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Welcome to Everyman Minis!

From the company that brought you jewels such as Urruare

CHarisMa, Microsizep ADvENTURES, and the EVERYMAN UNCHAINED
series, EVERYMAN MINIS is a serious attempt to answer the eternal
question that every publisher has—can we do more for you,
the customers of Everyman Gaming LLC? Can we provide
more for you? Can we create small snippets of interesting
ideas on a weekly basis that will genuinely help to improve
your game? We sincerely believe that the answer to all these
questions is, “Yes,” and so Evervian Minis was born!

EverymaN MiNis combines top PATHFINDER ROLEPLAYING GAME
talent with the creative minds who have been producing the
Everyman Gaming content that you know and love from the
very beginning. They focus on a single theme—an idea that
takes a variety of forms. Some Evervuan Minis are designed to
offer small snippets of support to existing Everyman Gaming
products, while others contain ideas that while cool, are often
too specialized for other Everyman Gaming products. Some
are simply vetting grounds for new ideas, while others are
tried and true. Regardless of the theme or idea, all Evervuan
Mis are intended to add something cool or weird to the
PATHFINDER RoOLEPLAYING GaME. We believe that every Everyman
Gaming product is something special and wonderful, no
matter how small, and hopefully after reading this installment

of Evervman Minis you’ll feel the same!

~ Alexander Augunas

Black Blade Archetypes

Black blade archetypes modify standard black blade abilities
and features by altering or replacing abilities or other aspects
of the black blade. When a player gains a black blade for their
character (such as through the bladebound magus archetype),
they choose to either use the standard black blade abilities
detailed in the magus section of Chapter 1 in PaTHFINDER
RorerLAYING GAME: UrtivaTE Macic or to adopt a black blade
archetype. Each alternate black blade ability presented in a
black blade archetype replaces or alters a specific ability from
those gained by a standard black blade.

When a black blade archetype includes multiple alternate
black blade abilities, a character must take all of them—often
blocking the black blade from ever gaining certain standard
black blade abilities, but replacing them with other options.
Abilities that aren’t mentioned among the alternate black blade
abilities remain unchanged and are acquired normally with a
character reaches the appropriate level. A character with
alternate black blade abilities due to a black blade archetype
doesn’t count as having the class feature that was replaced for
the purpose of meeting any requirements or prerequisites.

On the other hand, any alternate black blade ability
described as altering an existing ability otherwise functions
as that original class feature, and is considered to be that
class feature for the purpose of meeting any requirements or
prerequisites, even if that ability is renamed to fit a new theme.

A black blade can take more than one archetype and garner
additional alternate black blade abilities, but none of the alternate
black blade abilities can replace or alter the same standard black
blade ability as the other alternate black blade ability.




New Black Blade Archetypes

The following archetypes are available to black blade wielders

who meet their prerequisites.

Ancestral Blade (Black Blade Archetype)

An ancestral blade houses the soul of an ancient sage or
philosopher; a learned person whose knowledge and mind
have been forever preserved within a black blade. Ancestral
blades are usually created from the souls of those with
knowledge crucial to defeating powerful foes, and intend to
pass that knowledge down to magi worthy of their secrets.

Ancient Wisdom: An ancestral blade is unusually
intelligent for a black blade, which results in a more powerful
ego. An ancestral blade has an Intelligence, Wisdom, and
Charisma score equal to 10 + half the magus’s level. In
addition, an ancestral blade’s ego is 10 at 3rd level, and
increases by 3 every three levels thereafter (maximum 34 at
19th level). Finally, an ancestral blade gains 2 skill points per
Hit Die the magus possesses. All Intelligence-, Wisdom-, and
Charisma-based skills are class skills for an ancestral blade, but
it may only use these skills within the limits of its senses. (For
example, an ancestral blade cannot use Diplomacy to make a
request of a creature that it cannot communicate with.)

This ability alters the black blade’s Int, Wis/Cha, Ego, and
skills. In addition, the magus determines his ancestral blade’s
enhancement bonus using his magus level —3 as his effective
magus class level. If his effective magus class level is 2nd or
lower, he cannot apply his ancestral blade’s enhancement
bonus on weapon damage rolls.

Sapient Blade (Ex): At 5th level an ancestral blade can
see and hear out to 30 feet. It counts as if it had both low-light
vision and darkvision for this purpose. At 9th level, its senses
extend out to 60 feet and it gains the ability to speak and
understand every language the magus knows. At 13th level,
its senses extend out to 90 feet and it gains the ability to read
magic, as the cantrip. At 17th level, its senses extend out to
120 feet and it gains blindsense out to 30 feet.

This ability replaces energy attunement.

Dragonsoul Blade (Black Blade Archetype)
Although exceedingly rare among black blades, a dragonsoul blade
is a weapon of legend whose quintessence is the literal soul of a
dragon. Dragonsoul blades vary greatly in their creation—some
are forged willingly as a means to preserve a timeless intelligence,
while others are prisons for the wyrms sealed within them. In
either case, dragonsoul blades channel the essence of the being
the dragon once was to devastating effect, placing the legacy of
dragons squarely in the palm of the magi’s hands.

Dragon Soul: Each dragonsoul blade has the soul and
essence of a specific dragon locked away inside of it. Upon
gaining the black blade, choose one type of dragon (as listed
on Table: Dragonsoul Blade Types). This choice cannot be
changed. A number of the dragonsoul blade’s abilities depend
on its dragon type. In addition, a dragonsoul blade begins play

Table: Dragonsoul Blade Types

Dragon Type Damage Type Breath Shape
Chromatic
Black Acid 60-foot line
Blue Electricity 60-foot line
Green Acid 30-foot cone
Red Fire 30-foot cone
White Cold 30-foot cone
Esoteric
Astral Bludgeoning 60-foot line
Dream Electricity 30-foot cone
Etheric Bludgeoning 60-foot line
Nightmare Acid 30-foot cone
Occult Cold or fire* 30-foot cone
Imperial
Forest Piercing 30-foot cone
Sea Fire 30-foot cone
Sky Electricity 30-foot cone
Sovereign Bludgeoning 30-foot cone
Underworld Fire 60-foot line
Metallic
Brass Fire 60-foot line
Bronze Electricity 60-foot line
Copper Acid 60-foot line
Gold Fire 30-foot cone
Silver Cold 30-foot cone
Outer
Lunar Cold 60-foot line
Solar Fire 60-foot line
Time Electricity 30-foot cone
Void Cold 30-foot cone
Vortex Fire 30-foot cone
Primal
Brine Acid 60-foot line
Cloud Electricity 30-foot cone
Crystal Piercing 30-foot cone
Magma Fire 30-foot cone
Umbral Negative Energy** 30-foot cone

* Choose one when the black blade is gained.
** Undead creatures are never healed by this damage; such creature are instead

unaffected by the attack.

speaking Draconic instead of Common. (Though it can learn
to speak Common as its master’s level improves, as normal.)

This ability alters the black blade’s languages.

Energy Attunement (Su): At 5th level, as a free action, a
magus can spend a point of his dragonsoul blade’s arcane pool
to have it deal damage based on its damage type (see Table:
Dragonsoul Types above). This effect lasts until the start of the
magus’s next turn.

This ability alters energy attunement.

Invoke Breath Weapon (Su): At 13th level, a magus can

point his dragonsoul blade and release a torrent of energy from it



as a standard action. This functions as a breath weapon that deals

1d6 points of damage of the dragonsoul blade’s damage type
per magus level. Those caught in the area of the breath receive
a Reflex save for half damage (DC 10 + 1/2 your magus level
+ your Intelligence modifier). The shape of the breath weapon
depends on your dragon type (as indicated on the above chart.
Using this ability costs 1 point from the black blade’s arcane pool,
and after using it the magus cannot use it again for 1d4 rounds.

This ability replaces transfer arcana.

Draconic Apotheosis (Su): At 19th level, once per day
a magus can merge his dragonsoul blade into his body, causing
him to transform into a dragon. This ability functions as_form
of the dragon Il for chromatic and metallic dragonsoul blades,
form of the exotic dragon Il for imperial and primal dragonsoul
blades, or form of the alien dragon Il for esoteric and outer
dragonsoul blades. Use the magus’s level as the spell’s caster
level for this effect. If the magus has already used his daily use
of this ability, he can assume this form by spending 3 points
from his black blade’s arcane pool instead.

This ability replaces life drinker.

Levialogian Blade (Black Blade Archetype)

Not all black blades are forged by mortal hands. The wicked relics
known as levialogian blades are forged from the primordial blood
of Leviathan, an ancient entity who nearly consumed the gods
themselves. Although the beast was slain, its blood animated into
neigh indestructible beings known as the levialogi (Paranorar
Apventures 52) who sought to merge back into their ancient
body to complete their mission of consuming reality. In the rare
occurrence where one of these powerful beings is slain, their
sanguinary remains coagulate into a coarse metal-like material
that is sometimes used to craft levialogian blades—weapons that
harbor the cruel intelligence of the being it once was.

Alignment: A levialogian blade’s alignment is always evil,
and the magus’s alignment must be within one step of the
blade’s alignment, rather than exactly the same.

Devour Master: Levialogian blades are cruel weapons
that cannot function without a sacrifice of blood and flesh
from their master. (Though it is seldom clear whether this is
aneed or an indulgence on the blade’s part.) In order to gain
any of his levialogian blade’s abilities, a magus must willingly
feed his blood and flesh to it, taking 1 point of Constitution
damage each time he does so. Once he has fed his levialogian
blade, it remains sated for 8 hours, during which he can use his
levialogian blade’s abilities as normal.

Arcane Pool: A levialogian blade has a number of points
in its arcane pool equal to 3 + its Intelligence modifier.

Symbiotic Blade (Su): At 3rd level, a levialogian blade
becomes intrinsically connected to the magus, to the point
where it acts as an extension of his very being. As a swift
action, the magus can stow his levialogian blade within his
body, the blade transforming into bloody ichor and forcing
itself into the magus’s body through his pores. Drawing his

weapon from within his body is a swift action, or a free action if

combined with a regular move. If destroyed or separated from
the magus’s body for 24 hours or more, the blade reverts to
formless ichor. The magus can reforge his levialogian blade if
destroyed or even create a new one from scratch after 1 week
through a special ritual that costs 200 gp per magus level, but
doing so requires that he deals 2 points of Constitution drain
to himself to restore the blade at the end of the ritual.

This ability alters unbreakable and replaces Alertness.

Blade of Maws (Su): At 5th level, as a free action, a
magus can spend a point of his levialogian blade’s arcane pool
to cause it to erupt with dozens of screaming, gnawing maws.
This causes the weapon to deal bludgeoning, piercing, and
slashing damage and allows it to ignore damage reduction and
hardness for that attack. If used as part of a sunder combat
maneuver, the magus gains a +1 bonus on the sunder check
for every 3 magus levels he possesses (maximum +6). This
effect applies only on the next attack that the magus makes,
and only until the end of his turn.

This ability replaces energy attunement.

Recoagulate (Su): At 9th level, a magus can spend 1 point
from his levialogian blade’s arcane pool in order to change its
weapon type, functioning as if the blade had the transformative™
weapon ability. The magus can reshape his levialogian blade
into any light or one-handed melee weapon—even piercing
or bludgeoning weapons.

This ability replaces teleport blade.

New Magus Arcana
The following discoveries can be selected by any magus who
meets their prerequisites.

Black Blade Endowment (Su): A magus with this
arcana can spend points from his black blade’s arcane pool in
order to add any of the following weapon properties to the

black blade: corrosjve'\PG, corrosive burst**¢

, dancing, flaming,

flaming burst, frost, icy burst, shock, shocking burst, speed, or

vorpal. Adding these properties consumes an amount of bonus
equal to the property’s base price modifier (see the Magic
Weapon Special Ability Descriptions). These properties
are added to any the weapon already has (including those
granted by the magus’s own arcane pool), but duplicates do
not stack. These bonuses and properties are decided when
the arcane pool point is spent and cannot be changed until
the next time the magus uses this ability. These bonuses do
not function if the weapon is wielded by anyone other than
the magus. Any abilities that the magus has that alter or add
to his ability to enhance his weapons with his arcane pool
similarly affect his black blade’s ability to enhance itself with
its arcane pool (such as the enduring blade"® magus arcana).
A magus must have the black blade class feature before
selecting this arcana.

Learned Blade: While a magus is wielding his blade
black, he gains the Breadth of Knowledge*™ feat, even if he
doesn’t meet the feat’s prerequisites. A magus must have the

black blade class feature before selecting this arcana.
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OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is Copyright

2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

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

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

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

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

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

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

7. Use of Product Identity: You agree not to Use any Product Identity,

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE: Open Game License v 1.0a © 2000, Wizards
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Greene.

Tome of Horrors 111, ©2005, Necromancer Games, Inc; Author: Scott Greene,
with Casey Christofferson, Erica Balsley, Kevin Baase, Lance Hawvermale, Travis
Hawvermale, Ian S. Johnston, Patrick Lawinger, Nathan Paul, Clark Peterson,
Greg Ragland, Robert Schwalb and Bill Webb.

Marid from the Tome of Horrors 111, © 2005, Necromancer Games, Inc.;
Author Scott Greene.

Angel, Monadic Deva from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Aerial Servant from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; Published and distributed by Frog God Games; Authors: Clark
Greene and Clark Peterson, based on original material by Gary Gygax.

Baphomet from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Daemon, Derghodaemon from the Tome of Horrors Complete ©
2011, Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Daemon, Guardian from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by lan McDowall.

Daemon, Hydrodaemon from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Death Dog from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Underworld Oracle.

Demon, Shadow from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Neville White.

Demon Lord, Kostchtchie from the Tome of Horrors Complete ©

2011, Necromancer Games, Inc.; published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Demon Lord, Pazuzu from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc.; published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Executioner’s Hood from the Tome of Horrors Complete © 2011,
Necromancer Games, Inc.; published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.

Flumph from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; published and distributed by Frog God Games; Author: Scott
Greene, based on original material by lan McDowell and Douglas Naismith.

Genie, Marid from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Grippli from the Tome of Horrors Complete © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Gary Gygax. Nereid from the Tome of Horrors Complete
© 2011, Necromancer Games, Inc., published and distributed by Frog God
Games; Author: Scott Greene, based on original material by Gary Gygax.

Jubilex from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Lurker Above from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Mite from the Tome of Horrors Complete © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by lan Livingstone and Mark Barnes.

Moon Dog from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Muckdweller from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Poltergeist from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Lewis Pulsipher.

Trapper from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Amphisbaena from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Angel, Monadic Deva from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Animal Lord from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Ascomid from the Tome of Horrors, Revised, © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Atomie from the Tome of Horrors, Revised, © 2002, Necromancer Games,

Inc.; Author Scott Greene, based on original material by Gary Gygax.



Aurumvorax from the Tome of Horrors, Revised © 2002, Necromancer

Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Axe Beak from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Bat, Mobat from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Authors: Scott Greene and Clark Peterson, based on original
material by Gary Gygax.

Beetle, Slicer from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Blindheim from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.

Brownie from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Bunyip from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Dermot Jackson.

Carbuncle from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Authors Scott Greene, based on original material by Albie Fiore.

Caryatid Column from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Jean Wells.

Crypt Thing from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of
Horrors, Revised © 2002, Necromancer Games, Inc.; Author: Scott Greene,
based on original material by lan McDowall.

Daemon, Derghodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Dark Creeper from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Rik Shepard.

Dark Stalker from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Simon Muth.

Death Worm from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley.

Decapus from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Jean Wells.

Demon, Nabasu from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Demodand, Shaggy from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Demodand, Slimy from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Demodand, Tarry from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Dire Corby from the Tome of Horrors, Revised © 2002, Necromancer

Games, Inc.; Author Scott Greene, based on original material by Jeff Wyndham.

Disenchanter from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Roger Musson.

Dragon, Faerie from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Brian Jaeger and
Gary Gygax.

Dragon Horse from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Dust Digger from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Flail Snail from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Simon Tilbrook.

Flumph from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by lan McDowell and
Douglas Naismith.

Foo Creature from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Forlarren from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by lan Livingstone.

Giant, Wood from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Wizards of the
Coast.

Gloomwing from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Grippli from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Gryph from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Peter Brown.

HangmanTree from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Hippocampus from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley, based on original material
by Gary Gygax.

Huecuva from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Underworld
Oracle.

Jackalwere from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Jubilex from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Kamadan from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Nick Louth.

Kech from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.

Kelpie from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Lawrence Schick.

Korred from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Leprechaun from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Magma ooze from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene.

Mihstu from the Tome of Horrors, Revised © 2002, Necromancer Games,

Inc.; Author: Scott Greene, based on original material by Gary Gygax.




Mongrelman from the Tome of Horrors, Revised © 2002, Necromancer

Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Necrophidius from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by SimonTillbrook.
Nereid from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Pech from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Phycomid from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Poltergeist from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Lewis Pulsipher.
Quickling from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Quickwood from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Rot Grub from the Tome of Horrors, Revised, © 2002, Necromancer
Games, Inc.; Author Scott Greene and Clark Peterson, based on original material
by Gary Gygax.
Sandman from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.
Scarecrow from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.
Skulk from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Simon Muth.
Slime Mold from the Tome of Horrors, Revised © 2002, Necromancer

Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
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Slithering Tracker from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Soul Eater from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by David Cook.

Spriggan from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley, based on original material
by Roger Moore and Gary Gygax.

Tenebrous Worm from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Tentamort from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Mike Roberts.

Tick, Giant & Dragon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Troll, Ice from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Russell Cole.

Troll, Rock from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene.

Wolf-In-Sheep’s-Clothing from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Zombie, Juju from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Ultimate Charisma © 2015, Everyman Gaming, LLC; Author Alexander

Augunas.
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Whether unearthing ancient secrets or tapping powers long since
forgotten, Paranormal Adventures is the the|perfect resource for
players and GMs looking to infuse|their campaign with ancient rites
of immense power and esoteric forces better left forgotten.




