
Empath (Su)          Carbuncle 
Carbuncles possess a crude form of telepathy, allowing them to transmit mild impressions and 

remembered sensations to other creatures. This form of telepathy cannot convey language or hinder a target in any 
way (such as by transmitting pain). Thus, a carbuncle can relate a feeling of fear or the faint smell of leaves, but 
cannot directly warn an ally of a monster or tell of a treasure under a dirt mound. 
 
Fatal Faker (Su)          Carbuncle 

As a standard action three times per day, a carbuncle can teleport as per the spell dimension door, but 
only within a range of 30 feet. Upon teleporting, the carbuncle leaves behind a perfect replica of itself amid a colored 
flash and the sound of a reptilian choke. This replica duplicates the carbuncle in all ways, though it is obviously dead 
and the colorless stone in its head is reduced to worthless dust. 
 
Dimension Door         Carbuncle 
School conjuration (teleportation); Level bard 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V 
Range long (400 ft. + 40 ft./level) 
Target you and touched objects or other touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); Spell Resistance no and yes (object) 

You instantly transfer yourself from your current location to any other spot within range. You always arrive 
at exactly the spot desired—whether by simply visualizing the area or by stating direction. After using this spell, you 
can’t take any other actions until your next turn. You can bring along objects as long as their weight doesn’t exceed 
your maximum load. You may also bring one additional willing Medium or smaller creature (carrying gear or objects 
up to its maximum load) or its equivalent per three caster levels. A Large creature counts as two Medium creatures, 
a Huge creature counts as two Large creatures, and so forth. All creatures to be transported must be in contact with 
one another, and at least one of those creatures must be in contact with you. 

If you arrive in a place that is already occupied by a solid body, you and each creature traveling with you 
take 1d6 points of damage and are shunted to a random open space on a suitable surface within 100 feet of the 
intended location. 

If there is no free space within 100 feet, you and each creature traveling with you take an additional 2d6 
points of damage and are shunted to a free space within 1,000 feet. If there is no free space within 1,000 feet, you 
and each creature travelling with you take an additional 4d6 points of damage and the spell simply fails. 
 
Specious Suggestion (Su)         Carbuncle 

As a standard action three times per day, a carbuncle can concentrate intently on one creature within its 

line of sight and attempt to impose its will upon the target. A DC 11(DC 13)  Will save is enough to resist this 

compulsion. If the target fails to resist, roll 1d6.   On a result of:  

 1–2, the target gains a flash of insight and a +2 insight bonus to its Armor Class for 1 minute.  

 3–4, the victim is affected as if by suggestion for 1 minute, and must follow a single (usually embarrassing, 
always harmless) suggestion from the carbuncle.  

 5–6, the victim’s thoughts are garbled with those of the carbuncle, imposing a –2 penalty to the victim’s Will 
saving throws for 1 minute.  

This is a mind-affecting effect. The save DC is Charisma-based. 
 
Suggest ion         Carbuncle 
School enchantment (compulsion) [language-dependent, mind-affecting]; Level bard 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a snake’s tongue and a honeycomb) 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 hour/level or until completed 
Saving Throw Will negates; Spell Resistance yes 

You influence the actions of the target creature by suggesting a course of activity (limited to a sentence or 
two). The suggestion must be worded in such a manner as to make the activity sound reasonable. Asking the 
creature to do some obviously harmful act automatically negates the effect of the spell. 

The suggested course of activity can continue for the entire duration. If the suggested activity can be 
completed in a shorter time, the spell ends when the subject finishes what it was asked to do. You can instead 
specify conditions that will trigger a special activity during the duration. If the condition is not met before the spell 
duration expires, the activity is not performed. 

A very reasonable suggestion causes the save to be made with a penalty (such as –1 or –2). 
 
Vulnerability to Suggestion (Ex)        Carbuncle 

Any mind-affecting spell can affect a carbuncle regardless of creature type limitations. A spell like charm 
person, for example, which typically only affects humanoid creatures, can also affect carbuncles. 

 


