
1



2

Written by: Eric Hindley   Art & Design by: Rick Hershey
Published by: Fat Goblin Games

Compatibility with the Pathfinder® Roleplaying Game requires the Pathfinder® Roleplaying Game from Paizo 
Publishing, LLC. See http://paizo.com/pathfinderRPG for more information on the Pathfinder® Roleplaying Game. 
Paizo, Publishing, LLC does not guarantee compatibility, and does not endorse the product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder® Roleplaying Game and the 
Pathfinder® Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under 
the Pathfinder® Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for 
more information on the compatibility license.

Compatibility with Psionics Unleashed requires Psionics Unleashed: Core Psionics System from Dreamscarred 
Press. See http://dreamscarredpress.com for more information on Psionics Unleashed. Dreamscarred Press does not 
guarantee compatibility, and does not endorse this product.

Psionics Unleashed is copyright 2010 Dreamscarred Press and is referenced with permission.

Mindblast! - Villains Augmented: Pyrokinetic Azer ©2015 Fat Goblin Games. All rights reserved. 
www.fatgoblingames.com 

Open Game Content: All material — including but not limited to art, place and character names, character and 
setting descriptions, background, and new class descriptions—is Product Identity. 

All other content is considered Open Game Content.

MINDBLAST!
Villains Augmented

Pyrokinetic 
Azer



3

Pyrokinetic Azer
This stout figure has bronze skin and is 

wreathed in fire. Its face seems to float in its 
fiery armor. 

Azer, Pyrokinetic      cr 2

XP 600
LN Medium outsider (extraplanar, fire, psionic)
Init +1; Senses darkvision 60 ft.; Perception +7

Defense

AC 17, touch 11, flat-footed 16 (+4 armor, +1 
Dex, +2 natural)

hp 15 (2d10+4)
Fort +5, Ref +1, Will +5
Immune fire; PR 13; Resist cold 10
Weaknesses vulnerable to cold

Offense

Speed 30 ft.
Melee fire blade +3 (1d8+1 fire/×3)
Ranged fire blade +3 (1d8+1 fire/×3)
Special Attacks fire blade
Psi-like abilities (ML 2nd, Concentration +3)
1/day—control flames, energy ray (fire only)

statistics

Str 13, Dex 12, Con 15, Int 12, Wis 14, Cha 12
Base Atk +2; CMB +3; CMD 14
Feats Power Attack
Skills Acrobatics +3, Appraise +6, Climb +3, 

Craft (blacksmith) +4, Craft (gem cutting) +4, 
Knowledge (nobility) +6, Perception +7

Languages Common, Ignan
SQ armor of flames

ecOlOgy

Environment any land (Plane of Fire)
Organization solitary, pair, team (1 plus 2-8 

azers)
Treasure standard

special abilities

Armor of Flames (Su) A pyrokinetic azer can 
spend a full-round action to summon a suit 
of semi-solid fire to protect it. This grants the 
azer a +4 armor bonus as well as cold resis-
tance 10. Any opponent that strikes the azer 
while his armor of flames is active must make 
a DC 13 Reflex save or suffer 1d6 fire damage. 

This save DC is Constitution based. This armor 
can be dispelled by dispel psionics, using the 
azer’s hit dice as its manifester level, though 
the azer can simply summon a new suit.

Fire Blade (Su) A pyrokinetic azer can form a 
blade of pure flame as a move action. This is 
treated as a one-handed weapon that deals 
1d8 fire damage. It has a critical modifier of 
×3. The azer can throw this blade as a ranged 
weapon with a range increment of 10 ft. A py-
rokinetic azer with the Two-Weapon-Fighting 
feat can instead manifest a pair of fire blades, 
treating them as light weapons, but each only 
deals 1d6 damage in this case.

Azers are an industrious race of elemental 
dwarves native to the Plane of Fire. All azers 
have the ability to channel heat into their 
weapons and are immune to even the hot-
test of fire, but some azers have an affinity 
with flames that surpasses even this. 

Pyrokinetic azers are strange creatures, 
part fire and part elemental dwarf. They 
have the ability to manulate fire to craft 
weapons and armor for themselves. Some 
very skilled pyrokinetic azers can even 
sculpt flame into other forms, riding into 
battle on chariots of fire and living in homes 
of brass and fire.

Pyrokinetic azers are typically born to 
mundane parents (though the psionic azers 
to tend to produce more of their kind if 
they interbreed), and do not manifest any 
outward differences until they enter adoles-
cence. Then their powers tend to sprout in 
odd ways—nearby objects burst into flames 
(a not-so-rare feat of the Plane of Fire), 
items they hold become wreathed in flame 
(rather than simply heating up) or other 
similar phenomena. Once these powers are 
discovered, the pyrokinetic azer is nurtured 
and trained to use his abilities to help the 
society as a whole. These youths are often 
considered to be too dangerous to be al-
lowed to simply develop on their own.

Pyrokinetic azers are often leaders in azer 
society, commanding the legions of their 
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mundane kin. They tend to be more natu-
rally gifted leaders and strategists, though 
their elevated status in azer society often 
leads to arrogance and a sense of entitle-
ment amongst the pyrokinetics. Aes such, 
they must be careful not to breed contempt 
in their followers.Like their non-gifted kin, a 
pyrokinetic azer stands about 4 feet tall and 
weighs over 200 pounds.
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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 lan-
guages), potation, modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broad-
cast, 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 de-
rivative 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 representa-
tions; 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 Con-
tent; (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, Dis-
tribute, copy, edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

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

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

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors 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 Con-
tent You are copying, modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent Agree-
ment 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 conjunc-
tion with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.

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

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

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

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

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

13. Termination: This License will terminate automatically if You fail to comply 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.
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