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Introduction

Since the dawn of civilization, men have looked to the skies for an-
swers to humanity’s most fundamental questions about the meaning of
life and existence. Nowhere else is closer to the heavens than the colos-
sal blocks of rock that lord over the earth below them and reach up to
touch the sun, the moon and the stars. In many cultures, the gods watch
over the affairs of mortal from their lofty summits in the clouds. The
mountains themselves are magnificent natural wonders that emulate di-
vinity. They personify brute strength, unwavering devotion and incredi-
ble beauty. Those that stare upon their chiseled countenances walk away
from their encounter awed, inspired and sometimes even frightened. The
stoic giants’ very presence alone can stir powerful emotions deep inside
the souls of the courageous men and women who see the majestic peaks
not as objects, but as one of their kin. In their eyes, mountains are not
inanimate mounds of barren rocks and fallow earth. They are living,
breathing beings passionately sculpted from pristine stone and unspoiled
elements. Indeed, mountains boast some of the world’s purest waters,
mightiest trees, most gorgeous scenery and the richest soil. Mountains
conceal vast wealth in the form of precious gemstones, valuable min-
erals and rare metals. Cave entrances, deep chasms and secret tunnels
grant outsiders access to the monstrosity’s underbelly where it keeps its
greatest prizes.

Unfortunately for treasure seekers, mountains are temperamental and
covetous hosts, subject to sudden fits of anger and jealousy. Adventurers
unprepared for one of the behemoth’s foul mood swings may literally be-
come part of the rugged landscape. Fickle weather, hidden crevasses, loose
stones, volcanic eruptions, violent tremors and raging avalanches are just
some of the dangers that a perturbed mountain can unleash against crea-
tures attempting to conquer its well-defended summit or wrest its worldly
fortune from its calcified grasp. Mountains of Madness gives both sides
of the table — GM’s and players alike — the tools needed to bring this
unique environment to life in all its wondrous glory. For GM’s, mountains
are relentless foes that wear down even the hardiest opponents. Whereas
the preceding dangers are predominately acute in nature, the steep slopes,
vertical surfaces, bitter cold and thin air are chronic hazards that torment
characters at every turn. In addition to these formidable obstacles, this
sourcebook also presents a collection of new and unusual monsters to baf-
fle and humble even the most experienced players and seasoned parties.
Mountains are full of surprises, and Mountains of Madness ensures that

GM'’s never run out of clever tricks and unexpected twists to throw at the
characters partaking in the narrative.

Unlike a novice mountain climber in over his head, players are not
left out in the cold to fend for themselves. Mountains of Madness also
gives players numerous options to customize their characters to this harsh
environment. Exciting new feats and innovative uses of existing skills
allow players to better tame the mountains environment and also push
the boundaries of reality to their absolute limit. Likewise, the proper gear
greatly increases the chances of survival in this unforgiving terrain. Mun-
dane items such as insulated footwear and alchemical creations along with
magical equipment including specialized climbing tools, enchanted mon-
strous hides, fortune telling headdresses and long distance communication
devices are essential components for success. Characters that wield mys-
tical energy also learn to shape this amorphous power in accordance with
their wishes. They can spring mountains out of nothingness, glimpse into
the future, tear the fabric of time and space or simply acclimatize them-
selves and others to high altitudes. Archetypes, variations of existing base
classes, round out the world of possibilities available to players aspiring
to stand atop the mountain’s proverbial summit and claim mastery over its
conquered enemy.

Mountains of Madness incorporates some real world elements from
Tibetan, American, Incan, European and African culture, traditions and
history and integrates them with components from Frog God Games The
Lost Lands Campaign Setting. The four adventures as well as the pro-
logue that appear here take place in the Stoneheart Mountains. They build
upon events and individuals that also appeared in The Slumbering Tsar
Saga, Stoneheart Valley and Sword of Air, all from Frog God Games.
Still, it is not necessary to be familiar with or use any of the preceding ma-
terial to use this sourcebook. Mountains of Madness works perfectly fine
as a standalone product with no background information needed.

So follow in the immortal footsteps of Mount Everest’s first conquerors,
the legendary mountaineers Sir Edmund Hillary and Tenzing Norgay. As
the former once said, “It is not the mountain we conquer but ourselves.”
While that statement may ring true in the real world, for adventurers en-
deavoring to test their mettle against an implacable mountain the quote
must be partially amended. A popular saying among mountain peoples de-
clares that, “The strength to defeat the mountain resides within, but moun-
tains never surrender.” Adventurers discover the adage’s truth firsthand.



MOUNTAINS OF MADNESS

Gh. I: A Mountain Primer

According to popular myth, an interviewer once asked the renowned
mountaineer George Mallory the question, “Why do you want to climb
Mount Everest?” Legend tells us that he quipped, “Because it’s there.” In
the minds of many seasoned mountaineers and novices alike, these three
words best summarize their motivation for risking life and limb to climb
to the figurative top of the world. Explorers imbued with an innate sense
of adventure do not look upon these mighty giants as obstacles. They see
them as challenges that beckon a select handful of courageous souls to
match their minds and bodies against the ultimate immovable objects.
Mountains inspire humanity to dream of achieving the impossible. The
tallest peaks literally reach into the clouds, daring brave men and women
to climb into the heavens and behold the world in the same manner that the
gods do. Those that possess the grit and determination to stand atop and
conquer one of these stony behemoths walk among an elite brotherhood
for the rest of their days.

The same steely resolve courses through the veins of adventurers that
embark on a journey into this rugged, unforgiving landscape. Though they
also possess the inner drive that propels climbers onto greater heights,
more tangible rewards motivate many of them to bore into the heart of
a foreboding, haunted mountain or scale the walls leading to a distant,
snowcapped summit cloaked in a veil of ominous fog. Vast deposits
of precious gems, metals and minerals await the courageous few that
dare delve into the mountain’s underbelly and wrest their prize from its
covetous owner. Some adventurers hold firm to the belief that mountain
summits are sacred sites. Their faith tells them that the denizens dwelling
atop the frozen mountaintops hold the answers to the world’s profoundest
mysteries and may be willing to share their secrets with those they deem
worthy. The cause of righteousness spurs others to ascend into the clouds
and battle against the malevolent men and monsters that commit heinous
acts far from prying eyes in these remote, isolated locales. Regardless of
their reason for setting foot into this inhospitable environment, in order
to prevail in their quest, adventurers must not defeat only their enemies.
They must also vanquish the mountain itself.

Mountain Basics

It is impossible to discuss humanoids’ motivation for climbing mountains
without defining what a mountain is. In simplest terms, a mountain is an
elevated portion of land taller than the area surrounding it. What differentiates
a hill, which is a similar landform, from a mountain is not universally
agreed upon, but the general consensus holds that the landforms’ height,
size and steepness are the determining factors. Mountains are taller, larger
and steeper than hills. No exact line of demarcation exists to distinguish a
mountain from a hill, but 1,000 feet and 2,000 feet above sea level are the
elevation figures most widely used to set the two apart from one another.
Scholars usually classify landforms taller than the preceding figures as
mountains, while categorizing landforms shorter than the preceding figures
as hills. Mountains also encompass a significantly larger area than hills. In
fact, a single mountain can cover an area of several hundred square miles —
as in the case of Mount Everest — whereas the largest hill is hard-pressed to
claim dominance over a one-square-mile area.

Mountains are rarely standalone objects. Instead, they typically cluster
close together in geological formations referred to as mountain ranges or
mountain chains. In many cases, hills act as a transition zone or buffer
between neighboring flat terrain, such as forests, deserts or grasslands on
one side, and their superior mountainous brethren that overshadow them
on the opposite side. Mountains are never sculpted into a contiguous,
uniform shape. They start as an uncut block of stone. Wind, water,
glaciers, fault lines, lava, intense heat and other natural forces chisel away
at the raw building material and fashion them into rocky statues of varying
heights, widths and steepness. Despite the differences, all mountains share
a handful of universal features. The portion of the mountain closest to the

ground is referred to as either the base or the foot of the mountain. Though
the terms mountain and peak are synonymous in some instances, in this
context, the word peak is used to describe sharply ascending protrusions
that are typically found at or near the mountain’s highest elevations. The
mountain’s summit is its highest peak, thus it is possible for a mountain
to have multiple peaks, but only one summit. Valleys are low-lying areas
between neighboring mountains or a tightly packed group of mountains.

Beyond the simple basics, mountains flaunt many diverse geological
features. Magnificent ridges, sheer cliffs, deep blue icy crevasses, perilous
escarpments, multicolored rock walls and snowcapped summits cloaked
in wispy fog add to the mystique and wonderment that make these earthen
giants a breathtaking sight to behold. The hardy plants and animals that
call this rugged terrain home see things differently. Firsthand experience
teaches them that the mountains are a callous and temperamental host.
One misplaced step on a patch of rubble or a melting snowpack can easily
be a creature’s last. A torrential downpour can wash layers of tenuous
topsoil down the slope, while a ferocious blizzard can blanket the earth
beneath thick layers of snow and ice. However, these occasional dangers
pale in comparison to the mountains’ interwoven and omnipresent hazards
of extreme cold, lack of oxygen and ferocious winds.

Gravity is the glue that binds existence together, and even microscopic
air molecules cannot escape its grasp. Air is at its densest closest to the
surface. Its density decreases as the altitude increases because the planet
exerts less gravitational force against objects farther from its surface. Air
molecules are no exception. Less air means that there is less oxygen for
animals to breathe and less carbon dioxide for plants to photosynthesize.
Air molecules also retain heat and moisture, so their reduction at higher
elevations results in colder temperatures and drier conditions. It would
therefore seem logical that less air would also translate into lighter winds.
Sadly for mountain denizens, the opposite is true. Fewer air molecules
means less friction when the winds howl through the upper atmosphere.
Air molecules moving close to the planet’s surface are partly slowed by
their contact with the ground and elevated objects in their path. Mountains
tower over the surrounding landscape, so the winds do not encounter any
resistance while they race across the skies. In some cases, tightly clustered
peaks force the wind into narrow, winding corridors, much akin to pouring
water into a funnel. This effect may not only accelerate the winds’ speed,
but it can also radically change their direction. A formula exists to roughly
calculate the decrease in air temperature based upon increased altitude.
Unfortunately, no similar mechanism exists to accurately compute the
increase in wind speed attributable to higher altitudes because of the
numerous variables that contribute to this effect.

In the preceding respect, mountains differ dramatically from
conventional biomes because they create much of their own environment
and are not wholly dependent upon external forces to shape them. They
do not owe their existence to fickle wind patterns, adjacent bodies of
water, proximity to the equator or poles, frequent rainfall or any weather
phenomenon. Mountains can spring into existence anywhere. Moreover,
their presence often has a dramatic impact on weather conditions in
neighboring regions as exemplified by the rain shadow effect. The jet
stream pushes warm, moist air molecules up the mountainside, causing
them to rapidly cool and become thinner with the increasing altitude. Cold
air retains less moisture than warm air, thus the humid air morphs into
clouds and releases this excess moisture as precipitation. When the air
rolls over the mountaintop on the other side, it is much drier than it was
when it first began its ascent up the mountain. It takes less thermal energy
to heat dry air than humid air, causing the air molecules to rapidly warm
when the reach the valley on the other side. In scientific terms, the side
of the mountain that faces the wind and first encounters the warm, moist
air mass is commonly referred to as the windward side of the mountain.
It obviously receives more rainfall and thus cooler temperatures than the
opposite side of the mountain, which is referred to as the leeward side
of the mountain. The leeward side experiences warmer temperatures
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and substantially less rainfall. In the real world, the rain shadow effect
is responsible for creating Death Valley’s notoriously hot and parched
environment on the eastern side of the Sierra Nevada Mountains.

In addition to the mountains’ effects on weather conditions in nearby
and in some cases distant regions, the uneven terrain within the range
itself creates its share of localized meteorological anomalies. Variations
in temperature and atmospheric pressure between neighboring air masses
provide the fuel necessary to spawn ferocious winds and storms. A large
air mass on a smooth, level surface uniformly heats and cools, much like
cooking food in a flat pan upon a stovetop. On the other hand, an air
mass spread out over a rough, uneven surface fails to heat and cool in a
consistent manner. The differences in altitude cause greater divergence
in the temperatures and atmospheric pressure between rival air masses,
which ignites the fuse required to create unsettled weather. In most cases,
the fierce winds and storms spawned under these circumstances do not
give rise to weather events that affect a broad area for a prolonged period
of time. Still, the squalls’ unpredictable nature and short-lived intensity
compound upon the difficulties that natives and adventurers face during
an excursion into the mountains. Despite the mountains’ impact on the
atmosphere, the forces that bring one of these titans to life cannot be found
in the clouds or outer space. Instead, the seeds are sown in the planet’s
roiling interior, where fire and stone constantly vie for supremacy.

Making a Mountain

Mountains soar into the sky and tower above the surrounding landscape,
yet they owe their creation to forces deep beneath the ground. They are
born from two geological processes — plate tectonics and volcanism.
Though it is not normally visible from the surface, the earth’s crust
consists of numerous, interconnected land masses called tectonic plates.
These tectonic plates float upon a giant sea of superheated molten rock
known as the mantle. The fit is far from perfect. Land masses crammed
atop the fiery ocean above the planet’s core constantly jockey for position.
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When pressure forces two tectonic plates into one another, a battle ensues.
In many cases, the land at the point of impact between the two tectonic
plates compresses not unlike what happens when someone crushes a tin
can. The crumbled part of the can bulges outward, while the end of the
can emerges comparatively unscathed. The same thing occurs when two
land masses crash together. The land along the tectonic plates’ edges that
is compacted by the collision swells and leaves mountains in its wake.
For instance, the impact between the Eurasian Plate and the Indian Plate
created the world’s tallest mountain range, the Himalayas, which also
include the planet’s highest peak, Mount Everest.

The processes that conjoin tectonic plates to one another sometimes
cause them to separate as well. Despite outward appearances, land is
hardly unbreakable. There are occasions where the earth’s crust literally
cracks and gives birth to a deep fissure commonly known as a fault.
Earthquakes are more frequently associated with faults than mountain
building, but the same geological forces that cause the ground to violently
tremble also lays the foundation for new mountains. While it is normally
presumed that the ground on each side of a fault line shifts from side to
side during an earthquake, there are times when the tremors cause the land
on one side of the fault to uplift and list sideways akin a ship taking on
too much water. The land mass on the opposite side of the fault plunges
downward, creating a depression. Over time, erosion from the uplifted
portion of the fault accumulates in the neighboring depression, building it
up as well. Subsequent earthquakes increase the uplift and add more height
to the mountains born from this volatile separation. The Sierra Nevada
Mountains are an ideal example of this geological process at work.

When it is not possible to go up, it becomes necessary to go down. On
these occasions, a thicker oceanic plate slides under a lighter continental
plate in a geological process referred to as subduction. The denser plate
burrows beneath the lighter plate, causing the land atop the upper plate
to bulge and form a mountain. The friction caused by two enormous land
masses grinding against one another generates tremendous amounts of
heat, which also melts substantial quantities of rock. With nowhere else
to go, the intense heat and pressure pushes this molten material through
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cracks in the earth’s crust and up toward the surface. Sometimes, enough
magma is present to push the land mass upward into a dome-shaped
mountain, but there is an insufficient quantity of magma and pressure
to completely penetrate the outer surface. These areas often become
plateaus — large, flat expanses of elevated land within or adjacent to
other mountains. Over time, water erodes portions of this uplifted rock
and stone, leaving spectacular canyons and escarpments in its wake. Yet
more often than not, the force bubbling beneath the earth is so great that
the swollen surface cannot prevent the superheated lava, ash, and dust
beneath it from tearing through the earth’s crust and creating a massive
gouge known as a volcano. The resulting eruption spews unimaginable
quantities of melted rock, noxious gases, ash, dust, and other debris
hundreds and often thousands of feet into the air.

As demonstrated in the previous paragraph, plate tectonics, and
volcanism sometimes work in tandem, rather than as separate forces to
spawn these mighty peaks. Obviously, volcanism is more dramatic and
visually breathtaking than plate tectonics. A particularly violent volcanic
explosion can add as much as several hundred cubic miles of rock, dust,
and volcanic ash to the surrounding terrain in a matter of days, whereas
it could take eons for plate tectonics alone to duplicate the same feat. In
some cases, the explosion is so powerful that the volcano collapses under
the weight of the debris and becomes an elevated, flattened abscess in the
earth known as a caldera. Active volcanoes erupt on a recurring basis,
though few adhere to any regular schedule. Dormant volcanoes are those
that have not exploded for a considerable period of time, but still have a
magma chamber beneath them. Extinct volcanoes last erupted countless
ages earlier. They no longer have a magma chamber and are deemed to be
unable to ever erupt again.

Though it cannot create mountains per se, water in its liquid and
frozen states plays a key role in shaping these gargantuan blocks of
stone. Mountains in regions subjected to seasonal temperature variations
accumulate large quantities of snow and ice on their slopes during late
autumn and winter months. Spring’s arrival ushers in warmer temperatures
and soaking rains that weaken and eventually melt the snow packed onto
the slope. Gravity pulls the water down the mountain’s imperfect surface
toward its lowest point. Over time, the surface runoff erodes the underlying
stone and carves new permanent features into the mountain. Among these
are gullies, caves, chasms and crevasses. The same principles apply to
larger bodies of water such as rivers that flow through an elevated plateau.
With the passing millennia, the relentless rushing water bores through
elevated rock and stone, creating the geological formation known as a
canyon. The Grand Canyon in Arizona owes its creation to the Colorado
River, which gouged enormous fissures into the Colorado Plateau. Thus,
while water did not elevate the Colorado Plateau landmass, it gave birth
to the mountains that make up the enormous canyon’s impressive walls.

Glaciers perform a similar function. These enormous slabs of compressed
ice and snow are in constant, albeit painstakingly slow motion. As the glacier
contacts the surface, the colossal mass’s incalculable weight pulverizes the
underlying bedrock into fine particles in a geological process known as
abrasion. Glaciers can frequently take credit for carving the extremely steep
rock walls and crevasses that dog mountain explorers on their trek to the
mountain’s summit. Glaciers also sculpt the mountain’s features through
another geological process known as plucking. In this instance, the glacier
literally picks up large blocks of rock and stone that it pried away from the
surface and incorporates them into its monstrous mass. The boulders then
move with the glacier on its ascent up or its retreat down the mountainside.
The aftereffects of plucking are not as readily visible as abrasion, but they can
be far more conspicuous. Plucking can deposit a massive rock precariously
on the edge of a cliff or misplace a boulder in another bewildering, hard-to-
reach spot or location where they kind of rock shouldn’t be found. As in the
case of water, glaciers cannot erect a mountain. They instead redecorate it.

One Mountain, Many Biomes

In many respects, a mountain’s ecosystem resembles a series of
concentric bands that wrap around the entire peak. In some circles, these
bands are referred to as life zones. On flat ground, moist forests yield
to drier grasslands before surrendering to sere deserts. A similar pattern
exists on mountains, albeit on a miniaturized scale. Instead of stretching
out for countless miles in every direction, the life zones on a mountain’s
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slope measure only a few thousand feet in width before abruptly merging
with their neighbor. Not surprisingly, these transitions coincide with the
altitude. It is as if an artist took his brush and painted a series of contiguous
rings around the mountain with one ring on top of the other.

Grasses and flowering plants dominate the lowest elevations. Trees
and shrubs flourish on the gentler slopes at the lower elevations, draping
the mountain’s base in swirling shades of dark greens, drab olives,
and earthy browns. In temperate and tropical environments, deciduous
forests typically are prevalent at the peak’s bottom rung just above the
grasses. The warmer temperatures and abundant rainfall provide the ideal
conditions for these woody giants to thrive. As the altitude increases,
the air grows chillier and moisture scarcer. The leafy trees found in the
deciduous forest give way to the coniferous trees such as pine and an
assortment of evergreen shrubs. This life zone is classified as the montane
forest. When conditions become too cold and dry or the mountain’s slope
too severe, it takes a tremendous toll on the indigenous trees. They become
gnarled, stunted and deformed. These twisted stumps of misshapen wood
are sometimes known as krummbholz. This narrow band of contorted and
disfigured trees may also be referred to as the subalpine zone. At some
point, the trees disappear entirely, and grasses along with hardy flowering
plants once again take their place. This boundary is known as the tree
line. The life zone above the tree line is typically classified as the alpine
zone. In most cases, the tree line separates the trees from the neighboring
grasses, which can endure the harsher climate and dried conditions found
above the tree line. Of course, there must be sufficient topsoil to support
plant life above the tree line, otherwise exposed rock takes over as the
predominant feature. An array of low-lying shrubs, sedges, multicolored
flowering plants including the iconic edelweiss, mountain laurels, and
rhododendrons add to the tapestry of grasses covering the slopes.

The fauna that inhabit mountainous environments almost all have
outstanding balance, jumping skill, and specialized adaptations to deal
with the cold temperatures and lack of oxygen at high altitudes. Llamas,
alpacas, yaks, bears, cougars, mountain goats, and sheep seem to have
adapted best to life in the mountains. Yet even these creatures have their
limits. Depending upon the prevailing climate in the region, the increasing
altitude eventually makes it too frigid and arid for even the hardiest
plants and animals. The lack of oxygen and carbon dioxide at the highest
elevations almost completely inhibit all forms of life. Eventually snow,
ice, and glaciers coat the mountainside in a shimmering white pall that
extends all the way to the distant summit, which is typically shrouded in
gray fog and mist.

Game Applications

In many cases, mountains are formidable and nearly impassable
obstacles, making them the ideal borders for rival nations and peoples.
Because of their strategic location, mountains are often the site of
numerous covert activities fomented by political, military and economic
foes on opposite sides of the rocky boundary. Smugglers, spies, fugitives,
cultists, prospectors and other individuals wishing to remain unseen
use this rugged terrain to their advantage. Hidden tunnels, caves, and
undiscovered mountain passes let some slip past mountain patrols without
being noticed. Secluded locales high atop the mountain provide refuge
to criminals trying to evade capture. The followers of forbidden deities
frequently delve into the mountain’s belly or find nearly inaccessible
places where they can venerate their malevolent god far from the
judgmental eyes of disapproving foes. Greedy miners scour mountain
riverbeds, exposed rock formations, and precarious crevasses in search
of the mountain’s bountiful natural riches. As the indigenous residents
frequently say, “Mountains harbor many secrets, and their stone lips tell
no tales.” Experience teaches many adventurers to begrudgingly agree
with the adage.

Types of Mountains

At first glance, all mountains basically look alike. They are elevated
landforms predominantly made of the same composite materials, earth
and stone or some combination thereof. In some instances, it is even
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impossible to determine what the mountain is made of because its entire
surface may be covered in snow and ice, as is the case with peaks found
in an arctic environment. Still, an eye for detail and some specialized
knowledge is all that it takes to differentiate one type of mountain from
the next. Mountains are classified into three basic types — volcanic,
folded and block mountains. Each category has unique characteristics that
greatly affect the flora and fauna found atop its summit, along its slope,
and within its shadow.

Yolcanic Mountains

Volcanic mountains are not the most prevalent type of mountains, yet
many of these giants are among Earth’s most iconic peaks. Mount Fuji,
Mount Kilimanjaro, and Mount St. Helens are real-world examples of
volcanic mountains. Most volcanic mountains form in regions where the
denser oceanic crust subducted beneath the lighter continental crust as
described in the preceding section “Making a Mountain.” This geological
process accounts for the notorious “Ring of Fire,” a belt of volcanic
mountains along the western spine of the South American and North
American continents that continues across the Pacific Ocean and stretches
through the eastern edges of Asia and Indonesia. Hotspots account for
the balance of the world’s volcanic mountains. While the mechanics
responsible for creating hotspots are not well understood, these anomalous
volcanoes do not form around the edges of a subducted oceanic plate and
instead spring up within the interior of an oceanic or continental plate. As
the name suggests, hotspots are arecas where superheated portions of the
earth’s mantle melt adjacent rock into liquid magma that rises through
cracks in the planet’s crust through a process known as convection.
Hotspots gave birth to the volcanoes found in Iceland and the Hawaiian
Islands among others.

Volcanic mountains are further broken down into three main groups
— stratovolcanoes, shield volcanoes, and cinder cone volcanoes.
Stratovolcanoes are the world’s most easily recognizable and legendary
volcanoes. Mount Vesuvius, the Italian peak responsible for burying the
Roman era towns of Pompeii and Herculaneum may be the best known
of these smoldering behemoths. These mounds of rock and solidified lava
resemble an enormous, upright pointed hat. The mountain’s base ascends
at a steep angle to create a cone-shaped peak with a gaping cavity at or
near the summit. During an eruption, steam, lava, ash, and super-heated
dust surge up the mountain’s interior and are then expelled high into the
air through the open wound at the mountain’s apex. While the typical
stratovolcano hurls immense volumes of fine particles high into the air,
the lava that surges out of its cavity has a viscous quality that causes it to
slowly roll down the slope. The plodding journey takes so long that the
lava cools and solidifies before it leaves the mountain’s shadow.

Shield volcanoes are wider and flatter versions of stratovolcanoes. They
acquired this name because they greatly resemble a warrior’s round shield
lying on the ground. Shield volcanoes have an extremely broad base that
can encompass a vast area measuring nearly 100 miles in diameter. These
mountains spew more-fluid lava that flows faster and much farther than the
lava ejected from a stratovolcano. This dynamic gives the shield volcano
its unique shape. The lava rolls down the mountain’s gentle slope and
adds to the size of its base rather than just accumulating at and around the
base as in the case of a stratovolcano. The typical shield volcano has a flat
summit that drops off at a moderate angle before gradually flattening out
until there is almost no slope to the mountainside. The volcanoes found
in the Hawaiian Islands are the world’s best-known shield volcanoes. In
fact, one of these volcanoes, Mauna Loa, is considered by many to be the
largest volcano on Earth. It stands more than 13,000 feet above sea level.
However, the massive shield volcano’s roots reach deep into the ocean.
According to some measurements, Mauna Loa is more than 55,000 feet
high, nearly double the height of Mount Everest.

Cinder cone volcanoes are the smallest and simplest volcanic mountains.
They resemble symmetrical cones with gentler slopes than a stratovolcano
and comprise far less area than a shield volcano. Cinder cone volcanoes
expel melted fragments of rock from a vent protruding through the earth’s
crust. The eruption’s force is fairly weak. These silicon chunks infused with
hot gases, commonly referred to as cinders or scoria, rapidly cool and fall
back to the ground in close proximity to the vent. Over time, the cinders
accumulate and create a hill or a mountain, depending upon the volcano’s

size. Cinder cone volcanoes differ from their larger cousins in the regard
that they did not begin their existence as a mountain or a hill. Instead, their
deposits of cinders and scoria transformed them from an open vent in the
earth’s crust into a cone-shaped mountain or hill. Cinder cone volcanoes can
be found as a standalone entity, but they are more commonly encountered
as part of a substantially larger volcanic arc that includes their figurative big
brothers, the stratovolcanoes and the shield volcanoes.

The most potent volcanic eruptions may transform the land where
the stratovolcano or shield volcano stands into a caldera. In these rare
instances, the detonation is so powerful that it literally swallows up the
earth around it, causing the entire mountain and as many as several hundred
square miles of land around the mountain to collapse into the completely
drained magma pool beneath it. Some scholars categorize these massive
craters as supervolcanoes because these eruptions generate exponentially
more energy and expel more lava, pumice, and ash than their ordinary
counterparts. If the Yellowstone Caldera in modern day Wyoming
duplicated the power of its last three major eruptions, the effects would
be utterly catastrophic. According to some scientists, several meters of
volcanic ash would coat most of the western continental United States and
global temperatures may plummet by nearly 20° F practically overnight.

Volcanic Mountain Campaigns

Taking up residence anywhere near one of these enormous mounds
of fire would lead most observers to conclude that the individuals must
have some bizarre death wish or insane devotion to a fire deity. With little
warning, the sleeping giant can stir from its nap and belch fiery lava,
choking dust and toxic gases from its agitated belly, destroying everything
in the materials’ path. Yet some men and women are willing to take that
chance in order to cultivate perhaps the most fertile soil on the planet.
While few dare stake a claim to land in the shadow of an active volcano, it
is not uncommon for communities to take root in the shadow of a dormant
or extinct volcano. The soil in these regions is particularly rich because
the eruption expels immense quantities of tephra (fragmented rocks) that
are eventually broken down into essential elemental nutrients through
weathering and chemical interactions between the tephra, the atmosphere,
and any existing soil.

Naturally, these communities’ survival depends upon appeasing
the volcanic mountain looming overhead. While there is no universal
agreement as to what causes an eruption, most humanoids attribute the
explosion’s cause to an angry being dwelling somewhere deep inside
the mountain. Some contend that it is a fire god, whereas others believe
that wicked monsters such as red dragons, fire giants, or other creatures
immune to fire damage are responsible for setting off a detonation. Some
wizards and sorcerers purport that volcanoes are conduits linking this
world to another dimension wreathed in perpetual flame, smoke, and
ash. Regardless of what mechanism is deemed to be the culprit, it is not
unusual for inhabitants to sacrifice food, wealth, and even their fellow
citizens to placate the whims of the dormant beast.

More rational minds turn to adventurers for answers. Nearby
communities may hire these daring souls to rid the volcano’s passages
and tunnels of any meddlesome denizens aspiring to awaken the sleeping
giant and unleash its fury on the residents below the mountain. Ambitious
characters may venture into a volcano of their own accord, hoping to
find a red dragon’s hoard or a fire giant chieftain’s treasure vault within
the network of lava tubes and chambers at the heart of the mountain.
Practitioners of arcane magic may seek rare minerals, pyroclastic matter
and curious fragments of volcanic material within the volcano. On the
other hand, some powerful magical items and artifacts can be destroyed
only within the roiling reservoir of molten lava inside the bowels of a
fiery mountain. Those adequately equipped to endure the hot, stifling
conditions encountered inside of a volcano can discover great wonders
and recover immense wealth in this forsaken version of earthly hell.

The “Mountain Terrain” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook describes the types of terrain that
characters may encounter during their exploration of mountainous
regions. The following table allows the GM to apply these terrain types
to adventures set in volcanic mountain ranges. It is important to note that
other factors such as the climate and altitude may require the GM to adjust
these results to more accurately reflect the local conditions in the area.
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Table 1—1:
Type of Terrain Encountered in Volcanic Mountains

Alpine s 4

Meadow Rugged Forbidding
Stratovolcano 01-60 61-90 91-00
Shield Volcano 01-80 81-95 96-00
Sl e 01-20 21-85 86-00

Volcano

Folded mountains

Folded mountains are not as iconic as the more recognizable volcanic
mountains, but they are no less significant or challenging. In fact, this type
of mountain is the most prevalent variety found on Earth. The world’s
largest mountain, the legendary Mount Everest, and the tallest mountain
range on Earth, the Himalayas, are real-world examples of folded
mountains. As discussed in the preceding section, “Making a Mountain,”
folded mountains are the byproducts of crashes between continental
plates. The edges of the colliding landmasses fold like a junkyard car
crushed by a compactor. The crumpled portions that protrude from the
surface become mountains.

These types of mountains are typically far longer than they are wide, so
they more frequently act as national boundaries than volcanic mountains,
which are not as densely concentrated over a comparatively smaller area.
The folding process that gave birth to these mountain ranges also created
steep ridges that can span great distances, making them an even more
formidable natural boundary than less tightly packed volcanic mountains.
Elongated plateaus are another geological feature commonly associated
with folded mountain ranges. Some of these strips of flat land are found
high atop folded mountain chains, as in the case of the Tibetan Plateau in
the Himalayas.

Water runoff from the melting snowpack found at higher elevations
carves channels in the surface rock before collecting in depressions on
these elevated plateaus. The mountain springs and lakes supply men and
beasts alike with ample supplies of water, allowing farmers to irrigate
the rich mountain soil, and keep their livestock adequately fed and
watered. Because of the comparatively abundant food and water supplies,
humanoid communities and wild beasts are more likely to be found in
folded mountain ranges than in any other type of mountain range. This
environment also boasts the most populous humanoid settlements.

Folded mountain ranges typically attract residents for economic and
spiritual purposes. The montane forests thriving at the lower elevations
pique the interest of loggers who harvest and sell the timber to nearby
residents or transport it to distant markets. The geological process that
creates these stony monstrosities also forces valuable commodities such
as iron ore and salt deposits to the surface, making it easier for miners to
bore into the face of a structurally stable mountainside than dig far below
the surface. In some instances, veins of silver and copper can be found
alongside their less precious counterparts. Folded mountains are generally
taller than their brethren, thus in many cases the lofty summits shrouded in
dense clouds hold spiritual significance for worshippers and adherents to
several philosophical schools of thought. Magnificent temples and shrines
stand atop a number of mountain peaks beckoning pilgrims to pay homage
to their faith from on high. Likewise, monasteries built upon isolated
mountaintops often overlook serene valleys below them. The structures’
seclusion and breathtaking views fill accepting hearts and minds with
tranquility and unity with nature.

Folded Mountain Campaigns

Though the ominous specter of a volcanic eruption does not loom over
the residents of humanoid settlements on and nearby the slopes of a folded
mountain range, the habitat is not without its dangers. Deadly avalanches
are a constant threat in this environment, particularly in temperate climates
that experience substantial snowfall during the long winter and undergo
rapid thawing during the spring. The fickle weather is a constant menace,

too. Bright, sunny skies and calm breezes can vanish in an instant and
be replaced with howling winds and ominous storm clouds, especially in
the case of settlements on the mountain range’s windward side. Natural
hazards are not the only perils that face adventurers exploring the folded
mountains in search of riches and enlightenment.

Wicked men and sinister monsters roam the land for nefarious purposes.
Many of them prey upon the commercially vital mountain passes that
crisscross the rugged terrain. Traveling merchants and refugees are
favored targets for these depraved bandits. Raiders and giant humanoids
hunting in these areas often set their sights on the isolated communities
that dot the mountainside. Some thieves clandestinely steal livestock from
the fields and burglarize undefended homes. Trolls and giants opt for the
direct approach and simply take whatever appeals to them at the moment,
including food, alcohol, money, and, in some instances, slaves. Active
iron, salt, silver, and gold mines frequently attract unwanted attention from
jealous enemies outside of the mine, and the greedy, subterranean denizens
dwelling inside of the mountain’s network of tunnels and chambers. Not
surprisingly, overmatched villagers usually turn to adventurers for aid in
repelling these unwelcome visitors and recovering lost goods that these
murderous beasts took from them.

The steep ridges commonly found in folded mountain ranges make
them an ideal location for national and regional borders. Remote hostels,
fortifications, and small villages built along the boundary’s proverbial
weak spots abound with plots and intrigue. Most are as mundane as
smuggling small quantities of illicit goods past customs inspectors. A
select handful is more grandiose. Plots to attack mountain strongholds,
assassinate important leaders, destroy crucial infrastructure, or cause mass
fatalities demand immediate intervention from local political, military,
and economic authorities. Once again, adventurers may be called upon
to intervene in these delicate matters and thwart the perpetrators from
carrying out their deadly actions.

The “Mountain Terrain” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook describes the types of terrain that
characters may encounter during their exploration of mountainous
regions. The following table allows the GM to apply these terrain types to
adventures set in folded mountain ranges. It is important to note that other
factors such as the climate and altitude may require the GM to adjust these
results to more accurately reflect the local conditions in the area.

Table 1—2: Type of Terrain Encountered in Folded Mountains

Alpine
Meadow

01-40

Rugged

Forbidding

Folded Mountain 41-80 81-00

Block Mountains

Block mountains occur where two adjacent plates are moving away
from one another and create a deep fissure in the earth known as a fault.
As the plates pull apart, one side of the block uplifts sharply and forces
the block on the opposite side downward. Over time, erosion takes its
toll on the protruding portion, causing washed away debris to fill the
depression on the opposite side. Block mountains are most recognizable
for their sheer rock walls. In most cases, one side of the mountain range
rises at very gentle increments whereas the opposite side ascends at an
incredibly sharp angle, creating the mountains’ telltale, nearly vertical
stone surfaces or escarpments. However, some mountains instead have
steep slopes on both sides. These elevated landforms are referred to as
lifted type block mountains as opposed to the more conventional tilted
type block mountains. Though they attribute their creation to the same
geological process as tilted type block mountains, they appear as if some
force literally lifted a singular massive block of stone directly upward.
The effect resembles pulling up a loose cobblestone from a road and
elevating it higher than its neighbors.

Block mountain ranges are significantly longer than they are wide,
much like folded mountain ranges. They differ from folded and volcanic
mountains in the respect that their sides are extremely steep, but their
summits are relatively flat. Rivers from water runoft carve paths through
the mountains, spawning huge canyons bounded by massive escarpments
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on both sides. Still, block mountains are probably best known for bringing
vast deposits of gold and other precious minerals close to the surface as
exemplified by the discovery of gold in the foothills of the Sierra Nevada
Mountains that sparked the California Gold Rush.

Block Mountain Campaigns

The block mountains’ steep slopes make them a poor choice for
agricultural purposes, thus settlements are few and far between in these
regions outside of the valleys and canyons bounded by individual block
mountains. Some communities may be found on the broad plateaus
overlooking these low-lying areas. Unfortunately, these plateaus are
extremely hard to reach, thus any settlements found in these regions are
likely to be extremely isolated and very xenophobic. On the other hand,
the mountains’ inaccessibility grants refuge to men and monsters seeking
to evade detection. Fugitives, criminals, and murderous cultists may use
this rugged terrain to escape justice and conduct their immoral activities.
To aid them in their search, local authorities hire adventurers to root out
and capture wanted individuals and break up evil cabals practicing their
obscene rituals in secluded mountainous areas.

While some may seek solitude in these mountain ranges, the discovery of
gold and other precious minerals in these areas draws grizzled prospectors
and desperate people to these remote locales. The friction found in fault
lines and earthquakes create extremely high temperatures that vaporize
rocks and stones, leaving just the gold behind. The gold deposits are forced
upward. It stands to reason that block mountains, which are created by
rising and shifting fault lines, contain deep veins of the valuable commodity.
Humanoids are not the only creatures fascinated with gold. Dragons’
legendary love affair with the metal dates back to the dawn of creation.
Brutish giants and greedy monsters cannot pass up an opportunity to amass
more treasure, making goldmines and any other mine a hotbed of activity
for adventurers exploring block mountain ranges.

The relatively smooth summit of a block mountain can also make an
excellent fortification subject to several caveats. Ideally, gaining access
to the mountaintop is challenging, but not impossible. This feature allows
the defenders to restock their provisions and dispatch messengers to
communicate with the outside world, while in turn greatly inhibiting the
abilities of an enemy force to reach the entrenched defenders without
sustaining heavy casualties or encountering tremendous logistical
difficulties along the way. The mountain stronghold must also afford an
excellent vantage point that overlooks an area of strategic importance,
such as a critical river or a mountain pass. Depending upon where their
allegiances lie, adventurers may be called upon to infiltrate and dismantle
this vital defensive position or repel an invading army attempting to capture
it. Either way, such efforts typically involve a great deal of subterfuge and
intrigue before either party sets such a massive operation into motion.

The “Mountain Terrain” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook describes the types of terrain that
characters may encounter during their exploration of mountainous
regions. The following table allows the GM to apply these terrain types to
adventures set in block mountain ranges. It is important to note that other
factors such as the climate and altitude may require the GM to adjust these
results to more accurately reflect the local conditions in the area.

Table 1—3: Type of Terrain Encountered in Block Mountains

Alpine
Meadow

01-20

Rugged

Forbidding

Block Mountains 21-50 51-00

Water

Just as gravity pulls air molecules close to the surface, water also flows
downhill and collects in low-lying areas. The relentless liquid in all its
forms sculpts mountains into unique shapes. It exposes magnificent rock
formations to the light of day and carves out spectacular canyons that
make for remarkable vistas. Water that bores into bare rock and earth on
the mountainside gouges out caves and cavern complexes that tunnel into
the heart of the stony giant. In most cases, it is not too difficult to find
ample water at the lower elevations where water runoff from melting
snowfall and rainfall pour into mountain streams that in turn feed larger
bodies of water in the mountains’ basin. Many of the world’s great rivers,
including the Indus and the Ganges River originate high in the mountains.
In fact, rivers spawned from mountain water runoff account for nearly all
of the water found in arid and semi-arid regions.

The difficulty arises at the higher elevations, where cooler and drier
conditions prevail, especially in arid and semi-arid regions. While snow
blankets the summits and upper reaches of many exceptionally high
peaks, the truth is that precipitation is a rare event at extreme altitudes. As
previously discussed, the rain shadow effect forces warm air up the slope
where it eventually transforms into clouds and then releases its excess
moisture as rain. Thus, areas below that transition point receive ample
quantities of rain and snow, whereas those above that point and on the
opposite side of the mountain receive substantially less precipitation.

Like all other biomes, mountain settlements are commonly found in
arable lands where water is abundant. In addition to meeting the water
demands of its humanoid residents, the region must have sufficient water
to grow crops and enough rainfall to sustain green pastures for livestock.
It is impractical to settle steep mountain slopes or inhabit treacherous
peaks, so the overwhelming majority of communities and important
sites at the higher elevations are found on plateaus within or adjacent
to mountain ranges. These flat pieces of land can encompass an area of
several thousand square miles that can also contain large bodies of water
including rivers and lakes. Seismic activity is predominantly responsible
for creating depressions large enough to capture immense quantities of
water. Lake Titicaca, which straddles the border between Bolivia and
Peru, is a perfect example of this geological process.

Despite the preceding exceptions, finding large quantities of water
can still be a grueling undertaking at the highest elevations, most
especially when traveling in large numbers or with livestock. A lone
individual or small group can find water easily enough. However,
water is normally too scarce to support any meaningful population
of humanoids or animals in a small, concentrated location. Engineers
endeavoring to construct fortresses, temples, and monasteries high in
the mountains must either erect these structures close to a natural water
supply or devise some means of transporting water to the site. This may
be accomplished by damming up a river farther upstream, thus diverting
its flow to the desired location or even tapping into an underground
aquifer somewhere beneath the settlement.

In the end, seismic forces deep beneath the earth quarry the blocks
that ultimately become mountains. Water functions as the artist’s chisel,
turning featureless stone into something extraordinary. Earth serves as the
medium, and water puts the finishing touches on its marvelous creation.
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Dwarves of the Mountains

No discussion of mountains would be complete without a look at,
perhaps, their most iconic inhabitants in fantasy roleplaying and fiction in
general. Though the Pathfinder Roleplaying Game makes no distinction
in game terms between a mountain dwarf and a hill dwarf — both groups
of dwarves share the same racial traits — for the purposes of this book
we have introduced mountain dwarf as a separate racial subtype of dwarf
while the dwarf introduced in Chapter 2 of the Pathfinder Roleplaying
Game Core Rulebook represents the far more commonly encountered
racial subtype of hill dwarf. The adventures and encounters in Mountains
of Madness specifically, and in the Lost Lands in general, make use of
this new racial subtype distinction, but feel free to discard this distinction
for your own game if it does not fit the needs of your campaign.

Mountain Dwarves

Like their hill dwarf cousins, mountain dwarves are an equally stoic and
stern race, if somewhat more regal in their sense of superiority as true sons
of the mountains and beloved of the Dwarf Father. Descended from Great
Mountain Clans, mountain dwarves meticulously trace their ancestry back
to the ancient lines from the beginnings of the dwarven race. Unlike their
hill dwarf kin, mountain dwarves have never forsaken their deep halls
among the mightiest mountain ranges for those of lesser ranges and hills
among the folk of the lowlands. They are equally implacable against their
ancestral foes of giants, goblins, and subterranean horrors but often extend
their antipathy towards humans and elves as well.

Physical Description: Like hill dwarves, mountain dwarves have burly
builds, knotted with muscle, and short and stocky statures. Their height
range is greater than that of hill dwarves with some little over 4 feet in height
but those more closely related to the ancient noble lineages exceeding 5 feet
on occasion. They too pride themselves on the length of hair and beards but
are even more prone to elaborate coifs and intricate braids of their beards

with all manner of ornamentation. Some mountain dwarf women are able
to grow beards, which is seen as a rare mark of beauty among their fellow
clansmen and women but often causes them to be mistaken for males
among other races. A clean-shaven male dwarf is still considered as a sign
of madness or shame — criminals are routinely shaved as a punishment —
but women who choose to do so bear no such stigma.

Society: Mountain dwarves relate to the members of their own clans,
first and foremost, and one of the Nine Great Mountain Clans second.
The Great Mountain Clans may or may not get along with other Great
Mountain Clans depending on the history between them, proximity,
competition for resources, etc. Skirmishes and even full-scale war is not
unknown between the often xenophobic lesser clans, but it is rare than an
entire Great Mountain Clan arms for war or that the lesser clan skirmishes
spread beyond their own local boundaries.

Relations: Mountain dwarves despise orcs, goblinoids, and giants as
much as their hill dwarf kin. However, some of the Great Mountain Clans
extend this animosity towards humans and elves as well for what they see
as great betrayals in wars of antiquity. Not all mountain dwarves share
this hatred of humans and elves, but all of them learn the same fighting
techniques against them as a result of their clan having participated in the
racial animosity at some time in the past. Mountain dwarves get along
well enough with gnomes and their hill dwarf kin but hold half-elves
and half-orcs to their human, orc, and elf lineages and extend the same
bitterness to them. Halflings are usually lumped in with humans in the
eyes of mountain dwarves and held with the same disdain.

Alignment and Religion: Mountain dwarves define themselves by
the honor of themselves and their clan. Their traditions and customs
may seem as stagnant and unyielding as the stone in which they build
their homes, but they have also endured for countless centuries and
prevailed against countless challenges. Mountain dwarves do not
abandon their traditions or their loyalties lightly and take umbrage
at those who would suggest otherwise. Most mountain dwarves are
lawful neutral. Except for evil individuals who secretly hide their
true faith among their unsuspecting peers, mountain dwarves tend
to follow the patron deity of their Great Mountain Clan. Dwurfater,
Father of Dwarves, is the most commonly venerated deity, followed
by Vergrimm Earthsblood, Keeper of the Mines. The clans of Koth and
Krazzadak are known for following Crugas, God of Magical Crafts,
and at least one clan venerates Strym the Mighty, God of Strength
(known as Stryme among his human followers). Those clans with
a more evil bent have been known to follow Grox, God of Artifice
and Darkness (as well as patron of the duergar). Few if any mountain
dwarves venerate Pekko, God of Ale and Spirits, as too frivolous and
popular among lowland races, though some members of Clan Targ
do follow the equally frivolous hero-god Snorri Horrnison, if only
because he ascended as a deity from their clan an age or more ago.

Adventurers: Mountain dwarf adventurers are even rarer than hill
dwarf adventurers, especially if encountered outside the clan peaks of
their own folk. Those that do travel abroad as adventurers usually avail
themselves of the finest weapons and armor as befits one of their race
and can prove to be staunch allies in battle, especially against their
ancestral foes. Adventurers tend to come from those clans who are less
hostile towards humans and elves (the Targs or the Ironskulls usually)
and usually pursue some goal related to battling a clan foe, bringing a
fugitive to justice, or reclaiming some lost clanhold from hostile forces
that have taken it. Like hill dwarves, they specialize in tunnel fighting and
melee and tend towards militant classes such as fighters or rangers that
specialize in subterranean or mountain environments or classes that utilize
their natural penchant for creation of mechanical devices like traps such
as rogues or bards. Barbarians are less common among mountain dwarves
than their hill dwarf kin, though clerics are somewhat more common.
Strangely, dwarves of Clan Koth are much more likely to be wizards,
sorcerers, magi, or alchemsts, If in an area where such technology is
available, a mountain dwarf will readily adapt to the life of a gunslinger.

Male Names: Finn, Ginnar, Hor, Nain, Nordri, Onar, Radsvin
Female Names: Agrid, Austri, Edda, Eisa, Frid, Siari, Vestri

Great Mountain Clan Names: Bulghoi, Craenog, Duhnbeyl,
Flammeaxte, Ironskull, Koth, Krazzadak, Targ, Tusov

10



CHAPTER 1: A MOUNTAIN PRIMER
Mountain Dwarf Racial Traits

+2 Strength, +2 Constitution, —2 Wis: Dwarves are strong and hardy
from their lives in rugged mountains and digging through hard stone, but
unlike their lowland kin their pride and ability to hold a grudge often
inhibits their better judgment. However, they are more refined and of
nobler bearing than those same kin.

Medium: Mountain dwarves are Medium creatures and have no bonuses
or penalties due to their size.

Cavern Lore: Mountain dwarves are raised in the deep places among
the bones of the earth. They receive a +2 racial bonus on Knowledge
(dungeoneering) checks.

Darkvision: Mountain dwarves can see in the dark up to 90 feet.

Defensive Training: Mountain dwarves get a +4 dodge bonus to AC
against monsters of the giant subtype.

Hardy: Mountain dwarves receive a +2 racial bonus on saving throws
against poison, spells, and spell-like abilities.

Hatred: Mountain dwarves receive a +1 bonus on attack rolls against
humanoid creatures of the goblinoid, orc, human, and elf subtypes due to
special training and animosity towards these hated foes.

Hoard: Mountain dwarves have a natural knack for unearthing and
hoarding stones and metals of great value. They receive a +2 racial
bonus on Profession (miner) skill checks made to mine for precious
metals and gemstones.

Light Sensitivity: Mountain dwarves are more accustomed to dim
mountain halls and dark caverns than the wide open spaces under the sun.
They are dazzled for 1 round in an area of bright light.

Mountain Dweller: The natural environment of mountain dwarves is
among the peaks and vales of mountains. As a result they are acclimated
to living at high altitudes and are unaffected by any altitude conditions
below the extreme altitude zone (i.e. below 20,000 feet [see Chapter 3]).

Slow and Steady: Mountain dwarves have a base speed of 20 feet, but
their speed is never modified by armor or encumbrance.

Stability: Mountain dwarves receive a +2 racial bonus to their Combat
Maneuver Defense when resisting a bull rush or trip attempt while
standing on solid ground and a +2 racial bonus on Acrobatics checks to
balance while standing on solid surfaces made of stone.

Stonecunning: Mountain dwarves receive a +2 bonus on Perception
checks to potentially notice unusual stonework, such as traps and hidden
doors located in stone walls or floors. They receive a check to notice such
features whenever they pass within 10 feet of them, whether or not they
are actively looking.

Weapon Familiarity: Mountain dwarves are proficient with battleaxes,
heavy picks, and warhammers, and treat any weapon with the word
“dwarven” in its name as a martial weapon.

Languages: Mountain dwarves begin play speaking Common and
Dwarven. Mountain dwarves with high Intelligence scores can choose from
the following: Giant, Gnome, Goblin, Orc, Terran, and Undercommon.

11



MOUNTAINS OF MADNESS

Gh.2: Mountain Travel

An old adage states that every journey begins with a single step. In
the mountains, an almost equally ancient aphorism snidely declares that a
single wayward step can bring every journey to an abrupt end. Seasoned
mountaineers are all too familiar with this harsh reality. Mountains are
brutal and unforgiving hosts. Hidden dangers lurk around every bend.
Unstable earth and stones can instantly collapse, hurling the unfortunate
traveler headlong down the mountainside toward certain death. It takes
only one slip to send even a grizzled explorer careening down an icy
surface and into a frozen tomb at the slope’s base. Still, the perils that
adventurers cannot see are no more daunting than those staring them
right in the face. Vertical rocks walls, massive crevasses and bad weather
are just a few of the plainly visible foes that stand in the way of every
mountain’s would-be vanquishers.

If travel were not difficult enough for a lone explorer, transporting
large quantities of men and goods through the mountains exponentially
compounds the logistical nightmares that the terrain imposes. No amount
of provisions or equipment can overcome the myriad challenges that stand
in the travelers’ way. While camels can lug countless gallons of water and
other supplies for a grueling slog across the scorching desert, no beast
of burden can pull a wagon up a perpendicular cliff or across mounds of
uneven, jagged rubble. Horses can gallop vast distances across the plains,
but they cannot scale rock walls or leap across gaping chasms. The same
difficulties plague armies aspiring to cross the mountains and invade the
territory on the opposite side. For this very reason, mountains are naturally
well suited to function as borders between rival states. However, like
walls, even a mountain chain is not an insurmountable obstacle. Every
barrier has a weak spot or a soft underbelly. It just takes time and patience
to find it.

Mountain Passes

Mountains soar higher into the heavens than any manmade barricade,
but unlike their artificially created counterparts, they lack uniformity.
Men can build structures that incorporate the existing terrain and craft a
contiguous wall that stretches for thousands of miles as exemplified by
the Great Wall of China. Yet, it requires less effort and fewer financial
resources for an enemy to destroy a wall than it takes to build one. Walls
must be manned and maintained on a continuous basis in order to be
effective. Mountains offer a substantially cheaper yet imperfect defense
against neighboring nations and unwelcome intruders. They require
no repairs and are much taller and more forbidding than any manmade
obstacle. But mountains conform to their own designs instead of those
formulated by their humanoid neighbors.

The geological forces that give rise to mountains do not take continuity
into consideration. By their very nature, mountains are enormous mounds
of rock and stone sculpted into varying shapes and sizes without any
forethought or explicit purpose. Like the tectonic plates that they rest
upon, they do not interlock according to any logical pattern. However,
mountains are rarely molded into standalone peaks surrounded by flat
land. In almost all cases, hills and mountains form a ridge. This geological
feature consists of a chain of adjacent hills and mountains that link together
to create a continuous elevated crest that stretches across a wide expanse.
From an architectural perspective, the mountain chain’s individual peaks
function as elevated guard towers whereas the remaining portions of the
ridge constitute the adjoining wall sections.

Of course, not all ridges are created equally. Some dip a considerable
distance below adjacent peaks and create a gap through an otherwise
intact ridge. Water plays a key role in carving out these abscesses in
the mountains. Ancient rivers and drainage gullies eroded the rocks and
stones that compose this isolated part of the ridge, further deepening its
weak spot. Mountain explorers frequently refer to these geological gaps
as saddles because they resemble the equestrian device in many respects.

The saddle’s elevated front and rear represent the mountains, while the
seat’s nadir functions as the low point between the two hills or mountains.
The saddle’s sides then extend downward into the two valleys bordering
the ridge. From a mathematical viewpoint, the saddle point is the lowest
point on the ridge and the highest point between the two valleys. It is the
only level ground encountered in the gap.

Of course, mountaineers cannot find gaps that do not exist. The
following table gives the percentile chance of a gap being present within a
100 square mile area based upon the type of mountains that the creatures
encounter. A 100-square-mile area is roughly equal to an area 10 miles
wide by 10 miles long. A particular area may contain more than one
gap, so the GM is encouraged to continue rolling on the table until his
roll results in “no gap.” Presented below is the table for alpine meadow,
rugged and forbidding mountains.

Table 2—1: Percentile Chance of a Gap

Alpine

Meadow Rugged Forbidding
Gap 01-80 01-40 01-25
No Gap 81-00 41-00 26-00

A gap’s presence does not automatically indicate that creatures
immediately locate it. The table only indicates that a gap is in the area. It
is up to the characters to find it. When the GM determines that a gap exists
within a 100-square-mile area, he may randomly determine its distance
and direction from the creatures when they first enter the area. In general,
the GM rolls 1d10 for each gap to determine how many miles away it is
from the creature’s current location. Because the characters are presumed
to be moving forward, he may roll 1d8 to determine a random direction
in a 180-degree arc in front of them. Knowledge (geography) helps the
character precisely locate any existing gaps as explained in Chapter 4.
The characters may also locate well-known or frequently traveled gaps
by tracking the movement of creatures heading toward the gap using the
Survival skill or learning about the gap’s existence from local residents
using the Diplomacy or Knowledge (local) skills.

Gaps that are easily accessible to men and beasts become mountain
passes. These trails carve a negotiable route through the mountains and
allow travel across the natural barrier to the other side. Mountain passes are a
potential weakness from a military standpoint, but a boon from an economic
perspective. Though these highways allow enemy armies to move columns
of troops and supplies in a faster and more-efficient manner than scaling
bare rock, they invite valuable commodities, necessary goods and ingenious
ideas to enter as well. Not surprisingly, states routinely build fortifications
atop the saddle point of strategic mountain passes. This location grants the
defenders an outstanding vantage point to conduct surveillance on their
enemies as well as to monitor the activities of their allies stationed on
opposing sides of the ridge. However, these defenses serve another lucrative
purpose as the soldiers manning these remote passes also act as customs
officials. They inspect the wares being transported across the pass for illegal
goods, and also closely scrutinize travelers to prevent known criminals and
potential spies from gaining entry into their lands. More importantly, they
assess and collect tariffs against all commodities that move across the pass,
regardless of their place of origin. Individual creatures must also pay a toll
in order to use the mountain pass.

In many regards, mountain passes are the social and economic hub
of humanoid activity in this environment. Naturally, the influx of exotic
products from foreign lands and visitors from far-flung destinations
attracts entrepreneurs from all professions to these otherwise isolated
locales. Settlements frequently spring up alongside mountain passes in
areas with an ample water supply and arable land. These communities
offer a full complement of goods and services to passing travelers as well
as the military personnel stationed at the outpost. The men and women
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who populate these villages and towns are generally more cosmopolitan
than their backwater counterparts. Shopkeepers and merchants are more
common than farmers and shepherds, so many residents came here
from overcrowded cities in search of a fresh start in a less-competitive
marketplace. In the sparsely populated mountains, these communities are
akin to an oasis in a desert.

The following tables represent the percentile chance of encountering a
settlement at or near the saddle point and at more remote locations. (Cities are
not included on the table, because they are large enough to generally appear
on a map of the immediate area.) The “Movement” section of Chapter 7 of
the Pathfinder Roleplaying Game Core Rulebook indicates that creatures
can travel through the mountains at three-quarters speed on a highway and
at half speed through trackless areas. (See the upcoming section Coming
Round the Mountain for more details regarding movement through these
areas.) The GM may consult Table 2—2 whenever creatures reach the saddle
point of a mountain pass. He may consult Table 2-3 every 18 miles while
traveling on the mountain pass, which is the amount of ground that an
unencumbered man can cover in a single day on the highway walking on a
gradual slope. Naturally, creatures that move faster than 30 feet may require
the GM to consult the table more than once over the course of the day, and
those that move slower may roll on the table every other day instead. This
includes characters moving up a steep slope. The GM should attempt only
one roll for each 18-mile interval.

Table 2—2: Settlement on Saddle Point of a Mountain Pass

Settlement Type Percentage Chance of Presence

Hostel 01-15
Thorp/Hamlet? 16-30
Village? 31-40
Town? 41-45
Fortification only 46-80
No Settlement 81-00

'See the upcoming Traveling Mountain Passes section for
information regarding hostels.
2 Fortification is also present.

Table 2—3: Settlement on Other Areas of a Mountain Pass

Settlement Type Percentage Chance of Presence

Hostel 01-05
Thorp/Hamlet? 06-10
Village? 11-15
Town? 16-17
Fortification only 18-30
No Settlement 31-00

'See the upcoming Traveling Mountain Passes section for
information regarding hostels.
2Fortification is also present.

Making and Keeping a Pass

Settlements offer the trappings of civilization and well-earned respite
in an otherwise untamed wilderness, but nature is not the only entity
responsible for creating mountain passes. Some highways are also born in
the imagination of ambitious men and pious devotees alike. A stronghold
built atop a strategically located mountain offers an unobstructed view
of the surrounding territory for countless miles in every direction. This
unsurpassed observation point allows the fortress’s commander to
maintain constant surveillance over vast expanses without any reduction
in available manpower. He can also deploy his forces to respond to
unwelcome trespassers encroaching on his lands.

Nature rarely acts in accordance with men’s aspirations, thus political
rulers and wealthy aristocrats usually take matters into their own hands
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and build manmade passes through the mountains. While the conventional
mountain pass facilitates passage into and through the ridge, the artificial
trails connecting the outside world with the fortress are designed for
warfare first and commerce second. In order to give the defenders a
tactical advantage against the castle’s attackers, the path into and out
of the mountain compound is typically very narrow and winding, with
numerous hairpin turns and steep inclines. This intentional design scheme
prevents foes from charging headlong uphill without utterly exhausting
themselves. It also leaves attackers extremely vulnerable to the hail of
arrows, stones and flaming oil that the defenders rain down upon them.
In addition, it is practically impossible to haul massive siege engines
up the steep, treacherous slopes without getting stuck somewhere along
the way. Though the same obstacles plague the fortress’ suppliers and
reinforcements, the stronghold’s residents have foreknowledge and time
on their sides. They can construct vehicles dexterous enough to maneuver
around the tight squeezes and reach the military installation. Furthermore,
they are in no particular hurry to get to their destination, so they can take
the extra time necessary to navigate around the obstacles along the route.

Whereas these mountain passes are predominately built to keep invaders
out, the roads leading to shrines and monasteries atop the peaks are
constructed to encourage pilgrims to complete their spiritual journey to the
summit. The pass’s gradual slopes and the frequent prayer stations found
at regular intervals along the ascent allow even the feeblest worshippers
to reach their intended destination in due time. However, many of these
sacred sites soar past the 5,000-foot plateau, requiring creatures that are
not indigenous to the mountains to become acclimated to the high altitude
or risk fatigue. Fortunately, priests and monks are equipped to handle
these situations using alchemical products and magical intervention.

Though the manmade passes leading from the base of the mountain
to its summit are generally much shorter than their natural counterparts,
they are no less significant. Whether the locale is an isolated fortress atop a
forbidding peak or a holy site overlooking a serene valley, these structures
give people a reason to venture into the mountains instead of sitting home
in front of a warm fire. Nearly everyone that sets off for these distant
destinations does not magically appear on a mountain pass in view of their
final stop. Most have to travel far and wide to reach their desired goal. This
increased traffic in turn creates a need for new trails linking communities in
far-off lands with their intended target. To meet the demand for faster routes,
daring adventurers explore pristine swaths of mountain wilderness in search
of safer and more direct roads. Although these burgeoning highways are
mostly trampled patches of earth and animal paths cleared of vegetation,
they ultimately point mountain adventurers in the right direction.

The conventional pass cuts a path across the mountains’ crest, but some
manmade and occasionally natural passes traverse the ridge itself. These
passes run parallel to or atop the ridge and are not exclusively intended
to transport goods and people from one side of the mountains to the
other. Instead, they link the range’s mountains together. The Qhapaq Nan,
otherwise known as the Great Incan Road, is one such pass. This pass and
the branches connected to it and other major arteries ran along the spine of
the Andes Mountains in South America during the time of the Incan Empire.
Some sections of these mountain passes reached elevations in excess
of 15,000 feet, indicating that they were not necessarily built to create
shortcuts through the mountains. Instead, the Incans used the mountain
passes to transport goods and correspondence between the capital city of
Cuzco and the outlying cities, towns and villages, including the religious
center of Machu Picchu. These types of passes are predominately used by
mountain kingdoms, and are generally the exception rather than the rule.

Like manmade walls and buildings, artificially created passes require
routine maintenance and constant oversight. Over time, stones erode,
grasses and trees reclaim beaten down stretches of well-worn earth,
rocks fall off the mountain face, and wind sweeps dirt and loose stones
onto the most clearly marked roads. Preserving their integrity demands
long-term financial investment and commitment on the part of the roads’
primary benefactors. Political entities can levy taxes and collect tariffs
from travelers and citizens alike to pay for the pass’s continual upkeep.
Clergy members and monastic orders rely upon monetary donations
and voluntary servitude from followers to keep their internal network of
roadways operational.

Regardless of the type of pass, there are times when geological forces
refuse to bend to humanity’s whims. The typical mountain pass is an
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unbroken stretch of land, but there are occasions where it is necessary
to literally bridge the gap by constructing a link to span a chasm or
crevasse that bisects the mountain pathway. The builders’ available
resources and the mountain pass’s economic, religious, social and tactical
importance ultimately determine the bridge’s composite materials, size
and level of sophistication. Obviously, large, permanent stone bridges
are predominately found on major traffic arteries. Smaller bridges crafted
from wood and rope make up the majority of mountain bridges, but it is
not uncommon to encounter a simple rope bridge in the most rural areas.
The following table determines the type of bridge that the PCs encounter
whenever they enter a section of mountain pass containing a chasm or
visible crevasse.

Table 2—4: Type of Bridge Encountered on Mountain Pass

Wood
Stone and Rope No
bridge  rope  bridge  bridge
bridge
Heavily
fraveled pass | 01760 61-90 91-00 —
Moderately
fraveled pass | 01730 31-70 71-90 91-00
Lightly _ ~ ~ )
fraveled pass | 01710 11-40 41-80 81-00
Abandoned
pass' — 01-10 11-30 31-00

'This represents a pass not maintained for at least one
year or more regardless of its former status.

Naturally, permanent stone bridges are stable and easy to cross.
Those constructed from wood and rope are a far cry from their mortared
counterparts. It takes a successful DC 15 Knowledge (engineering) check
to confirm that a wood and rope bridge is structurally sound. A defective
bridge has a 1% chance of collapsing for every 5 pounds of weight on the
bridge. This check is made once every minute. Creatures standing on or
walking across the bridge at the time of its collapse plummet to the ground
and take falling damage unless they leap onto solid ground or grab hold of
a solid object such as an outcropping or an affixed strand of rope. Creatures
attempting to scramble to safety must succeed on a Reflex save (DC 10
+ 1 per foot of distance between their location and solid ground). Those
attempting to grab hold of the adjacent rock wall must succeed on a Climb
check (DC = wall’s DC + 20). Those attempting to grab hold of and hang
onto a section of rope must succeed on a Strength check (DC 20 + 1 per foot
of distance between the character’s location and the rope’s anchor point).
The character must be within arm’s reach of the wall or the rope; otherwise,
the attempt automatically fails. It takes a successful DC 5 Climb check to
cross a rope bridge (see Chapter 4 for additional details about constructing
a rope bridge). If the bridge is not structurally sound, the DC increases
by +5. It is not unusual for powerful mountain kingdoms to recoup their
financial expenditures and protect their critical infrastructure by stationing
troops at the bridge to defend it from saboteurs and to collect tolls.

When it is impossible to go over or around a mountain even with
a network of bridges, the only remaining alternative is to go through it.
Needless to say, tunneling into the heart of a mountain is a dangerous
and expensive business. Even with modern tools and equipment, it took
workers five years to build the Eisenhower-Johnson Memorial Tunnel in
Colorado. Engineers in a fantasy world may not have internal combustion
engines and mechanical drills, but they have one advantage on their side that
current technology lacks — the power of magic. Spells such as soften earth,
transmute rock to mud and move earth can excavate expansive tunnels in a
fraction of the time it takes laborers to chisel through tons of packed earth
and solid stone by hand. In addition, some humanoid races tame monsters
that can bore through dirt and rocks with ease, leaving tunnels in their wake.

Tunnels cut into soft ground such as dirt and earth are easier to excavate
than rock tunnels. Soft ground tunnels lack the structural integrity of rock
tunnels, thus the builders must contemporaneously construct tunnel shields
to prevent the granular, earthen walls from collapsing under the stress.
Tunnel shields are typically fabricated from wooden beams and boards

that must eventually be repaired or replaced by trained experts. Rock
tunnels require little or no buttressing, eliminating the need for regular
maintenance. On the downside, the process of burrowing through stone
and removing it is significantly more laborious and time consuming than
creating an abscess out of loose materials. Determining whether the tunnel
is safe and the aftereffects of a collapse are discussed in the “Cave-Ins
and Collapses” section in Chapter 13 of the Pathfinder Roleplaying Game
Core Rulebook. The logistical difficulties and excessive costs involved
in constructing a mountain tunnel solely for the purpose of facilitating
personal and even commercial traffic makes them extremely rare indeed.
Yet, as in the case of some bridges, permanent garrisons and tolls are not
an uncommon sight on one or both sides of the tunnel.

Traveling Mountain Passes

The tasks of rooting out weeds, replacing damaged stones and clearing
debris are minor annoyances when compared with the arduous task of
safeguarding mountain passes against murderous intruders. Regardless
of whether the route is natural or manmade, the men and beasts that
prey on mountain travelers do not recognize passes as safe havens. Wild
animals and unintelligent beasts cannot differentiate a mountain pass from
an ordinary tract of ground in a conceptual sense, but the most cunning
predators take note that men and livestock travel along a particular route
more often than not. Opportunists such as wolves and cougars regularly
stalk mountain passes for suitable prey. They prefer to ambush their
victims from a position that grants them sufficient cover, such as a rocky
outcropping, rather than attack their foes on open ground.

Sentient monsters such as trolls and hill giants can easily spot mountain
passes. These oafish brutes are at least smart enough to know that a road
or path generally leads to a humanoid settlement teeming with fresh food
and drink or, better still, an active mineshaft bristling with gold, precious
gemstones and valuable metals. The giants are too big and clumsy to
pursue travelers to their lairs without being noticed. Instead, they use
the straightforward approach and simply follow the pass to wherever it
leads and deal with any resistance they encounter in the only way they
know how — by bashing it into submission. On these occasions, alarmed
officials and citizens alike often call upon the aid of adventurers to rid the
pass of these malevolent and troublesome humanoids.

Giants and beasts are not the only menaces that plague mountain passes.
Men and women living on the fringes of society ply their nefarious trade on
these highways in the clouds. In most cases, they relieve unwary passing
travelers and merchants of their worldly possessions. Psychologically
unbalanced criminals are capable of much worse atrocities than highway
robbery. Fortunately, only the most naive explorers are oblivious to this
persistent threat. Seasoned mountaineers always prepare for this likely
contingency. Amateur mountain climbers, thrill-seekers, adventurers and
entrepreneurs properly arm themselves for just such an occasion, or hire
trained soldiers to fight on their behalf. Temples, shrines and political
states with assets in mountainous regions also have a vested interest in
keeping mountain passes safe for commercial and religious reasons.

The most influential and wealthiest entities operate hostels at strategic
locations along the elevated highway. In addition to providing the basic
necessities, including food, rest and provisions to weary travelers and
merchant companies, an elite handful of hostels also serve as hospitals and
garrisons. Troops stationed at these isolated locations regularly patrol the
mountain passes, ridding them of any dangerous wild animals, monsters
and men that they encounter on their daily reconnaissance missions.

Untraveled Roads

Lightly encumbered creatures are not bound to the confines of the
roads like conventional armies and wagon trains. They can stray from
the comparative safety and ease of the mountain pass in search of new
routes through the mountains or an adventuring locale far off the beaten
path. In most environments, the trek into the unknown poses no significant
logistical difficulties, but the mountains are an entirely different animal.
Abandoning the highway in the grasslands or desert foregoes the
convenience, security and amenities that come with staying on the road.
Deviating from well-worn mountain passes can potentially plunge the
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traveler into vast stretches of nearly impassable terrain, especially when
attempting to cross over or through a forbidding mountain or ridge. For
openers, venturing through trackless areas in the mountains halves the
creature’s speed, whereas creatures that remain on mountain passes still
move at three-quarters their normal speed. In addition, mountain passes
are generally free from the rubble, debris and vegetation that impede
adventurers’ progress, causing most trackless areas to be treated as difficult
terrain. To make matters worse, the bridges and tunnels that circumvent
the most difficult obstacles along the passes are noticeably absent in the
wilderness. The preceding impediments can reduce an explorer’s speed to
a virtual crawl, especially during his ascent up the treacherous slopes. Yet,
there are times when an adventurer cannot take the easy way out and must
venture down untraveled roads on his quest for fame and fortune.

Coming Round the Mountain

The typical mountain hosts more than one biome on its slopes.
Depending upon the climatic conditions in the surrounding area, a lone
peak can support different types of grasslands and forests. As discussed in
the previous chapter, these variant habitats circle around the mountain like
a series of concentric rings. The “Hills Terrain” and “Mountain Terrain”
sections in Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook
discuss the terrain elements found in the hills and mountains. Hills are
categorized as gentle hills and rugged hills. A mountain is categorized as
an alpine meadow, a rugged mountain or a forbidding mountain. The tables
found in these sections offer a solid foundation for the purely hilly and
mountainous terrain elements that may be encountered in each category.
However, the tables do not consider the critical components of climate
and altitude. These two factors play an important role in determining the
terrain elements that mountain explorers must contend with during any
hike into hilly or mountainous regions.

The following tables define the three different climates as cold, temperate
and warm. In addition to checking the terrain elements present in a
particular square based upon the tables found in the previously mentioned
section, the GM may also consult the tables found in the “Forest Terrain”
section in Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook.
The terrain elements found in savannas, prairie, and steppes previously
appeared in Fields of Blood from Frog God Games and are reprinted
here for added convenience. Regardless of the prevailing climate, snow
and ice are always present at elevations of 15,000 feet or higher.

Table 2—5 Cold Hill or Mountain Terrain Types

Altitude
4,000 feet and lower
4,001-8,000 feet
Higher than 8,000 feet

aSee the “Forest Terrain” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook for details
regarding sparse forests.

bConsult Table 2-8.

Terrain Type

Sparse forest®
Steppe®
Snow and ice

Table 2—6 Temperate Hill or Mountain Terrain Types

Altitude Terrain Type

3,000 feet and lower Medium forest®
3,001-6,000 feet
6,001-9,000 feet
9001-12,000 feet

Higher than 12,000 feet

aSee the “Forest Terrain” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook for details
regarding medium and sparse forests.

bConsult Table 2-8.

Sparse forest®
Prairie®
Steppe®

Snow and ice
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Table 2—7 Warm Hill or Mountain Terrain Types

Altitude Terrain Type

3,000 feet and lower Dense forest®
3,001-6,000 feet
6,001-9,000 feet

9,001-12,000 feet
12,001-15,000 feet
Higher than 15,000 feet

aSee the “Forest Terrain” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook for details
regarding dense, medium and sparse forests.

®Consult Table 2-8.

Medium foresta
Sparse forest
Prairie®
Steppe®
Snow and ice

Table 2—8: Terrain Elements on the Grasslands

Prairie Savanna

Steppe

Typical Trees — 5% =
Light Undergrowth 40% 30% 15%
Heavy undergrowth 15% 10% 5%

Modes of Travel

Mountains can only be conquered and not tamed. In order to defeat a
mountain, the explorer must strategize as if he were setting out on a military
campaign. He must plan his route, secure his provisions and prepare for
any possible contingency he may face along the way. The means of getting
to his destination and transporting needed supplies are key parts of this
decision. If the explorer intends to exclusively stick to mountain passes,
he can ride atop a mount, sit in a vehicle or walk the distance on his own
two feet. Once he wanders off the highway, his options become much
more limited. Wagons and carriages cannot negotiate the rough, uneven
terrain without constantly breaking down. Conventional mounts such as
horses and camels are also better suited for well-worn trails than scaling
steep rock faces and cantering through rubble. Still, some animals can
physically exert themselves at high altitudes and travel for long distances
without stopping for water and in some cases food. First and foremost
among these specialized pack and riding animals is the llama.

Llamas

Perhaps no animal is better adapted for life in the mountains than the
llama. In fact, the ungulate has more red blood cells per unit volume
of blood than any other mammal, an adaptation that keeps the animal
oxygenated at extremely high altitudes. At first glance, the shaggy animal
appears to be a strange-looking species of sheep, but a more thorough
examination reveals the odd truth that the llama is a member of the
Camelidae family, which also includes the desert-dwelling camel. Though
it lacks its relative’s very recognizable hump, the llama shares the camel’s
characteristic ability to journey for miles without stopping for water, a trait
that proves extremely advantageous at higher elevations where food and
water can be very scarce. Llamas are surefooted and can traverse narrow
surfaces without cause for concern. Still, like most other pack animals,
they are poor climbers; thus, llamas cannot scale steep slopes and cliffs.

On average, llamas stand 6 feet tall (4 feet tall at the shoulder) and
weigh 250 pounds. They lack the size and strength to serve as a mount
for any creature larger Small size. The typical llama can haul a maximum
load of 100 pounds, although doing so heavily encumbers and annoys the
animal. The domesticated animal is a docile and willing travel companion
up to a certain limit. Once the llama reaches its boiling point, such as
when it is overexerted or overburdened, the animal displays the same foul
temperament found among camels. It refuses to cooperate with its master’s
instructors and literally pouts in dramatic fashion until it gets its way. Its
handler must succeed on a DC 10 Handle Animal check to keep the animal’s
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anger in check whenever it hauls any weight greater than a medium load.
The handler must make this check every hour while the llama is encumbered
in this manner, and the DC increases by +1 for each previous check. On a
failed check, the llama sits down and refuses to move for 1 hour, regardless
of what the handler does to motivate it. While it is theoretically possible
for a gnome or other adult humanoid of extremely slight stature to ride a
llama, the animal does not relish the role and expresses its displeasure at
every available opportunity. On the other hand, llamas can be trained to pull
carts and wagons individually or as part of a team. It is not unusual to see
caravans of llamas lugging vehicles and goods across the crests of dizzying
mountain ridges to far-flung destinations.

Nevertheless, the 1lamas’ ability to thrive at high altitudes is enough in
most cases to overcome its limited carrying capacity, inability to support
a rider, and marginal climbing skills. The llama is the most important
domesticated animal in mountain settlements above 10,000 feet in altitude.
In addition to serving as a pack animal, the llama provides residents with a
renewable source of wool and milk. Humanoids also raise llamas for their
meat as well as their skin, which is transformed into leather.

Yaks

This muscular, long-haired bovid thrives in cold, mountainous terrain.
On average, these large, powerfully built animals stand 6 feet tall at the
shoulder, weigh 1,000 pounds and measure 8 feet in length. A pair of
upright horns protrudes from the sides of the creature’s massive head.
Yaks are closely related to bison, though they have larger lungs and
hearts than their grasslands-dwelling relatives. The preceding adaptation
coupled with their thick coat of shaggy hair make them ideally suited for
life in their frigid, low-oxygen environment. However, the same features
that allow them to tolerate arctic and high-altitude conditions work against
them in gentler climes. Yaks have significantly fewer sweat glands than
other mammals, making them very susceptible to heat exhaustion and
heat stroke. The massive, hairy bovids retreat into the cooler mountainous
regions whenever the temperatures reach 60° F.

The domesticated yak’s raw strength and low center of gravity allow
the muscular animal to perform many important functions within
mountainous settlements. It can till fields, carry a rider, pull a cart, or

serve as a pack animal. Despite their versatility, yaks do not fare as well
as llamas over long distances. They are finicky beasts that eat only fresh
grass, a commodity that can be in very short supply in mountainous
regions. Yaks must also frequently stop for water. Unless there are known
supplies of grass and water along the way, using these mighty beasts as
pack animals or as a means of transport can be a very dicey proposition.
Because of the preceding limitations, yaks are best used as a method of
short-distance travel at extremely high elevations. In a nutshell, the bovids
are good sprinters, but poor marathoners.

Horses, Donkeys and Mules

Unlike llamas and yaks, horses, donkeys, and mules are not indigenous
to mountainous regions. At elevations of fewer than 5,000 feet or less, the
sturdy and nimble animals fare well journeying across the gentle, rolling
hills and mountain passes that stand in the peaks’ ominous shadows.
However, the animals struggle in the thin air that they encounter at higher
altitudes. Horses, donkeys and mules are not inherently acclimated to the
low-oxygen environment that they face at elevations of 5,000 feet and
greater. Unless their owner allows them several weeks to adapt to life at
high altitudes, the animals quickly tire under the grueling conditions and
must return to a lower elevation to alleviate their altitude fatigue.

For this reason, these animals rarely venture above this dizzying height.
Of course, the tradeoff is that these beasts of burden can bear a rider in most
cases and haul significantly more weight than the comparably sized, but
physically weaker llama. Yaks compare favorably to horses, donkey and
mules in terms of their ability to bear a rider and carry staggering amounts
of weight, but these shaggy bovids cannot tolerate mild temperatures
without quickly overheating. Horses are bigger and faster than donkeys and
mules. They can bear one or even two small riders in some cases, so they
are the preferred mounts for humans and humanoids of medium stature.
Donkeys and mules are slower and have less carrying capacity than a
horse. However, they are more surefooted than their larger relative, making
them better pack animals in rugged, mountainous terrain. Horses, donkeys
and mules must eat and drink at regular intervals. Because of these food
requirements, riders must remain in close proximity to known sources of
food and water throughout the journey. This restriction forces the owner to
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remain on the mountain passes unless the animal’s master has knowledge of
green pastures and running streams somewhere off the beaten path.

Dogs

No domesticated dog breed has the strength and size to support a fully
grown man atop his back, though some are large enough to be mounted by
small humanoids, particularly halflings and gnomes. Since these canines
entered into their special relationship with humanoids, mountain dwellers
developed several breeds tailor made for the brutal weather conditions
found in the higher elevations. The prototypical mountain dog weighs
between 100 and 250 pounds and has a thick coat of white, brown or
mixed-colored fur. The St. Bernard may be the breed most commonly
associated with the mountains, but other imposing canines such as mastiffs
and shepherd dogs are also loosely classified as mountain dogs.

Dogs are fiercely loyal and very responsive to training. Most help their
humanoid masters herd livestock grazing in mountain pastures, but these
squat, muscular animals can also pull wagons along mountain passes or
drag sleds through the snow. Dog sleds appear in the “Transport” section in
Chapter 2 of the Pathfinder Roleplaying Game: Ultimate Equipment. Dogs
are better jumpers than llamas, yaks and horses; thus, it is not unusual to
use them as pack animals on ventures off the beaten track across extremely
treacherous terrain. A select handful of highly intelligent breeds serve as
search-and-rescue dogs to aid lost, stranded and injured explorers. The St.
Bernard is the most iconic and famous of these animals, but they are not
the only breed that exhibits this behavior. In general, mountain dogs use
the same game statistics as those that appear in the Pathfinder Roleplaying
Game Bestiary for “Dog, Riding.” If the breed is indigenous to mountainous
areas, it is appropriate to change its Environment entry to accurately reflect
its native habitat and grant it acclimatization to high altitudes.

Exotic Mounts

Some bold explorers forego traditional mounts and trend toward the
wild side. Some untamed animal and monstrous mountain denizens make
outstanding mounts, at least in theory. Tempering their surly dispositions
and conditioning them to follow instructions is much easier said than done.
The beast’s master must first use the Handle Animal skill to domesticate
the feral creature before he can train it to respond to his commands. Once
he accomplishes this task, the animal or monster can serve as a guard, a
pack animal or a mount.

Mountain goats are a popular choice because of their stout builds,
fearsome horns and excellent jumping ability. The agile beasts can
navigate tight corners and perilous cliffs as well as leap over narrow
chasms and crevasses. (See the Pathfinder Roleplaying Game Bestiary 2
“Herd Animal, Ram” for the mountain goat’s complete statistics.) Other
mountain dwellers such as deer and moose also make exceptional mounts
for this terrain. Smaller humanoid races including gnomes and halflings
prefer fast and nimble deer mounts, whereas taller humanoids such as
humans and elves generally opt for the sturdy moose. (The preceding
animals’ game statistics appear in The Tome of Horrors Complete from
Frog God Games.)

Fortunately, herbivores that cannot be tamed pose only a passing
danger to those that aspire to bend them to their will. Carnivorous
predators such as bears, cougars, and wolves tend to be less forgiving.
Few civilized humanoid races dare attempt to break these animals.
However, it is not unheard of for goblinoids, orcs, giants, and other
warmongering humanoid races to give it a try. Handling these potentially
aggressive, wild animals is not for the faint of heart. One wrong move
or misinterpreted gesture on the trainer’s part can spell the difference
between gaining a formidable ally or feeling the sting of the enraged
animal’s sharp claws and teeth. (See the Pathfinder Roleplaying Game
Bestiary “Bear, Grizzly,” “Bear, Dire,” “Wolf,” and “Wolf, Dire” for
these predators’ game statistics. The game statistics for the cougar,
commonly known as the mountain lion, can be found in The Tome of
Horrors Complete from Frog God Games.)

No exotic mount is more prized than the territorial alpbock (see
Chapter 6). Despite the fact that it is an herbivore, an adult specimen
is just as large and nearly as strong as a dire bear. While it lacks

the frightening weaponry of its predatory counterpart, the alpbock
compensates with a devastating gore attack, amazing agility, exceptional
climbing skills, and the uncanny ability to walk away unscathed from
falls that would kill most other creatures. Many mountain kings consider
the alpbock to be the noblest of mountain steeds.

Presented below are two tables with the costs to purchase the preceding
mounts and the distance they can travel over the course of a single day.

Table 2—9: Costs to Purchase Mountain Mounts

Creature Cost

Alpbock! 2,000 gp
Bear, Dire' 1,750 gp
Bear, Grizzly' 750 gp
Cougar' 100 gp
Deer’ 45 gp
Donkey or Mule 8 gp
Horse based uTosor?c’iSpgepof horse
Llama 15 gp
Moose! 100 gp
Mountain Goat’ 25 gp
Mountain Dog 150 gp
Wolf’ 150 gp
Yak 24 gp

' Animal must be successfully reared before it can be
taught fricks. See the “Handle Animal” section in Chapter
4 of the Pathfinder Roleplaying Game Core Rulebook for
details regarding rearing animails.

Table 2—10: Distance of Overland Travel Per Day

Creature Miles Traveled

Alpbock’ 18 miles
Bear, Dire’ 24 miles
Bear, Grizzly' 24 miles
Cougar’ 30 miles
Deer! 36 miles
Donkey or Mule 24 miles
Horse 30 miles
Llama 30 miles
Moose' 18 miles
Mountain Goat’ 24 miles
Mountain Dog 18 miles
Wolf! 30 miles

Yak 24 miles

I Animal must be successfully reared before it can be
taught fricks. See the “Handle Animal” section in Chapter
4 of the Pathfinder Roleplaying Game Core Rulebook for
details regarding rearing animails.

These prices are for untrained animals. Combat trained mounts generally
cost 1-1/2 times the normal price. The speeds are based upon traveling
on mountain passes without risking overexertion. Travel across difficult
terrain and trackless expanses may reduce these speeds, while moving at
a hustle or force-marching the creature may increase these speeds albeit at
the risk of injuring or killing the mount.
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Walking

Though mounts save a considerable amount of energy and time while
traveling on mountain passes, they are far less practical on the steep inclines
and rough, uneven surfaces prevalent at higher elevations. In addition to
being unable to negotiate the rugged terrain, finding suitable food and
water for a mount can be an adventure unto itself. For this reason, many
adventurers heading into the untamed wilderness corral their mounts in
a safe location and complete the rest of their journey by foot. Walking is
usually slower and definitely more physically exerting than riding, but it
also grants the explorer greater freedom to traverse wherever he wants on
his own timetable, rather than being forced to accommodate the mount’s
needs and limitations.

Shoes are an important consideration for any mountain climber. Many
of'the outfits found in the “Clothing” section in Chapter 6 of the Pathfinder
Roleplaying Game Core Rulebook include a pair of shoes or boots as
part of the outfit. However, only the shoes or boots that accompany the
cold-weather outfit, explorer’s outfit and traveler’s outfit are appropriate
for travel through hilly and mountainous regions. The footwear that
accompanies the other outfits lack the insulation and durability needed to
walk across loose rocks, jagged stones, snow and other obstacles that stand
in the traveler’s way. Crampons are an integral component of the climber’s
kit, which appears in the “Tools and Skill Kits” section in Chapter 6 of
the Pathfinder Roleplaying Game Core Rulebook. While crampons aid
a character’s ability to climb difficult surfaces, they are worn over the
adventurer’s shoes; thus, they are not a substitute for adequate footwear.
Other specialized pieces of footwear such as hobnailed boots and mukluks
appear in Chapter 4 of this sourcebook.

A character who attempts to hustle or force-march through hilly and
mountainous terrain without proper footwear takes lethal damage instead
of nonlethal damage while doing so. Adventurers wearing proper footwear
take nonlethal damage as normal.

S] e g

Snow and ice are a common sight on most mountains, especially in
the higher elevations. In most instances, this frozen precipitation impedes
movement, but some ingenious humanoids use this slick surface to their
advantage. At some point in human history, a clever inventor came up
with the idea of using a long, thin wooden board tethered to each foot to
slide down the mountain. The devices become known as skis. Ordinary
skis appear in the “Clothing” section in Chapter 2 of the Pathfinder
Roleplaying Game Ultimate Equipment. Masterwork skis are found in
Chapter 5 of this sourcebook.

Skis allow the wearer to slide downhill on snowy or icy surfaces at
normal speed on a gentle slope. A character can ski faster on a steeper
slope, but it is very easy for the character to lose control and fall. For the
purposes of determining overland movement, a character that succeeds on
a DC 10 Acrobatics check can increase his normal speed by one-quarter of
the mountain’s slope, provided that there are no intervening obstacles in his
path, and he is skiing on snow. Thus, an adventurer can ski through snow-
covered steppes and prairies without penalty. If he attempts to ski through
snow-covered areas of sparse forest, medium forest and dense forest, the
check’s DC increases by +5, +10 and +15 respectively. Creatures cannot
ski down slopes in excess of 60 degrees or ski uphill. Skiing over an icy
surface increases the DC of the Acrobatics check by +5. The Acrobatics
check must be made once every ten minutes. This check represents the
character skiing at a comfortable and controlled rate of descent. A failed
Acrobatics check does not allow the character to increase his speed by
one-quarter of the mountain’s slope. The creature also takes 1d6 points of
nonlethal damage from falling during the attempt with no save allowed.
If the creature is skiing near a dangerous natural hazard such as a cliff or
rock wall, the GM may impose additional penalties as appropriate.

The rules adjudicating skiing as part of the character’s tactical movement
appear under the Acrobatics heading in Chapter 4 of this sourcebook.

Expeditions

Supplies and stamina go a long way toward conquering a mountain, but
there are times where it takes more than food, water and moxie to ascend
to the figurative top of the world. Sometimes, expert guidance is needed to
find the most accessible path to the summit while also avoiding the unseen
dangers lurking around the bend. Fortunately, an elite handful of men and
women are willing to risk their own wellbeing to help others on their
perilous ascent up or around the mountain. Their clients typically refer
to them as guides, and to no one’s surprise, their services do not come
for free. The monetary cost depends upon the climb’s technical difficulty
and the other dangers that travelers can expect to face on the mountain.
The fee naturally increases with the degree of peril. Purchasing a guide
to lead climbers up a peak bristling with crevasses, rock walls, icy cliffs
and monstrous denizens is going to cost significantly more than crossing a
gradual slope devoid of these obstacles.

Obviously, guides cater to the needs and expectations of the individuals
that hire them. The client’s demands coincide with their reason for climbing
the mountain. Thrill-seekers looking to add another challenging mountain
to their list of conquests want an adventure filled with breathtaking scenery
and lifelong memories. The most daring of these explorers actively seek out
danger, whereas others count on their guides to minimize the hazards while
still giving them enough autonomy so as not to diminish their bragging
rights. On the other hand, people climbing the mountain for pragmatic
purposes want the guide to lead them on the route that best balances their
concerns for speed and safety. They have no interest in panoramic views
and unique rock formations. In their minds, the mountain is merely an
unnecessary barrier that stands in the way of their ultimate goal. The faster
they get over, through or around it, the better.

At a minimum, the typical guide charges a base cost of 1 sp per
person for every 1,000 feet of elevation. This price does not include any
additional fees for setting up mountaineering gear and equipment, such
as a simple rope traverse, belay system or a rappel system (see Chapter
4 and Chapter 5 for details regarding these items). As a general rule of
thumb, guides charge clients one-quarter of the equipment’s base cost as
the labor charge and rental fee for their mountaineering gear. Fortunately
for any unlucky client, rescuing a fallen climber is included in the
preceding price. Conversely, contending with the mountain’s humanoid,
wild and monstrous denizens usually is not part of the guide’s duties. His
clients must fend for themselves against unexpected visitors unless they
agree to pay their guide a nonrefundable charge before they head into the
mountains. The fee varies depending upon the amount of activity in the
region. It can range from 1d4 sp per day while traveling through a bleak,
uninhabited mountain range to 5 gp per day in a particularly active region.
The typical guide is an expert mountaineer first and foremost. However,
the vast majority of mountain guides have at least some training with the
bow or blade. Though they are primarily experts by trade, they also have
some adventurer in them as well. Many are barbarians, druids and rangers
as well as mountaineers.
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Gh. 3: Mountain Hazards

In many cultures, mountains are the domains of the gods. In Greek
mythology, the mighty Zeus and his fellow deities watched over the affairs
of mortals from their lofty home atop Mount Olympus. Men associate
the heavens with divinity, and the common man’s most readily available
means of reaching into the skies and walking among immortals is to
climb to the top of the tallest peak. Yet ascending into the realm of the
gods is not a task for the fainthearted. The mountains do not welcome
visitors with open arms. They instead dissuade trespassers at every turn.
One ill-fated step can hurtle a nascent adventurer into the jaws of a lethal
crevasse or over a treacherous cliff to certain death. Sheer vertical surfaces
covered in ice can thwart the most experienced climbers. At the highest
elevations, ferocious winds, frigid temperatures and the lack of breathable
air literally stop explorers in their tracks. If the environmental hazards
were not daunting enough, the handful of native denizens that dwell in the
higher elevations — including the proverbial “death zone” — do not take
kindly to uninvited guests.

Mountains are not an environment in the traditional sense. Though their
shape, height and surrounding topography affect the temperature, wind
speeds and visibility atop the mountain, conditions at the lower elevations
are more akin to those found in adjacent low-lying areas. For example,
a mountain within the borders of a temperate forest shares much of the
same flora and fauna as its neighboring biome. Thus, hazards typically
encountered in a forest are also found on the mountain’s lower elevations.

Overview

This sourcebook organizes the mountains’ major hazards into four
categories. The first category — terrestrial hazards — presents rules
and information to adjudicate the effects of non-weather related natural
dangers. These include volcanic eruptions, earthquakes, avalanches,
rockfalls, crevasses, and oxygen deprivation. The second category —
plants — describes the dangers caused by the native flora, particularly
those with toxic properties. The third category — mountain inhabitants
— discusses the hazards posed by the hardy creatures that call this terrain
home. The final category — weather — discusses the environment’s most
fearsome weather events such as high winds, frigid temperatures and
storms as well as touching upon lesser-recognized dangers such as sunburn
and snow blindness. This section also provides guidance for calculating
the temperature and wind speeds encountered in mountainous regions.
Some of these sections summarize and expand upon rules that appear in
the Pathfinder Roleplaying Game Core Rulebook. Others are new ways
to look at old and overlooked hazards encountered in the mountains. It is
important to recognize that some of the hazards presented here previously
appeared in Dunes of Desolation and Fields of Blood, both from Frog
God Games.

Terrestrial Hazards

On the surface, the planet’s crust appears to be a contiguous structure
magically welded together into a seamless topography. Looks can be
very deceiving. In reality, the planet’s surface is actually composed of
numerous separate land masses commonly referred to as tectonic plates.
These tectonic plates do not rest upon a rigid foundation. Instead, they bob
and float atop an extremely hot, viscous fluid that slowly moves them in
varying directions. In many respects, these tectonic plates are somewhat
akin to the pieces of a jigsaw puzzle with one notable exception — they
do not neatly fit together. The irresistible forces deep beneath the surface
constantly smash neighboring tectonic plates into one another, forcing
each of the plates to jockey for supremacy. These violent collisions
ultimately give birth to mountains.

Nature does not have the luxury of ensuring that neighboring tectonic
plates properly line up with one another. In many cases, mountains rest
atop a very imperfect fit. Intense pressure deep below the surface forces
magma and noxious gases to seep through the cracks and crevices in the
earth’s crust. These “holes” allow magma, ash and other materials to escape
their confinement beneath the ground and roil to the surface in the form
of a volcanic eruption, which in turn adds more material and debris to
the volcano. The Pacific Ring of Fire, a chain of volcanic mountains that
includes the Andes Mountains in South America, the Cascades in the western
United States and Canada, and stretches across the Pacific Ocean to Russia,
Japan, the Philippines and Indonesia is the prime, real-world example of
this geological process. In addition, the bonds’ inherent weakness makes
mountainous regions especially susceptible to earthquakes as evidenced
by the recent earthquakes that devastated the tiny mountainous country of
Nepal. Volcanoes and earthquakes are the most-powerful terrestrial forces
to shake the mountains, but they are not the only terrestrial hazards that face
adventurers trekking into the mountains.

Avalanches and crevasses represent more localized dangers. Without
warning, a blanket of unstable snow, rocks or other debris can be jarred
loose and sent hurtling down the mountainside much like a massive,
unstoppable wave crashing ashore. The avalanche sweeps away everything
in its path, and buries all objects and creatures beneath gigantic mounds of
its composite material. On the other hand, crevasses are unstable sections
of rock or ice that lack any firm support beneath them. An errant step
onto one of these natural deadfall traps can drop the unfortunate victims
hundreds and sometimes thousands of feet into a narrow crevice or other
hard surface.

Mountain explorers may encounter the preceding dangers at any
elevation, but the danger posed by oxygen deprivation does not become
apparent until the 5,000-foot plateau. At this point, the air is noticeably
thinner, requiring most humanoids to slowly acclimate their bodies over
the course of several weeks to this environment. As the explorer soars
higher into the heavens, the amount of breathable air significantly lessens.
Acclimated creatures and even those indigenous to the mountains can
rarely survive for extended periods of time at altitudes of 15,000 feet or
more without alchemical or magical assistance. Altitudes of 25,000 feet
or more are referred to as the “death zone” because of the extremely
cold temperatures, fierce winds and the almost complete absence of air.
Only the most experienced and best-equipped adventurers dare brave the
conditions in this inhospitable realm.

Volcano

Though not all mountains are volcanoes, all volcanoes are either
hills or mountains. The most common type of volcano encountered in
mountainous areas is the stratovolcano. This tall, conical mountain is
literally composed of layers of material ejected from previous eruptions.
Ash and cinders spewed forth from an earlier explosion settles upon the
mountain’s slope and is then covered by magma that eventually cools
and hardens into a jagged, rocky surface. Stratovolcanoes eject red-hot,
viscous lava that gently rolls down the mountainside at a leisurely speed
of 30 feet per round. Creatures in the lava’s path must succeed on a DC
20 Reflex save to avoid being engulfed in it. This lava deals 2d6 points
of damage per round of exposure, and 20d6 points of damage per round
to engulfed creatures. Damage from lava continues for 1d3 rounds after
exposure ends, but this additional damage is only half of that dealt during
actual contact (that is, 1d6 or 10d6 points per round).

The slow-moving lava usually poses a less-significant danger to
mountain adventurers than lava bombs. Despite the name, lava bombs
are actually igneous rocks that can be hurled 1d20 miles in a random
direction away from the volcano. Normal lava bombs range in size from
that of a goblet to a wagon wheel. Larger lava bombs may be as large as a
small cottage. The bombs do not literally explode, but the resulting impact
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roughly duplicates the effects of a planned detonation. The destruction
wrought by lava and lava bombs pales in comparison to the apocalyptic
effects of a pyroclastic flow. When a volcano partially collapses, it ejects
a superheated cloud of ash that rolls down the mountainside at breakneck
speed incinerating everything in its path. To make matters worse, poisonous
gases accompany this wave of heat and debris. Pyroclastic flows as well as
countless tons of ash wiped out the ancient Roman towns of Pompeii and
Herculaneum nearly 2,000 years ago during a particularly violent eruption
of the still-active stratovolcano Mount Vesuvius. (The “Disasters” section
in Chapter 8 of the Pathfinder Roleplaying Game GameMastery Guide
describes the game effects of lava bombs and pyroclastic flows.)

Fortunately, stratovolcanoes may remain dormant for hundreds and
possibly thousands of years before they unleash their fury again. However,
some stratovolcanoes are in a constant state of volcanic activity. Though it
would seem wise for humanoids to completely avoid the smoldering giants
altogether, the fertile volcanic soil supports a wide range of agricultural
activities. Many farmers insist that this rich earth supports some of the
world’s finest vineyards, orchards and vegetables, particularly tomatoes.
In their minds, the increased crop yield and product superiority justify the
risk of earning a living so close to the possible cause of their demise. Most
eruptions are mild and sporadic. Normally, the volcano belches out a tall,
thin column of ash accompanied by gentle lava flow a few times per year.
There is a 3% chance per day of experiencing such an eruption. However,
there is a 5% chance that the minor eruption expands into a major eruption
complete with pyroclastic flows and lava bombs. (See the “Knowledge
[nature]” section in Chapter 4 for details regarding a character’s ability to
accurately predict an imminent volcanic eruption.)

Classic real examples of active stratovolcanoes include Mount Etna in
Sicily and Galeras in Columbia. Stratovolcanoes are typically part of a
chain, such as those found in the Pacific Northwest and Indonesia, but there
are some noteworthy exceptions. Mount Kilimanjaro, the tallest mountain
in Africa, is a dormant stratovolcano that is not part of a mountain range
and towers over everything around it in the comparatively flat savanna
surrounding the imposing peak.

Earthquakes

Like most features of the natural world, man frequently takes the
stability of solid ground for granted, but at any given time nature can
literally shake this belief to its very foundations. As previously discussed,
the planet’s surface is not fixed or immobile. It is composed of tectonic
plates. The space between adjoining tectonic plates is known as a fault
or a fault line. Of course, faults are created by the same geological
processes that gave rise to mountains, thus many fault lines run parallel
to mountainous regions. (The San Andreas Fault, perhaps the world’s
best known fault, carves a path alongside several mountain ranges in
California.) The tectonic plates’ coexistence is anything but harmonious.
The competing land masses are constantly subjected to the tremendous
pressure exerted by the tectonic plates surrounding them. When a portion
of one or more tectonic plates can no longer withstand the pressure, they
shift, resulting in an earthquake. In addition, some earthquake activity may
be attributable to a hotspot, a volcanic region where the earth’s mantle
is inexplicably hotter than the surrounding mantle. Earthquakes in these
regions typically occur in conjunction with volcanic activity. However,
these types of earthquakes are the exceptions rather than the rule.

Earthquakes are among nature’s most powerful forces, but they pose no
real danger to someone standing out in the open unless they are literally
standing atop the fault line. Otherwise, the tremor simply knocks him to
the ground and disorients him for a few minutes afterward. However,
an earthquake in a mountainous region with heavy snow cover or large
quantities of loose debris may trigger an avalanche. The chance of
setting off an avalanche is equal to the amount of damage dealt by the
earthquake to structures in the immediate vicinity of the area vulnerable
to an avalanche. If the earthquake deals 100 or more points of damage, an
avalanche always occurs.

In areas where seismic activity is relatively common, i.e. in close
proximity to an active fault, there is a 2% daily chance of experiencing a
localized tremor that affects all areas within 1d10 miles of the epicenter.
There is a 1% chance that this tremor expands into a cataclysmic
earthquake that affects all areas within 3d6 x 10 miles of the epicenter.

In areas where seismic activity is rare, the chances of encountering an
earthquake drop to a meager 1% per year.

Settlements are extremely vulnerable to an earthquake’s devastating
effects. The violent shaking can easily damage poorly constructed
buildings or extremely tall structures. An earthquake deals 20d10
points of damage to all structures subject to its effects. GMs may want
to increase the damage by up to 50% for buildings located near the
epicenter and decrease it by up to 50% for buildings in outlying areas.
Many mountain natives believe that earthquakes are caused by miners
delving too deeply into the earth thus rousing the anger of a patron deity,
or adventurers awakening some ancient evil from its slumber. Dwarves
shoulder the burden for much of this blame. Their propensity for seeking
out precious stones and metals buried within the mountain’s core leads
many to conclude that their actions caused this calamity.

Avalanche

Mountain explorers fear avalanches more than any other natural
disaster. Avalanches frequently strike without warning, giving those
in their paths almost no opportunity to escape the rumbling mound of
snow heading in their direction. The “Avalanches” section in Chapter 13
of the Pathfinder Roleplaying Game Core Rulebook gives ample details
about adjudicating the effects of an avalanche. However, there is little
information about the conditions needed to create an avalanche and the
events and actions that trigger it. This section details avalanches caused
by accumulated snow and ice. Avalanches created by falling rocks are
discussed in the Rockslide section that follows this one.

Avalanches typically occur on slopes between 30 degrees and 45
degrees. Snow and ice generally slough down the sides of slopes greater
than 45 degrees, while slopes less than 30 degrees are not steep enough to
allow sliding snow to gain enough momentum to accumulate more snow
and speed down the mountain. However, this is the general rule of thumb,
rather than an absolute law. The terrain in a particular location may be
conducive to avalanches despite the fact that the slope’s angle does not
conform to the preceding parameters. A character who succeeds on a DC
15 Knowledge (geography) or Profession (mountaineer) can determine
whether the area is prone to an avalanche. A successful skill check does
not predict an exact time or guarantee that an avalanche is going to occur.
It only determines that an avalanche is possible in the region.

In simplest terms, an avalanche occurs when the load of the snowpack
exceeds its strength. The load is the snowpack’s weight. Therefore,
one of two things needs to happen to create an avalanche — either the
snowpack’s weight increases, or the snowpack’s strength decreases. The
former takes place when the area experiences additional precipitation in
the form of snowfall or rain. If the area is susceptible to avalanches, there
is a 2% chance per inch of snowfall of setting off an avalanche. This check
is made every hour during the storm. Rain represents a dual threat. In
addition to adding weight onto the snowpack, the warmer water seeps
through the snowpack’s upper layers and destabilizes the snowpack’s
base, thus weakening its strength. If the area is susceptible to avalanches,
there is a 3% chance per 1/10 of an inch of rainfall to set off an avalanche.
This check is made every hour during the storm.

Whereas snowfall and rain are sure signs that an avalanche may occur,
events that weaken the snowpack’s strength are nearly impossible to see
and predict. A rockslide passing through an area of snow and ice prone
to an avalanche always triggers a snow and ice avalanche. Likewise, a
powerful tremor is almost certain to cause an avalanche, as previously
discussed in the Earthquake section of this chapter. Sadly, forecasting
future earthquakes is as speculative as predicting a spontaneous avalanche.

Weather events other than precipitation can also cause an avalanche, but
these effects are less dramatic and take more time to weaken the snowpack
or increase its load than a storm. The ideal conditions for preventing an
avalanche are daytime temperatures just above the freezing point, and
nighttime temperatures that dip back below the refreezing point. This
gradual melting and refreezing cycle strengthens the snowpack’s bonds
by solidifying the structure into a singular mass. Persistently cold or
rapidly fluctuating temperatures weaken the snowpack’s strength. When
temperatures constantly remain below freezing, the snow and ice is looser
and more granular. Winds can easily pick up these grains and sweep
them into an area that promotes the creation of a weak snow structure. In
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Rocks as Weapons

Every medium from classic novels to silent film to children’s
cartoons has depicted the same iconic image. The story’s villain
lies in wait with a large boulder perched atop the precipice of a
mountain cliff ready to topple it into the path of or literally onto
the hero. While the idea makes good cinema, as a practical matter
there are numerous logistical problems that make such an attack
extremely difficult. First, it is impossible to accurately determine
the path that a boulder is going to take over a long distance.
Mountainsides are not smooth surfaces, so a rolling stone is sure to
deviate at least slightly from its intended path as it barrels downhill.
Furthermore, a 3-foot-diameter stone weighs more than 2,000 1bs.
Rolling the stone into position demands tremendous strength and
the proper tools necessary to file down the stone’s rough edges and
give the movers added leverage to push the boulder uphill and then
push it over the edge at a moment’s notice. If nothing else, making
a premeditated attack against an enemy with a stone is undoubtedly
not a one-man operation.

Still with some determination and effort, it can be done.
The “Falling Objects” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook details the damage dealt by a
falling object based upon the object’s size and the distance it fell.
This side box supplements the preceding rules to adjudicate the
effects of an object traveling down a slope rather than a free-falling
object plummeting at a 90-degree angle. As in the case of a dropped
object, an object pushed down a slope moves in a straight line and
requires a ranged touch attack. However, the range increment is
only 10 feet instead of 20 feet. Unlike an object dropped onto a
creature, an object pushed down a slope continues to roll downhill
until it reaches an impassible barrier or a flat surface. The following
table details the percentage of damage dealt by a rolling object in
comparison to a falling object (see the “Falling” section in Chapter
13 of the Pathfinder Roleplaying Game Core Rulebook for the
appropriate table), and the circumstance bonus to Reflex saves
made to halve the damage from a rolling object.

Table 3—1 Damage from Rolling Objects
% of Falling

Reflex

Object Save Bonus

Damage

20 degrees or less 1/4 +8
21-40 degrees 1/2 +4
41-60 degrees 3/4 +2

61 degrees or more normal +1

Helpless creatures do not get a circumstance bonus on Reflex
saves made to halve the damage from a rolling object.

addition, temperature gradients between the snowpack and the ambient
air also weaken the snowpack structure through moisture loss. Unusually
warm temperatures duplicate the effects of rainfall. The upper layers of
snow melt and seep into the snowpack’s base, weakening the structure.
Under less than ideal weather conditions, there is a 5% chance of an
avalanche in the affected area. This check is made once per day.

Nature is not the only party guilty of triggering avalanches. Creatures
can also deliberately or unwittingly start a wave of snow and ice barreling
down the mountainside. Just like snow and rain, creatures moving across
a snowpack add to its load. Whenever creatures move through an area
susceptible to an avalanche, there is a 1% chance per creature of triggering
an avalanche. This check is made every hour. In addition, this check is
also modified by the size of the largest creature in the group based upon
its size category: Fine —16, Diminutive —12, Tiny —8, Small -4, Medium
+0, Large +4, Huge +8, Gargantuan +12, Colossal +16. The preceding
modifiers can reduce the creatures’ chances of starting an avalanche below

0%. In this case, it is impossible for them to trigger an avalanche. If the
creatures are intentionally trying to trigger an avalanche, their chances of
starting an avalanche are doubled. Therefore, a pair of hill giants moving
through an avalanche prone area has a 6% chance of inadvertently starting
an avalanche, whereas a party of 10 Diminutive-sized creatures would
have no chance of triggering an avalanche.

Rockslides

The “Avalanches” section in Chapter 13 of the Pathfinder Roleplaying
Game Core Rulebook lumps the effects of snow and rock avalanches
together. Though both types of avalanches have the same effects from a
game mechanics standpoint, the chances of spotting a potential avalanche
and actions that trigger one are slightly different. It is impossible for an
observer to notice fissures and cracks beneath the outer layers of bedrock
without close examination. In order to determine whether a rock formation
is vulnerable to a rockslide, the character must visually and physically
inspect a sampling of the stones. If he succeeds on a DC 20 Knowledge
(geography), a DC 20 Profession (miner) or a DC 20 Profession
(mountaineer), he determines that the conditions necessary for a rockslide
are present in the area. The character cannot predict when and where the
rockslide may occur or even guarantee that one is going to happen.

Earthquakes are responsible for the vast majority of rockslides. The
trembling earth frequently creates fissures in the mountain’s foundation
and jars loose stones from their temporary resting places, sending them
barreling down the slope. The chance of an earthquake triggering a rock
slide is half that of triggering a snow avalanche, i.e. 1% per 2 points of
damage dealt by the earthquake to structures in the immediate vicinity.
While a driving rainstorm can quickly erode a snowpack, it takes
considerably more time for erosion to wear down the underlying bedrock
supporting the rock formation. A structurally sound rock formation has no
chance of collapsing because of excessive precipitation. However, there
is a 1% chance per 1/2 inch of total rainfall of triggering a rockslide in a
weakened area. This check is made once per day. Another natural factor in
creating rockslides is temperature changes. Water that seeps through the
outer rock layers freezes and then later expands when it melts, lengthening
existing cracks in the rock face. This process is extremely slow and
gradual. However, if the rocks have been exposed to frequent temperature
changes over the course of an entire week, there is a 1% chance of a
rockslide. This check is made once per week.

The greatest danger to rock faces vulnerable to an avalanche, outside
of an earthquake, is humanoid activities. Mining can be exceptionally
problematic. Just as an underground mine can spawn one or more sinkholes
on level ground, a mine entrance carved into the base of a mountain, or
worse yet into the face of an unstable mountainside, can reap devastating
consequences. Mining tunnels weaken the mountain’s foundation by
extracting layers of supporting rocks and stones, leaving only abscesses in
its wake. If the mountain is vulnerable to a rockslide, there is a 1% chance
of triggering a rockslide. This check is made once per week.

Rockfall

Though similar to a rockslide, rockfall occurs when a large fragment of
stone detaches from a cliff or other sheer surface and crashes to the ground
beneath it, creating a layer of scree or rubble. Seasoned mountaineers
recognize this trail of debris as a telltale sign that the adjacent rock walls
and cliffs are the source of the rubble or scree with a successful DC 10
Knowledge (geography) or Profession (mountaineer) check. Therefore,
whenever the characters encounter a square containing rubble or scree, at
least one of the surrounding rock walls or cliffs is vulnerable to rockfall.
Experienced climbers wisely avoid the potentially unstable surface, but
novice explorers may press forward and attempt to scale the fagade. A
character climbing up a rock wall or cliff with unstable rocks and stones
has a 1% chance of dislodging a rock or stone from its resting place. This
check is made at every 50-foot interval of the climb. Unlike a rockslide,
stones detached in this manner fall straight down rather than roll down
the mountainside and spark an avalanche. Falling rocks deal 4d6 points of
damage to any creature in their path. They fall as a 10-foot-high cylinder
with a 1d4 x 5-foot radius. A successful DC 20 Reflex save halves the
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damage. At the GM’s discretion, extremely large stones, 2 feet in diameter
and larger, deal significantly more damage. Any creature that takes damage
from falling rocks must also succeed on a Climb check to avoid falling
(see the “Climb” section in Chapter 4 of the Pathfinder Roleplaying Game
Core Rulebook for more details.)

Icefall

Though beautiful to behold, ice and snow are not designed as
construction materials. Icicles are a particular hazard to mountain
climbers. Icicles form on steep rock faces. While they are relatively
stable during the cold evenings, warm temperatures and sunlight can melt
the icicles and send these long, pointed spears of frozen water hurtling
downward to earth. The chance of encountering falling ice is 1% for every
1° F that the temperature is above the freezing point. This check is made
at every 50-foot interval of the climb. Icefall deals 2d6 points of damage,
though a successful DC 15 Reflex save halves the damage. Any creature
that takes damage from an icefall must also succeed on a Climb check
to avoid falling (see the “Climb” section in Chapter 4 of the Pathfinder
Roleplaying Game Core Rulebook for more details).

Crevasse

At altitudes of 8,000 feet and higher, snow and ice become a constant
traveling companion to the mountaineer regardless of the temperatures
found at the lower elevations. Naturally, ice makes climbing surfaces
slippery, imposing a —5 penalty on Acrobatics and Climb checks
attempted in these areas. Over time, the immense weight of the densely
packed snow and ice forms a glacier. This expanding mass of ice and
snow rolls over everything in its path, sometimes pushing massive
boulders up the side of a steep slope. In many respects, glaciers develop
and recede in a manner similar to the tectonic plates that make up the
planet’s crust. When a glacier flows over a rough, uneven surface, it

creates one of the mountain explorer’s most visually breathtaking and
dangerous foes: the crevasse.

A crevasse is a rift in the snow or ice, a deep crack with vertical walls,
narrowing steadily as it descends. As the thick sheet of ice moves down
the mountain, cracks open up in the brittle ice sheet. These cracks reach a
depth of 3d6 x 10 feet, while the width can vary from a few inches to 60
feet. The crevasse’s belly takes on a very rich beautiful blue color because
the tremendous weight presses the air out of the ice. In most cases, the
crevasse is easily visible, thus allowing the character to circumvent it
if possible, or to take precautionary measures such as setting up a rope
system or other climbing device to avoid falling into the crevasse. A
plunge into the crevasse’s belly is no different than any other fall in terms
of damage. The character takes 1d6 points of falling damage for every 10
feet that the creature fell.

Those fortunate enough to survive the fall must then devise a means of
escape. Some crevasses narrow significantly as they descend, much like
the sides of a funnel. A creature that reaches the bottom becomes wedged
against the sides, giving the crevasse’s victim the pinned condition.
In order to escape this tight squeeze, the character can make a combat
maneuver check to use brute strength to force his way out of the crevasse’s
grip or an Escape Artist check (DC 20 + 1 per 10 feet that the creature
fell) to wiggle his way out of the jam. If others attempt to pull the stuck
character loose from the bottom of the crevasse, they must succeed on a
Strength check using the same DC as the preceding combat maneuver
check and Escape Artist check. Once free, the character must then attempt
to scale the crevasse’s icy, vertical walls. This endeavor is impossible
without the use of mountaineering equipment, provided that the cramped
quarters give the mountaineer enough room to use this gear to set pitons
and construct handholds and footholds in the ice.

The air inside most crevasses is about 3d6 + 10° F colder than the
surface air temperature. It is entirely possible for a person to survive a fall
into a crevasse, only to become pinned and freeze to death over the next
few hours. As previously discussed, if the crevasse is readily visible, the
explorer can formulate a plan to avoid or safely traverse the deadly crack
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in the ice. Crevasses are most dangerous when they are not visible. This
occurs when a snow bridge obscures the entrance. The snow cover makes
it appear as if the surface is unbroken and poses no danger to those crossing
it. Terrain conducive to creating a hidden crevasse can be spotted with a
successful DC 15 Knowledge (geography) or Profession (mountaineer)
check, though a successful check does not verify the presence of a hidden
crevasse or pinpoint one’s exact location. It merely tells the character
that a hidden crevasse is more likely to be found in a given region than
elsewhere. Likewise, a character moving at a normal pace can notice a
potentially hidden crevasse with a successful DC 18 Survival check. (A
character not actively searching or looking for a hidden crevasse should
be treated as if he were taking 10 on his Survival check.) Creatures that
fail to detect the crevasse walk 2d6 feet past the edge before the snow
bridge suddenly gives way and collapses. A creature can avoid falling
into the crevasse by succeeding on a Reflex save (DC 15 + 1 per foot
beyond the crevasse’s edge). Those that fall into the crevasse suffer the
effects previously described. The damage caused by the hidden crevasse
determines its CR (see the “Challenge Rating of a Trap” section in Chapter
13 of the Pathfinder Roleplaying Game Core Rulebook for guidance).
Naturally, hidden crevasses can be found only in areas where snow and ice
are prevalent. In general, for every 100 feet traveled in rugged mountains,
there is a 1% chance of stumbling across a hidden crevasse. The chance of
encountering a hidden crevasse increases to 2% in forbidding mountains.
The chances of encountering a visible crevasse, i.e. a chasm, are the same
as those found in the “Mountain Terrain” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook.

Oxygen Deprivation

Gravity attracts objects to one another. Objects with enormous mass
such as a planet exert tremendous gravitational pull on smaller objects,
thus preventing them from escaping the larger object’s gravitational bond
and eventually forcing them to fall back to earth. However, gravity’s
strength weakens as the distance between the two objects increases. Even
something as minute as an air molecule is no exception. Gravity drags air
molecules closer to the surface. Because the planet’s gravity weakens as
one ascends farther away from the ground, more air molecules accumulate
closer to the surface than in the heavens. Thus the air at the surface is
significantly denser than the air at higher elevations. Naturally, since there
are fewer air molecules at higher altitudes, there is proportionately less
oxygen to breathe. Though avalanches and falls account for the majority
of deaths on the world’s tallest peaks, oxygen deprivation likely played
a contributing factor in many of these fatalities. The lack of air takes its
toll on the climber’s stamina and mental sharpness. The inability to think
clearly leads to poor decisions, and lapses of judgment in an inhospitable
environment that never forgives mistakes make a recipe for disaster.

The “Mountain Travel” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook discusses the effects of high altitude
on characters at altitudes of 5,000 feet to 15,000 feet (the “Low Peak of
High Pass” zone) and those traveling at altitudes greater than 15,000 feet
(the “High Peak” zone). This sourcebook complements the preceding
rules by capping the “High Peak” zone at 20,000 feet and adding new
altitude bands of “Extreme Altitude” defined as altitudes above 20,000
feet up to 26,000 feet and the “Death Zone” for altitudes above 26,000
feet. These two altitude zones first appeared in Pathfinder #6: The Spires
of Xin-Shalast by Paizo Publishing and have been expanded and updated
to the Pathfinder Roleplaying Game rules for inclusion here.

Creatures that do not breathe or have a natural or physiological
resistance to such considerations are not affected by any of the penalties
and conditions caused by high altitude. Examples of these are creatures
with the air, elemental, or incorporeal subtypes, aberrations, constructs,
dragons, oozes, outsiders, plants, or undead. Furthermore, creatures that
include mountains in their Environment entry do not suffer these effects at
least below the extreme altitude zone.

Spells, alchemical substances, and magic items that supply oxygen
or do not require the owner to breathe also eliminate the harmful effects
wrought by high altitudes. Some examples include items such as a ring
of elemental command (air) (its affinity with air somewhat mimics the
air subtype for the wearer), a bottle of air, a cloak of etherealness (when
activated), a helm of underwater action (due to the globe of air it creates),

High-Altitude
Cerebral Edema (HACE)

HACE is not a disease in the conventional sense and, therefore,
cannot be cured by remove disease as mentioned above. As the
body responds to oxygen deprivation by increasing blood flow to
the brain, fluid accumulates around the brain creating swelling in
the tissues and increased intracranial pressure that can even result
in herniation of the cerebellum through the foramen magnum into
the spinal canal.

Those suffering from HACE become nauseated. Intense
headaches prevent the character from using any skills or abilities
that require concentration, including spellcasting. Every 1d6
minutes, the character becomes dazed. The dazed condition lasts
for 1 minute. Each time a creature with HACE fails an altitude
Fortitude saving throw, he takes 1d4 points of Dexterity damage
and Intelligence damage in addition to the 1 point of damage dealt
to all ability scores from altitude sickness. If the creature’s Dexterity
or Intelligence reach 0 from this condition, he falls into coma and
dies 1d4 days later unless the HACE is alleviated. Characters
afflicted by HACE continue to suffer the preceding effects until
they descend to an altitude below 15,000 feet. Though a descent to
this altitude may alleviate HACE’s effects, the character may still
suffer from high-altitude fatigue and altitude sickness.

High-Altitude
Pulmonary Edema (HAPE)

Like its closely related cousin, HAPE is not a traditional disease
that can be cured by remove disease. Rather HAPE is a medical
condition where fluid accumulates in the lungs as the heart rate
increases, pushing more blood through the lungs in an attempt to
increase oxygen extraction from inhaled air. This increased blood
flow causes fluid accumulation and swelling in the tissues of the
lungs and inhibits the creature’s ability to breathe.

HAPE quickly saps the character’s strength and endurance.
Whenever a character afflicted with HAPE fails a Fortitude save,
he takes 1d4 additional points of Strength and Constitution damage
in addition to the 1 point of damage dealt to all of his ability scores
from altitude sickness. If the creature’s Strength or Constitution
reach 0 from this condition, he dies. Characters afflicted by HAPE
continue to suffer the preceding effects until they descend to an
altitude below 15,000 feet. Though a descent to this altitude may
alleviate HAPE’s effects, the character may still suffer from high-
altitude fatigue and altitude sickness.

an iridescent spindle ioun stone, and a necklace of adaptation. Spells
that access extraplanar spaces such as rope trick and mage s magnificent
mansion can also be used to provide temporary respite from altitude
effects. The extradimensional spaces created by a bag of holding or a
portable hole do not provide this protection, as they merely draw their air
reserve from the atmosphere outside when they are opened. Transmutation
spells that allow an individual to take on the form of a creature immune
to the effects of high altitudes though its type or subtype or its natural
acclimation to mountain terrain can also prevent these effects. Ultimately
the GM should make a judgment about whether any particular spell or
item will provide protection against the oxygen deprived environment.

Extreme Altitude (20,001 to 26,000 feet): At extreme altitude, creatures
are subject to the altitude fatigue and altitude sickness of lower altitudes.
Mundane acclimation to high altitudes no longer provides benefits at this
height (including from the Altitude Affinity feat™).

When a creature takes any ability damage from altitude sickness while
at extreme altitude, he develops a persistent hacking cough with 2d4 hours
as the cold, arid air dries the mucus membranes of the individual’s throat
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and lungs. The coughing spasms are frequent and cause a —4 penalty on
all Acrobatics, Climb, Perception, Stealth, or concentration checks. In
addition, any spell with verbal components requires a concentration check
(DC 14 + spell level, already includes —4 penalty mentioned above) to
successfully cast. If this check is failed the spell is not lost, but the caster
must start over again on his next turn if he wishes to cast it.

These coughing spasms are so frequent and can become so violent that
they can even break ribs. Each day a creature suffers from this cough, he
takes 1d6 damage. Moving to a lower altitude zone relieves this cough
as does 2 hours spent in an extremely humid environment (such as a
fog cloud). Spells such as heal or restoration can remove this effect by
removing the ability damage but do not prevent it from returning if ability
damage from altitude sickness is incurred again. The cough is not from an
actual disease condition and cannot be cured by a remove disease.

Death Zone (more than 26,000 feet): Normal life is not possible above an
altitude of 26,000 feet; there simply is not enough atmospheric pressure to
allow sufficient oxygen to be inhaled by breathing creatures. When a creature
does not possess one of the types or subtypes stipulated above (whether or
not it has previously acclimated to high altitudes, has Altitude Affinity*,
or has mountains as an Environment entry) and climbs above 26,000 feet,
altitude sickness manifests almost immediately. After each 10-minute period
a creature spends in the death zone, he must succeed at a Fortitude save (DC
15, +1 per previous check) or take 1 point of damage to all ability scores.
Acclimation to high altitude, the Altitude Affinity feat*, or the mountains
Environment provides no protection or bonuses to this saving throw.

If a creature fails two of these saving throws (whether consecutive or
not) while in the death zone, develops high-altitude pulmonary edema
(50% chance or either). If a creature fails three Fortitude saves (whether
consecutive or not) while the death zone, it develops both of those
conditions (see sidebox for details of these conditions). The effects of high-
altitude cerebral edema and high-altitude pulmonary edema stack with the
effects of high-altitude fatigue and altitude sickness. Perhaps even more
dangerous than the preceding conditions — as soon as any creature fails
three consecutive saving throws against the death zone effects, it begins to
suffocate — until the creature returns to more hospitable terrain, it suffers
the effects of slow suffocation, as detailed under “Suffocation” in Chapter
13 of the Pathfinder Roleplaying Game Core Rulebook.

*See Chapter 4.

Plants

Mountainous regions are not renowned for their flora, but some plant
species found in low-lying areas are resilient enough to endure life at high
altitudes as well. Trees and woody shrubs dominate many mountain slopes
along with an array of flowers, mosses and vines. Plants do not breathe in
the conventional sense, so the lack of air at high altitudes plays a lesser role
in deterring their growth at extreme elevations. Instead, the bone-chilling
temperatures and the accompanying snowfall, drier air and wind are the main
factors inhibiting plant growth as the mountain ascends into the heavens.

Poison Oak and Poison Ivy (CR 2)

While they are not members of the same family, these two plants
share the same unique trait. Whenever their leaves or stems are injured,
they excrete a toxic concoction of oils known as urushiol. Poison oak is
a woody vine or shrub that inhabits coniferous forests and is typically
found at a maximum elevation of 4,000 feet. Poison ivy grows in almost
any environment and some varieties can survive at a maximum elevation
of 8,000 feet. In many respects, these plants are the chameleons of the
plant kingdom. They can grow as a small vine along the ground, as a
shrub or as a climbing vine, making it impossible to positively identify
poison oak or poison ivy without a successful DC 17 Knowledge (nature)
check, Profession (gardener) check or Profession (herbalist) check. Even
if the character can identify the plant, it is sometimes impossible to see
it tangled amid the neighboring grasses and wrapped around tree trunks.
In this instance, a character moving at a normal pace locates poison ivy
and poison oak within a mixed field of greenery with a successful DC 17
Perception or Survival check.

Poison Ivy/Poison Oak

Type—poison, contact, ingested, inhaled; save Fort
DC 13; onset 8dé hours; frequency 1/day; effect 1d2
Dexterity damage, as long as the character takes Dex-
terity damage, it is distracted; cure 1 save

The chemical known as urushiol is an irritant. Injury occurs whenever
a creature brushes against any part of the plant. The oil clings to skin,
fur and clothing, though it only irritates skin. Removing and thoroughly
washing any clothing or fur that came in contact with the poison ivy or
poison oak plant eliminates any possibility of future contamination. If
these items are not removed in a timely manner, transferring the urushiol
to the skin becomes a foregone conclusion. Urushiol causes a severe rash
and blisters to develop on the skin. In spite of its ugly appearance, the
rash and blisters cannot be spread from person to person unless the second
individual comes in direct contact with any urushiol residue still present
on the first person.

Mountain Laurel

This evergreen shrub ranges from 10 feet to 30 feet high, and it is
predominately found growing on rocky slopes and in the fertile soil of
forested mountainous regions. In its ideal habitat, this plant can even take
the form of a tree with brittle wood that indigenous humanoids sometimes
harvest to create decorative wicker baskets as well as crude armor and
shields. Mountain laurel is best known for its colorful and uniquely
shaped blossoms. Its white petals with pink markings open into a ten-
pointed, inverted goblet, making the mountain laurel a popular addition
within the outdoor gardens of kings and nobles alike. Its leaves and stems
have a leathery texture with dark green upper surfaces atop a yellowish-
green undercarriage. A character can identify the relatively common plant
with a successful DC 10 Knowledge (nature), Profession (gardener) or
Profession (herbalist) check. Despite its showy and benign appearance,
the entire plant (leaves, flowers, stem and roots) is poisonous.

Fortunately, mountain laurel poses no direct danger to humanoids
unless they ingest some part of the plant. However, unlike many toxic
species, the plant’s leaves and stems have a neutral rather than the typical
bitter taste that normally deters hungry herbivores from devouring the
deadly meal. Domesticated animals such as sheep and goats along with
wild animals such as deer are particularly susceptible to falling into
the mountain laurel’s lethal trap. Grayanotoxin is the chemical culprit
responsible for the plant’s deadly cocktail. Mountain laurel is a member
of the heath family and shares its venomous properties with another very
similar member of this family, the rhododendron. The two plants share
their mountainous environment, and the skill check DC needed to identify
rhododendron is the same as the DC needed to identify mountain laurel.
Like the mountain laurel, domesticated animals such as the horse are
far more likely to eat the rhododendron’s toxic leaves and stems than a
curious humanoid.

Mountain Laurel/R hododendron

Type — poison, ingested; save Fort DC 15; onset 1d6
hours; frequency 1/hour; effect 1d3 Constitution dam-
age, as long as the character takes Constitution dam-
age, it is nauseated; cure 1 save.

Mad Honey

Type — poison, ingested; save Fort DC 13; onsef 1 hour;
frequency 1/hour; effect 1d2 Dexterity damage; cure
1 save.
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Humanoids can fall prey to mountain laurel and rhododendron in an
indirect, yet rather sinister manner. Honeybees find it hard to resist the
plants’ large, colorful flowers. They collect their nectar and bring it back
to their hive where it is later converted into honey. The toxin has no effect
on the insects, but humanoids and other animals with an affinity for the
bees’ homespun delicacy can become deathly ill from consuming what
many mountain residents refer to as “mad honey.” The so-called “mad
honey” has a bitter taste that may dissuade further consumption of the
toxic concoction. It takes a successful DC 10 Perception check to detect
the honey’s bitterness and recognize it as honey produced from mountain
laurel or rhododendron nectar, provided that the character is familiar with
the guilty plant.

Wolf’s Bane

Legendary for its fabled ability to undo the curse of lycanthropy,
wolf’s bane, also known as monkshood, is a highly toxic flowering plant
indigenous to mountainous regions. Although it is typically found in
mountain meadows, the durable perennial can survive at elevations of
up to 10,000 feet. As its alternate name suggests, wolf’s bane is easily
recognized because one of its elongated petals resembles a conical
shaped hood that looks like a cloaked monk. A character can identify the
distinctive plant with a successful DC 10 Knowledge (nature), Profession
(herbalist) or Profession (gardener) check.

The compound aconitine gives the plant’s stems and leaves its toxic
properties. This powerful neurotoxin affects the central nervous system,
causing paralysis and lethal cardiac arrhythmias in living creatures.
Wolf’s bane is normally administered by tricking the victim into ingesting
food or drink containing pieces of the plant’s pulverized leaves and stems.
Naturally, the poison’s effects are stronger and more dramatic when
delivered by the preceding method, but ingestion is not the only means of
using wolf’s bane to kill an enemy. Aconitine seeps into open wounds and
even unbroken skin with relative ease. In fact, humanoids who handle the
poisonous stems and leaves without protective gloves run the risk of being
accidentally poisoned. (A character that does not take this precautionary
step has a 10% chance instead of the normal 5% chance of accidentally
exposing himself to the poison whenever he applies or readies the poison
for use as well as when he actually makes it with a Craft [alchemy] skill
check.) Some cultures forego deception and instead coat their weapons
with a different alkaloid, pseudaconitine, which is derived from the roots
of some wolf’s bane species. This toxin, commonly known as bikh, is less
potent than aconitine, but it is also much safer to handle. This paralytic
agent is more commonly used to hunt game animals, as skilled adventurers
more often than not ignore its effects.

The statistics for wolf’s bane as an ingested poison appear in the
“Poison” section of Appendix 1 in the Pathfinder Roleplaying Game Core
Rulebook. Presented below are the statistics for wolf’s bane as a contact
poison and bikh.

Bikh
Type — poison, injury, save Fort DC 12; initial effect

1d3 Dex damage; secondary effect paralyzed for 1d4
rounds; cure 1 save

Wolfsbane

Type — poison, contact; save Fort DC 14; onset 1 min-
ute; frequency 1/minute for 4 minutes; effect 1d2 Con
damage; cure 1 save
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Mountain Inhabitants

Outsiders commonly assume that mountains are desolate mounds of bare
rock and loose stones that soar into the frigid heavens. The thin air, cold
temperatures and ferocious winds that buffet the tall peaks render them into
an icy wasteland. While it is true that the conditions found at the highest
elevations are not conducive to life in the traditional sense, vermin, animals
and sentient beings populate the mountain’s fertile and temperate lower
elevations. Large beasts roam the rugged terrain feeding on the lush grasses,
shrubs and leaves found beneath the tree line on the mountainside. The
resident humanoids domesticate some of these indigenous herbivores and
prey on others for meat, leather and bone. In addition to animal husbandry and
hunting, farming is also a way of life in many mountain villages, especially
those that take root in the fertile soil surrounding dormant volcanoes. Yet,
humans are not the terrain’s apex predators. Powerful animal predators
stalk the land, too, along with malevolent monsters furthering their wicked
agendas. Naive mountain explorers soon learn that first impressions can
be deceptive, as they fall victim to one of the land’s gigantic or one of its
tiniest, but most insidious denizens.

Ticks (CR 1/4)

Ticks, a member of the arachnid family, lurk in the shrubs, grasses and
light woodlands, waiting to hitch a ride on a suitable host for a future blood
meal. These clever parasites often concentrate near mountain passes and
trails where they are more likely to encounter a suitable host than in a remote
locale. Ticks prefer warm, humid habitats and are most active during the late
spring and summer months. Still, they can be found practically anywhere
and are ideally suited for life in the mountains’ lower elevations, provided
that temperatures year round remain mild. These insidious bloodsuckers
cannot fly or jump. Instead, they use two pairs of legs to attach their bodies
to a leaf or a blade of grass and use their forelegs to climb onto a victim
as it passes their hiding spot. Ticks have acute senses that allow them to
detect the nearby presence of a potential host and find a weak spot in the
creature’s skin so that it can easily burrow through the outer epidermis.
Ticks hang around for the long haul. It can attach itself to a single host for
days at a time until it finally sates its appetite for blood. They are silent,
tiny parasites whose coloration blends well with clothing and are difficult to
locate without a thorough, tactile examination.

The Pathfinder Roleplaying Game Bestiary 2 and Frog God Games’
The Tome of Horrors Complete present giant versions of these bugs,
while the former also includes a tick swarm. A solitary, adult tick is no
match for even a small child. The youngster can crush the arachnid with
ease. Ticks are hard to spot and tricky to permanently remove. Smashing
a tick kills the pest, but may leave its mouth and head buried beneath the
skin, increasing the chance of contracting an infection from the creature.
The following table details the daily chances of encountering a disease-
carrying tick based upon the time of year. The GM can and should interject
encounters with non-disease carrying ticks to increase the characters’ fear
and paranoia of these pests.

Table 3—2:

Daily Percent Chance of Encountering Disease-Carrying Tick
Spring Summer Autumn Winter
01-03 01-05 01-02 01

In order to come into contact with the tick, the person must brush
against the tick’s temporary home, and the tick must latch onto the
target’s clothing or its body. Ticks move relatively slowly and can spend
1d4 hours looking for an ideal feeding location on its host. This gives
the character or his companions a chance to spot the hitchhiker before it
has an opportunity to deal any damage. The character and anyone within
10 feet of him notice the tick with a successful DC 26 Perception check.
Unless the character is actively searching for something, the character is
considered to be taking 10 on the check. Light-colored clothing grants a
+2 bonus to this Perception check. If the check succeeds, the character
may kill or remove the tick without making an attack roll.
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An undetected tick eventually settles on a feeding location and burrows
into the skin. Because ticks stick around for a while, they secrete an
anticoagulant that prevents the blood from clotting, giving the pest an
uninterrupted flow of blood. A successful DC 11 Fortitude save negates
the anticoagulant’s effect on the character, alerting him to the presence
of something biting on his skin. A successful DC 16 Perception check is
then needed to actually spot the tick. A character that sees the tick may
kill or remove the tick without making an attack roll. Creatures that fail
the Fortitude save notice the tick with a successful DC 26 Perception
check. Catching a tick in the act of feeding requires a delicate procedure
to completely remove the hungry arachnid. Crushing the tick kills it,
but its detached mouth and head remain buried beneath the skin, thus
increasing the chances of contracting a disease from the pest. Other than
using magical means, ticks are best removed with a steady hand and a
small precision grasping tool. A character determines the best method for
removing a tick with a successful DC 10 Knowledge (nature) check. It
then requires a successful DC 10 Sleight of Hand check to remove the
pest. If the character uses an appropriate tool, rather than his fingers,
to grasp the tick, he gets a +2 bonus (+4 for a masterwork tool) to the
Sleight of Hand check. Though there are countless homeopathic methods
to remove a tick, these techniques fail at least 50% of the time. (The GM
must adjudicate the exact chance of failure based upon the specific method
used to remove the tick.)

Even if the character kills and properly removes the tick in the act of
feeding, the character must still succeed on a subsequent Fortitude save
to avoid contracting whatever disease the pest carried. Properly removing
the tick grants the character a +2 bonus on the Fortitude save. Characters
that succeeded on their initial Fortitude save to resist the arachnid’s
anticoagulant gain an additional +2 bonus to their saving throws against
disease. Improperly removing the tick and leaving its mouth and head
behind imposes a —2 penalty on the Fortitude save. (Decapitating the tick
spills more of the arachnid’s infected blood into the wound than merely
leaving it alone.) Allowing the tick to eat its fill and exit the skin grants
neither a bonus nor a penalty to the Fortitude save. The following table
may be used to determine which disease the tick carries:

Table 3—3: Disease Transmitted by Tick

Lyme
Disease

36-50

Hemorrhagic Spotted
Fever Fever

51-55 56-80

Tularemia

Encephalitis

01-35 81-00

Presented in the sidebar are the effects for each of these diseases:

Animals

Ungulates such as sheep and deer are the most numerous large animals
in mountainous regions. These herbivores predominately dwell in the
deciduous forests, coniferous forests and grasslands below the tree line.
Though these beasts are not hunters by nature, some species such as elk,
moose, bison and sheep can become aggressive when approached or
threatened by humanoids. This is especially true during mating season,
when lustful males fueled by torrents of testosterone literally lock horns
with their rivals for the right to pass their genes onto the next generation.
Just as they do with their animal adversaries, angry male ungulates lower
their heads and charge headlong toward their humanoid foes. This can
be especially problematic if the encounter takes places near the edge of
a cliff, rock wall or other sheer surface. Yet despite their occasionally
unruly behavior, on most occasions, these animals opt for flight over fight,
especially when confronted by the mountains’ apex predators — wolves,
cougars, and bears.

Wolves are the smallest of the three predators, yet their superior numbers
and tactical cohesion make up for their size. Whereas cougars and bears
are solitary creatures, wolves are social animals. They live and hunt as a
family unit commonly referred to as a pack. In most cases, the pack consists
of a mated pair and their offspring, though there are cases where unrelated
wolves band together. Wolves roam across a vast hunting ground, defending
their territory against trespassers from rival packs and other predators. Their
preferred method of attack against large herbivores is to spur their prey to

Encephalitis

Bite—injury; save Fortitude DC 12; onset 2d4+2 days;
frequency 1/day for 2d4 days; effect 1d3 Wisdom
damage, as long as a character suffers Wisdom dam-
age from encephalitis, he is confused; cure 1 save.

Hemorrhagic Fever

Bite—injury; save Fortitude DC 12; onset 1d3 days; frequen-
cy 1/day; effect 1d2 Constitution and 1d2 Wisdom dam-
age, as long as a character suffers Constitution damage
from hemorrhagic fever, he takes 1 point of bleed dam-
age every 1d4 hours; cure 2 consecutive saves.

Lyme Disease

Bite—injury; save Fortitude DC 11; onset 2dé days;
frequency 1/day; effect 1d2 Dexterity damage; cure
1 save.

Spotted Fever

Bite—injury; save Fortfitude DC 13; onset 1d2 weeks;
frequency 1/day; effect 1d3 Constitution and 1d3 Wis-
dom damage, as long as a character suffers Constitu-
tion damage from spotted fever, he is sickened; cure 2
consecutive saves.

Tularemia

Bite—injury; save Fortitude DC 12; onset 1d3+2 days;
frequency 1/day; effect 1d2 Constitution damage;
cure 1 save.

run and then chase the victim down while biting their vulnerable flanks
and rear. Using these tactics, a wolf pack can kill an adult ungulate with
a minimal chance of injury to the predators. They take a more direct tack
against small animals and launch a frontal assault against these overmatched
foes, sinking their canines into the victim’s throat.

Their relationship with humanoids is checkered with mutual mistrust
and suspicion. Wolves with limited or no contact with humanoids
retain their inherent fear of these sentient beings. By nature, they keep
their distance from their bipedal rivals and attack only when provoked,
threatened or plagued by other exigent circumstances, such as extreme
food stress. Yet, repeated exposure to humanoids populations gradually
abates the predators’ instinctive reluctance to attack people. Man-eating
wolves almost always target women and children, who are generally
slower, smaller and weaker than grown men. The pack typically surrounds
their humanoid prey and repeatedly bites their opponents’ faces and heads.
Once they develop a taste for humanoid flesh, the attacks escalate until
outraged family members and adventurers eliminate the offending wolves.

Like most felines, the cougar, also known as the mountain lion, is a
nocturnal ambush predator. The reclusive, solitary animal remains out of
sight during the day, and emerges from its hiding spot only after dark in
its tireless search for food. Cougars prefer areas with thick undergrowth
and rocky outcroppings that grant them ample cover to sneak up and leap
down upon their unsuspecting prey. The sleek, muscular cats primarily
target deer and other smaller ungulates, especially humanoid livestock
such as domesticated sheep and goats. In a pinch, they may attack rodents
and even insects. Like wolves, cougars rarely attack people unless
they experience the same behaviors or circumstances that prompt their
canine counterparts to prey upon humans. In some cases, deliberately or
inadvertently mimicking actions similar to those of its typical game spur
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the cat’s predatory instinct to hunt. An attacking cougar wraps its jaws
around the victim’s throat and plunges its sharp teeth between the vertebrae
and spinal cord to swiftly debilitate and kill its target. Humanoids who
stand their ground and attempt to intimidate the shy beast with loud noises
and thrown objects are more likely than not to convince the predator to
find easier pickings elsewhere.

Bears, on the other hand, are opportunistic predators rather than
deliberate stalkers. They possess the size and strength to bring down the
biggest herbivores such as moose and elk, but they set their sights on
weak, injured and young animals over full-grown adults. In addition,
they are not averse to devouring the scraps left behind by other predators
or slaying rodents and other creatures considerably smaller than them.
While they sport the anatomical and physiological features of carnivorous
predators, these enormous mammals are actually omnivorous. In many
respects, they are more akin to humanoid hunter-gatherers than active
hunters. Bears devour honey, nuts, grasses, berries and carrion with the
same gusto as they consume fresh meat. However, they have an affinity
for fish, particularly salmon, which is much fattier than their usual fare.
Fortunately for humanoids, bears do not recognize people as prey; thus,
they avoid them as best they can. Still, bears too large to climb trees and
a mother bear with her cubs stand their ground and defend themselves
in the face of danger. As in the case of other wild animals, bears that
grow accustomed to humanoids no longer view them as a potential threat,
increasing the potential for confrontation with the mammoth omnivores.

Men and Monsters

The men and women who live off this hardscrabble land are as rugged
as the terrain that they call home. The hills and mountains do not forgive
poor judgment and careless errors. Those that flourish and thrive in this
harsh landscape must possess an independent spirit not found in genteel
folk. In many respects, the mountains themselves are no different than
manmade walls. These massive barriers deter trespassers from entering
and residents from escaping. In fact, the typical, sedentary humanoid
resident never wanders more than a day’s travel from home, so his contact
with strangers and the world beyond his sheltered valley or mountain
abode is extremely limited. As a result, adventurers and travelers that pass
through their lands rouse suspicion and mistrust. The whole community
takes a wait-and-see attitude toward newcomers. Outsiders are met with an
unnerving blend of scrutiny and curiosity. In many cases, the settlement’s
inquisitive children are the first ones to approach unexpected visitors.
They carefully analyze the person’s every movement for some hint of their
motivation, until something, such as a shiny object or a toy breaks their
concentration and captures their vivid imaginations.

Despite their generally xenophobic outlook and gruff exteriors,
mountain people are folksy and genuinely friendly to those that gain their
trust. Of course, gaining their trust takes time, patience and a sincere,
honest effort. Mountain residents always keep their guard up when dealing
with strangers. They never let a smooth talker get the better of them
without at least trying to probe their true motives, nor do they take kindly
to braggarts and liars. However, there are many instances when violent
outlaws, disgraced nobles and runaway teenagers fled their pursuers and
headed into this rugged terrain. Over time, they ultimately won over the
affections of the community’s residents who willingly risk their lives to
protect the fugitive. There is an unwritten rule that mountain folk always
protect one of their own from outsiders, regardless of what their fellow
citizen did to warrant the attention of strangers.

Still, some renegades go it alone in this harsh landscape in order to
escape the law or their personal demons. Those that choose such a lifestyle
dispense with pretenses. They either completely avoid detection or attack
any creatures that cross paths with them. Naturally, they try to escape
from obviously superior opposition and ambush those they consider to
be inferior opponents. So called “lone wolves” are not as dangerous as
organized groups that retreat into the mountains to ply their nefarious
trades. It is not unusual for criminal organizations to take refuge in a
secluded mountain hideaway in order to evade detection or safeguard
their ill-gotten spoils. Likewise, deranged cultists and the ambitious
followers of evil deities also venerate their dark masters and mistresses in
mountain caves and on isolated, hard-to-reach mountaintops far from the
eyes of innocent bystanders and disapproving busybodies alike. Unlike

wary mountain residents, these people have no qualms about violence and
abide by the philosophy of attack first and ask questions later. Despite
their presence, men are not the greatest foes that mountain adventurers can
encounter during their trek into the perilous peaks.

Numerous monsters including yetis, hobgoblins, orcs, and the new
monsters presented in Chapter 6 also dwell in the hills and mountains, but
giant humanoids are perhaps the most visible and dominant force in this
environment. Trolls are the most prolific breeders and the most commonly
encountered monsters in these areas. They frequently live in caves carved
directly into the mountainside or in close proximity to cliffs, rock walls and
other imposing terrain features. However, these giants are not tied to one
particular location and may stray several hundred miles from their crude
abode in search of food. Trolls adapt well to all weather conditions, thanks
in large part to their regenerative abilities. They prefer to inhabit icy and
snowy mountainous regions that are not easily accessible to fire-wielding
adventurers, but they are just as equally suited to life in the lower elevations
and warm valleys. While they are not intelligent by conventional human
standards, they are clever combatants who maximize their physiological
advantages and the surrounding landscape. The wily monsters gladly fight
their adversaries on the precipices of icy vertical surfaces, hidden crevasses
and steep slopes. In fact, they sometimes grapple foes and join them in a
terrifying plunge down the mountain, knowing that their regenerative
abilities are sure to save them from certain death.

Hill giants lead a similar lifestyle to their physically taller but weaker
troll kin. The animalistic humanoids reproduce at staggering rates. They
sow suffering and misery wherever they go as they roam the temperate
hills looking for land able to produce enough meat and starchy vegetables
to sustain their massive appetites. Explorers trekking through the hills can
usually catch a whiff of a fetid, rank hill giant encampment long before
they set eyes upon one of these filthy, oversized humanoids. The nomadic
hill giants travel far and wide, but they never venture into warmer or
colder climates unless an abundant and easily obtainable food source is in
close proximity. Hill giants lay down roots for short stretches, raiding and
pillaging neighboring settlements until they exhaust the area’s resources or
the outraged residents pose a credible threat to the unwelcome marauders.
The antagonistic monsters happily bully and butcher inferior foes, yet the
self-centered brutes wildly scramble to save their precious skins when
confronted by equal or superior opposition.

In comparison, the barbarous frost giants who lord over their frigid
realms never back down from a fight, regardless of the odds against
them. These evil humanoids preside over their icy domain from atop the
windswept summits of snow-capped peaks. Other native denizens such
as remorhaz, yetis, and even white dragons serve their frost giant masters
as guardians for their lairs or as willing allies. Frost giants always dwell
in cold mountainous regions and only descend to more temperate lower
elevations to hunt game and capture humanoids that they later use as slave
labor or for food. Raiding parties stray far from home until they return to
their communities with their ill-gotten spoils, but by and large frost giants
are sedentary beings who take up residence in snow cave complexes and
abandoned ruins in remote mountain locales. There are some instances
when the cunning predators ambushed mountain climbers on their quest
to conquer the most challenging peaks.

While frost giants dominate glacial mountaintops, the more
sophisticated cloud giants prefer milder temperatures. Unlike their
preceding kin, cloud giants are equally divided between those that aid
humanity and those that despise smaller humanoids. Giants falling into the
former category assist nearby settlements in times of need and offer their
counsel to the communities’ leaders and average citizens alike. Those
that ascribe to the latter philosophy perceive their fellow humanoids as
an exploitable resource ripe for the taking. People are no different than
bees producing honey for other creatures’ consumption. However, while a
beekeeper lovingly tends to his colony, these cloud giants indiscriminately
slay any creatures that oppose them or merely get in their way. When this
occurs, only the mightiest adventurers stand any chance of repelling the
evil humanoids’ incursion and saving the community.

Giants represent the greatest threat to mountaineers in terms of
sheer numbers and raw power. Still, even these behemoths yield to the
authority of the great dragons that reside within their heavily guarded and
inaccessible strongholds. The brutish and temperamental white dragons
wield authority over the coldest and loneliest mountaintops, while their
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cruel and twisted red dragon counterparts carve out expansive lairs
within the sides of warm mountains and the stratovolcanoes that dot the
landscape. They sometimes plot their machinations alongside fire giants
tending the forges deep inside the fiery magma chambers. The noble and
majestic silver dragons look down upon the kingdoms of men from the
lofty heights of their temperate, mountain palaces, while their fanciful
copper dragon brethren soar high above the grassy hills in search of mirth
and adventure. Though the rewards are great, none but the bravest or the
foolhardiest heroes dare tangle with these gargantuan reptiles inside their
mountain strongholds.

Weather

One word best summarizes mountain weather: unpredictable. Ominous
gray clouds can roll over the mountaintop and transform a warm, sunny
day into a dark and stormy afternoon in what seems like a literal blink
of an eye. Mountain weather is notoriously temperamental for several
reasons. Weather disturbances such as high winds and precipitation
usually occur when warm, moist air masses collide with cooler, drier air
masses. Over flat terrain, these air masses are more stable and generalized
than over uneven mountainous landscape. The altitude and the land’s
features interact in such a way that they create their own localized weather
patterns that affect small, isolated areas instead of a wide swath of ground.
So while one mountain may be deluged by torrential rainfall, another peak
just a couple of miles away remains bright and sunny.

Mountain explorers must be prepared for every possible contingency.
In addition to contending with nature’s fickle moods, adventurers must
also endure the foreseeable weather conditions — bitter cold, high winds,
downpours, blizzards, fog and the incessant glare of the sun. Though not
as unexpected as a sudden storm, these pervasive threats can be even more
dangerous over the long haul in the mountains.

Temperature

Extreme cold is inescapable at the highest elevations. Even for
mountains located in tropical climates, such as Mount Kilimanjaro in
Africa, temperatures routinely dip below the freezing point at altitudes
of 15,000 feet and higher. They constantly remain below 0° F within
the death zone and occasionally reach unimaginable lows approaching
—100° F on the summit of Mount Everest. The “Cold Dangers” section in
Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook discusses
the effects of cold upon characters.

As a general rule of thumb, air temperatures decrease by —1° F for
every 328 feet of elevation or —1° C for every 180 meters of elevation. In
order to use this formula, the GM must determine the daily high and low
temperatures in the surrounding low-lying areas. The sourcebooks Dunes
of Desolation and Fields of Blood, both from Frog God Games, provide
tables that allow the GM to calculate the daily temperatures in hot and
dry deserts, semi-arid deserts, savannas, prairies and steppes. The GM

can also use real-world weather data to compute an approximate baseline
temperature at a specific location and then apply it to the fantasy mountain
range. Using Mount Kilimanjaro as an example, at the peak of summer,
high temperatures reach 90° F and drop down to 65° F at night in the
nearby town of Moshi roughly 2,800 feet above sea level. The GM may
then use this weather data in lieu of the previously mentioned tables.

The following table computes the corresponding decrease in
temperature based upon altitude. The GM subtracts the result from the
daily high and low temperature from the corresponding baseline location
at or near sea level.

The GM may use a pro rata ratio to determine the temperature
decrease for altitudes between two elevations presented in the table.
Thus at 7,500 feet, the temperature decrease would be halfway between
the temperature decrease at 5,000 feet and the temperature decrease at
10,000 feet. The GM uses the same percentile die roll for both altitudes,
but he makes separate rolls to determine the deviation in temperature at
both altitudes.

L]
Wind

Frigid temperatures and the lack of oxygen sap the strength and will
of even the most determined mountain explorers, but neither of these
hazards impedes a climber’s progress more than wind. Despite the thinner
air found at higher elevations, wind can literally block the path of an
adventurer on his way to the elusive summit. Hurricane force winds are
not unusual on mountaintops. In fact, there are recorded instances where
the wind speed at a mountain observatory exceeded 200 mph, which is
the equivalent of the most powerful Category 5 hurricanes ever recorded.
These ferocious winds halt the traveler in his tracks, obscure visibility,
severely damage unprotected skin, and intensify the effect of the bitter
cold typically found near the summit.

There are several reasons why the winds are much stronger at higher
elevations than in low-lying areas. Naturally, altitude plays an important role.
The earth’s gravitation pull and frictional drag are strongest at ground level.
Gravity pulls air molecules toward the surface where they come into physical
contact with landmasses. As they move across the terrain, they create friction
much like a braking device slowing a moving vehicle. Gravity’s strength
weakens at higher altitudes, and no solid barriers inhibit the wind as its races
across the skies. Without drag and friction, air travels faster.

Wind is a complex engine fueled by numerous atmospheric and
geological forces. In simplest terms, wind originates from differences
in air temperature and atmospheric pressure between adjacent air
masses combined with the planet’s rotation. Whereas reductions in air
temperature can be roughly estimated using a formula tied into altitude,
it is much more difficult to do the same with wind speed. For example,
Mount Washington in New Hampshire is one of the windiest places on
earth, with recorded wind speeds in excess of 200 mph. At a height of
approximately 6,300 feet, its winds are significantly stronger than those
found on mountains four times taller than it. Factors other than altitude
predominantly account for the mountain’s potent winds. A peak’s
proximity to frontal battlegrounds and the surrounding topographical

Table 3—s5: Temperature Decrease in Degrees Fahrenheit Attributable to Altitude

5,000 ft. 10,000 ft. 15,000 ft. 20,000 ft. 25,000 ft. 30,000 ft.
01-10 -2+3d4 -20+3d4 -40+3d4 -60+3d4 -80+3d6 -100+3d8
11-20 —4+3d4 —22+3d4 —42+3d4 —62+3d4 -82+3d6 -102+3d8
21-30 -6+3d4 —24+3d4 —44+3d4 —-64+3d4 -84+3d6 -104+3d8
31-40 -8+3d4 —26+3d4 —46+3d4 —66+3d4 -86+3dé -106+3d8
41-50 -10+3d4 —28+3d4 —-48+3d4 -68+3d4 -88+3dé -108+3d8
51-60 -12+3d4 -30+3d4 -50+3d4 -70+3d4 -90+3dé -110+3d8
61-70 -14+3d4 -32+3d4 -52+3d4 —-72+3d4 -92+3dé -112+3d8
71-80 -16+3d4 -34+3d4 -54+3d4 —74+3d4 —94+3d6 -114+3d8
81-90 -18+3d4 -36+3d4 -56+3d4 -80+3d4 -96+3dé -116+3d8
91-00 -20+3d4 -40+3d4 -568+3d4 -82+3d4 —98+3dé -118+3d8
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Table 3—6: Adjustment to Wind Speed in Miles per Hour Based upon Altituder

5,000 ft. 10,000 ft. 15,000 ft. 20,000 ft. 25,000 ft. 30,000 ft.
01-10 -1d8 -1d4 +1dé +3dé +5dé +7d8
11-20 -1dé 0 +1d8 +3d8 +5d8 +8d6
21-30 -1d4 +1d4t +2dé +4dé +6dé +8d8
31-40 0 +1d6 +2d8 +4d8 +6d8 +9dé6
41-50 +1d4 +1d8 +3dé +5dé +7dé +9d8
51-60 +1dé6 +2d6 +3d8 +5d8 +7d8 +10dé
61-70 +1d8 +2d8 +4dé +6dé +8dé +10d8
71-80 +2d6 +3d6 +4d8 +6d8 +8d8 +11dé
81-90 +2d8 +3d8 +5d6 +7dé +9d6 +11d8
91-00 +3d6 +4d6 +5d8 +7d8 +9d8 +12dé

'Increase the wind speed by +6dé in the event of a storm.

features also play a significant role in ramping up the wind speeds.
Unfortunately, it is impossible to create an accurate table that can apply
these features to wind speed.

With these considerations in mind, the GM may use the following
table as a rough gauge to decrease or increase winds speeds at different
altitudes. As in the case of Table 3—5, the values that appear in this table
are intended to be added to or subtracted from the baseline wind speed at
a nearby location at or close to sea level.

In addition, the GM may halve, double or even triple these figures
based upon location conditions. For instance, a mountaintop dwarfed by
its neighbors may experience lower wind speeds than the tallest peak in
a mountain chain along a frequent frontal barrier, as in the case of Mount
Washington.

Storms

While mountains are affected by general weather events passing
through the region at large, local conditions may spawn a blinding snow
squall or a violent thunderstorm with little warning. The “Rain, Snow,
Sleet, and Hail” section and the “Storms” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook discuss the effects that
precipitation and storms have on creatures. A driving rain shower or a
heavy band of snow is a nuisance in most environments, but it can be
a tremendous danger in mountainous areas susceptible to avalanches.
Snow adds more weight to the existing snow pack, thus increasing the
chances that the load becomes too heavy for the underlying snow pack to
maintain its integrity. Likewise, rain increases the snow pack’s load. Even
worse, the water seeps into the snow pack, creating fissures and cracks
that weaken its structural integrity. The first drop of rain or flake of snow
prompts seasoned mountain travelers to abandon their climb and hurry
toward safety somewhere outside of a potential avalanche’s path.

As previously mentioned, predicting the weather in a mountainous area
is more akin to drawing straws than discerning any unassailable facts from
studying the clouds, winds and barometric pressure. Characters attempting
Survival checks to predict the weather in mountainous terrain add +5 to
the check’s DC. Furthermore, they can forecast the weather only for up to
6 hours in advance, and a success by 5 or more allows the character only
to predict the weather for an additional 6 hours in advance.

As in the case of temperature and wind, the mountains are prone to
experiencing the weather events that plague the surrounding area. At the
GM'’s discretion, he may use the weather tables presented in either Dunes of
Desolation or Fields of Blood to determine the current weather conditions
in the area, if the surrounding environment is suitable for their use. However,
the GM is encouraged to consult the table every 6 hours, instead of once
per day, to simulate the local weather conditions in a mountainous region.
Alternately, the GM may use the following universal table to determine the
local conditions in the PCs’ general area. As in the case of using the tables
from the preceding sourcebooks, the GM is encouraged to consult this table
once every 6 hours instead of once per day.

Table 3—7: Chance of Precipitation Every 6 Hours

Result Summer Avutumn  Winter

Spring

No Precipitation | 01-60 01-50 01-70 01-65
Rain’ 61-90 51-80 71-95 66-90
Thunderstorm? 91-00 81-00 96-00 91-00

If the tfemperature is 32° F or less, the precipitation falls as
SNOW.

2|f the temperature is 32° F or less, the thunderstorm be-
comes a blizzard.

Of all the preceding weather events, thunderstorms pose the gravest
danger to mountain adventurers. In addition to being most likely to trigger
a devastating avalanche, the wild lightning bolts generated by the storm
instantly char any unfortunate creature that they strike. Mountain explorers
are particularly susceptible to lightning strikes, especially at higher
elevations. Without any trees, manmade structures or other tall objects,
a lone figure or a small group occupying an open area offers an enticing
target for the mindless stroke of electricity. Furthermore, adequate shelter
is hard to find at such altitudes. In fact, natural caves and mine shafts built
into the mountainside channel electricity rather than protect against it.

Every 30 seconds during a thunderstorm, a lightning bolt crashes to the
ground 2d4-2 miles away in a random direction from the storm’s center.
(Treat a result of “0” as less than 1 mile.) The bolt deals between 4d8 and
10d8 points of electricity damage to everything in its path and ignites any
flammable materials that it hits. There is a 1% chance of lightning striking
any character less than 1 mile from the bolt. This chance is reduced to
0.5% if the character finds shelter beneath a cluster of low trees sprinkled
among taller trees, or curls up into a ball in a depression or other low-lying
area. The chances of getting struck are doubled for creatures wearing metal
armor or standing adjacent to materials that conduct electricity. The same
increase applies to a character standing under a lone tree or within the
entrance to a cave or mine shaft. The preceding modifiers stack with one
another. A character that succeeds on a DC 15 Knowledge (nature) check
accurately determines his distance from the storm’s center and ascertains
that staying low to the ground lessens the chances of being struck. A
character able to find suitable shelter during the storm, such as inside of
an interior room within a sturdy, non-flammable structure, effectively
negates any chances of being struck by lightning. The “Storms” section in
Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook provides
additional details about thunderstorms and lightning.

Fog

When encountered at or near sea level, fog is a low-lying cloud created
when the dew point, the temperature at which water vapor at constant
barometric pressure condenses into liquid water at the same rate that
it evaporates, is roughly equal to or slightly less than the ambient air
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temperature. Increases in altitude cause a rapid drop in air temperature, but
a much slower decrease in the dew point. Eventually, the air temperature
overtakes the dew point, which gives birth to clouds.

Numerous local environmental and geological factors contribute to
cloud formation, making it impossible to create an accurate table that takes
all of these aspects into consideration. Still, as a general rule of thumb, fog
accompanies all precipitation that occurs at elevations of 5,000 feet and
higher. If the GM or Table 3-7 indicates that there is no precipitation at
the present time, there is still a 5% chance per 5,000 feet of elevation that
fog appears in the general vicinity. The “Fog” section in Chapter 13 of the
Pathfinder Roleplaying Game Core Rulebook describes the effects of fog.

Sunlight

The sun’s rays bring light and warmth to the world, but an invisible
danger accompanies them — ultraviolet radiation. The ground absorbs
some of this harmful radiation. However, the lack of shady vegetation and
prolonged periods without significant cloud cover provide no respite from
the sun’s incessant rays. Ultraviolet radiation is particularly harmful to the
body’s largest organ — the skin. The damage is referred to as sunburn, and
it is in fact a radiation burn rather than an injury caused by exposure to a
heat source. As a result, it is equally possible to get sunburn on a bright,
cold day than it is on a warm, sunny day. Of course, the person would
also have to remain outside for an extended period of time on a frigid day
without wearing significant layers of clothing to keep his body warm. The
same materials that protect his body from the cold also protect his skin
from the sun’s harmful rays.

Loose-fitting, light-colored clothing along with a hat provide the best
protection against sunburn. A brim or visor to shield the eyes and face
from the sun is also useful. Even so, these precautions are not perfect.
Scarves protect the neck and lower face, but it is impossible to cover the
eyes without sacrificing vision. The sun is at its peak from late morning
through early afternoon. From 10 a.m. until 3 p.m. on bright, sunny days,
humanoids exposed to direct sunlight must make a successful DC 10
Constitution check every hour to avoid getting sunburn on body parts not
covered by clothing. These typically include the face, neck, hands and
eyes. Constitution checks are not necessary whenever there is significant
cloud cover.

Table 3—8: Sunburn Check DC Modifiers

Sunburn Check

AEEELE DC Modifiers
Clothing' -4
Every previous check that day +1
Footwear -1
Gloves -1
Headdress -2
Light-colored clothing -2
Scarf -2
Visor -2

'Clothing must cover the arms, torso and legs

Sunburned humanoids begin to feel its effects within 2d12 hours after
exposure to the sun. Sunburn deals 1d4 points of nonlethal damage per
day for the next 1d4 days. Characters can get sunburned only once per
day, but its effects are cumulative and stack with one another. Whenever
a character rolls a natural 1 on its Constitution check, his eyes become
sunburned. In addition to taking nonlethal damage, the character suffers
from light sensitivity and takes a —2 penalty to Perception checks for the
next 1d4 days, even after the nonlethal damage is healed. Only a remove
blindness/deafness or similar spell cures the light sensitivity.

In addition, between 10 a.m. and 3 p.m., creatures with light
sensitivity suffer instead from light blindness unless they succeed on a
DC 10 Constitution check. They must make this check every hour during
this time frame and the check’s DC increases by +1 for every previous

check that day. Creatures that roll a natural 1 on an attack roll or saving
throw while outside during this time of day must succeed on a DC 10
Constitution check to avoid suffering from light sensitivity for the next
1d4 rounds. This effect is not cumulative and does not stack with itself.

Snow Blindness

The skin is the organ most susceptible to UV radiation at lower
elevations, but the very sensitive eyes become more prone to UV damage
at high altitude for two reasons. Snow and ice are almost always present
at the colder, higher elevations. Frozen water reflects a far greater
percentage of the sun’s ultraviolet radiation back into the atmosphere
than bare rock or earth thus increasing the rays’ intensity. There are also
fewer ozone molecules in the thin air to block the reflected radiation.
If the character is not wearing any protective eyewear at snow and ice-
covered elevations of 10,000 feet or greater, the creature’s eyes and any
exposed body parts are all sunburned on a failed Constitution check.
Creatures with light sensitivity suffer a —4 penalty on their Constitution
check to avoid getting sunburn.
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Gh. 4: SKills and Feats

Talent is a gift. Some people are born with the innate ability to perform
wondrous deeds without expending any effort, while others spend countless
hours learning to do the same things with inferior results. Adventurers are
no different than the average person. In most cases, the character’s race,
mental acumen, physical prowess and class shape his ability to undertake
certain tasks. A veteran warrior blessed with inherent strength can wield a
mighty sword, climb over a tall barrier, and devise a complex battle strategy
on the fly with ease, but he cannot dazzle an audience with his singing or
coax magic from a wand without extensive practice and specialized training.
The same soldier can later devote considerable time and energy to master a
weapon of his choosing, thus granting him the opportunity to further hone
and expand his abilities with his implement of destruction.

Skills and feats offer characters a chance at uniqueness. Every fighter
can effectively swing a scimitar or scale a stone wall, but the allocation
of skill points and choice of feats allows him to perform either task
better than his peers or accomplish something outside his normal area of
expertise. He could improve his ability to treat wounds and diseases by
acquiring ranks in the Heal skill or increase his speed with the Fleet feat.
For players with imagination, the options are nearly limitless.

Skills

In game terms, skills define the parameters of a character’s ability to
successfully complete specified actions. Adeptness with a particular skill is
based upon three primary components: the number of skill points (ranks)
allocated to that skill; the ability modifier assigned to that skill; and whether
or not the skill is defined as a class skill for the character. Other factors such
as magic items, spells, racial modifiers and certain feats may also improve
the adventurer’s chances of performing a particular task. Many skills have a
broad range of uses. For instance, a successful Acrobatics check determines
how far and high the character can jump, whether or not he can pass through
threatened areas and avoid attacks of opportunity, as well as adjudicating his
abilities to maintain his balance while walking across a narrow surface. Other
skills, such as the Craft and Profession skills are more narrowly focused.

Though the skill descriptions that appear in the Pathfinder Roleplaying
Game Core Rulebook are exhaustive, the rugged mountains offer characters
an opportunity to use their skills in ways that were previously unimaginable.
The following section discusses alternate uses for several skills during the
characters’ unforgettable journeys through mountainous environments.

Acrobatics

The sourcebook Fields of Blood contains rules for ice skating and skiing.
Some of these rules are reprinted here for your convenience. The rules
presented in that sourcebook addressed cross-country skiing over mostly
flat surfaces rather than the faster and potentially more dangerous pastime
of downbhill skiing. Though there are risks involved in skiing at high speeds,
skiing can be a fast, safe and exhilarating way to negotiate a path down the
slope. Normally, it costs two squares of movement to enter a snow-covered
square and four squares of movement to enter a square blanketed with heavy
snow, even while walking downhill. Likewise, ice presents a similar hazard
as it requires 2 squares of movement to enter a square covered by ice. A
character wearing skis must spend only 1 square of movement to enter a
square covered in ice or snow, regardless of its depth. In addition, ice and
snow are not considered difficult terrain for a properly equipped character,
though skiing across an icy surface imposes a +5 penalty to the Acrobatics
check’s DC. Skis appear in the “Clothing” section in Chapter 2 of The
Pathfinder Roleplaying Game: Ultimate Equipment.

Unlike cross-country skiing, downhill skiing relies on the mountain’s
slope rather than the character’s base speed to determine how fast the
character skis down the mountainside. The character’s speed is equal to

the slope’s steepest angle rounded down to the nearest 5-foot increment.
Therefore, a character skiing down a 45-degree slope has a speed of 45 feet
unless he succeeds on an Acrobatics skill check to increase or decrease his
speed (see Table 4-2). To take the character’s momentum into account,
half of that speed (rounded down to the nearest 5-foot increment) carries
over to the next round and is added to any speed gained from continuing
down the mountain. Thus, a character continuing down a 45-degree slope
would reach a speed of 65 feet on the following round (45 feet/2 = 20 feet
+ 45 feet = 65 feet). As in the preceding example, 30 feet would carry over
to the next round and so on and so on. The character’s speed continues to
increase until the character reaches terminal velocity based upon whether
the character is skiing over ice or snow as expressed in the following table.

Table 4-1: Terminal Velocity for Skiing

Surface Type Maximum Speed
150 ft.
200 ft.

Snow
Ice

A successful DC 0 Acrobatics check is needed to ski across a snowy
surface. However, this check does not take the character’s speed, stopping,
turning and advanced maneuvers into account. An expert skier may reach
breathtaking speeds in excess of 80 mph while skiing down a steep vertical
drop, but he must also learn how to turn and stop with split-second precision
to avoid plowing into obstacles and being seriously injured. A character on
skis ignores the DC modifiers for moving across slippery surfaces discussed
in the “Acrobatics” section in Chapter 4 of the Pathfinder Roleplaying
Game Core Rulebook. The following tasks require checks:

Table 4—2: Skiing

Task Acrobatics DC

Take a 5-foot step 0

Skiin a straight line 0
Reduce speed by half 5

Turn 45 degrees by spending 5 feet 5

of movement

Complete stop 10
Increase speed by 1-1/2 times 10
Turn 90 degrees by spending 10

5 feet of movement
Charge'! 15

20 + 1 per 5 feet of

Jump and land on feet distance jumped

'includes successfully moving and stopping adjacent fo
your opponent

Table 4—3: Skiing Modifiers

Ski Modifiers DC Modifier
Speed +1/10 feet
Icy surface +5
One ski missing +5
Glissading' +10

'Glissading is sliding down the mountain in an upright or
sitting position without the use of skis.
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The character must succeed on a separate check for each task the
character attempts to perform during his turn. A character that fails an
Acrobatics check immediately falls prone (losing its move or standard
action) and slides a number of feet equal to half his current ski speed
in the same direction that he was traveling before falling unless a
solid, immovable object impedes his progress. He provokes attacks of
opportunity and cannot take any actions while sliding in this manner,
including attempting an Acrobatics check to avoid an attack of opportunity
due to movement. The character takes 1d6 points of falling damage from
the mishap. If the sliding character barrels into an obstacle or barrier, the
character’s falling distance is equal to 1/2 his ski speed. Thus a character
moving at a speed of 100 ft. takes 5d6 points of damage, which is the
equivalent of a 50-foot fall. He cannot attempt an Acrobatics check to
ignore the first 10 feet fallen, and he receives no saving throw to halve or
negate the falling damage.

Skiing at the character’s current speed requires a move action. The
character can use a standard action to move again at his current ski speed,
but he cannot run as a full-round action on skis. If he does not threaten an
opponent at the end of his movement, he cannot attempt a melee attack
unless he has a feat or special ability that allows him to move both before
and after making an attack. Characters attacking with a ranged weapon
suffer a —4 penalty to their attack roll while moving on skis. A stationary
character suffers no penalty.

It is impossible to ski down a slope greater than 60 degrees. Skiing
up an incline decreases the character’s speed by an amount of feet equal
to the angle of the slope rounded down to the nearest 5-foot increment.
Whenever a character falls while moving uphill, he slides 1d4 x 10
feet back down the slope though he takes no damage from the fall. It is
impossible to ski up a slope greater than 30 degrees.

Knowledge (geography)

Mountains are forbidding natural barriers. Treacherous rock formations,
sheer vertical walls, cliffs and sheets of ice can turn back even the most
determined mountaineers. Unless left with no other choice, experienced
climbers avoid these hazards and seek out alternate routes across, over or
through the mountains. The fastest and safest choice is the mountain pass.
These crude roadways bypass the peak’s most dangerous obstacles and
provide a negotiable means of reaching the other side. Few humanoids
can muster the enormous resources needed to construct conventional
highways and tunnels in the mountains, so natural forces such as lava flows
and melting snowfall are responsible for the creation of most mountain
passes. Seasoned explorers typically know the locations of most mountain
passes, but they also have a knack for spotting the geological features
consistent with surreptitious mountain passes as well. A successful DC 15
Knowledge (geography) check identifies the presence of any well-known
mountain passes as well as previously undiscovered paths or tunnels
through the terrain. The DC increases by +1 for every mile between your
current location and the mountain pass. Of course, characters cannot
find mountain passes that are not there, so a successful check allows the
character only to locate an existing manmade or natural mountain pass.

Knowledge (nature)

Volcanic eruptions are one of nature’s most visually spectacular and
destructive natural disasters. Though molten lava is most synonymous
with a volcanic eruption, the deadly rivers of smoldering fire are just
one component of the blast. Lava flows are a localized menace that pales
in comparison to the havoc wrought by the expulsion of immeasurable
volumes of choking ash, lethal gases and other debris from the angry
mountaintop. Unlike earthquakes, a chain of events frequently precedes
a volcanic eruption. The mountain may belch a few puffs of smoke or
rattle the surrounding area with a series of tremors. A successful DC 20
Knowledge (nature) check allows the character to determine whether an
eruption is going to occur within the next 2d4 days. If the check succeeds
by 5 or more, the character can narrow the window even further to the
next 1d4 days.

Profession (mountaineer)

Mountaineering is an extremely specialized profession. Though it
encompasses a variety of skills from different disciplines — such as the ability
to climb vertical surfaces, maintain balance on precarious ledges and endure
harsh weather conditions — many facets of mountaineering are unique to
this particular occupation. An experienced outdoorsman may know where to
find food or how to maintain some body heat in a mountainous environment,
but he likely has no experience building a crude shelter out of the snow or
constructing an elaborate rope system to aid climbers on their treks to perilous
summits. These tasks fall under the umbrella of the Profession (mountaineer)
skill. In some instances, these tasks add bonuses to the adventurers’ Balance
and Climb skill checks, while in others they improve conditions to occasionally
make ability and skill checks unnecessary.

In arctic climates and at extremely high altitudes, cold and wind are
the mountaineers’ greatest immediate enemies. Given enough time and
the proper equipment, experienced mountaineers can build temporary
structures such as snow caves or igloos to grant some protection from
these raw elements. Snow and ice have excellent insulating qualities
which, when warmed by body heat or even a tiny fire, can significantly
increase the temperature inside the makeshift dwelling. It is not unusual
for temperatures inside temporary structures to exceed the freezing point.
The warmest temperature inside a snow cave is 40° F. The warmest
temperature inside an igloo is 50° F. Care must be taken to include
adequate ventilation. A snow cave or igloo provides good protection
against weather and wind.

The following table provides the necessary details for building a snow
cave or igloo. It includes the structure’s capacity, the increase in air
temperature within the structure as opposed to the outdoor temperature,
the length of time needed to construct it and the Difficulty Class
necessary to build a structurally sound snow cave or igloo. (The GM is
encouraged to secretly roll the Profession [mountaineer] check needed
to build a structure, since failure is likely to occur 1d4 hours after the
structure’s completion. If this occurs, the roof or wall collapses, exposing
the individuals within to the outside world and potentially burying them
beneath a mound of snow in a manner similar to a cave-in or collapse.)

Table 4—4: Mountain Shelters

Temperature Construction

LEES Increase Time oS
pez‘g'f'sﬂ Osugégve +20° F 30 minutes | 10
Bulda2-4person | y300F | 50minutes | 10
g™ | a0 11/2hours | 15
e oa o | +s0°F | 21/2hous | 15

Include venting for a small fire or stove +20° and +5 to DC
Hurry construction (-50% construction time) and +5 to DC

The structure’s capacity is based upon the premise that the occupants
are Medium-sized creatures. Two Small creatures can sleep in the space of
one Medium creature. Likewise, one Large creature requires the sleeping
space of two Medium creatures. Snow caves and igloos are too small to
house Huge creatures and larger. A snow cave or igloo takes one hour to
warm up once it is occupied. If there are fewer people inside the snow
cave or igloo than its minimum capacity, the structure is 20° F cooler than
it would be if it were occupied to its minimum capacity. Likewise, the
construction times are based upon the efforts of one character with ranks
in the Profession (mountaineer) skill creating the snow cave or igloo. If
more than one person has training in the Profession (mountaineer) skill,
the construction times are proportionally reduced. However, only one
Profession (mountaineer) skill check is made to determine whether the
snow cave or igloo is structurally sound, though the architect’s helpers can
use the aid another action to improve the chances of success.
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Snow cave: A snow cave is usually built in a steep hillside with
deep snow by hollowing out a small entrance hole followed by a larger
main cavity. The roof must remain at least 2 feet thick after the cave is
completed to keep it from collapsing. A ventilation shaft can usually be
pushed through with the handle of a snow shovel or axe. On flat ground,
variations include trenches covered with a tarpaulin and supported with
equipment from within, and pits dug beneath snow-covered trees. A
shovel grants a +2 circumstance bonus to the Profession (mountaineer)
skill check needed to build a snow cave.

Igloo: An igloo is a much more time-consuming endeavor because it
is composed of individual blocks that must be cut and shaped. Blocks are
cut into 6-inch-by-6-inch-by-2-foot rectangles. They are then placed in a
circle and trimmed to form a spiral ramp that continuously winds up to the
top of the igloo. By trimming the inside edges of the blocks, they wedge
together and tilt inward toward the center to form a dome shape. The dome
is closed off using a wedge shaped block that serves as the keystone. Igloo
walls have a hardness of 0 and 18 hit points. A snow shovel or saw grants a
+2 circumstance bonus to the Profession (mountaineer) skill check needed
to build an igloo.

Harsh weather conditions are not the only hazards facing mountaineers.
Cold, wind and oxygen deprivation are slow killers. An unstable rock,
a loose piece of ice or a slippery surface can turn a climber’s dream of
reaching the summit into a horrific nightmare of plummeting hundreds
or even thousands of feet down the mountain toward certain death.
This cruel reality especially plagues novice climbers as they learn the
intricacies of this dangerous profession. In order to minimize the chances
of a catastrophic failure, more experienced mountaineers may go ahead
of their less-seasoned colleagues and fasten a single rope or a complex
network of ropes to aid them in their pursuit to the top. Though none
of these devices is absolutely foolproof, they have saved the lives of
countless mountaineers. Unfortunately, there is only one surefire way
to test the devices’ strength and that is through actual usage in the field.
For that reason, the character setting up these climbing aids should not
roll his Profession (mountaineer) skill check to determine whether he
successfully set up the system until the first person makes use of it. The
following table indicates the Difficulty Class needed to successfully create
these structures.

Table 4—5: Climbing Aids

Task Dicfﬁlzt;lty
Create an anchor point 10
Build a simple rope fraverse 15
Build a rappel system 15
Set up a solo climbing belay system or rope team 20
Set up a crevasse rescue system 25

Create an anchor: The rope traverse requires two anchor points. The
rappel system and rescue system each require one anchor point. If there
are no solid anchor points such as huge boulders or trees to wrap a rope
around, the builder must create an anchor with a hammer and a piton. In
snowy terrain, a hand axe, pick or similar weapon or tool can be used as
an improvised anchor. Likewise, in icy terrain an ice axe or an alpine axe
can also be used as an improvised anchor with the same modifier to the
DC. Using an improvised anchor adds +2 to the DC of the Profession
(mountaineer) check. Naturally, if an anchor point gives way, the entire
contraption fails.

Simple rope traverse: This is a single strand simple rope bridge,
usually over a crevasse or river. The challenge in setting up a traverse
is to maintain a good amount of tension in the rope, and to be sure that
neither of the anchor points gives way. A character must have access to
both anchor points in order to set up a traverse. It takes 5 minutes to set up
each of the two sides of the traverse and to pull the rope to proper tension.
Crossing a simple rope traverse requires a successful DC 5 Climb check.

Rappel system: This system allows mountaineers to lower themselves
or another person from a height and pull the rope down afterward. The
rappel system can be used only to aid a mountaineer’s descent down the
mountain. It cannot be used to improve the character’s Climb skill checks

to ascend the mountain. A character can use a move action to descend the
mountain at a maximum speed of 60 feet. The person being lowered does
not have to make a Climb check. It takes 5 minutes and a mountaineer’s
kit to set up a rappel system.

Belay system or rope team: These backup climbing systems require
one mountaineer’s kit and 50 feet of rope for every two climbers. Setting
up a belay system or rope team requires 3 minutes per climber. If a
character fails a Climb skill check while using a belay system or rope
team and would otherwise fall, the belay system or rope team catches the
character instead. He does not fall unless the system was improperly set
up and gives way. The Profession (mountaineer) check is made at the time
of the first potential fall.

Crevasse rescue system: It is extremely difficult to haul a heavy weight
with a simple rope. A person can normally haul a weight no greater than
double his maximum load. A rescue system includes special one-direction
slipknots that automatically lock off a rope as it is lifted. With a pulley
system in place, a character can lift up to 4 times his maximum load. When
a single adventurer is trying to rescue an unconscious comrade, a pulley
system is usually the only non-magical way for him to lift the weight. It
takes 6 minutes and a mountaineer’s kit to set up a pulley system.

The preceding time requirements are based upon the premise that one
character trained in the Profession (mountaineer) skill is setting up the
anchor points and ropes. If two or more trained characters aid him in the
endeavor, the time requirements are reduced in a proportionate manner.
Only one Profession (mountaineer) skill check is made to determine
whether the climbing aid was successfully installed, though the architect’s
helpers can aid another to improve the chances of success.

New Feats

As characters progress through their adventuring careers, they learn
subtle nuances of their craft that open new doors to limitless possibilities.
Some portals lead to winding roads teeming with interconnected paths ripe
for exploration. These routes are commonly referred to as feat trees. One or
more base feats serve as the prerequisite for countless others that build upon
the character’s expertise in a specific area. Other avenues point characters
in a more diverse direction where they can pick and choose from an array
of feats with no recognizable commonality. The feats presented in the
following section fall into both of the preceding categories. Some add more
branches to existing feat trees, and others explore new ground. Likewise,
several feats are beneficial to characters adventuring in mountainous terrain,
while many others have generalized applications.

Adrenaline Surge

Adrenaline courses through your veins, temporarily giving you
added durability.

Prerequisites: Great Fortitude, Improved Great Fortitude

Benefit: Whenever you succeed on a Fortitude save made in response
to an enemy’s actions, you gain a number of temporary hit points equal to
your Constitution modifier. These temporary hit points last for 1 minute or
until the temporary hit points gained from this effect are lost, whichever
occurs first. Fortitude saves caused by the actions of you or your allies do
not grant any temporary hit points.

Animal Whisperer

You can speak with an animal that you trained.

Prerequisites: Animal Affinity

Benefit: You can use speak with animals as a spell-like ability. This
is a spell-like ability with a caster level equal to 1/2 your character level
(minimum 1), and you may use it for a number of minutes per day equal
to 1/2 your character level. These minutes do not have to be consecutive,
but must be used in one-minute increments. You can communicate only
with an animal that you personally trained to perform at least one general
purpose trick or a wild animal that you reared.
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Altitude Affinity Feat

Altitude Affinity is not a new feat. It originally appeared in
Pathfinder #6: The Spires of Xin-Shalast by Paizo Publishing. It
was then updated to the Pathfinder Roleplaying Game rules in
the Pathfinder Campaign Setting: The Inner Sea World Guide.
Because it is particularly relevant to the content of this book it
is included here for your convenience, but it is not a product of
Frog God Games nor is it intended to be construed as such by its
inclusion here.

Altitude Affinity

You have hardened your body against the grueling rigors of
surviving at high altitudes.

Prerequisites: Endurance

Benefit: You are automatically acclimated at high altitudes. In
addition, you gain a +2 competence bonus on all Survival checks
made at altitudes of 5,000 feet or higher.

Annunciate

You have a booming voice and your pronunciation is impeccable.

Prerequisites: Perform (oratory) 4 ranks

Benefit: Add +1 to the Difficulty Class for all saving throws against
spells with the language-dependent descriptor. Your chances of spell
failure are halved whenever an effect or condition inhibits your ability to
use verbal components, such as being deafened. This feat does not allow
you to cast spells with a verbal component under impossible conditions,
such as within a vacuum or an area affected by magical silence.

Special: This feat stacks with Spell Focus.

Anticipate Maneuver

You can anticipate your opponent’s combat maneuvers.

Benefit: You add your Wisdom bonus to your attack bonus, Strength bonus
and size bonus when determining your Combat Maneuver Defense instead of
your Dexterity bonus. This bonus does not stack with monk abilities.

Normal: You add your Dexterity bonus to your base attack bonus,
Strength bonus and size bonus when determining your Combat Maneuver
Defense.

Assess the Situation (Combat)

You delay your actions to allow you to react better to your current
situation.

Prerequisites: Improved Initiative

Benefit: You treat your initiative check as if you rolled a natural 1. You
must declare that you are using this feat before the initiative checks are
made by all combatants. On your first initiative count, you spend the entire
round observing the combat. You cannot take any actions, but you are not
helpless. At the beginning of your next turn, you act as though you were
affected by a haste spell. The haste effect lasts for one round. You act
normally for the remainder of the combat.

Cliff Hanger

Cliffs and rock walls do not frighten you.

Prerequisites: Acrobatics 1 rank, Climb 1 rank, Dex 13, Str 13

Benefit: You gain a +4 bonus on the following checks: Acrobatics skill
checks made to avoid any damage from the first 10 feet fallen and convert
any damage from the second 10 feet to nonlethal damage; Climb skill
checks made to catch yourself on a wall or slope while falling.

You receive a +4 bonus to your CMD against awesome blow, bull rush
and overrun maneuvers that attempt to move you into a hazardous location
such as a wall of fire or over the side of a cliff. In addition, you gain a +8
bonus, instead of the normal +4 bonus, on grapple checks made to avoid
being placed in a hazardous location.

Special: If you are wielding a hand axe, pick or similar weapon, you
gain an additional +2 bonus on Climb skills checks made to catch yourself
on a wall or slope while falling.

Come to Your Senses

You gain extra resistance against blindness and deafness effects.
Prerequisites: Con 13
Benefit: You gain a +2 bonus on saves against blindness and deafhess effects.

Delay Potion

You can store a potion in your mouth for later consumption.

Benefit: Instead of swallowing a potion and having it take immediate
effect, you may store one potion in your mouth and delay its effects for
up to a number of rounds equal to your Constitution modifier. Placing the
potion in your mouth still takes a standard action that provokes attacks of
opportunity. Swallowing the potion is a free action. If you do not swallow
the delayed potion within the allotted time or you expel it from your
mouth for any reason, the potion immediately loses its magical properties.
While the potion remains in your mouth, you cannot speak, cast spells
with a verbal component or make a bite attack. If you attempt these or
any similar actions, you forcibly expel the potion out of your mouth.
Likewise, eating or drinking while the potion is in your mouth forces you
to immediately swallow it. If you attempt to take another potion while
one is already in your mouth, the mixture of the two incompatible liquids
drains both potions of their magical properties and results in a burning
sensation that deals 1d6 points of fire damage (no save) to the imbiber.

While the potion remains in your mouth, you are considered distracted.
You cannot take 10 or take 20 on any skill checks. If you take damage
while the potion is in your mouth, you must succeed on a (DC 10 + damage
dealt) Fortitude save to avoid forcibly expelling it out of your mouth.
The stored potion immediately dribbles out of your mouth whenever you
suffer from the helpless, panicked, or stunned conditions or are otherwise
unable to act.

Normal: Drinking a potion is a standard action.

Downhill Archer (Combat)

Your accuracy improves when you fire ranged weapons down a slope.

Prerequisites: Point Blank Shot

Benefit: You geta+1 bonus on attack rolls with ranged weapons whenever
you attack an opponent from higher ground or from above while flying.

Downhill Charge (Combat)

Your downhill momentum makes your charge attacks more powerful
than normal.

Prerequisites: Mountaineer, Improved Bull Rush

Benefit: Whenever you run or charge downhill on a steep slope, you
do not risk falling. When you hit an opponent with a charge attack while
moving downhill, you may initiate a bull rush as a free action. You must
move into your opponent’s square, though the attack does not provoke
attacks of opportunity. If you successfully push your opponent 10 feet or
more, he must succeed on a DC 10 Acrobatics check or be knocked prone
and slide 1d2 x 5 feet down the hill in the same direction that you were
traveling. If that square is already occupied, the target lands in the nearest
unoccupied square.

Normal: Running or charging downhill requires a successful DC 10
Acrobatics check or you risk falling.
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Evasive Maneuvers

You can leap, jump and fly with expert precision and can resist effects
to slow or immobilize you.

Prerequisites: Acrobatic

Benefit: You gain an additional +1 bonus on Acrobatics and Fly checks
and a +2 bonus on saving throws against spells and effects that would
impede your movement, such as paralysis, solid fog, slow and web.

Heave Ho (Combat, Teamwork)

You and an ally can attempt to heave an opponent off the side of a cliff.

Prerequisites: Improved Grapple, Improved Unarmed Strike, base
attack bonus +4, Dex 13

Benefit: Whenever you and an ally who has this feat are both grappling
the same creature, you can place your target in any square adjacent to you
or your ally if you succeed on your grapple check to move your target. If
you attempt to place your foe in a hazardous location, such as in a wall
of fire or over the side of a rock wall, the target receives a free attempt to
break your grapple with a +4 bonus. This bonus is reduced by —4 for every
ally that has this feat and is also grappling the same creature.

Irrefutable Logic

You can keep your emotions in check.

Prerequisites: Wis 13

Benefit: You get a +2 morale bonus on saving throws made against
spells with the emotion descriptor.

Special: This descriptor first appears in the Pathfinder Roleplaying
Game: Ultimate Magic.
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Lucky Omen

You were born under a lucky sign giving you added protection against
curses and hexes.

Prerequisites: Cha 13

Benefit: You gain a +2 morale bonus on saves made against curses such
as bestow curse, and witch’s hexes.

Master Jeweler

You are a master of crafting, repairing, identifying and appraising the
properties and values of jewelry and resisting the effects generated by
magical jewelry.

Prerequisites: Craft (jewelry) 4 ranks

Benefit: You gain a +4 bonus on the following checks: Appraise checks
made to determine the monetary value of jewelry; Craft checks made
to create and repair jewelry; Spellcraft checks made to determine the
magical properties of jewelry items including but not limited to rings and
necklaces.

You also gain a +2 bonus on saves against spells and effects created by
magical jewelry, such as rings and necklaces.

Mental Fortress

Nothing can penetrate your mental defenses.

Prerequisites: Improved Iron Will, Iron Will

Benefit: Whenever you succeed on a Will save made in response to an
enemy’s actions, you gain immunity to all mind-affecting effects for a
number of rounds equal to your Wisdom modifier. If another creature is
exercising mental control over you, such effects are suppressed while you
are affected by this feat. The effects resume when this feat’s benefit ends.
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Will saves caused by the actions of you or your allies do not grant you
immunity to any mind-affecting effects.

Mountain Contortionist

You can extricate yourself from avalanches, cave-ins and collapses.

Prerequisites: Mountaineer

Benefit: You can attempt an Escape Artist check in place of a Strength
check to free yourself from the bury zone of a cave-in, collapse or
avalanche. The Escape Artist check uses the same DC as the Strength
check. In addition, you get a +4 bonus on Escape Artist checks made to
free yourself while buried and to squeeze through or into a space less than
half your space’s width.

Mountain Fighter

You are skilled at fighting while climbing.

Prerequisites: Mountaineer

Benefit: You do not lose your Dexterity bonus to AC and can use your
shield (except tower shields) while climbing. Whenever you take damage
while climbing, you gain a +4 bonus on your Climb check to avoid falling.
If the surface you are climbing has footholds, you can take actions with
both hands, though doing so increases the Climb check’s DC by +5.

Normal: While climbing, you lose your Dexterity bonus to AC and
cannot use a shield. You need both hands free to climb.

Mountain Hiker

You move faster than normal in hilly and mountainous terrain.

Benefit: While you are wearing light armor or no armor, your base
speed increases by 10 feet whenever you move across hilly or mountainous
terrain. You can also move uphill on a steep slope without penalty. You
lose the benefits of this feat if you carry a medium or heavy load.

Special: You can only take this feat once. Its effects stack with Fleet.

Mountain Runner

You can move through hills and mountains without impediment.

Prerequisites: Mountain Hiker

Benefit: While in hilly or mountainous terrain, you may move through
any sort of snow, ice, undergrowth or dense rubble at your normal speed
and without taking damage or suffering any other impairment. If the snow,
ice, undergrowth or dense rubble has been magically manipulated to
impede motion, it still affects you. You gain a +4 bonus to saving throws
made to avoid being affected by the preceding terrain features.

Mountaineer

You are an expert mountaineer.

Prerequisites: Acrobatics 1
(mountaineer) 1 rank

Benefit: You gain a +4 bonus on the following checks: Acrobatics
checks made to move through scree, dense rubble, steep slopes and narrow
surfaces in a hilly or mountainous environment; Climb checks made to
scale cliffs and rock walls; and Profession (mountaineer) checks made to
build snow caves, igloos and climbing aids.

rank, Climb 1 rank, Profession

Mountainous Tactician

You know how to use mountainous terrain to your advantage

Benefit: Whenever you attack an opponent from higher ground, you
gain a +2 bonus on your attack roll in place of the normal bonus for being
on higher ground. Any attack bonus that your opponent receives from
being on higher ground is decreased by —1. This feat is effective only if
you and your opponent are both in mountainous terrain.

Normal: Attacking from higher ground grants a +1 bonus to attack rolls.

Never Saw It Coming (Combat)

Opponents feel at ease around you.

Prerequisites: Deceitful

Benefit: Whenever you succeed on a Disguise skill check to impersonate a
particular individual that your target at least recognizes on sight and does not
consider to be a threat, you may attempt a Bluff check. If your Bluff check
succeeds, the target feels at ease around you and treats you as if you had total
concealment. Your concealment immediately ends after you attack the target
or the target’s allies, regardless of whether or not the attack is successful. You
may use this feat to simultaneously affect a number of targets equal to your
Charisma modifier. If you fail your Bluff check, your target may immediately
attempt another opposed check to see through your disguise.

Precognition (Combat)

You get the uncanny feeling that you have already witnessed what is
about to unfold.

Prerequisites: Wis 13, Improved Initiative

Benefit: Whenever you roll a natural 20 on an initiative check, you gain
an insight bonus to your AC, attack rolls and saving throws equal to your
Wisdom modifier, even if you do not have the highest initiative count.
The insight bonuses last until the end of the first round of combat (not
including any surprise rounds). If you did not roll a natural 20 on your
initiative check, but you still have the highest initiative count, you gain
an insight bonus to your AC, attack rolls and saving throws equal to 1/2
your Wisdom modifier (minimum 1). The preceding benefits do not stack
with one another.

Read and React

You can react to danger as well as avoid it.

Prerequisites: Improved Lightning Reflexes, Lightning Reflexes

Benefit: Whenever you succeed on a Reflex save made in response to
an enemy’s actions, you may take a 5-foot step as an immediate action.
You may still take a 5-foot step during your next turn, and you do not
subtract your 5-foot step from your movement during your next turn.
Reflex saves caused by the actions of you or your allies do not allow you
to take a 5-foot step.

Rune Reader

You are adept at spotting magical runes and avoiding their ill effects.

Prerequisites: Spellcraft 5 ranks, trapfinding

Benefit: You get a +4 bonus on Perception checks made to find magical
traps triggered by runes or symbols such as explosive runes and symbol of
death. In addition, you also gain a +2 morale bonus on saves made against
spells and spell-like effects triggered by runes or symbols.

Skeet Shooter (Combat)

Your accuracy improves when you fire ranged weapons at airborne targets.

Prerequisites: Point Blank Shot

Benefit: You get a +1 bonus on attack rolls with ranged weapons
whenever you attack an airborne creature.

Snow Bum

You are an expert ice skater and skier.

Prerequisites: Acrobatics 4 ranks

Benefit: You gain a +4 bonus on all Acrobatics checks made to ice
skate and ski. Whenever you succeed on an Acrobatics check to increase
your speed while ice skating and skiing, your speed doubles instead. The
penalty you take while using a ranged weapon while moving on skis is
halved from —4 to —2.
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Spinning Kick

You plant your quarterstaff in the ground and deliver a devastating kick
to your enemy.

Prerequisites: Improved Unarmed Strike, Weapon Focus (quarterstaff),
Acrobatics 4 ranks, base attack bonus +6

Benefit: In order to use this feat, you must be holding a quarterstaff
with both hands. When making a charge, you plant your quarterstaff in
the ground and deliver an unarmed strike attack that deals double damage.
When you confirm a critical hit with your unarmed strike, you may also
attack the same opponent with your quarterstaff at your highest base
attack bonus as part of the same action. The quarterstaff attack also deals
double damage.

Triage

You can treat wounds faster and more efficiently with fewer resources.

Prerequisite: Self-Sufficient

Benefit: It takes you 10 minutes instead of 1 hour to treat deadly
wounds. You suffer no penalties to treat deadly wounds without a healer’s
kit. When you treat deadly wounds to cure nonlethal damage, the subject
recovers 2 hit points per level instead of 1.

Normal: You must expend two uses from a healer’s kit to treat deadly
wounds or take a —2 penalty for each use of the healer’s kit that you lack.

Volcanologist

You are an expert in the science of volcanism and have developed
resistance against fire.

Prerequisites: Mountaineer, Knowledge (nature) 5 ranks

Benefit: You gain a +4 bonus on the following checks and saves: Reflex
saves made to avoid being engulfed in a lava flow or struck by lava bombs;
Fortitude saves made to negate the effects of poisonous gases being
discharged by the volcano; Knowledge (nature) checks made to determine
if a volcanic eruption is imminent (see the preceding Skills section).

You suffer no penalties to your Climb checks whenever you encounter
volcanic tremors, and you gain a +2 bonus on saves against fire effects.

Normal: Volcanic tremors increase Climb DCs by 2.

Yodeler

The mountains’ natural features amplify the effects of sonic spells.
Benefit: In mountainous terrain, you cast spells with the sonic descriptor
as though your caster level were 2 higher.
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Gh. 5: Mountain Equipment

Equipment prepares explorers for the unexpected. Seasoned
mountaineers sometimes quip that “prepared adventurers make it to
the summit and back; the rest can be found in the unmarked graves
somewhere between these two points.” With this adage in mind,
mountaineers often resemble traveling merchants as they lug their
trademark tools of the trade wherever they go. Winter clothing, portable
shelter, pitons, carabiners, rope, picks and axes represent a mere fraction
of the specialized equipment that accompanies the mountaineer on his
journey to the summit. The mountains’ conquerors must be ready for
every contingency. Weather can radically change at a moment’s notice.
Bright sunshine and calm skies can suddenly give way to thick fog and
high winds. The lack of oxygen at high altitudes clouds judgment and
leads to poor and often fatal decisions. One wrong step onto unstable
rubble or a concealed patch of ice can turn deadly. Adventurers
endeavoring to tame the feral mountains must contend with all of
these dangers during their ascent into the heavens. The right tools and
equipment give these daring souls a fighting chance in their quest to
bend the forbidding peaks to their indomitable will.

Clothing

It is impossible to survive a trek into the mountains without the proper
attire. Biting cold, fierce winds and the blinding glare of the sun conspire
against adventurers attempting to summit the tallest peaks. The following
section complements and in some cases supplements the articles of
clothing and accessories found in the Pathfinder Roleplaying Game Core
Rulebook and Pathfinder Roleplaying Game Ultimate Equipment. In
addition, some of these items also appeared in Dunes of Desolation and
Fields of Blood from Frog God Games.

Table s—1: Clothing

ltem Cost  Weight
Boots, Hobnailed 20 gp 4 lbs.
Eyeglasses 50 gp =
Eyeglasses, Masterwork | 500 gp —
Fur parka 10 gp 10 lbs.
Mukluks 1gp 5 lbs.
Oilskins 20 gp 11lb.
Skis, Masterwork 250 gp | 20 lbs.
Visor 29gp 1lb.

BOOTS, HOBNAILED
Cost 20 gp; Weight 4 Ibs.

These stiff boots are constructed of two or more layers
of hard waxed leather. The soles are reinforced with wood
and studded with broad-headed nails for improved trac-
tion and extended wear. They are often worn with gaiters
to keep out snow and water. Hobnailed boots grant the
wearer a +2 circumstance bonus on Acrobatics checks
made fo move on narrow surfaces and on all Climb
checks. These bonuses do not stack with those gained from
using crampons. An unarmed strike made with a hobnailed
boot deals lethal, instead of nonlethal, bludgeoning and
piercing damage. You can also use a hobnailed boot as
an offhand weapon.

EYEGLASSES
Cost 50 gp; Weight —

These glasses include two lenses fitted info a wooden or
metal frame that sit on the bridge of the nose and are loose-
ly wrapped around the wearer’s ears. They afford the same
protection against sunburn as a visor, i.e. =2 to the Consti-
fution check DC to resist sunburn. In addition, they grant a
+1 circumstance bonus on Constitution checks against light
sensitivity or light blindness.

EYEGLASSES, MASTERWORK
Cost 500 gp; Weight —

Precision-crafted from the finest materials, masterwork
eyeglasses consist of two lenses fitted intfo a leather frame
that forms a tight seal around the eyes. They afford the
same protection against sunburn as ordinary eyeglasses ex-
cept that rolling a natural 1 on a Constitution check against
sunburn does not result in the character’s eyes getting sun-
burned. Furthermore, these eyeglasses negate the effects of
light sensitivity, light blindness and snow blindness, so a char-
acter suffering from any of these conditions can see normal-
ly while wearing the eyeglasses. The eyeglasses grant a +2
circumstance bonus on Perception checks made to detect
a mirage in desert environments and a +4 circumstance bo-
nus on Fortitude saves to resist blindness caused by foreign
objects coming into contact with the eyes, such as a dirty
trick maneuver to throw sand in the wearer's eyes.

FUR PARKA
Cost 10 gp; Weight 10 lbs.

The natural water repellency and high loft of fur makes it
perfect for outerwear. The parka is usually made with a soft,
fine fur such as sealskin on the inside, and a denser fur such
as caribou on the outside. The hood may have an especially
thick fur ruff to protect the face. A fur parka provides a +2
circumstance bonus to Fortitude saving throws against ex-
posure to cold weather. The circumstance bonus stacks with
other clothing, including when it is worn over a cold weather
outfit. However, wearing a parka over another coat or a
cold weather outfit imposes a -1 armor check penalty. Al-
ternatively, the fur parka may be worn in place of the wool
coat and heavy cloak that are included in the cold weather
outfit. When worn in this manner, the cold weather ouftfit
provides a +6 circumstance bonus fo Fortitude saving throws
against exposure to cold weather instead of the normal +5
circumstance bonus for wearing a cold weather outfit and
the -1 ACP is negated.

MUKLUKS
Cost 1 gp; Weight 5 Ibs.

The mukluk is a high-topped fur boot. Layers of fur insu-
late the inside and outside of the shoe to keep the wear-
er's feet extremely warm, but the boots have poor structur-
al support, which makes them inappropriate for climbing or
for use with crampons. It is ideal for dogsledding and other
winter activities. Mukluks provide a +1 circumstance bonus
to Fortitude saving throws against exposure to cold weath-
er, and a -1 circumstance penalty on Acrobatics checks
made to move across a narrow surface and on all Climb
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checks. This circumstance bonus is stackable with other indi-
vidual clothing articles, but not with the cold weather outfit.

OILSKINS
Cost 20 gp; Weight 1 Ib.

This oiled and waxed cotfon canvas has a dense weave
and is highly water repellent. It can be fashioned into any
garment, with parkas and leggings being the most useful in
the mountains. Full-length trail coats and rain capes com-
monly are made from oilskin. Qilskins protect a character
from getting wet, even during a prolonged blizzard or down-
pour. While wearing the oilskin garment, all penalties to skill
checks imposed by rain, sleet or snow, including magical
precipitation, are reduced by 1. Bonuses gained from wear-
ing multiple oilskin garments do not stack. Complete immer-
sion in water penetrates oilskins.

SKIS, MASTERWORK
Cost 250 gp; Weight 20 Ibs.

The common version on this item appears in Pathfinder
Roleplaying Game Ultimate Equipment. Masterwork skis
grant the wearer a +2 circumstance bonus on Acrobatics
checks made to perform a task on skis.

VISOR
Cost 2 gp; Weight 1 Ib.

Adventuring Gear

Mountains present unique challenges that demand the use of specialized
gear. Below is a collection of items that aid adventurers as they traverse
the steep slopes, rock walls and sheer cliffs that stand in their way.

Table s—2: Adventuring Gear

ltem Cost Weight
Animal Sentinel (canary) 1sp —

Axe, Alpine 35gp | 9lbs.
Axe, Ice 25 gp 5 Ibs.
Cage, Canary 2 gp 5 lbs.
Carabiner 1gp 11lb.
Hammer, Climber’s 1gp 2 Ibs.
Mountaineer’s Kit 100gp | 5 lbs.
Portable Stove 120 gp | 3lbs.
Saw, Ice 1gp 4 |bs.
Shovel, Snow 2gp 7 lbs.

ANIMAL SENTINEL (CANARY)
Cost 1 sp; Weight

Visors are made from wood and covered in fabric that is
also used to fasten the item around the head. The item pro-
tects the eyes and face from sunburn.

An animal sentinel is a normal animal used (normally by
humanoids) to detect hazards before they can affect the
animal’s owner. There are many types of animal sentinels,
but the type most frequently used in the mountains are the
caged canaries used by miners. The caged canaries are
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Mountaineering Tools as Weapons

While mountaineering tools are not intentionally designed to
function as weapons, a skilled climber in a pinch can resort to
swinging an alpine axe or a climbing hammer as a weapon. In spite
of his familiarity with these objects, these tools are still treated
as improvised weapons, thus imposing the —4 attack roll penalty
for not being proficient with the weapon. Like all improvised
weapons, climbing tools score a threat only on a natural 20 and
deal double damage on a critical hit. The alpine axe deals damage
as a battleaxe (1d8), though it is treated as a two-handed weapon
that metes out piercing or slashing damage. Its counterpart the ice
axe deals damage as a throwing axe (1d6). The climber’s hammer
deals damage as a light hammer (1d4).

carried into new or deep tunnels to detect the presence of
carbon monoxide or coal gas (see "Bad Air" in Chapter 8 of
the Pathfinder Roleplaying Game GameMastery Guide) or
methane (see Dark Folk Complex Features in Chapter 13).
The use of a canary animal sentinel provides a +10 circum-
stance bonus to the Survival check to detect the presence
of the invisible odorless gasses before larger creatures are
affected or exposed flames can ignite volatile pockets.
When a canary sentinel is exposed to these types of bad air,
the bird becomes sickened for 1d4 rounds before its owner
becomes affected. When the owner is exposed to the levels
of gas that would cause negative effects to him, the canary
becomes unconscious and dies in 1d4 rounds. After an ex-
posure fo such a hazard, there is a 50% chance that the bird
dies regardless of whether it was removed from the hazard
in fime or not. Mining communities typically raise canaries for
this very purpose so there is a ready supply available.

AXE, ALPINE
Cost 35 gp; Weight 9 Ibs.

The alpine axe is a mountaineer’s best friend. The long-han-
dled weapon and tool is used to stabilize the climber during
movement on snow and ice and to provide temporary
anchors for the most dangerous portions of the ascent. It re-
sembles a miner's pickaxe with a few differences. Its wooden
handle is about 3-1/2 ft. long. On one end of the shaftis a
metal spike that is used to provide a temporary anchor on
a slope of deep snow. The other end of the shaft has a dou-
ble-sided head. One head is a long, narrow, curved and ser-
rated pick used as an anchor for ice or shallow snow. The pick
is designed to be most effective on slopes between 45 and 60
degrees. The other head is a short, horizontal blade called an
adze that is used for carving footholds in ice. An alpine axe
provides a +2 circumstance bonus on Climb checks made
on snowy or icy surfaces. The alpine axe is such an important
tool that most mountaineers keep their axe tied to them on a
short leash so that it cannot be dropped.

AXE, ICE
Cost 25 gp; Weight 5 Ibs.

The ice axe is the smaller cousin of the alpine axe. It is
shaped like a short, lightweight version of the alpine axe and
is designed fo be used in one hand. The axe's wooden han-
dle is only about 1-1/2 ft. long and made of wood. The long
blade of the ice axe usually has a double curve designed
to hold firm in ice that is nearly vertical. Some ice axes ex-
change the adze blade for a hammer head, so that it can
perform double duty pounding pitons into rock or ice. Anice
axe grants a +2 circumstance bonus on Climb checks made
on nearly vertical (between 75 and 90 degrees) icy surfaces.
It does not grant any bonuses to Climb checks made scaling

snowy surfaces or icy surfaces less than 75 degrees in slope.
The circumstance bonus stacks with those gained from using
an alpine axe or a second ice axe. If two ice axes are used
together, at least one of them must have an adze blade.

CAGE, CANARY
Cost 2 gp; Weight 5 Ibs.

This is simply a small wire cage designed to hold a Tiny
creature, usually a canary or other small bird. These cages
hold the animal sentinels used by miners to detect the pres-
ence of methane or bad air in the tunnels.

CARABINER
Cost 1 gp; Weight 1 Ib.

Forged from iron, these small oval-shaped links use a
hinged gate to facilitate the attachment of ropes or other
equipment. They allow the mountaineer to quickly connect
himself, his gear and the rock without time-consuming knot
tying. If the character has four carabiners, he gains a +2 cir-
cumstance bonus on Profession (mountaineer) skill checks
made to construct a rope fraverse, rappel system, belay sys-
tem or rescue system.

HAMMER, CLIMBER'S
Cost 1 gp; Weight 2 Ibs.

This one-handed hammer is suitable for pounding pitons
info rock orice. Climbers often clip the hammer to their
harness so that they do not need to worry about dropping
it, and it is always handy when they need to set a piton. This
item is generally part of a climber’s kit.

MOUNTAINEER’S KIT
Cost 100 gp; Weight 5 Ibs.

The mountaineer’s kit is a more advanced version of the
climber’s kit. It includes a harness, a belay device, several
specialized wedges and hooks, short loops of sturdy cord
and often a bit of chalk dust. The falbric or leather harness
loops around the legs, waist, and chest. It features one or
more points of attachment for ropes and several loops for
storing equipment such as carabiners, pitons and small tools.
The belay device is a small piece of metal shaped like a
tube or a figure-8, and is used in conjunction with a rope to
assemble belay, rappel and rescue systems (see the Profes-
sion (mountaineer) skill in Chapter 4 for more details on these
devices). The specialized wedges and hooks are used to ex-
ploit tiny cracks or ripples on the climbing surface to provide
anchor points, extra leverage or a brief rest. The cord loops
are used to link carabiners together, build anchor systems
and fo secure equipment against loss. The chalk dust, which
is stored in a small pouch on the harness, is rubbed on the
hands to alleviate sweaty palms. Though the mountaineer’s
kit does not provide any bonuses to the character’s Profes-
sion (mountaineer) skill checks, it is impossible fo construct a
rappel system, a belay system, rope team or crevasse res-
cue system without one.

PORTABLE STOVE
Cost 120 gp: Weight 3 lbs.

This handy device looks similar to a hooded lantern. Alpine
and arctic explorers use it to melt ice for drinking water, for
cooking and for providing heat. It requires one flask of oil and
one flask of alchemist’s fire for fuel. The stove has two settings:
It can burn like a campfire for 30 minutes, giving off as much
heat as a campfire, or it can burn slowly for 8 hours, providing
constant warmth to heat a tent, snow cave, origloo.
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SAW, ICE
Cost 1 gp; Weight 4 Ibs.

Anice saw is a sturdy hand saw designed for cutting ice.
An ice saw can be used for cutting a hole in ice forice
fishing, and it can be used to cut blocks of snow orice to
create anigloo. In the latter case, its use grants a +2 circum-
stance bonus on Profession (mountaineer) skill checks made
fo build anigloo. The bonus does not stack with the bonus
gained from using a snow shovel.

SHOVEL, SNOW
Cost 2 gp; Weight 7 Ibs.

A snow shovel is designed for cutting through snow and ice in
order to build various temporary shelters (see Chapter 4). A snow
shovel is lighter than an ordinary shovel and is serrated on one
side to assist in cutting snow blocks to make anigloo or carving
out a snow cave. A snow shovel grants the user a +2 circum-
stance bonus on Profession (mountaineer) checks made to con-
struct either temporary shelter. It is unsuitable for use with dirt or
rock. Snow shovels can be used as improvised sleds.

Special Substances and Items

Any of these substances can be made by a character with the Craft
(alchemy) skill.

Table 5—3: Special Substances and Items

ltem Cost Weight
De-icer Flask (flask) 30 gp 1lb.
Liquid Courage (vial) 50 gp —
Liquid Oxygen (vial) 100 gp —
Skin Saver (vial) 20 gp —
Sunscreen (vial) 5gp —

DE-ICER FLASK
Cost 230 gp; Weight 1 Ib.

Ice is one of the mountaineer’'s most formidable foes. If
scaling vertical rock walls and treacherous cliffs were not bad
enough, adding a thick layer of ice on top of these surfaces
makes them nearly impassible. While veteran explorers cannot
pulverize rock and stone without significant time and effort, ice
is another matter. Few leave camp without af least a handful
of de-icer flasks. Made from a saline solution mixed with vine-
gar, alcohol and water, this remarkable alchemical creation
can quickly and easily remove ice from a hard surface.

A de-icer flask can be thrown as a ranged aftack with a
range increment of 10 feet. When it strikes a hard surface
(oris struck hard), the flask breaks and spreads the contents
throughout the area. All ice within a 10-foot-radius spread
instantly melts. The viscous de-icer coats the surface for 10
minutes or until it is exposed to at least 1 gallon of water.
While the de-icer remains in place, ice and snow cannot
build up in the affected area. A de-icer flask has no effect
on magical cold, but it can be thrown as a splash weapon
at a creature with the cold subtype. Treat this attack as a
ranged touch attack with a range increment of 10 feet.
The flask breaks if thrown against the body of a corporeal
creature. A direct hit by the de-icer flask deals 2d4 points
of damage to a creature with the fire subtype. Each such
creature within 5 feet of the point where the flask hit fakes 1
point of damage from the splash. On the round following a
direct hit, the target takes an additional 1d4 points of dam-
age. If desired, the target can use a full-round action to re-

move the de-icer from its body before taking this additional
damage. Doing so requires a successful DC 15 Reflex save.
Create: Craft (alchemy) DC 20

LIQUID COURAGE
Cost 50 gp; Weight —

The exact formula required to make this elixir remains a
closely guarded secret in the alchemist community, but
there is one ingredient that is an absolute certainty — whis-
key. Some soldiers swear that liquid courage is nothing more
than an extremely strong variety of the potent spirit. Those
in the know disagree. In either event, drinking a vial of liquid
courage grants a +5 alchemical bonus on Will saving throws
against fear for 1 hour.

Create: Craft (alchemy) DC 25

LIQUID OXYGEN
Cost 100 gp; Weight —

The thin atmosphere at high altitudes deprives living crea-
tures of oxygen, an invisible, odorless gas that is necessary
for survival. While additional layers of clothing can protect
mountaineers from the extreme cold and wind commonly
encountered in the proverbial death zone, it took the tireless
efforts of countless alchemists to distill oxygen into a liquid
form. Liquid oxygen provides a 1-minute supply of breath-
able, pure oxygen that removes the fatigued condition from
a creature suffering from high-altitude fatigue. Liquid oxygen
is normally extremely lammable. However, the substance’s
creators wisely added fire suppressant ingredients to the
life-sustaining liquid. Sfill, if the vial is exposed to an open
flame, the substance explodes and deals 1d6 points of fire
damage in a 10-foot-radius burst with no saving throw al-
lowed. It may be thrown as a splash weapon with a 10-fooft-
range increment.

Create: Craft (alchemy) DC 25

SKIN SAVER
Cost 20 gp: Weight —

Crafted from a mixture containing honey, oats and several
other ingredients, this balm provides soothing relief to skin
ailments such as sunburn, rashes and minor irritation. An ap-
plication of skin saver prevents the character from taking any
additional damage from skin conditions such as sunburn and
poison ivy for the next 24 hours or until the balm is exposed to
at least a gallon of water. Skin saver does not cure the under-
lying condition; it only suppresses the symptoms for 24 hours.
In the case of poison ivy, the character must still succeed on
a Fortitude save to be cured of the condition, while sunburn
can last for several days before it finally subsides. Skin saver
grants a +4 circumstance bonus on Heal checks made to
freat wounds from caltrops, spike growth or spike stones as
well as treating deadly wounds. Skin saver can be used mul-
fiple times to treat the same condition. One vial of skin saver
contains enough balm fo coat a Medium creature’s skin.

Create: Craft (alchemy) DC 25

SUNSCREEN
Cost 5 gp; Weight —

Crafted from a blend of several plant oils including seso-
me and coconut oil, sunscreen grants protection from sun-
burn when applied directly onto the skin. Sunscreen grants
a +4 circumstance bonus on Fortitude saves made fo avoid
getting sunburn. Sunscreen lasts for 24 hours or until exposed
to at least 1 gallon of water. One vial contains enough sun-
screen to coat 10 Medium creatures.

Create: Craft (alchemy) DC 20
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Magic Items

Clothing, tools and alchemical creations are a critical component in
every mountaineer’s inventory of gear, but there are some circumstances
that demand something even greater. In these darkest hours, adventurers
turn to their most powerful option — magic — in order to survive.
Whether it is the last charge from a potent staff, a draught from a potion
or the mystical runes inscribed onto an ancient scroll, magic items can
often snatch victory from the jaws of defeat. Presented below is an eclectic
collection of magic items that allow intrepid characters to conquer the
mountains and its denizens alike.

Armor

CIRCLETS OF COMMUNICATION
Aura: faint divination; CL 5th
Slot head; Price 12,500 gp; Weight 1 Ib.

These circlets always come in pairs. Each individual unit
is crafted from silver and includes an afttached earpiece
that fits into the wearer's ear, though it does not affect the
wearer's hearing. The paired circlets are attuned to one
another, allowing each wearer to monitor the other’s relative
position and general condition at all times as if both parties
were affected by the spell status. This is a constant effect. Up
to five fimes per day as a standard action, each wearer may
telepathically communicate a short message of fewer than
25 words to the bonded pair's other wearer. The message's
recipient may reply with a short message of fewer than 25
words. Replying to a message does not count toward the
wearer's daily usage of this ability. However, he may reply to
the same message only once. The circlets function as long as
both wearers are on the same plane of existence.

Requirements: Craft Magical Arms and Armor, message, sta-
tus; Cost 6,250 gp

QUARTZ SHIELD
Aura: moderate evocation; CL 8th
Slot —; Price 9,000 gp; Weight 3 Ibs.

Crafted from quartz, this +1 heavy shield is transparent. The
wielder can see through the shield without penalty. When
the wielder peers at his target through the shield, it grants
him immunity to gaze attacks and blinding effects from that
particular creature. He must be aware of the gaze attack or
blinding effect in order to gain the proceeding immunities,
and he cannot be flat-footed. The shield is equally effective
as a weapon. Whenever the wielder confirms a critical
hit with the shield, the shield deals an extra 1dé points of
electrical damage on a successful hit. The electricity does
not harm the wielder.

Requirements: Craft Magic Arms and Armor, shocking grasp;
Cost 4,500 gp

QUICKSILVER HAT
Aura: moderate conjuration; CL 10th
Slot head; Price 6,000 gp; Weight 1 Ib.

Made from animal fur, this tall, black bowler hat automat-
ically adjusts to fit the head of its wearer. Once per day as a
standard action, the wearer can toss the hat up to 20 feet
away and command it fo release a 10-foot-radius-by-10-foot-
high billowing cloud of toxic mercury vapors. Living creatures
in the mercury cloud who fail a DC 17 Fortitude save im-
mediately start to fremble and shake. The hat’s owner may
attempt a combat maneuver check to disarm all affected

creatures using the owner’s CMB. This disarm combat maneu-
ver does not provoke aftacks of opportunity. The owner may
attempt one combat maneuver check each round against
each affected creature. In addition, creatures suffering from
mercury poisoning have a 40% chance of spell failure when-
ever they attempt to cast spells with a somatic component,
and suffer a -4 penalty to all Dexterity and Strength-based skill
checks. These effects last for 1 minute.

The cloud of mercury vapors disappears at the beginning
of the owner’s next turn. Holding one’s breath does not
negate the toxin’s effects. Creatures immune to poison
suffer no ill effects from the cloud. Spells and effects that
successfully delay or neutralize poison also counteract the
effects of the mercury poisoning.

Requirements: Craft Magical Arms and Armor, cloudkill, poi-
son; Cost 3,000 gp.

YETI HIDE
Aura: moderate abjuration; CL 8th
Slot —; Price 21,165 gp; Weight 25 Ibs.

This ivory-colored +2 hide armor is crafted from the skin
and a thin layer of fur culled from the monstrous humanoid
that bears the armor’s name. The wearer gains cold
resistance 10. Three times per day on command, thick tufts
of snow-white fur grow out of the armor, granting the wearer
a +4 competence bonus on Stealth checks in areas of ice
and snow. On the other hand, the white furimposes a -4
penalty on Stealth checks in all other areas. In addition, the
dense fur generates extreme cold, dealing 1dé points of
cold damage fo any creature that strikes the wearer with a
natural attack or unarmed strike. The thick fur lasts for 1 hour
before it is shed. The wearer may voluntarily dismiss the thick
fur at any time as a free action.

Requirements: Craft Magic Arms and Armor, ice sform, resist
energy; Cost 10,665 gp.

Weapons

DWARVEN WARAXE OF TREASURE SEEKING
Aura: faint divination; CL 8th
Slot none; Price 3,660 gp; Weight 8 Ibs.

Flecks of gold, silver and mithral are embedded into the
handle of this ornate +1 dwarven waraxe. Whenever a
dwarven wielder confirms a critical hit, the wielder receives
a mental image of the largest cache of precious metals
or minerals known to the creature hit. The creature must
succeed on a DC 16 Will save to resist this effect. If the
save fails, the wielder becomes aware of the treasure’s
direction and distance from his current location as well as
the hoard's approximate size. The effect does not reveal
any logistical details about the freasure site, such as
whether it is concealed, protected by a trap or guarded
by other creatures. This is a mind-affecting effect with
visual components. This waraxe functions as an ordinary +1
dwarven waraxe in the hands of any non-dwarf.

Requirements: Craft Magical Arms and Armor, create trea-
sure map (Pathfinder Roleplaying Game Advanced Player's
Guide), locate object; Cost 1,930 gp.

HALBERD OF DEPRIVATION
Aura: moderate necromancy; CL 10th
Slot —; Price 18,310 gp; Weight 12 Ib.

This +2 halberd is most often found in the hands of alpine
guards frudging high into the mountains. Whenever the
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wielder confirms a critical hit against a living creature,

the creature struck is fatigued. A creature that is already
fatigued instead becomes exhausted. A creature that

is already exhausted is immune to this effect. Likewise,
mindless creatures and living creatures that do not need

to breathe are also immune to the halberd’s deprivation
effect. Unlike normal fatigue and exhaustion, the effect lasts
for 1 minute.

Requirements: Craft Magic Arms and Armor, hypoxia (Chap-
ter 7); Cost 9,310 gp.

PICK OF CLIMBING
Avura: faint transmutation; CL 6th
Slot none; Price 3,660 gp; Weight 6 Ibs.

This +1 heavy pick is coated with anicy sheen and is
most commonly wielded by mountaineers and humanoids
indigenous to mountain regions. It grants a +5 circumstance
bonus on Climb checks made to climb 60-degree slopes
or greater. The wielder must hold the heavy pick in at least
one hand and be proficient with the weapon to gain the
circumstance bonus.

Requirements: Craft Magical Arms and Armor, creator must
have at least 5 ranks of Climb; Cost 1,230 gp.

THROWING AXE OF CLIMBING
Aura: faint fransmutation; CL 6th
Slot none; Price 4,100 gp; Weight 3 Ibs.

Upon command, this +1 throwing axe affixes itself fo any
object that it hits. The axe cannot aoffix itself to a creature.
Once aftached to a surface, a 50-foot-long, knotted silk
rope magically lowers from its handle. The rope is freated as
a knotted rope for the purposes of determining the Climb
check’s DC. The axe and rope can support up to 1,000
pounds of weight as long as it is imbedded into a surface
strong enough to handle such a load. A load greater than
1,000 pounds dislodges the axe from the affixed surface,
causing it fo fumble to the ground. In addition, a successful
DC 23 Strength check can remove the axe from the
aftached object.

Requirements: Craft Magical Arms and Armor, creator must
have at least 5 ranks of Climb, animate rope; Cost 2,205 gp.

RING OF NEURAL DISRUPTION

Aura: moderate evocation; CL 12th
Slot ring; Price 35,800 gp; Weight —

Twisted and intertwined strands of copper and silver are
the material components of this metal ring. Three fimes
per day, the wearer can command the ring to generate a
crackling current of electricity that encircles the wearer's
hand. A successful melee touch attack with that hand deals
5dé points of electrical damage, as shocking grasp. The
wearer takes no damage from this effect. The wearer may
activate the ring and make a melee touch attack as a stan-
dard action. A successful melee touch attack discharges
the effect.

For the next 1d4 rounds after the creature is hit, the
electricity short circuits its nervous system, causing neural
signals to misfire thus impairing the creature’s motor
functions. A successful DC 16 Fortfitude save negates this
effect. Whenever the creature moves, it must succeed on
an Acrobatics check (DC 10 + 1 per 5 feet of movement)
to maintain its balance or fall prone at the end of its

movement. This includes taking a 5-foot step. The creature
has a 20% chance of spell failure when casting spells with
either a verbal or somatic component, and a 40% chance
of spell failure when casting spells with both somatic and
verbal components. The creature suffers a -2 penalty on all
Dexterity-based and Strength-based skill checks, including
its Acrobatics check to avoid falling prone while moving.
Likewise, the creature suffers a -2 penalty on attack rolls and
Reflex saves. If the creature rolls a natural 1 on an attack
roll, it drops all held items including its weapon. This effect
affects living creatures only. Creatures immune to electrical
damage and paralysis are also immune to this effect.

Requirements: Forge Ring, chain lightning, shocking grasp
Cost 17,900 gp.

Rod

ROD OF SITUATIONAL REASSESSMENT
Avura: faint enchantment; CL 6th
Slot —; Price 6,480 gp; Weight 2 Ibs.

Strange runes and cryptic phrases are carved onto the
surface of this 2-foot-long flexible rod cut from yew. Once
per day on command as an immediate action, the wielder
can force every creature within a 50-foot-radius of the rod
to reroll their inifiative checks. This ability must be used at the
beginning of combat immediately affer the initiative counts
are determined, but before any actions are taken. Unwilling
creatures resist the effect with a successful DC 16 Will save.
The wielder cannot use this ability if he is surprised or helpless.

Requirements: Craft Rod, unprepared combatant (Pathfind-
er Roleplaying Game Ultimate Magic); Cost 1,500 gp.

Staff

STAFF OF THE MOUNTAINS
Aura: moderate conjuration; CL 12th
Slot —; Price 29,200 gp; Weight 5 lbs.

This staff is made from solid stone and is fopped by a polished
orb of granite. This staff allows use of the following spells:

e stone call* (1 charge)
 stone shape (1 charge)
* wall of stone (2 charges)

*Pathfinder Roleplaying Game Advanced Player’'s Guide.

Requirements: Craft Staff, stone call, stone shape, wall of
stone; Cost 15,500 gp.

Wondrous Items

BAG OF COLUMNS
Aura: moderate conjuration; CL 10th
Slot none; Price 14,000 gp; Weight 1 Ib.

This white, leather pouch resembles a coin purse in size
and shape. A sinewy drawstring keeps the bag sealed shut.
Anyone reaching into the bag feels a round, brittle stone.
Regardless of how the bag is held or manipulated, the stone
does not fall out of the bag (even if held upside down). A
living creature may reach into the bag, remove the stone
and toss it up fo 20 feet away as a standard action. The
fragile stone immediately shatters upon contact with any
solid object and breaks info 2d4 smaller stones that spread
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throughout a 30-ft. cone that radiates outward from the im-
pact site. The stones land in randomly determined squares
within the cone and instantly tfransform into 10-ft. high, 5-ft.
diameter fluted stone columns. If a smaller stone lands in a
square occupied by a creature or another object, the stone
loses its magical properties and becomes an ordinary chunk
of stone that does not expand.

Each column has a Break DC of 65, hardness of 8 and 900
hp. Columns adjacent to one another form a solid barrier.
The columns merge with the surrounding stone and rock;
thus, columns taller than the ceiling simply become part
of that structure rather than damaging it. The columns are
sturdy enough to support unstable ceilings and provide fool-
proof protection against cave-ins and collapses. Once they
spring info existence, the columns are permanent. After its
use, it takes 8 hours for the bag of columns to create a new
stone and thus new columns.

It takes the bag 24 hours to aftune itself to its owner. Once
per day, the bag’'s owner may touch a column created
within the last hour as a standard action and transform it
intfo a caryatid column (see The Tome of Horrors Complete
“"Caryatid Column” for complete stats). The construct acts
immediately and attacks a target of the owner’s choice. The
wearer can change the designated target as a move action.
The caryatid columns remains active for 1 minute or until it is
slain. It then reverts back info an inanimate stone column.

Requirements: Craftf Wondrous Item, animate object, wall of
stone; Cost 7,000 gp

CHARM OF SPATIAL SHIFTING
Aura: strong transmutation; CL 18th
Slot neck; Price 32,400 gp; Weight —

This necklace'’s links are made from pure mithral, but the
item'’s true power stems from the minute fragment of cosmic
material inset into the magnificent charm attached to it. Once
per day, the wearer can activate the charm as a free action.
The charm literally bends the fabric of space and allows the
wearer to simultaneously exist in two places at once. The wear-
er's second incarnation appears in any unoccupied square of
his choosing within 30 feet of him at the time the charm is acti-
vated. Both incarnations may act immediately after activating
the charm. Each incarnation possesses the same equipment
and abilities as the other and shares the same hit point total.
They do not combine or have separate hit point totals.

Because each incarnation is a physical manifestation of
the same person simultaneously occupying two different
spaces, both incarnations perform identical actions, albeit
in different locations. They move and act in unison. Each
moves the same distance in the same direction. If one incar-
nation attacks, casts a spell or takes any other action, the
other incarnation does the exact same thing, though each
incarnation may attack or cast a spell or effect at a differ-
ent target or area than the other incarnation. When attack-
ing, the wearer uses the same attack and weapon damage
rolls for both incarnations. Damage dealt to one incarnation
is subtracted from their shared hit point total. Likewise, spells
and effects that affect one incarnation affect both. If one
incarnation dies, they both die. On the other hand, spells
and effects cast or created by both incarnations overlap
but their effects do not stack. For instance, if the incarno-
fions cast a fireball in the exact same areaq, only one of the
spells affects creatures in the area.

At the beginning of the wearer’s next turn, space returns
to its normal configuration, and the second incarnation
merges with the original incarnation at his current location.
Alternatively, each round the wearer may resist the laws of
the physical universe and extend the effect for an additional
round by taking 1dé points of Constitution damage. This

ability damage cannot be healed until the effect ends. If his
Constitution score is reduced to 0 or less, the effect ends, and
he dies. This effect does not stack with haste and similar effects.

Requirements: Craft Wondrous ltem, clone, fime stop; Cost
16,200 gp.

CONSCIOUSNESS CRYSTAL
Aura: moderate necromancy; CL 10th
Slot none; Price 20,100 gp; Weight —

Centuries ago, the great wizard Thanopsis crafted this
unigue magical item in order to cheat death and to live for-
ever. This multifaceted crystal allows its owner to transfer his
consciousness and soul from his existing body into a new body.
The crystal used to create this item must be worth at least 100
gp. The new body must be of the same creature type and sub-
type, if any, as that of the crystal’s owner. The crystal attunes
itself to its owner after 24 hours. This item cannoft force a living
host’s consciousness and soul out of its body, thus the owner
can transfer his consciousness and soul only into a fresh corpse.
The consciousness crystal cannot reverse death attributable to
any injury, disease, poison, or natural cause with one excep-
tion: hypothermia caused by exposure to extreme cold. Any
attempt to transfer the owner’s consciousness and soul into a
corpse that died from any cause other than hypothermia au-
tfomatically fails and results in 1 point of permanent Inteligence
drain. Corpses killed by cold-based spells and effects are also
unsuitable for fransference. The new body must be fully intact
and well-preserved, which can be accomplished by con-
stantly storing the corpse at a temperature at or below 32° F.
The body can be indefinitely preserved in this manner, though
even momentary exposure to a temperature greater than 32°
F renders the corpse unsuitable for transference.

Attempting to transfer one’s consciousness and soul into
a new body takes 10 minutes. The crystal’'s owner and the
new body must remain in contact with the crystal at all fimes
during the transference process. At the conclusion of the
fransference process, the owner must succeed on a DC 15
Will save. The owner cannoft use any spells or effects that al-
low him to reroll this save. If the save fails, the fransference sfill
succeeds, but a portion of the owner's consciousness is forev-
er lost, resulting in 1 point of permanent Intelligence drain that
cannot be restored, even by a miracle or wish spell.

The crystal’'s owner fransfers his Intelligence, Wisdom,
Charisma, level, class, hit points, base attack bonus, base
save bonuses, feats, skill ranks, alignment and mental
abilities into his new body. The new body retains its Strength,
Dexterity, Constitution, and natural abilities. However, the
owner's hit points may be adjusted based upon the new
body’s Constitution modifier. Each time a user transfers his
consciousness into a new body with a consciousness The
owner can fransfer his consciousness and soul from one body
info a new body an indefinite number of times, though he may
do so only once a year. If a year has not passed since his last
transference, the attempted transference automatically fails.
Worse yet, his consciousness and soul immediately depart his
existing body and are expelled onto the Astral Plane.

Requirements: Craft Wondrous ltem, creator must have at
least 5 ranks of Craft (jewelry), gentle repose, magic jar; Cost
10,100 gp

CRUSHING STONE
Aura: moderate tfransmutation; CL 7th
Slot none; Price 2,800 gp; Weight —

When dropped to the ground and activated as a standard
action, this perfectly round, 1-inch diameter pebble instantly
enlarges into a 15-foot-diameter stone and immediately
rolls along the ground at a speed of 200 feet. It travels in a
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straight line as designated by you at the time of its activation.
The crushing stone tramples any creature or object of Large
size or smaller in its path, dealing 3dé+7 points of damage.

A successful DC 16 Reflex save halves the damage. The
crushing stone cannot be damaged, nor can it be dispelled.
If the crushing stone moves into a space occupied by an
immovable object or a creature of Huge size or larger, the
obstacle halts its progress, and it can move no farther. It
fransforms info its pebble form at the end of the round that it
is activated. It cannot be activated again for 24 hours.

Requirements: Craft Wondrous Item, magic stone, rolling
stone (Chapter 6); Cost 1,400 gp

FELINE CHARMS
Aura: strong abjuration; CL 15th
Slot neck; Price 30,000 gp; Weight 1 Ib.

Many cultures believe that cats have nine lives because
these lithe predators have an uncanny knack for emerg-
ing from potentially lethal situations unscathed. With that
in mind, this silver necklace holds gold charms shaped into
the likeness of a leaping cat. A newly made necklace has
nine charms, but the typical necklace has only 2d4 charms
remaining when it is first discovered. The necklace allows the
wearer to use any of the following abilities as an immediate
action, but doing so permanently destroys one of the neck-
lace’s charms.

* Feline Fortune: This ability may be activated when the
wearer fails a saving throw. The wearer gains a +2d4
bonus to the saving throw refroactively. If the bonus is
enough to turn the failure info a success, the save suc-
ceeds.

* Feline Agility: The wearer takes no damage from falling,
regardless of the distance.

* Feline Escape: The wearer can move up to 20 feet
away as if it had fteleported.

* Feline Reaction: The wearer negates a crifical hit or
sneak attack scored against it. Instead, the damage is
rolled normally.

When all of its charms are gone, the necklace loses its
powers and becomes an ordinary silver necklace.

Requirements: Craft Wondrous Item, nine lives (Pathfinder
Roleplaying Game Advanced Race Guide); Cost 15,000 gp.

GLOBE OF STICKY FOG
Aura: faint conjuration; CL éth
Slot none; Price 4600 gp; Weight —

Wispy vapors constantly coalesce inside of this fragile,
3-inch-diameter glass globe. The globe of fog can be
thrown up to 40 feet with no range penalties. Upon sharp
impact, the globe shatters and billowing vapors of fog fill a
20-foot-radius area centered on the impact site. The fog is
stationary and otherwise duplicates the effects of the spell
fog cloud with one exception: Adhesive, gossamer filaments
intertwine with the wispy vapors. The filaments are freestand-
ing, akin fo a blade of grass, and must rest on a solid foun-
dation. However, they do not need to be anchored to two
or more solid and diametrically opposed points. Creatures
caught within the fog become entangled by the sticky filo-
ments. Attacking a creature in the fog does not cause the
aftacker to become enfangled.

Creatures within the fog when the globe shatters must suc-
ceed on a DC 13 Reflex save. Those that succeed on this save
are inside of the fog, but not entangled by the flaments. Crea-
tures that make their save can move as normal within the fog,

but those that remain in the area must save again at the end
of their turn. If the save fails, the creature’s movement ends,
and he gains the entangled condition. Entangled creatures
can attempt to break free as a move action by succeeding
on a DC 13 Strength or Escape Artist check. The entire area of
effect is considered difficult terrain while the effect lasts.

The gossamer filaments are lammable. A laming weapon
can sweep them away with ease. Any fire can set the
flament alight and burn away one 5-foot square of flaments
and fogin 1 round. All creatures within that square take 2d4
points of fire damage from the flames. A moderate wind
(11+ mph) disperses the fog and filaments in 4 rounds. A
strong wind (21+ mph) disperses the fog and filaments in 1
round. Unless the fog and filaments are dispersed or burnt
away, they last for 10 minutes.

Requirements: Craft Wondrous ltem, fog cloud, web; Cost
300 gp.

GLOVES OF SURE GRIP
Avura: faint fransmutation; CL 3rd
Slot hands; Price 6,000 gp; Weight 1 Ib.

These supple leather gloves grant the wearer a +2
competence bonus on Climb checks, and the wearer is also
immune to the disarm combat maneuver. The gloves do not
prevent the wearer from dropping held items when stunned
or grant immunity to spells and effects that compel him to
drop held items.

Requirements: Craft Wondrous ltem, certain grip (Pathfinder
Roleplaying Game Ultimate Magic); Cost 3,000 gp.

HANDS OF STONE
Aura: faint transmutation; CL 12th
Slot hands; Price 3,200 gp; Weight 1 Ib.

These gauntlets are lightweight and flexible in spite of the
fact that minute chips of granite, marble and quartz are
stitched directly into the leather. Three fimes per day as a
standard action, the wearer can activate the gauntlets’
magical properties and fransform his fists intfo living stone
for 1 minute. The wearer’'s unarmed strikes deal 1dé points
of damage (1d4 if Small), and they are considered to be
magical weapons for the purpose of overcoming damage
reduction. He is also treated as if he has the Improved Un-
armed Strike feat for as long as the gauntlets remain acti-
vated. Whenever the wearer confirms a critical hit on an
unarmed strike, he deals an additional 1d4 points of bleed
damage. The gauntlets also increase the DC of Fortitude
saves fo resist stunning effects caused by an unarmed strike
attack such as the Stunning Fist feat by 2.

While the gauntlets are activated, the wearer and the
gauntlets are vulnerable to several spells. Stone fo flesh
immediately transforms the wearer's fists back to flesh,
thus negating the effect. If the wearer is the target of
transmute rock to mud, the gauntlets are permanently
destroyed and the wearer takes 4dé points of damage
with no saving throw.

Requirements: Create Wondrous ltem, creator must have
the Improved Unarmed Strike feat, bleed, stone fist; Cost
1,600 gp.

HEADDRESS OF PACHU FEATHERS
Aura: moderate divination; CL 8th
Slot head; Price 10,500 gp; Weight 1 Ib.

This colorful headdress is sewn entirely from feathers
plucked from the wings of the pachu, a monstrous
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humanoid native to mountain regions that is blessed
with the gift of foresight. A newly made headdress
contains 40 feathers, but the typical headdress has only
4d10 feathers still attached when it is first discovered.
Once per day as an immediate action, the wearer may
sacrifice one of the headdress’s feathers, which allows
him to make two d20 rolls on his next attack roll, saving
throw, skill check or ability check and take the higher
result. The sacrificed feather is then destroyed unless
the wearer rolls a natural 20 on both die rolls, in which
case, the feather is not sacrificed and remains in the
headdress. If the wearer used the feather for an attack
roll, he may use the highest die roll to score a critical
threat and the second die roll as his confirmation roll,

if he so chooses. Otherwise, he may roll a separate
confirmation roll. If he rolls a natural 1 on both dies,

the wearer cannot activate the headdress's magical
properties for 24 hours. This item cannot be used in
conjunction with other abilities and effects that allow the
wearer to reroll a die roll.

Requirements: Craft Wondrous Item, divination; Cost 5,250 gp.

HELM OF ANTICIPATION
Aura: faint divination; CL éth
Slot head; Price 3,000 gp; Weight 1 Ib.

Forged from copper, this lightweight helm adjusts its
size to fit its wearer's head. As an immediate action,
the wearer may scan the thoughts of another creature
within 30 feet. This is a mind-affecting effect. He must
announce his intention to use this ability before the
beginning of the creature’s turn. The target resists this
effect with a successful DC 13 Will save. If the save fails,
the wearer anticipates the creature’s next action. He may
then attack the target or cast a spell or effect against
the target as if he readied that action, allowing him o
act immediately before the target. (The wearer still acts
normally on his next turn.) The wearer can only take an
action that directly affects the target, such as attacking it
or specifically targeting it with a spell or effect. He cannot
take any action that affects other creatures, objects, an
area or himself, hence he cannot move, take a 5-foot
step orrefrieve an item or cast a spell or effect upon
himself. The wearer may use this ability up to three times
per day.

Requirements: Craft Wondrous Item, detect thoughts; Cost
1,500 gp.

HIDING STONE
Aura: moderate transmutation; CL 10th
Slot none; Price 6,500 gp; Weight —

This small, ordinary looking pebble weighs an ounce
and measures one inch in diameter. Upon command, the
stone may be dropped or hurled onto the ground as a
standard action, where it instantaneously expands into a
stone with a cavity large enough to fit a Medium creature
or two Small creatures inside of it. The stone blends into its
environment, making it nearly impossible (successful DC
30 Perception check) to distinguish it from the surrounding
terrain features. Though primarily used as a hiding place,
this item also provides shelter against cave-ins, collapses
and avalanches. Creatures within the hiding sfone do not
take damage from being in the bury zone, but they are
still buried beneath the debris once they exit. The stone’s
owner and any creatures he designates at the time he
activates the stone may enter and exit the hiding stone
as if affected by the spell passwall. Creatures inside of the

stone cannot see what is going on outside of the stone,
but they can hear what is happening around them. They
are aware of the passage of time and can cast spells and
effects on themselves and the stone's other occupant, if
any. The stone has hardness 8 and 180 hit points. Physical
damage to the stone does not harm the occupant, but if
the stone is completely destroyed or reduced to 0 hit points
or fewer, the stone returns to its original state and any
occupants are violently expelled, which deals 5dé points
of damage to each creature inside the hiding stone at the
time. The stone returns to its original form 1 hour after its
activation or until the owner voluntarily dismisses the effect
as a free action, whichever occurs first. This ability may be
used once per day.

Requirements: Craft Wondrous ltem, meld into stone, pass-
wall; Cost 3,250 gp.

MARLOWE'S ROBES OF DRESS REHEARSAL
Aura: moderate enchantment; CL 12th
Slot body; Price 6,000 gp; Weight 1 Ib.

Though popularly known as a hammy theater player, the
legendary bard Marlowe's arcane mastery was at least
the equal of his acting abilities. Yet in spite of his talent, the
self-deprecating thespian always managed to commit one
gaffe during every performance, and his failure fo deliver a
perfect rendition slowly eroded his confidence. In order to
alleviate his nerves, he devoted his mind, time and energy
info creating an item that could undo his error and allow
him to try again. The magical robes that bear his name are
a testament to his incredible imagination.

Once per day as a swift action, the robes alter the falbric
of reality and allow the wearer to undo any standard,
move, swift or free action that he completed immediately
before activating the magic item. The action is freated
as if it never happened, but it is not lost. The wearer may
aftempt the same action again, such as an attack, in
hopes of generating a better resulf, or he may undertake
an entirely different action. However, he must perform
the same type of action (standard, move, swift, free or
immediate), that he attempted the first time. The robes do
not allow him to undo the results of a full attack action or a
full-round action.

Requirements: Craft Wondrous ltem, creator must have at
least 5 ranks of Perform (acting), geas/quest; Cost 3,000 gp.

SPECTACLES OF INTENSE EXAMINATION
Avura: moderate divination; CL 10th
Slot eyes; Price 13,300 gp; Weight —

These steel-framed spectacles feature round lenses
crafted from multifaceted crystals. The wearer is immune
to magical traps, spells and effects that use writing, runes
or symbols, such as explosive runes or symbol of death.
The spectacles allow him to see and understand the frue
content of any nonmagical and magical writing as if he
were affected by comprehend languages and true seeing.
Thus, he can read the contents of anillusory script without
triggering the spell’s illusory effect and recognize a secret
page for what it truly is. He also gains a +10 competence
bonus on Linguistics checks made to detect forgeries.
Because the spectacles are designed for close scrutiny,
the wearer’s range of vision is limited to 60 feet. Creatures
with blindsight or any other form of echolocation may see
beyond 60 feet if their range exceeds this distance.

Requirements: Craft Wondrous ltem, creator must have at
least 5 ranks of Linguistics, true seeing; Cost 6,650 gp.
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SPIKED BOOTS
Avra: faint transmutation; CL 5th
Slot feet; Price 1,750 gp; Weight 1 Ib.

These leather boots with wooden soles automatically
adjust to fit the wearer. On command, 3-inch metal
spikes spring out of the boofts’ soles and aftempft to
embed themselves into the ground. Activating the boots
is an immediate action. The spikes are strong enough to
penetrate sand, dirt, earth and similar pliable surfaces with
ease. It takes a move action to push the spikes info wood.
The spikes cannot penetrate rock, stone, metal and other
rigid, hard surfaces. If the spikes are imbedded into the
surface, the wearer gains a +5 competence bonus on Climb
checks and Acrobatics checks made fo move on narrow
surfaces and uneven ground without falling. In addition,
the wearer also gains a +2 bonus on his CMD against trip
and bull rush afttacks while the spikes are imbedded in the
ground. The wearer cannot run or charge while the boots
are activated, and his base land speed is reduced by half,
regardless of whether the spikes penetrate the surface.
The spikes may be used for up to 10 rounds each day. The
effect’s duration need not be consecutive rounds.

Requirements: Craft Wondrous ltem, creator must have at
least 5 ranks of Climb, spike growth; Cost 875 gp.

STEIN OF POTION ADMIXTURE
Avura: faint transmutation; CL 6th
Slot none; Price 4,500 gp; Weight 1 Ib.

Images of alchemists mixing beakers and vials decorate the
sides of this sturdy, ceramic beer stein with a sealed lid. The
stein allows the owner to pour up to three potions into it. If

the wearer pours another potion into a stein that already
contains three potions, the new potion replaces one of the
previously stored potions (owner’s choice), which is then
destroyed. The admixture process requires the owner to seal
the stein’s lid with a command word. It takes the stein 12
hours to blend any potions within with it into a single dose.
The owner may then unseal the lid with a command word as
a free action and drink from the stein as a standard action.
The admixed potions within the stein take effect at once.
The stein must be sealed for 12 hours before the owner may
imbibe its contents. If not, the potions have no effect and
are lost. It takes 24 hours for the stein to attune itself to its
owner.

Requirements: Craft Wondrous ltem, creator must have at
least 5 ranks in Craft (alchemy) and the Brew Potion feaf;
Cost 2,250 gp.

TARTAN KILT
Avura: faint transmutation; CL 6th
Slot belt; Price 2,370 gp; Weight 1 Ib.

Made from wool, this plaid kilt increases the wearer’s base
land speed by 10 feet whenever he runs or charges down
a steep slope. In addition, whenever the wearer confirms a
critical hit on a charge attack, he may make an Intimidate
check to demoralize the creature hit as a free action. The
wearer gains the preceding benefits only if he ends his
movement af least 5 feet lower in elevation than where he
started.

Requirements: Craft Wondrous Item, creator must have at
least 5 ranks of Craft (clothing), longstrider; Cost 1,185 gp.
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Gh. 6: flew Monsters

Rugged mountain ranges may be the most isolated places on the planet.
Frigid, remote peaks and foggy, mysterious hollers give shelter and
protection to some of evolution’s strangest and most frightening creations.
Their unique adaptations to the bitterly cold temperatures, ferocious
winds, low-oxygen environment, harsh terrain and dense fog grant them
tremendous inherent advantages over newcomers venturing into their
home territory. Some dwell at the highest altitudes imaginable, while
others reside within the mountains themselves, where they frequently
occupy their time searching for riches. Below is a diverse collection of
creatures to aid and impede adventurers on their trek into the monsters’
mountainous realm.

Alpbock

Massive, curved horns protrude from the head of a muscular goat with
nimble hooves, a thick coat of gray fur and a stubby, white tail.

ALPBOCK

XP 3,200

N Large animal

Init +0; Senses low-light vision; Perception +4

CR7

AC 19, touch 9, flat-footed 19 (+10 natural, -1 size)
hp 85 (10d8+40)
Fort +13; Ref +7; Will +3

Speed 30 ft., climb 10 ft.

Melee head butt +13 (1d8+6), bite +12 (1d8+6)
Space 10 ft.; Reach 10 ft.

Special Attacks driving charge, territorial

Str 23, Dex 10, Con 19, Int 2, Wis 10, Cha 10
Base Atk +7; CMB +14 (+18 bull rush); CMD 24 (26 vs.
bull rush)

Feats Great Fortitude, Greater Bull Rush, Improved
Bull Rush, Power Aftack, Weapon Focus (head butt)
Skills Acrobatics +11, Climb +18, Percepftion +4
SQ cushioned fall

Environment cold or warm hills or mountains
Organization solitary or pair
Treasure none

Cushioned Fall (Ex) The alpbock ignores the first 50
feet of any fall when calculating faling damage. If
the alpbock takes no damage from the fall, it does
not fall prone.

Driving Charge (Ex) When an alpbock hits an
opponent with its head butt attack while charging,
it may also inifiate a bull rush as a free action. The
alpbock must move into the opponent's square,
but does not provoke an attack of opportunity. The
alpbock typically uses this ability to push foes over the
edges of cliffs and rock walls.

Territorial (Ex) The alpbock is treated as if it rolled a natural
20 on all Perception checks made to notice Medium-sized
creatures and larger in its territory. An alpbock that surprises
an opponent in its territory gains a +4 circumstance bonus to
its attack roll until the beginning of its next turn. The alpbock
territory must be in a mountainous area, and it can be no
larger than 1dé x 10,000 square feet.

The highly aggressive and territorial alpbock is an exception to the
normal ruminant order or mountains goats and sheep. They lead a solitary
existence, staking out a territory that they defend at any price. Alpbocks
do not hesitate to attack their kin on sight as well as any other potential
threat that trespasses on their land.

Alpbocks share common ancestry with goats, thus accounting for
their resemblance to their domesticated cousins. They stand 6 feet tall
at the shoulder and measure 8 feet in length from snout to tail. Their
sharp, 2-foot-long gray-and-black horns protrude from the crown of
their goatlike heads and curve backward. Their dense, gray fur is terribly
matted and shaggy. The greatest anatomical differences between alpbocks
and their relatives can be found in their spines and legs. Alpbocks have
more vertebrae than all other ruminants. Furthermore, they have added
cartilage between each bone, giving their backbones added suppleness.
This unique mutation gives the alpbock two distinct advantages. First, the
animal can absorb more shock from a fearsome collision than an ordinary
ram, thus alpbocks are less likely to sustain injuries during a fight than
their relatives. Second and more importantly, the animals can plummet
up to 50 feet without taking any damage from the fall. This evolutionary
development is tailor-made for their mountainous environment. In
addition, their small, oval malleable hooves give them greater traction
scaling cliffs and treacherous rock walls. Their powerful, muscular legs
give them more spring and jumping power to leap over obstacles and bash
into their foes to drive them backward.

Alpbocks dwell at extremely high elevations where they use their
climbing skills to reach remote cliffs and perilous overhangs. In spite
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of their belligerent nature, the animals are strict herbivores like all other  slashing weapon made of steel or another material with
ruminant mammals. Alpbocks lead a solitary lifestyle regardless of gender.  an extremely high melting point, the blade inflicts +1dé fire
Females are slightly smaller than their consorts and lack their fearsome damage.
horns. However, they are just as aggressive and territorial as their male Heat (Su) A calderaborne’s body generates intense heat.
counterparts. For a fleeting few weeks in the spring, male and female = Any creature that attacks a calderaborne with an unarmed
alpbocks stray from their territory in order to perpetuate their species.  strike or a natural weapon takes 1dé points of fire damage
Mated pairs remain together for several weeks before both partners once  per successful hit. A creature that grapples oris grappled by
again go their separate ways. Alpbocks are particularly ornery throughout o calderaborne takes 3dé points of fire damage each round
the courtship process. Mated pairs have been known to attack creatures as  that the grapple is maintained.
large as hill giants and as small as rabbits when the trespassers dared to  Magma Burst (Su) Once every 1d4 rounds, a calderaborne
interrupt their private moments together. may release a 60-ft. line of liquid magma that begins at

its fingertips. The calderaborne must attempt a separate

attack roll against each creature in the line. Each attack
Calderabome roll takes a -2 penalty, and its attack damage cannot

be modified by precision damage or feats that increase

damage. Concealment is ineffective against this line

The silhouette of a ravishing woman wreathed in flames stands atop a  qttqck. If any of the attack rolls threaten a critical hit, the

Slow of roiling magma. Her skin is bright red, her hair is a deep crimson  ~qlderaborne may attempt to confirm the critical for thart
and her eyes resemble two orbs of burning charcoal. A pair of thin, 4| glone.
leathery wings protrudes from her lower back. Creatures hit by the magma burst take 4dé points of fire
damage and must also succeed on a DC 18 Reflex save or

CALDERABORNE CR8  qich fire, taking an additional 2dé points of fire damage
XP 4,800 . each round until the flames are extinguished. A creature
CN Medium outsider (chaos, extraplanar, fire) on fire can use a full-round action to attempt a new DC
Init +7; Senses darkvision 60 ft.; Perception +9 18 Reflex save to extinguish the flames. Rolling on the

ground grants the target a +2 bonus on the save. Leaping
AC 20, touch 14, flat-footed 16 (+3 Dex, +1 dodge, +6 into a body of water or magically extinguishing the flames
natural) automatically douses the fire. The save DC is Constitution-
hp 85 (10d10+30) based.

Fort +6; Ref +10; Will +10
DR 5/magic; Immune fire, poison

b Some savage cultures view volcanoes as angry gods or
Weaknesses vulnerability to cold

earth giants that must be pacified to prevent eruptions. In
order to prevent the sleeping giant from waking, the
Speed 30 ft., ﬂY 4.0 ft. (average) e _a—— — cultures’ rulers and priests offer human
Melee mwk scimitar +15/+10 . ~ - sacrifices to the god dwelling within
(1 d64:3 plus 1d6 fire) . the fiery mountain. In most instances,
Special Attacks flaming the unfortunate soul plummets to a
weapon, magma burst pointless death with no effect. Yet
Spell-like Abilifies (CL on rare occasions, primordial and
]th).: extraplanar forces converge. As
At wil—produce flame the sacrifice tumbles into the heart of
3/day—fireball (DC 17) the volcano, a conduit to the Plane
1/day—wall of fire of Fire instantaneously opens and
infuses the being with pure energy.
The metamorphosis creates the fickle
calderaborne.

Calderabornes appear as
attractive, winged humanoids
cloaked in flames. Females
make wup the significant

majority of the fiery outsiders,
with males being the rare
exception. Calderabornes have
bright red skin, deep crimson
hair and grayish-black eyes
with maroon flecks. Flames

ks w ! ‘ continuously surround its body,

Knowledge (natfure) +15, l " ~_ andthey always wield a slashing
Knowlnge (planes) +]5', o~ g T weapon that is also wreathed
Perception +9, Sense Mofive % Wl \ ;' in fire. The conceited monsters
+14 1 \ by i . bedeck their bodies with steel
Languages Abyssal, Ignan and platinum jewelry because of the
$Q heat substances’ ability to withstand extremely
/g high temperatures. The vain outsiders
=~ primp for hours at a time, incessantly combing
o their luxurious hair and decorating
their nails with colorful polishes.
Calderabornes love flattery,
especially from beautiful women
and handsome men. In fact, the right

Str 16, Dex 17, Con 16,
Int 15, Wis 12, Cha 19
Base Atk +10; CMB
+13; CMD 27

Feats Dodge, Flyby
Attack, Improved
Initiative, Iron Will,
Weapon Focus
(scimitar)

Skills Bluff+17, Diplomacy
+17, Fly +11, Knowledge
(arcana) +15, Knowledge
(dungeoneering) +15,

Environment any mountains
Organization solitary, pair or
commune (3-6)

Treasure standard

Flaming Weapon (Su) When
a calderaborne wields a
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words can temporarily placate the capricious being’s foulest mood. They
have a well-founded reputation for promiscuity and have even been
known to engage in trysts with malevolent demons and ambitious mortals
that can stand their proverbial heat.

Calderabornes rarely venture among the world of men. They always
remain close to their birthplace, where they blissfully frolic in subterranean
rivers of molten lava and inhale the noxious gases that could fell an army
of humanoids in seconds. Still, the tempestuous monsters sometimes
intervene in humanity’s affairs, particularly when they hit close to home.
If the same humanoids responsible for its creation return to the inanimate
volcano to sacrifice more innocent victims, the calderaborne brings the
folly to an immediate conclusion. Madness overcomes the outraged
creature, causing it to mercilessly slay the fools overseeing the worthless
endeavor. If two or more calderabornes are born in the same volcano, the
outsiders combine forces and wipe out the transgressors and liberate the
grateful captives. These passionate and social monsters live a communal
existence, gladly sharing what they have with others of their kind, yet they
are not as generous toward outsiders.

Climber’s Vine
A gnarled, greenish brown vine that
seems to be firmly affixed to solid stone
by thousands of hairlike roots
dangles over the edge of a
deep crevasse. P
CLIMBER'’S VINE
XP 800
N Large plant
Init -1; Senses low-light vision; Perception +1

CR3

AC 15, touch 8, flat-footed 15 (-1 Dex, +7 natural, -1
size)

hp 34 (4d8+14)

Fort +8; Ref +0; Will +2

Immune falling damage, plant fraits

Speed O ft.

Melee slam +7 (1dé+7 plus grab), bite +7 (1d8+5)
Space 10 ft.; Reach 10 ft.

Special Attacks constrict (1dé+7), absorption, detach,
grease

Str 20, Dex 8, Con 18, Int —, Wis 12, Cha ¢
Base Atk +3; CMB +9 (+13 grapple); CMD 18
$Q camouflage

Environment temperate and warm mountains
Organization solitary or grove (2-7)
Treasure none

Absorption (Ex) A climber’s vine that pins an opponent or
maintains a pin can suck carbon dioxide and moisture from
that opponent as a free action once per round, dealing
1dé points of nonlethal damage. When the climber’s vine
deals 14 points of nonlethal damage, it releases the grapple
and allows the victim to fall to the ground, thus dealing the
appropriate amount of falling damage. A falling creature
can attempt fo grab onto a nearby surface or another
object, including the climber’s vine, to halt its descent. This
ability does not work against nonliving creatures or creatures
that do not breathe.

Camouflage (Ex) The climber’s vine looks like an ordinary,
gnarled vine with the exception of its concealed mouth.
Spofting the anomaly hidden on the vine's fip requires a
successful DC 20 Perception check. A character with ranks
in Survival or Knowledge (nature) can use either of those
skills instead of Perception to notice the concealed mouth

and distinguish the climber's vine from an ordinary plant.

If it has not been attacked yet, the climber’s vine remains
completely motionless and is treated as if it has a Dexterity
of 0.

Detach (Ex) The climber’s vine can voluntarily detach its
roots as a free action. A creature grappling the climber’s
vine or being grappled by the climber’s vine plummets to
the ground and takes the appropriate amount of falling
damage. A falling creature can attempt to grab onto the
nearby surface or another object to halt its descent. The
flexible climber’s vine takes only half damage from the fall.
The climber’s vine automatically detaches if it grapples or is
grappled by a creature weighing more than 2,000 pounds.
Grease (Ex) A climber’s vine continuously secretes a fine,
invisible lubricant that coats every hard surface within 5 feet
of the plant’s base. The substance duplicates the effects of
a grease spell. The area remains slick for 1d4 rounds after
the climber’s vine dies, or the grease can be washed away
as a full-round action.

The climber’s vine has adapted to existence in areas of little
available moisture or carbon dioxide by taking
4@ them from living prey. The nearly 10-foot-
b long, greenish-brown vine attaches its
W ws roots to cliffs, sheer rock walls, and
other precarious mountain surfaces.
& Rather than actively hunt quarry like
%", other predators, the plant offers a
) sturdy and secure handhold to creatures
attemping to scale these rock faces. To
further entice intrepid climbers to reach out and literally
grab the seemingly innocuous vine, the plant’s roots
constantly secrete a fine, invisible mist of grease
onto the surrounding rocks and stone. Meanwhile, the
¢ climber’s vine itself is dry and knotted in many places,
%% making it easy to grasp and maintain one’s grip on the
- dense vine. The climber’s vine offers no resistance to
its prey at first. However, once the plant is firmly in the
victim’s clutches, the climber’s vine turns the tables and
wraps itself around its prey. The monster then constricts
its target and inserts its “mouth,” concealed on the
vine’s tip, into the victim’s mouth or nostrils in order
to absorb precious moisture and carbon dioxide from
oo ¥ its panicked prey. Once it is done feeding the climber’s
S vine releases its prey to fall, or if the prey won’t fall
E 3 detaches itself from the surface and allow both parties to
L plummet to the ground. A climber’s vine takes no falling

' damage due to its light and durable structure.
The typical climber’s vine grows alongside others
?". of its kind as well as ordinary plant species indigenous
to its particular region. The plant produces seeds only
0 once during its lifetime, and that process ultimately
results in the monster’s demise. The vine shakes
¥ . o\  violently and disperses its adhesive and airborne
R : seeds up to 100 feet from its location before
detaching itself and falling back to earth. The average

climber’s vine lives for 10 years.

Y}
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Cobaltog

This shiny gray creature appears like an amalgamation between a
humanoid being and a worm-like alien coated with an eerie sheen similar
to the color and texture of liquid mercury. Its lower torso resembles a
thick trunk-like appendage covered in flexible, metallic plates rather than
a pair of conventional legs. Likewise, its upper body is best defined as a
segmented central torso that connects the lower body with two hardened,
chiseled limbs and a bizarre head that contains two silvery eyes and a
round, undefined mouth.

COBALTOG

XP 1,600

CE Medium aberration
Init +5; Senses darkvision 0 ft., fremorsense 30 ft.; Perception +11

CRS

AC 18, touch 11, flat-footed 17
hp 45 (7d8+14)

Fort +4; Ref +3; Will +8

Resist fire 5, cold 5; Immune electricity
Weaknesses light blindness

(+1 Dex, +7 natural)

Speed 20 ft.

Melee slam +8 (1d6+3 plus 1d4 Wis)
Special Attacks avaricious gaze, infusion
Spell-Like Abilities (CL 7th):

At will—meld into stone

Str 14, Dex 12, Con 14, Int 15, Wis 12, Cha 16

Base Atk +5; CMB +7; CMD 18

Feats Ability Focus (infusion), Improved Initiative, Iron Will,
Weapon Focus (slam)

Skills Diplomacy +5, Intimidate +10, Knowledge
(dungeoneering) +9, Knowledge (engineering) +9, Knowledge
(religion) +9, Perception +11, Stealth +8, Survival +8

Languages Aklo, Dwarven, Undercommon; telepathy 100 ft.

Environment any mountains
Organization solitary
Treasure standard

D\

Avaricious Gaze (Sv)
Target is fascinated,
30 feet, Will DC

16 negates. The
effect lasts as
long as the
cobaltog
remains
within 100
feet of the
fascinated
creature.
Creatures
with the
greed

racial trait
suffer a -2
penalty on
their saving
throw to
resist this
effect. The
cobaltog’s
approach
does not
count as an
obvious threat
to the victim of

Creating an Infused Creature

Victims subjected to the cobaltog’s infusion special ability become
infused creatures under the command of the cobaltog that infused
the creature. The infused creature retains its former intelligence and
most of its former abilities. However, the creature is single-mindedly
obsessed with venerating its creator as a living deity.

“Infused Creature” is an acquired template that can be added to
any living humanoid. The infused creature uses the base creature’s
stats and abilities except as noted here.

CR: Same as base creature +1.

AL: Chaotic evil

Type: The creature gains the augmented subtype, though it
retains its original creature type. Do not recalculate the creature’s
base attack bonus, saves or skill points.

Senses: An infused creature gains darkvision 60 ft.
tremorsense 30 ft.

Armor Class: Natural armor improves by +2.

Weaknesses: An infused creature suffers from light blindness.

Melee: An infused creature retains all the natural weapons,
manufactured weapon attacks and weapon proficiencies of the
base creature. If the base creature has no other natural attacks, the
infused creature gains a slam attack that deals damage based on the
infused creature’s size.

Special Qualities: An infused creature gains the following
special qualities described below.

Obsessed (Su): An infused creature becomes obsessed with the
cobaltog that created it. The infused creature perceives its creator
as a god. It obeys its master’s orders without question, even in the
case of suicidal and obviously harmful commands. If no common
language exists between the infused creature and the cobaltog, the
infused creature can follow only basic commands such as “Come
here,” “Go there,” “Fight,” and “Stand Still.” The infused creature
only venerates the cobaltog that created it. Likewise, it cooperates
only with other infused creatures venerating the same cobaltog. If
its master is slain, the infused creature indiscriminately attacks all
humanoids and other cobaltogs that it encounters. Once infused, it
cannot be infused again by another cobaltog.

Statue (Ex): An infused creature can hold itself so still that it
appears to be a statue cast out of silvery metal. An infused creature
that uses statue can take 10 on its Stealth check to hide in plain
sight as a metallic statue. It can maintain this position for as long
as it wishes.

Abilities: +2 Str, +2 Con, —4 Cha

and

this particular fascination effect (though the cobaltog’s
attack does count as an obvious threat and ends the effect
immediately). This is a mind-affecting effect. The save DC is
Charisma-based.

Infusion (Su) A cobaltog infuses a portion of its essence

info a humanoid creature by placing its mouth against the
victim’s mouth and exhaling into the victim’s mouth. An
unwilling victim must be grappled before the cobaltog can
use this ability. The use of the infusion ability immediately
ends the fascination effect, but not before the cobaltog
makes physical contact with its victim, thus negating the
need to grapple a fascinated creature in order to infuse it.
The cobaltog’s infusion fransforms the victim into an infused
creature if it fails a DC 17 Fortitude save. The infusion occurs
immediately, but it can be cured by a casting a remove
curse or similar spell on the victim, provided the character
receives the spell within 24 hours of the cobaltog’s infusion.
The save DC is Constitution-based.

Light Blindness (Ex) Abrupt exposure to bright light blinds
cobaltogs for 1 round; on subsequent rounds, they are
dazzled as long as they remain in the affected area.
Wisdom Damage (Su) The slam of a cobaltog deals 1d6
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points of damage and 1d4 points of Wisdom damage to the
target. A successful DC 15 Fortitude save halves the Wisdom
damage (minimum 1). The save DC is Constitution-based.

This cunning aberration with chameleon-like abilities uses its appearance
as a pristine vein of raw silver or mithral to enrapture humanoids. Once
under its potent spell, the cobaltog leads the unfortunate victim to its
untimely demise or into a lifetime of bondage as the monster’s unwitting
minion. The creature is a master of manipulation able to instantly meld into
stone and dominate the mind of almost any sentient being it encounters.
Ancient dwarven myths refer to the mysterious creature as the “mithral
man” because of its appearance as a deposit of the revered metal when
it conjoins its body with ordinary rock and its resemblance to a silvery
humanoid in its natural state. Other tales describe the wicked cobaltog
as the “mithral god” because of its ability to quickly amass an army of
servants and worshippers with its infusion special ability. The monsters
then use these minions to increase their stock of humanoids slaves and
wage war against others of their kind.

Cobaltogs are a sentient offshoot of livestone (see The Tome of Horrors
Complete). Over countless generations, the monster shed the ooze
characteristics of its distant ancestors and took on humanoid features to
better interact with its potential thralls. They developed a single tentacle-
like leg that propels the creature with a distinct motion akin to a slithering
serpent. Like a snake, its lower body is covered in scaly growths made
from metal plates. The upper body is more humanoid in appearance. It
has a flabby, nearly amorphous abdomen with two muscular, armor-plated
arms. The undersized head features a large, round mouth with no distinct
boundaries just beneath two silvery eyes. The cobaltog has no visible ears.
The monster is completely hairless and stands about 5 feet when its lower
appendage is fully extended, and 4 feet high in a relaxed position.

Fortunately for civilization, cobaltogs are solitary and extremely
territorial. In fact, the narcissistic monsters are their own worst enemies.
The vain creatures never cooperate with others of their kind and always
desire supremacy over all living creatures, especially their fellow
cobaltogs. However, unlike their humanoid foes, cobaltogs never attempt
to infuse their rivals or mentally control them. Instead, confrontations
between two or more cobaltogs inevitably lead to a fight to the death
between the arrogant, unyielding aberrations. Strangely, the monsters are
disinterested in acquiring monetary and magical wealth. Instead, their
unique diet causes them to accumulate vast quantities of salt including
mineral deposits teeming with other metals and stone of interest to
adventurers.

Fog Fiend

Dense, billowing clouds of fog surround a small, amorphous
creature that resembles an octopus’ tentacle covered in eyes and
suction cups. Liquid literally ripples beneath its slimy skin as
the monster propels itself forward with a seemingly impossible
hopping motion akin to a metal spring repeatedly coiling and
uncoiling.

FOG FIEND

XP 1,200

LE Small aberration
Init +2; Senses all-around vision, darkvision 60 ft.,
see in fog; Perception +9

CR4

AC 16, touch 14, flat-footed 13 (+2 Dex, +1 dodge,
+2 natural, +1 size)

hp 27 (5d8+10)

Fort +2; Ref +3; Will +8

Speed 20 ft., swim 20 ft.
Melee slam +6 (1d3-2 plus 1d4 Wis)
Special Attacks fearful fog, touch of madness

Str 6, Dex 14, Con 12, Int 13, Wis 15, Cha 16
Base Atk +3; CMB +0; CMD 13

Feats Dodge, Iron Will, Weapon Finesse

Skills Escape Artist +9, Knowledge (planes) +6, Perception
+9, Stealth +13, Survival +9, Swim +13

Languages Auran (cannot speak)

Environment any hills or mountains
Organization solitary
Treasure standard

All-Around Vision (Ex) A fog fiend sees in all directions at the
same time, giving it a +4 racial bonus on Perception checks.
A fog fiend cannot be flanked.

Fearful Fog (Sp) A misty vapor surrounds the fog fiend at

all times, filling a 20-foot-radius area, 20 feet high. The fog

is centered on the fog fiend and moves with it. The vapor
obscures all sight, including darkvision, beyond 5 feet. A
creature 5 feet away has concealment (attacks have

a 20% miss chance). Creatures farther away have fotal
concealment (50% miss chance, and the attacker cannot
use sight fo locate the target). A moderate wind (11+
mph), such as from a gust of wind spell, disperses the fog

in 4 rounds. A strong wind (21+ mph) disperses the fog in 1
round. A fireball, flame strike or similar spell burns away the
fog in the explosive or fiery spell’s area. A wall of fire burns
away the fog in the area into which it deals damage.
Creatures of less than 6 HD that enter the fog must succeed
at a DC 16 Will save or become shaken. The creature
remains shaken for as long as it remains in the fog and

an additional 1d4 rounds after it leaves the fog or the fog
dissipates. A creature that successfully saves cannot be
shaken again by the same fog fiend’s fearful fog effect for
24 hours. The fog’s fear effectis a
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mind-affecting fear effect. The save DC is Charisma-based.
See in Fog (Ex) A fog fiend can see perfectly in fog of any
kind, including that created by solid fog.

Touch of Madness (Su) The slam of a fog fiend deals 1d3
points of damage and 1d4 points of Wisdom damage to the
target. A successful DC 13 Fortitude save halves the Wisdom
damage (minimum 1). With each successful attack, the

fog fiend gains 5 temporary hit poinfs. A successful critical
hit causes the victim to contract a randomly determined
form of insanity unless the victim succeeds on its Fortitude
save. (The "Sanity and Madness” section in Chapter 8 of the
Pathfinder Roleplaying Game GameMastery Guide
provides more details about insanity.) The save DC is
Constitution-based.

Popular mountain tales revolve around a bizarre monstrosity known as
the fog fiend, an otherworldly creature that literally devours its victims’
fears and drives the traumatized person insane. Encounters with the
strange being are extremely rare, leading most residents to attribute the
stories to the creator’s overactive imagination or a fretful mother’s ploy to
frighten her misbehaving children into obeying curfew. However, every
asylum can boast at least one patient that can unequivocally vouch for the
creature’s mad existence.

The fog fiend may be the weirdest creature to ever set foot in the
mountains. It looks like a 3-foot-tall dull gray octopus tentacle covered
with suction cups and black eyes lacking a pupil. The creature has no
bones. Instead, the fog fiend has a cartilaginous skeleton identical to
those found in sharks, skates, and rays. Likewise, its skin texture and
structure are strikingly similar to shark’s skin. These odd findings as well
as its cephalopod appearance lend some credence to the monster’s ancient
aquatic origins. However, the comparisons end there. The
strange monster apparently breaths, drinks, and
eats through the numerous suction cups affixed 3
to its skin. Fog fiends do not have a mouth
or conventional blood. An aqueous saline
solution freely flows through its body, s
keeping the creature’s internal organs 3 e
awash in the life-sustaining fluid.

The nightmarish creature leads
a solitary, nomadic existence and
follows the clouds wherever
they take it. The opportunistic
aberration can create only an
extremely small patch of fog,
so it blends in with much larger
naturally occurring mists to
terrorize animals and humanoid
settlements. Fog fiends predominately
attack during the early morning hours and
later in the evening when the mists are at their
densest. As the vapors dissipate and burn away,
the cunning monster seeks shelter in narrow, hard to
reach crevices and under large stones where they remain cloaked
behind a curtain of dense mist. Once the fog returns, the creature
resumes the hunt for fresh prey. The predatory monster literally
subsists on fear. Whenever its suction pads touch living flesh, the
creature actually drinks the target’s cold sweat and feasts on its
fear during that brief instant of physical contact. The sensation
of the monster’s alien tentacle suckling on bare skin or
even through protective fabric violates the target’s
mind in unspeakable ways. The momentary A
connection with the sadistic life form /
is so disturbing that the experience
can reduce the bravest adventurer
into a terrified, babbling lunatic.
For some unknown reason, fog
fiends have a fondness for gems
and magical rings, which they
keep attached to their suction cups
or hidden in their temporary lair.
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Gin Tree

Cones and needlelike leaves fill the canopy of a 20-foot-tall tree with
a light brown gnarled trunk. It appears identical to an ordinary juniper
tree except for its dense bundles of root material that function as its legs.

GIN TREE

XP 4,800

N Huge plant

Init -2; Senses low-light vision; Perception +14

CR8

AC 18, touch 6, flat-footed 18 (-2 Dex, +12 natural, -2 size)
hp 126 (10d8+72)

Fort +13; Ref +2; Will +6

Defensive Abilities plant traits; DR 5/slashing

Weaknesses vulnerability fo fire

Speed 20 ft.

Melee 2 slams +16 (2dé6+8)

Ranged resin cone +5 (1d8+8)

Space 15 ft.; Reach 15 ft.

Special Attacks needle spray, resin cones (+5 ranged)

Str 26, Dex 6, Con 20, Int 12, Wis 10, Cha 13
Base Atk +9; CMB +19; CMD 27
Feats Cleave, Iron Will, Power Attack, Skill Focus
(Perception), Toughness, Weapon Focus (slam)
Skills Diplomacy +9, Heal +4,
Infimidate +5, Knowledge
(nature) +9, Perception +14,
Stealth -3 (+13in forested
areas); Racial Modifiers +16
Stealth in forested areas
SQrooted to the spot

Environment Any mountains
Organization solitary, pair or
grove (3-12)
Treasure standard

Needle Spray (Ex) Three
fimes per day as a standard
action, a gin tree can release a
volley of needles from its canopy.
: i This effect creates a 30-foot-cone

o burst of needles that deals 6dé
& points of piercing damage to all
i creatures in the area (Reflex DC 21
for half). The save DC is Constitution-
based.
Rooted to the Spot (Ex) As a full-round action, a
gin tree can imbed ifs roots into earth, dirt, sand
or soil but not stone or wood. While rooted,
the gin free cannot move and suffers a —4
penalty to its Dexterity. While rooted, the gin
tree gains a +8 bonus on CMD versus bull
rush and overrun attempfs.
Resin Cones (Ex) As a
standard action, a gin
tree can hurl a resin
cone as aranged
attack. The projectile
has a range increment of
10 feet and deals 1d8+8
points of damage. In
addition, the resin cone
breaks apart on contact
and instantly coats the
target in sticky resin. The
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resin duplicates the effects of a tanglefoot bag, though it
takes a successful DC 21 Reflex save to avoid being glued
to the floor and being unable to fly. Likewise, a creature
aftempting to break free must succeed on a DC 21 Strength
check or deal 20 points of damage to the resin with a
slashing weapon. The save DC is Constitution-based.

Juniper berries are the primary ingredient and flavoring agent in this
strong, clear spirit known as gin. These seed cones, which are not berries,
are harvested from the juniper tree, a species of evergreen found in higher
elevations. Because of the plant’s ability to survive at extreme altitudes, a
family of epicurean cloud giants with a taste for gin conducted numerous
experiments to make the tree even hardier and increase its yield of berries.
The family’s patriarch, a powerful druid, upped the ante and used his magic
to grant sentience to the three most majestic and robust trees. Over the
course of the next several generations, the intelligent plants transformed
from simple commodity producers into trusted friends and loyal guardians.
Though the cloud giants still cultivate groves of ordinary juniper trees,
many copses have at least one gin tree interspersed among the rest.

Gin trees are typically smaller than their conventional cousins. The
tallest specimens stand roughly 20 feet tall with a thick canopy of cones
and needlelike leaves. The monster’s light brown trunk is gnarled and
twisted. The creature’s roots, which are bundled into two dense 4-foot-
long clusters, also double as legs. Like ordinary plants, gin trees absorb
nutrients and water from the soil, so they typically spend at least 8 hours
per day with their roots firmly embedded in the ground. Cloud cover
and fog frequently prevent the gin tree from getting adequate sunlight.
However, its ability to uproot and relocate to a more suitable location
allows the monster to overcome this hurdle with relative ease.

Good-aligned cloud giants dote on their gin trees, carefully pruning their
leaves and nourishing them with fertilizer and fresh water. These sentient
plants are treated like friends or beloved pets rather than mercenaries. They
are naturally inquisitive and engage their masters in lengthy conversations
in an effort to expand their knowledge. Evil-aligned cloud giants behave in
an opposite manner. They believe that the intelligent monsters are slaves.
The humanoids abuse them at every turn and use them as fodder in battle.
The trees occasionally revolt against their cruel overlords, launching a
fusillade of sharp needles and pine cones at their tormentors. In spite of their
impressive weaponry, uprisings almost always fail. The tyrannical giants
brutally slaughter the rebels with utmost efficiency. Still, rumors persist
that a small group of gin trees escaped their oppressors and established an
autonomous, clandestine colony somewhere in the clouds. Treants view
gin trees as oppressed simpletons exploited by the cloud giants at best or
as unnatural abominations that should be destroyed at worst. Either way,
treants consider cloud giants (regardless of alignment) who keep gin trees
to be little better than slavers and always seek ways to either free or destroy
the gin trees and punish the giants. They are not above involving outsiders
such as adventurers to do their dirty work.

Golem, Rag

The faint stench of body odor and offal accompanies a
humanoid-shaped mass of soiled, moldy rags propelled by a
pair of grotesquely oversized legs created from filthy linens.

RAG GOLEM

XP 1,600

N Small construct
Init +1; Senses darkvision 60 ft., low-light vision, see
in darkness; Perception +0

AC 18, touch 12, flat-footed 17 (+1 Dex, +6 natural,
+1 size)

hp 43 (6d10+10)

Fort +2; Ref +3; Will +2

DR 5/adamantine and slashing; Immune construct
fraits, magic

Speed 20 ft.

Melee 2 slams +7 (1d4 plus aura of darkness)
Special Attacks aura of darkness

Spell-Like Abilities (CL 6th):

At will—deeper darkness

Str 10, Dex 12, Con —, Int —, Wis 10, Cha 10
Base Atk +6; CMB +5; CMD 16

Environment any mountains or underground
Organization solitary, pair or squad (3-6)
Treasure none

Aura of Darkness (Su) Any living creature hit by the rag
golem’s slam attack is enveloped in an aura of darkness,

as the darkness spell, that surrounds and outlines the target
unless it succeeds on a DC 13 Fortitude save. A target that
fails its save is staggered and can take only a single move
action or standard action each turn, but not both (nor may
it take full-round actions). Furthermore, it suffers a -1 morale
penalty to attack rolls, weapon damage rolls, saving throws
and skill checks. In addition, whenever a rag golem scores a
critical hit on a target that failed its Fortitude save, the aura
of darkness bestows one negative level on the creature.
One day after being struck, the victim must succeed on

a DC 13 Fortitude save for each negative level or the
negative levels become permanent. The aura’s effects, with
the exception of the negative levels, last for 1 round.
Immunity to Magic (Ex) A rag golem is immune to any spell
or spell-like effect that allows spell resistance. In addition,
certain spells and effects function differently against the
creature, as noted below.
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- Arag golem is affected normally by spells and spell-like abil-
ifies that deal light-based or sunlight-based damage, such as
searing light, sunbeam and sunburst.

« Other spells and spell-like abilities with the light descriptor
slow the rag golem, as the slow spell, for a number of rounds
equal to the spelllevel (no save), if the spell or spell-like ability
specifically targets the rag golem. This effect does not stack
with spells and spell-like abilities that deal light-based or sun-
light-based damage. The rag golem suffers no ill effects from
area spells with the light descriptor.

In the hidden recesses far below the surface, an ancient race
of unpredictable and secretive humanoids ekes out a miserable
existence scavenging for whatever they can find in the proverbial
bowels of the earth. They are the dark folk, and most individuals
who battle against these reclusive beings only encounter the
subservient dark creepers, the lowliest members of the dark folk’s
rigid caste system. Their leaders, the dark stalkers, dark slayers, or
sometimes the dark callers, often remain behind the scenes orchestrating
the actions of their subordinates from hiding. To aid the dark folk in their
efforts and to protect vital locales within their underground complexes,
the leaders sometimes construct rag golems. Much like the dark creepers,
the mindless automaton obeys its masters’ orders without question.

Rag golems are assembled from discarded rags formerly worn by the
race’s dark stalkers and dark slayers. The construct’s builders weave
the filthy, tattered linens into a vaguely humanoid form with two
disproportionately thick legs, a slim torso, a pair of wiry arms and a head
that resembles a crumbled heap of unwashed laundry. Though it requires
200 pounds of ratty fabric to build the bizarre monster, the rag golem
is only 3-1/2 feet tall. Much of its weight is concentrated in its dense,
oversized legs that consist of concentric rings of fetid rags connected to
one another with minute stitching. The upper torso, arms and head are
considerably less dense than the construct’s lower body. Because of this
unusual configuration, the rag golem is more nimble, but physically
weaker than most golems.

The dark folk’s leadership castes use rag golems as guardians to prevent
intruders from gaining access to secure locations and as auxiliary troops
supporting the dark creepers. For some unknown reason, dark folk usually
have rag golems work in pairs. Like their creators, the unintelligent
monsters can create impenetrable darkness and see through it without
impediment. Whenever they encounter living creatures other than dark
folk, rag golems instinctively plunge the area into darkness and then
attack the intruders unless their creator directs them to do otherwise.

Construction

A rag golem’s body is patched together from 200 pounds of rags
previously worn by dark callers, dark slayers or dark stalkers. Silk thread
costing at least 1,000 gp is then used to stitch the linens together.

RAG GOLEM
CL 8th; Price 13,500 gp

Requirements Craft Construct, animate objects, deeper
darkness, geas/quest, mending, caster must be at least 8th
level; Skill Craft (clothing) DC 13; Cost 7,250 gp

e

Herd Animal

Herd Animal, Alpaca

This creature resembles a strange sheep with an extra-shaggy coat and
a longer-than-normal neck.

ALPACA

XP 135

N Small animall

Init +5; Senses low-light vision, scent; Perception +9

CR1/3

AC 17, touch 16, flat-footed 12 (+5 Dex, +1 natural, +1 size)
hp 4 (1d8)
Fort +2; Ref +7; Will +O

Speed 30 ft.
Melee bite +1 (1d2)
Special Attacks spit (ranged touch +6)

Str 8, Dex 20, Con 10, Int 2, Wis 11, Cha 4
Base Atk +0; CMB —1; CMD 14 (18 vs. trip)
Feats Endurance

Skills Perception +9

Environment cold and temperate mountains
Organization solitary, pair, or herd (3-30)
Treasure none

Spit (Ex) Once per hour, an alpaca can regurgitate the contents
of its stomach, spitting the foul material at a single target within 10
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feet. The target must make a DC 10 Forfitude save or be sickened
for 1d4 rounds. The save DC is Constitution-based.

Essentially a smaller version of the llama, alpacas live well at high
altitudes where they are often domesticated by humanoids and kept
principally for their wool, milk, and meat. Like llamas, they can spit the
contents of their stomachs when agitated, but they usually do so against
other alpacas rather than the herdsmen that tend to them. An alpaca stands
about 3-1/2 feet tall and weighs around 150 pounds.

Herd Animal, Llama

This four-legged beast stands about the height of a man. It has thick
wool of whitish gray and a long neck. Its head resembles that of a goat
or sheep, and it has tall, forward-facing ears.

XP 200
N Medium animal
Init +4; Senses low-light vision, scent; Perception +0

LLAMA CR1/2 }

AC 15, touch 14, flat-footed 11 (+4 Dex, +1 natural)
hp 9 (2d8)
Fort +3; Ref +7; Will +0

Speed 40 ft.
Melee bite +1 (1d3)
Special Attacks spit (ranged fouch +5)

Str 10, Dex 18, Con 10, Int 2, Wis 11, Cha 4

Base Atk +1; CMB +1; CMD 15 (19 vs. trip)

Feats Endurance

Skills Acrobatics +9 (+17 jumping); Racial Modifiers +4
Acrobatics to jump

Environment cold and temperate mountains
Organization solitary, pair, or herd (3-30)
Treasure none

Llamas are woolly-coated animals that superficially resemble
sheep bit with long necks and legs. They live at high altitudes where
they are very popular as sure-footed pack beasts, though they are

too small for riders larger than size Small. Related to camels, they
can be extremely stubborn at times but, also like camels, able to go long
periods without food or water. In addition to serving as pack beasts for
alpine populations, they are also a primary source for wool, meat, and
milk. They stand 6 feet tall and weigh around 300 pounds on average.

Herd Animal, Yak

This creature has a massive musculature with four short, sturdy legs
and a thick, shaggy coat. Great curving horns sweep outward from the
side of the head.

Spit (Ex) Once per hour, a llama can ,
regurgitate the contents of its stomach, f
spitting the foul material at a single /
target within 10 feet. The target must
make a DC 11 Fortitude save or be

sickened for 1d4 rounds. The save DC
is Constitution-based.

YAK CR4
XP 1,200

N Large animal

Init +0; Senses low-light vision, scent; Perception +8

AC 17, touch 9, flat-footed 17 (+8 natural, -1 size)
hp 42 (5d8+20)
Fort +8; Ref +4; Will +1

Speed 40 ft.

Melee gore +10 (2d6+12)

Space 10 ft.; Reach 5 ft.

Special Attacks frample (2dé+12, DC 20)

Str27, Dex 10, Con 19, Int 2, Wis 11, Cha 4
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Base Atk +3; CMB +12; CMD 22 (26 vs. trip)

Feats Endurance, Improved Bull Rush, Power Attack
Skills Perception +8

$Q Insulation

Knowledge (dungeoneering) +11, Perception +7, Sense
Motive +7, Stealth +11, Use Magic Device +8
Languages Dwarven

Gear chain shirt, masterwork dagger

Environment cold mountains
Organization solitary, pair, or herd (3-30)
Treasure none

Environment any mountains
Organization solitary, pair, unit (3-6) or clan (7-30)
Treasure standard

Insulation (Ex) The yak's shaggy hair causes the animal to
treat the air temperature as if it were 30° F warmer than

it actually is. This adaptation allows the yak to endure
extremely cold weather, but it also makes the animal
susceptible to damage from warm weather. The yak is
considered to be wearing heavy clothing when determining
whether it is protected from the cold or vulnerable to heat.

Yaks are massive herd animals native to the colder mountain regions of
the world. They are frequently used as beasts of burdens or draft animals
by mountain dwellers. Their thick coats prevent them from doing well
at lower, warmer altitudes and they require a great deal of fresh grass as
fodder, making them less ideal for long journeys in the mountains. Instead
when domesticated they tend to be localized to farms and villages. A yak
stands around 6 feet at the shoulder with a body length of 10 feet long. On
average they weigh about and can weigh 1,500 pounds.

Yak-Beasts

Yak-beasts, or great-oxen as they are sometimes called, are

a type of domesticated bovine found on the verges of many PR

mountain ranges where they are used as draft animals and have
been bred for the warmer temperatures of the lowlands.
Though they are called “yak-beasts” they are only distantly
related to the yaks of the mountains. For more information
on yak-beasts see The Lost Lands: Borderland Provinces by
Frog God Games.

Karzelek

Marvelous jewelry adorns a small albino humanoid with twisted
rows of white hair. A metallic shirt is draped around its slim chest
and shoulders, while minute pieces of metal, gemstones and
crystals glitter on its fissured skin.

KARZELEK

XP 1,600

CG Small fey
Init +7; Senses low-light vision; Perception +7

CRS

AC 20, touch 14, flat-footed 17 (+4 armor, +3
Dex, +2 natural, +1 size)

hp 44 (8d6+16)

Fort +4; Ref +9; Will +7

Speed 20 ft.

Melee mwk dagger +9 (1d6+3 plus 1d4 Wis)
Special Attacks mineral projectiles
Spell-Like Abilities (CL 10th):

3/day—heat metal (DC 16)

1/day—spike sfones, fransmute rock to mud

Str 10, Dex 17, Con 14, Int 13, Wis 12, Cha 14

Base Atk +4; CMB +3; CMD 16

Feats Armor Proficiency? (light), Improved Initiative, Point
Blank Shot, Skill Focus (Knowledge [dungeoneering]),
Weapon Finesse

Skills Acrobatics +6, Climb +4, Craft (armor) +9,

Craft (gemcutting) +11, Craft (jewelry) +11, Craft
(weapons) +9, Diplomacy +10, Escape Arfist +7,

Mineral Projectiles (Sp) The karzelek can fransmute as many
as eight clumps of soil per day, which can be no larger than
sling bullets, into jagged, calcified projectiles that can be
thrown or slung. If thrown, they have a range increment of
20 feet. If slung, treat them as sling bullets (range increment
50 feet). The user of the projectiles makes a normal ranged
aftack. Each projectile deals 2dé points of damage or 4dé
points against evil creatures. The projectiles disintegrate 1
hour after their creation.

Mountains hold a special allure for treasure hunters, and in the
frequently cutthroat world of treasure hunting, trustworthy friends and
allies are tough to find. Yet, there is one native creature willing to help
fellow seekers and share its secrets with those of noble purpose and pure
hearts. It is the elusive karzelek, an egotistic and whimsical fey creature
that resides within the loneliest peaks and most desolate mountains far
from the prying eyes of civilization.

Karzeleks appear as 3-1/2-foot-tall albino humanoids with
rough, cracked skin and slight frames. Tiny flecks of precious

metals, gemstones and crystals inexplicably find their way into
¢ the deep, jagged fissures that mar their epidermis. Karzeleks
take considerable pride in their physical appearance. They
bedeck their bodies with numerous pieces of jewelry
including rings, bracelets, earrings and other piercings
forged from gold, silver and platinum as well as expertly
cut stones and minerals. Even their teeth are adorned with
inlaid crystals, diamond chips and metallic plating. They
always wear chain shirts made from steel, bronze or other
colorful metals. Karzeleks greatly value elven chainmail
and mithral shirts, which a status symbol among their
kin. Oddly, the vain fey never wear headgear, preferring

to let their long, braided white hair cover their necks
and shoulders without impediment.

Though dwarves and gnomes are intimately
familiar with the reclusive fey creatures, other
humanoid races not indigenous to mountainous

regions frequently mistake them for distant or long-
forgotten cousins of those races. Like these more-
commonly encountered humanoids, karzeleks are short
% in stature and excel at fashioning exquisite weapons,
8 armor and jewelry from the metals and stones quarried
from their mines. Karzeleks live in large clans within
the mountains. Their bonds of family run deep and
are permanent. Estrangement is unheard of among
karzeleks. Despite their close ties to their kin and
homes, they are not territorial and freely allow others
to explore their tunnels and chambers unhindered.
They are renowned for aiding individuals who get lost
within their subterranean labyrinths and for directing
miners toward rich deposits of precious metals
and gemstones. Karzeleks do not extend the same
courtesies to creatures who venture into their realm
seeking to exploit the mountain’s riches for evil purposes
or to harm them in any manner. These transgressors
receive no mercy from the angered karzeleks. They use
their magical abilities to collapse ceilings and bombard
their enemies with magically enhanced calcified earth.
Unfortunately, their proximity to lucrative mineral
deposits and their stores of vast wealth make them a
target for thieves and covetous neighbors alike.
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Kattuku

Deep wrinkles mar the seemingly mummified skin of an emaciated,
elderly man with dull blue eyes, a toothless, foul-smelling mouth and
wisps of gray hair on his head. A small humanoid child stands next to
him. A sickening 6-foot-long umbilical cord connects the pair.

KATTUKU

XP 2,400

NE Medium monstrous
humanoid

Init +2; Senses darkvision 60 ft.;
Perception +24

CR &

AC 14, touch 8, flat-footed 14 (-2
Dex, +6 natural)

hp 75 (10d10+ 20)

Fort +4; Ref +5; Will +14

DR 5/-; Immune aging effects

Speed 20 ft.

Melee mwk quarterstaff +15/+10
(1dé+6)

Special Attacks parasitic bond, touch
of youth

Spell-Like Abilities (CL 15th):
Constant—entropic shield
3/day—haste, sands of time*, slow (DC
17)

*Pathfinder Roleplaying Game Ultimate
Magic

Str 18, Dex 7, Con 12, Int 17, Wis 20, Cha 19
Base Atk +10; CMB +14; CMD 22

Feats Improved Initiative, Iron Will,
Persuasive, Skill Focus (Perception),
Toughness

Skills Bluff +9, Diplomacy +11, Heal +10,
Intfimidate +14, Knowledge (arcana) +8,
Knowledge (local) +8, Knowledge (nature)
+8, Knowledge (planes) +8, Linguistics +8,
Perception +24, Sense Motive +10, Spellcraft

+8, Survival +13

Languages Draconic, Dwarven, Gnome, Goblin
Gear masterwork quarterstaff

Environment cold or temperate hills or mountains
Organization solitary, pair or home (3-12)
Treasure standard

Parasitic Bond (Su) As a standard action, a kattuku attaches
its umbilical coil fo a willing or helpless humanoid child.

The youngster must be old enough to walk, tfalk and think
independently, but must not have reached adolescence
yet. An unwilling victim must be grappled before it can

use this ability. Once attached, the victim must succeed
on a DC 15 Fortitude save to prevent the umbilical coil
from burrowing into its navel and completing a permanent
aftachment. If the target successfully saves against this
effect, the umbilical cord detaches, and the victim cannot
be subject to the same kattuku’s parasitic bond for 24
hours. Otherwise, the attachment succeeds. This save DC is
Constitution-based.

The victim or another creature may remove the umbilical
cord with a successful DC 15 Strength check as a standard
action or by casting remove disease on the host. The
umbilical cord can also be severed using a sunder attempt
with a slashing weapon. The umbilical cord has hardness

0 and 5 hp. If the cord is reduced to 0 hit points or less, the

creature severs the cord. The kattuku takes no damage
from severing the cord. A severed cord prevents the kattuku
from using this ability again until the umbilical cord grows
back 1d4 days later.
Each round that the host remains attached to the kattuku,
it must succeed on a DC 19 Will save to avoid falling
under the parasite’'s domination as if it were affected by
a dominate person. This effect becomes permanent as
long as the umbilical cord remains attached. This save DC
is Charisma-based. The host retains the base creature’s
statistics, but it immediately stops aging. The host cannot
gain any new class levels or racial Hit Dice while
attached to the kattuku. The bond is instantly
severed if the host dies or the kattuku dies. In the
latter case, the host rapidly ages and becomes
a full-ledged kattuku 6dé hours later. A kattuku
gains one negative level each day that it is
without a parasitic bond. The kattuku must
succeed on a DC 19 Fortitude save
fo remove negative levels gained
in this manner.
Touch of Youth (Su) When a
kattuku hits an adolescent or
adult humanoid target with
a touch attack or any melee
weapon, the target must succeed
at a DC 15 Fortitude save to avoid
being temporarily reverted to
its juvenile form. The creature
becomes one size category
smaller, as if it were affected by
reduce person. The subject suffers
a -2 penalty to its Constitution
and Wisdom scores in addition
to the ability score adjustments
attributable fo its reduced size.
The effect lasts for 10 minutes,
and the effects of this ability
do not stack. This ability affects
humanoid targets only. Likewise,
a creature that successfully
saves is not subject to the same
kuttuku's touch of youth for 24 hours. The
save DC is Constitution-based.

a2

Good and evil are often seen as absolutes, but rarely are the distinctions
so entirely clean cut. At any moment in time, a righteous person can
commit a horrific crime given the right circumstances, whereas a lifelong
criminal may perform a selfless act of redemption. This is the dilemma
that plagues the kattuku. Humanity simultaneously views the monstrous
humanoid as a hero and a villain. Over the centuries, kattukus have
rescued numerous trapped miners and lost travelers. They stood alongside
humanity in its battles against hordes of marauding goblins and orcs.
Many kattukus made the ultimate sacrifice to save countless others from
certain death. However, it is impossible to overlook the fact that kattukus
are parasites that feed on the youth of human children. Some are abducted
from distant human villages, and others are reluctantly given in exchange
for the monsters’ assistance in another matter. In many respects, humanity
reconciles its relationship with the dualistic creature as a necessary evil
that sometimes produces greater good.

The gaunt, wizened kattuku would be 6 feet tall if the monstrous
humanoid stood upright, but like most elderly humans, the monster
hunches forward, reducing its height by several inches. The creature’s gait
is slow and unsteady, so most kattukus use a quarterstaff to help them walk
and to strike their enemies. Its feeble appearance belies its remarkable
brute strength. In spite of its physical prowess, it would be impossible
to distinguish the hideous monster from an ordinary old man if not for
the pulsating umbilical cord affixed to its navel. The fleshy appendage
connects the kattuku to its host, a human child. The mentally dominated
youngster accompanies the creature everywhere. Though the malodorous
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monsters consider personal hygiene and proper grooming to be a complete
waste of time, they oddly handcraft and custom fit their well-tailored
clothing and accessories. Many wear ornate spectacles, fine leather shoes,
elaborate topcoats and expensive jewelry on their bony fingers and wrists.
Still, the trappings of luxury cannot mask their inherent stench and the
pitiful sight of their enslaved host.

The monstrous humanoids dwell in alpine mountain ranges. They
occupy permanent structures that mimic those found in the nearby human
villages that willingly or unwillingly supply them with their hosts. The
monsters lead a communal existence, sharing their resources with others
of their kind. In spite of their constant, near-death appearance, kattukus
can survive for hundreds of years as long as they feed on a continuous
supply of young children. The kattukus’ hosts are not as fortunate. They
retain their youthful appearance for several decades before they ultimately
expire and wither into dust within minutes after their earthly demise. If the
kattuku is slain, the host rapidly ages and 6d6 hours later, the former host
becomes a free-willed kattuku.

QOoze, Rust

An amorphous mound of liquefied stone
interspersed with flecks of cinnabar slowly rolls
across the mountain's exposed rocks.

RUST OOZE

XP 800

N Medium ooze

Init -5; Senses blindsight 60 ft.,
scent rust; Perception -5

CR3

AC 5, touch 5, flat-footed 5 (-5 Dex)
hp 38 (4d8+20)

Fort +6; Ref —4; Will -4

Resist fire 10; Immune ooze traits

Speed 10 ft.

Melee slam +5 (1d4+3)
Special Attacks superheated
stones

Str 15, Dex 1, Con 20, Int —, Wis 1, Cha 1

Base Atk +3; CMB +5; CMD 10 (cannot be tripped)
Skills Perception -5, Stealth -5 (+7 in rocky
areas); Racial Modifiers +12 Stealth in
rocky areas

SQ debris cloud

Environment any
temperate or warm hills or
mountains

Organization solitary, pair or clutch

(3-5)

Treasure standard (precious metals and gemstones only)

Debris Cloud (Ex) Any attack that deals at least 5 points

of bludgeoning, piercing or slashing damage to the rust
ooze creates a cloud of dust that fills its space providing

it concealment. Creatures within 5 feet of the ooze must
succeed on a DC 17 Fortitude save to avoid being blinded
by the swirling debris for 1 round. The save DC is Constitution-
based.

Scent Rust (Ex) This ability functions much the same as the
scent ability, except that the range is 90 feet and the rust
ooze can use it only to sense naturally occurring rust and
rusty objects (including creatures wearing or carrying rusty
objects).

Superheated Stones (Su) Three times per day as a standard
action, arust ooze can eject a 30-foot pressurized cone of
superheated stones that deals 2dé points of fire damage

and 2dé of bludgeoning damage to every creature in the
area with no save allowed.

Much like the rust monster the rust ooze subsists exclusively on
oxidized metals, but they usually find theirs in the form of raw veins of
iron ore exposed to the elements. The docile and reclusive creature lives
in mountainous regions bereft of snow cover so that it can feed on the
exposed rust protruding through bare rocks. The monster’s keen senses
direct its search for food, sometimes bringing the rarely seen creature into
contact with humanoid settlements where it feeds on discarded rusty farm
implements and the tattered scraps of rusty armor and weapons littering
a battlefield.

Seeing the monster in a mountain valley is a rare sight indeed, not only
because of its scarcity but also because it is frequently difficult to spot
in its indigenous environment. The rust ooze resembles an amorphous
pool of liquefied rock. The monster has a dull brownish-gray color with
cinnabar flecks scattered across its lumpy surface. Though it does not emit
any direct heat, the rust ooze is very warm to the touch, a byproduct of
its specialized physiology. It features a unique synthesis of its digestive
and respiratory systems. The creature breaks down and consumes the iron

content found in rust, and in the process releases the trapped
oxygen molecules that it uses to breathe. The
rust ooze’s slow metabolism and its unique
ability to store oxygen for later use allow
it to survive for extended periods of time
between meals. However, there is one feature
of this unusual process that attracts adventurers’
interest. Precious metals and gemstones are sometimes
embedded in the same mineral deposits where the
monster finds concentrations of rust. The
creature cannot digest these materials,
so it eventually expels the matter as
waste. At any given time, the rust
ooze may have as much as 10 pounds
of spare material in its system.
Rust oozes have no resistance to cold,
thus they typically inhabit the lower elevations in
temperate and warm mountain ranges. The slow-moving
monster spends most of its day immobile, basking in
the warm sun and slowly devouring pockets of rust
within the exposed rocks. The creature sometimes
camps in close proximity to small mountain
settlements and monster lairs that produce
high quantities of rusty equipment for its
eventual consumption. Most rust oozes
lead a solitary existence, but they are not
averse to sharing food sources with their
kin. The monsters instinctively shy away
from confrontations with other creatures.
However, cornered rust oozes fight back. The
creature expels a cone of superheated stones at its aggressors
before attempting to literally slip through the cracks and
escape to safety. The rust ooze always jettisons its cache of waste to
distract its pursuers and shed unnecessary body mass.

Orc, Mountain

This towering orc has massive limbs and a thick neck. A shaggy mane
of black hair covers its head and extends down across its shoulders and
the down the backs of its arms, making it difficult to tell where its own
hair ends and the filthy furs it wears begins. Over-sized tusks protrude
from its snarling mouth and bear the notches and lines of crude tribal
engravings. It carries a heavy club in its hands, scarred and spattered
from past victims.

MOUNTAIN ORC

XP 135

Mountain orc warrior 1

CE Medium humanoid (orc)

CR1/3
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Init +0; Senses darkvision 60 ft., low-light; Perception -2

AC 14, touch 10, flat-footed 14 (+4 armor)
hp 8 (1d10+2 plus 1)

Fort +4; Ref +0; Will -2

Defensive Abilities ferocity; Resist cold 5

Speed 20 ft.

Melee greatclub +5 (1d10+6), bite +0 (1d4+2)
Ranged javelin +1 (1d6+4)

Special Attacks mountain fighter

Str 18, Dex 11, Con 14, Int 8, Wis 6, Cha 6
Base Atk +1; CMB +5; CMD 15

Feats Power Attack

Skills Climb +9; Racial Modifiers +4 Climb
Languages Common, Orc

Gear hide armor, greatclub, 3 javelins

Environment temperate and cold mountains
Organization solitary, gang (2-4), war band
(11-20 plus 2 sub-chiefs of 3rd level and

1 war leader of 5th-7th level), fribe
(10-100 plus 100% noncombatants plus
1 sub-chief of 3rd level per 10 adults,

1 war leader of 7th level per 20 adults,
and 1 chieftain of ?th level)
Treasure half standard

Mountain Fighter (Ex) Mountain
orcs are frained tfo fight on
precarious, uneven ground. In
battle they gain a +4 racial bonus
to Acrobatics checks for balancing on
slightly obstructed, slightly slippery, or slightly
sloped surfaces and to move at full speed on
narrow or uneven surfaces. In addition, any
time they fight on a slope (whether on higher
or lower ground), they gain a +1 bonus on
attack and damage rolls with melee and
ranged attacks. This stacks with any aftack
bonus for being on higher ground.

Mountain orcs (sometimes called great orcs) are
primitive orcs that live in and among desolate peaks of
the high mountains. They rarely come down from their
alpine fastnesses, but when they do it is always to make
war. They are exceptionally poor in resources, even
for orcs, and have very little to offer in trade with
their own kind. Anything they have of value
was most likely taken in a raid. The size
of their tribes tends to be smaller than
other types of orcs because of their
limited resources, and when times
are especially lean it is not unusual
for the young or the infirm to be cast
out to die of exposure or starvation.
Mountain orcs hold a special animosity
for mountain dwarves, an ancestral enemy that they have battled as far
back as their earliest tales, and every generation tells of some great war
fought against dwarfkind for land, resources, or simply revenge.

A typical male mountain orc is burly, standing nearly 7 feet tall
and weighing close to 300 pounds. Females tend to be slightly lighter
and smaller. Mountain orcs have grayish skin the color of granite with
some tan mixed in. They are extremely hairy with thick, unkempt hair on
their heads and down their backs and arms that provides some protection
against the frigid temperatures of the high mountains. Eye color tends
to be dark brown or mossy green. Mountain orc clothing and armor is
usually made of crudely tanned hides and furs, and weapons are made
from rough materials readily available near their homes. A steel axe head

or spear point is a treasured possession that will be reused again and again
as the haft wears out and requires replacement. Metal armor is almost
unheard of and is a prize for only the most powerful members of the
tribe. Orc tribes from the lowlands sometimes hire mountain orc tribes
as mercenaries, paying them with little more than steel weapons or armor
and promises of plunder.

Mountain orcs are ferocious fighters that feel most natural fighting in
the treacherous terrain of their home mountains. Heights and precarious
ledges do not bother them, and they will frequently set ambushes in such
places where they know that others less comfortable with the terrain
will be at a disadvantage. They prefer to attack by flinging javelins
from concealment and then charging downbhill into their enemies but are
savage warriors and will fight in any terrain if they have to. They fight
ferociously and are not prone to surrender, which many times puts them
in a bad situation after they have fought on past the point at which they
should have withdrawn. Fortunately, despite the poverty of their situation,
mountain orcs are fast breeders and readily have a new band of young
warriors ready to prove themselves with every generation.

Mountain Orc Society

Blood orcs are a primitive (even for orcs), barbaric race. They live
in caves and crude rock shelters among the peaks of saddles of high
mountain ranges. Their villages tend to be scattered due to the
limited food sources available, and if they overhunt an area will
pack up their few belongings and follow the spring migrations
to new hunting grounds. This frequently puts them in conflict
with other races and even other tribes of mountain orcs, but
mountain orcs see contesting for resources as a way of life
and are always prepared to claim what resources are
available through force. And if they manage to defeat
some other population and gave slaves and plunder
in the process, it works out even better. Each tribe is
led by a chieftain who appoints war leaders to lead
war bands on hunts and raids and a number of sub-
chiefs who serve as bodyguards and elite warriors.
Most tribes will have a shaman or witchdoctor who
serves as advisor to the chieftain, but in some cases
the shaman or witchdoctor actually leads the tribe.
These tribes are the most likely to ally with
others of their kind or hire out as mercenaries to
other races in order to gain payment and plunder.

Mountain Orc Characters

Mountain orc leaders tend to be barbarians or
rangers. Mountain orcs pay homage to Grotaag. Clerics
have access to two of the following domains: Beast (see
Chapter 9), Death, Destruction, Evil, and War.
+8 Strength, +4 Constitution, —2 Intelligence, —4
Wisdom, —4 Charisma. Mountain orcs are immensely
strong and well suited to the hard terrain in which they live.
Darkvision: Mountain orcs can see in the dark up to
60 feet.
Low-light Vision: Mountain orcs can see twice as far
as humans in conditions of dim light.
Ferocity: See universal monster rules in Pathfinder
Roleplaying Game Bestiary.
Resistance to Cold: Mountain orcs are accustomed
to the cold of the high mountains and have cold
resistance 5.
Natural Weapons: Mountain orcs can make a bite (1d4)
as a secondary attack.

Weapon Familiarity: Mountain orcs are always proficient with
greatclubs and treat any weapon with the word “orc” in its name as a
martial weapon.

Special Attacks: Mountain Fighter (see above).

Climber: Mountain orcs are raised among the cliffs and crags and gain
a +4 racial bonus to Climb checks.

Languages: Mountain orcs begin play speaking Common and Orc.
Mountain orcs with high Intelligence scores can choose from the following
languages: Dwarven, Giant, Goblin, Undercommon.

[
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Pachu

Large, feathery wings protrude from the
back of a humanoid-shaped creature.
Colorful blue and white plumage adorns
his chiseled torso and muscular limbs.
His face appears distinctly human,
though his nose clearly resembles a
hooked beak and his eyes appear on
the sides of his head.

PACHU
XP 6,400
CN Medium monstrous humanoid

Init +7; Senses darkvision 60 ft.; Perception
+16

CR?Y

AC 20, touch 14, flat-footed 16 (+3 Dex, +1
dodge, +6 natural)

hp 110 (13d10+ 39)

Fort +7; Ref +11; Will +15
Immune mind-affecting, poison

Speed 30 ft., fly 40 ft.

(average)

Melee obsidian** keen dagger
of wounding +16/+11/+6
(1d4+4 plus 1 bleed/17-20),
obsidian** keen dagger of
wounding +16/+11 (1d4+2 plus 1
bleed/17-20) or 2 claws +17 (1d4+4)
Special Attacks blade of the pachu, rend (2
claws, 1d4+4) /4
Spell-Like Abilities (CL 13th): f'&/
Constant—nondetection N }'
3/day—augury, aura of doom* (DC
18), bestow curse (DC 17), divination,
scrying

1/day—legend lore, limited wish (to non-pachus only),
major curse* (DC 19)

creature it fouches. The pachu must succeed
on aranged touch atftack to affect an

unwilling target (DC 20 Will save negates).
At any time during the next 24 hours,

this ability grants the target a +20

= insight bonus on any single attack roll,

\ combat maneuver check, opposed

\ ability or skill check or saving

Y

throw. Alternately, the subject

can apply an insight bonus to
more than one roll, but he must

1\ dosoinincrements of 5 and

W\ fthe cumulative total cannot

\\ exceed 20. Activating the effect
does not take an action. The
target can even activate it on
another creature’s turn. The

| subject must choose to use the
. | blessing of the pachu before
the subject makes the roll it is

| to modify. The subject cannot
benefit from more than one
1| blessing of the pachu at the

| same time. This save DC is

' Charisma-based.

|

Whereas the traditional oracle
can predict what may happen in the
future, the temperamental pachu can
foresee and lend aid in altering the
outcome of such events. Though most
humanoids would consider the monster’s potent abilities
to be a boon, the misanthropic creature considers itself to
be simultaneously blessed and cursed. Because of this unique
outlook, visitors wishing to speak with the fickle fortune-teller
must tread carefully in its presence. One wrong word or deed can
bring the session and the beseecher’s life to an abrupt end.

Pachus resemble athletic humans with sculptured bodies. Red
and blue feathers completely cover its body with the exception of
its head. Similar plumage also adorns the pair of feathery wings that

protrude from its spine. The monster’s wingspan of 12 feet is nearly
double its height. The creature’s fingers and toes are decidedly human in

Str 18, Dex 17, Con 16, Int 15, Wis 20, Cha 18

Base Atk +13; CMB +17; CMD 31

Feats Combat Reflexes, Dodge, Flyby Attack, Improved
Initiative, Improved Two-Weapon Fighting, Iron Will,
Persuasive, Skill Focus (Perception), Toughness, Two-Weapon
Fighting

Skills Climb +15, Craft (gemcutting) +11, Craft (jewelry)
+11, Fly +14, Intfimidate +13, Knowledge (arcana) +10,
Knowledge (planes) +10, Knowledge (religion) +10,
Perception +16, Stealth +12, Survival +14

Languages Common, Giant

SQ altitude adaptation, blessing of the pachu (1/day)
Gear 2 obsidian** keen daggers of wounding
*Pathfinder Roleplaying Game Ultimate Magic
**Pathfinder Roleplaying Game Ultimate Combat

anatomical structure and size. However, the digits end with razor-sharp
claws and talons, thus making it uncomfortable for them to wear gloves
and most types of footwear. The pachu’s head is completely devoid of hair
or feathers. The creature always wears an elaborate headdress made of
feathers plucked from predatory birds to conceal this perceived deficiency.
The pachu has shallow cheekbones, and its long nose, though made up of
skin, looks more like an eagle’s beak than a typical human nose. Likewise,
its eyes are set into its temples, and its skin is a dull, pink color. The
monstrous humanoid wears a feathered belt around its waist that it uses
to hold the scabbard for its lethal obsidian blades. The monsters are also
fond of rings and necklaces, especially those crafted from precious stones.

Pachus dwell in magnificent shrines near the summits of lonely,
forbidden mountaintops. In fact, many are built directly atop the gaseous
vents of semi-active volcanoes. The reason for doing so is twofold. The
mountain’s noxious vapors steep their prophecies in an air of mystery that
frequently awes onlookers. More importantly, the treacherous slopes and

Environment any mountains
Organization solitary, pair or clutch (3-9)
Treasure double standard

occasional lava flows discourage curiosity seekers and other unwelcome
visitors from making the perilous journey to their remote abode. Still, those
that brave the daunting journey to the isolated peak must still persuade the
fickle monsters to bestow insight to them to use in their upcoming endeavor.

Altitude Adaptation (Ex) A pachu is able to survive in high
alfitudes, even at extireme altitude and in the death zone
without suffering any of their ill effects.

Blade of the Pachu (Su) In the hands of the pachu, an
obsidian slashing weapon gains the keen and wounding
weapon properties and loses the fragile condition.
Blessing of the Pachu (Sp) Once per day, as a standard
action, the pachu can bestow this ability upon any living

Of course, the pachu commands a steep price for its services. All would-be
supplicants must shower the vain monster with praise and flattery in order
to gain a private reading with the prophetic creature. Even the slightest
insult, whether it is real or imagined, immediately ends the audience and
perhaps the petitioner’s life, if the offense is grave enough to warrant such
a punishment. However, it takes more than words to win the pachu’s favor.
A suitable donation of a magical ring, necklace or a nonmagical piece of
jewelry with precious stones worth at least 2,500 gp is needed to gain the
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unpredictable monster’s blessing. This may include the granting of a limited
wish or one of its potent blessings, but never both. In addition, the monsters
do not take kindly to frequent guests and allow an individual to visit their
shrine only once per year. Those that defy this strict commandment or
otherwise offend the resident pachus face certain death.

Slywally

A thick beard and weathered skin are the most pronounced physical
characteristics of this rugged, burly man clad in tattered buckskin and
armed with a knotted quarterstaff.

SLYWALLY

XP 200

Male slywally ranger 1

N Medium humanoid (slywally)

Init +3; Senses low-light vision; Perception +3

CR1/2

AC 15, touch 13, flat-footed 12 (+2 armor, +3 Dex)
hp 11 (1d10+1)
Fort +3; Ref +5; Will +2

Speed 30 ft.

Melee quarterstaff +3 (1dé+2)

Ranged longbow +6 (1d8/x3)

Special Attacks favored enemy (+2 vs. humanoid [human]),
+1 on atftack rolls with longbow

Str 14, Dex 16, Con 12, Int 8, Wis 14, Cha 12
Base Atk +1; CMB +3; CMD 16

Feats Quick Draw®, Weapon Focus (longbow)
Skills Climb +6, Knowledge
(geography) +3 (+5in
mountainous terrain),
Knowledge (nafure) +3 (+5in
mountainous terrain), Perception
+6, Stealth +7, Survival +6 (+8 in
mountainous terrain)

$Q fast reflexes, outdoorsman, track
+1, wild empathy +1

Languages Mountain Speech
Gear leather armor, quarterstaff,
longbow with 20 arrows

Environment any mountains
Organization solitary, pair, family
(3-11) or clan (12-50)

Treasure standard

Fast Reflexes: Slywallies gain Quick
Draw as a bonus feat, even if the
character does not meet the feat’s
prerequisite.

Outdoorsman: Slywallies receive

a +2 racial bonus on Knowledge
(geography), Knowledge (nature)
and Survival checks made in
mountainous terrain. Slywallies can
move through difficult terrain in
mountainous areas at their normal
speed.

True Shot: Slywallies gain a +1 racial
bonus on attack rolls with a ranged
weapon of the character’s choice.
This choice must be made at 1st
level, and once made, it cannot be
changed. The character must be
proficient with the chosen weapon.

These fiercely independent people live off the land, where they
earn a living farming the thin, sloping soil, fishing in tumbling, ice-
cold waterways, and hunting game in the backwoods. In their minds,
newcomers are synonymous with poachers. Neighboring human
populations commonly refer to these individuals as “mountain men,”
a moniker that the so-called “mountain men” perceive as an insult and
that actual mountain men (fur trappers, hunters, etc. that also dwell in
mountains) despise for fear of being confused with the humanoids. The
name slywally comes from the mispronunciation of a derogatory dwarven
nickname for these humans. However, their unkempt appearance and
uncouth demeanor belies the fact that these people possess remarkable
determination, ingenuity, and loyalty to their kin no longer present among
the allegedly sophisticated humanoids that come into contact with them.

Slywallies display an odd uniformity in their physical appearance,
leading some of their critics to deride them as inbred simpletons. There
is no denying that their gene pool is significantly smaller and less diverse
than other humanoid populations, but the unfounded claim has no merit.
Males and females vary little in height, with both genders standing between
5-1/2 and 6 feet tall. Weight is a different matter. Females are slender and
comely with jet black hair, fair complexions, brown eyes, and attractive
facial features. Men are robust and burly with large bellies, robust barrel
chests, thick legs, and arms with disproportionately muscular forearms.
Their hair is always dark brown, and all males have long beards and
bushy moustaches. Boys start growing facial hair at an early age, but their
“peach fuzz” does not give way to a full beard until the youngster reaches
adolescence. To those not familiar with this reclusive race, a slywally is
likely to be confused with a human unless a DC 25 Knowledge (local)
check is made. Slywallies are not accustomed to wearing metal armor, so
men are usually attired in animal hides, while the women wear demure
clothing sewn from handmade fabrics.

Slywallies are staunchly self-sufficient. The concept of buying and
selling goods is completely alien to them. In fact, most slywallies have
never seen a coin, let alone owned one. They are likewise unfamiliar with
the intricacies of property ownership. To them, each individual family

member shares what they have with the rest of the family, which includes

parents, siblings, children, aunts, uncles, nieces, nephews and cousins
sometimes several generations removed from one another. Everyone
in a slywally community is related to one another or married to
someone in the settlement. There are no exceptions. At the age of
sixteen, slywally boys and girls must choose to stay home or
leave the village in search of a spouse in a neighboring
slywally settlement. Most males select the latter option,
while the majority of females opt for the former. Once
, made, the decision is final. The community assigns
8 tasks based on gender. The men hunt, fish, and farm
§ small plots of land on arable slopes, while the women
| manage the household and raise the children. Both
sexes learn to wield weapons and defend themselves
shortly after they learn to walk. A slywally woman
who distinguishes herself in battle holds a special
place in the eyes of her peers and becomes a
revered figure within the community.

Slywally Characters

Slywallies are defined by their class levels —
they do not have racial Hit Dice. They have the
following racial traits.

+2 Dexterity, +2 Wisdom, -2 Intelligence:
Slywallies are attuned to the land and possess
remarkable agility, but they are an insular people with

little exposure to outside ideas.

Fast Reflexes: Slywallies gain Quick Draw as a
bonus feat, even if the character does not meet the
feat’s prerequisite.

Low-Light Vision: Slywallies can see twice as
far as humans in conditions of dim light.

Outdoorsman: Slywallies receive a +2 racial

bonus on Knowledge (geography), Knowledge
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(nature) and Survival checks made in mountainous terrain. Slywallies can
move through difficult terrain in mountainous areas at their normal speed.

True Shot: Slywallies gain a +1 racial bonus on attack rolls with a
ranged weapon of the character’s choice. This choice must be made at
Ist level, and once made, it cannot be changed. The character must be
proficient with the chosen weapon.

Weapon Familiarity: Slywallies are proficient with longbows
(including composite longbows), shortbows (including composite
shortbows), and firearms (in areas where firearms are common enough to
be obtained easily).

Languages: Slywallies begin play speaking Mountain Speech, a
dialect of the nearest common human language (usually Common) that
is mutually unintelligible between speakers of the two languages without
a DC 15 Linguistics check. Slywallies with high Intelligence scores can
choose from the following: Common, Dwarven, Gnome, Goblin, Giant
and Sylvan.

Spider, Yeti

A large spider covered by a thin, layer of white hair rises out of a snow
bank. The eight-legged monstrosity scuttles across the ice with tremendous
ease.

YETI SPIDER

XP 800

N Large vermin (cold)

Init +2; Senses darkvision 60 ft.; Perception +0

CR3

AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 34 (4d8+16)

Fort +8; Ref +3; Will +1

Immune cold

Weaknesses vulnerability to fire

Speed 30 ft., climb 30 ft.

Melee bite +7 (1d8+7 plus poison),

Space 10 ft.; Reach 10 ft.

Special Attacks sticky ice (+4 ranged touch, DC 16, hp 4)

Str 20, Dex 15, Con 18, Int —, Wis 10, Cha 2
Base Atk +3; CMB +9; CMD 21 (29 vs. trip)
Skills Climb +13, Perception +0, Stealth =2 (+é in snow);

0
'
il

7/' 5

Racial Modifiers +8 Stealth in snow
SQ altitude adaptation, icewalking

Environment cold hills or mountains
Organization solitary, pair or colony (3-12)
Treasure none

Altitude Adaptation (Ex) A pachu is able to survive in high
altitudes, even at extreme altitude and in the death zone
without suffering any of their ill effects.

Icewalking (Ex) The yeti spider can move across ice and
snow without penalty. It does not need to make Acrobatics
checks to run or charge onice and snow.

Poison (Ex) Bite — injury; save Fort DC 18; frequency 1/round
for 4 rounds; inifial effect 2dé hit point damage; secondary
effect nauseated for 1d4 rounds; cure 1 save.

Sticky Ice (Su) Up to 8 times per day, the yeti spider can
throw a globule of sticky ice at a creature as a ranged
touch atftack with a range increment of 10 feet up to a
maximum range of 50 feet. This ability has no effect on
Gargantuan and larger creatures. If the attack is successful,
frigid strands of icy silk entangle the target. On the first round
and for the next 4 rounds thereafter, a creature tangled in
the sticky ice takes 1d4 points of cold damage each round
with no save. An entangled creature can escape with a
successful DC 16 Escape Artist check or burst the strands
with a successful DC 16 Strength check. Both are standard
actions. Attempts to burst the strands by those caughtin it
suffer a —4 penalty.

The omnipresent snowbanks of the highest peaks sometimes conceal a
rarely seen terror — a species of deadly white spiders. They are sometimes
trained as pets and guardians by yetis gaining them the appellation of yeti
spiders.

Thin white hair covers the central body and all eight legs of this fearsome
spider. The creature’s abdomen is rounded and bulbous, while its thorax
and head are significantly smaller and more streamlined in appearance
with one exception — two frightening venomous fangs that protrude from
its savage maw. The monster is perfectly designed to blend in with its
native habitat. It can retract its short, stocky legs beneath its body, while its
pair of mandibles folds inside of its mouth. In this position, the yeti spider
is practically indistinguishable from a mound of pristine snow. The only
clues to its true nature are its eight eyes positioned at varying intervals
across its head. Still, it is easy to mistake these minute, sensory organs
for tiny stones or imperfections in the icy tapestry blanketing the terrain.
When it spots intruders or potential prey, the clever vermin emerges from
its hiding place and blasts strands of gooey ice at its startled target.

Summiteer

Stringy, matted hair precariously clings to the scalp of a pale humanoid
with bulging eyes and dilated veins popping out of its face. Tattered
mountaineering clothing and gear rest upon its emaciated frame.

SUMMITEER

XP 1,600

NE Medium undead

Init +5; Senses darkvision 60 ft.; Perception +8

CRS

AC 18, touch 11, flat-footed 17 (+1 Dex, +7 natural)
hp 45 (7d8+14)

Fort +6; Ref +3; Will +5

Immune undead traits

Speed 30 ft.
Melee 2 claws +8 (1d4+2 plus oxygen drain)
Special Attacks oxygen drain, summit fever

Str 15, Dex 12, Con —, Int 10, Wis 10, Cha 14
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Base Atk +5; CMB +7; CMD 18

Feats Great Fortitude, Improved Initiative, Skill Focus (Climb),
Weapon Focus (claw)

Skills Acrobatics +5, Climb +21, Infimidate +7, Perception +8,
Profession (mountaineer) +5, Stealth +9, Survival +1; Racial
Modifiers +8 Climb

Languages Common

Environment any cold mountains
Organization solitary, pair or expedition (3-9)
Treasure standard

Oxygen Drain (Su) When a summiteer hits a living target
with its claw, the target must succeed at a DC 15 Fortitude
save to avoid being robbed of oxygen, which causes it

to become fatigued. A target that is already fatigued
becomes exhausted. Creatures already exhausted become
staggered and take 1dé points of nonlethal damage.

The target remains staggered until the nonlethal damage
is cured, though it retains the fatigued and exhausted
conditions until those conditions are removed. This ability has
no effect on creatures that do not breathe. The save DC is
Charisma-based.

Summit Fever (Su) Three times per day, a summiteer can
cast its maniacal gaze upon any single target within 30
feet. The target must succeed on a DC 15 Will save or
compulsively stare at the mountain’s summit. The subject
must have a clear line of sight to the summit; otherwise,
this ability has no effect. The subject can take no actions
while ogling the summit, but is not considered helpless. The
subject remains in this state for 1d4 rounds. After the effect
ends, the subject can act normally. This is a mind-affecting
compulsion effect. The save DC is Charisma-based.

Some individuals that take up mountain climbing
find that as they get closer to the summit and
face the ever-increasing dangers of continuing
become more consumed with reaching their
desired goal than surviving the harrowing
ordeal. Experienced mountaineers refer to the
obsession as “summit fever.” Those suffering
from this affliction let mania replace judgment.
At these extreme altitudes, there is no room for \
error. Bone-chilling cold, howling winds, and the = | §
lack of oxygen cause mistakes fatal. The brave
souls that succeed in this perilous mission tragically
pass by the frozen corpses of those that failed on their
way to and from the top of the mountain. There are
times though, when the harsh elements and even
death itself cannot sate the ambitions of determined
mountaineers. These driven individuals rise from
their icy, trailside graves at the highest elevations
to deny others pursuing the prize that eluded
them in life.

Mountain climbers gave these spiteful,
undead monstrosities the name summiteers.

Though many humanoids races
have died in their vain attempts to
defeat the mountain, summiteers
are exclusively human. The frigid
temperatures preserved their flesh,
so at first glance the monsters appear
to be alive. In fact, many mountaineers
have fatally mistaken summiteers for
wayward colleagues. They still wear thick
winter clothing and carry the trappings of
their profession, including their ice picks,
wherever they go. The only telltale signs belying
their undead existence are their fanatical, bulging eyes, grotesquely
protruding veins, the thin tufts of wiry hair clinging to their wind-

ravaged heads and their blackened, frostbitten hands and fingers.

Summiteers always remain in view of the mountaintop that cost them
their lives. They are predominately solitary creatures, though there are
instances where the fallen members of an expedition team joined forces
and remained together after death. They derive far more pleasure watching
their victims fail in their quest to reach the elusive summit than they do
ultimately slaying them. The wicked monsters verbally taunt their prey,
gloating over their imminent demise and crushing disappointment. It is
not unheard of for a summiteer to lie in wait just a few feet from the
mountaintop and then leap from the snow and ice to foil the mountain’s
conqueror at the very last instant. If the unfortunate victim also rises
as a summiteer, it oddly unites with its killer in preventing others from
reaching the summit. In spite of their overriding obsession, the undead
monsters are curiously fond of rare gemstones and crystals. They stow
these objects in treacherous crevasses and hard-to-reach rock formations
within their stomping grounds.

Thought Mist

Letters, symbols and runes periodically erupt onto the surface of a
copper-colored sphere of dense mist.

THOUGHT MIST

XP 600

NE Small aberration (incorporeal)
Init +7; Senses darkvision 60 ft., detect thoughts; Perception +7

CR2

AC 18, touch 18, flat-footed 15 (+4 deflection, +3 Dex, +1 size)
hp 14 (4d8-4)

Fort +0; Ref +4; Will +4

Defensive Abilities incorporeal; Immune mind-affecting

Speed fly 40 ft. (perfect)

Melee incorporeal fouch +7 (1d2+3)

Special Aftacks inscription, mind feast (DC 16)

Spell-Like Abilities (CL 4th):

Constant—comprehend languages, detect thoughts (DC 16)
3/day—sow thought** (DC 15)

1/day—seek thoughts* (DC 17)

Str — Dex 16, Con 8, Int 10, Wis 10, Cha 19

Base Atk +3; CMB +5; CMD 19

Feats Improved Initiative, Weapon Finesse

Skills Fly +20, Perception +7, Spellcraft +7, Stealth +14
Languages Draconic

Environment any land
Organization solitary, pair or library (3-9)
Treasure standard

Inscription (Su) When a thought mist is slain, its mists
dissipate, and the words that gave origin to the thought
mist attempt to bond onto the flesh of a living creature
in an adjacent square. The dying thought mist must
succeed on a melee touch attack. If there are no
eligible targets or the melee touch attack fails, the
thought mist disappears with no further effects. If the
attack succeeds, the words are instantly and permanently
tattooed onto the victim's skin, dealing 2d4 points of
piercing damage. The tattooed subject gains a +1 morale
bonus to attack rolls, weapon damage rolls, saving
throws, ability checks and skill checks. The morale bonuses
last for 1 minute and do not stack with morale bonuses from
other sources, including those gained from being tattooed
by multiple thought mists. Instead, morale bonuses gained
from multiple thought mists overlap. When the host
creature is slain, the tafttoo separates from the victim'’s
body and is reborn again as a thought mist. The tattoo
is considered fo be a curse, and it can be removed only
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Thought mists are typically found in libraries, monasteries, residences,
and other areas where large collections of written works are stored. They
never stray far from their place of origin of their own accord. Even when
a host creature transports them far away, the thought mist eventually
travels back to its birthplace. Thought mists usually congregate in small
groups and act cooperatively to implant ideas and feed on the memories
of other sentient beings that wander into their midst. In battle, they take
turns assaulting the minds of two or three enemies rather than attacking
their foes en masse. They target arcane spellcasters and other sentient
humanoids that exude intelligence over brutish warriors, beasts and
non-sentient animals. While feeding on the brains of others, the

aberrations blurt out pithy statements from the victim’s thoughts.
Though they prefer attacking enemies with an affinity for the
mystical arts, thought mists have no interest in accumulating
worldly treasures and magical items with the exception of books,
tomes and scrolls. Thought mists greatly covet these objects as well
as nonmagical works of literature, history, science, philosophy and

with a break enchantment, limited wish, miracle, remove
curse or wish spell. The tattoo’s removal permanently
destroys a thought mist that bonded onto the host’s skin.
Mind Feast (Su) By passing its incorporeal mists through a
foe's head as a standard action, the thought mist deals 1d4
points of Inteligence damage as the monster feasts on the
victim’s thoughts. The target cannot take any immediate
actions or attacks of opportunity. Arcane spellcasters have
a 20% chance of spell failure when attempting to cast
prepared spells. These effects last for 1 round. A successful
DC 16 Will save halves the Int damage (min 1) and negates
mind feast’s other effects. Mind feast has no effect on
creatures that have no discernible head, no Intelligence
store or have already been reduced to 0 Int. This is a mind-
affecting effect. The save DC is Charisma-based.

Over the course of human existence, there are words that leave an
indelible mark on civilization. Some rouse men to action and in turn change
the course of history. Others momentarily gaze into the hidden recesses
of the soul and answer fundamental questions about life’s true meaning.
These profound singular expressions, phrases, and statements never die.
When the medium that they are written on crumbles and fades to dust, the
ideas literally take on a life of their own and become thought mists. The
incorporeal thought mist dwells on the Ethereal Plane and only ventures
into the physical world to feast on the intellect of sentient creatures in its
midst. The reason for doing so remains a mystery, as the ghostly monster
derives no tangible benefit from devouring the thoughts of other creatures
and has no need for physical sustenance. The consensus believes that the
unnatural metamorphosis that gives birth to the creature infuses it with an
insatiable desire to learn for the purpose of understanding or deciphering
how it came into being and why it even exists.

The thought mist appears as a 2-foot-diameter sphere of thick, coppery
mists intertwined with iridescent letters, symbols and pictographs from
numerous alphabets that intermittently roil onto the surface. The monster’s
luminescence, shape, small size and graceful flight cause some adventurers
to mistake it for an immature will-o’-the-wisp or speculate that the creature
is an undiscovered offshoot of the more common aberration. Despite the
similarities, the two monsters are completely unrelated. Naturally, the
thought mist does nothing to dispel the notion and sometimes mimics the
better-recognized creature’s movements to confuse its opponents.

mathematics.

A large, aquiline nose dominates the subdued facial features of a
5-1/2-foot-tall humanoid with light brown skin, a wide, barrel chest and
short, chubby limbs and digits.

XILED

XP 200

Male xiled ranger 1

CN Medium humanoid (xile)
Init +1; Perception +3

CR1/2

AC 13, touch 11, flat-footed 12 (+2 armor, +1 Dex)

hp 13 (1d10+3)

Fort +5; Ref +3; Will +2; +2 vs. inhaled poisons, =2 vs. ingested
poisons and diseases

Defensive Abilities mountainous warrior, weak stomach;

Speed 30 ft.

Melee club +3 (1dé+1)

Special Attacks favored enemy (+2 vs. humanoid [dwarf]),
+1 on attack rolls against dwarves

Str 12, Dex 12, Con 16, Int 10, Wis 14, Cha 8

Base Atk +1; CMB +2; CMD 13 (17 vs. trip and bull rush on
mountainous terrain)

Feats Weapon Focus (club)

Skills Acrobatics +2 (+4 in mountainous terrain), Climb +5
(+7 in mountainous terrain), Knowledge (geography) +4,
Knowledge (nature) +4, Perception +6, Stealth +5 (+7 in
mountainous terrain), Survival +6 (+8 in mountainous terrain)
SQ frack +1, wild empathy +1

Languages Common

SQ extreme mountaineer, superior breathing

Gear leather armor, club

Environment cold mountains
Organization solitary, pair, party (3-8) or family (9-40)
Treasure standard

Extreme Mountaineer: Xileds receive a +2 racial bonus on
Acrobatics, Climb, Stealth and Survival skill checks made in
mountainous terrain. Xileds can move through natural snow
and ice at their normal speed.

Hatred: Xileds receive a +1 bonus on attack rolls against
humanoid creatures of the dwarf subtype due to their
special fraining against these despised enemies.
Mountainous Warrior: Xileds receive a +4 racial bonus to
their Combat Maneuver Defense when resisting a bull rush
or trip attempt while standing on mountainous terrain.
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Superior Breathing: Xileds have extremely large lungs
that are incredibly efficient at drawing oxygen

from even the thinnest air and most depleted
environments. They ignore the effects of high
altitude, including those at extreme altitude and in
the death zone, and they never suffer from slow
suffocation. Furthermore, they receive a +2 racial
bonus on saving throws against inhaled
poisons. In spite of their improved
respiration, xileds suffocate normally
underwater or in an atmosphere that
lacks any oxygen, such as a vacuum.
However, even in these environments
a xiled can hold its breath for a
number of rounds equal to 4 times
its Constitution score before if risks
drowning or suffocation.

Weak Stomach: Xileds suffer a -2
penalty on saving throws against
ingested poisons and diseases
fransmitted by eating infected food
or drinking confaminated liquids.

Mountains have always been seen as
a refuge for the truly desperate despite the
inhospitable and even deadly conditions. When
entire populations are forced to retreat to the highlands,
they are often extinct within in a generation from the
harsh weather, deprivation, and the predation of beasts
or xenophobic mountain dwarves. However, on some
rare occasions, such folk have retreated to the summits of
the tallest and most inhospitable peaks beyond the reach
of even the doughty dwarves. Over the course of the next
several generations, the hardiest members adapted to their
new homeland and slowly evolved into a unique race known
as the xiled.

Xiles are barely recognizable from their distant human
ancestors. The brutally frigid temperatures,
intense winds and low-oxygen environment
transformed their anatomic features. They
retained the classic humanoid body type. However,
some unusual metamorphoses make them appear more alien and bestial
than human. Xileds have wide barrel chests, and their lungs are twice
the size of their human cousins. Conversely, their livers and kidneys
are smaller and less efficient. Their appendages and limbs are short,
compact and muscular. Coarse hair more akin to fur covers their entire
bodies, regardless of gender, with the exception of their face. A grossly
exaggerated aquiline nose is the most prominent facial feature. The sensory
organ takes up most of the xiled’s vaguely square-shaped head. The eyes
are recessed deep into the orbital sockets with a thin membranous coating
and segmented cartilage for eyelids. The xiled’s ears are equally small
and inset within their lower temples to protect the sensitive tissue from
windburn. Xileds have no visible necks; their heads seem to sit directly
atop their robust upper torsos.

Xileds live as extended family units within the proverbial “death
zone” at elevations well beyond those inhabited or even tolerable to

other indigenous mountain races. Farming and animal husbandry are
impossible at these extreme altitudes. Xileds are nomadic hunter-
gatherers who descend from the safety of these dizzying heights
to find food. They predominately hunt large game animals, but
they are not averse to eating other humanoids, especially those
of the goblinoid and giant variety, or taking what they
need from other creatures. Xileds attack dwarves
on sight for the purpose of capturing rather than
outright killing their despised adversaries.
Death offers only temporary respite for
dwarven prisoners. Xiled clerics then
animate their lifeless corpses and compel
these skeletons and zombies to serve
their new masters for the remainder of
their undead existence.

Xiled Characters

Xileds are defined by their class
levels — they do not have racial
Hit Dice. They have the following

racial traits.

+2 Constitution, +2 Wisdom,
—2 Charisma: Xileds are hardy and
intuitive, but they are inherently suspicious
of others and uncouth.

Cold Resistance: Xileds have cold resistance 5.

Extreme Mountaineer: Xileds receive a +2
racial bonus on Acrobatics, Climb, Stealth and

Survival skill checks made in mountainous
terrain. Xiles can move through natural snow and
ice at their normal speed.

Hatred: Xileds receive a +1 bonus on attack
rolls against humanoid creatures of the dwarf
subtype due to their special training against

these despised enemies.
Mountainous Warrior: Xileds receive a
+4 racial bonus to their Combat Maneuver
Defense when resisting a bull rush or trip
attempt while standing on mountainous terrain.

Superior Breathing: Xileds have extremely large lungs that are
incredibly efficient at drawing oxygen from even the thinnest air and most
depleted environments. They ignore the effects of high altitude, including
those at extreme altitude and in the death zone, and they never suffer from
slow suffocation. Furthermore, they receive a +2 racial bonus on saving
throws against inhaled poisons. In spite of their improved respiration,
xileds suffocate normally underwater or in an atmosphere that lacks any
oxygen, such as a vacuum. However, even in these environments a xiled
can hold its breath for a number of rounds equal to 4 times its Constitution
score before it risks drowning or suffocation.

Weak Stomach: Xileds suffer a —2 penalty on saving throws against
ingested poisons and diseases transmitted by eating infected food or
drinking contaminated liquids.
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Gh. 7: Spells

Magic comes in infinite shapes and sizes. Arcane and divine practitioners
alike often consider their medium to be a boundless art form rather than a
rigid science governed by fixed rules and inflexible laws. They subscribe to
the adage that imagination fuels innovation. Devotees of the mystical arts be-
lieve that whatever does not exist simply has not yet been created. Legendary
spellcasters and apprentices alike constantly strive to break new ground in
their respective disciplines and put their distinctive stamps on their fields. The
spells presented below represent their latest efforts in pushing the boundaries
of magic as far as they can go. Some focused their energies on mastering their
mountainous environments, while others took a generalized approach.

ACCLIMATE

School abjuration; Level alchemist 1, cleric/oracle 1, druid 1,
paladin 1, ranger 1, sorcerer/wizard 1, summoner 1

Casting Time 1 standard action

Components V, S

Range touch

Target living creature touched

Duration 24 hours

Saving Throw Fortitude negates (harmless); Spell Resistance
yes (harmless)

The creature is acclimated to high altitudes. It does not have to attempt
Fortitude saves to avoid becoming fatigued at altitudes between 5,000 and
15,000 feet. At altitudes greater than 15,000 feet, the acclimated creature
receives a +4 competence bonus on its saving throws to resist high-alti-
tude effects and altitude sickness.

APOSTASY

School transmutation [curse]; Level cleric/oracle 4, druid 4,
inquisitor 3, paladin 3

Casting Time 1 standard action

Components V, S, M/DF (a broken holy symbol)

Range touch

Target creature touched

Duration 1 round/level

Saving Throw Will negates, see text; Spell Resistance yes

You create a temporary schism between the subject and the source of
its divine power. You must succeed on a melee touch attack to strike a tar-
get. The target cannot channel energy, lay on hands, pronounce judgment
or cast divine spells unless the subject succeeds on a caster level check
(1d20 + the subject’s caster level) where the DC is equal to 10 + your
caster level. If the check fails, the target’s channel energy, lay on hands,
pronounce judgment or divine spell is lost. The lost effect still counts to-
ward the subject’s daily allotment. The subject or another creature can end
apostasy by casting atonement or remove curse on the subject. (The target
must first succeed on a caster level check to cast either of these spells.) In
the case of remove curse, the caster must succeed on a caster level check
to negate apostasy.

BRITTLE BLADES

School transmutation; Level inquisitor 2, druid 2, magus 2,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (a broken animal bone)

Range close (25 ft. + 5 ft./2 levels)

Target one manufactured weapon per level, no two of
which may be more than 30 ft. apart

Duration 1 round/level (D)

Saving Throw Will negates (object); Spell Resistance yes
(object)

This spell weakens the structural integrity of manufactured weapons
regardless of the composite material. Unattended, nonmagical weapons
get no saving throw. Magical weapons are allowed a saving throw against
the spell. A weapon in a creature’s possession uses the higher of its own
saving throw bonus or the creature’s bonus.

Affected weapons gain the fragile condition. If the weapon already has
the fragile condition, it gains the broken condition instead. This spell de-
stroys weapons that already have the broken condition. A fragile weapon
gains the broken condition if the wielder rolls a natural 1 on an attack roll
with the weapon, while a broken weapon is destroyed if the wielder rolls
a natural 1 on an attack roll with the weapon. This spell has no effect on
unarmed strikes or natural weapons.

BUTTRESS

School conjuration (creation); Level cleric/oracle 3, druid 3,
sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M/DF (a splinter of wood and a nail)
Range medium (100 ft. + 10 ft./level)

Area up fo two 10-ft. cubes/level (S)

Duration permanent

Saving Throw none; Spell Resistance no

Wooden beams instantly spring into existence and buttress an existing
building, structure, tunnel or passageway’s walls, floor and ceiling. The
wooden beams overlap the interior construction and, if possible, the exte-
rior of existing construction much like applying an extra layer of plaster to
the walls and ceiling. The wooden beams are 6 in. thick, have a hardness
of 10, 120 hit points and a Break DC of 40.

Weakened ceilings are strengthened and no longer susceptible to collapse
from a major impact or concussion. Spells and effects that manipulate the
surrounding rock and stone, such as transmute rock to mud and sofien stone,
do not cause the buttressed walls and ceiling to immediately collapse. The
buttressed walls and ceiling maintain their structural integrity even if the
building material adjacent to the walls and ceiling is damaged or magically
manipulated. However, if the structure’s foundation is damaged or transmuted
into a pliable material such as mud, the buttressed walls and ceiling sink into
the ground along with the surrounding structure, but they remain intact and
structurally sound as long as they ultimately come to rest on solid ground.

This spell only affects pre-existing structures, buildings, tunnels and passage-
ways where the support walls rest upon a solid foundation. It cannot be used to
reinforce bridges, vessels, vehicles and any other construction where the sup-
port walls do not rest upon a solid foundation. Unlike stone and metal, wood is
vulnerable to fire damage and spells that directly affect wooden objects, such as
warp wood. If the affected object is entitled to a saving throw against the spell
or effect, the buttressed walls have a save bonus of 2 + 1/2 the caster’s level.
Dwarves frequently refer to the spell as “the miner’s best friend.”

CREVASSE

School evocation [earth]; Level cleric/oracle 4, druid 5
Casting Time 1 standard action

Components V, S, M/DF (a fractured stone)

Range 60 ft.

Area 60-ft. line

Duration instantaneous

Saving Throw Reflex negates; Spell Resistance no

This spell causes the sand, earth, dirt, rock, stone, snow or ice just in
front of your feet to split open, leaving a 5-foot-wide crevasse in its wake.
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Creatures standing atop the crevasse must succeed on a Reflex save to
avoid falling into the newly formed chasm by stepping into an adjacent
square. Creatures that are forcibly pushed, moved or thrown into the cre-
vasse against their will do not receive a Reflex save to avoid falling into
it, but they may catch themselves while falling by succeeding on a DC 40
Climb check (DC 45 if the walls are covered in ice). Large size creatures
and bigger cannot fall into the crevasse.

Any creature that fails its saving throw falls into the crack and plummets
to the bottom, which is up to 10 feet deep per caster level (maximum 100
ft.). Creatures that fall into the crevasse take falling damage as normal.
The crevasse’s walls have a Climb DC of 20 (DC 25 if covered in ice). The
fracture is too narrowly focused to damage large stone structures. Smaller
structures such as cottages and homes that are still supported by two or
more solid and diametrically opposed points also emerge unscathed. Cre-
vasse has no effect on surfaces made from wood, worked stone or metal.

DECALCIFY

School fransmutation; Level druid 2, ranger 2
Casting Time 1 standard action

Components V, S, M (an animal claw)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1T min./level

Saving Throw Fortitude negates; Spell Resistance yes

The creature’s claws soften and become dull. The base damage dealt by
the creature’s claw attacks, including any rend or rake attacks, is treated
as if the creature were two size categories smaller (minimum base damage
of 1). (See the “Universal Monster Rules” in Appendix 3 of the Pathfinder
Roleplaying Game Bestiary for details regarding base damage.) The sub-
ject’s damage modifiers, such as those gained from a high Strength score,
are unaffected. If the subject creature’s claws can grab an opponent, its
grapple check is calculated as if it were two size categories smaller than
its actual size. In spite of the adjustment to its grapple check, the target can
still grab creatures up to and including the target’s size.

DEVOURING FOG

School conjuration (creation); Level magus 5, sorcerer/wiz-
ard 5, witch 5

Casting Time 1 standard action

Components V, S, M (an animal’s canine tooth)

Range medium (100 ft. + 10 ft./level)

Effect fog spreads in 20-ft. radius

Duration 1T min./level

Saving Throw none; Spell Resistance yes

A bank of thick fog billows out from the point you designate. The spell
functions as solid fog, but in addition to obscuring sight and impeding
movement, the dense vapors coalesce into the likenesses of numerous
floating, hungry maws that attempt to bite creatures within the fog.

Every creature within the area of the spell is the target of a bite attack
each round at the beginning of your turn, including the round that devour-
ing fog is cast. Creatures that enter the area of effect are also automatically
attacked. The hungry maws do not provoke attacks of opportunity. The
devouring fog uses your base attack bonus plus your Charisma modifier as
its attack bonus, though a high base attack bonus does not allow the maws
to make more than one attack per round. The maws strike as a spell, not
as a weapon, so they can damage creatures that have damage reduction.
They deal 1d8 points of damage per hit, + 1 point per three caster levels
(maximum +6 at 18th level). Roll only once for the entire spell effect each
round and apply the result to all creatures in the area of effect.

The maws cannot be damaged, but they can be dispelled as normal.
Likewise, if a strong wind disperses the fog, the maws are also destroyed.

DISLODGE ROCKS AND STONES

School fransmutation [earth]; Level druid 3, sorcerer/wizard 3
Casting Time 1 round

Components V, S, M (a decayed tooth)

Range long (400 ft. + 40 ft./level)

Area all loose rocks and stones weighing less than 100 lbs.
each in a 40-ft.-radius burst

Duration instantaneous

Saving Throw Reflex half; see text; Spell Resistance no

You dislodge loose rocks and stones from the ground, subjecting them
to the forces of gravity. There must be at least 1,000 pounds of material
in the affected area; otherwise, the spell has no effect. Immediately upon
completion of the spell, dislodged rocks and stones on a slope greater
than 10 degrees roll downhill at a speed of 200 feet per round. Rocks and
stones resting upon a flat surface or a slope that is less than 10 degrees
remain stationary and eventually sink back into the ground. Falling rocks
and stones travel straight downhill. They cannot turn or change direction.
Rocks and stones that strike an immovable object break into smaller rocks
and stones on contact and continue rolling downhill. The falling rocks and
stones deal 5d6 points of bludgeoning damage to all creatures and objects
in their path. Creatures struck by the rocks and stones are also knocked
prone. A successful Reflex save halves the bludgeoning damage and al-
lows the creature to avoid being knocked prone. The rocks and stones roll
downhill until a barrier or obstacle completely impedes their progress or
until they reach level ground or an incline.

FALSE FRIEND

School enchantment (charm) [mind-affecting]; Level bard
1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 min./level

Saving Throw Will negates; Spell Resistance yes

The subject feels a strange affinity toward you. You are affected by
spells and effects that the subject casts that also affect the subject’s allies.
Still, the subject’s attitude toward you remains unchanged. He may attack
you and your allies, and you may also attack the subject and his allies
without negating the spell’s effect. False friend applies to magical effects
only. The subject does not consider you an ally when using teamwork
feats and while determining flanking.

FIND ROAD

School divination; Level bard 2, cleric/oracle 2, druid 2, in-
quisitor 2, witch 2

Casting Time 1 standard action

Components V, S, F (a piece of a road sign)

Range long (400 ft. + 40 ft./level)

Area circle, centered on you, with a radius of 400 ft. + 40 ft./
level

Duration 1 min./level

Saving Throw none; Spell Resistance no

You sense the direction of any manmade overland roads, highways or
passes in the area, including naturally created roads, highways and pass-
es that other creatures have enhanced, maintained and created through
frequent travel. If there is more than one road, highway or pass, the spell
directs you toward the most-traveled route first. The spell cannot detect
the presence of underground passages.

FIREFLIES

School evocation [fire]; Level bard 3, druid 3, sorcerer/wizard
3. summoner 3, witch 3

Casting Time 1 standard action

Components V, S, M (a lightning bug)

Range close (25 ft. + 5 ft./2 levels)

Effect magical swarm of fireflies
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Duration 1 round/level (D)
Saving Throw none; Spell Resistance yes

You create a swarm of flying insects created from magical fire. The
swarm appears where you designate, but if no living creatures are with-
in its area, it moves in one direction of your choosing. You can move
the swarm or change the swarm’s direction by spending a move action to
concentrate on the swarm; otherwise, it continues moving in its current
direction.

The swarm has a fly speed of 40 feet with good maneuverability. It has
an AC equal to 10 + 1/2 your caster level and a number of hit points equal
to half your hit points at the time of casting. The swarm takes damage as a
normal creature. The swarm deals 2d6 points of fire damage +1 point per
two caster levels. The swarm strikes as a spell, not as a creature, so it can
damage creatures that have damage reduction, for example. The swarm
also can be dispelled. The swarm is immune to fire, but has vulnerability
to cold.

FLYING LEAP

School fransmutation; Level alchemist 1, bard 1, magus 1,
sorcerer/wizard 1, summoner 1, witch 1

Casting Time 1 standard action

Components V, S, M (a tuft of hair from a flying squirrel)
Range personal

Target you

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no

Membranous skin akin to a bat’s wings suddenly appears between your
arms and sides. The crude wings allow you to fly at a speed of 40 feet (or
20 feet if you wear medium or heavy armor or carry a medium or heavy
load). You cannot use your fly speed to hover and your maneuverability is
clumsy. When flying, you must end your movement at least 5 feet lower in
elevation than where you started.

FOG VISION

member specific names, places, events, and objects that are not intimately
familiar to the target. The Intelligence check’s DC is 10 + 1/2 your caster
level. The —4 penalty also applies to this Intelligence check.

This spell does not prevent the subject from casting prepared spells, but
it would require the caster to succeed on an Intelligence check to recall
the command word of an item acquired within the last week or even recall
that it possesses the item if it has owned it for less than 24 hours. If the
subject fails its Intelligence check, the subject has no knowledge of the
information it attempted to recall. If another creature reminds the subject
of the forgotten detail, the target may attempt another Intelligence check
to recall the information. The —4 penalty does not apply to this check.
Additional attempts to remind the target about the same information use
the same dice result as the first Intelligence check.

GANGRENE

School necromancy [death, disease, evil]; Level cleric/ora-
cle 6, druid 5, sorcerer/wizard 6, witch 6

Casting Time 1 standard action

Components V, S

Range touch

Target humanoid creature fouched

Duration instantaneous

Saving Throw Fortitude partial, see text; Spell Resistance yes

You can attempt to instantly destroy living tissue. When you cast this
spell, your hand seethes with a sickening, mottled glow. You must succeed
on a melee touch attack to touch the target. The subject’s skin instantly
becomes necrotic. The target takes 1d6 points of Strength and Dexterity
damage. The subject moves at half its normal speed (round down to the
next 5-foot increment). The subject also contracts sepsis. The disease is
contracted immediately (the onset period does not apply). If the target’s
Fortitude saving throw succeeds, the ability damage is halved, the target’s
movement is not impeded, and the subject does not contract sepsis. Crea-
tures immune to diseases and bleed damage do not contract sepsis, but
they are affected by the spell’s other effects.

School transmutation; Level alchemist 2, ranger 3, sorcerer/
wizard 2

Casting Time 1 standard action

Components V, S, M (a candle from a lighthouse beacon)
Range touch

Target living creatures touched, up to one/level

Duration 2 hours/level; see text

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

The transmuted creatures can see through fog, mist and clouds, without
penalty, ignoring any cover or concealment bonuses from such effects. In
the case of magical effects, this spell quadruples the distance that crea-
tures can see without penalty. When you cast this spell, it has a total du-
ration of 2 hours per caster level. You can divide this duration up in any
manner that you wish, not necessarily equally, between up to one creature
per caster level.

FORGET

School enchantment (compulsion) [mind-affecting]; Level
bard 2, magus 2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action

Components V, S, M (a mnemonic device)

Range touch

Target creature touched

Duration 1 round/level

Saving Throw Will negates, see text; Spell Resistance yes

The subject experiences difficulty recalling events and details. The sub-
ject takes a —4 penalty on all Intelligence checks and Intelligence-based
skill checks. The subject must also succeed on an Intelligence check to re-

Sepsis
Type—disease (contact, injury or inhaled); save Fort DC 19; on-
set 1 day; frequency 1/day; effect 1d6 Con and 1d6 Cha damage, the

target is fatigued and natural healing occurs at half the normal rate;
cure 2 consecutive saves

GLASS HAMMER

School conjuration (creation) [earth]; Level druid 1, sorcerer/
wizard 1, summoner 1

Casting Time 1 standard action

Components V, S, M (a shard of glass)

Range O ft.

Effect one magical glass light hammer

Duration 1 min./level (D)

Saving Throw none or Reflex half, see text; Spell Resistance yes

A smooth light hammer forged from glass appears in your open hand.
The weapon can be hurled as a ranged weapon or used as a melee weap-
on. If hurled, it has a range increment of 20 feet and is treated as a
thrown splash weapon, thus requiring a ranged touch attack to hit. The
hammer deals 1d4 damage per hit +1 point per caster level (maximum
+5). The glass hammer shatters upon impact, dealing splash damage
regardless of whether the hammer was used as a ranged weapon or a
melee weapon. The splash damage from the weapon is always equal to
the hammer’s minimum damage, (so if the hammer would deal 1d4+4
points of damage on a direct hit, its splash damage would be 5 points of
damage). Those caught in the splash damage can attempt a Reflex save
for half damage.
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As soon as the hammer shatters, a new hammer appears in your hand.
Each attack you make reduces the remaining duration by 1 minute. If an
attack reduces the remaining duration to fewer than 0 minutes, the spell
ends after the attack