
Granted Power          Celedon 
A celedon enjoys the favor of the deity who created her. Every celedon chooses one of her deity’s domains and gains that 

domain’s first granted power. Alternatively, she can choose the prophet’s touch ability below. A celedon only chooses this power once 
and can never change her granted power.  
 

Acid Dart (Sp):          Celedon 
As a standard action, you can unleash an acid dart targeting any foe within 30 feet as a ranged touch attack. This acid 

dart deals 1d6 points of acid damage + 1 point for every two cleric levels you possess. You can use this ability a number of times per 
day equal to 3 + your Wisdom modifier. 
 

Prophet’s Touch (Su):         Celedon 

Three times per day, a celedon can make a melee touch attack that, on a hit, forces the target to succeed at a DC 11 
Fortitude save or become stunned for 1 round. A creature that succeeds is staggered for 1 round instead. Whether or not the target 
succeeds, any spells or effects that detect alignment read the target as being the same alignment as the celedon’s deity for as long 
as they are stunned or staggered. This save DC is Charisma-based.  

 
Song of the Gods (Su)          Celedon 

A celedon has the bardic performance ability of a 3rd-level bard, granting her access to the countersong, fascinate, inspire 
courage, and inspire competence performances. Rather than Perform, a celedon uses Knowledge (religion) when necessary (such as 
to determine the saving throw result for countersong). She can make use of this ability a number of times per day equal to 4 + her 
Wisdom modifier and can employ either her voice or any musical instrument. 
 

Pull (Ex)  (tendril, 5 ft.)        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.  

 
Otherworldly Mind (Ex)         Cerebric Fungus 

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.  
 
Star-Shriek (Ex)         Cerebric Fungus 

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.  
 
Touch of Madness (Sp)        Cerebric Fungus 

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.  
 
Unsettling Appearance (Su)   (60 ft., DC 14)    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. 
 
Crystal Sense (Sp)        Crysmal 

Crysmals can sense the presence of any crystals or gems within 30 feet as if using the scent ability.  
 
Shard Spike (Ex)  (3d6, range increment 60 ft.)      Crysmal 

Once per day, a crysmal can launch its tail spike as a ranged attack that shatters when it hits, dealing 3d6 points of 
piercing damage to the target and 1d4 points of piercing damage to all creatures in adjacent squares. The spike regrows in 24 hours, 
but until it does, its impaired sting does only 1d6+3 damage. 
 
Slave of Ayrzul (Su)          Crysmal 

Ayrzul dominates this creature’s will through a conduit of earth creature. If there are no conduit of earth creatures within 
300 feet, the creature gains the panicked condition for 5 rounds and then loses this ability.  
 
Deep Dweller (Ex)          Deep One 

Deep ones are immune to damage from water pressure; their bodies are capable of instantly adjusting to different water 
depths or even the surface with ease.  

 
Devoted (Ex)          Deep One 

Deep ones are fanatically religious, be it to the worship of a Great Old One, an elder deep one, or some other divinity. A 
deep one gains one bonus skill rank per Hit Die that must be placed in Knowledge (religion), and this skill is a class skill for all deep 
ones.  
 
Immortal (Ex)          Deep One 

A deep one does not age. Barring death from violence, disease, or misadventure, a deep one can live forever. Deep ones 
are immune to effects that cause magical aging.  
 
Item Use (Su)          Deep One 

A deep one can activate spell-trigger items like staves and wands as if it were a spellcaster of the appropriate class. 
 
Burrow (Ex)       Hiertyn (Dossenus) 

A dossenus can burrow through stone (or weaker materials such as wood) as easily as dirt.  
 

Devastating Maw (Ex)       Hiertyn (Dossenus) 

A dossenus’ bite attack counts as adamantine for the purposes of overcoming DR and bypassing hardness.  
 
Hydrophobia (Ex)         Hiertyn (Dossenus) 

A dossenus cannot swim and always fails Swim checks. If a dossenus becomes completely submerged in water, it must 
succeed at a DC 15 Will save on its turn each round or be paralyzed with fear until it is no longer submerged.  
 
Swarming (Ex)         Hiertyn (Dossenus) 

Dossenuses are brutally efficient at swarming foes and often skitter atop one another in their haste to overwhelm and 
devour prey. Up to two dossenuses can share the same square at the same time. If two dossenuses sharing the same square attack 
the same foe, they are considered to be flanking that foe as if they were in two opposite squares. 
 
Disease (Su)          Ghoul 

Ghoul Fever: Bite—injury; save Fort DC 13; onset 1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage; cure 2 consecutive saves. 
The save DC is Charisma-based. A humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this way 
retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a 
normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast. 



 
Burn (Ex)  (1d4) DC 11       Small Fire Elemental 

A creature with the burn special attack deals fire damage in addition to damage dealt on a successful hit in melee. Those 
affected by the burn ability must also succeed on a Reflex save or catch fire, taking the listed damage for an additional 1d4 rounds at 
the start of its turn (DC 10 + 1/2 burning creature’s racial HD + burning creature’s Con modifier). A burning creature can attempt a 
new save as a full-round action. Dropping and rolling on the ground grants a +4 bonus on this save. Creatures that hit a burning 
creature with natural weapons or unarmed attacks take fire damage as though hit by the burning creature and must make a Reflex 
save to avoid catching on fire (see Pathfinder RPG Core Rulebook, page 444). 
 
Tremorsense (Ex)         Small Earth Elemental 

A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything 
that is in contact with the ground. Aquatic creatures with tremorsense can also sense the location of creatures moving through water. 
The ability’s range is specified in the creature’s descriptive text. 
 
Earth Glide (Ex)         Small Earth Elemental 

A burrowing earth elemental can pass through stone, dirt, or almost any other sort of earth except metal as easily as a fish 
swims through water. If protected against fire damage, it can even glide through lava. Its burrowing leaves behind no tunnel or hole, 
nor does it create any ripple or other sign of its presence. A move earth spell cast on an area containing a burrowing earth elemental 
flings the elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save.  
 
Earth Mastery (Ex)         Small Earth Elemental 

An earth elemental gains a +1 bonus on attack and damage rolls if both it and its foe are touching the ground. If an 
opponent is airborne or waterborne, the elemental takes a –4 penalty on attack and damage rolls. These modifiers apply to bull rush 
and overrun maneuvers, whether the elemental is initiating or resisting these kinds of attacks. (These modifiers are not included in the 
statistics block.) 
 
Conduit of Earth (Su)        Small Earth Elemental 

This creature binds all creatures with the slave of Ayrzul ability to the elemental lord’s will, compelling those creatures to 
fight for the demigod.  
 
Aura of Faithlessness (Su)         Huecuva 

The huecuva and all undead creatures within 30 feet receive a +2 profane bonus on Will saves made to resist channeled 
energy and positive energy effects.  
 
Disease (Ex)          Huecuva 

Filth fever: Injury; save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Str damage; cure 2 
consecutive saves. The save DC is Charisma-based.  
 
False Humanity (Su)          Huecuva 

During the day, a huecuva is cloaked in an illusion that makes it look, sound, and feel like the living creature it once was. 
This effect functions similarly to disguise self—if a creature interacts directly with a huecuva, it can attempt a DC 12 Will save to see 
through the illusion. Regardless, the huecuva’s scent never changes—it always exudes a faint stench of grave dust and decay. 
Creatures with the scent ability receive a +4 bonus on any Will saving throw made to see through this illusion. At night (regardless of 
whether the huecuva itself knows night has fallen) this illusion fades and reveals the creature for what it truly is. The save DC is 
Charisma-based. 
 
Fire Affinity (Ex)          Ifrit Sorcerer 

Ifrit sorcerers with the elemental (fire) bloodline treat their Charisma score as 2 points higher for all sorcerer spells and 
class abilities. Ifrit spellcasters with the Fire domain use their domain powers and spells at +1 caster level. 
 
Earth Affinity (Ex)          Oread Fighter 

Oread sorcerers with the Elemental (earth) bloodline treat their Charisma score as 2 points higher for all sorcerer spells 
and class abilities. Oread clerics with the Earth domain cast their domain powers and spells at +1 caster level. 
 
Elemental Bond (Su)         Oread Fighter 

The oread is treated as though it possessed the earth subtype for the purpose of an earth wysp’s special abilities. 
 
Light Blindness (Ex)          Pech 

Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such 
creatures are dazzled as long as they remain in areas of bright light. 
 
Earth Mastery (Ex)          Pech 

A pech gains a +1 bonus on attack and damage rolls if both it and its foes are touching the ground. If an opponent is 
airborne or waterborne, the pech takes a –4 penalty on attack and damage rolls. These modifiers are not precalculated into the 
statistics here.  
 
Pech Magic (Sp)          Pech 

Four pechs working together can cast wall of stone once per day. Eight pechs working together can cast stone to flesh 
(DC 17) once per day. These spell-like abilities function at CL 10th. Each pech must use a full-round action to take part in the casting. 
The save DCs are modified by the highest Charisma modifier in the group.  
 
Stone Knowledge (Ex)        Pech 

A pech’s in-depth knowledge of earth and stone grants a +1 racial bonus on attack and damage rolls and the benefits of 
the Improved Critical feat against creatures and objects made of stone or earth or with the earth subtype. Knowledge 
(dungeoneering), Knowledge (engineering) and Profession (miner) are always class skills for a pech.  
 
Cleave          Pech 

You can strike two adjacent foes with a single swing. 
Benefit: As a standard action, you can make a single attack at your full base attack bonus against a foe within reach. If 

you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is 
adjacent to the first and also within reach. You can only make one additional attack per round with this feat. When you use this feat, 
you take a –2 penalty to your Armor Class until your next turn. 
 
Spores (Ex)          Tsaalgrend 

As a standard action, a tsaalgrend can release a cloud of toxic spores in a 10-foot-radius spread. Each living creature 
within this area must succeed at a DC 13 Fortitude save or become paralyzed with fear as it vividly hallucinates for 1d4 rounds. A 
creature that successfully saves against this effect is immune to the same tsaalgrend’s spores for 24 hours. This is a mind-affecting 
fear and paralysis effect. The save DC is Constitution-based. 
 
Flyby Attack         Tsaalgrend 

This creature can make an attack before and after it moves while f lying. 
Benefit: When f lying, the creature can take a move action and another standard action at any point during the move. The 

creature cannot take a second move action during a round when it makes a flyby attack. 
 
 
 



 
Light Blindness (Ex)          Tsaalgrend 

Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such 
creatures are dazzled as long as they remain in areas of bright light. 
 
Grab (Ex)  (Medium)         Tsaalgrend 

If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage 
and attempts to start a grapple as a free action without provoking an attack of opportunity. The creature has the option to conduct the 
grapple normally, or simply use the part of its body it used in the grab to hold the opponent. If it chooses to do the latter, it takes a –20 
penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself. A successful hold does 
not deal any extra damage unless the creature also has the constrict special attack. If the creature does not constrict, each 
successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established 
the hold. Otherwise, it deals constriction damage as well (the amount is given in the creature’s descriptive text). 

Creatures with the grab special attack receive a +4 bonus on combat maneuver checks made to start and maintain a 
grapple. 

Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this 
ability. If the creature can use grab on creatures of other sizes, it is noted in the creature’s Special Attacks line. 
 
Drench (Ex)         Small Water Elemental 

The elemental’s touch puts out non-magical flames of Large size or smaller. The creature can dispel magical fire it 
touches as per dispel magic (caster level equals elemental’s HD).  

 
Vortex (Su)  (DC 13)       Small Water Elemental 

A water elemental can create a whirlpool as a standard action, at will. This ability functions identically to the whirlwind 
special attack, but can only form underwater and cannot leave the water.  

 
Water Mastery (Ex)         Small Water Elemental 

A water elemental gains a +1 bonus on attack and damage rolls if both it and its opponent are touching water. If the 
opponent or elemental is touching the ground, the elemental takes a –4 penalty on attack and damage rolls. These modifiers apply to 
bull rush and overrun maneuvers, whether the elemental is initiating or resisting these kinds of attacks. 
 
Living Battery (Ex)          Earth Wysp 

As an immediate action, a wysp can kill itself to cause a creature benefiting from its resonance to heal 2 hit points for each 
of that creature’s HD. If the wysp uses this ability, its death can’t be prevented, and its life can’t be restored by any effect less than 
true resurrection, miracle, or wish, even if such an effect can normally revive an outsider.  
 
Resonance (Ex)  Aura (30’)        Earth Wysp 

A wysp’s natural resonance strengthens the power of its element. The wysp grants a +2 competence bonus on attack rolls 
and damage rolls to all creatures within 30 feet with an elemental subtype that matches the wysp’s, and to the DCs of all racial spell-
like, supernatural, and extraordinary abilities of such creatures (as usual, this does not include creatures assuming an elemental 
form). Kineticists within 30 feet who share the wysp’s element gain a +1 competence bonus on attack rolls and damage rolls. The 
wysp’s statistics already include these bonuses.  
 
Servitor (Ex)          Earth Wysp 

A wysp is a natural servitor. When it uses the aid another action to assist a creature benefiting from its resonance, the 
wysp can grant that creature a +4 bonus instead of +2. No other effect can increase this bonus beyond +4. 
 
Tremorsense (Ex)          Earth Wysp 

A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything 
that is in contact with the ground. Aquatic creatures with tremorsense can also sense the location of creatures moving through water. 
The ability’s range is specified in the creature’s descriptive text. 
 
Living Battery (Ex)          Fire Wysp 

As an immediate action, a wysp can kill itself to cause a creature benefiting from its resonance to heal 2 hit points for each 
of that creature’s HD. If the wysp uses this ability, its death can’t be prevented, and its life can’t be restored by any effect less than 
true resurrection, miracle, or wish, even if such an effect can normally revive an outsider.  
 
Resonance (Ex)  Aura (30’)        Fire Wysp 

A wysp’s natural resonance strengthens the power of its element. The wysp grants a +2 competence bonus on attack rolls 
and damage rolls to all creatures within 30 feet with an elemental subtype that matches the wysp’s, and to the DCs of all racial spell-
like, supernatural, and extraordinary abilities of such creatures (as usual, this does not include creatures assuming an elemental 
form). Kineticists within 30 feet who share the wysp’s element gain a +1 competence bonus on attack rolls and damage rolls. The 
wysp’s statistics already include these bonuses.  
 
Servitor (Ex)          Fire Wysp 

A wysp is a natural servitor. When it uses the aid another action to assist a creature benefiting from its resonance, the 
wysp can grant that creature a +4 bonus instead of +2. No other effect can increase this bonus beyond +4. 
 
Burn (Ex)  (1d6) DC 14        Fire Wysp 

A creature with the burn special attack deals fire damage in addition to damage dealt on a successful hit in melee. Those 
affected by the burn ability must also succeed on a Reflex save or catch fire, taking the listed damage for an additional 1d4 rounds at 
the start of its turn (DC 10 + 1/2 burning creature’s racial HD + burning creature’s Con modifier). A burning creature can attempt a 
new save as a full-round action. Dropping and rolling on the ground grants a +4 bonus on this save. Creatures that hit a burning 
creature with natural weapons or unarmed attacks take fire damage as though hit by the burning creature and must make a Reflex 
save to avoid catching on fire (see Pathfinder RPG Core Rulebook, page 444). 
 

All Tiers 
 

Hazard: Thrown Rocks   (B1) 
As the PCs descend through the middle and lowest regions, the Vault defenders begin hurling rocks at the 

PCs, sometimes using abilities such as earth glide to approach within striking range before melting back into the 
asteroid. A Hard Reflex save negates all damage dealt to a PC by these attacks for that turn. Those who fail take 
bludgeoning damage equal to 1d6 + the APL; in Subtier 10–11, the PC instead takes 9d4 sonic damage as a 
crystal dragon ravener (see area B4) flies by and rakes the area with its breath weapon. If a PC spends her entire 
turn taking cover from the assault—perhaps in order to wait for her allies to catch up), she instead only needs to 
attempt an Easy Reflex save to avoid damage from the attackers.  
 
Hazard: Unearthly Chill   (E3) 

The ice emits an unearthly chill and any creature in melee range or climbing on it takes 1d6 + APL cold 
damage per round. In Subtier 1–2, this only deals 1 point of cold damage per round.  
 
 
 



 
Hazard: Slick Tunnels   (E1) 

The tunnels here are slick, and creatures moving faster than half speed must succeed at an Average 
Acrobatics check or fall prone. If that PC’s result was also below the Easy skill check DC for the subtier, he also 
slides toward one of the chasm precipices; he must succeed at a Hard Reflex save or slip over the edge. The PC 
falls a distance equal to 10 feet times the APL, taking (assuming low gravity) 1d4 damage per 10 feet fallen 
before striking a ledge from which he can climb back up to the main path. Climbing the ice cliffs here involves an 
Average Climb check.  
 
Hazard: Radioactivity   (C1, C3) 

Several encounter areas here are flushed with radioactive matter—a manifestation of Ayrzul’s wrath. Living 
creatures without the earth subtype take damage each round, based on their Subtier. PCs take 1 damage each 
round in Subtier 1–2, 1d4 in Subtier 3–4, 1d6+1 in Subtier 5–6, and 2d6 in Subtiers 7–8 and 10–11. In Subtier 
10–11, a creature also takes 1 Constitution damage each round unless she succeeds at a DC 20 Fortitude 
save; this is a poison effect. Magic items and spells that isolate a creature from the environment such as a 
pressure suit (see page 52) or life bubble (Advanced Player’s Guide 230) shield a creature from these effects.  

Creatures suffer these effects only during the combat encounters, not while exploring the region as a 
whole. The radioactivity only spread far enough to affect those participating in the encounter; those firing into the 
combat from off the map are still affected, but a PC who flees the encounter entirely is not subject to the radiation 
unless he rejoined the encounter.  
 
Hazards: Ancient Magical Pool  (D2) 

As the PCs travel through the broken city, they spot a shrine with broken doors, beyond which shimmers some kind of 
ancient magic. Opening the doors presents no difficulty, and the shrine now contains a frozen pool in a cracked basin. A long-
forgotten deity of Iovo once spoke to her followers through an oracular spirit contained in the pool here, and a fragment of that 
knowledge still resides within. Over eons, however, both the magic and the animating spirit have become significantly unstable.  

As the Pathfinders approach the pool in the basic, an ethereal humanoid figure manifests from the waters, bearing a 
benign expression. When it opens its mouth to speak, its face distorts wildly, and the runes around the pool glow white hot as the 
magic begins to fail catastrophically. As the spirit howls in pain, it lashes out at anyone in sight. In order to calm the spirit and avert 
a magical explosion, the PCs need to complete several tasks within 1 minute; the PCs don’t need to make any initiative 
checks, but break the action of this encounter into turns with the PCs acting first followed by the spirit. Each round a PC 
can move and perform one of the actions below or perform any other actions they could in a combat turn.  

At the end of each round, the spirit lashes out at a PC within 20 feet of the pool—mistaking its saviors for 
assailants, it prefers to attack those who succeeded at a check to defuse the spirit that round. In Subtier 1–2, the 
spirit makes a single attack with a +6 bonus to hit and deals 1d8 force damage. In Subtier 3–4 the attack has 
a +10 bonus and deals 1d8+4 damage; in Subtier 5–6 the attack is +13 (2d8+6 force damage); in Subtier 7–8 
the attack is +17 (3d8+8 force damage); and in Subtier 10–11 the spirit attacks twice at +21 to hit (3d8+8 force 
damage). If the spirit deals damage to a PC, it increases the DC of that PC’s check to defuse or distract the spirit by 
5 during the next round.  

 
Defusing the Spirit: In order to tame the runaway magical effects here, the PCs need to understand what 

is happening, interpret the inscribed runes around the basin, perform emergency repairs, and calm the spirit oracle. 
This requires five successful Average skills checks (four successful checks for a group of four PCs) using 
Diplomacy, Disable Device, Knowledge (arcana), Knowledge (religion), Linguistics, or Spellcraft. Once a PC 
has successfully used one of these skills, future uses of that skill in this encounter instead use the Hard DC; 
defusing the situation is easiest if the PCs use a variety of skills. In order to perform one of these actions, a PC 
must be within 10 feet of the pool. If a PC uses a spell or ability that would allow them to control or banish—but not 
destroy—extraplanar creatures or haunts, instead reduce the check DC to Easy and count a successful check as two 
successes. If two or more PCs fail a check to defuse in the same round, subtract 1 round from the time the party has 
left to defuse the spirit.  

Distracting the Spirit: PCs who attempt to defuse the spirit are vulnerable to its attacks, and a PC can 
try to distract the spirit by succeeding at an Average Bluff, Intimidate, or combat maneuver check. 
Alternatively, the PC can accomplish the same effect by dealing at least 4 times the APL damage to the spirit 
in 1 round; treat its Armor Class as 15, and it has a bonus on saving throws equal to the APL. If a PC 
succeeds at any of these distractions and is in reach of the spirit when it acts, he is the target of the attack that 
round. If multiple PCs distract the spirit in 1 round, it attacks one of them at random, suffering a –1 penalty on attack 
and damage rolls for each successful distraction after the first. Also consider applying penalties (reducing its attack 
or damage by as much as one-half ) to the spirit if the PCs use other spells or abilities to hinder it.  
 
Hazards: Heat     (F1) 

A combination of unshielded exposure to the sun and the region’s connection to the Plane of Fire have 
caused the surface of Aucturn’s Tear to heat and even melt here. In Subtiers 1–2 and 3–4, this has caused 
portions of rock with lower melting points to reach scalding temperatures; the lava on the map represents 
this solid but incandescently hot stone, which deals 1d4 fire damage to anyone who steps on it in Subtier 1–
2 or 2d4 damage in Subtier 3–4. In Subtiers 5–6 and higher, this is molten lava (Pathfinder RPG Core 
Rulebook 444), though the average depth varies from several inches in Subtier 5–6 (dealing 2d6 damage) to 
1 foot in Subtier 7–8 (dealing 5d6 for immersion) to several feet in Subtier 10–11 (dealing 10d6 damage for 
immersion). Hopping between solid patches of rock protects a creature from the worst of the damage, though in 
Subtiers 7–8 and 10–11, the radiating heat deals 1d6 points of damage per round to anyone adjacent to a square 
containing lava but not otherwise taking damage from the lava.  
 
Hazards:  Shifting Surface & Teleportation  (H) 

The fortress’s surface is constantly shifting as the living stone repairs the damage Ranginori inflicts on it. 
Rooms shift 1d10 x 100 feet relative to their previous location every minute, making dimension door dangerous and 
teleport very likely to lead to false destinations.  

Ayrzul’s will infuses the earth here. Any spellcaster that attempts to magically dig through or alter the 
fortress must succeed at a caster level check whose DC equals 16 + the APL or the spell fails.  
 
 
 
 
 
 
 
 



Hazard: Magic Circles    (H3) 
The five major magic circles around the orb provide numerous external defenses that ward off intruders. 

These circles’ respective effects cease when the PCs destroy them.  
Distortion: This circle increases the difficulty of all the PCs’ checks to solve the puzzle orb by one 

step; a Hard skill check DC instead increases by 20% (round down), so a Subtier 1–2 Hard skill check would be 
DC 21.  

Earth: This circle empowers the guardian creatures here, granting a +1 profane bonus on attack and 
damage rolls in Subtiers 1–2 and 3–4, or a +2 profane bonus in all other subtiers. Furthermore, these creatures 
begin each encounter with a number of temporary hit points equal to their Hit Dice (minimum 4).  

Fear: This circle instills the fear of being buried alive in those who attempt to solve the puzzle orb; such 
PCs must succeed at a Hard Will save or gain the shaken condition until the end of the next encounter. If the 
PC fails the save by 5 or more, he must succeed at an Average Fortitude save or begin to suffocate. With 
each round, he can attempt another Average Fortitude save to end the effect. This is an evil compulsion and fear 
effect, and although protection from evil does not protect against it completely, the spell does allow an additional 
save against the suffocation effect.  

Warding: Each of these two circles increases the other three circles’ hardness by 50% and heals 
them a number of hit points equal to the APL at the end of each combat; the warding circles do not protect or 
heal each other. These effects are cumulative increasing hardness by 100% and healing twice as many hit points if 
both warding circles are intact. This healing cannot repair a destroyed circle, however. For a group of only four PCs, 
there is only one warding circle.  

 
Breaking the Circles: Between combats, a PC can choose to damage one of the five magic gemstone 

circles. If a PC succeeds at an Average Knowledge (arcana or planes) check, he can identify the two basic 
properties of the warding circles, and if his checks meets or exceeds the Hard skill check DC, he also identifies the 
basic properties of the other three circles. If the PCs do not identify the circles, they must damage the circles at 
random. Each circle has hardness equal to 5 + the APL, has hit points equal to 5 + twice the APL, and takes half 
damage from energy effects (except sonic, which deals full damage).  

In between combat encounters, a PC can perform 1 round of actions to damage one of the circles. As a 
full-round action, a PC can also attempt an Average Disable Device check to deal damage to a circle equal to half its 
maximum hit points; if the PC exceeds the check DC by 5 or more, he instead deals damage equal to the circle’s 
maximum hit points. A circle is destroyed entirely if reduced to 0 or fewer hit points.  

Solving the Puzzle Orb: In between combats, a PC can attempt to decipher one of the immense 
polyhedron’s many facets. Doing so exposes the PC to the Distortion and Fear magic circles (see Hazards) unless 
those circles are already destroyed. Each facet represents some extraplanar truth, elemental koan, symbolic 
meaning within a facet’s mineral composition, or any number of other esoteric aspects.  

Any of the following skill checks allow a PC to make a discovery: an Average Appraise, Disable Device, 
Intelligence (use the skill DC), Knowledge (religion), Wisdom (use the skill DC), or Use Magic Device; or a Hard 
Knowledge (any), Linguistics, or Perception check. If a PC exceeds the check DC by 5 or more, count it as two 
successes. If a PC successfully uses one of the Average DC skills or abilities in this way, the DC of future checks 
with that skill or ability to solve the puzzle increases the Hard. A PC gains a cumulative +1 bonus on his skill check 
for each of the following languages he can read and understand: Abyssal, Aquan, Auran, Ignan, and Terran.  

After each of the puzzle-solving PCs has had a chance to make a check, count the PCs’ number of 
successes that round. If the PCs earned at least one success, report one success to HQ Staff. If the PCs earned a 
number of successes equal to half the number of PCs, report two successes. If the PCs earned a number of 
successes equal to the number of PCs, report three successes to HQ Staff.  

Other: In between combats, each PC has 2 additional rounds of actions that he can use to heal himself or 
others. He may perform these actions in addition to attempting a check against the magic circles or puzzle orb. 
 
Awesome Blow (Combat)        Magma Worm 

This creature can send opponents f lying. 
Benefit: As a standard action, the creature may perform an awesome blow combat maneuver. If the creature’s maneuver 

succeeds against a corporeal opponent smaller than itself, its opponent takes damage (typically slam damage plus Strength bonus) 
and is knocked f lying 10 feet in a direction of the attacking creature’s choice and falls prone. The attacking creature can only push 
the opponent in a straight line, and the opponent can’t move closer to the attacking creature than the square it started in. If an 
obstacle prevents the completion of the opponent’s move, the opponent and the obstacle each take 1d6 points of damage, and the 
opponent is knocked prone in the space adjacent to the obstacle. 
 
Critical Focus (Combat)     Magma Worm 

You are trained in the art of causing pain. 
Benefit: You receive a +4 circumstance bonus on attack rolls made to confirm critical hits. 

 
Staggering Critical (Combat, Critical)       Magma Worm 

Your critical hits cause opponents to slow down. 
Benefit: Whenever you score a critical hit, your opponent becomes staggered for 1d4+1 rounds. A successful Fortitude 

save reduces the duration to 1 round. The DC of this Fortitude save is equal to 10 + your base attack bonus. The effects of this feat 
do not stack. Additional hits instead add to the duration. 

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery. 
 

Heat (Ex)  (2d8)         Magma Worm 

The creature generates so much heat that its mere touch deals additional fire damage. The creature’s metallic melee 

weapons also conduct this heat.  
 

Swallow Whole (Ex)  (4d8+18 bludgeoning plus 4d8 fire damage, AC 21, 20 hp)   Magma Worm 

If a creature with this special attack begins its turn with an opponent grappled in its mouth, it can attempt a new combat 
maneuver check (as though attempting to pin the opponent). If it succeeds, it swallows its prey, and the opponent takes bite damage. 
Unless otherwise noted, the opponent can be up to one size category smaller than the swallowing creature. Being swallowed causes 
a creature to take damage each round. The amount and type of damage varies and is given in the creature’s statistics. A swallowed 
creature keeps the grappled condition, while the creature that did the swallowing does not. A swallowed creature can try to cut its way 
free with any light slashing or piercing weapon (the amount of damage required for the creature to cut itself free is equal to 1/10 the 
creature’s total hit points), or it can just try to escape the grapple. The Armor Class of the interior of a creature that swallows whole is 
normally 10 + 1/2 its natural armor bonus, with no modifiers for size or Dexterity. If a swallowed creature cuts its way out, the 
swallowing creature cannot use swallow whole again until the damage is healed. If the swallowed creature escapes the grapple, 
success puts it back in the attacker’s mouth, where it may be bitten or swallowed again. 
 
Tremorsense (Ex)          Magma Worm 

A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything 
that is in contact with the ground. Aquatic creatures with tremorsense can also sense the location of creatures moving through water. 
The ability’s range is specified in the creature’s descriptive text. 
 



 
Grab (Ex)            Magma worm 

If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage 
and attempts to start a grapple as a free action without provoking an attack of opportunity. The creature has the option to conduct the 
grapple normally, or simply use the part of its body it used in the grab to hold the opponent. If it chooses to do the latter, it takes a –20 
penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself. A successful hold does 
not deal any extra damage unless the creature also has the constrict special attack. If the creature does not constrict, each 
successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established 
the hold. Otherwise, it deals constriction damage as well (the amount is given in the creature’s descriptive text). 

Creatures with the grab special attack receive a +4 bonus on combat maneuver checks made to start and maintain a 
grapple. 

Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this 
ability. If the creature can use grab on creatures of other sizes, it is noted in the creature’s Special Attacks line. 
 
Shadows In The Ice  (E1)        Haunt 
NE haunt Caster Level The caster level equals the APL  
Notice Hard Knowledge (planes) or Perception check (to see the shadow of a leviathan moving in the ice below or sense the planar 
anomaly)  
hp 2×APL; Trigger proximity; Reset 5 minutes  

Effect The PCs witness a terrible monster of the depths rushing toward them upward through the ice and must succeed at 
a Hard Will save or become panicked for 1 round. This is a mind-affecting fear effect. Destruction Recovering the Untouchable Opal 

causes Kelizandri to withdraw his presence from this place. 
 

Haunts: The unholy will of Kelizandri lurks in the frozen tunnels here, and the whisper of his presence is enough to send 
mortals into a blind panic. PCs who are compelled to flee this manifestation of the Brackish Emperor move at their full speed, 
subjecting them to the hazard above. 
 
Hungry Worm (CR Varies) (G2)        Haunt 
NE haunt  
Caster Level The haunt’s caster level equals the APL + 1.  
Notice Easy Perception check (to hear the oncoming rumble of a tunneling Gargantuan worm)  
hp [APL +1]×2; Trigger proximity; Reset 1 hour  

Effect A spectral, gargantuan worm with a core that blazes with white-hot magma bursts through the tunnel wall. All 
Pathfinders in a 30-foot-wide swath must succeed at an Average Reflex save or be swallowed and carried off to area G3. Swallowed 
PCs take 1+APL fire damage each round for 1d6 rounds before being deposited. In Subtier 7–8, swallowed PCs must also succeed 
at an Average Fortitude save or gain 1 negative level when first swallowed. In Subtier 10–11, in addition to the fire damage and 
negative level from lower subtiers, a swallowed PC must succeed at an additional Hard Reflex save, or one of his worn magic items 
takes 10d6 fire damage as if he had rolled a natural 1 on a saving throw (Pathfinder RPG Core Rulebook 217). 

 Destruction Recovering the Untouchable Opal encourages the fire outsiders to leave, providing the spirits peace. 
 

Haunt: Fahaz and his entourage killed many of the native worms, and the weight of so much death left a lingering 
impression. The spirits gather and manifest after the PCs pass the third navigation skill check or bypass it with magic. 
 
 
 


