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STR +5STRENGTH 20
DEX 0DEXTERITY 11
CON +5CONSTITUTION 20
INT +2INTELLIGENCE 15
WIS +7WISDOM 24
CHA +2

Glorious Presence : +0 competence bonus on ability checks
CHARISMA 14

+5(CONSTITUTION) +17
Well Versed : +4 vs. bardic performance, language-
dependent, and sonic

=FORTITUDE +22

(DEXTERITY) +7
Well Versed : +4 vs. bardic performance, language-
dependent, and sonic

=REFLEX +7

+7(WISDOM) +17
Well Versed : +4 vs. bardic performance, language-
dependent, and sonic

=WILL +24

Energy Resistance, Cold (5) Immunity to Sleep
Immunity to Mind-Affecting effects Immunity to Stunning

Immunity to Paralysis Law's Failing 25 (Su)
Immunity to Poison Random Energy Immunity (Ex)

Immunity to Polymorph

Crit: ×2
Light, B/P/S

Main hand: +21, 1d6+5 plus 1d6 vs.
lawful

Bite (Chaosborne Cerebric Fungus)

15 =
10 15

+5
10

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Chaotic Evil Plant (Chaotic); Deity: Orcus

No Gender chaosborne cerebric fungus occultist
(necroccultist) 10/skald 5/sorcerer 7/Archmage 4
(Chaosborne Cerebric Fungus +4, Chaosborne +0) -
CL26 - CR 22

+21 +16= --+5

31 +16 +0= 10 -+5
39 vs. Overrun; 39 vs. Trip

CM Bonus
BAB MiscSizeStrength

CM Defense
BAB Dexterity SizeStrength

- Unnamed Hero -

+16 307

+12

Base Attack HP
Damage / Current HP

Initiative

Speed 30 ft

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics -+0 DEX (0)
Appraise -+2 INT (2)
Bluff 4+9 CHA (2)
Climb -+5 STR (5)

Diplomacy 13+18 CHA (2)
Disguise -+2 CHA (2)
Escape Artist -+0 DEX (0)
Fly 11+14 DEX (0)

Heal -+7 WIS (7)
Intimidate 16+21 CHA (2)
Knowledge (arcana) 7+14 INT (2)
Knowledge (planes) 7+14 INT (2)
Linguistics 19+24 INT (2)
Perception 23+33 WIS (7)
Ride -+0 DEX (0)

Sense Motive -+7 WIS (7)
Spellcraft 19+24 INT (2)
Stealth 15+18 DEX (0)

Survival -+7 WIS (7)
Swim -+5 STR (5)

Feats
Armor Proficiency (Light)
Armor Proficiency (Medium)
Blind-Fight
Combat Casting
Ectoplasmic Spell
Efficient Focus Shift (2/day)
Eschew Materials
Eye of the Arclord (1/day)
Greater Spell Focus (Necromancy)
Improved Initiative
Improved Initiative [Mythic]
Intensified Spell
Martial Weapon Proficiency - All
Multiattack
Mythic Spell Lore [Mythic]
Resistance to Positive Energy
Scribe Scroll
Shield Proficiency
Simple Weapon Proficiency - All
Skald's Vigor (Fast healing 2)
Spell Focus (Necromancy)
Spell Penetration
Xenoglossy

Special Abilities
Amazing Initiative (1/round) (Ex)
Arcane Endurance (Ex)
Aura of Anarchy (10 ft., DC 14) (Su)
Bardic Knowledge +2 (Ex)
Bloodline Arcana: Ectoplasm
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Experience & Wealth
Current Cash: You have no money!

Total Weight Carried: 0/400 lbs, Light Load
(Light: 133 lbs, Medium: 266 lbs, Heavy: 400 lbs)

Gear

Money -

Crit: ×2
Light

Main hand: +19/+19, 1d4+2 plus 1d6 vs.
lawful

Tendril x2 (Chaosborne Cerebric Fungus)

Crit: ×2
Light

Main hand: +21, chaosborne curse
Touch (Chaosborne)

Special Abilities
Chaosborne Curse (DC 14) (Su)
Cloud Mind (dazed 10 rnds HD <= 10, else staggered 1
rnd, DC 17) (Su)Coupled Arcana (Ex)
Darkvision (60 feet)
Deadspeaker (5/day) (Su)
Distortion (max 30%) (Su)
Ectoplasm
Ectoplasmic Reach (5 feet) (Su)
Enchantment (Musical Instrument)
Entropic Blow (Su)
Extra Spells (Enchantment [Musical Instrument])
Fast Healing 2 (Ex)
Future Gaze (Sp)
Gaze of Discord (30 feet, DC 14) (Su)
Ghostly Horde 5d6 (2/day, DC 17) (Su)
Glorious Presence (Su)
Hard to Kill (Ex)
Illusion (Prism)
Inspired Rage (+2 Str/Con, +2 Will, -1 AC) (Su)
Low-Light Vision
Magic Circles (Su)
Mental Discord (10 rounds, DC 17) (Sp)
Mental Focus (12/day) (Su)
Mind Fear (DC 17) (Su)
Minor Figment (10 minutes) (Su)
Mythic Power (11/day, Surge +1d8)
Necromancy (Bone)
Necromantic Focus (Su)
Otherworldly Mind (DC 16) (Ex)
Psychic Curse (10 days, DC 17) (Sp)
Pull (5 feet) (Ex)
Rage Powers (Ex)
Raging Song (standard action, 13 rounds/day) (Su)
Recuperation (Ex)
See Chaos 60 ft. (Su)
Shift Focus (Enchantment [Musical Instrument], 11 focus)
(Su)Song of Marching (Su)
Soulbound Puppet (100 minutes) (Su)
Spell Kenning (1/day) (Su)
Spell Vulnerability (Ex)
Star-Shriek (1/day, DC 17) (Ex)
Surge (1d8) (Su)
Telepathy (100 feet) (Su)
Uncanny Dodge (Ex)
Undead Blood, Lesser (2 rounds) (Su)
Unsettling Appearance (60 feet, DC 14) (Su)
Versatile Performance (Oratory) (Ex)
Vulnerability to Sonic

Special Abilities
Watchful Eye (100 minutes) (Sp)
Well Versed (Ex)
Wild Arcana (Su)

Spell-Like Abilities
Calm Emotions (3/day)
Detect Thoughts (Constant)
Entangling Ectoplasm (5/day) (Sp)
Life Drain (1/day) (Sp)
Protection from Law (Constant)
Touch of Idiocy (3/day)
Touch of Madness (At will) (Sp)

Tracked Resources
Amazing Initiative (1/round) (Ex)
Deadspeaker (5/day) (Su)
Efficient Focus Shift (2/day)
Eye of the Arclord (1/day)
Ghostly Horde 5d6 (2/day, DC 17) (Su)
Mental Focus (12/day) (Su)

Mental Focus: Enchantment Assigned (12 focus)

Mental Focus: Illusion Assigned (12 focus)

Mental Focus: Necromancy Assigned (12 focus)

Mythic Power (11/day, Surge +1d8)

Raging Song (standard action, 13 rounds/day) (Su)

Shift Focus (Enchantment [Musical Instrument], 11
focus) (Su)

Spell Kenning (1/day) (Su)
Star-Shriek (1/day, DC 17) (Ex)

Languages
Abyssal Daemonic
Celestial Protean
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You are skilled at attacking opponents that you cannot clearly
perceive.

Benefit : In melee, every time you miss because of concealment
(see Combat), you can reroll your miss chance percentile roll one
time to see if you actually hit.

An invisible attacker gets no advantages related to hitting you in
melee. That is, you don't lose your Dexterity bonus to Armor Class,
and the attacker doesn't get the usual +2 bonus for being invisible.
The invisible attacker's bonuses do still apply for ranged attacks,
however.

You do not need to make Acrobatics skill checks to move at full
speed while blinded.

Normal: Regular attack roll modifiers invisible attackers trying to hit
you apply, and you lose your Dexterity bonus to AC. The speed
reduction for darkness and poor visibility also applies.

Special : The Blind-Fight feat is of no use against a character who
is the subject of a blink spell.

Blind-Fight Feat

You are adept at spellcasting when threatened or distracted.

Benefit : You get a +4 bonus on concentration checks made to cast
a spell or use a spell-like ability when casting on the defensive or
while grappled.

Combat Casting Feat

Your spells breach the gulf between dimensions, sending ghostly
emanations into the ether.

Benefit : An ectoplasmic spell has full effect against incorporeal or
ethereal creatures. An ectoplasmic spell uses up a spell slot one
level higher than the spell’s actual level.

Appears In : Advanced Player's Guide

Ectoplasmic Spell Feat

You are more adept than most at shifting mental focus between
your implements.

Prerequisite : Occultist level 7th.

Benefit : Twice per day when you shift mental focus from one
implement to another, you can add the same number of points to
the latter implement that you removed from the former.

Normal: By removing points of mental focus from one implement,
you can add the same amount – 1 to another.

Special : You can take this feat multiple times. Its effects stack.

Appears In : Occult Adventures

Efficient Focus Shift (2/day) Feat

You can cast many spells without needing to utilize minor material
components.

Benefit : You can cast any spell with a material component costing
1 gp or less without needing that component. The casting of the
spell still provokes attacks of opportunity as normal. If the spell
requires a material component that costs more than 1 gp, you must
have the material component on hand to cast the spell, as normal.

Eschew Materials Feat

Your understanding of the esoteric teachings of the Arclords of Nex
allows you to open an eldritch eye that grants you superior
perception of the magical world.

Prerequisites: Knowledge (arcana) 4 ranks, ability to cast arcane
spells.

Benefit : Once per day as a standard action, you can open an
incandescent third eye upon your forehead. The eye can remain
open for 1 minute, during which time you cast all divination spells at
+1 caster level (as long as you begin casting the spell before the
eye closes), gain darkvision 60 feet, and can use detect magic (as
the spell of the same name). You gain a +8 bonus on Perception
checks to notice invisible creatures while the eye is open as well.

Appears In : Inner Sea World Guide

Eye of the Arclord (1/day) Feat

Choose a school of magic to which you have already applied the
Spell Focus feat. Any spells you cast of this school are very hard to
resist.

Prerequisite : Spell Focus.

Benefit : Add +1 to the Difficulty Class for all saving throws against
spells from the school of magic you select. This bonus stacks with
the bonus from Spell Focus.

Special : You can gain this feat multiple times. Its effects do not
stack. Each time you take the feat, it applies to a new school to
which you already have applied the Spell Focus feat.

Greater Spell Focus (Necromancy) Feat

Your quick reflexes allow you to react rapidly to danger.

Benefit : You get a +4 bonus on initiative checks.

Improved Initiative Feat

You leap into the fray with speed and confidence.

Prerequisite : Improved Initiative.

Benefit : The bonus on initiative checks granted by Improved
Initiative increases by an amount equal to your tier. This bonus
stacks with the bonus from Improved Initiative. In addition, instead
of rolling initiative, you can expend one use of mythic power to treat
your roll as a natural 20.

Appears In : Mythic Adventures

Improved Initiative [Mythic] Feat

Your spells can go beyond several normal limitations.

Benefit : An intensified spell increases the maximum number of
damage dice by 5 levels. You must actually have sufficient caster
levels to surpass the maximum in order to benefit from this feat. No
other variables of the spell are affected, and spells that inflict
damage that is not modified by caster level are not affected by this
feat. An intensified spell uses up a spell slot one level higher than
the spell’s actual level.

Appears In : Advanced Player's Guide

Intensified Spell Feat

Unnamed Hero – Abilities & Gear
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This creature is particularly skilled at making attacks with its natural
weapons.

Prerequisites: Three or more natural attacks

Benefit :The creature's secondary attacks with natural weapons take
only a -2 penalty.

Normal: Without this feat, the creature's secondary attacks with
natural weapons take a -5 penalty.

Multiattack Feat

You have learned how to unlock the power of your spells,
combining them with your mythic power.

Prerequisite : Ability to cast spells.

Benefit : You can learn a number of mythic spells equal to your tier
and can expend mythic power when casting them to enhance the
results. To select a mythic spell, you must be able to cast the non-
mythic version or have it on your list of spells known. Every time
you gain a new tier, you can select an additional mythic spell.

Special : You can select this feat multiple times. Each time you
select this feat, you must select different spells.

Appears In : Mythic Adventures

Mythic Spell Lore [Mythic] Feat

Benefit : The creature gains resistance 5 to any damage-
dealing/healing positive energy effect.

Special : This feat can be taken twice. The second time it is taken,
the creature's resistance rises to 10.

Appears In : The Tome of Horrors Complete

Resistance to Positive Energy Feat

You can create magic scrolls.

Prerequisite : Caster level 1st.

Benefit : You can create a scroll of any spell that you know.
Scribing a scroll takes 2 hours if its base price is 250 gp or less,
otherwise scribing a scroll takes 1 day for each 1,000 gp in its
base price. To scribe a scroll, you must use up raw materials
costing half of this base price. See the magic item creation rules in
Magic Items for more information.

Scribe Scroll Feat

Your song and your enthusiasm combine to invigorate you in battle.

Prerequisites: Raging song class feature.

Benefit : While maintaining a raging song, you gain fast healing
equal to the Strength bonus your song provides, starting in the
round after you begin the song.

If you stop maintaining your song, the fast healing ends, even if the
effects of your song persist.

Appears In : Advanced Class Guide

Skald's Vigor (Fast healing 2) Feat

Choose a school of magic. Any spells you cast of that school are
more difficult to resist.

Benefit : Add +1 to the Difficulty Class for all saving throws against
spells from the school of magic you select.

Special : You can gain this feat multiple times. Its effects do not
stack. Each time you take the feat, it applies to a new school of
magic.

Spell Focus (Necromancy) Feat

Your spells break through spell resistance more easily than most.

Benefit : You get a +2 bonus on caster level checks (1d20 + caster
level) made to overcome a creature's spell resistance.

Spell Penetration Feat

People everywhere share a common tongue; they just don’t always
remember it.

Prerequisites: Int 13, Linguistics 3 ranks.

Benefit : With a successful DC 25 Linguistics check, you can speak
with a single individual with whom you share no common
languages. You cannot take 10 on this check, nor can anyone aid
you. You believe you are speaking your native language, and the
listener believes you are speaking its native language; however, to
everyone else able to hear you, you sound like you are speaking
gibberish. Creatures that have truespeech or that are under the
effects of tongues can understand Xenoglossy, and other creatures
who succeed at a DC 25 Linguistics check can pick up the gist of
what you are saying. Xenoglossy lasts for the length of the
conversation or for 1 minute per level, whichever is shorter. You
can use Xenoglossy again to continue a longer conversation, and
you gain a +2 on Linguistics checks to use Xenoglossy to
communicate with someone with whom you previously
communicated using this feat. If you fail a Xenoglossy check, you
can’t use the Xenoglossy feat to attempt further communication with
that creature until you gain additional ranks in Linguistics.

Appears In : Occult Adventures

Xenoglossy Feat

Every nonchaotic creature within 10 feet of a chaosborne takes a -5
penalty on all ability checks, skill checks, and level checks unless it
succeeds on a Will save; the exact DC is given in the creature's
descriptive text and is Charisma-based. Furthermore, the target
automatically misses its attack rolls and fails its saving throws on a
natural roll of 5 or below.

Appears In : Advanced Bestiary

Aura of Anarchy (10 ft., DC 14) (Su) Racial Ability (Chaosborne)

A chaosborne can transmit its terrible obsession with chaos to other
chaotic-aligned creatures and creatures with the chaotic subtype.
Any such creature hit by a chaosborne's touch attack must succeed
on a Will save or gain the chaosborne template; the exact DC is
given in the creature's descriptive text. A chaotic neutral character
takes a -2 penalty on the saving throw to resist contracting the
curse, and a chaotic evil or chaotic good creature takes a -1
penalty. A cursed creature's alignment changes to chaotic neutral
and may suffer the usual penalties from changing alignment. The
save DC is Charisma-based.

Upon contracting the curse, the target falls unconscious for 1d4
rounds, and then arises as a chaosborne. Although the new
chaosborne owes no allegiance to the one who bestowed the curse,
it instinctively knows that additional chaosbornes can only further the
cause of chaos.

Appears In : Advanced Bestiary

Chaosborne Curse (DC 14) (Su) Racial Ability (Chaosborne)
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A creature with darkvision can see in total darkness, usually to a
range of 60 feet. Within this range the creature can see as clearly
as a sighted creature could see in an area of bright light.
Darkvision is black and white only but otherwise like normal sight.

Darkvision (60 feet) Racial Ability,Senses (Cerebric Fungus)

You have the specified Energy Resistance against Cold attacks.
Energy Resistance, Cold (5) Unknown

Any melee attack a chaosborne makes with natural or manufactured
weapons deals an extra +1d6 points of damage to creatures of
lawful alignment or creatures with the lawful subtype.

Appears In : Advanced Bestiary

Entropic Blow (Su) Racial Ability (Chaosborne)

A creature with the fast healing special quality regains hit points at
an exceptional rate, usually 1 or more hit points per round, as
given in the creature's entry. Except where noted here, fast healing
is just like natural healing. Fast healing does not restore hit points
lost from starvation, thirst, or suffocation, nor does it allow a
creature to regrow lost body parts. Unless otherwise stated, it does
not allow lost body parts to be reattached. Fast healing continues to
function (even at negative hit points) until a creature dies, at which
point the effects of fast healing end immediately.

Fast Healing 2 (Ex) Unknown

Any chaotically aligned creature within 30 feet of a chaosborne is
dazed for 1 round. Any lawfully aligned creature within 30 feet is
confused (as the confusion spell) for the same period. These
effects are resisted with a successful Will save; the exact DC is
given in the creature's descriptive text. A chaosborne is immune to
the gaze of discord of other chaosbornes. This is a mind-affecting
compulsion gaze effect. The save DC is Charisma-based.

Appears In : Advanced Bestiary

Gaze of Discord (30 feet, DC 14) (Su) Racial Ability (Chaosborne)

You are immune to Mind-Affecting effects.
Immunity to Mind-Affecting effects Unknown

You are immune to paralysis.
Immunity to Paralysis Unknown

You are immune to poison.
Immunity to Poison Unknown

You are immune to Polymorph effects.
Immunity to Polymorph Unknown

You are immune to sleep effects.
Immunity to Sleep Unknown

You are immune to being stunned.
Immunity to Stunning Unknown

A caster within 60 feet of a chaosborne casting any spell or spell-
like ability with the lawful descriptor or who is lawfully aligned must
succeed on a caster level check (1d20 + caster level), or the ability
fails and is wasted. The DC is Charisma-based.

Appears In : Advanced Bestiary

Law's Failing 25 (Su) Racial Ability (Chaosborne)

A creature with low-light vision can see twice as far as a human in
starlight, moonlight, torchlight, and similar conditions of dim light. It
retains the ability to distinguish color and detail under these
conditions.

Low-Light Vision Racial Ability,Senses

Mythic characters can draw upon a wellspring of power to
accomplish amazing deeds and cheat fate. This power is used by a
number of different abilities. Each day, you can expend an amount
of mythic power equal to 3 plus double your mythic tier (5/day at
1st tier, 7/day at 2nd, etc.). This amount is your maximum amount
of mythic power. If an ability allows you to regain uses of your
mythic power, you can never have more than this amount.

Mythic Power (11/day, Surge +1d8) Unknown

Any creature attempting to contact a cerebric fungus's mind or read
its thoughts with a divination spell or similar ability must succeed at
a DC 16 Will save or be overwhelmed by the alien thoughts in the
creature's head. Those who fail take 1d6 points of nonlethal
damage and are confused for 1d6 rounds, and the divination effect
immediately ends. The save is Charisma-based and includes a +2
racial bonus.

Otherworldly Mind (DC 16) (Ex) Racial Ability (Cerebric Fungus)

A creature with this ability can choose to make a free combat
maneuver check with a successful attack. If successful, this check
pulls a creature closer. The distance pulled is set by this ability. The
type of attack that causes the pull and the distance pulled are
included in the creature's description. This ability only works on
creatures of a size equal to or smaller than the pulling creature.
Creatures pulled in this way do not provoke attacks of opportunity
and stop if the pull would move them into a solid object or creature.

Pull (5 feet) (Ex) Racial Ability (Cerebric Fungus)

A chaosborne is immune to one type of energy damage at all times,
but the specific type changes each round. Roll 1d8 and consult the
following table. Roll at the beginning of each round to determine the
specific immunity.

1 - Acid; 2 - Cold; 3 - Electricity; 4 - Fire; 5 - Sonic; 6 - Force; 7 -
Positive Energy; 8 - Negative Energy

Appears In : Advanced Bestiary

Random Energy Immunity (Ex) Racial Ability (Chaosborne)

At will, a chaosborne can identify any chaotic creatures, spells, and
magic items that it can see, as per the detect chaos spell (caster
level equals chaosborne's character level) and as though it had
studied the specific creatures and objects for 3 rounds.

Appears In : Advanced Bestiary

See Chaos 60 ft. (Su) Racial Ability (Chaosborne)

If a remove curse or break enchantment spell is cast upon a
chaosborne within one week of the time it contracted the
chaosborne curse, it permanently loses the chaosborne template.
Failing a saving throw against a dispel chaos effect removes the
chaosborne template regardless of how long the target has
possessed it.

Appears In : Advanced Bestiary

Spell Vulnerability (Ex) Racial Ability (Chaosborne)

Once per day as a full-round action, a cerebric fungus can unleash
a shrill scream of madness. All creatures (except other cerebric
fungi) within 30 feet must make a DC 15 Will save or be nauseated
for 1d4 rounds. This is a sonic, mind-affecting effect. The save DC
is Constitution-based.

Star-Shriek (1/day, DC 17) (Ex) Racial Ability (Cerebric Fungus)

The creature can mentally communicate with any other creature
within a certain range (specified in the creature's entry, usually 100
feet) that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic
conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people
at the same time.

Telepathy (100 feet) (Su) Unknown

Unnamed Hero – Abilities & Gear
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The cerebric fungus may daze one living creature by making a
successful touch attack. The target creature must succeed at a DC
14 Will save, or it becomes dazed for 1 round per caster level (4
rounds for most cerebric fungi). The dazed subject is not stunned
(so attackers get no special advantage against it). This is a mind-
affecting enchantment, equivalent to a 2nd-level spell.

Touch of Madness (At will) (Sp) Racial Ability (Cerebric Fungus)

A cerebric fungus constantly scans the minds of those around it,
projecting around itself a confusing collage of images gleaned from
their thoughts. Creatures within 60 feet that can see the fungus
must succeed at a DC 14 Will save or take a -2 penalty on attack
rolls. This is a mind-affecting effect. The save DC is Charisma-
based.

Unsettling Appearance (60 feet, DC 14) (Su)Racial Ability (Cerebric Fungus)

You are vulnerable (+50% damage) to Sonic damage.
Vulnerability to Sonic Unknown

At 2nd tier, you gain a bonus on initiative checks equal to your
mythic tier. In addition, as a free action on your turn, you can
expend one use of mythic power to take an additional standard
action during that turn. This additional standard action can’t be
used to cast a spell. You can’t gain an extra action in this way
more than once per round.

Amazing Initiative (1/round) (Ex) Class Ability (Universal)

Treat your caster level as 4 higher when determining the duration of
spells you cast. This doesn’t alter any other variable effects of the
spell.

Appears In : Mythic Adventures

Arcane Endurance (Ex) Class Ability (Archmage)

A bard or skald adds 1/2 his class level (minimum 1) on all
Knowledge skill checks, and may make all Knowledge skill checks
untrained.

Bardic Knowledge +2 (Ex) Class Ability (Skald)

Incorporeal creatures take 75% of the normal amount of damage
from your damaging spells, and when incorporeal creatures attempt
saving throws against your non-damaging spells, they roll twice and
must take the lower result.

Bloodline Arcana: Ectoplasm Class Ability (Sorcerer)

As a standard action, you can expend 1 point of mental focus to
cloud the mind of one foe within 30 feet. That foe is dazed for 1
round if the number of Hit Dice it possesses is less than or equal to
or your occultist level. If it has more Hit Dice than your occultist
level, it is staggered for 1 round instead. The foe can attempt a Will
saving throw to negate the effect. Whether or not it succeeds at the
save, the target is then immune to this effect for 1 day. This is a
mind-affecting effect.

Cloud Mind (dazed 10 rnds HD <= 10, else staggered 1 rnd, DC 17) (Su)Class Ability (Curator,Occultist)

Whenever you spend a standard action, move action, or swift action
to activate an arcane school power, bardic performance, bloodline
power, hex, or magus arcana, you can also activate an ability that
uses mythic power as a free action. The mythic ability you activate
must require the same action type as the other ability you activated
or faster (a swift action is faster than a move action, and a move
action is faster than a standard action).

Appears In : Mythic Adventures

Coupled Arcana (Ex) Class Ability (Archmage)

At 2nd level, as a full-round action that provokes attacks of
opportunity, a necroccultist can learn the answers to a specific set
of questions concerning a dead or undead creature. The
necroccultist must consume at least one drop of the creature’s
blood, a small portion of its flesh, or a fragment of one of its bones
as a part of this action. This ability otherwise functions as blood
biography (Advanced Player’s Guide 206), using the necroccultist’s
occultist level as his caster level. The necroccultist can use this
ability once per day at 2nd level, plus one additional time per day
for every 2 occultist levels thereafter. This ability replaces object
reading.

Deadspeaker (5/day) (Su) Class Ability (Occultist)

The implement allows its bearer to distort his form and location,
protecting him from harm. As a standard action, the bearer can
gain a concealment miss chance equal to 5% for every point of
mental focus invested in the implement (to a maximum of 5% + 5%
for every 2 occultist levels you possess) until the next time the
bearer makes an attack. If this miss chance reaches 50%, it doesn’t
increase further, but the bearer gains all the benefits of invisibility.
Creatures with see invisibility , true seeing , or similar abilities ignore
the miss chance from this ability.

Distortion (max 30%) (Su) Class Ability (Curator,Occultist)

Your family has a connection with the ethereal substance known as
ectoplasm, whether from communing with the spirits or battling the
spiritual undead. The power of the Ethereal Plane thrums in your
mind and pulls at your flesh.

Appears In : Occult Adventures

Ectoplasm Class Ability (Sorcerer)

At 3rd level, you can exude small tendrils of ectoplasm that can be
used to make melee touch attacks as part of a spell with a range
of touch. You can make melee touch attacks as if you had an
additional 5 feet of reach. You must have a free hand with which to
direct the ectoplasm. This ability does not otherwise increase your
threatened area. At 11th level, this additional reach increases to 10
feet. At 17th level, this additional reach increases to 15 feet.

Ectoplasmic Reach (5 feet) (Su) Class Ability (Sorcerer)

Enchantment implements allow the occultist to befuddle the mind
and charm his foes.

Implements: Censer, crown, helm, musical instrument, necklace.

Appears In : Occult Adventures

Enchantment (Musical Instrument) Class Ability (Curator,Occultist)

At 1st level, you can create a ball of ectoplasm and hurl it at
targets within 30 feet. This ectoplasm acts as a tanglefoot bag that
can also entangle incorporeal creatures. The ectoplasm dissipates
within 1d3 rounds. You can use this ability a number of times per
day equal to 3 + your Charisma modifier.

Entangling Ectoplasm (5/day) (Sp) Class Ability (Sorcerer)

Select this to add extra spells of the selected school to the
occultist's spell list.

Appears In : Occult Adventures

Extra Spells (Enchantment [Musical Instrument])Class Ability (Occultist)

As a standard action, you can gain an insight into the future by
expending 1 point of mental focus. This functions as augury, using
your occultist level as the caster level.

Appears In : Occult Adventures

Future Gaze (Sp) Class Ability (Occultist)
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At 5th level, a necroccultist can spend 1 point of mental focus from
a necromancy implement to summon a mob of ghostly spirits to
harass his enemies. Summoning the ghostly horde is a standard
action that doesn’t provoke attacks of opportunity. The ghostly horde
appears within 60 feet of the necroccultist, fills an area 20 feet in
diameter, and always hovers a few inches off the ground (thus
ignoring any difficult terrain). The necroccultist can command the
ghostly horde to move up to 30 feet each round as a move action,
though the farthest edge of the ghostly horde can never be more
than 60 feet from the necroccultist. Any creature caught inside the
ghostly horde takes 1d6 points of damage per 2 occultist levels at
the start of its turn (up to a maximum of 10d6 points of damage at
20th level). A successful Fortitude save (DC = 10 + 1/2 the
necroccultist’s occultist level + the necroccultist’s Intelligence
modifier) halves this damage. This damage is not negative
energy—it manifests in the form of physical wounds and aches as if
from supernatural aging. Nonliving creatures and creatures immune
to magical aging are immune to this damage, but otherwise the
damage bypasses all forms of damage reduction. The ghostly horde
remains for 1 round, though at the beginning of his turn, the
necroccultist can expend 1 point of mental focus as a swift action
to extend the duration for 1 additional round. The necroccultist can
use this ability once per day at 5th level, plus one additional time
per day for every 5 occultist levels thereafter. This ability replaces
aura sight.

Ghostly Horde 5d6 (2/day, DC 17) (Su) Class Ability (Occultist)

The implement invokes the presence of those who have worn it in
the past. The implement’s wearer gains a +1 competence bonus on
all Charisma-based skill checks and ability checks for every 2 points
of mental focus invested in the implement, to a maximum bonus of
1 + 1 for every 4 occultist levels you possess.

Glorious Presence (Su) Class Ability (Curator,Occultist)

Whenever you’re below 0 hit points, you automatically stabilize
without needing to attempt a Constitution check. If you have an
ability that allows you to act while below 0 hit points, you still lose
hit points for taking actions, as specified by that ability. Bleed
damage still causes you to lose hit points when below 0 hit points.
In addition, you don’t die until your total number of negative hit
points is equal to or greater than double your Constitution score.

Hard to Kill (Ex) Class Ability (Universal)

Illusion implements allow the occultist to distort the senses and
cloak creatures from sight.

Implements: Crystal, hat, mask, prism, ring.

Appears In : Occult Adventures

Illusion (Prism) Class Ability (Curator,Occultist)

At 1st level, affected allies gain a +2 morale bonus to Strength and
Constitution and a +1 morale bonus on Will saving throws, but also
take a –1 penalty to AC. While under the effects of inspired rage,
allies other than the skald cannot use any Charisma-, Dexterity-, or
Intelligence-based skills (except Acrobatics, Fly, Intimidate, and
Ride) or any ability that requires patience or concentration. At 4th
level and every 4 levels thereafter, the song’s bonuses on Will
saves increase by 1; the penalty to AC doesn’t change. At 8th and
16th levels, the song’s bonuses to Strength and Constitution
increase by 2. (Unlike the barbarian’s rage ability, those affected
are not fatigued after the song ends.)

If an ally has her own rage class ability (such as barbarian’s rage,
bloodrager’s bloodrage, or skald’s inspired rage), she may use the
Strength, Constitution, and Will saving throw bonuses, as well as
AC penalties, based on her own ability and level instead of those
from the skald (still suffering no fatigue afterward). However,
inspired rage does not allow the ally to activate abilities dependent
on other rage class abilities, such as rage powers, blood casting, or
bloodrager bloodlines; the ally must activate her own rage class
ability in order to use these features.

Inspired Rage (+2 Str/Con, +2 Will, -1 AC) (Su)Class Ability (Skald)

At 8th level, a necroccultist can expend 1 point of mental focus
from a necromancy implement to unleash a life-draining ray as a
ranged touch attack that causes the target to accrue 1d4 negative
levels. The ray has a range of 60 feet. The negative levels last a
number of minutes equal to the necroccultist’s occultist level. For
each negative level this attack gives a target, the necroccultist
regains a number of hit points equal to his occultist level. The
necroccultist can use this ability once per day at 8th level, plus one
additional time per day for every 3 occultist levels thereafter. This
ability replaces outside contact.

Life Drain (1/day) (Sp) Class Ability (Occultist)

At 8th level, an occultist learns how to draw magic circles. To draw
a circle, he must have chalk, salt, blood, powdered silver, or some
other appropriate substance at hand (although he can press a
magic circle into a softer surface such as dirt or clay). Drawing a
circle takes 1 minute and requires the occultist to expend 1 point of
mental focus (either generic focus or focus from any one of his
implements). Once completed, this circle functions as a permanent
magic circle against any alignment of the occultist’s choosing. The
circle can’t be against a component of the occultist’s alignment (if he
is lawful good, for example, it can’t be a magic circle against good
or law). The circle remains until its form is physically broken (for
example, if the lines are smeared or the salt is scattered). Only a
living creature can break the circle; environmental effects can’t
break it. An occultist can have only one circle created in this way at
a time. If he creates a second circle, the first one loses all its magic
powers. This type of magic circle can’t normally be focused inward
to bind an outsider.

Magic Circles (Su) Class Ability (Occultist)

As a standard action, you can expend 1 point of mental focus to
disrupt the mind of one living creature within 30 feet. The creature
can attempt a Will saving throw to negate the effect. If it fails the
save, the creature can’t concentrate on any spell effects and must
succeed at a concentration check to cast any spell (DC = 15 +
double the spell level). The affected creature takes a –4 penalty on
this check if the spell includes a thought component. The creature
takes a –2 penalty on all Will saving throws while under this effect.
This effect lasts for 1 round per occultist level you possess.

Appears In : Occult Adventures

Mental Discord (10 rounds, DC 17) (Sp) Class Ability (Occultist)
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An occultist can invest a portion of his mental focus into his chosen
implements for the day, allowing him to utilize a variety of abilities
depending on the implements and the amount of mental focus
invested in them. An occultist has a number of points of mental
focus equal to his occultist level + his Intelligence modifier; these
points refresh each day. He can divide this mental focus between
his implements in any way he desires. If an implement is lost or
destroyed, the focus invested in it is lost as well, though the
occultist still refreshes those points of focus normally.

Once mental focus is invested inside an implement, the implement
gains the resonant power of its implement school (see page 50),
and the occultist can expend the mental focus stored in the
implement to activate the associated focus powers he knows. If a
resonant power grants a bonus that varies based on the amount of
mental focus invested in the implement, the bonus is determined
when the focus is invested, and is not reduced or altered by
expending the mental focus invested in the item. Once all of the
mental focus in an implement has been expended, it loses its
resonant power until mental focus is once again invested in the
implement.

The implement grants its resonant power to whoever possesses it;
the occultist can lend the implement to an ally to assist that ally,
but if he does so, he has difficulty casting that implement’s spells
(see Implements on page 47) and can’t expend that implement’s
focus on focus powers until he retrieves the implement or refreshes
his focus.

The occultist refreshes his mental focus once each day after
receiving at least 8 hours of sleep. After refreshing his mental
focus, the occultist must spend 1 hour preparing his implements
and investing them with this power. Mental focus that is not used
before the next time the occultist refreshes his focus is lost.

The occultist can choose to save generic mental focus inside his
own body instead of investing all of it, but expending this focus
comes at a higher cost. Any focus power the occultist activates with
generic focus costs twice as much mental focus to use (and to
maintain, if applicable). The occultist can expend his generic focus
through an appropriate implement on any focus power he knows,
but an implement he didn’t invest any focus in at the start of the
day grants no resonant power.

Mental Focus (12/day) (Su) Class Ability (Occultist)

As a standard action, you can expend 1 point of mental focus to
cause a living creature to succumb to fear. The target must be
within 30 feet of you, and it can attempt a Will saving throw to
negate the effect. If the target fails the save and has a number of
Hit Dice less than or equal to yours, it is frightened for 1d4 rounds.
If the target fails the saving throw and has a number of Hit Dice
greater than yours, it is instead shaken for 1d4 rounds. This is a
mind-affecting fear effect.

Mind Fear (DC 17) (Su) Class Ability (Curator,Occultist)

As a standard action, you can expend 1 point of mental focus to
create a minor figment. This can function as either ghost sound or
minor image . In either case, the effect lasts for a number of rounds
equal to your occultist level. If you are 7th level or higher, the
figment lasts for a number of minutes equal to your occultist level,
and you can cause the figment to change once during its duration
when a specified condition occurs.

Minor Figment (10 minutes) (Su) Class Ability (Curator,Occultist)

Implements that draw power from necromancy can control undead
and harm the living.

Implements: Bone, coin, doll, drum, robe, skull.

Appears In : Occult Adventures

Necromancy (Bone) Class Ability (Curator,Occultist)

The implement grants its possessor greater power over the undead.
Whoever possesses the implement can control an additional 2 Hit
Dice of undead for every point of mental focus invested in the item
(to a maximum number of Hit Dice equal to 4 × your occultist level).
Any spellcaster who bears the implement can add it as an
additional focus component for a necromancy spell he casts to
create undead. If he does so, he can create an additional number
of HD of undead equal to the additional HD the implement allows
him to control (apply this effect after doubling the HD of undead for
desecrate , if applicable). Undead creatures take a –1 penalty on
saving throws against spells cast by the bearer of this implement
for every 4 points of mental focus invested in this implement.

Necromantic Focus (Su) Class Ability (Curator,Occultist)

As a standard action, you can expend 1 point of mental focus to
curse a living creature within 30 feet with your psychic magic. You
can choose one of the following effects: memory lapse, mental
block, or pain confusion. If you choose memory lapse, the target
loses its memory of the past 1 hour per occultist level you possess.
If you choose mental block, you can proscribe one specific action,
such as attacking with a type of weapon, casting a specific spell, or
something else suitably specific (subject to the GM’s discretion).
The target can’t take that action without first succeeding at a Will
save. If it fails, it can take other actions instead. If it attempts the
prohibited action again on subsequent rounds, it gains a cumulative
+2 bonus on the save until it succeeds. If you select pain confusion,
the creature is confused for 1d4 rounds whenever it is damaged by
a critical hit. The target can attempt a Will save to negate this
effect. This effect lasts for 1 day per occultist level you possess. A
creature can’t be under the effects of more than one psychic curse
at a time. This is a mind-affecting curse UM effect. You must be at
least 5th level to select this focus power.

Appears In : Occult Adventures

Psychic Curse (10 days, DC 17) (Sp) Class Ability (Occultist)

Unnamed Hero – Abilities & Gear



Hero Lab and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at https://www.wolflair.com
Pathfinder® and associated marks and logos are trademarks of Paizo Inc.®, and are used under license.

At 3rd level and every 3 levels thereafter, a skald learns a rage
power (see pages 32–34 of the Core Rulebook) that affects the
skald and any allies under the influence of his inspired rage. This
cannot be a rage power that requires the creature to spend a
standard action or rounds of rage to activate it. For example, the
skald cannot choose terrifying howl (which requires a standard
action to activate), but can choose knockback (which is made in
place of a melee attack).

Unless otherwise noted, a skald cannot select an individual rage
power more than once.

When starting an inspired rage, the skald chooses which rage
powers (if any) to add to the song, and all affected allies gain the
benefit of these rage powers, using the skald’s level as their
effective barbarian level. The skald uses his skald level as his
barbarian level for the purpose of selecting rage powers that require
a minimum barbarian level. If the rage power’s effects depend on
the skald’s ability modifier (such as lesser spirit totem), affected
allies use the skald’s ability modifier instead of their own for the
purposes of this effect.

If a rage power requires another rage power (such as disruptive,
which requires superstition), the skald cannot grant that rage power
to allies unless he can also grant that power’s prerequisite. He may
add multiple rage powers to an inspired rage at the same time
using this ability (such as granting superstition and disruptive
simultaneously).

If a rage power can only be used a certain number of times per
day or per rage (such as renewed vigor), each ally affected by the
inspired rage song is subject to that limit (with once per rage
abilities limited to once per inspired rage).

If the skald has rage powers from another source, he (but not his
allies) can use those rage powers during an inspired rage. He
cannot select a duplicate rage power, unless that rage power can
be taken multiple times.

If the skald has the ability to rage from another source, he can use
his skald rage powers during that rage as well.

Rage Powers (Ex) Class Ability (Skald)
A skald is trained to use music, oration, and similar performances to
inspire his allies to feats of strength and ferocity. At 1st level, a
skald can use this ability for a number of rounds per day equal to 3
+ his Charisma modifier. For each level thereafter, he can use
raging song for 2 additional rounds per day.

Starting a raging song is a standard action, but it can be
maintained each round as a free action. A raging song cannot be
disrupted, but it ends immediately if the skald is killed, paralyzed,
stunned, knocked unconscious, or otherwise prevented from taking a
free action each round to maintain it. A raging song counts as the
bard’s bardic performance special ability for any effect that affects
bardic performances. A skald may learn bard masterpieces
(Pathfinder RPG Ultimate Magic 21).

A raging song has audible components, but not visual components.
Affected allies must be able to hear the skald for the song to have
any effect. A deaf skald has a 20% chance to fail when attempting
to use a raging song. If he fails this check, the attempt still counts
against his daily limit. Deaf creatures are immune to raging songs.

If a raging song affects allies, when the skald begins a raging song
and at the start of each ally’s turn in which they can hear the
raging song, the skald’s allies must decide whether to accept or
refuse its effects. This is not an action. Unconscious allies
automatically accept the song. If accepted, the raging song’s effects
last for that ally’s turn or until the song ends, whichever comes
first.

At 7th level, a skald can start a raging song as a move action
instead of a standard action. At 13th level, a skald can start a
raging song as a swift action instead.

Raging Song (standard action, 13 rounds/day) (Su)Class Ability (Skald)

At 3rd tier, you are restored to full hit points after 8 hours of rest
so long as you aren’t dead. In addition, by expending one use of
mythic power and resting for 1 hour, you regain a number of hit
points equal to half your full hit points (up to a maximum of your
full hit points) and regain the use of any class features that are
limited to a certain number of uses per day (such as barbarian
rage, bardic performance, spells per day, and so on). This rest is
treated as 8 hours of sleep for such abilities. This rest doesn’t
refresh uses of mythic power or any mythic abilities that are limited
to a number of times per day.

Recuperation (Ex) Class Ability (Universal)

At 4th level, an occultist gains the ability to shift his mental focus
from one implement to another, though some of the focus is lost
along the way. Shifting mental focus removes a number of points of
mental focus from one implement and adds the same number – 1
to another implement; this takes 1 minute of quiet contemplation
while touching both implements. The occultist can shift his mental
focus only from one implement to another implement; he can’t shift
generic focus into an implement. Unlike expending focus normally,
this shift can reduce the effect of a resonant power in the
implement from which the mental focus was taken. It does not,
however, add to the resonant power of the implement to which the
focus is added.

Shift Focus (Enchantment [Musical Instrument], 11 focus) (Su)Class Ability (Occultist)

At 3rd level, a skald can use raging song to inspire his allies to
move faster without suffering from fatigue. By expending 1 round of
raging song, the skald invigorates allies within 60 feet, who may
hustle (Core Rulebook 170) for the next hour; this movement
counts as a walk (not a hustle) for the purpose of accruing
nonlethal damage and fatigue. The skald must continue to perform
the song for the remainder of the hour, otherwise its effects end,
but only 1 round of raging song is expended for that hour.

Song of Marching (Su) Class Ability (Skald)
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As a full-round action, you can expend 1 point of mental focus to
create a soulbound puppet from a bone, doll, or skull. If you use a
bone or a skull, your power builds a Tiny or Small flesh puppet
around it that vaguely resembles the original creature from which
the bones were taken. If the implement is a doll, the doll comes to
life. Treat this as a familiar, using your occultist level as your wizard
level to determine its powers and abilities. By using a bone or skull
from the appropriate creature or a doll shaped like that creature,
you can select any of the familiar choices available to a wizard. You
can instead use a humanoid bone, doll, or skull, to give the puppet
the base statistics of a homunculus ( Bestiary 176), but without a fly
speed or the poison bite or telepathic link abilities. No matter the
form, this creature is a construct with an alignment matching your
own. You can have no more than one soulbound puppet active at
any given time. The soulbound puppet remains animated for 10
minutes per occultist level you possess.

Soulbound Puppet (100 minutes) (Su) Class Ability (Occultist)

At 5th level, a skald is learned in the magic of other spellcasters,
and can use his own magic to duplicate those classes’ spells. Once
per day, a skald can cast any spell on the bard, cleric, or
sorcerer/wizard spell list as if it were one of his skald spells known,
expending a skald spell slot of the same spell level to cast the
desired spell. Casting a spell with spell kenning always has a
minimum casting time of 1 full round, regardless of the casting time
of the spell.

At 11th level, a skald can use this ability twice per day. At 17th
level, he can use this ability three times per day.

Spell Kenning (1/day) (Su) Class Ability (Skald)

You can call upon your mythic power to overcome difficult
challenges. You can expend one use of mythic power to increase
any d20 roll you just made by rolling 1d6 and adding it to the
result. Using this ability is an immediate action taken after the result
of the original roll is revealed. This can change the outcome of the
roll. The bonus die gained by using this ability increases to 1d8 at
4th tier, 1d10 at 7th tier, and 1d12 at 10th tier.

Surge (1d8) (Su) Class Ability (Universal)

You gain the ability to react to danger before her senses would
normally allow you to do so. You cannot be caught flat-footed, nor
do you lose your Dex bonus to AC if the attacker is invisible. You
still lose your Dexterity bonus to AC if immobilized. You can still
lose your Dexterity bonus to AC if an opponent successfully uses
the feint action against you.

Uncanny Dodge (Ex) Class Ability (Skald)

While raging, when the barbarian hits a creature with a charge
attack, the creature she hit becomes shaken for a number of
rounds equal to 1/2 her barbarian level (minimum 1). This effect
does not stack with other fear effects to cause a stronger condition.

Appears In : Advanced Class Guide

Undead Blood, Lesser (2 rounds) (Su) Class Ability (Barbarian)

You may substitute the final value of your Perform: Oratory skill for
Diplomacy or Sense Motive checks

Appears In : Not Consolidated Skills

Versatile Performance (Oratory) (Ex) Class Ability (Bard)

You can expend 1 point of mental focus as a standard action to
create an invisible sensor within 30 feet that watches a 5-foot-
square area. Whenever any creature enters that square, you receive
a mental image of the creature as long as you are on the same
plane as the sensor. The sensor remains active for 10 minutes per
occultist level you possess. The image will not wake you from
slumber, although you do receive all of the images the sensor
collected once you wake up. The sensor can be deceived by
invisibility and similar magic. You can expend additional points of
mental focus when creating the eye to increase the size of the
square by 5 feet per additional point spent (to 10 feet square, 15
feet square, and so on).

Appears In : Occult Adventures

Watchful Eye (100 minutes) (Sp) Class Ability (Occultist)

At 2nd level, the bard or skald becomes resistant to sonic effects.
The character gains a +4 bonus on saving throws made against
bardic performance, as well as all sonic or language-dependent
effects.

Well Versed (Ex) Class Ability (Skald)

As a swift action, you can expend one use of mythic power to cast
any one arcane spell without expending a prepared spell or spell
slot. The spell must be on one of your arcane class spell lists and
must be of a level that you can cast with that arcane spellcasting
class. You don’t need to have the spell prepared, nor does it need
to be on your list of spells known. When casting a spell in this way,
you treat your caster level as 2 levels higher for the purpose of any
effect dependent on level. You can apply any metamagic feats you
know to this spell, but its total adjusted level can’t be greater than
that of the highest-level arcane spell you can cast from that
spellcasting class.

Appears In : Mythic Adventures

Wild Arcana (Su) Class Ability (Archmage)
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Spells & Powers
Occultist (Necroccultist) spells known (CL 10th;
concentration +12)
Melee Touch +21 Ranged Touch +16
4th (1/day)—confusion (DC 16), enervation, fear (DC 18),
greater invisibility , mindwipeOA (DC 16), symbol of
persuasion (DC 16), wall of blindness/deafness ACG (DC
18)
3rd (3/day) —deep slumber (DC 15), major image (DC
15), ray of exhaustion (DC 17), riding possession OA (DC
17), symbol of laughter ACG (DC 15), vampiric touch
2nd (5/day)—aversionOA (DC 14), blur, invisibility,
languor, necrophage (DC 16), purge spirit OA (DC 16)
1st (6/day) —cause fear (DC 15), commandM (DC 13),
hypnotism (DC 13), murderous commandUM (DC 13),
sleep (DC 13)
0th (at will) —capture alive (DC 14), detect psychic
significanceOA, ghost sound (DC 12), grave words OA,
guidance, touch of fatigue (1001 spells) (DC 14)
Skald spells known (CL 5th; concentration +7)
Melee Touch +21 Ranged Touch +16
2nd (3/day)—beguile (DC 14), distracting cacophony UM ,
silence (DC 14)
1st (5/day) —cause fear (DC 15), chord of shards UM (DC
13), heightened awareness ACG , silent image (DC 13)
0th (at will) —animate tools , clandestine conversation ,
daze (DC 12), flare (DC 12), unseen attendant, unwitting
allyAPG (DC 12)
Sorcerer spells known (CL 7th; concentration +9)
Melee Touch +21 Ranged Touch +16
3rd (4/day) —abhorrent blight (DC 17), ectoplasmic
snareOA (DC 15), excruciating deformationUM (DC 15)
2nd (7/day)—brightmatter, ghost whip OA, languor, steal
voiceUM (DC 16)
1st (7/day) —adhesive spittle ACG (DC 13), color spray (DC
13), energy missile , glamour (DC 13), invisibility alarmACG ,
obscuring mist
0th (at will) —bleed (DC 14), bone spurs (DC 12),
clandestine conversation , phantasmal tripwire (DC 12),
sign of discovery , touch of fascination (DC 12), ultrasonic
ray

Sourcebooks Used
• 1001 Spells - Abhorrent Blight (spell); Animate Tools

(spell); Beguile (spell); Bone Spurs (spell); Brightmatter
(spell); Capture Alive (spell); Clandestine Conversation
(spell); Energy Missile (spell); Glamour (spell); Languor
(spell); Necrophage (spell); Phantasmal Tripwire (spell);
Sign of Discovery (spell); Touch of Fascination (spell);
Touch of Fatigue (1001 spells) (spell); Ultrasonic Ray
(spell); Unseen Attendant (spell)

• Advanced Bestiary - Ability Set 5 (race option); Aura of
Anarchy (equipment); Chaosborne Curse (equipment);
Entropic Blow (equipment); Gaze of Discord
(equipment); Law's Failing (equipment); Random Energy
Immunity (equipment); See Chaos (equipment); Spell
Vulnerability (equipment)

• Advanced Class Guide - Adhesive Spittle (spell);
Heightened Awareness (spell); Invisibility Alarm (spell);
Skald (class); Skald's Vigor (feat); Symbol of Laughter
(spell); Undead Blood, Lesser (special ability); Wall of
Blindness/Deafness (spell)

• Advanced Player's Guide - Ectoplasmic Spell (feat);
Intensified Spell (feat); Unwitting Ally (spell)

• Bestiary 3 - Cerebric Fungus (race)
• Inner Sea World Guide - Eye of the Arclord (feat)
• Mythic Adventures - Arcane Endurance (special

ability); Coupled Arcana (special ability); Improved
Initiative (feat); Legendary Item (special ability); Mythic
Spell Lore (feat); Mythic Spellcasting (special ability);
Wild Arcana (special ability)

• Occult Adventures - Aversion (spell); Detect Psychic
Significance (spell); Detect Psychic Significance (spell);
Ectoplasm (special ability); Ectoplasmic Eruption (spell);
Ectoplasmic Snare (spell); Efficient Focus Shift (feat);
Enchantment (special ability); Extra Spells (special
ability); Future Gaze (special ability); Ghost Whip (spell);
Grave Words (spell); Illusion (special ability); Mental
Discord (special ability); Mindwipe (spell); Necroccultist
(archetype); Necromancy (special ability); Occultist
(class); Psychic Curse (special ability); Purge Spirit
(spell); Riding Possession (spell); Spirit-bound Blade
(spell); Wall of Ectoplasm (spell); Watchful Eye (special
ability); Xenoglossy (feat)

• The Tome of Horrors Complete - Resistance to
Positive Energy (feat)

• Ultimate Magic - Chord of Shards (spell); Create
Demiplane (spell); Distracting Cacophony (spell);
Excruciating Deformation (spell); Murderous Command
(spell); Steal Voice (spell)
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