Lionfish Grunts

Sneak Attack [Class Feature]

If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can
strike a vital spot for extra damage.

The rogue's attack deals extra damage anytime her target would be denied a Dexterity bonus to AC
(whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra
damage is 1d6 at 1st level, and increases by 1d6 every two rogue levels thereafter. Should the rogue score
a critical hit with a sneak attack, this extra damage is not multiplied. Ranged attacks can count as sneak
attacks only if the target is within 30 feet.

With a weapon that deals nonlethal damage (like a sap, whip, or an unarmed strike), a rogue can make a
sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals
lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach
such a spot. A rogue cannot sneak attack while striking a creature with concealment.

Smokestick (x1) [Alchemical ltem]

This alchemically treated wooden stick instantly creates thick, opaque smoke when burned. The smoke fills
a 10-foot cube (treat the effect as a fog cloud spell, except that a moderate or stronger wind dissipates the
smoke in 1 round). The stick is consumed after 1 round, and the smoke dissipates naturally after 1 minute.

Tanglefoot Bag (x1) [Alchemical Item]

A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances. When you throw a
tanglefoot bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes
apart and goo bursts out, entangling the target and then becoming tough and resilient upon exposure to air.
An entangled creature takes a -2 penalty on attack rolls and a —4 penalty to Dexterity and must make a DC
15 Reflex save or be glued to the floor, unable to move. Even on a successful save, it can move only at half
speed. Huge or larger creatures are unaffected by a tanglefoot bag. A flying creature is not stuck to the
floor, but it must make a DC 15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to
the ground. A tanglefoot bag does not function underwater.

A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by
dealing 15 points of damage to the goo with a slashing weapon. A creature trying to scrape goo off itself, or
another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the
creature that hit makes a damage roll to see how much of the goo was scraped off. Once free, the creature
can move (including flying) at half speed. If the entangled creature attempts to cast a spell, it must make
concentration check with a DC of 15 + the spell's level or be unable to cast the spell. The goo becomes
brittle and fragile after 2d4 rounds, cracking apart and losing its effectiveness. An application of universal
solvent to a stuck creature dissolves the alchemical goo immediately.

Thunderstone (x1) [Alchemical Item]

You can throw this stone as a ranged attack with a range increment of 20 feet. When it strikes a hard
surface (or is struck hard), it creates a deafening bang that is treated as a sonic attack. Each creature within
a 10-foot-radius spread must make a DC 15 Fortitude save or be deafened for 1 hour. A deafened creature,
in addition to the obvious effects, takes a -4 penalty on initiative and has a 20% chance to miscast and lose
any spell with a verbal component that it tries to cast.

Since you don't need to hit a specific target, you can simply aim at a particular 5-foot square. Treat the
target square as AC 5.
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Mumbuckle CR1

Tanglefoot Bag (x2) [Alchemical Item]

A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances. When you throw a
tanglefoot bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes
apart and goo bursts out, entangling the target and then becoming tough and resilient upon exposure to air.
An entangled creature takes a -2 penalty on attack rolls and a —4 penalty to Dexterity and must make a DC
15 Reflex save or be glued to the floor, unable to move. Even on a successful save, it can move only at half
speed. Huge or larger creatures are unaffected by a tanglefoot bag. A flying creature is not stuck to the
floor, but it must make a DC 15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to
the ground. A tanglefoot bag does not function underwater.

A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by
dealing 15 points of damage to the goo with a slashing weapon. A creature trying to scrape goo off itself, or
another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the
creature that hit makes a damage roll to see how much of the goo was scraped off. Once free, the creature
can move (including flying) at half speed. If the entangled creature attempts to cast a spell, it must make
concentration check with a DC of 15 + the spell's level or be unable to cast the spell. The goo becomes
brittle and fragile after 2d4 rounds, cracking apart and losing its effectiveness. An application of universal
solvent to a stuck creature dissolves the alchemical goo immediately.

Bomber’s Eye (x1) [Alchemical Extract]

Casting Time 1 standard action
Components S

Range personal

Targets you

Duration 1 round/level

This extract allows you to throw weapons farther and more accurately. While this extract is in effect,

increase the range of any thrown weapon by 10 feet. In addition, you receive a +1 insight bonus on attack
rolls made with thrown weapons.

Jump (x1) [Alchemical Extract]

Casting Time 1 standard action

Components V, S, M (a grasshopper's hind leg)
Range touch

Target creature touched

Duration 1 min./level (D)

Saving Throw Will negates (harmless)

Spell Resistance yes

The subject gets a +10 enhancement bonus on Acrobatics checks made to attempt high jumps or long
jumps. The enhancement bonus increases to +20 at caster level 5th, and to +30 (the maximum) at caster
level 9th.

Touch of the Sea (x1) [Alchemical Extract]

Casting Time 1 standard action
Components V, S, M (a fish scale)

Range touch

Targets creature touched

Duration 1 minute/level

Saving Throw Fortitude negates (harmless)
Spell Resistance yes (harmless)

You cause webs to grow between the target's fingers and its feet to transform into flippers, granting a swim
speed of 30 feet along with the standard +8 bonus on Swim checks and the ability to take 10 even if
distracted or endangered. You can also use the run action while swimming, provided you swim in a straight
line. This transformation causes any boots or gloves the target is wearing to meld into its form (although
magic items with a continuous effect continue to function). This spell does not grant the target any ability to
breathe water.
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Alejia Netrav CR1

Spell Combat [Class Feature]

At 1st level, a magus learns to cast spells and wield his weapons at the same time. This functions much like
two-weapon fighting, but the off-hand weapon is a spell that is being cast. To use this ability, the magus
must have one hand free (even if the spell being cast does not have somatic components), while wielding a
light or one-handed melee weapon in the other hand. As a full-round action, he can make all of his attacks
with his melee weapon at a -2 penalty and can also cast any spell from the magus spell list with a casting
time of 1 standard action (any attack roll made as part of this spell also takes this penalty). If he casts this
spell defensively, he can decide to take an additional penalty on his attack rolls, up to his Intelligence
bonus, and add the same amount as a circumstance bonus on his concentration check. If the check fails,
the spell is wasted, but the attacks still take the penalty. A magus can choose to cast the spell first or make
the weapon attacks first, but if he has more than one attack, he cannot cast the spell between weapon
attacks.

Spellstrike [Class Feature]

At 2nd level, whenever a magus casts a spell with a range of “touch” from the magus spell list, he can
deliver the spell through any weapon he is wielding as part of a melee attack. Instead of the free melee
touch attack normally allowed to deliver the spell, a magus can make one free melee attack with his
weapon (at his highest base attack bonus) as part of casting this spell. If successful, this melee attack deals
its normal damage as well as the effects of the spell. If the magus makes this attack in concert with spell
combat, this melee attack takes all the penalties accrued by spell combat melee attacks. This attack uses
the weapon’s critical range (20, 19-20, or 18-20 and modified by the keen weapon property or similar
effects), but the spell effect only deals x2 damage on a successful critical hit, while the weapon damage
uses its own critical modifier. See FAQ/Errata at right for more information.

Burning Hands (x1) [Spell | Level 1]

Casting Time 1 standard action
Components V, S

Range 15 ft.

Area cone-shaped burst
Duration instantaneous

Saving Throw Reflex half
Spell Resistance yes

Any creature in the area of the flames takes 1d4 points of fire damage per caster level (maximum 5d4).
Flammable materials burn if the flames touch them. A character can extinguish burning items as a full-round
action.

Corrosive Touch (x1) [Spell | Level 1]

Casting Time 1 standard action
Components V, S

Range touch

Target creature or object touched
Duration instantaneous

Saving Throw none

Spell Resistance yes

Your successful melee touch attack deals 1d4 points of acid damage per caster level (maximum 5d4).

Magic Missile (x1) [Spell | Level 1]

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Targets up to five creatures, no two of which can be more than 15 ft. apart

Duration instantaneous

Saving Throw none

Spell Resistance yes
A missile of magical energy darts forth from your fingertip and strikes its target, dealing 1d4+1 points of
force damage.
The missile strikes unerringly, even if the target is in melee combat, so long as it has less than total cover or
total concealment. Specific parts of a creature can't be singled out. Objects are not damaged by the spell.
For every two caster levels beyond 1st, you gain an additional missile - two at 3rd level, three at 5th, four at
7th, and the maximum of five missiles at 9th level or higher. If you shoot multiple missiles, you can have
them strike a single creature or several creatures. A single missile can strike only one creature. You must
designate targets before you check for spell resistance or roll damage.
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