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Introduction
The eldritch, the strange, and the weird are often relegated 
to the domains of villains and NPCs in fantasy, with the good 
guys being the ones who stand in the way of the dark things 
that remain just beyond our perception, which we can never 
truly understand. But sometimes, it can be fun to take on the 
mantle of the otherworldly, and to embrace the alien terrors 
of the cosmos. Each installment of Weekly Wonders: Eldritch 
Archetypes contains five archetypes for eldritch characters—
those that are weird, alien, and otherworldly, who don’t fit in 
with normal society—as well as a cleric domain devoted to a 
specific mythos entity or race.

This particular installment focuses on the fungi from 
Yuggoth, also known as the mi-go. This alien race of crablike 
fungi are best known from works such as The Whisperer in 
Darkness and the sonnet cycle Fungi from Yuggoth, both by 
H. P. Lovecraft. In addition to being able to fly through the 
vacuum of space unharmed, perhaps the most iconic ability 
of the mi-go is their technology for harvesting and preserving 
brains in special cylinders that allow the brain to live on, 
albeit trapped in a nightmare existence, archived by the mi-
go for later use. The archetypes in this book, whether they 
reference the mi-go directly or not, share the mi-go’s central 
themes of deceitfulness, bizarre technology, space flight, and, 
of course, the harvesting and preserving of brains.

New Archetypes
The following archetypes are presented in alphabetical order.

Yuggothian Surgeon (Alchemist)
It is not uncommon for alchemists to dabble in forbidden 
sciences, and some choose to focus their efforts on the 
strange psuedomagical technology of the mi-go. Yuggothian 
surgeons, as they are sometimes called, are not only experts 
in dissecting human anatomy with gleaming scalpels, but are 
best known for their ability to brew mutagens that transform 
their bodies into living fungus, and being able to not just use, 
but even reproduce the strange mi-go technological items.

Sneak Attack (Ex): At 1st level, a Yuggothian surgeon 
gains the sneak attack ability as a rogue of the same level. 
If a character already has sneak attack from another class, 
the levels from the classes that grant sneak attack stack to 
determine the effective rogue level for the sneak attack’s 
extra damage dice (so an alchemist 1/rogue 1 has a +1d6 sneak 
attack like a 2nd-level rogue, an alchemist 2/rogue 1 has a 
+2d6 sneak attack like a 3rd-level rogue, and so on). 

This ability replaces the bomb class feature.

Fungal Mutagen (Ex): At 1st level, a Yuggothian surgeon 
discovers how to create a mutagen that temporarily 
transforms his anatomy into a fungus-like state. It takes 1 
hour to brew a dose of fungal mutagen, and once brewed, it 
remains potent until used. A Yuggothian surgeon can only 
maintain one dose of fungal mutagen at a time—if he brews 
a second dose, any existing mutagen becomes inert. As with 
an extract, a fungal mutagen that is not in a Yuggothian 
surgeon’s possession becomes inert until an alchemist picks it 
up again.

When consumed, a fungal mutagen grants the Yuggothian 
surgeon low-light vision and a +4 racial bonus on saving 
throws made to resist mind-affecting effects, paralysis, 
poison, polymorph, sleep effects, and stunning. These 
benefits last for 1 minute per alchemist level.

A non-alchemist who drinks a fungal mutagen must make 
a Fortitude save (DC 10 + 1/2 the Yuggothian surgeon’s 
alchemist level + the Yuggothian surgeon’s Intelligence 
modifier) or suffer 1d6 points of damage per two alchemist 
levels the Yuggothian surgeon possesses, as the fungal 
mutagen wreaks havoc on her insides. Alchemists that are 
not Yuggothian surgeons can benefit normally from a fungal 
mutagen, should they get their hands on one.

This ability replaces the mutagen class feature.

Numbing Touch (Ex): At 2nd level, as a standard action, a 
Yuggothian surgeon can render a creature numb with a touch. 
Doing so requires a melee touch attack, unless the target 
is willing. However, because the touch renders the target 
numb, she does not feel the touch, and so the Yuggothian 
surgeon can make a Sleight of Hand check (opposed by the 
target’s Perception check) to use this ability without the 
target noticing. The target gains a +5 alchemical bonus on 
saving throws made to resist pain effects, but is also unable 
to feel pain, and must succeed on a Perception check (DC 30 
– damage dealt) each time she takes hit point damage, or not 
realize that she was injured. The Yuggothian surgeon can use 
this ability a number of times per day equal to his Intelligence 
modifier.

This ability replaces the poison use class feature.

Sociopathy (Ex): Beginning at 2nd level, a Yuggothian 
surgeon’s mind begins to work in strange and alien ways, as 
he loses touch with his humanity. He gains a +1 bonus on 
saving throws made to resist mind-affecting effects, and a 
+2 bonus on Bluff checks made to lie to others. At 5th level, 
and again at 8th and 10th levels, the bonus on saving throws 
increases by 1, and the bonus on Bluff checks increases by 2.

This ability replaces the poison resistance and poison 
immunity class features. 

Mi-Go Technologist (Ex): At 6th level, a Yuggothian 
surgeon learns how to master the secrets of the bizarre mi-
go technology. He does not suffer the normal −5 penalty 
on Spellcraft and Use Magic Device checks involving mi-go 
technology. Additionally, he can create these strange items 
that blur the line between magic and technology. He ignores 
all of the Item Creation feat requirements and spellcasting 
requirements for creating a magic item. If he does so, the 
created item counts as mi-go technology, and the cost to 
create the item (in gp) is doubled. When crafting items in 
this way, the Yuggothian surgeon can use the Heal skill in 
place of the normal skill check made to create the item.

This ability replaces the swift poisoning class feature.
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Brain Mage (Arcanist) 
There has long been a school of thought in the arcane 
community that writing is an imperfect way of representing 
spells, and that magic is purer when it is not sullied by ink 
and pen, but retained entirely in the mind. While this belief 
has led to many different unusual sects, one outgrowth is that 
of the brain mages, who store their spells not in books, but in 
preserved brains that they use in much the same fashion.

Class Skills: A brain mage adds Heal to her list of class skills. 
Because of the eldritch and otherworldly nature of their 
discipline, brain mages have difficulty focusing on mundane 
tasks, and do not gain Profession as a class skill.

Brain Harvest (Su): Brain mages specialize in harvesting 
brains and using them for a variety of eldritch purposes. At 
1st level, a brain mage learns how to create a rudimentary 
brain cylinder (see Sidebar: Brain Cylinders), in which she 
can preserve brains extracted from creatures. It takes a brain 
mage 24 hours to create a brain cylinder in this way, and it 
requires the expenditure of 500 gp in raw materials. A brain 
cylinder created in this way functions in all ways as a normal 
brain cylinder, except that its hardness is only 1, and its hit 
points are equal to her arcanist level. However, the brain 
cylinder requires constant tuning and maintenance that only 
the brain mage can provide: each week, she must spend at 
least 1 hour and 10 gp maintaining each of her brain cylinders. 
Failure to do so causes the brain cylinder to malfunction, 
destroying the brain inside. Any creature that successfully 
identifies a brain cylinder created in this way also identifies 
this failing. As a result, it is typically impossible to sell brain 
cylinders created in this way.

In addition to creating rudimentary brain cylinders, a 
brain mage can also harvest brains from creatures to 
store within them. Harvesting a brain in this way takes 1 
hour, and requires a successful DC 20 Heal check. Success 
indicates that the brain is removed successfully, which kills 
the creature it is removed from, but allows the brain to be 
preserved in a brain cylinder. Failure on this check still results 
in the death of the creature whose brain is removed, but the 
brain is also destroyed in the process. The creature whose 
brain is to be harvested must be helpless or willing for the 
full duration of this procedure. Beginning at 5th level, the 
brain mage can also harvest the brains of creatures that were 
slain up to 24 hours ago, although she suffers a penalty on her 
Heal check equal to the number of hours that the creature 
has been dead. A brain mage can only harvest the brains of 
animals, humanoids, and monstrous humanoids with this 
ability, and creatures without brains cannot have their brains 
harvested in this way.

This ability replaces the arcanist exploit gained at 1st level.

Consume Brain (Su): Beginning at 1st level, a brain mage 
gains the ability to drain the mental power from a harvested 
brain she has stored in one of her brain cylinders. Doing so 
requires that she spend 1 minute concentrating on the brain 
while holding the brain cylinder, and permanently reduces 
the brain’s Intelligence score by 1d4 points, but causes her to 
add a number of points to her arcane reservoir equal to the 
amount by which the brain’s Intelligence score was reduced. 
If the amount by which the brain’s Intelligence score would 
be reduced exceeds its current Intelligence score, any amount 
in excess of its Intelligence score does not result in additional 

points being added to the brain mage’s arcane reservoir. At 
6th level, and every 6 levels thereafter, whenever she uses 
this ability, she can reduce the brain’s Intelligence score by 
an additional 1d4 points. She can use this ability a number of 
times per day equal to her Charisma modifier (minimum 1).

This ability replaces the consume spells class feature.

Spell Repository: A brain mage does not make use of 
spellbooks to store and prepare her spells, but instead 
retains the knowledge of her spells within brains that she 
has preserved with her harvest brain class feature. If the 
preserved brain belonged to a spontaneous spellcaster, it 

Sidebar: Brain Cylinders
Several archetypes in this book reference brain cylinders, 
the infamous boxes that the mi-go use to preserve 
harvested brains. While different archetypes may use 
them in different ways or slightly alter their features, 
for the most part, these brain cylinders all function 
identically to the following magic item, which was first 
printed in the official Paizo Adventure Path #46.

BRAIN CYLINDER
Aura moderate necromancy; CL 9th
Slot none; Price 5,000 gp; Weight 10 lbs.
DESCRIPTION

A brain cylinder allows the surgically extracted brain of 
a Large or smaller creature to continue to function even 
after it has been removed from the body. Technically, the 
creature from whom the brain was harvested is dead, but 
as long as the brain remains in the cylinder, the creature 
can continue to think. Dials on the cylinder’s side control 
whether the brain can see, hear, or speak using a raspy 
speaker built into the cylinder’s surface. The brain can 
speak and understand any languages it knew in life, 
and retains the use of the following skills at the values 
it possessed while alive: Appraise, Bluff, Diplomacy, all 
Knowledge skills, Linguistics, Perception, and Sense 
Motive. It retains no other abilities it possessed in life, 
including purely mental abilities. The mi-go typically 
preserve humanoid brains in this grisly manner when 
they wish to interrogate a creature at a later date, or 
when they wish to preserve a creature as a resource for 
consultation or research purposes.

A brain cylinder is usually made of dark metal and has 
hardness 10 and 30 hit points—cylinders made of other 
materials might have higher or lower hardness scores and 
hit point totals. If a brain cylinder is destroyed, the brain 
within is lost. Likewise, if the creature from whom the 
brain was harvested is restored to life, the brain within 
the cylinder is destroyed, and only powerful effects 
capable of building entirely new bodies can restore to life 
a creature that has had its brain removed. Note that the 
gp price to create a brain cylinder only accounts for the 
basic creation—the brain of a particularly knowledgeable 
creature could be worth far more than 5,000 gp to some 
buyers, especially if the information contained in the 
brain is of a particularly sensitive nature.
CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, gentle repose, magic jar, 7 ranks in 
Heal; Cost 2,500 gp
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contains all spells that the creature knew before its brain was 
harvested. Otherwise, a preserved brain can store a number 
of spell levels’ worth of spells equal to twice the Intelligence 
score of the creature it once belonged to. The brain mage 
begins play with a harvested brain whose Intelligence score is 
equal to her own, which contains all 0-level sorcerer/wizard 
spells plus three 1st-level spells of her choice. The brain mage 
also selects a number of additional 1st-level spells equal to 
her Intelligence modifier to add to the harvested brain. At 
each new arcanist level, she gains two new spells of any spell 
level or levels that she can cast (based on her new arcanist 
level), which she can add to any of her harvested brains.

A brain mage can also add spells she encounters in scrolls or 
spellbooks to her harvested brains. Doing so requires that the 
brain mage successfully decipher the magical writings, and 
takes 10 minutes per spell level as she reads the spell aloud 
to the harvested brain. No Spellcraft check or materials are 
required to add a spell to a harvested brain in this way.

A brain mage prepares spells from a harvested brain by 
forcing it to recite the spells back to her. She can compel a 
harvested brain to assist her in preparing spells in this way, 
even if she is unable to coerce it into providing her with 
other information. Preparing spells in this way is otherwise 
identical to preparing spells with a spellbook.

This ability replaces the spellbooks class feature.

Arcanist Exploits: A brain mage may choose from the 
following exploits, in addition to the exploits available to all 
arcanists.

Brain Collector (Su): The brain mage can harvest the 
brains of a wider variety of creatures. When using her 
brain harvest class feature, she can harvest the brains 
of aberrations, dragons, fey, magical beasts, outsiders, 
undead, and vermin, in addition to those she can already 
harvest. The DC to harvest such brains increases by 
5. In the case of undead creatures, the penalty for the 
creature being dead applies only if the undead creature 
is destroyed, and applies from the time it was destroyed, 
rather than the time that it died. Creatures without 
brains still cannot have their brains harvested with this 
ability. Additionally, the arcanist can create custom 
brain cylinders that can house the brains of creature’s 
larger than Large. The weight is doubled for each size 
category the creature is beyond large (20 pounds for 
Huge creatures, 40 pounds for Gargantuan creatures, and 
80 pounds for Colossal creatures), and the cost in gold is 
tripled for each size category the creature is beyond large 
(1,500 gp for Huge creatures, 4,500 gp for Gargantuan 
creatures, and 13,500 gp for Colossal creatures), as is the 
weekly upkeep cost.

Exploit Brain (Su): If a brain mage casts a spell while 
holding one of her brain cylinders, she can cause the 
brain’s Intelligence score to permanently be reduced by 
1d4 points. If she does, the spell’s caster level is increased 
by an amount equal to the amount by which the brain’s 
Intelligence score was reduced, and its saving throw DC 
(if any) is increased by half that amount (rounded down, 
minimum 0).

Question Brain (Su): While holding one of her brain 

cylinders in hand, a brain mage can expend one use 
from her arcane pool in order to compel the brain stored 
within to answer her questions. The brain must succeed 
on a Will save (DC 10 + 1/2 the brain mage’s arcanist level 
+ the brain mage’s Charisma modifier; the brain uses 
the Will save modifier it had when it died, minus any 
temporary bonuses, or those from magic items) or be 
forced to truthfully answer a number of questions asked 
by the brain mage equal to 1/2 the brain mage’s arcanist 
level.

Mental Connection (Su): The arcanist can communicate 
with her preserved brains telepathically to a range of 120 
feet. She can use any class feature that normally requires 
her to have physical contact with one of her brain 
cylinders from up to 120 feet away using this telepathy, 
and she can also prepare her spells telepathically in this 
fashion. Finally, if the brain mage has the question brain 
arcanist exploit, the DC of the saving throw to resist that 
effect increases by 1.

Fungal Stalker (Hunter)
Fungal stalkers serve as agents of the mi-go on other worlds, 
who hunt down useful and desirable individuals to harvest 
their brains and provide them to the mi-go. In exchange 
for these grisly deeds, the mi-go provide fungal stalkers 
with access to their technology, as well as a lesser mi-go 
companion, taken from the lowest mi-go castes, to aid the 
fungal stalker, as well as report on her deeds back to her mi-
go masters.

Brain Harvest (Su): Fungal stalkers can harvest brains and 
preserve them for later use. At 1st level, a fungal stalker learns 
how to create a rudimentary brain cylinder (see Sidebar: 
Brain Cylinders), in which she can preserve brains extracted 
from creatures. It takes a fungal stalker 24 hours to create 
a brain cylinder in this way, and it requires the expenditure 
of 500 gp in raw materials. A brain cylinder created in this 
way functions in all ways as a normal brain cylinder, except 
that its hardness is only 1, and its hit points are equal to her 
hunter level. However, the brain cylinder requires constant 
tuning and maintenance that only the fungal stalker can 
provide: each week, she must spend at least 1 hour and 10 
gp maintaining each of her brain cylinders. Failure to do 
so causes the brain cylinder to malfunction, destroying the 
brain inside. Any creature that successfully identifies a brain 
cylinder created in this way also identifies this failing. As a 
result, it is typically impossible to sell brain cylinders created 
in this way.

In addition to creating rudimentary brain cylinders, a 
fungal stalker can also harvest brains from creatures to 
store within them. Harvesting a brain in this way takes 1 
hour, and requires a successful DC 20 Heal check. Success 
indicates that the brain is removed successfully, which kills 
the creature it is removed from, but allows the brain to be 
preserved in a brain cylinder. Failure on this check still results 
in the death of the creature whose brain is removed, but the 
brain is also destroyed in the process. The creature whose 
brain is to be harvested must be helpless or willing for the full 
duration of this procedure. Beginning at 5th level, the fungal 
stalker can also harvest the brains of creatures that were slain 
up to 24 hours ago, although she suffers a penalty on her 
Heal check equal to the number of hours that the creature 
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has been dead. A fungal stalker can only harvest the brains 
of animals, humanoids, and monstrous humanoids with this 
ability, and creatures without brains cannot have their brains 
harvested in this way.

Cranial Competence (Ex): Fungal stalkers can use the 
knowledge stored in preserved brains to improve their own 
abilities. By meditating on one of her brain cylinders for one 
minute, a fungal stalker can gain a competence bonus on a 
single skill of her choice that the brain stored in the cylinder 
had ranks in before the brain was harvested (including skills 
the brain no longer possesses, such as Climb or Swim). The 
bonus is equal to 1/2 the fungal stalker’s hunter level or the 
total number of ranks the preserved brain once had in the 
skill, whichever is lower. This benefit lasts for 1 hour. The 
fungal stalker can use this ability a number of times per 
day equal to her hunter level, but can benefit from only one 
such bonus at a time: if she uses this ability to gain a bonus 
to a second skill, the bonus granted to the previous skill is 
immediately lost.

This ability replaces the animal focus class feature.

Mi-go Companion (Ex): Instead of gaining an animal as a 
companion, a fungal stalker gains a mi-go companion at first 
level. The mi-go companion is a creature of the plant type, 
and functions in all ways as a standard animal companion, 
except it does not gain tricks or bonus tricks, as it is an 
intelligent creature capable of direct communication.

MI-GO COMPANION

Starting Statistics
Size Small; Speed 20 ft., fly 30 ft. (average); AC +1 natural 
armor; Attack 2 claws (1d4); Ability Scores Str 10, Dex 15; 
Con 14; Int 10; Wis 10; Cha 10; Special Qualities low-light 
vision, no breath

4th-Level Advancement
Size Medium; Ability Scores Con +2, Int +2; Special 
Attacks eviscerate

Eviscerate (Ex): A mi-go companion’s claws are razor-sharp 
and capable of dealing immense damage to a creature 
the mi-go is grappling. Whenever a mi-go successfully 
starts or maintains a grapple, its claws inflict 2d6 points of 
precision-based damage, in addition to the normal effects 
of maintaining the grapple.

Plant Empathy (Su): A fungal stalker can improve the 
initial attitude of a plant creature, including mindless plant 
creatures. This ability functions as a Diplomacy check to 
improve the attitude of a person. The fungal stalker rolls 
1d20 and adds her hunter level and her Charisma modifier 
to determine the plant empathy check result. Most plant 
creatures have a starting attitude of unfriendly.

To use plant empathy, the fungal stalker and the plant must 
be within 30 feet of one another under normal visibility 
conditions. Generally, influencing a plant in this way takes 1 
minute, but, as with influencing people, it might take more 
or less time.

This ability replaces the wild empathy class feature.

Starflight (Su): At 5th level, a fungal stalker and her mi-go 
companion can move and survive in the void of outer space, 
and can fly through space at incredible speeds. Although 
exact travel times vary, a trip within a single solar system 
normally takes 3d20 months, while a trip beyond normally 
takes 3d20 years (or more, at the GM’s discretion)—provided 
the fungal stalker knows the way to her destination. While 
in space, the fungal stalker is sustained by trails of aether, 
and does not need to eat, drink, or breathe, and she is not 
harmed by the vacuum of space. She still needs to eat, drink, 
and breathe when she is not in space.

This ability replaces the woodland stride class feature.

Bonus Feats: At 7th level and every 6 levels thereafter, a 
fungal stalker’s mi-go companion gains a bonus feat (in 
addition to the bonus feats gained from the fungal stalker’s 
effective druid level). The mi-go companion must meet all 
prerequisites for the chosen feat.

This ability replaces the bonus tricks class feature.

Expanded Mental Capacity (Su): Beginning at 8th level, 
whenever a fungal stalker uses her cranial competence class 
feature, she gains a +2 bonus to whichever mental ability 
score (Intelligence, Wisdom, or Charisma) was the highest 
among the harvested brain’s mental ability scores before that 
brain was harvested.

This ability replaces the second animal focus class feature.

Grasping Claws (Su): At 11th level, the fungal stalker’s mi-go 
companion gains the grab universal monster special ability, 
allowing it to initiate a grapple as a free action whenever it 
strikes a creature with one of its claw attacks. 

This ability replaces the speak with master class feature.

Mi-go Technologist (Su): At 17th level, the fungal stalker’s 
mi-go companion shares the secrets of the bizarre mi-go 
technology. The fungal stalker does not suffer the normal −5 
penalty on Spellcraft and Use Magic Device checks involving 
mi-go technology. Additionally, she can create these strange 
items that blur the line between magic and technology. 
She ignores all of the Item Creation feat requirements and 
spellcasting requirements for creating a magic item. If she 
does so, the created item counts as mi-go technology, and 
the cost to create the item (in gp) is doubled. When crafting 
items in this way, the fungal stalker can use the Heal skill in 
place of the normal skill check made to create the item.

This ability replaces the one with the wild class feature.

Fungal Transformation (Ex): At 20th level, a fungal 
stalker’s type changes to plant. She gains low-light vision, 
as well as immunity to paralysis, poison, polymorph effects, 
sleep effects, and stunning. She does not gain a plant’s 
immunity to mind-affecting effects, but she does gain a +4 
racial bonus on saving throws made to resist such effects. 
This transformation is obvious, and anyone who lays eyes on 
the fungal stalker can identify her as inhuman, which may 
impact their starting attitude towards her.

This ability replaces the master hunter class feature.
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Agent of Yuggoth (Rogue)
As deceptive as their alien masters, the mi-go, agents of 
Yuggoth are rogues who have been infused with the same 
fungus that makes up the mi-go’s bodies, and are as adept as 
the mi-go at modifying bodies to suit their purposes.

Inscrutable (Ex): An agent of Yuggoth adds 1/2 her rogue 
level on Bluff skill checks made to tell lies and on Disguise 
skill checks (minimum +1). The agent of Yuggoth also 
receives a +2 competence bonus on saving throws made to 
resist divination effects.

This ability replaces the trapfinding class feature.

Fungal Resistances (Ex): Beginning at 3rd level, an agent of 
Yuggoth’s physiology begins to change, as her insides slowly 
start to transform into the same fungus material that makes 
up the bodies of the mi-go. She gains a +1 racial bonus on 
saving throws made to resist mind-affecting effects, paralysis, 
poison, polymorph, sleep effects, and stunning. At 9th level, 
and again at 15th level, this bonus increases by +1.

This ability replaces the trap sense bonuses gained at 3rd, 
9th, and 15th levels.

Fleshwarper: At 6th level, the mi-go psychically reveals 
to the agent of Yuggoth the secrets of warping flesh. The 
agent of Yuggoth gains the FleshwarperHA feat, even if she 
doesn’t meet the prerequisites. Additionally, she gains a +1 
competence bonus on all Craft (alchemy) and Heal checks 
made to perform fleshwarping, including creating and 
applying fleshcraft grafts. At 12th level, and again at 18th 
level, this bonus increases by +1.

This ability replaces the trap sense bonuses gained at 6th, 
12th, and 18th levels.

Servant of Yuggoth (Witch)
All witches make pacts with strange and otherworldly patrons 
in exchange for their powers, so it is little surprise that some 
witches make these pacts with the alien race of fungi known 
as the mi-go, who blend magic and technology together into 
something as eldritch and unknowable as themselves. These 
witches, known as servants of Yuggoth to some, pursue the 
mi-go’s goals in exchange for a fraction of their knowledge 
and power.

Patron: As a servant of the mysterious mi-go, a servant of 
Yuggoth must choose her patron from among the following: 
deception, insanity, mindOA, or stars. At the GM’s discretion, 
certain other patrons that are thematically linked to the mi-
go may also be allowed.

Brain Harvest (Su): Servants of Yuggoth can harvest brains 
and use them for a variety of eldritch purposes. At 1st level, a 
servant of Yuggoth learns how to create a rudimentary brain 
cylinder (see Sidebar: Brain Cylinders), in which she can 
preserve brains extracted from creatures. It takes a servant 
of Yuggoth 24 hours to create a brain cylinder in this way, 
and it requires the expenditure of 500 gp in raw materials. 
A brain cylinder created in this way functions in all ways as 
a normal brain cylinder, except that its hardness is only 1, 
and its hit points are equal to her witch level. However, the 
brain cylinder requires constant tuning and maintenance 

that only the servant of Yuggoth can provide: each week, she 
must spend at least 1 hour and 10 gp maintaining each of her 
brain cylinders. Failure to do so causes the brain cylinder to 
malfunction, destroying the brain inside. Any creature that 
successfully identifies a brain cylinder created in this way also 
identifies this failing. As a result, it is typically impossible to 
sell brain cylinders created in this way.

In addition to creating rudimentary brain cylinders, a 
servant of Yuggoth can also harvest brains from creatures 
to store within them. Harvesting a brain in this way takes 1 
hour, and requires a successful DC 20 Heal check. Success 
indicates that the brain is removed successfully, which kills 
the creature it is removed from, but allows the brain to be 
preserved in a brain cylinder. Failure on this check still results 
in the death of the creature whose brain is removed, but the 
brain is also destroyed in the process. The creature whose 
brain is to be harvested must be helpless or willing for the full 
duration of this procedure. Beginning at 5th level, the servant 
of Yuggoth can also harvest the brains of creatures that were 
slain up to 24 hours ago, although she suffers a penalty on her 
Heal check equal to the number of hours that the creature 
has been dead. A servant of Yuggoth can only harvest the 
brains of animals, humanoids, and monstrous humanoids 
with this ability, and creatures without brains cannot have 
their brains harvested in this way.

Spell Repository: A servant of Yuggoth does not make 
use of a familiar to store and prepare her spells, but instead 
retains the knowledge of her spells within brains that she 
has preserved with her Harvest Brain class feature. If the 
preserved brain belonged to a spontaneous spellcaster, it 
contains all spells that the creature knew before its brain 
was harvested. Otherwise, a preserved brain can store a 
number of spell levels’ worth of spells equal to twice the 
Intelligence score of the creature it once belonged to. The 
servant of Yuggoth begins play with a harvested brain whose 
Intelligence score is equal to her own, which contains all 
0-level witch spells plus three 1st-level spells of her choice. 
The servant of Yuggoth also selects a number of additional 
1st-level spells equal to her Intelligence modifier to add to 
the harvested brain. At each new witch level, she gains two 
new spells of any spell level or levels that she can cast (based 
on her new witch level), which she can add to any of her 
harvested brains.

A servant of Yuggoth can also add spells she encounters 
in scrolls or spellbooks to her harvested brains. Doing so 
requires that the servant of Yuggoth successfully decipher 
the magical writings, and takes 10 minutes per spell level as 
she reads the spell aloud to the harvested brain. No Spellcraft 
check or materials are required to add a spell to a harvested 
brain in this way.

A servant of Yuggoth prepares spells from a harvested brain 
by forcing it to recite the spells back to her. She can compel 
a harvested brain to assist her in preparing spells in this 
way, even if she is unable to coerce it into providing her with 
other information. Preparing spells in this way is otherwise 
identical to preparing spells by communing with a familiar.

This ability replaces the witch’s familiar class feature.

Hexes: A servant of Yuggoth may choose from the following 
hexes, in addition to the hexes available to all witches.
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Access Knowledge (Su): The servant of Yuggoth can 
tap directly into the minds of her harvested brains. 
By holding one of her brain cylinders, she can make a 
single Appraise, Knowledge, or Linguistics check using 
the brain’s modifier, rather than her own. She can use 
this ability no more than once per brain per day, and 
can use it a total number of times per day equal to her 
Intelligence modifier. This allows her to retry skill checks 
that she would not otherwise be able to retry, but she 
cannot retry the same check with the same brain.

Fungal Magic (Su): The servant of Yuggoth’s mind-
affecting spells and hexes can affect plant creatures as 
though they were not mind-affecting. However, if the 
plant would normally be immune to the effect due to 
its immunity to mind-affecting effects, it receives a +4 
bonus on any saving throws made to resist the effect.

Mi-go Technologist (Su): The witch has mastered the 
secrets of the bizarre mi-go technology. She does not 
suffer the normal −5 penalty on Spellcraft and Use Magic 
Device checks involving mi-go technology. Additionally, 
she can create these strange items that blur the line 
between magic and technology. She ignores all of 
the Item Creation feat requirements and spellcasting 
requirements for creating a magic item. If she does so, 
the created item counts as mi-go technology, and the 
cost to create the item (in gp) is doubled. When crafting 
items in this way, the servant of Yuggoth can use the Heal 
skill in place of the normal skill check made to create the 
item.

Major Hexes: A servant of Yuggoth may choose from 
the following major hexes, in addition to the major hexes 
available to all witches.

Starflight (Su): A servant of Yuggoth can survive in 
the void of outer space. She can fly through space at 
incredible speeds. Although exact travel times vary, a trip 
within a single solar system normally takes 3d20 months, 
while a trip beyond normally takes 3d20 years (or more, 
at the GM’s discretion)—provided the servant of Yuggoth 
knows the way to her destination. A servant of Yuggoth 
must still have some way of reaching space in order to 
use this ability. She can carry creatures and objects with 
her up to her heavy load, but this hex does not offer such 
creatures or objects any protection from the effects of 
deep space. The servant of Yuggoth still needs to breathe 
in environments other than deep space. While in space, 
the servant of Yuggoth is sustained by trails of aether, 
and does not need to eat, drink, or breathe, and she is 
not harmed by the vacuum of space. She still needs to 
eat, drink, and breathe when she is not in space.

Surrogate Possession (Su): The servant of Yuggoth can 
transfer the minds of brains in her brain cylinders to 
other creature’s bodies in lieu of her own. Whenever the 
servant of Yuggoth casts magic jar, possession, or similar 
spells that allow her consciousness to inhabit another 
creature’s body, she may choose to transfer the mind 
of a brain in one of her brain cylinders, instead. Other 
than changing which creature’s mind is transferred, 
this functions identically to the way the spell otherwise 
would. She must be holding the brain cylinder containing 

the brain in question when she casts the spell, and it is 
entitled to a Will save to resist the effect (although most 
brains do not attempt to resist). If the spell or effect 
would cause the target’s mind to inhabit the servant of 
Yuggoth’s body, it inhabits the stored brain, instead, and 
can be conversed with as normal for a brain in a brain 
cylinder.

New Cleric Domain
The following domain is available to any character that 
chooses to devote herself to the strange religion of the mi-go. 
Such characters can choose Knowledge, Plant, Trickery, or 
Void as their other domain. The mi-go’s true favored weapon 
is the claw, but those unfortunate enough to lack claws of 
their own can choose to instead treat the dagger as their 
deity’s favored weapon.

Cult of the Mi-Go

The religion of the mi-go is complex, and wholly different 
from most humanoid concepts of religion. Many religious 
scholars, as well as those devoted to the study of the mi-go, 
believe that humans are incapable of truly understanding 
the religion, and that those who claim to follow it have either 
had their minds so altered by exposure to the mi-go that their 
thinking is no longer strictly human, or are simply insane and 
deluded. Whatever the case, those who worship the mi-go’s 
unknowable gods and follow their bizarre ritual practices 
undoubtedly receive power from their worship, whether they 
truly understand what they are doing or not.

Granted Powers: You can mentally shut down the brains 
of others, rendering them temporarily helpless, and gain 
insight and understanding into the strange and alien mi-go 
technology.

Brain Spasm (Su): You concentrate on a single living 
creature within 60 feet, causing that creature’s brain to 
be momentarily paralyzed. The creature must succeed on 
a Will save (DC 10 + 1/2 your class level + your Wisdom 
modifier) or be dazed for 1 round. You can use this ability 
a number of times per day equal to 3 + your Wisdom 
modifier.

Mi-go Technologist (Su): By 8th level, you have mastered 
the secrets of the bizarre mi-go technology. You do not 
suffer the normal −5 penalty on Spellcraft and Use Magic 
Device checks involving mi-go technology. Additionally, 
you can create these strange items that blur the line 
between magic and technology. You can choose to 
ignore all of the Item Creation feat requirements and 
spellcasting requirements for creating a magic item. If 
you do, the created item counts as mi-go technology, 
and the cost to create the item (in gp) is doubled. When 
crafting items in this way, you can use the Heal skill in 
place of the normal skill check made to create the item.

Domain Spells: 1st—command, 2nd—speak with dead, 
3rd—contact entity IIHA, 4th—create mindscapeOA, 5th—
thoughtsenseOA, 6th—telepathy, 7th—true seeing, 8th—
control plants, 9th—microcosmOA.
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Weekly Wonders

 The eldritch, the strange, and the weird are often relegated to the domains of villains and 
NPCs in fantasy, with the good guys being the ones who stand in the way of the dark things 
that remain just beyond our perception, which we can never truly understand. But sometimes, it 
can be fun to take on the mantle of the otherworldly, and to embrace the alien terrors of the 
cosmos. Each installment of Weekly Wonders: Eldritch Archetypes contains five archetypes for 
eldritch charactersthose that are weird, alien, and otherworldly, who don’t fit in with normal 
societyas well as a cleric domain devoted to a specific mythos entity or race.

  For this book, we focus on the Mi-Go, also known as the fungi from Yuggoth, a strange 
race of alien creatures that are best known for their ability to harvest and preserve brains, still 
alive and sentient, within strange jars, to benefit from their knowledge. From H.P. Lovecraft’s 
The Whisperer in Darkness and The Fungi from Yuggoth, this deceptive and uncaring alien race is 
a staple of the Cthulhu mythos. Whether they mention the mi-go directly or not, each archetype 
in this book builds on themes of brain harvesting, deceptiveness, alien technology, and fungal 
biology. This book contains the following archetypes:

  • The Yuggothian surgeon, an alchemist archetype that slowly transforms into a fungal 
creature, and can numb victims with a touch.

 • The brain mage, an arcanist archetype that stores his spells in harvested brains, and can 
use captured brains in a variety of eldritch manners.

 • The fungal stalker, a hunter archetype that gains a mi-go companion, and can borrow 
skills from harvested brains.

  • The agent of Yuggoth, a rogue archetype with a focus on fleshwarping and a fungal 
anatomy.

 • The servant of Yuggoth, a witch archetype who stores spells in captured brains, and gains 
access to a variety of mi-go themed hexes.

 • A bonus cleric domain devoted to those who adhere to the strange religion of the mi-go.

  Whether you're about to embark on a campaign of eldritch horror (such as the official Paizo 
adventure path dealing with strange and alien entities), or you just want an excuse to play a 
servant of the unknowable and uncaring cosmic entities of the Cthulhu mythos, this book has 
lots of tantalizing options to offer. Even GMs can get in on the fun, as several of the archetypes 
here are perfect for insane cultist NPCs as well, and can make for exciting and memorable 
encounters.
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