Easily Forgotten (Su) 






Devil, Mnemor

A mnemor devil’s appearance and presence are difficult to fix in one’s mind. Once a mnemor devil moves out of line of sight of a creature (or otherwise becomes unseen), that creature must succeed at a DC 16 Will save or be unable recall the last known location or direction of the devil. Such a creature cannot recall the details or nature of their encounter with the devil, though it retains a vague recollection that the encounter occurred. The mnemor can choose to suppress this ability. 

Memory Siphon (Sp) 






Devil, Mnemor

A creature struck by a mnemor devil’s proboscis suffers the effect of the memory lapseAPG spell with no saving throw. Additionally, the mnemor devil can choose to attempt to affect the creature as with the repress memoryOA spell (DC 16 Will save negates)—the spell targets the creature struck, rather than the mnemor devil itself, and spell resistance applies. If the target is a willing creature, the mnemor devil may alter memories of any length, as if through multiple applications of repress memoryOA. 

Psychic Magic (Sp) 






Devil, Mnemor

A mnemor devil can cast a limited number of psychic spells (including the emotion and thought components) by spending one or more uses of psychic energy (PE).

Bewitching Brume (Su) 







Hungry Fog

Any creature within 10 feet of a hungry fog or currently being affected by its enveloping mists must succeed on a DC 8 Will save at the start of that creature’s turn or become shaken for 1 round at the half-glimpsed shapes of phantoms floating within the fog. This is a mind-affecting fear effect. 

Enveloping Mists (Ex) 







Hungry Fog

A hungry fog can engulf foes (see Bestiary 3 294). A creature engulfed by a hungry fog does not gain the pinned condition and may move normally—such a creature is not in danger of suffocating, but as long as it begins its turn engulfed, it is staggered in addition to the damage the attack causes. 

Gaseous (Ex) 








Hungry Fog

A hungry fog has a body composed of eerie mist. It can pass through small holes or narrow openings, even mere cracks, but cannot enter water or other liquid. It has no Strength score, and cannot manipulate objects as a result. 

Vulnerable to Wind (Ex) 







Hungry Fog

A hungry fog is treated as a Tiny creature for the purposes of determining the effects high wind has upon it.

Angry Glow (Su) 








Sprite Swarm

Once per minute as a full-round action, the sprites that make up a sprite swarm may coordinate their luminous abilities to create a singular, searing glow. Creatures within 10 feet of a sprite swarm with line of sight must succeed at a DC 16 Fortitude save or be blinded for 1d4 rounds. A creature that succeeds at its save is dazzled for 1 round. The save DC is Constitution-based. 

Concentrated Rush (Ex) 







Sprite Swarm

Once every 1d4 rounds, if more than one creature occupies a sprite swarm’s space, the swarm may use its attack action to concentrate on one of these creatures to deal 4d6 points of damage in place of its normal swarm damage. Other creatures within the horde’s space do not take swarm damage that round. 

Mob Mentality (Ex) 







Sprite Swarm

As long as a sprite swarm has at least 10 hit points, it retains its Intelligence score and can act accordingly. Even so, it cannot be targeted by mind-affecting spells or effects that target a single creature. If its hit points fall below 10, the swarm is considered mindless as the individual creatures within begin to panic.

Death Throes (Su)







Aslynn’s Eyes

 When a soulsliver is killed, its body explodes into jagged glass shards that deal 2d6 points of piercing and slashing damage to creatures within a 20-foot-radius burst (Reflex DC 14 17 half). 

Dream Eating (Su) 







Aslynn’s Eyes

As a full-round action that provokes attacks of opportunity, a soulsliver can consume a creature’s subconscious dreams (DC 14 17 Will negates). The victim takes 1d4 points of Charisma damage, and the soulsliver gains a number of psychic points equal to the Charisma drained (maximum 3). A sleeping target (including the PCs, due to the nature of the ritual) takes a –2 penalty on saves to resist this ability. 

Mirror Travel (Su) 







Aslynn’s Eyes

At will as a standard action, a soulsliver can crawl into any mirror as if it were a door or window, instantly transporting itself to another mirror within 500 feet as if using dimension door (caster level 7th). It can remain within that mirror indefinitely, or on its next turn crawl out or use this ability again. Its compression ability allows it to enter or exit Diminutive or larger mirrors. It can only exit a mirror if it is using change shape to take a specific creature’s form. 

Perfect Copy (Su) 







Aslynn’s Eyes

When a soulsliver uses change shape, it can assume the appearance of a specific individual. However, it is always the mirror image of the person it copies, which might give away that something is wrong. 

Psychic Assault (Su) 






Aslynn’s Eyes

As a swift action, a soulsliver can imbue its slam attack with a psychic assault, infusing the mind of the creature struck with hideous nightmare visions and hallucinations (DC 14 19 Will negates). The magnitude of the effect depends on how many psychic points the soulsliver spends in the assault. By expending 1 point, the soulsliver can the victim to become dazzled for 1d6 rounds. By expending 3 points, it can cause the victim to become staggered for 1d6 rounds. By expending 5 points, the soulsliver can make the victim nauseated for 1d6 rounds. By expending 7 points, it can make the victim confused for 1d6 rounds. 

Animus Insinuation (Sp) 






Daughters Of Aslynn
Whenever an animus shade touches a creature, it inspires that creature’s animus to rise up and overthrow the creature’s dominant personality. This effect functions as per id insinuation II (Occult Adventures 173) except that either way, the effect only targets a single creature touched and lasts for 2 rounds, without the need for concentration. 

Corrupt Intent (Su)  






Daughters Of Aslynn
An animus shade subverts the intent and willpower of its enemies, filling them with doubt and conflicting desires that play into the animus shade’s hands. Whenever a creature strikes the animus shade with a melee or ranged attack, it must succeed at a DC 13 Will save or take a –1 penalty on all further attacks against the animus shade for 1d4 rounds. Each subsequent failed save against this ability by a creature already under its effect increases the total penalty by 1 and extends the duration of the effect by 1 round. 

Mental Static Aura (Su) 






Daughters Of Aslynn
A creature with this ability creates a field around it that makes concentrating difficult for those without this ability. Living creatures within 30 feet must succeed at a DC 13 concentration check to cast a spell with a thought component (Occult Adventures 144). Failing this check causes the spell to be lost with no effect. In addition, all spellcasters must attempt this check at the start of their turns if they are concentrating on an active spell or effect. Failure means that they cease concentrating on the spell or effect. Creatures with this ability are immune to its effects and can cast spells normally. 

Rend Psyche (Su) 







Daughters Of Aslynn
As a standard action, an animus shade unleashes a jet of dark energy at a creature within 30 feet. On a successful ranged touch attack, the target is wracked with mental agony as its own animus attempts to wrench free from its physical form. This violent struggle deals 3d6 damage as well as 1d6 points of Charisma damage. A successful DC 13 Will save halves the damage and negates the Charisma damage. The save DC is Charisma-based.

Oneiric Titan (Ex) 








Aslynn’s Will
Due to its incorporeal nature, the giant simple template grants the feargaunt a +2 profane bonus to AC and a +2 bonus to its Intelligence in place of any bonuses to natural armor or Strength. 

Never Far Behind (Su) 







Aslynn’s Will

A number of times per day equal to its Charisma modifier, a feargaunt can teleport to a square adjacent to a creature that’s still shaken from the feargaunt’s nightmare aura or damaged by its tormenting touch. This ability functions as greater teleport, and only if the feargaunt and the creature are both in the Dimension of Dreams. 

Nightmare Aura (Su) 







Aslynn’s Will

A feargaunt is cloaked in a 60-foot-radius aura of fear, which manifests as darkened shadows, subtle rot, and skewed perspective. The first time a creature ends its turn within the aura, it must succeed at a DC 20 Will save or be shaken for as long as it stays within the aura and for 1d4 rounds thereafter. Creatures within the aura suffering from any fear effect automatically fail Charisma checks to attempt impossible feats in a dreamscape (Pathfinder RPG Occult Adventures 243). The feargaunt can suppress or reactivate this aura as a swift action. If the creature succeeds at the save, it cannot be affected again by the aura for another 24 hours. This is a mind-affecting fear effect. The DC is Charisma-based. 

Prideful Defense (Su) 







Aslynn’s Will

A feargaunt gains a deflection bonus to its Armor Class equal to its Wisdom modifier, in addition to the deflection bonus an incorporeal creature normally receives based on its Charisma modifier. 

Tormenting Touch (Su) 







Aslynn’s Will

A feargaunt’s touch is an incorporeal touch attack that deals 8d6 points of damage and bypasses damage reduction. A creature that is suffering from a fear effect and is struck by the feargaunt’s tormenting touch also takes 1d2 points of Charisma bleed damage. This bleed damage can be stopped as normal, but it also stops when the subject is no longer suffering from a fear effect.

Beard (Ex)







Devil, Bearded
If a bearded devil hits a single opponent with both claw attacks, it also lashes at the same target with its spiky, filthy beard. The victim takes 1d8+2 points of damage and must succeed on a DC 17 Fortitude save or contract devil chills. The save DC is Constitution-based.

Devil Chills: Disease—injury; save Fort DC 17; onset 1d4 days; frequency 1/day; effect 1d4 Str damage; cure 3 consecutive saves.

Infernal Wound (Su) 






Devil, Bearded
The damage a bearded devil deals with its glaive inflicts persistent wounds that cause 2 points of bleed damage. Bleed caused from an infernal wound is particularly difficult to stanch—a DC 17 Heal check stops the damage, and any attempt to heal a creature suffering from an infernal wound must succeed on a DC 16 caster level check or the spell does not function. Success indicates the healing works normally and stops all bleed effects on the victim. The infernal wounds caused by a bearded devil are a supernatural ability of the devil, not of the weapon.
