ¥
p S,. M (Sea Salt), F (Onyx statue Duration Permanent
'death worth 10,000GP) ) Saving Throw None; Spell ReSr tance no
il B S nowledge (arcapa) DC 33,3 Backlash The caster receiv errfporai'y Va
ccesses; Knowledge (nature) DC 33, 3 negative Ievel@ 4 days, as w agpufferlng . -
success; Knowledge (religion) DC 33, 3 success gdg damage
y “ Failure Impr astlng the ritual does not ® . f
SEFFECT have any |mmed|ate effect on the casterbut if *
the caster dies, thewnot be raised from the
Range touch dead by any means. . # <
Duration permanent ! 2 _ ;\
- Saving Throw none; Spell Resistance no DESCRIPTION ™ . TR
Backlash Caster is exhausted - ‘ ﬁ
Failure the caster is afflicted with a more potent The primary caster begi angerous ritual y "\
version of the Zombie Rot disease (DC 17; 2 on the date of their birth by starting a ‘S
saves; 1d2 Con; 1/day). genealogical record of the caster, going back at .
- least 10 generations, whichimust be perfect.
2 £] DESCRIPTION ‘ Strong divinations are often to make
' certain the book is mdeed co , because
, Under the light of a waning moon, the caster even one missed entry e ritual to
. makes a large_cirele.of occult symbols with the fail.
sea salt. Inside this circle, the caster buries the .
onyx statue beneath the soil, while performing -
an ancient curse. ‘ ’ Once the book is finish primary ‘
caster’s birthday, the rit tinued by taking
Any creatures of Small size or larger killed'within the rock from the astr e,grlndlng itintoa
a one mile radius of the buried statue rise as fine powder, and using | reate a highly
uncontrolled zombies 24 hours after their death, intricate, circular dﬁg’u’ﬂb the floor. The
as do corpses buried in the area. Burning or purpose of the diagram is to create a small zone
dismembering the corpses prevents them from that the astral plane no longer touches, which
rising as zombies. < the ritualist will sit in the center of. The primary ‘
n y } )
F2) & ~ ~ caster will at this point undress, and then cover % -
‘i .« their body in arcane runes. These arcane 14 "
Walk the Ag D Q’J. 2" markings serve a multitude of functions, as they , € «5‘

~ SChool NSCICERI. ev el 9 allow the caster to take control of their own

destiny, by severing their ties to the planes, and
force the natural world to reincarnate their soul. =

The ritual is completed as the caster slowly : 2 |

Vreads aloud from the book containing the P

complete genealogical reco;d going back at i

least 10 generations, nppmg out each page after W

. itisread, and burning the pages in a small pile P>
A within the circle. It is at t that many

ritualist's feel intense f r it is now time to
leave the protection of the circle..Once the

DC-;LZ 1succ’ess Craft « " -t AT

gold pieces, and a
25,000 gold pie
casters. may assi
Sklll.EhecI{s Craft (books) DC 12,1 suc SS;
Craft caIT'grapH

."

¥

|
&l
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ary, they suff ~primary caster. Soul destroying magic or soul i i
1 ails to kill the - -’n eating €reatures (such as Devourers, and Demi- {84174 ‘
1ew existence, ' liches being prime examples) can put an*end to o
hout il 5 their greafwalk As can magics that trap souls }T. 2
ﬁ L (such as Trap the Soul). . R
pleting this ‘ ;

alist is no longer a natural
t as the ritualist's type
ion, with all the negative and

.' effects of the change. All subtypes Q
mtained. {t‘.\ b
)

F rﬁm‘r oint on, the death of the primary

caster means only a new beginning. A number % J

of years (2d6) later they will always be ¢ ' ‘- $
reincarnated into a new body ta start anew. The _ & o'y

~ caster has only vague control of the form they
return in, with sex, race, and nation being the
three aspects they can control. The exact
appearance of the new body can vary greatly,
" but the new body is always born on the same
birth date, and may have some odd carry overs
from their previous life to their new life.

. -

,\k Often the new body will have elaborate

- birthmarks with significance that only the primary
s £ caster may know. As a child they will have only
\ a fractured memory of their old life, but as'the
years wear on, their memeory will sharpen. This
& shafpening of memory will continue until they

: are 5+5d4 years old, when everything floods
back into the caster's mind. The primary caster
will regain most of their old levels, with only one
level lost as a cost of cheating death.

The new life of the caster is often very far from
perfect. From the moment of birth, many will feel
as though something is “off” about the new,
strange child. The added fact that they are
usually born with very odd birthmarks doesn’

@ help them fit in either. Unusual plrthmarks seen
are one, or both eyes being discolored (eég’gh‘ ‘
black eyes are the most often see), som =2,

- that look I*-scars (usually the point of a fatal 3

blow), or ha strange skin color (this usually

ter changes race, iuch as

an). Also, the caster is'never
rominent role. This seems‘to be

f the lack of a'destlned role for the

‘ . _Desj ’tﬁlé:.ne nd nearly endless Ilfe ere
L s 1 msthatb stlli'dgstroy, or entrap, the
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Open gontent: Dungeons & Dragons, D&D,
r, Monster Manual,
r z t, d2 D (when used as a trademark), Forgotten
Ims, Fae N “ names (including those used in the names of spells or
places, Red
aos of Limbo, Windswept Depths of Pandemonium,Infinite
yers ss, Tarterian Depths of Carceri, Gray Waste of Hade%, Bl\éak
y of Gehenna, Nini Hells of Baator, Infernal Battlefield of Acheron,
v Cﬁt«orﬁ Ni&wof Mechanus, Peaceable Kingdoms of Arcadia, Seven
flounting Heavens o"C’elestia, Twin Paradises of Bytopia, Blessed Fields of
E ysjum, Wilderness of the Beastlands, Olympian Glades of Arborea,
‘Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds,
- Book of Vile Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu,:
displacer beast, githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-ti.
All of the rest of the SRD is Open Game Content as described in Section 1(d) of
the License.
More information on the Open Game License can be found at
www.wizards.com/d20.
‘The terms of the Open Gaming License Version 1.0a are as follows:
" OPEN GAME LICENSE Version 1.0
The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”

includes the methods, procedures, processes and routines to the extent such
| 3 content does not embody the Product Identity and is an enhancement over the

- prior a@nd any additional.content clearly identified as Open Game Content by

the Contributor, and means any work covered by this License, including
translations and derivative works under, copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,

logos and identifying marks including trade dress; artifacts; creatures characters;

stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;

names and descriptions of characters, spells, enchantments, personalities, teams,

personas, likenesses and special abilities; places, locations, environments,

creatures, equipment, magical or supernatural abilities or effects, logos, symbols,

or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,

names, mark, sign, motto, designs that are usedﬁ‘b Contributor to identify itself
or its products or the associated products contributed to the Open Game Ligense

e by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, ci Y,

edit, format, modify, translate and otherwise create'Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee'in terms of this k.

agreement. :
] 2. The License: This License applies to any Open Game Content that cq'nfains a

notice indicatin, Open Game Content may only be Used under and in

terms of this License

e added to or subtracted from this License except
elf. No other terms or conditiol
tributed using this License. of »

e:aMy sing the Open Game Content You'igdicate Your

e terms of this License.¥

4. Grant ani ideration: In consideration for agreeing to use this License, the
Contribl‘ grant You a perpetual, worIdwide,%’alwlfree, non-ex lusi
- license with the exact terms of this Lice q,l‘sg, the Open € ent.
5.Representation of Authority to inal
. material as Open Game Content n' e Your
original creation and/or You veyed by
. this License. =0« i = '1’ o]
- 6.Notice of License Cppyright: You must update the C PYRIGHT}\?& rtion
a ofthis Lpnse toinclude t GHT NOTICE o Open

he”'exact text of the COPYRI
! )

: : .

=% Iy

A “Beh
gLi cense Version 1.0a and ? o

ed Product Id' tity, as defined in Section 1(e) of
1.0a, and are subject to the conditions set forth

ard of Thay, the City of Union, Heroic Domains of Ysgard,

means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic and

ust affix such a notice to any Open Game Content 4

may be applied to
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Game Content %u are copying, ma g or distributing,
" title, the copyright date, and the co ght holder’s
name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute. o
7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as t@ compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product
Identity. You agree®not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work cont@ining Open
Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark. The use of
Product Identity in Open Game Content does not constitute.a'c ha

ou must add the

Identity.

8. Identification: If yoi
which portions of the work that you are distributing are O n Gan
9. Updating the License: Wizards or its designated Agents may p
versions of this License. You may use any authoxvir;on of this License to
copy, modify and distri y Open Game Cont inally distributed under
any version of this Licen
10. Copy of this License:
of the Open Game Con n
11. Use of Contributor
Content using the name of any Contributor unless You have written pesmission
from the Contributor to do so. { "

12. Inability to Comply: If it is im‘p‘j‘* for You to comply with any of the terms
of this License with respetct to some or all of the:Open Game Content due to
statute, judicial order, or governmental regulation ﬂvﬁn You may not Use any
Open Game Material soaffected. _ o
13. Termination: This License will termi
with all terms herein and*fail to cure stich
aware of the breach. All sublicenses shall
14. Reformation: If any provision of thiski
provision shall be reformed'only to the'extent necessary to make it enforceable.
15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of
the Coast, Inc. [

-

gomati{ally if You fail to comply
within 30 days of becoming
he termination of this License.
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