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Open Game Content: All material — including but not limited to art, place and character names, character and setting descriptions, background, and new class 
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Grinning Demon
Aura strong (all schools); CL 20th; Weight 

2,000 lbs.
Alignment neutral evil; Senses 120 ft.
Attributes Intelligence 14, Wisdom 12, Charisma 

16; Ego 15
Language speech (Common, Aklo)
The Grinning Demon is an aptly named stone gray 

statue that is as thick as it is tall, encompassing a 
robust looking demon with a grotesquely large face. It’s 
tongue is rough to the touch, and is often stained red.

The statue imposes a great depression on all that stray 
towards it, and further compels those it influences to 
worship it, to give them short bursts of joy. This cycle 
of joy and sadness causes an intense addiction that lasts 
until people starve from constantly worshipping the 
idol. The idol will usually compel some creatures to stay 
away so that they can lure new victims.

The statue is hearty (hardness 14, 520 hp, break 
DC 45).

The Grinning Demon can affect creatures within 200 
feet with the effects of the enthrall and cause fear spell 
once per day each. These effects require a Will saving 
throw against a DC of 15. 

DESTRUCTION

The Grinning Demon loses potency when it runs out 
of victims. When it is desperate enough to turn on its 
remaining victims, it becomes weak and vulnerable. 
During that time, if a great and truly joyful party is held 
within its radius of influence, the statue’s grin becomes a 
frown, and its power becomes inert for all time.

Fierce Fetish Doll
Aura strong (all schools); CL 20th; Weight 5 lbs.
Alignment chaotic evil; Senses 60 ft., darkvision
Attributes Intelligence 10, Wisdom 10, Charisma 

10; Ego 12
Language speech (Common, Abyssal)
This idol takes the shape of a grim looking fetish 

doll, wearing a fierce face, wiry hair, a loincloth and 
miniature spear. The doll appears nearly demonic, 
with teeth filed to sharp points. Despite being crudely 
made, the doll’s countenance is disturbing to most 
sensibilities.

The Fierce Fetish Doll often preys upon unsuspecting 
creatures that take the doll with them, thinking it to be 
a trinket of interest. The doll awakes when the victim 
is sleeping, and murders their temporary owner, only 
to go inert and be recovered by one of its few willing 
worshippers until the process is repeated.

The Fierce Fetish Doll is fragile (hardness 7, 20 hp, 
break DC 13) and is normally kept carefully guarded 
in an underground catacomb, though it may be nearly 
anywhere after killing a new victim.

The idol can animate as per the animate objects spell 
(treat as a tiny animated object from the Pathfinder 
Roleplaying Game: Bestiary). The idol also has a total 
of +5 to Stealth checks, and +5 to Perception checks.

DESTRUCTION

If the Fierce Fetish Doll is damaged, the doll becomes 
weak and inert for 1 week. Within that week, if the 
doll is played with by a truly innocent child, it falls 
apart and can never reanimate.

Vile idols
Idols exist in many cultures, even if you don’t recognize them. A bronze bull, a triangle with inset eye, a 

malformed human body; all of these are representations of ideas worshipped in some way or another. But 
even among these symbols there exist ones with ties to dark forces and old ways. These vile idols draw power 
from primal influences, like darkness, the cold, and even blood.

Vile idols are essentially intelligent artifacts, and these three examples expand on the concept of idols 
in the Pathfinder Roleplaying Game that hold power and influence, either from absorbing dark energy, or 

channeling it.

http://www.d20pfsrd.com/magic/variant-magic-rules/idols/
http://www.d20pfsrd.com/magic/variant-magic-rules/idols/
http://www.d20pfsrd.com/magic/variant-magic-rules/idols/
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Sacrificial Room
Aura strong (all schools); CL 20th; Weight Incal-

culable
Alignment neutral good; Senses 120 ft.
Attributes Intelligence 16, Wisdom 18, Charisma 

10; Ego 15
Language speech (Infernal)
Rather than a single idol, Sacrificial Rooms are all too 

common, a natural development of the darkest places 
of humanoid suffering like torture chambers, ritualistic 
murder rooms, or even a common basement regularly 
used for the darkest of deeds. Some rooms are made 
to look like the object of worship, while other rooms 
merely have some kind of makeshift shrine that marks 
the presence of the idol’s influence.

A Sacrificial Room gathers cultists that wish to 
worship dark powers, acting as a surrogate force that 
thirsts for blood. 

A room is incredibly difficult to damage (hardness 
10, 460 hp, break DC 60) and is usually guarded by at 
least a dozen cultists.

A Sacrificial Room can actually grant spells as a dark 
deity does to 1d4 priests. It can target creatures within 
200 feet with the effects of the enthrall and cause 
fear spell once per day each. Finally, it can bolster its 
worshippers once per day with the effects of the heroes' 
feast spell.

There are three days during the year when the stars 
are right in which the Sacrificial Room can actually 
grant a form of immortality to its favored worshippers, 
for as long as they worship the idol. While within 1 
mile of the idol, these selected worshipers do not age; 
do not need to eat, drink, or breathe; and do not suffer 
any ill effects from extreme heat or extreme cold. The 
power of immortality is typically granted to those 
worshippers that also receive priestly powers from the 
idol, as long as they do not invoke its wrath.

DESTRUCTION

If the building and walls that made up a Sacrificial 
Room are destroyed, and it is subject to a hallow spell 
for 1 year, the Sacrificial Room ceases to function and is 
permanently destroyed at the end of that year.
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About FAt Goblin GAmes

Based in South Carolina, USA, Fat Goblin Games was founded in 2011 to create Pathfinder Roleplaying 
Game compatible products. With a focus on high quality production values and providing a creative 
environment for our writers, Fat Goblin Games has quickly become a recognized force in the world of third 
party publishers.

With hundreds of support books, visual aids, campaign settings, and quality stock art, Fat Goblin Games 
continues to provide exciting content and fantastic worlds in which gamers can immerse themselves.

Visit us on Facebook, follow us on Twitter and check out our website at fatgoblingames.com.

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, 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 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 
Content 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 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 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 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 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.

 15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors: 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave 
Arneson.

Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing, LLC; 
Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; 
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip 
Williams.

Pathfinder Campaign Setting: Occult Realms © 2015, Paizo Inc.; Authors: Robert 
Brookes, Thurston Hillman, Thomas M. Reed, and Mark Seifter.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason 
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.; Authors: John 
Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam 
Daigle, Jim Groves, Thurston Hillman, Eric Hindley, Brandon Hodge, Ben McFarland, Erik 
Mona, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Alex 
Riggs, Robert Schwalb, Mark Seifter, Russ Taylor, and Steve Townshend.

Pathfinder Roleplaying Game Ultimate Equipment. © 2012, Paizo Publishing, LLC; 
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan 
Costello, Mike Ferguson, Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. 
Keith, Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC Stephens, and 
Russ Taylor. 

The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with 
Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis 
Hawvermale, Patrick Lawinger, and Bill Webb; based on original content from TSR.
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