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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.

These eldritch archetypes pay homage to the all-powerful
idiot god, Azathoth, a primal being of supreme power that
dwells in the center of infinite chaos. Azathoth is more

of primordial force than a character, and is rarely talked
about, except in a hushed and awe-filled whisper. One of the
better-known of H.P. Lovecraft’s deities, Azathoth is often
mentioned as a sort of terrible being to which other terrors
are known. Azathoth himself, however, rarely makes an
appearance, except as something half glimpsed in dreams.
He is well known to be a force of primal power, creation,

and destruction, and these themes play out through the
archetypes, but Azathoth is also somewhat unique in that he
is known to be mindless, mad, or perhaps just simple, and is
devoid of any real personality. These themes of mindlessness
are also pervasive in this product. Finally, some of these
archetypes borrow inspiration from Azathoth’s form and his
maddening court of shrill pipers and formless dancers.

New Archetypes

The following archetypes are presented in alphabetical order.

Mindless Rager (Barbarian)

Occasionally, for reasons unknown, or perhaps from

pure chance, an individual is chosen by Azathoth. These
individuals are cursed with a mindless madness and
purposeless power that threatens to demolish everything in
their path. Though unable to truly control this power, some
have learned to tap into these gifts in moments when they
need it most. These are the mindless ragers, who enter violent
frenzies where they lose control of their actions, but gain far
greater strength than others of their profession. Azathoth’s
careless blessing also grants these individuals exceptional, if
hideous, physiques, and occasional bursts of good fortune.

Mindless Rage (Ex): A mindless rager receives greater
benefits from her barbarian rage, but has difficulty
controlling her actions. At 1st level, the mindless rager

gains the rage class feature as normal, except that when

she enters a rage, she gains a +8 morale bonus to Strength
and Constitution (instead of +4), and also gains immunity
to mind-affecting effects. Additionally, the mind rager is
confused for as long as she rages. If at any time the confusion
effect is ended, then the rage is also immediately ended.

This ability modifies the rage class feature.

Random Fortune (Ex): Occasionally, the universe bends
itself around the mindless rager, resulting in a positive twist
of fate. At 3rd level, when the mindless rager makes an attack
roll or saving throw, she may roll twice and take the better
result. She must declare she is using this ability before the
roll is made. After she uses this ability, fate corrects itself,

and the next time she makes a roll of the same type, she rolls
twice and must take the worse result. At 3rd level, she can use
this ability once per day. She can use this ability an additional
time each day at 6th level, and every 3 levels thereafter.

This ability replaces the trap sense class feature.

Towering Form (Ex): At 7th level, the mindless rager
becomes Large size gaining a +1 size bonus to Strength and
Constitution and a -2 penalty to Dexterity. At 1oth level, and
every 3 levels thereafter, these bonus and penalties increase
by 1 (although the mindless rager remains the same size).

This ability replaces the damage reduction class feature.

Greater Mindless Rage (Ex): At uith level, a mindless rager
becomes better able to control her mindless rages. When in
arage, she may spend an additional round of rage in order

to ignore the effects of her confusion for 1 round. Greater
mindless rage counts as the barbarian’s greater rage ability for
the purposes of feat prerequisites, feat abilities, magic item
abilities, and spell effects.

This ability replaces the greater rage class feature.

Mighty Mindless Rage (Ex): At 20th level, the mindless
rager she can channel her power towards harming others
instead of herself. Whenever she rolls on the confusion

table and the result indicates she would deal 1d8 + Strength
modifier damage to herself, she may choose to treat that the
roll as if it indicated she would attack the nearest creature,
instead. Mighty mindless rage counts as the barbarian’s
mighty rage ability for the purposes of feat prerequisites, feat
abilities, magic item abilities, and spell effects.

This ability replaces the mighty rage class feature.

Cosmic Piper (Bard)

The demon sultan Azathoth, who dwells in the infinite
primal chaos at the center of the universe, hungers endlessly
to destroy and create and devour. His ultimate power is
constrained, according to tradition, by shrill piping and the
dancing of formless terrors from beyond reality. Whether
these tales are true or not, the dances and songs of cosmic
infinity have the ability to lull many other creatures, and bind
outsiders to the performer’s will.

Slowing Tune (Su): At 6th level, the cosmic piper can use

his bardic performance to slow the reactions of a single living
creature. The target is allowed a Will save (DC = 10 + 1/2 the
cosmic piper’s level + the cosmic piper’s Charisma modifier)
to negate the effect. Otherwise, the target may take only a
single standard action or move action each turn. If this ability
is used on a creature that is already fascinated, then if there

is an obvious threat to the target (such as someone aiming

a ranged weapon at the target), or another creature tries to
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shake the target free of the fascination, the target remains
fascinated for 1 more round. After this round is up, the
fascination is still broken on the target.

This ability replaces the suggestion class feature.

Blinding Dance (Su): At 8th level, a cosmic piper learns
to move and cavort as the formless dancers in attendance
to almighty Azathoth. Whenever he uses his bardic
performance to dance for at least 3 consecutive rounds,

he may choose to spend an additional 3 rounds of bardic
performance in order to blind those that observe him. All
characters who can clearly see the cosmic piper must make
a Will save (DC = 10 + 1/2 the cosmic piper’s level + the
cosmic piper’s Charisma modifier) or be blinded for as long
as the cosmic piper continues to perform the dance, and for
a number of rounds thereafter equal to the amount of time
he spent dancing. He may choose to exclude a number of
creatures from this effect equal to his Charisma modifier.
Characters that are already fascinated and are subject to this
ability automatically fail their saving throw.

This ability replaces the dirge of doom class feature.

Song of Slumber (Su): At 12th level, the cosmic piper leans
a special tune to lull those that hear it into a deep sleep,
wracked with maddening dreams. The cosmic piper can
use his bardic performance to attempt to put any number
of creatures who can clearly see and hear him to sleep. The
targets receive a Will save (DC = 10 +1/2 the cosmic piper’s
level + the cosmic piper’s Charisma modifier) to negate this
effect. For every creature beyond the first the cosmic piper
attempts to affect with this ability, the DC goes down by 1.
Targets that were already fascinated suffer a —4 penalty on
their saving throw.

This ability replaces the soothing performance class feature.

Song of Binding (Su): At 14th level, the cosmic piper learns
to use his magical piping to prevent outsiders from leaving
his presence. Whenever he uses bardic performance with

a wind instrument for at least 3 rounds, he may choose to
spend an additional 3 uses of bardic performance in order

to prevent all outsiders who can clearly see and hear the
cosmic piper from using any teleportation ability (including
those provided by spells and effects.) Creatures that are
fascinated are affected as though they were outsiders for the
purposes of this ability. Creatures affected in this way cannot
use teleportation of any kind for as long as the cosmic piper
continues to perform, and for a number of rounds thereafter
equal to the number if rounds spent performing in this way.

This ability replaces the frightening tune class feature.

Song of Cosmic Imprisonment (Su): At 20th level, the
cosmic piper learns to send entities into the vast reaches of
infinite chaos to dwell for all eternity in Azathoth’s horrible
and hateful court. The cosmic piper can use his bardic
performance to affect a single creature within 30 feet, who
must hear the cosmic piper perform for one full round. The
target may attempt a Will save (DC = 10 + 1/2 the cosmic
piper’s level + the cosmic piper’s Charisma modifier) to
negate the effect. If the target fails, she is affected as though

by the spell imprisonment, except that if the target is released
from her cosmic prison by a freedom spell or similar effect,
she is immediately driven insane by her experience there.

This ability replaces the deadly performance class feature.

Tentacle Magus (Magus)

The tentacle magi are those who, in addition to the study

of spell and blade, have studied dark and hidden rituals,
learning of the great Azathoth and how to manifest his
power. Through profane rites, these individuals learn

to imbue their magic with Azathoth’s dread power, and
augmenting their bodies with his divine vision for creation,
gaining an ever more profane and powerful form in deference
to the hideous evil that lurks at the center of chaos.

Body of Azathoth (Su): At 1st level, the tentacle magus
learns to shape his body with the formless protomatter of
Azathoth. As a free action, the tentacle magus can choose

to expend a single spell he has prepared in order to gain a
number of tentacle secondary attacks equal to the level of the
spell expended in this way. These tentacles deal 1d4 points of
damage for a Medium creature. This ability lasts for a number
of rounds equal to the tentacle magus’ level + his Intelligence
modifier

This ability replaces the spell combat class feature.

Armor of Azathoth (Su): At 7th level, the tentacle magus’s
body takes on the properties of the formless protomatter of
Azathoth, protecting him from harm. He gains a +2 natural
armor bonus to AC. Additionally, he has a 50% chance to
negate damage from critical hits and sneak attacks (as if he
were wearing armor with the moderate fortification special
ability).

This ability replaces the medium armor class feature.

Greater Body of Azathoth (Su): At 8th level, the tentacle
magus can use points from his arcane pool to enhance each
of his tentacle attacks as though they were a single weapon.
Additionally, whenever he uses his body of Azathoth ability
to gain one or more tentacle attacks, he may spend points
from his arcane pool to enhance those natural attacks as a
free action.

This ability replaces the improved spell combat class feature.

Ritual of Arcane Recovery (Su): A tentacle magus learns
the secret rituals of Azathoth that enable him to extract
energy from still living beings in order to restock his arcane
energies. At 10th level, a tentacle magus can spend 1 minute
torturing a helpless living creature, inflicting 1 point of
damage per Hit Dice the creature possesses. If he does so,
he recovers 1d6 points in his arcane pool. After he tortures
a creature in this way once, that creature loses potency for
future rituals. Each subsequent time a specific target is
tortured in this way, the number of points the tentacle magus
regains in his arcane pool are reduced by 1. This penalty to
points regained recovers at a rate of 1 per week.

This ability replaces the fighter training class feature.



Flesh of Azathoth (Ex): As a tentacle magus reaches 13th
level, his flesh is remade in a hairy, constantly shifting mass
of slick black protomatter, covered in blind eyes. He gains

a further +1 natural armor bonus to AC, and he can no
longer be flanked. This defense denies a rogue the ability to
sneak attack the tentacle magus by flanking him, unless the
attacker has at least four more rogue levels than the target
has magus levels.

This ability replaces the heavy armor class feature.

Imbue Body of Azathoth (Su): At 14th level, whenever a
tentacle magus invokes Azathoth to grant him a superior
form, he can imbue his natural attacks with the magic that
gave birth to them. Whenever he uses the body of Azathoth
ability to gain tentacle attacks, if he expended a prepared
spell with a range of touch, then when he successfully hits

a creature with a tentacle attack gained in this way, he may
expend a single point from his arcane pool. If he does, he may
cast the expended spell as a free action on the target of the
attack.

This ability replaces the greater spell combat class feature.

Servant of Azathoth (Su): At 20th level, the tentacle magus
undergoes a special ritual that makes him eternally beholden
to Azathoth, and enhances the gifts granted to his form by
the demon sultan. He gains an additional +1 natural armor
bonus to AC, as well as immunity to critical hits and precision
damage. Finally, whenever he uses his body of Azathoth
ability, he gains an additional 2 tentacle natural attacks.

Mind of Azathoth (Psychic)

Unfortunate are the souls known as the minds of Azathoth,
psychics whose extrasensory journeys led them into the
midst of infinite chaos, beyond the reckonings of time and
space, and caused them to touch the mind of the mindless,
infinite, primordial power that is Azathoth. Their ruined
minds now hold Azathoth’s terrible thoughts, whispering
hollow, unintelligible machinations of unstoppable cosmic
progress. Their scarring experiences nonetheless leave them
with the power to shape the world in ways other psychics
could only dream of.

Discipline of Azathoth: A mind of Azathoth must take the
Azathoth discipline, described below.

This ability modifies the psychic discipline class feature.

Augury (Sp): At 2nd level, the mind of Azathoth can attempt
to determine whether a course she is about to take will have
an outcome that, viewed from the mortal viewpoint, will be
positive. She can cast augury as a spell-like ability at will, with
a caster level equal to her class level. If she does not receive a
result, the complex thoughts of unknowable Azathoth leave a
dark mark upon her, causing her to become confused for 1d4
rounds.

This ability replaces the detect thoughts class feature.

Blessing of Azathoth (Su): At gth level, a mind of
Azathoth is able to exert her power even when her mind is
compromised. She ignores the effects of any ability score
damage or drain, as well as any penalty to her ability scores,

for the purposes of casting spells, including determining the
highest-level spell she can cast, the number of bonus spells
she receives, and the saving throw DCs for her spells. Other
effects of the ability score decreases apply normally.

This ability replaces the telepathic bond class feature.

Remade Self: At 20th level, when selecting a spell-like ability
for the remade self class feature, the mind of Azathoth can
choose from the following spells, in addition to the normal
list: delay poison, detect thoughts, enlarge person, or see

invisibility.

New Psychic Discipline
Azathoth

You have come to touch the unknowable and unthinkable
chaos of mindless Azathoth, gaining his powers at the cost
of your own sanity and well-being. Those with this discipline
know how to greatly enhance both their psychic and physical
potential; however, doing so is both costly and dangerous,
collapsing the body in the long term and driving you mad.

Phrenic Pool Ability: Charisma.

Bonus Spells: Enlarge person (1st), alter self (4th), haste
(6th), mad sultan’s melody™ (8th), contagion (10th), joyous
rapture (12th), insanity (14th), irresistible dance (16th), weird
(18th)

Discipline Powers: You are able to call on the power of
Azathoth to enhance your abilities, though this comes at
considerable risk.

Touch Mind (Su): At st level, as a full-round action, you
can attempt to bring your mind into contact with mighty
Azathoth in order to empower your psychic abilities.
When you do, you must make a Will saving throw (DC =
10 + 1/2 your level + your Charisma modifier) or suffer 1
point each of Intelligence, Wisdom, and Charisma drain.
Regardless of whether or not the save is successful, you
gain a +2 bonus to your caster level for psychic spells, and
the saving throw DC of all your psychic spells is increased
by 2. Additionally, you may apply the effects of any
metamagic feat you know to spells you cast during this
time, without increasing the casting time for the spell.
These effects last for a number of rounds equal to your
level + your Charisma modifier.

Altered Form (Su): At 5th level, you can attempt to
psychically draw some of Azathoth’s real essence into
yourself in order to alter your body in a number of

ways. When you do, you must choose from one of the
following physical enhancements. Regardless of the form
chosen, at the end of the effect, you suffer 1 point each of
Strength, Dexterity, and Constitution damage.

Light and Darkness: Your body becomes made of
swirling particles of bright starlight and deep, all-
consuming darkness. You and all your gear become
incorporeal for 1 minute. During this time, you
may spend 1 point from your phrenic pool to affect
creatures and objects as though you were corporeal.
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Terror of Azathoth: Your size increases to Huge as

1 you are overwhelmed with massive muscular and
oy tumorous growths, granting you a +8 size bonus to
¥ Strength and Constitution and a +4 natural armor

| bonus to AC. Additionally, while so affected, you
' treat your base attack bonus as though it were equal
i to your level. You suffer a -2 penalty to all your
mental ability score while in this form. This form
lasts for 1d10 rounds.

Shapeless Flesh: You become a shapeless mass of
| constantly regenerating flesh, of indeterminate color
3. and consistency. You gain immunity to critical hits,
death effects, precision damage, mind-affecting
effects, and regeneration 10. However, you are also

q , paralyzed, unable to move or take actions that are
‘ i not purely mental in nature. This effect lasts for 1d4
F minutes.

.

Mind of Azathoth (Su): At 13th level, you may choose to
embrace the mindless perfection of the supreme cosmic
chaos of Azathoth. At any time, you may choose to suffer
1d4 points each of Intelligence, Wisdom, and Charisma
damage. Ifyou do, you gain immunity to mind-affecting
effects and a +8 bonus on saving throws against psychic
spells and effects. These benefits last for 24 hours.

GUaY S - e
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Visionary of Azathoth (Summoner)

Visionaries of Azathoth are mad men who witnessed the
dreams of the blind idiot at the center of cosmic chaos. They
hear the piping and whispers of vast infinite reaches and have
come to know something of Azathoth’s visions for creation.
They have the ability to call upon that nuclear power to make
manifest some imperfect interpretation of their master’s
visions, allowing them to create a child of Azathoth, made
manifest in their eidolon.

Child of Azathoth: A visionary of Azathoth’s eidolon
manifests as a formless mass of tumors, tentacles, shells,
rippling particles of light and darkness, and other oddities,
all surrounding a mouthless face. Rather than bear the
summoner’s mark, these eidolons bear a brand in the
unspeakable shape of Azathoth’s holy symbol. Its base
statistics are as follows.

Child of Azathoth

A child of Azathoth receives only half the normal evolution
points of a typical eidolon. Additionally, it is not subject to
critical hits or precision damage.

Starting Statistics

Size Medium; Speed 20 ft, climb 20 ft..; AC +4 natural
armor; Saves Fort (good), Ref (bad), Will (good); Attack 2
tentacles (1d4); Ability Scores Str 18, Dex 6, Con 20, Int 6,
Wis 12, Cha 6

Free Evolutions
Low-light vision, tentacle (2)




This ability modifies the eidolon class feature.

Azathoth’s Summoning (Sp): A visionary of Azathoth gains
the ability to imbue his summoned creatures with Azathoth’s
essence, causing them to grow to giant, tumor-encrusted
versions of themselves, infused with Azathoth’s power and
insanity. A number of times per day equal to his Charisma
modifier, whenever the visionary of Azathoth summons a
creature using a spell or spell-like ability, he may choose to
have the creature summoned in this way gain the advanced
creature and giant creature simple templates. If he does, the
summoned creature gains the confused condition upon being
summoned.

This ability modifies the summon monster class feature.

Eyes of Azathoth (Ex): At 2nd level, a visionary of Azathoth
can grant his eidolon the blind yet all-seeing eyes of
Azathoth. As a swift action, the visionary of Azathoth can
use this ability to render his eidolon immune to all sight-
based attacks, and grant him darkvision to a range of 60 feet.
He may use this ability a number of rounds each day equal
to his level + his Charisma modifier. At 6th level, when the
visionary of Azathoth uses this ability, the eidolon can see in
all forms of darkness, even magical darkness. At 1oth level,

it can see invisible creatures and objects. At 14th level, it can
see ethereal creatures and objects. At 18th level, it can see
through illusions as though affected by a true seeing spell.

This ability replaces the bond senses class feature.

Ward of Azathoth (Su): At 4th level, Azathoth’s vision of
glory for his child is made manifest in the form of powerful
defense magics. As long as the visionary of Azathoth remains
within 10 feet of his eidolon, the eidolon gains a +2 natural
armor bonus to AC and may reroll a saving throw as an
immediate action. It must accept the results of the reroll,
even if the second roll is lower than the original roll.

This ability replaces the shield ally class feature.

Blessing of Azathoth (Su): At 12th level, the visionary of
Azathoth is able to manifest some of Azathoth’s power as a
potent blessing on his eidolon. As long as he remains within
10 feet of his eidolon, the visionary of Azathoth’s eidolon
gains immunity to death effects and a +2 morale bonus on
attack rolls and saving throws.

This ability replaces the greater shield ally class feature.

Cosmic Fear (Su): At 14th level, the child of Azathoth
manifests some of Azathoth’s terrible alien presence, which
is subtly maddening to others. The visionary of Azathoth’s
eidolon causes creatures it damages with its natural attack to
become shaken unless they succeed on a Will save (DC =10 +
1/2 his Hit Dice + the child of Azathoth’s Charisma modifier).
Additionally, so long as the visionary of Azathoth remains
within 10 feet of his eidolon, it gains immunity to fear effects.

This ability replaces the life bond class feature.

New Cleric Domain

The following domain is available to any character that
chooses to devote herself to Azathoth. Such characters can
choose Chaos, Destruction, Madness, Sun, or Void as their
other domain. Azathoth’s favored weapon is the war hammer.

Azathoth

Those who worship Azathoth usually do so to avoid his wrath,
or to attempt to elicit his power, which is vast and permeates
all of creation. According to lore, he is the greatest god, the
primal force of creation himself, which spawned both the
universe and the horrors and gods that dwell within. He sired
Nyarlathotep and unleashed eternal cosmic chaos.

Granted Powers: Azathoth grants blessings to his followers
more through accident and an excess of power than any will
of his own. Those that follow him learn to shape this power
in two ways: by attaining a mindless state similar to mighty
Azathoth (a state they claim is ultimate clarity), and through
attempting to conjure Azathoth himself.

Moment of Clarity (Su): As a move action, you can

enter a state of mindless clarity for 1d4 rounds, gaining
immunity to mind-affecting effects, but being unable to
cast spells, use any Intelligence-, Wisdom-, or Charisma-
based skills, or use any ability requiring concentration.
You may use this ability a number of times each day
equal to 3 + your Wisdom modifier.

Conjure Azathoth (Sp): At 8th level, as a standard

action, you can call into being a single particle of mighty
Azathoth, which grows and destroys everything in its
path. At a point you designate within 30 feet, you create
a single black tentacle, which grows in size and power

as long as you concentrate on it. On the round it is
created, it appears in a single 5-foot square. The tentacle
attacks everything in that square, using your base

attack bonus plus your Wisdom modifier to determine
its attack bonus, and dealing 1d6+1 points of damage

on a successful hit. Each round you concentrate on the
tentacle, its space increases by 5 feet and it deals an
additional 1d6 points of damage on a successful hit. The
moment you cease concentration, the tentacle vanishes
from existence. You can concentrate on the tentacle
indefinitely, though its space, and thus the amount of
damage it can do, is limited to 5 feet per 2 cleric levels
you possess. If you suffer damage while concentrating on
this effect, you must succeed on a Concentration check
(DC 10 + the damage dealt) or cease concentrating on this
effect.

Domain Spells: 1st—enlarge person, 2nd—darkness, 3rd—
confusion, 4th—mad sultan’s melody™™, sth—creation, 6th—
disintergrate, 7th—word of chaos, 8th—irresistible dance,
oth—wish.
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