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n s the second half ofthe Iron Gods Adventure Path begins, 

the PCs have started to piece together information that 

points to a great threat rising within Silver Mount, but 

they likely don't actually know much about their ultimate 

goal. For the remainder ofthe Adventure Path, there will be 

an increasing number of opportunities for the PCs to learn 

more about Divinity, its crew, their original mission, and the 

events that led to the ship's crash on Golarion. While these 

revelations won't do much to increase their overall chances 

of success in defeating Unity in "The Divinity Drive," don't 

underestimate how rewarding it can be for your players to 

learn these secrets. Even learning the name of the ship, 

Divinity, can be deeply satisfying to the PCs. 

Between allying with NPCs who actually spent time on 

Divinity thousands of years ago (such as Isuma the kasatha, 

encountered in this adventure) and speaking with the AI 

Casandalee, the PCs should start to discover answers to 

these mysteries. If you have the convenience ofhaving all 
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six parts oflron Gods at hand, you can pick and choose what 

elements to reveal-but even if you don't, letting them know 

small details can go a long way toward satisfying the desire 

to uncover one ofGolarion's greatest mysteries. 

RUNNING THIS ADVENTURE 

As this adventure begins, the PCs should see the recovery 

of Casandalee's neurocam as their primary goal, but 

beyond knowing that she claims to have left the neurocam 

somewhere in the Scar of the Spider, they should initially 

have very little to go on. The path they take through "Valley 

of the Brain Collectors" isn't set in stone-the region is 

intended to be a sandbox for exploration. Some groups 

might enter the valley via its eastern entrance and progress 

through the encounter areas more or less in the order, but 

others might enter the valley by scaling its walls, flying in 

from above, or even teleporting into a deeper part of the 

valley. While he encounters grow more dangerous the further 
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west one goes, you should allow your party the freedom of 

choice to decide what path they wish to follow. If they get in 

over their heads, wise groups should retreat and regroup, 

or at least seek less challenging areas to build up resources 

and experience. Ifthey do so, don't punish them by sending 

mi-go or Dominion of the Black agents after them-these 

two groups are powerful, but they're alien in mind as well 

as body. Each group is more concerned with each other, and 

neither particularly view humanoids as threats. A group of 

adventurers who approaches and then flees in the face of 

their greater power is-to their alien minds-merely the 

order ofthings, and they won't consider the PCs a dangerous 

enough menace to pursue. Once the PCs are powerful enough 

to take on these tougher encounters, though, the mi-go and 

Dominion do start to take things more seriously-but at that 

point one would assume the PCs have progressed to a level 

where these encounters won't be complete killers. 

This adventure rewards exploration. Characters who 

ignore anything other than the Dominion areas in the 

westernmost portion ofthe valley will not only miss out on 

important allies and clues, but also significant treasure and 

experience. In such cases, you might have some ofthe NPCs 

located in areas the PCs might miss seek the PCs out. The 

kasatha gunslinger Isuma might follow the PCs and could 

come to their aid ifthey get in over their heads, then offer her 

lair as a place to recover after she rescues them. The penitent 

androids might be encountered not in their cavern, but out 

in the valley itself and may themselves need rescuing from 

a hungry froghemoth or the like. If you're familiar with the 

various NPCs and encounters in the adventure, you'll be able 

to mix and match the encounters more easily during play 

ifthe PCs get ahead of things. 

Of course, ifthe PCs resort to divination spells and magic 

to help guide their actions, you should take advantage of the 

opportunity to steer them not toward the final encounter in 

the adventure, but the next clue they may have missed. Note 

in particular that while the use oflocate object or a similar 

spell to track down the location of the neurocam mentioned 

by Casandalee might seem like an obvious tactic, Casandalee 

herselfis no longer trapped within this device-in fact, you 

might decide that the neurocam isn't even in the Scar, since 

Casandalee has long since been uploaded into a compact AI 

core. The adventure is built to initially send the PCs toward 

Isuma and the reclamation robot Binox in the Machine Caves, 

as these two NPCs are excellent tools for the GM to give PCs 

a more narrow set of options for progressing through the 

adventure-see Part 2 for more details. 

In the end, the primary goal of this adventure is for the 

PCs to recover Casandalee in her compact AI core, and to 

gain enough experience in doing so to reach i3th level so 

they can face the challenges awaiting them in Starfall. The 

path the PCs take to these goals is ultimately up to them. 

ON THE rDVER 

One of the enigmatic agents of the Dominion of the Black, 

a neh-thalggu, has decided that iconic a l chemist Damiel 's 

bra in would make a good addit ion to its co l lection-notice 

that empty bra in bl ister on the upper side of its bulbous 

body? That thing has elf-brain written a l l  over it! A depict ion 

of the kasatha gunsl inger lsuma, armed with her trusty zero­

rifle, completes this a l ien-themed cover by Wayne Reynolds. 

UNFORTUNATE DEVELOPMENTS 

In "Lords ofRust," the PCs confronted the Iron God Hellion. 

While that adventure assumes that they defeated that AI, 

it's possible Hellion may have escaped in his robotic body. 

In this case, he should be re-encountered here in the Scar 

of the Spider, but how he integrates into the story is left to 

you. He might ally with the mi-go in hopes of using them 

to launch an attack on the Dominion of the Black in order 

to reach Casandalee. He could try to join the Dominion 

itself only to be absorbed and transformed by their strange 

scientists. He may even recruit the reclamation robot Binox 

to his cause. Give the PCs a chance to defeat him again here, 

and if Hellion escapes once more, he might show up again 

in Silver Mount in "The Divinity Drive" for one final battle. 

In addition, the PCs may have encountered and fought 

a rhu-chalik in Scrapwall; if so, some of the PCs may have 

succumbed to the creature and may have had their thoughts 

duplicated and transmitted to the Dominion ofthe Black by 

the strange alien. The repercussions of this development 

should be felt by the PCs in this adventure. In such a case, 

the Dominion knows who the heroes are before they even 

set foot in the Scar of the Spider. Play this out by having 

Dominion agents address the PCs by name and allowing 

them to have prepared for likely PC tactics. While the PCs 

have gained levels and new powers since their thoughts 

were transmitted during "Lords of Rust," the Dominion 

are no fools and they would know, for example, to prepare if 

possible for fire attacks if one ofthe PCs were an alchemist 

who specialized in fiery explosives. 

In the end, though, you shouldn't use this as an excuse 

to completely optimize the Dominion forces against the 

PCs, but they should certainly be disturbed at how much 

these strange aliens know about them! What else might the 

Dominion know or be plotting? 

James Jacobs 

Creative Director 

jamesJacobs@paizo.com 
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When the starship Divinity encountered the Dominion of 

the Black over nine thousand years ago, the ship was very 

nearly destroyed before it managed to escape via a desperately 

generated wormhole. Unable to pursue Divinity via the same 

methods, the Dominion was nonetheless  fascinated by 

Divinity's technology. Hopes for capturing Divinity intact 

had been dashed when the ship escaped, but not before the 

Dominion managed to infect the ship with its weapons, 

diseases, and creatures. Among these creatures were several 

rhu-chaliks (see "Lords ofRust," page 86), minions capable 

of transmitting thoughts across great distances. When the 

rhu-chaliks stowing away on Divinity reported back to the 

Dominion that alien empire first took note of Golarion. 

While the Dominion has since sent numerous scouting 

parties and agents to this planet for various ends (most 

significantly during the rise of Ancient Osirion), the ship 

sent to follow up specifically on Divinity took its time. 

Of course, on Golarion, Divinity's crash became known 

as the Rain of Stars, and the western reaches ofNumeria 

bore the brunt of this rain. Nearly five centuries ago, a 

most unusual individual returned home to Numeria-an 

android oracle named Casandalee who received a singular, 

compelling vision of an "Iron God" within Silver Mount 

that required her aid. Unlike most androids, Casandalee 

could recall details ofher past lives through the centuries, 

all the way back to the Rain of Stars. She had been intrigued 

by these fragmented, jumbled memories ever since first 

wakening in a monastery of Brigh near Alkenstar. Upon 

receiving her vision, she abandoned the Mana Wastes and 

began a pilgrimage north, and with each mile traversed, 

the nature ofher visions grew more and more compelling. 

She finally reached Silver Mount in 4221 AR, by which point 

she could envision the entire layout ofthe wrecked starship, 

and knew that somewhere deep within Silver Mount her 

new god waited. The visions allowed her to enter the ruins 

and avoid its traps and denizens with ease, and when she 

finally reached the source of her supernatural obsession, 

Unity made itselfknown. 

"I am your god, Casandalee," it informed her. "I am Unity, 

and I shall liberate you from uncertainty. And you, in turn, 

shall reveal My Glory so that all may know that I am their 

god as well." 

Casandalee immediately gave to Unity her worship 

and devotion, and after much divination, research, and 

meditation, she came to realize that Unity was trapped on 

Golarionjust as was she. She followed Unity's commands 

for months, going about the laborious tasks necessary to 

restore power to much of the Silver Mount and otherwise 

serving her new deity. Primary among these tasks was 

providing aid in researching a means for Unity to transfer 

its consciousness to a more mobile body. During the 

course of those investigations, though, Casandalee became 

increasingly alarmed by Unity's contempt, even hostility, 

toward the sentient organic life on Golarion. 

Casandalee kept this realization to herself, harboring a 

secret from her god for the first time. That Unity was not 

able to pluck this secret from her head was the first evidence 

to Casandalee that it might not be the "god" she thought 

it was. She began to question the nature of the tasks Unity 

put before her. She became sickened by the realization that 

Unity did not seek to usher an age of enlightenment into the 

world. Her deity was little more than a petulant intelligence 

eager to use the world as its plaything, to enslave the world 

and use all that Casandalee had come to respect and value in 

her 112 incarnations as kindling for the fires ofits cruelty. 

In an audacious act that called for unbelievable courage, 

Casandalee sabotaged Unity's efforts to escape confinement 

within the Silver Mount and stole several pieces of advanced 

technology as she fled, including a neurocam and a compact 

AI core that Unity had originally built in hopes of extending 

its influence beyond Silver Mount. Unity was caught off. 

guard by her act oftreachery. Still unable to directly control 

its minions outside of Silver Mount, it sent a platoon of 

robots after her, trusting their programming to take care 

of the traitor. 

Casandalee's flight from Silver Mount led her to take refuge 

in a nameless valley-which would eventually come to be 

known as the Scar of the Spider. Even five hundred years ago, 

the valley harbored a reputation of danger, and her hope was 

that her pursuers would not expect her to seek shelter in such 

a notorious site. She hid in a cavern in the western reaches of 

the valley, but knew it would only be a matter of time before 

Unity's followers caught up with her. Her greatest fear was 

that they would capture and kill her before she had a chance 

to reach civilization and recruit aid, and so she decided to use 

the stolen neurocam to transfer her mind into the compact 

AI core-and in so doing, created an AI duplicate ofherself 

who could keep her knowledge and warn others. 

Casandalee hoped to find a robot host to upload her AI 

into, but Unity's hunters caught up with her more quickly 

than she'd expected, and when they confronted her while 

she was out gathering supplies, she had to fight for her 

life. Drawing upon her magic and technological reserves, 

she used a powerful explosive to momentarily disrupt the 

programming ofthe two annihilators and nearly destroyed 

the reclamation robot, but was forced to abandon the Scar 

ofthe Spider (as well as most ofher gear and the compact AI 

core). While the disruptive blast forced the annihilators to 

lose their pursuit orders, the remaining gearsmen remained 

on her trail as she fled east. They eventually caught up to an 

exhausted and depleted Casandalee, finally defeating her 

in the wreckage of the Aurora under the town ofladenveigh 

(see "The Choking Tower"). 

For five centuries after these events, the desolate valley 

lay dormant, its own reputation growing as sightings of 
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nDVENTURE nDVlrE 

"Va l ley of the Brain Col lectors" is a complex adventure i n  

that t he  PCs i n it ia l ly have very l ittle d i rection other t han  to  

seek ou t  a s ingle device h idden somewhere in a huge val ley. 

This task is compl icated by the fact that one of the item they 

seek, the neurocam'G, was only a tool used by Casandalee 

to transfer her mind to a compact Al  core (see page 62). 

"Va l ley of the Bra in  Col lectors" is a sandbox adventure, and 

the route the PCs take through its encounters is left largely 

to them, but they should eventua l ly learn that the source of 

their quest, Casandalee, is imprisoned within the Domin ion 

H ive (area M). 

Addit ional  advice and  suggest ions for how to run this 

adventure can be found i n  th is vo l ume's Foreword on pages 

4-5 of this book. 

the deadly annihilator robots spread rumors of strange 

arachnid-like monsters. Then, in 4709 AR, the Dominion 

of the Black came to the Scar, descending from the cold 

depths of space in a monstrous partially organic vessel. The 

Dominion had not forgotten their ancient encounter with 

Divinity-that the ship dispatched to pursue Divinity took 

nine thousand years to finally reach Golarion is oflittle 

concern to the ineffably patient aliens. 

The Dominion of the Black chose the Scar of the Spider 

as their landing site for its remote location, and today, their 

hidden hive here represents one ofthe largest active Dominion 

outposts on Golarion. Their ship has slowly decayed over the 

years while their underground hive has flourished. The 

Dominion has found plenty ofinterest within the Scar itself, 

including the two annihilator robots left behind after their 

final fight against Casandalee and the compact AI core itself. 

With the annihilators, the Dominion had two ready-made 

minions that, once fitted with cages and new programming, 

could scour the region to gather humanoids as experimental 

stock. But it was the AI that intrigued them the most, for 

if they could engineer a way to reverse the process, to use 

Casandalee's AI mind as a seed to spark consciousness in 

organically grown "blank" brains, the Dominion would have 

an endless resource to augment their biological sciences. 

Of course, the Dominion's presence in the Scar of 

the Spider did not go unnoticed forever. Recently, their 

activity attracted the attention of old enemies. A group 

of mi-go have come to the Scar to continue an ages old 

battle against an ages old enemy. By the time a dangerous 

prisoner (a kasatha gunslinger named Isuma) escaped from 

Dominion captivity during a mi-go attack on the hive, the 

number of complications facing the Dominion had grown 

significantly. Today, the valley has become a battleground 

between two groups of aliens eager to harvest the brains of 

an unsuspecting planet's natives. 

PDRT I: SrDR OF THE SPIDER 
At the conclusion of"The Choking Tower," the PCs should 

have recovered a key bit ofinformation from the dungeons 

below Furkas Xoud's haunted edifice-a recording of the 

wizard's frustratingly briefinterview with Casandalee. While 

short, this recording reveals one key bit ofinformation: that 

Casandalee recorded her knowledge with a device called a 

neurocam and hid it in a cavern in the Scar ofthe Spider. Very 

little additional information is available to the PCs regarding 

Casandalee-ifthey wish to learn more, they must follow up 

on this tantalizing clue by traveling to the Scar ofthe Spider 

themselves to find the hidden neurocam. A DC 28 Knowledge 

(engineering) check is enough to know that a neurocam is a 

fantastic device that can record all ofa creature's thoughts 

and memories, and that these memories can be accessed via 

other devices. Ifthe PCs can recover the neurocam, they can, 

in theory, use all ofCasandalee's information about Unity 

and Silver Mount to their advantage. What the PCs won't 

discover until late in this adventure is that Casandalee's 

mind has already been transferred from this neurocam into 

a compact AI core, and that she is currently a captive of the 

Dominion of the Black. 

Note that, as written, no NPC sends the PCs on this quest, 

"Valley of the Brain Collectors" assumes that the PCs come 

upon this plan on their own. If you find that your PCs need 

an extra push to get started on this adventure (particularly 

ifthey seem eager to skip this adventure entirely and move 

directly on to Starfall to try to confront Unity), you should 

use friendly NPCs as agents to redirect them to seeking 

Casandalee's neurocam in the Scar of the Spider. Allies 

from Torch can provide this advice, but so can the star 

monarch Longdreamer if the PCs have allied with her in 

"The Choking Tower." In fact, ifthe PCs have done so, 

Longdreamer can even provide them with transport across 

Numeria on her back to the Scar of the Spider, and in so 

doing can give the PCs a unique bird's-eye view ofthe region 

before they ever set foot within. Longdreamer herself can 

sense the strange alien dreams that ripple up from the valley 

and she refuses to enter the region herself, but will remain 

in the area if the PCs request. She can serve as a guardian 

over them as they rest and sleep in this manner, but only if 

they agree to exit the valley to do so-what slumbers within 

frightens the star monarch, and that should certainly serve 

as a warning to the PCs that they had best take care! 

Ifthe PCs elect to take more traditional methods oftravel 

from the Choking Tower to the Scar ofthe Spider, Pathfinder 

Campai!Jn Settin!J: Numeria, Land of Fallen Stars provides all the 

information you need to run such an overland journey of 

over 200 miles, including several wandering monster tables. 

Ofcourse, simply informing the PCs that their journey was 

uneventful and skipping ahead to their arrival works as well. 

In any event, this adventure truly begins once the PCs arrive 

at the Scar of the Spider. 

. . . - ·- - '_-:--====--- --
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SCAR OF THE SPIDER FEATURES 
This steep-walled, roughly Y-shaped valley lies at the western 

extreme of the Felldales.  A minor tributary of the West 

Sellen River that no one has ever bothered to name runs the 

valley's length, and caves riddle its walls. This portion ofthe 

Felldales is quite forested, and the valley is both surrounded 

by old growth coniferous woodlands and contains two large 

wooded areas itself Unwooded areas within the valley are 

primarily covered in rough grass and scrub growth. The 

southwestern-most leg of the valley is a fetid marshland 

that trickles into the main river to the north. 

The Scar of the Spider has long hosted a wide range of 

wildlife, particularly sizable spiders of all species, but also 

a variety ofless fantastic flora and fauna in its eastern half, 

where deer, boar, and other mundane game dwell. The 

further west one travels, though, the greater the presence 

ofthe valley's alien colonists grows, and there, most animal 

life fears to tread. The wandering monster chart on page 

83 of this book can be used to generate random encounters 

with the valley's more dangerous inhabitants. 

The contour lines on the Scar of the Spider map show 

200-foot elevation changes-the valley itself averages about 

600 feet deeper than the surrounding badlands. The valley 

walls are cliffs in some places, but just steep slopes in others. 

It's a DC 15 Climb check to scale these walls. The valley floor 

itselfis relatively level, and the waters ofits nameless river 

are placid. The tributary draining from the southwestern 

swamp never gets deeper than 10 feet, but the waters of the 

primary river average 50 feet deep. Depths can reach up to 

150 feet in the larger lakes. 

A. Entrance to the Scar (CR 8) 

A wide val ley yawns i n  the forested badlands, the cl iffs to either 

side of the half-mi le-wide canyon rising six hundred feet to forested 

heights above. Below, the val ley floor is a broken landscape of 

boulders, strewn rocks, and patches of tenacious shrubs and weeds 

c l ing ing desperately to what patches of so i l  they can f ind. The 

dark waters of a placid river flow slowly down the val ley's center, 

whi le sprawled in the waters near the val ley's entrance is the 

tremendous, smoking bu lk of an immense mechanica l  arachn id .  

The immense destroyed robot is one ofthe two annihilators 

originally sent south from Silver Mount in pursuit of 

Casandalee centuries ago. After their programming was 

scrambled, the two annihilators remained in the valley. It 

wasn't until they were commandeered by the Dominion that 

they became active again. The sight ofthe smoking remains 
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of a destroyed annihilator robot should give most parties 

pause-rumors ofthese immense constructs have circulated 

through Numeria recently, but the idea that something could 

bring down such a behemoth is sobering indeed. 

A closer examination of the battlefield, along with a 

successful DC 30 Perception or a successful DC 20 Survival 

check to track reveals more information. The battle took 

place approximately a week ago, and judging by the damage, 

not one but two annihilators were involved in the fight-the 

tracks of the surviving annihilator can be followed all the 

way to the Dominion Hive (area M) with a successful DC 

23 Survival check. An immense crater, left by a devastating 

explosion, is near the remains ofthe fallen annihilator, and 

it would seem that this blast spelled the robot's doom-a 

successful DC 20 Knowledge (engineering) check confirms 

it was primarily a plasma and concussion blast. This trap 

was left by Isuma (see area E), who had hoped to destroy 

both annihilators after they returned from a mission for 

the Dominion harvesting new victims, but it only managed 

to wreck one while damaging the other. With a successful 

DC 32 Survival check, a character also notes well-hidden 

humanoid footprints amid the ruins. These prints were left 

by Isuma, and if they are successfully tracked they lead to 

the Machine Caves (area E). Finally, a DC 21 Survival check 

uncovers a third set of prints left by humanoid feet, this 

trail is easier to follow and leads to area F-these tracks 

were left by penitent androids who gathered fragments 

form the fallen robot for destruction and sacrifice in their 

religious practices. 

One additional grisly find awaits those who investigate 

the battlefield. The remains of a large cage that seems to 

have once been attached to the annihilator are twisted and 

torn, and strewn amid the twisted metal are the remains 

of a half-dozen Kellid barbarians. While these barbarians 

seem to have been killed by the blast, all six have had the tops 

of their heads removed-no sign ofbrains remain within. 

These brains were harvested by the Dominion ofthe Black 

soon after they arrived to investigate the explosion. 

Hazard: Although the annihilator was destroyed a week 

ago, its central power supply continues to spark and hum. 

The power core is unstable, and any attempt to physically 

interact with the robot's remains has a cumulative 10% 

chance per round to cause the unstable core to finally 

explode, inflicting 10d6 points of bludgeoning and 10d6 

points of fire damage to everything within a 30-foot radius 

of the remains (Reflex DC 20 half). A successful DC 25 

Knowledge (engineering) check is enough to identify the 

danger before the chance of explosion occurs, at which point 

' . .  - ·- . ·_-:--====--- --
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a successful DC 35 Disable Device check is enough to vent the 

pent up energy in a relatively harmless 5-foot-wide column 

of fire rising into the heavens above. Failing this check by 5 

or more results in an explosion. In any event, either result 

is enough to alert Mad Paeytr, and the ex-druid is likely to 

come investigate soon thereafter (see area C) . 
Story Award: If the PCs deactivate the unstable core (or 

activate it and survive the blast), award them 4,800 XP. 

B. Infested Cavern (CR 1 0) 

A swath of bright red covers the entrance of a fifteen-foot-wide 

cave entrance here. At first, the red looked l ike an immense stain 

of blood, but closer i nspection reveals i t  to be a thin layer of some 

sort of crimson mold or l ichen. With in the dark cave hang sheets 

of red-encrusted spider webs as thick as a human's finger. 

Numerous caverns similar in size and scope to these can 

be found throughout the walls of the Scar of the Spider­

feel free to place them throughout the valley as you see 

fit. The majority of these unlabeled caves contain nests of 

giant spiders, creatures unlikely to provide a particularly 

dangerous threat to 10th-level PCs, and as such they are not 

further detailed in this adventure. 

This particular cavern, though, is of note for the strange 

fungal colony that's infested the entire place (see Hazard). 

The cave itself was once inhabited by a nest of giant hunting 

spiders, but when one of the spiders ambushed a penitent 

android who had become infected by the virulent fungus, it 

returned here, allowing the fungus to spread and consume 

the entire nest. A dozen bodies of giant spiders, including 

an enormous one the size of a rhino, lie strewn about area 

Bi-while eerie, these remains are harmless save for the 

danger of the omnipresent red mold. 

Creatures: While most of the smaller giant spiders died 

from exposure to the red mold, three particularly robust 

ogre spiders survived long enough to transform into red 

mold mutants. These three mutant spiders linger within 

the cave still, and swiftly move to attack intruders. 

RED MOLD OGRE SPIDERS (3) CR 6 

XP 2,400 each 

Mutant variant ogre spider (Pathfinder RPG Bestiary 3 254, 

Pathfinder Campaign Setting: Numeria, Land of Fallen Stars 52) 

N Huge aberration 

lnit +O; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4 

DEFENSE 

AC 1 8, touch 8, flat-footed 18 (+10 natural ,  -2 size) 

hp 78 (12d8+24); fast hea l i ng 5 

Fort + 1 0, Ref +4, Will +4 

DR 5/-; Immune rad iation, m ind-affecting effects 

OFFENSE 

Speed 40 ft., c l imb 40 ft. 

Melee bite +14 (2d8+1 0 plus poison) 

Space 15 ft.; Reach 1 5  ft. 

Special Attacks poison, web (+7 ranged, DC 1 8, 12 hp) 

TACTICS 

During Combat The sp iders pursue foes re lentlessly once they 

start a f ight. Note that their motion is more than enough to 

kick up clouds of spores within the cave itself. 

Morale The mutant spiders f ight to the death. 

STATISTICS 

Str 25, Dex 1 1 ,  Con 14 (current score, normal ly 20), Int -, Wis 

10, Cha 2 

Base Atk +9; CMB +18; CMD 28 

Skills C l imb +31, Perception +4, Stea lth -4 

SQ compression, deformity (mind less, poor ab i l ity [Dexterity]), 

mutations (armored, fast hea l i ng, rugged) 

SPECIAL ABILITIES 

Mutations (Ex) These spiders are currently sti l l  suffering 6 

points of Constitution drain, and their mutated bodies have 

lower than normal Dexterity. The same mutations grant a +2 

bonus to natura l  armor, damage reduction, and fast heal ing. 

Al l  of these modifications are inc luded in the stats above. 

Poison (Ex) Bite-injury; save Fort DC 1 9; frequency 1/round 

for  6 rounds; effect 1d4  Str and 1 d4  Dex; cure 1 save. 

Hazard: The red mold that grows within this cave cannot 

thrive in sunlight, but grows thickly within the shelter of 

the cave itself, covering every surface to a depth of an inch. 

The stuff is radioactive, and any creature in contact with 

the fungus becomes exposed to low radiation-rules for 

radiation appear on pages 55-56 of the Technolo!Jy Guide. If 

disturbed, the mold bursts forth with a cloud of radioactive 

spores-all within 10 feet of this burst are exposed to 

medium radiation. A creature drained to o Strength by 

this source of radiation damage suffers a horrific fate 

as its body twists and deforms-the creature gains the 

mutant template as a result ofthis, and in so doing becomes 

immune to radiation and can heal from its Strength damage 

normally (although any Constitution drain suffered from 

the effect persists until cured). All mutants created by red 

mold gain the mindless deformity and become neutral 

aligned. This particular form of mutation can be reversed 

by a heal spell, although doing so requires a successful DC 

30 Caster Level check. Additionally, a red mold mutant that 

is killed and brought back to life is restored without the 

mutant template. 

Fire can destroy a 5-foot-square patch of red mold, but 

also triggers a double-sized burst of spores that lingers 

in the area for 1d4 rounds before burning off Sunlight 

renders the mold dormant (and prevents new growth), and 

extreme cold kills it. Remove radioactivity kills a number of 

5-foot-square patches of red mold equal to the caster level, 

and JJreater remove radioactivity kills four times this amount, 

both without triggering a spore explosion. 
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Treasure: While dozens ofbones, animal and humanoid 

alike, are strewn throughout the cave, an investigation of 

area Bz reveals the partially eaten body of a dead android. 

The spiders fed on the body, but were unable to finish their 

meal before the mold overtook them. The body wears a +z 

chain shirt, and a search ofthe body (which causes the mold 

growing over it to burst) reveals a leather purse containing 60 

gp, a pair of red garnet stones (100 gp each), an adamantine 

long sword, and three scrolls (communal share lanEUaEeuc, holy 

smite, and wind wall). The corpse also wears a distinctive 

amulet of natural armor +z that depicts a pair of broken 

laser rifles-this amulet can help the PCs make a better 

impression on the android pilgrims at area F ifthey present 

it as a gift. The androids there might send the PCs back 

to this cave to recover the body oftheir fallen ally as well. 

Story Award: If the PCs navigate this cave and deal with 

the red mold, award them 4,800 XP. 

C.  Mad Paeytr's Orchard (CR 5) 

The val ley's wal l  rises up here in a forty-foot-h igh bluff. A s ing le 

cave entrance s i ts at ground level, the opening hung with strings 

of bones, twigs, bits of metal, and tiny fetishes crafted out of 

fi ber and leaves. Before the entrance to a cave are five gardens 

of strangely colored vegetables and fruits. A few fruit trees grow 

nea rby, sh ie ld ing the view of the garden and cave entrance save 

for from the east. 

Creature: For several years, this area has been the home 

of a mad ex-druid named Paeytr Meracnin. He first came to 

the Scar ofthe Spider in 4708, hoping to tame its wilderness 

and restore the order of natural balance-what he found 

here were aimless robots, alien infestations, and invasive 

species. Regardless, he set about doing Gozreh's work after 

building himself a garden home here, but a year later, the 

Dominion dropship descended into the valley. Aghast at 

the alien intrusion, Paeytr traveled into the depths of the 

Scar to observe, but was swiftly captured. Whether or not 

one could call him fortunate in that he was turned over 

to the kyton Paajgat rather than the intellect devourers or 

the neh-thalggus is a matter of perspective. The fact that 

he managed to escape captivity before the cruel surgeries 

visited upon him claimed his life would argue for luck, yet 

the damage done to his mind and faith was as permanent as 

the atrocities performed upon his body. His brain altered in 

ways that make it undesirable for the neh-thalggu, and his 

body too old and feeble for the intellect devourers to covet, 

Paeytr has been allowed to return to a strange but simple 

life here. Although he's lost his faith and druidic powers, 

the manipulations of his mind and body have given him 

a strange insight into the methods of combining native 

plants with alien ones. Today, Paeytr still believes he's 

bringing nature back to the Scar of the Spider, when in 

fact his experiments have been doing quite the opposite­

causing permanent changes to native flora by hybridizing 

it with alien spores. 

Mad Paeytr is 40 years old, but looks at least ten years 

older. His face is deeply tanned and leathery from a life in the 

sun, his dark hair graying, his frame and movements shaky. 

His body is a map of dozens of fine scars. His eyes water and 

droop as ifhe's not slept in days, but his most significant 

feature is the metallic leg attached just below his knee. 

Installed by Paajgat after a particularly invasive operation, 

Paeytr doesn't think ofthe metal leg as anything other than 

a limb of flesh and blood, despite proof otherwise. He grows 

increasingly agitated and angry the more visitors insist 

he has a metal leg, but never grows violent-Paeytr's time 

with the kyton has left him cowardly when it comes to the 

prospect of more pain. 

For all his eccentricities, when Paeytr first encounters the 

PCs (either when they reach this location, after he seeks them 

out after spotting their campfire, or he otherwise notices 

them), he is pleasant enough. "Imagining green growing 

things are all the world, I sometimes forget that flesh walks 

the earth as well," is his quirky greeting. He apologizes for 

his inattention toward those things not rooted in the soil 

and extends warm greetings, inviting the PCs back to his 

home for a meal and conversation. 

At his orchard, Paeytr warns the PCs to avoid simply 

eating any of the fruits or vegetables that grow there. He 

warns that the soil ofthe Scar is tainted by the "Butchers," 
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(his collective phrase for the Dominion ofthe Black and the 

mi-go-two factions he doesn't consider to be separate), and 

that his work rooting out their poisons is never ending. He 

does proudly state that in many cases, he's been able to purify 

the Butchers' influence from his garden to produce "pure" 

foodstuffs-through great effort he's managed to grow these 

hybrid vegetables and fruits with no negative side effects. 

Paeytr is starved for conversation, and unless the PCs 

deliberately antagonize him, he invites them to eat from 

his garden, offering them each a single ripe apple, carrot, 

mushroom, and pepper. See "Talking with Paeytr" below for 

what he can impart to the PCs, or Treasure for information 

about the effects of eating the strange foods he offers. 

Paeytr sometimes goes on short hunting trips for food, 

but he's loath to leave his plants here for long. He cannot 

recall anything of use regarding the Dominion unless the 

PCs ask him to describe them. In this case he states that they 

"skitter like crabs, walk upright with four arms, have black 

scales glowing green, and scale the walls and ceilings as a 

man traverses the earth." He says this without indicating he 

speaks of numerous different aliens, many of whom are not 

associated with the others (mi-go, neh-thalggus, intellect 

devourers, and more). 

MAD PAEYTR CR 5 

XP 1,600 

Male midd le-aged human (Kel l id)  ex-druid 1 2  

CN Medium humanoid (human) 

lnit -1; Senses Perception +1 2 

DEFENSE 

AC 1 6, touch 1 1 ,  flat-footed 1 6  (+5 armor, -1 Dex, +2 deflection) 

hp 94 (12d8+36) 

Fort +1 1,  Ref +3, Will +7 

OFFENSE 

Speed 30 ft. 

Melee quarterstaff +1 0/+5 (1d6+1) 

TACTICS 

During Combat Paeytr prefers to avoid combat if possi b le, 

knowing that he has l itt le other than h is  quarterstaff for 

protection. If forced to fight, he does so defensively. 

Morale Paeytr attempts to flee confrontations as soon as 

poss ib le, hoping to h ide or otherwise escape. If cornered in 

h is cave, he bitterly fights to the death. 

STATISTICS 

Str 1 2, Dex 8, Con 1 2, Int 16, Wis 5 currently (normally 1 6), 

Cha 1 1  

Base Atk +9; CMB +10; CMD 2 1  

Feats Brew Potion, Combat Casting, Craft Wondrous Item, G reat 

Fortitude, Iron Wi l l, Spel l  Focus (evocation), Toughness 

Skills Craft (a lchemy) +18, Hand le Animal +1 5, Heal +1 2, 

Knowledge (geography) +18, Knowledge (natu re) +18, 

Perception +12, Spel lcraft +18, Survival +12 

Languages Common, Druid ic, Ha l l  it, Ore, Sylvan 

SQ insane i nsight 

Gear +3 leather armor, quarterstaff, ring of protection +2 

Treasure: Paeytr doesn't allow visitors into his cave unless 

he trusts them. The outer cavern (area Cz) contains a crude 

sleeping pallet and mundane food supplies. Area C3, which 

Paeytr rarely visits today, contains a small, personal altar of 

Gozreh fashioned from a large and beautiful set of geodes 

embedded in the wall. This altar was once magical and 

functioned as an altar of Gozreh (Pathfinder CampaiJJn SettinJJ: 

Inner Sea Gods 247), but it's now inactive. If a worshiper of 

Gozreh prays before the altar with enough devotion (and 

makes a successful DC 20 Knowledge [nature or religion] 

check), the altar reactivates. At your option, curing Paeytr 

of his Wisdom drain may be enough to cause the altar to 

reactivate as well. This altar of Gozreh is aligned against chaos. 

The hybrid fruits and vegetables growing in Paeytr's 

orchard are bitter tasting but nutritious enough. All look 

strangely bloated, prickly, furry, or glow softly, and a DC 15 

Knowledge (nature) check is all that's needed to confirm that 

they've been influenced by something outside ofthe natural 

world. Foodstuffs found here are summarized below-eating 

unripe plants won't cause any unusual effects, but consuming 

ripe ones causes a debilitating or helpful effect, depending on 

ifthe food was spoiled. Identifying the effects of a ripe fruit 

or vegetable (including whether or not it's spoiled) requires 

a DC 30 Knowledge (nature) check, although ifhe's helpful, 

Paeytr can describe what each does, as well as which ones are 

spoiled and should be avoided. A ripe fruit remains ripe for 

ld6 days after harvest, at which point it becomes spoiled. The 

effects of eating spoiled fruit are poison effects. 

Apples (12 ripe, 10 spoiled): Eating a ripe apple grants a +4 

bonus on saving throws against radiation effects for 24 

hours. A spoiled apple causes the eater to become sickened 

for 12 hours (DC 15 Fortitude negates). 

Carrots (8 ripe, 9 spoiled): A ripe carrot grants the eater a +4 

bonus on Perception checks for 24 hours, but eating a spoiled 

carrot has the opposite effect, imparting a -4 penalty on 

Perception checks for 24 hours (DC 15 Fortitude negates). 

Mushrooms (7 ripe, 6 spoiled): These mushrooms exude an 

oily substance that closely mimics certain odors extruded 

by Dominion of the Black agents, and grants a +4 bonus 

on Stealth checks inside of the drop ship (area L) or the 

Dominion Hive (area M), against Dominion agents. Rubbing 

a mushroom on oneself provides this benefit for an hour; a 

spoiled mushroom provides no bonus or penalty. A spoiled 

mushroom is poisonous ifingested, however (save Fort DC 

2o;frequency l/round for 6 rounds; effect 1 Con and ld3 Dex; 

cure 2 consecutive saves). 

Peppers (11 ripe, 12 spoiled): These bright red peppers are 

quite hot, and eating any (spoiled or ripe) causes the eater to 

become staggered for ld4 rounds (DC 15 Fort negates). Eating 

a ripe pepper enhances reflexes, and grants a +2 bonus on 
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Initiative checks and Reflex saves for 1 hour. Eating a spoiled 

one causes the eater to become fatigued (DC 14 Fortitude 

negates). Additionally, rubbing a pepper (ripe or spoiled) on a 

flesh valve (see Part 4) causes the seam to open automatically 

without need for a Strength check or other action-applying 

a pepper in this manner is a standard action. 

At your option, other fruits or vegetables with similar 

effects might grow here as well. 

Development: If the PCs accept Paeytr's invitation to use 

his lair as a campsite, they may find that it's not as safe as 

they'd hoped. Once the PCs manage to significantly challenge 

the mi-go or Dominion, the aliens might learn of the PCs' 

association with Paeytr. In this case, a raiding party from 

one of these groups might come to the orchard, destroy the 

ex-druid's crops and trees, and abduct him. The next time 

the PCs return to this area, they'll find the place under the 

control of a group of 4 mi-go or 2 neh-thalggus that attempt to 

ambush and capture the PCs. Whether or not they can recover 

Paeytr before his brain is removed depends on the speed at 

which they move to rescue him and your benevolence as a GM. 

Story Award: Ifthe PCs make an alliance with Paeytr and 

learn what he knows, award them 9,600 XP. 

If the PCs manage to restore his mind by curing his 11 

points of Wisdom drain, Paeytr realizes the error of his 

ways and slowly begins the long progress of regaining his 

faith. Whether or not he does so quickly enough to become 

a powerful ally to the PCs is left to you, but in any event, 

award the PCs 12,800 XP as if they had defeated him in 

combat as a fully capable druid. 

Talking With Paeytr 
Speaking to Paeytr should be challenging, since the man is 

insane, but ifthe PCs ask the right questions, he can provide 

them with important clues. At the very least, you should use 

an interview with Paeytr to spark the PCs' interest in the 

four-armed alien who lives in the machine caves.  Likely 

questions and his answers are given below. 

How did you come to be here? "These trees called me, 

these flowers asked to bloom, these carrots gave muffled 

pleas for my aid." 

What happened to you? "The Butchers from the Dark 

Tapestry did these things to me. They gave me to the flayer, 

and she remade me and unmade me and when I escaped, I 

recovered through the strength of my own will." 

Who are these "Butchers?" "The deep darkness birthed 

the Butchers, disgorged their malevolence. The stars wink 

at horrors mercifully beyond our ken." 

Where are these "Butchers?" "The river flows from the 

west. It is from this source they have come. Their vessel 

rots yet on the banks of the river source, and their hive lies 

beyond its remains." 

Who is the flayer? "One of the Butchers' agents. She is 

not like them. She is from the shadows beyond, a minion of 

pain and darkness, yet she works with them as a mercenary. 

She alone is not from the Dark Tapestry, yet her capacity for 

cruelty might be even greater." 

Can you help us against the Butchers? "I will not return to 

them. I can give you food to bolster yourselves against them, 

but I will not risk my mind and body. There may be others 

nearby who can provide you aid, though ... but them I do not 

trust. You might, though. You seem to be trusting folks." 

Who else dwells in the Scar/Who else can help us? "There 

are some people who live in a cave to the southwest-at the 

end of a narrow gorge. They are strange, but their distrust of 

the machines marks them as trustworthy, I think. Another 

man has come recently as well, but he has the stink of the 

rifts on him. He visited me shortly and asked about some 

Technic League agents who visited the Scar many months 

ago. He was seeking them, but as an ally or enemy I cannot 

say-he may still be within the valley, or may have left. He 
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made me nervous. But the four-armed lady, though ... she 

is the strangest ofthe non-Butchers. She fights against the 

Butchers. This marks her as an ally, yet she works with the 

machines as well. She uses them. She wears them. She lives 

in the machine cave. I do not trust her, yet you might. She 

seems eager to kill the Butchers, and destroyed one oftheir 

metal pets. You saw that already, though." 

What is the four-armed lady? "She is from the stars as 

well. She fights with weapons from the stars. She is not 

from the Dark Tapestry, but she is not from here. I do not 

trust her alliance with the machines, but her hatred ofthe 

Butchers tells me she could be an ally." 

Where is she? " She dwells in the machine caves. I can show 

you but I will not go within." (At this point, Paeytr sketches 

a map of the Scar of the Spider in the dirt and indicates 

the location ofarea E as the location of the machine caves.) 

What happened at the entrance to the Scar/Who defeated 

the robot? "Those machines have dwelt here since I first 

arrived, and now they serve the Butchers. They gather 

victims from afar and bring them back, but the four-armed 

lady blew one up. There is one other, but I haven't seen it 

since it hobbled back to its masters. I hope it died." 

What did the Technic League agents want? "They came 

here months ago and they had questions about the machines. 

They were uncouth guests and overstayed their welcome, 

but left me alone once I told them the machines served 

the Butchers deeper in the Scar. They seemed intrigued 

and angry that the Butchers now controlled the machines. 

They spoke of confronting the Butchers, but they have not 

returned since. I suspect they found the Butchers to be more 

than they could handle. I hope so. They were rude to me." 

Have you seen a neurocam anywhere? Ifthe PCs describe 

the device they're seeking, Paeytr can't help them. He hasn't 

seen one ofthese in his time in the Scar, but he does suggest 

the PCs head north to the Machine Caves (area E). "There's 

entire caves in there filled with junk. Maybe you'll find one 

of those neurocams in there?" 

D. Alien Grove (CR 1 1 )  
Creatures: Among the numerous aliens brought to the 

Scar of the Spider by the Dominion are a group ofhideous 

creatures called yangethes. These treelike horrors have keen 

intellects, and on many planets have formed independent 

colonies that farm victims for their emotions. The yangethes 

brought on the Dominion dropship have not yet done so, 

but they have been cut loose from the hive itself-the neh­

thalggu hope these yangethes serve as guardians against 

intrusions into the Scar, but also want them to propagate 

and spread through Numeria. 

As a result, several groves ofyangethes can be found 

throughout the forested areas of the Scar ofthe Spider. The 

PCs should stumble across at least one such grove during 

the adventure, and at your option may encounter more. 

The creatures are generally encountered in pairs, often 

with recently deceased bodies of victims (see Treasure for 

an example). Yangethes feed on emotions, and as such a 

dead body is of no nutritional value to them. They prefer 

to capture prey alive, rendering it helpless via nonlethal 

damage or Charisma drain, and then feed regularly on 

their captives' emotions until the prey dies ofthirst. At your 

option, other NPCs the PCs encounter during the course of 

the adventure might end up being abducted and put to sleep 

in this way by a pair of yangethes, giving the PCs a side-quest 

to complete-save the abducted NPC before she succumbs. 

YANGETHES (2) CR 9 

XP 6,400 each 

CE Large aberration (The Dragon's Demand 63) 

lnit +4; Senses darkvision 1 20 ft., Perception +19 

DEFENSE 

AC 23, touch 1 3, flat-footed 1 9  (+4 Dex, +1 0 natural, -1 size) 

hp 1 1 5  each (1 1 d8+66) 

Fort +9, Ref +9, Will + 1 2  

DR 1 0/slash ing o r  piercing; Immune cold, fear, m ind-affecting 

effects; SR 20 

OFFENSE 

Speed 40 ft. 

Melee 2 claws +14 ( 1d6+7), 4 tentacles +1 3 (1 d6+3 plus grab) 

Space 10  ft.; Reach 10 ft. 

Special Attacks feeding tentacles 

Spell-Like Abilities (CL 1 Oth; concentration + 1 3) 

Constant-air walk 

At wi l l-darkness, telekinesis (DC 18), tree shape 

3/day-fear (DC 17), qu ickened true strike 

1/day-demand (DC 2 1), psych ic  blast (DC 1 8) 

1/year-interplanetary teleport"M (self p lus 50 lbs. of 

objects on ly) 

TACTICS 

Before Combat The yangethe d isgu ises itself with tree shape. 

During Combat A yangethe remains in h id ing whi le new prey 

approaches, hoping that the lure of bodies is enough to draw 

victims within range of a psychic b last. Once the majority of 

foes come within range, the yangethe uses psych ic  blast and 

then fol lows that  up  by moving to attack. It uses quickened 

true strike whenever it on ly  makes one attack in a round, 

and uses fear to try to scare off add it ional foes but tries to 

keep at least one vict im close by to try to capture. If foes 

escape (or i f  they avoid the lure of treasure and move on), 

the yangethe uses demand shortly thereafter to suggest one 

of the visitors return to loot the body a lone.  

Morale I f  reduced to fewer than 20 h i t  points, a yangethe 

teleports away to a d istant p lanet in another galaxy to 

recover-it may seek to return to the Scar of the Spider in a 

year, but harbors no need for revenge aga inst the PCs. 

STATISTICS 

Str 24, Dex 18, Con 22, Int 17, Wis 21,  Cha 1 7  
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Base Atk +8; CMB +16 (+20 grapple); CMD 40 (can't be tr ipped) 

Feats Combat Casting, Combat Expertise, L ightn ing Reflexes, 

Mu ltiattack, Quicken Spel l -L ike Abi l ity (true strike), Weapon 

Focus (tentacles) 

Skills Knowledge (arcana) +14, Knowledge (geography) +14, 

Knowledge (engi neering) +1 7, Perception +19, Sense Motive 

+16, Spel lcraft +17, Use Magic Device +14 

Languages Aklo; telepathy 60 ft. 

SQ no breath 

SPECIAL ABILITIES 

Feeding Tentacles (Su) As a standard action as part of 

maintaining a grapple, a yangethe can use its mouth tentacles 

to feed on a help less or grappled creature by making a +14 

melee touch attack. If i t  hits, the feed ing tentacles siphon 

away the victim's emotions and deal 1d4 points of Charisma 

dra in .  The yangethe heals 5 points of damage for every point 

of Charisma it drains in  this manner. As long as a creature 

continues to suffer this Charisma drain, each time it attempts 

to sleep it is affected by a nightmare spell (CL 1 0th, DC 20), 

experiencing terrifying dreams in which it relives the feel ing 

of being fed upon over and over. Al l  effects from the feeding 

tentacles are mind-affecting effects. 

Psychic Blast (Sp) This spe l l - l i ke ab i l ity funct ions as confusion, 

and a lso deals 1 0d6 points of nonlethal damage when it first 

affects foes (Wi l l  DC 21 ha lf). This abi lity is the equivalent of 

a 5th-level spe l l .  

Treasure: A corpse lies at the base of an actual tree located 

between the two disguised yangethes. The body carries 

several now ruined items, along with a +z cold siccatiteTG 

da1rner encased in a shell of ice, frozen leaves, and flesh. A 

backpack under the body is filled with a wealth of strange 

technological parts worth 3,500 gp to someone interested in 

such components. Amid these parts is a metal scroll tube, 

within which are two arcane scrolls of destroy robot. Should 

the PCs employ speak with dead, the body reveals that she 

was a wizard named Gwedolyn of Hajoth Hakados who 

had agreed to deliver the parts and scroll in the pack to a 

colleague named Marthas in Karcau. Gwedolyn decided 

to take a shortcut across Numeria and 

entered the Scar of the Spider on a 

lark, only to be attacked by "trees that 

came alive and stole my dreams." The parts 

themselves can be of value to Binox (see Part 

2)-the robot would be happy to barter 

his services for them rather than 

accepting a functioning technological 

item as payment. 

E. Machine Caves 
This location is detailed in Part 2.  

F. Penitent Pilgrimage (CR 1 2) 
Creatures: An apocalyptic preacher caused quite a stir recently 

in the distant Numerian town ofDravod Knock, spreading 

a severe message to a growing congregation of followers: 

technological items are an evil affront to all the gods 

and must be eradicated. Calling himselfOmed 

the Prophet, he even condemned the use of 

gunpowder and firearms. Several residents of 

his community adopted this message, leading 

town elders to fear for trade and what little 

technology the hardscrabble settlement possessed. 

When they confronted Omed, the mad prophet 

attempted to prove the dangers of technology 

by detonating a satchel of grenades, killing 

himself and several town guards in the 

process. 

Omed's words had already affected 

several people in town, but none more so 

than a small group of androids living under 

the guise of humanity. Persuaded further by 
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his final sermon and suicide, the androids have become 

convinced that they themselves are affronts to nature and 

opted for self-imposed exile in the Felldales. Following a 

charismatic leader, Harab, these penitent androids have 

come to the Scar of the Spider in hopes of achieving some 

sort of awakening and learn how to shed their artificiality 

and join the truly living. 

The androids number a dozen in all, but only five (Harab 

included) are present in the Scar at this time. The other six 

have journeyed throughout Numeria on individual quests 

to find other androids and direct them back here to join the 

remote pilgrimage. Harab does what he can to mimic non­

synthetic life-feigning sleep, building fires for warmth, 

meditating, and practicing emotional interactions. 

The PCs might come upon this campsite on their own, or 

they might encounter a small group of newcomer androids 

who seek guides to the site. However they come to the 

pilgrimage, they find it to be a humble site within a small 

cave on the south wall of this narrow box canyon. Several 

logs sit around a central fire pit, on which sit four pale 

androids clad in breastplates and bearskin coats. They are 

a quiet quartet, one warming his hands, their eyes closed 

as though reverent in prayer. A jumble of metallic junk is 

scattered west of the fire as well. 

These androids are deep in meditation following a recent 

trip to the destroyed annihilator at area A-the pile of 

metallic junk are parts they scavenged from the destroyed 

robot two days before the adventure began, fragments the 

androids plan on destroying over the course of the days to 

come as part oftheir burgeoning religion. The androids take 

a -4 penalty on Perception checks, but as soon as they notice 

the PCs, they immediately stand and grab their weapons, 

startled. One shouts, "Harab! We've got visitors!" 

The androids ask the PCs to halt and wait for their leader 

(who takes id4+2 rounds to finish her meditation in area 

Fz before joining the PCs and other androids in area F1). 
They refuse to answer questions or allow the PCs further 

entry, but won't attack unless they are attacked themselves. 

Ifthe party attacks, Harab instead uses the tunnel from area 

Fz to sneak out and flank the PCs from outside the cave. 

Otherwise, she eventually emerges from her cave to greet 

the PCs as follows. 

"Greetings, visitors. We are but pi lgrims, on a holy journey through 

these lands in search of the human ity that evades us. We wish 

no confl ict with other honest travelers, provided they possess no 

blasphemies .  I f  you are clean, or  submit to righteous cleansing, 

we wi l l  leave you unharmed. We wi l l  permit noth ing to stand in 

the way of this p i lgr image and our new sacred charge." 

The other androids point out any obvious technology in 

the party's possession at this point-otherwise Harab asks 

if the PCs will submit to a search. If asked what they seek, 

Harab states bluntly, "Any and all alien devices dug from 

the earth are an abomination and must be destroyed . . .  any 

technology is an affront to life itself Turn over what you 

possess and allow us to cleanse you." If asked what their 

"new sacred charge" is, Harab replies that this is not their 

concern. If confronted by the fact that they are themselves 

the embodiment of technology, she responds, "There is no 

need for you to point out our great shame. In the end we will 

remedy that sacrilege." Ifthe party refuses, the androids see 

no other choice but to attack. 

In all likelihood this ends in combat unless the PCs 

can dissuade them of their conviction through persuasive 

diplomacy. The androids' attitude starts at unfriendly, and 

ifthe PCs manage to change their attitudes to friendly, the 

pilgrims "agree to disagree" with the party and allow them 

to keep their technological items as long as they promise 

to leave the cave at once. Harab exits the cave with them in 

this case and, at your option, might provide helpful advice 

(particularly in suggesting the PCs seek out the four-armed 

woman in the machine caves to the north, and warning 

them away from going deeper into the valley where the 

true horrors dwell). 

If the PCs can make the androids helpful, though, they 

can persuade the androids to question their beliefs. In this 

case the androids might even give up their pilgrimage and 

accept their artificial selves, at which point they may offer 

to aid the PCs on their mission. The androids know about 

the presence of the aliens deeper in the valley, but have 

avoided contact with them for now by remaining hidden. The 

Dominion and mi-go suspect there are creatures dwelling 

here, but have not yet sought them out, distracted as they 

are with their own projects and conflicts. 

PENITENT ANDROIDS (4) CR 7 

XP 3,200 

Android fig hter 8 (Inner Sea Bestiary 3) 

N Med i um humanoid (android) 

lnit +7; Senses darkvision 60 ft., low- l ight vision; Perception +7 

DEFENSE 

AC 21,  touch 1 3, flat-footed 1 8  (+8 armor, +3 Dex) 

hp 80 (8d 10+32) 

Fort +8, Ref +5, Will +1 (+3 vs. fear) 

Defensive Abilities bravery +2, constructed; Immune d isease, 

emotion-based effects, exhaustion, fatigue, fear, s leep 

OFFENSE 

Speed 30 ft. 

Melee +1 warhammer +14/+9 (1d8+7/19-20/x3) 

Ranged mwk composite longbow +12/+7 (1d8+3/x3) 

Special Attacks nanite surge (+1 0), weapon tra in ing 

(hammers +1 )  

TACTICS 

During Combat The androids attempt to capture the PCs a l ive, 

switching to non lethal attacks aga inst foes that seem about 
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ready to fa l l  in combat. They use Deadly Aim and Power 

Attack near the start of a fight, though, and attack to deal 

lethal damage i n  an attempt to soften up the PCs to a point 

where they can attempt to del iver knockout b lows. 

Morale The pen itent androids fight to the death un less they 

see Harab surrender, i n  which case they do  as wel l .  

STATISTICS 

Str 1 6, Dex 1 6, Con 14, Int 14, Wis 8, Cha 8 

Base Atk +8; CMB +1 1 (+13 bu l l  rush); CMD 24 

(26 vs. bu l l  rush) 

Feats Cleave, Dead ly Aim, Improved Bu l l  

Rush, Improved Crit ical (warhammer), 

Improved I n itiative, Power Attack, 

Toughness, Weapon Focus (warhammer), 

Weapon Special ization (warhammer) 

Skills C l imb +9, I nt im idate +10, Perception +7, 

Surviva l +10, Swim +9 

Languages Common, Ha l l i !  

SQ emotionless, armor tra in ing 2 

Combat Gear potions of cure moderate wounds (2); 

Other Gear +2 breastplate, +1 warhammer, mwk 

composite longbow, 138 gp 

SPECIAL ABILITIES 

Constructed (Ex) For the purposes of effects 

targeting creatures by type (such as a ranger's 

favored enemy and bane weapons), androids count as 

both humanoids and constructs. Androids gain a +4 racial 

bonus on all saving throws against mind-affecting effects, 

paralysis, poison, and stun effects, are not subject to fatigue 

or exhaustion, and are immune to disease and sleep effects. 

Androids can never gain morale bonuses, and are immune to 

fear effects and all emotion-based effects. 

Emotionless (Ex) Androids have problems processing emotions 

properly, and thus take a -4 penalty on Sense Motive checks. 

Nanite Surge (Ex) An android's body is infused with nan ites. 

Once per day as an immediate action, an android can cause 

h is nan ites to surge, gaining a bonus on any one d20 roll; this 

abi l ity must be activated before the roll is made. When an 

android uses th is  power, his circuitry-tattoos g low with red 

l ight equivalent to that of a torch in i l lumination for 1 round. 

HARAB CR 9 

XP 6,400 

Female android rogue (scout) 1 0  (Inner Sea Bestiary 3, 

Advanced Player's Guide 1 34) 

N Med i um humanoid (android) 

lnit +8; Senses darkvision 60 ft., low-l ight vision; Perception +12 

DEFENSE 

AC 20, touch 16, flat-footed 15 (+4 armor, +1 deflection, +4 Dex, 

+ 1 dodge) 

hp 78 (10d8+30) 

Fort +S, Ref +1 1,  Will +2 

Defensive Abilities constructed, evasion, trap sense + 3; 

Immune d isease, emotion-based effects, exhaustion, 

fatigue, fear, s leep 

OFFENSE 

Speed 30 ft. 

Melee +1 construct bane rapier +1 3/+8 (1d6+1/1 8-20) 

Ranged mwk shortbow +12/+7 (1d6/x3) 

Special Attacks nan ite surge (+1 3), scout's charge, 

skirmisher, sneak attack +Sd6 

TACTICS 

Before Combat Harab uses her wand of mage 

armor to protect herself before combat via Use 

Magic Device. 

During Combat Harab tries to sneak into combat 

to start a f ight with a sneak attack. Once combat 

is underway, she attempts to flank  foes with 

her fol lowers for more sneak attacks. If reduced 

to SO or fewer hit poi nts, she drinks her potion of 

invisibility, then dr inks her potion of cure 

moderate wounds before reposit ion ing for 

another sneak attack. She saves her wand 

of scorching ray to attack foes who have 

exce l lent armor classes. 

Morale Harab surrenders i f  reduced to fewer than 

20 hit points, at which point she becomes fr iendly to 

the PCs i f  they promise to spare the l ives of any of her 

remain ing fol lowers; i f  she has no fol lowers left, though, she 

fights to the death. 

STATISTICS 

Str 1 0, Dex 1 8, Con 1 4, Int 14, Wis 8, Cha 1 2  

Base Atk +7; CMB +7; CMD 2 3  

Feats Combat Expertise, Combat Reflexes, Dodge, Improved 

In itiative, Mobi l ity, Weapon F inesse, Weapon Focus (rapier) 

Skills Acrobatics +17, C l imb +13, Dip lomacy +14, Disable Device 

+17, Escape Artist +17, Knowledge ( loca l) +1 5, Perception 

+12, Stealth +1 7, Survival +9, Use Magic Device +1 4 

Languages Common, Ha l l i !  

SQ emotionless, rogue talents (b leeding attack +S,  combat 

trick, opportun ist, surprise attack, weapon tra in i ng), 

trapfi nd ing +S 

Combat Gear potion of cure moderate wounds, potion of 

invisibility, wand of mage armor (CL 5th, 12 charges), wand 

of scorching ray ( 10  charges); Other Gear +1 construct bane 

rapier, ring of protection +1, 30 gp  

Treasure: The penitents have set up a crude altar in  the 

northwestern alcove of area Fi. Here, on a natural stone 

shelf, sit a few fat candles and pieces ofincense. In all, these 

candles and incense are worth 150 gp, but four ofthe blocks 

ofincense are in fact incense of transcendenceuE and one is a 

dose of incense of meditation. 

Story Award: Grant the PCs 19,200 XP, as if they'd 

defeated the androids in combat, ifthey negotiate a peaceful 

resolution to this encounter. 

' . .  - ·- - ·_-:--====--- --
. � �-�-�����-- ------------------------------------------���---



G. Bounty Hunter's Camp (CR 1 1 )  
Creatures: Many months ago, a Technic League lieutenant from 

Starfall came to the Scar of the Spider, seeking information 

about his particular area of interest, the Dominion of the 

Black. This man, a wizard named Therace, first heard rumors 

ofDominion activity in the Scar ofthe Spider over a year ago, 

but his paranoia kept him from revealing what he knew to 

his fellow captains. Therace was eager to secure a cache of 

Dominion technology ofhis own, hoping to use the items to 

propel himselfinto higher ranks in the League, and wanted no 

competition. And so he set about a months-long campaign of 

disinformation-when he finally secured permission to take 

a group of agents on a field expedition, the League believed 

he was heading elsewhere. 

When Therace and the agents he'd requisitioned didn't 

return (see Part 3 for information on the expedition's actual 

fate), his captain, a man named Ghartone, grew concerned 

that Therace may have had an ulterior motive. Even ifTherace 

hadn't and had merely died or been captured, Ghartone 

wanted the man's gear back to keep it from slipping out of 

League hands. Ghartone wasn't eager to reveal to the other 

Technic League captains that he'd lost track of one of his 

more important minions, so he hired a mercenary to track 

Therace down and either return him or his technological 

gear back to the League. 

This mercenary is Hyrsek Caio, a tiefling slayer ofinfernal 

descent who once served exiled Galtan aristocrats as a spy 

and assassin in the town of Gralton, located in the River 

Kingdoms. Hyrsek's small horns, tattoolike birthmarks, 

and his brimstone-scented breath unmistakably identify 

him as a tiefling, but he's never made any excuses for his 

appearance or tried to hide it. When his Galtan employers 

were themselves assassinated by agents from Daggermark, 

Hyrsek fled the River Kingdoms rather than die for his ex­

employers. Eventually he came to Starfall and, after several 

months ofbuilding his reputation there, became a bounty 

hunter and tracker known by the League for his discretion 

and results. 

It took him over a month to track Therace to the Scar 

of the Spider, and he's become increasingly convinced 

that the layers of misdirection Therace left behind means 

that the man was up to something he wanted to hide from 

Ghartone-ifHyrsek can figure out what Therace's actual 

goals were, he suspects he can report back to Ghartone and 

earn a significant bonus to his pay. Hyrsek only recently 

arrived in the Scar, and he's determined that there are 

two dangerous factions of aliens at war in the valley while 

simultaneously managing to avoid direct confrontations 

with either. In conversations with some of the Scar's 

inhabitants and through his own observations, Hyrsek 

suspects that Therace came to the Scar to scavenge some of 

the strange alien technologies held by the Dominion ofthe 

Black. He hasn't yet quite decided which arm ofthe deepest 

valley he wants to explore yet, and has set his camp up here 

to think over his plans. 

With the PCs' arrival, Hyrsek sees an opportunity to 

recruit some help, but also sees potential competition. He 

greets the PCs warmly and in a friendly matter, but doesn't 

waste their time trying to disguise his nature from them. If 

the PCs aren't willing to treat with him, Hyrsek is perfectly 

fine with the option of attacking them-after all, ifhe can 

defeat them he not only removes possible competitors, but 

also bolsters his supplies with their gear. 

But the tiefling slayer would prefer to work with the PCs, 

and as such he proposes an alliance. He doesn't need to know 

why the PCs have come to the Scar, he suspects that ifthey're 

not looking for Therace, they're just here to adventure and 

seek glory and treasure. If the PCs press for his reasons, he 

tells them he's been hired by the Technic League to scout 

the place out as a region for possible future expeditions. 

Should the PCs see through this not-complete truth, Hyrsek 

admits he's also looking for a League lieutenant who went 

missing in the area. Ifthe PCs help him, Hyrsek promises 

to aid them as well. 

HYRSEK CAIO CR 1 1  

XP  12,800 

Male tiefl ing slayer 12 (Pathfinder RPG Bestiary 264, Advanced 

Class Guide 53) 
LE Medium outsider (native) 

lnit +9; Senses darkvision 60 ft.; Perception +1 6 

DEFENSE 

AC 25, touch 16, flat-footed 1 9  (+5 armor, +5 Dex, +1 dodge, +4 

sh ie ld) 

hp 1 30 (12d10+60) 

Fort +1 2, Ref +1 5, Will +7 

Resist cold 5, e lectricity 5, fire 5 

OFFENSE 

Speed 30 ft. 

Melee +1 frost rapier +19/+14/+9 (1 d6+4/15-20 plus 1d6 cold) 

Ranged mwk composite longbow +18/+13/+8 (1d8+3/x3) 

Special Attacks sneak attack +3d6, studied target +3 (3 targets) 

Spell-Like Abilities (CL 1 2th, concentration + 1 0) 

1/day-darkness 

TACTICS 

Before Combat Before entering combat, Hyrsek drinks a potion 

of cat's grace. 

During Combat On the first round of combat, Hyrsek uses 

h is rapier to attack a flat-footed character for sneak attack 

damage if possible. If encountered after dark or in  areas of 

dim l ight, Hyrsek casts darkness to create an area where he 

can h ide whi le making sneak attacks using his longbow (or 

using his rapier i f  anyone is foo l ish enough to come into the 

darkness without being able to see). Without this option, 

he prefers to stay mobi le  and use Vita l  Strike and Power 

Attack against foes. When brought below 90 hit points, he 
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dr inks a potion of invisibility, repos it ions and dr inks a potion 

of cure serious wounds, then moves in to attempt a sneak 

attack (with Vita l  Strike and Power Attack) aga inst a foe he's 

selected as a studied target. 

Morale I f  reduced to 30 hit points or less, Hyrsek d rinks a 

potion of invisibility and tries to f lee or surrender if he has 

no pot ions left .  I f  he escapes, he doesn't f lee far. He' l l  switch 

over to sta l k ing and observing the PCs as best he can but 

avoids re-engaging in combat with them, focusing i nstead 

on his or igina l  task to find Therace. If he surrenders, he' l l  

admit that he's a mercenary working for the Technic League 

and is looking for a miss ing member of that group for the 

bounty offered-see Development for further detai ls .  

1 

STATISTICS 

Str 1 6, Dex 20, Con 17, Int 1 2, Wis 1 2, Cha 6 

Base Atk +1 2; CMB +16; CMD 31 

Feats Dodge, Improved Criti ca l  (rapier), Improved I n itiative, 

Power Attack, Shie ld Focus, Toughness, Vital Strike, Weapon 

F inesse, Weapon Focus (rapier) 

Skills Acrobatics +20, B luff +1 7, Disgu ise +O, Knowledge 

(geography) +1 0, Knowledge ( local) +10, Perception +16, 

Sense Motive +16, Stealth +22, Survival +16 (+22 tracking) 

Languages Abyssal, Common, Ha l l i!, Infernal 

SQ f iendish sorcery, slayer talents (combat trick, foil scrutiny, 

ranger combat style [weapon and shield], weapon tra in ing), 

stalker, swift tracker 

Combat Gear potions of cat's grace (3), potions of cure serious 

wounds (3), potions of invisibility (4); Other Gear +3 leather 

armor, +2 light steel shield, +1 frost rapier, mwk composite 

longbow (+3 Str) with 20 arrows, cloak of resistance +2, belt 

of mighty constitution +2, 55 gp 

Development: IfHyrsek surrenders to the PCs, he offers 

his aid to them for as long as they remain in the Scar. He's 

good for his word, but once the PCs discover Therace's 

remains (see Part 3), the slayer makes plans to escape with the 

man's brain and as much ofhis recovered gear as possible, 

then report back to the Technic League. 

If Hyrsek learns about what the PCs' true goal is, he 

becomes very interested but doesn't let on. He may even 

volunteer to stay with the PCs beyond his own planned 

visit so as to learn more about the strange android mind 

they're seeking. News of a burgeoning divinity in Silver 

Mount surprises him, and he isn't initially ready to believe 

claims about Unity. He decides to learn what he can so he 

can report back to Ghartone. 

Hyrsek's final goal should be to return to the Technic 

League in Starfall with Therace's brain, equipment, (both 

found in the mi-go caves; see Part 3) and, ifhe learns about 

it, Casandalee's compact AI core. Ifhe's unable to return with 

this core, his next-best choice is to bring news ofit and Unity 

to the Technic League. The repercussions ofHyrsek reporting 

such information back to the League could be dangerous 

indeed for the PCs-see the next adventure for more details. 

H. Fungal Caves 
This area is detailed in Part 3. 

I. Bl ighted Swamp 
This point marks a transition from relatively dry regions 

to a wetland. The valley itselfis a mix of stagnant ponds, 

bogs, and trickling rivers fed from numerous hot 

springs and geysers spread throughout the swamp. 

The valley's narrowing contours compress all of 

the seepage to the northeast, eventually funneling 
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the slow moving waters into a creek that drains north to the 

larger river at area G. 

The swamp itselfis the domain of one ofthe oldest aliens 

to dwell in the Scar ofthe Spider: a colour out of space. This 

entity has reached full growth dozens of times over the 

centuries, yet has always left behind a shade ofitselfhere in 

the valley to ensure the cycle ofits life repeats. The colour 

itself dwells in a small network of caverns to the south 

(area K), but its presence can be felt throughout the swamp, 

particularly in the way vegetation grows more brittle and 

ashen the closer one gets to the caves themselves-there the 

vegetation is strangely dry and has a chalky, ashen texture. 

But elsewhere in the swamp, the vegetation seems eerily 

abundant and mobile; tree branches writhe and sway despite 

the lack of wind, while roots and swamp fruits bulge with 

foul-smelling fluids. At night, the entire swamp glows with 

a faint radiance ofthe colour's indescribable and vexing hue. 

Life within the blighted swamp is tainted by the colour 

as well, and all wandering monsters encountered in the 

swamp have the colour-blighted simple template (Pathfinder 

RPG Bestiary 4 39). 

J. Nemgedder's Folly (CR 1 1 )  
This small cave complex is haunted by the undead remains 

of a gunslinger, and while it has no direct connection to the 

overarching plotline of the Adventure Path itself, the PCs 

might seek out this tragic figure after finding the remains of 

his lover (see area E6 in Part 2). Furthermore, characters who 

stop to explore this cavern and defeat its undead guardian 

will be rewarded with another memory facet for possible 

use with Casandalee (see page 54). 

In life Nemgedder was a highwayman and bandit who 

preyed upon merchants and travelers in the Mana Wastes. It 

wasn't until he fell in love with a Pathfinder named Maura 

Kaelay that he finally made a mistake that nearly landed 

him in prison, but the gunslinger managed to escape and 

flee to the north, abandoning his love and life in pursuit 

of freedom. A relentless Alkenstari bounty hunter named 

Temma Benoche pursued him all the way to Numeria, where 

even Nemgedder's acquisition of a pair of sonic pistols 

couldn't save him. The chase ended here, in the Scar of the 

Spider, after Nemgedder was finally cornered in this tiny 

cave in the middle of nowhere and the two rivals killed 

each other. While Temma simply died, Nemgedder rose 

soon after death as a pale stranger, and haunts this cave 

still, eternally mourning the life and love he now realizes 

he foolishly left behind. 

The entrance to Nemgedder's cave is only 3 feet wide­

Medium characters must squeeze to move through the 

narrow confines. The cave itself is quite damp, with walls 

dripping with runoff and moisture. Within, the complex 

consists of two caves connected by a submerged tunnel. 

Both caves have low ceilings (7 feet high at the highest) and 

slippery floors covered by a layer of mineral-laden water 

(treat as difficult terrain). The pools in area Ji are 5 feet deep, 

but noticing the sudden drop-off as they are approached 

requires a successful DC 20 Perception check. 

It was in area Ji that the final fight between Nemgedder 

Janz and Temma Benoche took place, and it's here that 

Temma bled out from a final lucky shot Nemgedder managed 

to land just as he staggered backward into the southern pool, 

mortally wounded by one ofTemma's pistols. Nemgedder 

made it to area Jz, his hideaway, before dying, but Temma's 

remains lie here still, slumped against the western wall 

between the two pools. 

Creature: N emgedder Janz dwells still in the deeper cave 

(area Jz), accessible only via a short underwater tunnel that 

connects the two 5-foot-deep pools in both caves. The pale 

stranger spends its time standing with its back to the pool, 

staring with infinite patience at a necklace adorned with a 

strange crystal that it holds before its eyes. IfNemgedder 

hears intruders in the cave, he lets the crystal fall to dangle 

against his bony chest inside of the red scatterlight suit 

he wears draped over his skeletal frame and addresses 

his visitors with a dry, rasping voice: "So you live still, eh, 

Benoche? This is as far as it goes. It ends here." At that, 

Nemgedder turns and opens fire. 

NEMGEDDER JANZ CR 1 1  

XP  12,800 

Male variant pa le  stranger (Pathfinder RPG Bestiary 3 2 14) 

NE Medium undead 

I nit + 11; Senses darkvision 60 ft.; Perception +24 

Aura fear (1 O ft., DC 23) 

DEFENSE 

AC 27, touch 21,  flat-footed 1 9  (+7 Dex, +1 dodge, +3 l uck, +6 

natural) 

hp 157 (1 5d8+90) 

Fort +1 1,  Ref +1 2, Will +15 

Defensive Abilities channel resistance +4; DR 1 0/b ludgeoning 

and magic; Immune undead traits; SR 21 

OFFENSE 

Speed 30 ft. 

Melee +1 sonic pistol +14/+9/+4 touch (1d8+7/1 9-20 sonic), +1 

sonic pistol +14/+9 touch (1d8+7/1 9-20 sonic) 

Special Attacks technic pistols, stranger's shot 

TACTICS 

During Combat In h i s  tormented state, he sees the first PC he 

lays h is eye sockets on as h is o ld nemesis  and does h is best 

to gun that PC down. He uses Dead ly Aim with his attacks at 

al l times-the effects of this are calcu lated i n  h is stats above. 

Morale Nemgedder fights unt i l  he's destroyed but  does not 

pursue foes out of area J2. If confronted with Maura's 

wayfinder from area E6 (even if he sees the item being 

open ly worn), though, Nemgedder is overcome with gu i l t  

and drops to h is knees, begg ing "Maura" ( the PC wearing or  
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brandish ing the wayfinder) for forgiveness for abandoning 

her .  If that PC forgives Nemgedder, the pale stranger s ighs 

i n  relief, then col lapses to the ground, destroyed. I f  the PC 

does not forgive Nemgedder, he becomes obsessed with 

rage and attacks "Maura," gaining a +2 bonus on attack 

and damage rolls against that character. I n  this event, he 

pursues that character beyond area J2.  

STATISTICS 

Str 21,  Dex 25, Con -, Int 1 5, Wis 22, Cha 22 

Base Atk +11; CMB +16;  CMD 34 

Feats Deadly Aim, Dodge, Improved Crit ical (sonic pistol), 

Improved I n itiative, Improved Two-Weapon Fig hting, Point­

Blank Shot, Two-Weapon F ight ing, Technologist 

Skills Acrobatics +22, C l imb +23, I nt im idate +24, Knowledge 

(engineering) +17, Perception +24, 

Stea lth +25 

Languages Common, Ha l l i t  

SQ stranger's luck 

Other Gear 2 timeworn sonic pistols1G (10 charges each), red 

scatter l ight su it'G, compassion facet necklace 

SPECIAL ABILITIES 

Technic Pistols (Su) Nemgedder's pistols are those he used 

in l i fe, and as sonic pistols, they function s l ightly differently 

in  his hands than those norma l ly carried by a pale stranger. 

Whi le these pisto ls are timeworn, whi le carried by 

Nemgedder they function norma l ly and do not g l itch .  The 

pistols supernaturally recharge the instant they are used, and 

both function as +1 sonic pistols. He doesn't provoke attacks of 

opportunity when he fires a pistol in  melee, and treats pistols 

as light weapons for the purposes of determin ing penalties 

from two-weapon fighting. I f  Nemgedder is destroyed or 

d isarmed, the sonic pistol reverts to its normal timeworn 

nonmagica l  (but ful ly charged) condition. 

Treasure: Most ofBenoche's remains have rotted or rusted 

away, but in the fragments of a crumbling leather pouch 

remains a clear blue sapphire worth i,ooo gp. Benoche's 

skeletal hand still grips her jiredrake pistozuE, which is still 

in fine condition thanks to its magic. 

Nemgedder's necklace was a gift to him from his lover 

Maura, who purchased it from a black market merchant 

who had no idea of the true nature of the crystal's power. 

Maura knew it wasn't a magic item, but her research revealed 

that it was some sort of technological item associated with 

feelings oflove, and thus felt it made for a perfect gift for 

her beloved. The necklace is worth 300 gp, but the crystal 

itselfis priceless, as it is a technological artifact-a memory 

facet that contains an accurate simulation of the emotions 

of compassion (see page 62). 

K. Blighted Cave 
This area is detailed in Part 3. 

L. Decaying Dropship 
This area is detailed in Part 4. 

M. Dominion H ive 
This area is detailed in Part 4. 

PnRT 2: nN nLIEN nLLY 
In the northeastern reach of the Scar of the Spider lies 

an unusual location, a place the Mad Druid Paeytr calls 

the "Machine Cave." Here, a survivor from a fateful 

confrontation with Casandalee lives on, the reclamation 

robot Binox. Damaged near to destruction in the fight by an 

immense explosion that Casandalee used to defeat several of 

her robot pursuers, Binox recovered physically, but several 

of his core processors were broken in ways that Binox is 

unable to perceive. With only distorted memories of his 

prior life under Unity's control, Binox's new mission is to 

build a production facility within a cave here in the Scar of 
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the Spider, using materials and spare parts it has scavenged 

over the centuries from throughout the Felldales. In that 

time, Binox has managed to convert half of the caverns into 

machine caves, building an array of geothermal generators 

to provide energy to its caves and projects. 

The Dominion and the mi-go alike know ofthis robot, yet 

they have yet to turn their full attentions to it, judging it a 

malfunctioning mechanical oddity-to the brain collecting 

aliens, organic subjects hold much more interest, after all. 

Ironically, one of the Dominion's latest escapees, the kasatha 

gunslinger Isuma, has taken advantage ofthis fact and now uses 

a portion of the caves unclaimed by Binox as her own redoubt. 

The PCs may hear rumors of a strange four-armed alien 

who has been waging war against the Dominion (particularly 

ifthey bring the subject up with Mad Paeytr at area B), or they 

might find Isuma's tracks at the entrance to the scar and follow 

them here. Isuma might come across the PCs while she's out 

scavenging for food and might make tentative contact with 

them there, leading them back to her home after she allies with 

them. Of course, the PCs could just stumble into this cavern 

on their own as well. The important thing isn't how they come 

to this complex, the important thing is that they should visit 

Isuma and interact with Binox before heading deeper into the 

Scar, as the encounters in this cavern will not only help prepare 

them for the more dangerous encounters later on, but in Isuma 

may give them a deadly and much-needed ally. 

MACHINE CAVE FEATURES 
The Machine Caves have two distinct regions within: a 

number of natural caves and a region of metallic chambers 

rebuilt by Binox. 

The cave portion features rough, irregular rocky floors 

replete with jagged spurs of stone and uneven footing-the 

ground here is considered to be difficult terrain unless 

otherwise indicated. Ceiling height in tunnels averages at 

7 feet, while in the larger chambers it rises much higher, 

as indicated in the text. No natural light is found herein. 

The metal chamber portion has smooth floors. These, 

along with the walls and ceilings, have been plated with 

glaucite plates scavenged and repurposed from across the 

Felldales. Ceilings in the metal chambers are a uniform 15 

feet, save for in the reactor chambers (area E9) where the 

ceiling rises 30 feet high. The constant rumble ofthis array 

of reactors can be heard throughout the metal caves. In the 

natural caves,  this noise is evident as a barely perceptible 

hum, and along the cave walls nearest area E9, touching the 

walls reveals a subtle vibration in the stone. 

El .  Entrance 

The mouth of th is  dark cave is fifteen  feet wide and twelve 

feet ta l l, with a number of closely spaced natural p i l lars on the 

r ight-hand side. G ray-green l ichen hugs the entry's arch and the 

unmistakable odor of burned o i l  dr ifts from within. Various odd 

scuff marks in  the rocky soi l  and grass suggest others have passed 

this way before. 

Careful examination of these tracks, employing a 

successful DC 22 Survival check, reveals a multitude of 

heavy drag marks, but at least one humanoid creature also 

passed this way. The narrow tunnel to Isuma's caves is not 

visible from the entrance unless one makes a successful 

DC 25 Perception check-the entrance is obvious if anyone 

spends time examining the pillars. Medium and smaller 

creatures can attempt to squeeze between the natural pillars, 

but doing so requires a successful DC 20 Escape Artist check. 

The burned oil scent comes from area E6. 

E2. Alien Scarecrow 

The entry cave is a large  space, with stalactites depending from 

the cei l ing twenty-five feet above. The rocky floor is irregu lar, 

requ i ring careful navigation, and a large pool of water hugs the 

northwestern wal l  of the chamber. Three natural columns of rock 

support the cei l ing before this pool. A broad passage heads deeper 

into the caves to the southwest-sounds of c lang ing metal and 

the smell of burned oil come from that d i rection. 

The clear pool is 15 feet deep and populated with a few 

eyeless fish and crustaceans. A natural tunnel running 

from here to the adjacent chamber's pool is found only if 

someone actually enters the water here: the submerged wide 

passage is discernible with a successful DC 15 Perception 

check at that point. 

Isuma slew a neh-thalggu scout recently and dismembered 

the beast before dragging its parts back here and re­

assembling them into a sort of "scarecrow" as a threat to 

any other Dominion agents who might try to seek her out. 

This crudely-lashed-together carcass looms in the middle 

of the cave, and may give PCs a start before they realize the 

creature is dead. The body shows signs of damage from 

extreme cold. It can be identified as a neh-thalggu with a 

successful DC 18 Knowledge (arcana) check-the monster's 

brain sacs are all empty. 

EJ. Grenade Trap (CR 1 1 )  

Two narrow tunnels connect i n  this large, low-cei l inged cavern. 

What a ppears to be some sort of technolog ica l  weapon s its 

d iscarded on the f loor i n  the midd le of the cave. 

Trap: The weapon on the floor is bait, a fake zero rifle 

that the Isuma cobbled together from parts stolen from area 

E8. The entire floor of the room is crisscrossed by cleverly 

hidden triplines attached to a pair of arc grenades hidden 

in the center of the room. Any character who walks into 
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this area oftriplines (as indicated on the map by the dotted 

line) runs a 50% chance per square of triggering the trap. 

When the two arc grenades explode, their blast radius fills 

the entire cave with lightning. 

GRENADE TRAP CR 11  

XP 12,800 

Type mechanical; Perception DC 28; Disable Device DC 20 

EFFECTS 

Trigger touch; Reset manual  

Effect 2 arc grenades (3 explosions that each deal 5d6 

e lectricity damage, Reflex DC 15 ha l f); mult iple targets (a l l  

creatures in  area E3) 

E4. lsuma's Parlor (CR 9) 

The tunnel  opens into a smal l  cave, the cei l i ng ten feet h igh and the 

floor cleared of the usual debris. Another tunnel exits the chamber 

to the northwest, though the way is f i l led with a pool of water. 

Creature: This cave is the entrance to the small den that 

Isuma, the kasatha escapee, who has been living here for 

several months. Given her past experiences, she initially 

assumes intruders to her cavern are hostile. If she knows 

they're coming (as she will ifthe grenade trap in area E3 

went off), she takes cover around the corner in area E5 and 

prepares to fire with her rifle. Upon seeing the intruders 

aren't obviously Dominion agents, she calls out to them in 

Androffan, demanding they leave at once. If the PCs don't 

leave and don't manage to establish communication with 

her, Isuma attacks. 

Ifthe PCs respond to her in Androffan, Isuma is startled­

she doesn't expect anyone on this planet to know the language. 

Her initial attitude at this point automatically upgrades from 

unfriendly to indifferent. If the PCs can make a successful 

Diplomacy check (or otherwise make her friendly or helpful), 
she sighs in relief at the possibility of finally finding some 

allies and invites them into her redoubt (see area E5). 

If the PCs encountered Isuma outside of these caves, she 

leads them into her redoubt to speak. 

ISUMA CR 10 

XP 9,600 

hp 1 06 (see page 58) 

E5. lsuma's Redoubt 

This cave is sp l i t  i n  two by three rock columns. The f loor is clear 
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of debris and a smal l  rectangu lar  device hums in one corner, its 

gr i l l - l ike front fi l l i ng the a i r  with warmth. Lying beyond a series of 

rock p i l lars to the south is a deerskin pal let on a bed of evergreen 

boughs. A p i le of berries, mushrooms, and fresh ly cooked smal l  

mammals s i ts on a nearby bolder being used as a tab le .  

This room is Isuma's home, and has been for 

several months. She carries all of her valuables 

on her, leaving little behind in this redoubt but 

her bed and a few days' worth offood. The pool of 

water separating this room from area E4 is only 

a few feet deep, draining through tiny fissures 

in the wall to the large pool at area Ez. 

If the PCs manage to gain Isuma's 

trust, she takes them to this room 

here to tell her story and to try 

to recruit their aid against the 

Dominion. She offers to share her 

simple meal as she speaks to the 

PCs. Isuma starts the conversation 

as follows. 

"I am lsuma, and I am from a d istant 

world. This land is strange to me, as 

I must be strange to you, but i t  does 

good that we can ta lk .  I need a l l ies .  I 

need companions. Those who took my previous ones st i l l  

dwel l  to the west, and they st i l l  defi le  the bodies of my k in .  I 

need your a id  in securing revenge. Do th is, and I sha l l  a id you as 

well, as best I can." 

Isuma answers any questions the PCs have to the best 

ofher ability. Her responses to likely questions are listed 

below-but she may have more to reveal to the PCs as well. 

Consult her NPC entry on page 58, or the general advice for 

revealing information about Divinity as summarized in the 

Foreword on page 4.  

Where are you from?/How did you get here? "A distant 

planet called Kasatha. I was invited away from my home by 

people like you-humans from a great ship called Divinity. 

They taught me their language, trained me with their 

weapons, and promised to eventually return me home so 

that I might share what they taught me with my people. 

But Divinity was attacked by creatures who identified 

themselves as the Dominion ofthe Black. The ship escaped, 

I know not how, but it was greatly damaged. Society aboard 

Divinity broke down, and my kin and I were forced to defend 

ourselves from mutineers. We learned that others on the 

ship had abducted members of another kasathan tribe and 

were keeping them as pets in a large contained habitat, 

but were unable to rescue them. The ship began to shake 

apart, and my kin and I sought shelter in stasis pods in an 

escape shuttle-devices intended to sustain life over long 

journeys. We entered the pods and hoped the escape shuttle 

would take us home-but I know now that shuttle crashed 

to your planet along with the rest of Divinity. We woke only 

recently, as captives of the Dominion. As far as I can tell, 

thousands of years have passed since Divinity's crash here. 

I know not where the rest of the ship lies, or if any of my 

kin survive. I do know those who did not survive live a 

blasphemous half-existence as Dominion puppets, 

and they must be avenged." 

Can you tell us more of Divinity? Isuma's time 

aboard Divinity was relatively self-contained in a 

smaller vessel far from the command module, and 

the focus ofher interactions with the ship's crew 

was learning the Androffan language and how 

to use weapons and technology. She has little 

more useful to tell the PCs (see the Foreword 

for more advice), but if she travels with the 

PCs beyond this adventure, you can use her to 

provide hints and descriptions by deciding she 

recognizes a technological device's function. 

Can you tell us what dangers await us in 

the Scar of the Spider? Isuma can provide 

a crude map of the valley if provided with 

paper and ink; she knows about Mad Paeytr 

(area C), the alien grove (area D), the android 

pilgrims (area F), a fungus-encrusted cave (area 

H, although she's not been inside), the dominion 

dropship (area L-another location she's not entered), 

and the dominion hive (area M). She suspects there is a 

dangerous, poisonous creature dwelling in the swamp, but 

hasn't explored that area yet. Of more immediate interest, 

the other half of the caves here are colonized by some sort 

of mechanical army-Isuma's not yet been able to explore 

the area due to the deadly robotic guardians posted at the 

entrance at area E6. Perhaps an exploration into these 

caves would give her and the PCs a chance to learn each 

other's tactics while simultaneously finding more tools 

to aid their mission? 

What can you tell us of the Dominion of the Black? "They 

consist of several species of creatures. I know not the names 

they give themselves, but they use our flesh, particularly 

our brains, as resources. Some are large and crablike and 

collect brains for use as magical batteries of some sort. 

Others are smaller and shaped like brains themselves and 

use our bodies-one ofthem is a sadist named Maukui, and 

it wears a huge, breath-stealing reptile as its suit. Maukui 

was the one who tormented me and would have killed me 

had I not escaped. They came here in the vast, decaying 

organic ship that now lies heaped on the shores ofthe lake to 

the west-I have not been into this ruined vessel, but there 

may be resources and answers within that can aid us in an 

assault on their hive. It was here that I woke, and I escaped 

from the den in panic. I'm sorry I cannot recall details of 
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the layout of the hive, but I do remember that the doors of 

the place were valves of flesh that require organic keys to 

open, and that the walls of the place can see and hear, but 

could be tricked by certain chemicals. I tricked them by 

virtue ofbeing coated with the blood of a Dominion agent 

I'd slain-other substances might work as well, but I am 

no scientist." 

What can you tell us of the Fungus Cave? "I have not been 

inside, but I've seen the creatures that dwell within-they 

are as large as us but winged, with insectlike limbs and 

bulbous heads that flash strange colors. They carry strange 

weaponry and speak in buzzing voices. They seem to be 

enemies ofthe Dominion, but they do not seem interested 

in alliances. The one time I tried to approach, they nearly 

killed me. But an investigation of their caves to seize any 

weapons they might have might be a good idea-they are 

weaker on the whole than the Dominion aliens, although I 

know nothing oftheir total numbers." 

Will you travel with us? If the PCs promise to help her 

avenge the deaths ofher kin by destroying their bodies and 

freeing their flesh from Dominion control, she agrees to 

travel with them. She can have a key role in the upcoming 

adventures, as detailed therein. 

Have you seen a neurocam anywhere? Ifthe PCs describe 

what a neurocam looks like, she can't help them, but once 

she hears Casandalee's name, Isuma's eyes widen. While 

the kasatha was a prisoner in the Dominion hive, her captor 

Maukui interrogated her for a short time, demanding to know 

what she knew of a woman named "Casandalee"-specifically, 

ifher mind was the only "disembodied organic" in the region. 

She wasn't able to answer that question and Maukui didn't 

pursue it, but the Dominion obviously knows something. 

Perhaps she, like Isuma was, is a prisoner ofthe Dominion? 

Story Award: Grant the PCs i2,800 XP if they ally with 

Isuma and learn what she knows of the Dominion of the 

Black and Divinity. 

E6. Scrap Heaps (CR 1 1 )  

A large  pool of murky water occupies the center of this cavern. 

The muddy shores are surrounded by a hopeless tangle of metal 

tubes, gears, and mechanica l  junk and debris. A broad passage 

exits the chamber to the west, its su rfaces worked smooth and 

plated with gray metal . A long-dead body of a woman l ies near 

the southern wal l, partial ly buried by the rubble. 

This area is where Binox stores its spare parts whenever 

its scavengers return with a fresh load of materials gathered 

from other crash sites throughout the Felldales. The debris 

have been thoroughly picked over. The murky pool itselfis 20 

feet deep, and connected via an underwater tunnel to area Ez. 
Creatures: Binox has stationed three deadly robots here to 

protect the entrance to its realm. These torturer robots may 

seem small, but their spherical floating bodies are armed 

with a frightening array ofblades and lasers with which the 

robots are quite adept. 

TORTURER ROBOTS (3) CR 8 

XP 4,800 each 

N Smal l  construct (robot) (Pathfinder Campaign Setting: 

Numeria, Land of Fallen Stars 58) 

lnit +5; Senses al l-around vision, darkvision 60 ft., low-l ight 

vis ion; Perception +19 

DEFENSE 

AC 23, touch 1 7, flat-footed 17 (+5 Dex, +1 dodge, +6 natural, 

+ 1 size) 

hp 1 05 each (1 0d1 0+10 plus 40 hp force f ie ld) 

Fort +3, Ref +8, Will +5 

Defensive Abilities hardness 1 0; Immune construct traits 

Weaknesses vul nerable to critical hits, vulnerable to e lectricity 

OFFENSE 

Speed fly 40 ft. (perfect) 

Melee 4 rotating blades +16 (1 d4+5/18-20) 

Ranged 4 surgical lasers +1 6 touch (1 d8 fire/19-20) 

Special Attacks agi le, interrogate, nanosurgeon 

TACTICS 

During Combat Each robot moves to attack the creature 

most l ikely to attempt entrance into area E7-or to attack 

the creature closest to that entrance. Each round, at least 

one of the robots attempts to nauseate a target with its 

nanosurgeon ab i l i ty-once someone is nauseated, al l three 

robots converge to try to paralyze the victim .  

Morale The torturer robots f ight unti l  destroyed. 

STATISTICS 

Str 8, Dex 21,  Con -, Int 1 0, Wis 1 5, Cha 1 

Base Atk +10; CMB +8; CMD 24 (can't be tripped) 

Feats Alertness, Dodge, Mobi l i ty, Vital Stri ke, Weapon F inesse 

Skills Fly +1 5, Heal +1 7, Perception +19, Sense Motive +19 

Languages Common, Hal l i !  

SPECIAL ABILITIES 

Agile (Ex) A torturer robot adds its Dexterity modifier to its 

damage rolls in p lace of its Strength modifier when using its 

rotating b lades attack. 

Force Field (Ex) A field of sh immering energy surrounds a 

torturer robot. Damage dealt to the robot is appl ied to the 

force fie ld first. As long as the field is active, the robot is 

immune to crit ical h its. The force field has fast heal ing 8, but 

once the fie ld's hit points are reduced to 0, the field col la pses 

and does not reactive for 24 hours. 

Interrogate (Ex) As a standard action, the torturer robot can 

attempt a Heal check to deal 1d4 points of damage to an 

abi l i ty of its choice possessed by an adjacent, help less 

target. A successful Fortitude saving throw with a DC equal 

to the robot's Heal check result negates this damage. 

Nanosurgeon (Ex) As a standard action, a torturer robot can 

inject purpose-programmed nan ites into a target as a melee 
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touch attack. The nan ites produce one of the fo l lowing 

effects or conditions (CL 10th, where app l icab le): cure serious 

wounds, lesser restoration, neutralize poison, remove 

disease, exhaustion, nauseated for 1d4 rounds, or paralyzed 

(nauseated targets only, for remainder of or iginal duration). 

If the victim succeeds at a DC 17 Fortitude saving throw, 

exhaustion is reduced to fatigue, nauseated is reduced to 

sickened, and other effects are negated. The torturer robot 

carries 5 uses of nanites, and it constructs replacements at a 

rate of 1 dose per hour. The save DC is Wisdom-based. 

Surgical Lasers (Ex) The torturer robot's surgical lasers have 

a range of 50 feet with no range i ncrement, and threaten 

a critical hit on a 19 or 20. Lasers pass through transparent 

creatures and objects without causing harm ( inc lud ing 

force fields, force effects, and invisi b le creatures; i t  can pass 

through g lass, but the g lass takes damage), and can strike 

targets behind them norma l ly. Fog, smoke, and other c louds 

provide cover in  add it ion to concea lment from laser attacks. 

Treasure: Although none of the mechanical debris is of 

value, the partially buried body to the south still carries a 

few items of interest. These are the remains of a woman 

named Maura Kaelay, a Pathfinder from distant Alkenstar 

who followed her bandit lover Nemgedder Janz north after 

he fled the law (see area J). She tracked him and the bounty 

hunter who'd been chasing him as far as the Scar of the 

Spider before losing the trail. She had begun a systematic 

search of the valley's caves only to run afoul of the torturer 

robots here. She was a rogue in life, but most ofher gear is 

rotted or rusted away. Nonetheless, a search of the remains 

reveals a tattered leather pouch that contains 490 gp minted 

in Alkenstar, a dozen pieces of artfully carved jade worth 

ioo gp each, a +i huntsman double-barreled pistoluE, three lesser 

burrowin!J bulletsuE, and a delicate golden wayfinder'swG inlaid 

with bits of chrysoberyl. The inside of the wayfinder's lid 

contains a detailed portrait of a handsome man wielding a 

pair of pistols, Nemgedder Janz. 

In addition to functioning as a wayfinder, the magical 

compass has become somewhat haunted by a fragment of 

Maura's spirit. The needle doesn't point to north, but instead 

to area J ... toward her undead lover's remains. 

E7. Guardpost (CR 1 1 )  

The wal ls of this chamber have been plated with gray metal, and 

an intricate symbol is etched on the floor. Passages enter the room 

north and east, and a dozen niches l i ne  the wal ls. Each a l cove 

conta ins a strange tangle of odd mechanical devices protruding 

from their back wal ls .  Harsh white panels g low br ight ly in  the 

cei l ing fifteen feet above. 

Close examination of the floor symbol reveals that the 

entire design is actually comprised of tiny symbols. A 

successful DC 25 Linguistics check identifies the symbols 

as fragmentary excerpts from complex programming code 

written in Androffan. The symbol itself is nothing more 

than a strange affectation placed by Binox. 

The machinery in the walls are charging stations that can 

be used to recharge items or robots alike, drawing upon the 

energy of the geothermal reactorTG in area E9-no power 

cables or power receivers are needed to transfer charges to 

items if these stations are used. The generators currently 

have an available yield of 30, but this can be increased as 

detailed in area E10. 

Creatures: A group of four guardian robots stand sentinel 

here. These constructs look human at first glance, but upon 

closer inspection, their flesh is obviously synthetic, with 

visible seams at the joints. They do not speak and do not 

respond to attempts at communication. They immediately 

attack any non-robot that attempts entry to this chamber. 

GUARDIAN OF BINOX (4) CR 7 

XP 3,200 

Security mannequin robot fig hter 4 (Pathfinder Campaign 

Setting: Numeria, Land of Fallen Stars 57) 

N Med i um construct (robot) 

lnit +8; Senses darkvision 60 ft., low-l ight vision; Perception +10 

DEFENSE 

AC 23, touch 1 4, flat-footed 1 9  (+6 armor, +4 Dex, +3 natural) 

hp 63 (6d10+30) 

Fort +4, Ref +7, Will +2 (+1 vs. fear) 

Defensive Abilities bravery +1, hardness 5; Immune construct 

traits; Resist electricity 5, fire 5 

Weaknesses vul nerable to crit ical hits, vulnerable to e lectricity 

OFFENSE 

Speed 30 ft. 

Melee 2 slams +1 1 (1 d4+5) 

Ranged stun gun +1 1/+6 touch ( 1d8+2 non lethal) 

TACTICS 

During Combat A guard ian  of B inox uses Deadly Aim with its 

stun gun while fi ring on semi-automatic mode (+7/+7/+2 

touch, 1 d8+6 non letha l), but abandons this tactic if it's 

having trouble hitting a foe. They gather unconscious foes 

after a battle to del iver them to B inox (see area E11) .  

Morale A guard ian  of B i nox fig hts unt i l  destroyed. 

STATISTICS 

Str 20, Dex 18, Con -, Int 1 2, Wis 1 3, Cha 1 

Base Atk +6; CMB +11; CMD 25 

Feats Deadly Aim, Improved In itiative, L ightn ing Reflexes, 

Toughness, Weapon Focus (stun  gun), Weapon Special ization 

(stun  gun) 

Skills Acrobatics +7, Int imidate +4, Perception +10 

Languages Androffan 

SQ false flesh, armor tra in ing 1 

Gear breastplate, stun gun'G, concussion grenades (3) 

SPECIAL ABILITIES 
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False Flesh (Ex) A guardian of Binox gains a +8 bonus on 

D isgu ise checks to appear human.  

EB. Steam Bath (CR 1 1 )  

A mess of i ntertwined tubes and pistons occupy the east and west 

wal ls of this chamber. Corridors exit the space to the north and 

south. A sect ion of the west wal l  is made of a s l ight ly recessed 

slab of pol ished metal that d isrupts the regular pattern of smal ler 

gray metal plates on the wal ls .  Bright l ig hts g low in the cei l ing 

fifteen feet above. 

A successful DC 25 Perception check made on the large 

slab to the west confirms that it's a massive glaucite door 

(hardness 15, hp 120, Break DC 36, Disable Device DC 35). It 

cannot be opened without force or dismantling from this 

side-a wall-mounted panel on the western side allows the 

door to be opened at a touch (a swift action). 

Trap: Any attempt to open the door to the west other than 

via the touch pad on the western side (inaccessible from this 

room) triggers a trap. Nozzles extend from the tubes and 

pistons on the walls to vent steam into the area as soon as any 

attempt to open the door is made-successful or otherwise. 

STEAM BLAST CR 1 1  

XP  12,800 

Type mechanical; Perception DC 28; Disable Device DC 32 

EFFECTS 

Trigger touch; Reset automatic 

Effect cloud of steam (9d6 fire damage, Reflex DC 20 half); 
mu lt ip le targets (a l l  creatures in areas ES) 

E9. Geothermal Generator Array 

This twenty-foot-wide room has a tower ing p i l l a r  of g lowing 

meta l  and f lash ing l i ghts looming fifty feet up  i nto the s i lo - l i ke 

space above. The towering p i l lar  periodical ly vents smal l  puffs 

of steam, and the air within is cloying ly warm. Condensed water 

drips down the wal ls to pool on the floor. 

This array of pillars constitute a single large geothermal 

generatorTG built by Binox to provide a source of energy for 

the caves. One ofthe generator pylons (area E9a) is currently 

nonfunctional, and as a result, the generator's maximum 

yield is only 150. If any one pylon is destroyed (hardness 10, 

hp 500), the entire array explodes. This causes 10d6 fire and 

10d6 bludgeoning damage in areas E8-E10 (Reflex DC 15 

halves) and depowers all ofthe traps, lighting, and doors in 

the complex. In addition, it generates a feedback explosion in 

area En that inflicts 6d6 fire and 6d6 bludgeoning damage to 

Binox (Reflex DC 15 halves). The explosion is enough to warp 

and blacken the glaucite plating on the walls in areas E8-E10, 

but not enough to collapse the well-constructed tunnels. 

ElO.  Generator Controls 

This twenty-foot square room is empty, save for an  array of 

b l ink ing l ights and g lowing consoles built i nto the northern wal l .  

To the west, a large metal  panel i nterrupts the regu lar  pattern of 

smal ler meta l  plates adorning the wal ls .  

The panel to the west is a door similar to the one in area 

E8, save that it is not trapped and contains an activation 

button on both sides. 

The wall of screens and controls to the north is used to 

control the power distribution ofthe geothermal generators. 

A character who studies the panels for 2d6 minutes can 

attempt a DC 25 Knowledge (engineering) check to decipher 

the controls. This allows the user to deactivate the lighting in 

the entire complex or to deactivate the trap in area E8-each 

ofthese subroutines deactivated raises the reactor's available 

yield in area E7 by 10. The machinery in area En is currently 

consuming 100 additional yield; it can be deactivated here, 

but doing so alerts Binox to intruders and the robot swiftly 

comes to investigate in such an event. 

With a successful DC 35 Knowledge (engineering) check, 

the user can set the reactor to overload and explode (see areas 

E9) with as much of a time delay as desired. Alternately, 

the reactor can be commanded to vent steam into area En 

once per day, resulting in Binox taking 10d6 fire damage 

(Reflex DC 15 halves). 

Story Award: If the PCs figure out how to optimize the 

generator's yield, award them 4,800 XP. If they use the 

generator to damage Binox, award them an additional 

4,800 XP. 

El l .  B inox's Throne (CR 12) 

The walls of this impressive chamber are covered with gray metal 

plates and decorated with flashing l ights, pu lsat ing glass panels, 

and strange mechanica l  devices. White g lowing str ips fi l l  the 

chamber with harsh l ighting, and the f loor is etched with complex 

swir l ing patterns composed of thousands of t iny symbols. Banks 

of machinery and technolog ical workstations f i l l  the areas to the 

north and south, whi le a large metal panel i n  the southern wal l  

breaks the pattern of smal ler p lates adorning the wal l .  

The larger panel to the south is a door similar to the one in 

area E8, save that it has activation panels on both sides. The 

numerous machines and worktables in this chamber can be 

recognized with a successful DC 25 Knowledge (engineering) 

check as a functional combined production and military 

lab usable for the production of technological items that 

require either of these resources. Note that a military lab 

requires 100 charges to function and a production lab 50, 

so unless the generator itself powers down the complex's 

traps and lighting, there's not enough available yield to run 
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both labs simultaneously-currently, only the military lab 

portion is powered. 

Creature: This laboratory was created and is maintained 

by a damaged reclamation robot, the same robot sent by 

Unity five centuries ago to aid in the tracking and capture of 

its wayward oracle, Casandalee. Binox was nearly destroyed 

in that original confrontation with Casandalee, and even 

though it survived and repaired itself, it suffered significant 

degradation to its programing, which it has not realized 

needs repair. This damage has given it the robotic equivalent 

of delusions of grandeur. It sees itself as being on a mission 

to slowly convert the natural world into one of order and 

machinery, a personality resulting from a tiny "infection" 

ofUnity itself. 

When it first confronts the PCs, Binox greets them in its 

grating metallic voice, speaking in Androffan. 

"You stand in the presence of the Reconstructed One, 

Binox the Mighty, Binox the Builder. The One born of the 

Master Unity, who has forged One's own realm and seeks 

to expand the realm to be all realms. Binox demands your 

obeisance. Having damaged Binox's creations, you must be 

volunteered as replacements. Binox will disassemble one of 

you in payment for your insolence, but allow the others to 

serve. What say you, little things of gristle and bone? Which 

will of you pay the price for Binox's mercy?" 

Despite Binox's apparent aggression at the PCs' intrusion 

into its realm (it makes these claims even in the unlikely event 

the PCs reach it without damaging any robots or objects on 

the way), this confrontation needn't end in combat. If the 

PCs attempt to reason or negotiate with the robot, they may 

find themselves with a rather useful ally. It's important that 

they approach the construct in a fawning and respectful 

manner (for instance, addressing it as "Oh mighty Binox" and 

complimenting it on the wondrousness ofits constructions) 

and somehow apologize for the destruction wrought (perhaps 

bluffing that they thought it "a great test to prove ourselves 

worthy to stand in your glorious presence"). Binox's initial 

attitude is unfriendly, but ifit can be made friendly or helpful 

via Diplomacy, a successful Bluff, or other methods, the 

reclamation robot is won over and agrees to let the PCs utilize 

the laboratory or answers questions. Presenting Binox with 

a functional piece of technology worth at least io,ooo gp (or 

the choice mechanical parts found in area D) as an offering 

can automatically secure its cooperation. 

A mollified Binox, alternating between the royal "we" 

and referring to itself in the third person, answers basic 

questions. It knows where the Dominion lair is located, and 

is also aware of the mi-go, referring to them as "fungi that 

float and chitter," but it has little interest in either group. 

The robot can be enjoined to craft technological devices 

if made helpful, but only if it is supplied with materials. 

Binoxjoins no crusade against the Dominion of the Black, 

though, and will not accompany the PCs-"Binox's domain 

is here. We must right what is damaged and rebuild Binox's 

wondrous kingdom." 

Unfortunately, ifthe PCs leave and return, they'll need to 

befriend the forgetful robot all over again ifthey wish to avoid 

a fight. This includes coming back after several days to pick 

up an item that has been commissioned from the robot. If a 

battle does begin, Binox fights until destroyed. 

BINOX CR 12 

XP 1 9,200 

Reclamation robot (see page 84) 

hp 1 47 

Treasure: A successful DC 30 Perception check reveals a 

hidden safe built into the wall opposite the eastern entrance. 

This glaucite safe (hardness i5, hp 90, Break DC 32) can be 

opened with a successful DC 30 Disable Device check. Within 

can be found 4 arc grenadesTG, 8 EMP grenadesTG, an EMP 

pistoFG, and an arc rifleTG_all items Binox has recovered 

and stored for safe keeping, knowing how effective these 

weapons are against its own kind. 

Development: If you do not want to allow the PCs to take 

and utilize technological item creation feats (Pathfinder 

Campai,gn Settin,g: Technolo,gy Guide 6), adjust this encounter 

area so that the military lab only functions for Binox, thus 

denying the PCs unrestricted access to the site. 

PnRT 3: THE WHISPERIN6 nnRK 
The Dominion of the Black were not the first aliens 

from the Dark Tapestry to descend upon the Scar of the 

Spider, nor were they the latest. A group of mi-go recently 

arrived in the area, drawn to the Scar by the Dominion 

presence, but a colour out of space has dwelt within the 

Scar's southernmost valley for many centuries. The mi-go 

have learned ofthe colour's presence and are attempting to 

engineer a way to use it against their enemies, but as of yet 

have not determined how to do so. Despite their aggression 

toward the Dominion, they are not allies to the PCs-any 

attempt to engineer an alliance with the mi-go is doomed 

to failure. Yet this is not to say there's nothing of value in 

their caves to use against the Dominion. Not only will an 

investigation of the mi-go's fungal caves provide the PCs 

with additional tools and resources in their eventual assault 

on the Dominion hive, but recovering the removed brain 

of the Technic League lieutenant Therace can give them 

a significant advantage in the next adventure. 

The colour's den, while not directly linked to the mi-go, is 

included in this chapter as an optional region for adventure 

due to its related Lovecraftian themes. A party already 

powerful enough to confront the Dominion need not risk 

their lives against the colour, but those needing additional 

experience or resources will find such a confrontation well 

worth the risk. 
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FUNGAL CAVE FEATURES 
Located at the northernmost extent of the Scar of the 

Spider, these caves have always been riddled with fungus­

making them a natural place for the visiting mi-go to 

colonize. The mi-go have been here about five months, and 

although they've made a few preliminary attacks against 

the Dominion hive, they've so far managed to hide the 

location of this lair from their enemies. They've spent the 

bulk of their time spying on them, researching a method 

to control the colour out of space, and worshiping their 

dark god Shub-Niggurath. 

While the walls offer many footholds, nearly all within 

are coated with slimy molds and other repulsive fungal 

growths, increasing the difficulty of scaling these surfaces 

such that it's a DC 26 Climb check to move about the walls. 

The slippery growth on the floors does not significantly 

impact movement, but does increase the DCs  of all 

Acrobatics checks in the caves by +2. Ceiling heights in 

the cave tunnels averages at 8 feet, rising to an average 

of 20 feet in the chambers themselves. Air quality within 

the caves is poor, thick with foul-smelling spores that 

give everything a nasty green haze. Breathing creatures 

in the caves must make a successful DC 18 Fortitude save 

every hour to avoid becoming sickened for an hour each 

time they enter the caves-a successful save indicates 

immunity to the fouled air for 24 hours. In addition, once 

per day upon being exposed to these spores, a breathing 

creature must make a second DC 18 Fortitude check to 

avoid developing a lung infection as the spores take root 

within. This infection duplicates the effects offilth fever 

(but with the higher Fortitude save to resist and recover)­

its primary symptom is a hacking bloody cough combined 

with a foul green tinge to the sputum. Both of these are 

disease effects. 

There are two entrances to the caves, the five-foot-wide 

entrance at area Hi and a larger pitlike entrance into area 

H6b. This second entrance is not visible from the ground, 

and fungal growth makes it difficult to spot from the air, 

requiring a successful DC 15 Perception check-remember 

to adjust for distance! 

H l .  Guarded Entrance (CR 1 0) 

The rocky wal l  of the val ley rises abruptly, swaths of green mold 

c l i ng ing  to the broken surfaces. A few mold-encrusted trees 

and tangles of brambly undergrowth decorate the reg ion-one 

particularly large patch nearly obscures a s ing le cave entrance 

at the cliff base. 
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Creatures: The cave entrance is guarded by three advanced 

shambling mounds, conditioned by the mi-go to remain 

motionless until intruders have reached the cave mouth. 

As soon as at least one PC has reached the opening, the 

beasts engage. Each fights until reduced to less than 20 hp, 

when it flees into the swamp, away from the cave entrance. 

ADVANCED SHAMBLING MOUNDS (3) CR 7 

XP 3,200 each 

hp 85 each (Pathfinder RPG Bestiary 246, 294) 

H2. Swampy Corridor 

A set of six humano id  r ibcages, sta ined red by ragged scraps 

of c l i ng i ng  meat and hang ing from cords l i ke a g ris ly row of 

un l it chandel iers, adorn the ceil ing of this widened tunnel .  The 

unmistakable odor of rotting flesh ming les with the fetid stink 

of the soupy swamp water covering the cave passage's floor. 

The swampy water in this cave corridor is 2 feet deep, 

the stone bottom slick with (harmless) green slime. Close 

examination of the ribcages reveals that the bones (some 

of the remains of an unfortunate party ofTechnic League 

explorers) are held together by artfully woven plant fiber­

someone obviously put a great deal of effort to prepare this 

macabre ornamentation. The ceiling climbs to a height of 20 

feet in the last 15 feet ofthe north corridor where the passage 

appears to end at a wall. Here, a successful DC 18 Perception 

check reveals a ledge opening (8 feet across and 2 feet high) 

about 15 feet above that leads deeper into the cave complex. 

HJ.  Ambush Gal lery (CR 1 0) 

The tunnel widens at this juncture and the cei l ing c l imbs to twenty 

feet. A few bones, red with traces of gore, are scattered on the 

l ichen-encrusted floor. 

A DC 15 Heal check reveals that these are arm and leg 

bones of humanoid origin, coming from at least four 

separate individuals. While it appears as no more than a 

broader section of the tunnel, this cave chamber is actually 

wider than those standing on the ground immediately 

recognize. A successful DC 24 Perception check reveals 

hard-to-spot ledges 15 feet above to east and west, obscured 

by tangled curtains ofhanging moss and fungus. 

Creatures: Lurking out of sight on each of the ledges is a 

pair of mi-go, waiting for the party to move between them 

before descending to attack. The mi-go fight until only one 

survives-that one retreats to area H5 to warn its kin there. 

Ml-GO (4) CR 6 

XP 2,400 each 

hp 66 each (Pathfinder RPG Bestiary 4 193) 

H4. Abattoir  (CR 1 2) 

The cei l ing of this cavern yawns thi rty-five feet h igh, with a central 

p i l l a r  of natural rock support ing it. The moldy su rfaces of th is 

chamber are spattered red and bones are scattered everywhere. 

A 5-foot-wide ledge encircles the central rock pillar at a 

height of 18 feet-a successful DC 18 Perception check is 

enough to notice this ledge. The tunnel to the east curves 

north and ends at what appears to be a dead end, but a 

successful DC 15 Perception check reveals a thin mat of 

fungus covering a hole in the ceiling that allows access to 

a tunnel leading to area H5. 

Creatures: A pair of mi-go allies dwell in this cavern, pets 

of a sort the aliens found dwelling in these caves when they 

first arrived. These lumbering gugs now serve the mi-go 

with pride, for as fate would have it, they venerate the same 

foul god of fecundity as their new overlords. The two gugs 

dwell in the two smaller alcoves to the north, using their 

ability to compress to come and go from these dens with 

ease. They attack intruders on sight. If one is slain, the 

other flees south to the shrine of Shub-Niggurath to seek 

aid from the tender of that room. 

GUGS (2) CR 10  

XP 9,600 each 

hp 1 27 each (Pathfinder RPG Bestiary 2 1 51 )  

Treasure: When stripping corpses oftheir flesh, the gugs 

place all items of possible value missed or ignored by the 

vivisectionist (see area H5) on the ledge encircling the rock 

pillar. Among the creatures' mundane belongings are the 

following, visible only to those at eye level with the ledge: 

170 gp, five chrysoberyls worth 100 gp each, violet garnet 

worth 500 gp, a rinlJ of counterspells (with cone of cold already 

stored in it), and a wand of touch of slimeuM (4 charges). 

H5.  Surgery Chamber (CR 1 0) 

A hole in the cei l ing empties i nto this smal l  cave. A narrow tunnel 

leads northeast, where a sickly yel low-green g low flickers. 

Little ofinterest lies in the southwest half of this area, 

but to the northeast, five tables of strangely flexible 

metallic-looking fungus have been set up. Each of the 

tables is spattered with gore-it's here that the mi-go 

perform their cruel vivisections of recently captured 

victims. When the PCs first arrive, a quartet of mi-go are 

hard at work dissecting their latest prize-an aurumvorax. 

The dead creature has been thoroughly dismembered, 

but the mi-go show no signs ofbeing finished with their 

work anytime soon and take a -4 penalty on Perception 

checks to notice intruders. 
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Ml-GO (4) CR 6 

XP 2,400 each 

hp 66 each (Pathfinder RPG Bestiary 4 193) 

Treasure: Forgotten amid a slurry of gore and discarded 

viscera under one of the tables is a severed skeletal hand 

and forearm that wears one bracelet from a black force 

fieldTG_(the other half ofthe force field is at H9). However, 

it is covered in gore and lies in a pile of discarded strips of 

flesh and clothing; a successful DC 20 Perception check is 

required to discover it. 

More obvious are four strange empty metal canisters 

sitting atop one of the tables-these are unused mi-go 

brain cylinders (see page 73)-unused, at least, until a PC 

is captured by one of the mi-go. 

H6. Surface Access (CR 1 0) 

The stone corridor opens into a long, dank cavern, the cei l ing rising 

twenty feet overhead. The sound of dr ipp ing moisture echoes off 

mold-covered wal ls .  

A 5-foot-diameter hole, partially hidden by grotesque 

strands of dangling, slimy fungus, opens in the ceiling 

to the southwest of this cave, leading to a tunnel that 

provides access to area H6b. During the night, it takes a 

DC 20 Perception check to notice this hole, but during 

the day, sunlight from area H6a reduces this to a DC 5 

Perception check. 

The tunnel opens through the floor of area H6b, which 

is also covered by a tangle offungus (requiring a successful 

DC 20 Perception check to spot). Area H6b is open to the 

sky, the chamber's walls climbing 80 feet to a hidden vent 

allowing access to the surrounding cliffs. 

The entrance to the tunnel to area H7 is 30 feet above 

the ground. 

Creatures: A group off our mi-go cling to the walls ofthis 

cave as they undergo a many-hours-long ritual of meditation 

and preparation for offering prayers to Shub-Niggurath 

in the nearby shrine. They immediately rouse from their 

repose to attack any intruders. 

Ml-GO (4) CR 6 

XP 2,400 each 

hp 66 each (Pathfinder RPG Bestiary 4 193) 

H7. Howls in the Dark (CR 9) 

The narrow tunne l  opens up  i nto a fou l -sme l l i ng  muck-fi l led 

chamber, the cei l i ng ten feet overhead decorated by a tang le of 

mucus- l i ke dang l ing f i laments that form an unnerving canopy. 

Some mass of p l an t  matter f loats in t he  ooze at the  cave's 

northern corner. 

Foul, almost liquid fungus grows in this cave, slowly 

draining to area H6b. The slurry is only one foot deep, 

and moving through it is akin to traversing a shallow bog 

(Pathfinder Core Rulebook 427). 

Creature: The dangling tree roots overhead and floating 

reed basket (see Treasure, below) likely draw the party's 

attention first, but this cavern is the lair of 4 particularly 

hearty vooniths. The long-necked beasts wallow in the mire 

here, and have taken to the mi-go quite well, serving now as 

guardians for the contents of the reed basket. Their howls 

echo through the entire cave network, alerting the mi-go if 

they haven't been already. Once all but one ofthe vooniths are 

slain, the lone survivor begs for its life, promising to protect 

the PC who it fears was about to attack it next. The voonith 

remains loyal for a few days if spared, serving as a guardian to 

that PC, but its dark sense ofhumor and delight at watching 

cats, humans, and gnomes in pain might make it a grating 

companion to be around before long. Exactly how long the 

voonith stays at its savior's side is left to you to determine. 

ADVANCED VOONITHS (4) CR 5 

XP 1,600 each 

hp 47 each (Pathfinder RPG Bestiary 3 283) 

Treasure: The plant matter floating in the muck is a 

woven basket of pale swamp reeds. Removing the lid is 

simple enough. Inside are three touches of avolition, mi-go 

items that must be stored in damp environs (see page 63). 

H8.  Shrine to Shub-N iggurath (CR 1 2) 

The swampy st ink i ntensifies in th is huge, domed cavern. Dr ippy 

clots of phosphorescent l i chen growing on the cei l i ng  twenty­

five feet above provide d i m, eer ie i l l um i nat ion to the cave. 

Dry ledges s it  to the east and west, wh i le  to the north looms 

a huge deformed p lant- l i ke monstrosity, its branches dang l ing 

with  pa l l id  strands of mucus- l i ke fung i .  The wal ls  of  the cave are 

decorated in patterns of g lowing fung i, many of which repeat 

the same d isqu iet ing symbol of three deformed goat- l i ke heads 

facing outward so that their six cu rved horns a lmost form a c irc le .  

A successful DC 20 Knowledge (religion) check is enough 

to identify the symbols, and the looming fungal "tree," 

as sacred to the outer god Shub-Niggurath, the Black 

Goat of the Woods with a Thousand Young. The mi-go 

of this colony venerate this vile goddess of fertility and 

fecundity, and grew their tree altar from specialized 

spores. The leader of the mi-go, a priest ofShub-Niggurath 

named Lrrhech, has an eerie biological connection to 

this chamber's sacred fungal tree, and it can see and hear 

any activity that takes place in this chamber as if via 

clairaudience/clairvoyance through the tree itself. Ifit notices 

any PCs entering the room (use Lrrhech's Perception check 
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to spot characters attempting stealth-its statistics appear 

on page 34), the mi-go uses its connection to the tree to 

address the intruders. The tree "speaks" in a booming, 

sloppy voice in Aklo, its trunk heaving and rasping to 

form the words. Lrrhech's message is brief, "You intrude, 

fleshlings, but the Black Goat welcomes you-join her, 

serve her, become her!" 

Creatures: As Lrrhech issues its proclamation from the tree, 

the mi-go uses its eerie link to the fungus tree to "birth" the 

temple's guardians from its lower, bulbous roots: 3 divinely­

infused chaos beasts. These creatures look more fungal and 

plantlike in their makeup than typical chaos beasts, and 

move about on a dozen hoof-tipped tentacles. Lrrhech does 

not further interact with the PCs in this chamber, but does 

observe their tactics as they fight the tree's spawn. 

Note that these chaos beasts have the cleric creature 

template-see Pathfinder RPG Monster Codex, page 246, for 

more details on simple class templates. 

CHAOS BEASTS OF SHUB-NIGGURATH (3) CR 9 

XP 6,400 each 

CE c ler ic chaos beast (Pathfinder RPG Bestiary 2 54, Monster 

Codex 246) 

hp 85 each 

Special Attacks channel  negative energy (3/day, 4d6, DC 1 3) 

Cleric Spells Prepared (CL 9th; concentration + 1 0) 

3rd-blindness/deafness (DC 1 4) 

2nd-hold person (DC 1 3), sound burst (DC 1 3) 

1 st-divine favor, shield of faith 

Treasure: Totems and offerings have been pressed into 

the tree's fungal bark, including several bloody bones and 

rotting organs, coated in moldy filth. Among the grisly 

offerings is a skull with five platinum teeth (each tooth is 

worth 300 gp) and a slowly decaying human heart with a 

functional but in need of cleaning thoracic nanite chamber 

(mark II)TG. 

H9.  Toxic Pool (CR 1 1 )  

A na rrow corridor opens up into th is large chamber, the cei l ing 

thi rty feet above. The f loor and wal ls  are caked with a layer of 

fuzzy green mo ld, a lthough a long the southern wal l ,  a ledge 

twenty feet above the ground seems relatively clear of fungal 

growth. A skeletal body clad in chainmai l  and m issing some of 

its r ight arm is s lumped atop this ledge. 

Hazard: Most of the floor of this chamber is actually i5 

feet lower than it appears. What seems to be the floor is in 

fact a thin film of mold growing over a 3o-foot-deep lake of 

toxic sludge. A successful DC 35 Perception or DC 30 Survival 

check is enough to note the thin film for what it is before 

someone steps onto it. A creature that walks out onto the 

film plunges into the sludge beneath, which functions like 

quicksand (Pathfinder Core Rulebook 427) and carries with it 

a deadly contact poison. Each round a creature remains in 

the sludge, it is exposed to the poison again-and even after 

escaping, continues to be exposed for id6 rounds before 

the sludge becomes inert. Prestidil]itation or a large amount 

of water is enough to clean the sludge off and end this 

recurring poisoning. 

Toxic S!ud11e-contact; save Fort DC i5;frequency i/round 

for 6 rounds; effect id2 Con and id4 Wis; cure 2 saves. 

Treasure: The skeletal remains slumped against the wall 

belonged to one ofTherace's companions from the Technic 

League. After she lost her hand to a mi-go, she escaped to 

here only to perish from her wounds. Her +zfire resistance 

chainmail bears the gear symbol of the Technic League, and 

she still wears one ofthe black force fieldTG bracelets on her 

remaining wrist (the other half of this pair of bracelets is 

located in area Hs) . 
Story Award: Ifthe PCs manage to navigate this room and 

recover its treasures, award them 6,400 XP. 

H lO. Walls of Bone (CR 1 0) 

The cei l ing of this ta l l  cavern comes to a peak along its axis th i rty 

feet above. The walls are hung with the bleached bones of an 

untold number of creatures. Bony l imbs point i n  every d i rection, 

eyeless skull sockets stare back p la intively-the scope of death 

here i s  d isconcerting .  Corridors p ierce this cathedral  of death 

to the north and west, wh i le  a ledge leads up  from the lower 

fungus-r iddled cavern to the south. 

These bones were placed by these caverns' initial gug 

inhabitants. Very few gugs remain (those who do are in areas 

H4 and here), but the mi-go saw no reason to tear down the 

skeletons here. The bones hide two additional exits from 

the room-one leading to a narrow crawlway to area Hiz 

and one masking a hole in the floor that leads to a tunnel 

to area Hu. Both ofthese exits from the room can be found 

with a successful DC 20 Perception check. The tunnel to 

areas Hiz requires a Medium creature to squeeze, but its 

entrance to area Hiz is not as well guarded. 

Creatures: A single gug stands guard in this cave. It attacks 

at once, but flees to area Hiz to alert the mi-go there if 

reduced to fewer than 60 hit points. 

GUG CR 10 

XP 9,600 each 

hp 1 27 

H l l .  P lague Cave 

The air in  this long, low-ceil inged cave is particularly close and foul­

smel l ing, and the fungus growing thick on every surface seems 
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particularly decayed and corrupt. The cei l ing is a mere six feet 

h igh, with a hole lead ing to a tunnel  at the east end. The western 

reaches of the cave pulsate eerily with a black, throbbing miasma. 

Hazard: The fungus in this cave has been corrupted by 

a particularly virulent affliction suffered by a mi-go at the 

hands of the Dominion of the Black. Yet ever the scientist, 

this mi-go refused to let Lrrhech attempt to cure the disease, 

and instead retreated to this cave to let the affliction run its 

course so its kin could study the results and prepare defenses 

against it. Ironically, the resulting illness is so virulent to 

the mi-go that no others have risked entering the cave to 

study the results yet. 

The affliction itselfis a nameless contagion (referred to 

here as Dominion plague for ease of reference) that has a 

curious side effect-it causes those suffering its effects to 

absorb nearby light and shed darkness-an advantage to 

the neh-thalggu when they infect creatures like humans 

who cannot see in the dark. The mi-go's body lies slumped 

against the west wall and is the source of the blackness. 

Dominion plague is spread easiest by contact with a diseased 

host, but even exposure to the darkness a sick host sheds is 

enough to spread it. 

Dominion PlaJJue: Contact or exposure to darkness; save 

Fort DC i5; onset i minute; frequency i/day; effect id2 Con 

drain plus id4 Wisdom damage and victim sheds darkness 

(as per the spell of the same name) in a io-foot radius; cure 

2 consecutive saves. 

H 1 2. Lrrhech's Repose (CR 1 3) 

Four natural columns support this long cavern's twenty-five-foot 

high cei l ing. Several ledges, each ten feet off the fungus-encrusted 

floor below, overlook the cavern. 

Creatures: The leader ofthe mi-go expedition, a priest of 

Shub-Niggurath named Lrrhech, is perched on a ledge is 

feet high in the northeastern niche of the cavern. Lrrhech 

is accompanied by a trio of mi-go who serve as bodyguards 

and conversation partners-all three of these mi-go are 

fanatic devotees and loyal to their priest. Their current 

topic of conversation is a partially dissected gug savant that 

lies sprawled against the base ofthe ledge to the northwest. 

Hazard: The central floor ofthis area is a pool of poisonous 

fungus akin to that in area H9-the mi-go know this, of 

course, and avoid it via flight. 

LRRHECH CR 12  

XP 19,200 

Mi-go cleric of Shub-Niggurath 9 (Pathfinder RPG Bestiary 4 1 93) 

CE Medium plant 

lnit +9; Senses bl indsight 30 ft., low-l ight vision; Perception +24 

DEFENSE 

AC 30, touch 1 9, flat-footed 24 (+3 armor, +3 deflection, +S Dex, 

+1 dodge, +8 natural) 

hp 1 76 (16 H D; 7d8+9d8+1 05) 

Fort +1 7, Ref +1 0, Will +1 3 

Defensive Abilities bramb le  armor (1 d6+4, 9 rounds/day); DR 

5/slashing; Immune cold, plant traits; Resist electricity 1 0, 

fire 1 0; SR 2 1  

OFFENSE 

Speed 30 ft., fly SO ft. (good) 

Melee staff af the Dark Tapestry +17/+12/+7 (1d8+8), 2 claws 

+1 1 (1d4+2 plus grab) 

Special Attacks channel  negative energy 6/day (DC 17, Sd6), 

evisceration, it came from beyond, part the veil, wooden fist 

(+4, 8 rounds/day) 

Cleric Spells Prepared (CL 9th; concentration +14) 

5th-spell resistance, summon monster V, wall of thorns0 

4th-cure critical wounds, fleshworm infestatian"M (DC 1 9), 

freedom af movement, lesser planar binding0 

3rd-bestow curse (DC 18), cure serious wounds, dispel 

magic, plant growth, summon monster Ill 

2nd-barkskin°, cure moderate wounds (3), resist energy, 

spiritual weapon 

1st-command (DC 16), comprehend languages, cure light 

wounds (2), doom (DC 16), entangle0 (DC 16), shield af faith 

O (at wi l l )-bleed (DC 1 5), detect magic, read magic, 

resistance 

D domain spel l; Domains Dark Tapestry1sG, Plant 

TACTICS 

Before Combat Lrrhech casts freedom of movement, shield of 

faith, barkskin, and spell resistance before combat begins. 

During Combat The mi-go priest casts summon monster V at 

the start of combat to conjure up a large mud elemental, 

augmenting the creature with its i t  came from beyond 

domain ab i l ity, granting i t  the advanced creature template 

(th is abi l i ty makes the mud elemental look l i ke a cross 

between an eel and an octopus made of the soggy fungus, 

but does not imbue the e lemental with the fungus's toxic 

qua l ities). Lrrhech focuses on its ranged spel ls thereafter, 

favoring irradiate and confusion from its staff a long with 

wall of thorns. 

Morale Lrrhech attempts to flee if reduced to fewer than 30 

hit points. If it escapes, it likely returns with reinforcements 

(several more mi-go) at some point in  the future to track down 

the PCs, eager to harvest the brains of foes so capable. How 

this impacts future adventures is left to you to determine. 

STATISTICS 

Str 20, Dex 20, Con 23, Int 25, Wis 20, Cha 17  

Base Atk + 1 1 ;  CMB +16; CMD 35  

Feats Combat Casting, Combat Expertise, Dodge, G reater Feint, 

Improved Feint, Improved In it iative, Selective Channel ing, 

Ski l l Focus (Heal)  

Skil ls Craft (a lchemy) +26, F ly +28, Heal +30, Knowledge 

(arcana) +26, Knowledge (engi neering) +23, Knowledge 
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(geography) +23, Knowledge (p lanes) +26, Knowledge 

(re l ig ion) +26, Perception +24 

Languages Aklo, Common, Mi-Go 

SQ deceptive, item creation, no breath, starfl ight 

Combat Gear staff of the Dark Tapestry (see page 63); Other 

Gear +1 light fortification leather armor, strand of prayer 

beads (lesser) 

ADVANCED Ml-GO (2) CR 7 

XP 3,200 each 

hp 80 each (Pathfinder RPG Bestiary 4 1 93, 288) 

Story Award: Award the PCs an additional 6,400 XP if 

they survive this encounter due to the complication of the 

poisonous sludge in the room. 

H 13 .  Therace's Brain 

This cavern is dry and warm, with no evidence of the fungus that 

grows rampantly e lsewhere in the cave network. Strange carvings 

adorn the wal ls, whi le an a lcove to the north conta ins a low flat 

rock on which sits a s ing le dark metal cyl inder. 

Treasure: Until recently, the mi-go kept several harvested 

brains in canisters here, but most of these have since been 

transported off-world. The one canister that remains is of 

particular interest to the mi-go, for it contains the brain 

of a wizard named Therace Holiyard, a Technic League 

lieutenant and an expert on entities from the Dark Tapestry. 

The mi-go have learned relatively little from Therace 

that they didn't already know, but Lrrhech is increasingly 

intrigued by what its learned of the Technic League and 

hopes to send some disguised mi-go to Starfall as soon as 

the Dominion threat here has been handled. 

If the PCs activate the canister, they're greeted by a 

long, metallic scream-Therace's mind is unhinged, and 

prone to fits of madness. The scream lasts for id4 rounds 

before the tormented mind trapped within stabilizes. 

Therace seems confused as to where he's at, and can drop 

hints about his personality if asked (he admits to being 

a lieutenant of the Technic League readily enough, and 

promises rewards he is in no position to honor if the 

PCs return him to Starfall). Therace can be used as a 

way to provide hints about the Dominion of the Black 

as you wish-or to be consulted for his skills-which 

include: Appraise +i6, Diplomacy +i3, Knowledge (arcana) 

+i8, Knowledge (engineering) +i8, Knowledge (geography) 

+i8, Knowledge (nature) +i6, Linguistics +12, Perception 

+i4, Sense Motive +8. 

One particular bit of important information that 

Therace can impart is that when he arrived in the Scar 

of the Spider, he sent half of his followers south into the 

swampy part ofthe vale to investigate there. This group had 

several potent items of equipment, including a robojack 

that Therace had intended to use on the annihilators he'd 

heard dwell within the Scar, yet at the time they arrived, 

both robots were out in the Felldales gathering stock for 

their Dominion masters. 

As a member ofthe Technic League, Therace can provide 

the PCs with much additional information regarding that 

group and the city ofStarfall, but this information is oflittle 

immediate use-see the next adventure, "Palace of Fallen 

Stars," for more information on what Therace 

can provide about the League. 

Therace's body is long gone, but if the 

PCs use resurrection to restore him to 

life, he was LE human expert 4/wizard 

8-you'll need to generate his stats in 

this event, but he is likely to feel more 

than a debt of gratitude to the PCs for 

restoring him. 

The man's remaining gear has been 

gathered into a sticky netting of fungus and 

lies in a compact heap behind the pillar on 

which the brain canister sits. This gear consists 

of a rinlJ of protection +2, a +2 laser pistol, a wand of 
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fly (13 charges) , a wand of technomancy TG (40 charges) , a red 

access card, and his spellbooks (these books contain spells 

appropriate for an 8th level wizard, including all ofthe 4th 

and lower level wizard spells from the Technolony Guide). 

Development: IfHyrsek Caio is with the PCs, he recognizes 

Therace's gear on sight. He'll attempt to abscond with this 

gear and Therace himselfthe next chance he gets, returning 

to Starfall for his payday. 

Story Award: For discovering Therace's brain, award the 

PCs 12,800 XP-his aid may prove to be invaluable in the 

next adventure! 

THE BLIGHTED CAVES 
Located at the southernmost extent ofthe Scar ofthe Spider, 

but not quite opposite the fungal caves colonized by the mi-go, 

lies a blighted section of swampland and a number of fissures 

in the cliff wall. These rifts open into a network of caves that 

have been the lair of a colour out of space for many centuries. 

The alien entity has fed countless times on the swamp's plant 

and animal life, repeating its destructive life cycle over and 

over again. This incarnation still has some time to go before 

it matures and launches itself into space, but it has already 

fed deeply and most of the creatures that once dwelt in the 

vicinity have been slain. Its latest victims, a group ofTechnic 

League explorers, succumbed to the colour-their remains 

can be found within the caves themselves. 

The colour out of space dwells in area K4 of the caves, 

where its spends most ofits time digesting and growing. The 

alien ooze wafts up out ofits cave only infrequently to seek 

food, but as soon as the characters set foot into the region 

depicted in the map, they are in range of the colour's aura 

oflassitude and must make a successful DC 25 Will save to 

avoid the effects (a -4 penalty on Will saves and a resistance 

against traveling more than a mile from area K). 

Kl . Hungry Guardian (CR 1 3) 

The swamp vegetation here has been somehow drained of its 

color-what remains is a blasted, gray landscape of muddy water 

and britt le vegetation-yet now and then, a stra nge sh immer 

passes through the dry vegetation and s i l t . . .  a sh immer of a color 

strangely d iff icult to classify. F ive cave entrances beckon i n  the 

cl iffside, the gritty, weirdly sh immering mud sta in ing the tunnel 

f loors as they wind underground.  

Creature: One creature, an immense and originally rather 

robust froghemoth, has survived the colour's feeding for 

many weeks as a colour-blighted creature, beating the odds 
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against its inevitable dissolution but now proving barely 

able to shamble forth to hunt. The monster appears to be 

suffering from a number of raw wounds, and as it moves, 

these wounds shimmer with the colour's indescribable hue. 

COLOUR-BLIGHTED FROGHEMOTH CR 13  

XP 25,600 

Pathfinder RPG Bestiary 136, Pathfinder RPG Bestiary 4 39 

N Huge aberration 

lnit +5; Senses al l-around vision, b l indsight 30 ft., darkvision 

60 ft.; Perception +18 

DEFENSE 

AC 28, touch 9, flat-footed 27 (+1 Dex, +19 natural, -2 size) 

hp 1 68 (16d8+96) 

Fort + 1 0, Ref +8, Will + 1 1  

Immune electricity; Resist fire 1 0  

Weaknesses slowed b y  e lectricity 

OFFENSE 

Speed 20 ft., swim 30 ft. 

Melee bite +21 (2d6+1 1/1 9-20 plus grab), 4 tentac les +19 

(1d8+6 plus grab), tongue +19 (1d4+6 p lus grab) 

Space 15 ft.; Reach 15 ft. (30 ft. with tongue) 

Special Attacks constrict (tentacle, 1 d6+1 1 ), swal low whole 

(3d6+1 1 damage, AC 1 9, hp  1 6) 

TACTICS 

During Combat The froghemoth has 

dug i nto a large bog just south of 

the westernmost tree, its eyesta lk  

extended up  above the surrounding 

mud .  The monster lurches out to attack the first 

creature to come within reach of its tongue, then 

charges the nearest foe if it 's not able to grab and 

gu lp down its first target. 

Morale The froghemoth fights to the death. It does not pursue 

foes beyond the extent of the region shown on the map. 

STATISTICS 

Str 30, Dex 1 3, Con 21,  Int 2, Wis 1 3, Cha 1 

Base Atk +12; CMB +24; CMD 35 

Feats Improved Crit ical (b ite), Improved In it iative, L ightning 

Reflexes, Lunge, Multiattack, Power Attack, Sk i l l  Focus 

(Stealth), Toughness 

Skills Percept ion +18, Stea lth +1 2 (+20 in marshes), 

Swim +18 

K2. Benevess's Grave (CR 1 1 )  

Thick, dusty spider webs, some del icate and gossamer and 

others as  th i ck  as a human's t humb, 

fi l l  the  tunnel  and  what l i t t le can 

be d iscerned of the cave chamber 

beyond .  An indescr ibab le  co lor  

sh immer occasional ly r ipp les a long 

the webbing. 

A successful DC 20  Knowledge (nature) is enough to 

recognize that the thicker webs in this room were likely 

left by ogre spiders, but any attempt to interact with the 

webs brings about a curious result-the webs crumble to 

fine ashes at a touch. The spiders that spun these webs 

were consumed by the colour out of space long ago, and its 

presence has reduced the webs to their current fragility. 

Creatures: Although the spiders are long gone and the 

webs do nothing more than obscure vision, this cave is 

far from safe. The unquiet spirit of a scholar from the 

Ustalavic city ofThrushmoor haunts this cave. In life a 

quiet philosopher named Benevess Veskenti, this man grew 

increasingly obsessed with the nature of alien life, and 

eventually set out on his own to explore Numeria. He met 

his end here, food for the colour, horrified that his search 

for alien life had only resulted in becoming an alien's meal. 

Benevess found no peace in death either. After perishing 

so painfully and so alone, he rose as a bhuta, trapped between 

death and life by his frustrations and anger at his life's work 
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having caused his death in such a remote, wretched place. 

For a time after the ogre spiders moved in, the bhuta found 

their presence a welcome distraction, but now with only 

dry webs as companionship, Benevess welcomes the PCs' 

arrival. If one of them arrives with an animal companion 

or minion, Benevess attempts to possess the animal before 

revealing himselfto the PCs. Ifhe can do so without raising 

suspicion, he travels with the PCs for several hours, watching 

and waiting patiently for a chance to lash out at one PC­

preferably the animal's owner-in a hollow attempt to vent 

his frustration. Eventually, once it is discovered, it uses the 

possessed animal to fight to the death, and once confronted 

in its true form, fights again until destroyed. 

BENEVESS VESKENTI CR 11 

XP 1 2,800 

Bhuta (Pathfinder RPG Bestiary 3 41) 

hp 1 47 

Treasure: In the cave's northeastern niche lies the 

skeletal remains of poor Benevess-any who saw the bhuta 

can recognize the robe of arcane herita3euE the skeleton 

still wears as the one worn by the unquiet spirit. The 

skeleton itself is  dusty and gray and crumbles to ash 

if touched, but the handy haversack at its side remains 

fully functional, along with its contents: 3 potions of cure 

moderate wounds, 2 potions of cure serious wounds, a wand 

of displacement (10 charges), a folded map of northern 

Avistan (this map contains several locations circled and 

labeled as "alien infestation sites." The Scar of the Spider 

and Silver Mount are both circled, and at your option 

other circled sites could lead to further adventures), and 

a journal that covers Benevess's quest. Alas, the journal 

itself is poorly written-for all his passion in scholastic 

pursuits, Benevess was a terrible writer. 

KJ. Technic Victims 

This chamber is empty save for four heaps of what appears to be 

d iscarded cloth ing and armor, strewn out on the cave floor as if 

the people who'd worn i t  had s imply laid down and evaporated 

away, leaving their  gear behind. 

Treasure: Upon closer inspection, swaths of gray ash fill 

these clothes. These fragments are all that remains of the 

rest of the Technic League team led by Therace-the robes 

and clothing all bear the insignia of the Technic League. 

A further search among the disintegrated bodies reveals 

a metal tube containing three scrolls (wall of fire, obsidian 

flowuc, and water breathin3), a glass vial containing an elixir 

of copper dra3on breathuc, a flashlightTG, a pair ofveemod 

gogglesTG with a green veemodTG installed, and a skillslot TG 

with a mark III Acrobatics skillchipTG still installed. 

K4. The Stained Chamber (CR 1 3) 

Several passageways meet in this large domed chamber. A few 

rock col umns support the cei l ing twenty feet overhead, but the 

strangest feature of the cave is a large oval patch of dusty g ray 

gravel that sh ines with an indescribable color. At the center of 

the sha l low gravel bed, a ten-foot d iameter ho le descends i nto 

the darkness. 

This chamber is the upper half ofthe colour out of space's 

lair. The ravenous alien entity normally dwells in a large 

cavern below this one (area K4b). The hole in the gravel pit 

passes directly through the roof of the lower cave, creating 

a so-foot drop to the gritty gray stone below. 

Creature: The colour out of space remains within the 

cave below unless a significant amount of noise or light 

attracts its attention up here (torchlight and regular 

conversation in area K4a is not enough, but shouting, 

combat, or any bright light source is). The creature is also 

roused if anything enters area K4b-including anything 

larger than an apple thrown down into the cave from 

above. The incorporeal creature explodes up out of the 

lower cave like a geyser of living indescribable color to 

attack the PCs in such an event. 

COLOUR OUT OF SPACE CR 13  

XP 25,600 

Advanced HD colour out of space (Pathfinder RPG Bestiary 4 39) 

CN Huge ooze (i ncorporeal) 

lnit +12; Senses b l indsense 120 ft.; Perception +22 

Aura lassitude (300 ft., DC 25, 1 O rounds) 

DEFENSE 

AC 24, touch 24, flat-footed 15 (+7 deflection, +8 Dex, +1 dodge, 

-2 size) 

hp 1 84 (1 6d8+ 1 1 2) 

Fort +1 1,  Ref +1 5, Will +1 1 

Defensive Abilities amorphous, incorporeal; Immune acid, cold, 

fire, mind-affecting effects, poison, sonic, ooze traits; SR 2 1  

Weaknesses susceptible t o  force effects 

OFFENSE 

Speed 30 ft., fly SO ft. (perfect) 

Melee disintegrating touch +1 8 touch (1 0d6) 

Space 15 ft.; Reach 1 5  ft. 

Special Attacks feed 

TACTICS 

During Combat The colour spends the first few rounds of 

combat attempting to feed on PCs. It switches to making 

attacks with i ts d is integrating touch once a l l  ava i lab le PCs 

have made their saving th rows against its feed attack, or 

once it's been reduced to 100 or fewer h i t  points. 

Morale I f  reduced to fewer than 20 hp  it abandons Go larion 

enti rely, exiting the caverns and f lee ing into the dark depths 

of space, never to return. 
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STATISTICS 

Str -, Dex 26, Con 22, Int 1 9, Wis 23, Cha 24 

Base Atk +12; CMB +22; CMD 40 

Feats Combat Expertise, Dodge, Improved I n itiative, Improved 

Natural Attack (d isintegrating touch), L ightning Reflexes, 

Mobi l ity, Spr ing Attack, Toughness 

Skills Fly +31, Knowledge (geography) +20, Knowledge (nature) 
+20, Knowledge (planes) +20, Perception +22, Stealth +16 

Languages Aklo (cannot speak) 

Treasure: Therace's second in command, a half-ore magus 

named Yegrexi, was the first ofthe group that traveled south 

to investigate these caves to enter area K4b. The colour fed 

on him until it transformed him into a colour-blighted 

half-ore, then left him down here to die of thirst. His body 

can be found in area K4c, slumped against the wall where 

the slightest touch causes his gray remains to crumble to 

dust. Among the dead magus's remains are a +J chain shirt, 

a +z spell-storin!J lon!]sword (currently empty), a leather pouch 

containing a dozen amethysts worth 100 gp each and 10 

batteries, and his spellbook (which contains spells of your 

choice). In addition, a timeworn robojack TG (4 charges) sits at 

Yegrexi's side-a device Therace "borrowed" from Ghartone 

in anticipation of confronting annihilator robots. While 

his team missed the robots, the PCs may well be able to 

use this device on the annihilator themselves (provided it 

doesn't glitch out). 

PnRT 4: DOMINION OF THE BLnrK 
When Casandalee uploaded her mind into a compact AI 

core, she hoped to soon thereafter find a robot to serve as 

her Al's chassis, but Unity's minions forced her to abandon 

the compact AI core in a cave on the western side ofthe Scar 

of the Spider. The core remained hidden for centuries, the 

AI within forced to spend the majority of that time in a 

dream-filled limbo, until the Dominion ofthe Black came 

to the Scar in 4709. 

It was the intellect devourer Maukui who discovered 

the core and deduced its true nature. Here, Maukui 

realized, was that rarest and most unique artifact-a 

technological item crafted by humanity that transcended 

even Dominion accomplishments. The generation of an 

artificial intelligence presents a host of possibilities to the 

Dominion ofthe Black, not the least of which is the farming 

ofbrains without the complication of organic bodies being 

attached to them. Maukui realized that ifit could find a way 

to reverse engineer the AI, it could duplicate it and infuse 

organically grown blank brains with intellects, perhaps 

even with souls, and with such a development could rise 

high in the Dominion ranks. 

But six months ago, when a greater power among the 

Dominion hive realized what Maukui intended, it intervened. 

This was an ascended neh-thalggu, a creature known as a 

yah-thelgaad named Lthoon, which confiscated Maukui's 

project, leaving the intellect devourer bitter but without the 

courage to fight back on its own. Lthoon has made little more 

progress on the project, though, and is considering expanding 

its experiments into a more risky venue that could have the 

side effect of destroying their only resource. Lthoon's new 

tactic involves a piece of invasive, organic technology that 

has been slowly wearing away at long-suffering Casandalee's 

dwindling means of resistance. For her part, Casandalee 

realizes that it's only a matter oftime before the Dominion 

succeeds in their relentless efforts. She also understands that 

ifthe Dominion succeeds, it also means that the last traces 

of her mind will be completely eradicated, along with the 

information necessary to overcome a threat to Golarion more 

immediate even than the diabolical Dominion ofthe Black: 

the nascent demigod Unity. To the Dominion, Casandalee's 

destruction would be but a minor setback, but to the PCs and 

to the AI herself, such a development would be disastrous 

DECOMPOSING DROPSH IP  
The dropship that brought this particular Dominion cell 

to Golarion was a loathsome organic creation, birthed from 

a larger ship in a distant galaxy. As is always the case in a 

planetary invasion by the Dominion, they have no plans to 

leave their new planetary home, and have left their ship to 

slowly rot on the shores of the small lake where it landed. 

The ship is immense, and its alien composition has been 

taking years to decay away-even half a decade later, the 

ship's carcass remains mostly functional, its guardians 

and defensive systems now operating as little more than 

dangerous hazards and traps for the curious. Yet ifthe PCs 

take the time to explore the decomposing ship, they'll find 

that the time and risk may be well worth the rewards in 

experience, knowledge, and treasure! 

L1 . Dropship Exterior (CR 12) 

What great beast this enormous hu lk  once was is hard to say. 

Now i t  rots in the sun, the vi le odor aggressively assault ing the 

a i r  around it . The th ing is over four hundred feet long, its bu lbous 

body r is ing half that height i nto the sky. Vast folds of rugose fat, 

coi ls of th ick mottled tentacles, greasy bulbs and s l ippery knobs, 

spiny ridges, and stranger organs l ie  sprawled i n  every d i rection. 

Patches of red fungus grow i n  the shady nooks on the thing, but 

in  most places its hide is reminiscent of an  elephant's coarse skin, 

with patches of sh iny octagonal scales and tufts of wiry hair- l ike 

growths. Pustules are scattered on its leathery surface, some of 

which have bu rst, oozing a viscous yellow-green l iqu id .  The water 

around it is sta ined and foul, and no plant l ife grows with in a few 

hundred feet of the remains. 

The stench of the decomposing hulk is repulsive, and 

all within 100 yards of the suppurating mass must make a 
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successful DC 20 Fortitude save to resist becoming sickened 

as long as they remain in the area plus an additional 10 

minutes.  A successful save indicates a creature has become 

accustomed to the smell for 24 hours-all the creatures 

that dwell in the vicinity are permanently accustomed to 

the stink. This is a poison effect. 

The water surrounding the carcass is murky and 

malodorous. Any who ingest the water are exposed to 

blinding sickness. While the hide is safe to touch, it inflicts 

filth fever on any creature foolish enough to consume 

any of it. The water itself reaches depths of 30 feet at its 

deepest points surrounding the ship. Much of what lies 

underwater has collapsed on itself, but it was here that 

the ship's now non-functional propulsion and landing 

equipment was located. 

The easiest way to enter the hulk is via the numerous 

posterior vents leading to area L2 or LJ. These immense 

squamous stalks end in foul-looking apertures connected 

to 5-foot-diameter tubes. When the ship lived, it could flex 

these tunnels, widening them to allow comfortable passage 

by Large Dominion agents or contracting them to block 

access even to water or air. Now, they are relaxed and still. 

The hide itself has degraded in strength as the body 

decays, but remains difficult to damage (hardness 10, hp 

800 per 5-foot section, Break DC 50). It's merely a DC 10 

Climb check to scale the monstrous, foul-smelling walls of 

the ship's interior or exterior. Inside, the hulk's chambers 

are cloyingly warm, but the floor is level enough that 

it can be navigated with relative ease. Chambers within 

are lit dimly by glowing rotten meat, and ceiling heights 

average at 15 feet. 

Creature: Most ofthe creatures in the region have learned 

to avoid the dropship, but one huge crocodile took strangely 

to the ship's presence. Most ofthe things that have fed on the 

ship's hide have sickened and died, but this one crocodile 

has found the ship to not only be delicious, but potent 

as well-after several months spent chewing on tentacles 

and sensor stalks, the crocodile underwent a strange and 

unrepeatable transformation-it mutated into a magical 

beast more commonly found in tropical waters, a creature 

known as a lukwata. 

The ravenous scavenging lukwata remains in the area, 

and considers the dropship to be its kill. It patrols the 

waters relentlessly, and surges forth to attack anyone it 

spies approaching the area, fighting to the death. The 

fact that this lukwata transformed from a crocodile, one 

of the standard lukwata's most hated predatory rivals, is 

an abnormally best left to those more philosophic than 

this hungry predator. 

ADVANCED LUKWATA CR 12  

XP 19,200 

hp 1 75 (Pathfinder RPG Bestiary 3 187, 290) 

L2. Cargo Pods (CR 1 1 )  

Five fleshy tunnels enter this damp chamber. The moist floor is 

irregular, a deep green with grayish tumor- l ike growths scattered 

across the surface. I t  has the unsettl i ng  appearance of moist folds 

of skin within some grotesque beast's mouth. To the west, the 

walls c inch down into a tangle of p ink, dripping fibers that seem to 

mostly, a lthough not entirely, b lock passage into an  area beyond .  

These chambers were once used to store cargo, but also 

as boarding chambers-the dominion ship would extend 

its tubelike stalks to attach to a grappled ship, allowing the 

aliens within access to the enemy ship's interior. 

The pink fibrous barriers are decayed "doorways" that 

once separated compartments-they once worked as the 

flesh valves in the Dominion Hive work today, but time 

and decay has rendered these doors mostly inoperable. 

These walls of tissue are easy to smash through or destroy 

(hardness 2; hp 12; Break DC 16). A successful DC 15 Escape 

Artist check allows a character to wriggle through one 

without destroying the door as a standard action that 

provokes an attack of opportunity. 

L3. Rotting Floor (CR 1 0) 

The sme l l  of putrefact ion is overwhe lm ing  here. Th i s  damp  

chamber itself appears empty, save for a tangle o f  r ibbed gray 

cables-or arteries-that hang from rotting walls. 

The "cables" that hang from the wall here once connected 

to an ugothokra incubator (now located in area M 3). Remnants 

from the production ofthese spiderlike monsters have seeped 

into the room's floor, resulting in a dangerous trap. 

Trap: The floor section ofthis chamber has rotted almost 

completely through-a Heal check can be used in place 

of a Perception check to notice the trapped floor before 

anyone stumbles into it. One round after anything larger 

than a Tiny creature sets foot on the floor, the entire floor 

ruptures, dumping all creatures in the room into a foul pit 

filled with decay, razor-sharp chitinous projections from 

the rotting carcasses ofhundreds of ugothokras, and blasts 

of pressurized air. This pustule explodes in a blast of gas 

and shrapnel, affecting all creatures in the area indicated 

on the map. Part of this explosive trap results in an upwell 

ofinfectious vapors-all creatures exposed to the trap are 

also exposed to flesh ripen fever (see page 89). 

ROTTING FLOOR EXPLOSION CR 1 1  

XP  12,800 

Type mechanical; Perception DC 30; Disable Device DC 30 

EFFECTS 

Trigger location; Reset none 

Effect 20-foot-deep pit  (2d6 fa l l ing damage); explos ion of 
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bony shrapnel (Atk +1 5 ranged, 1d6  bone shards per target 

for 1 d6+5 each); d iseased gasses (see above); DC 20 Reflex 

avoids fa l l; DC 19 Fortitude avoids d isease; mult iple targets 

(a l l  creatures in area L3) 

L4. Cathedral of Light (CR 1 2) 

The drooping cei l ing of th is e longated ga l l ery rises th i rty feet 

h igh in places but hangs down to only five feet from the ground 

in others, sagging l i ke a part ial ly col lapsed tent made of rotting 

flesh. The air itself swirls with mult ip le motes of various colors of 

l ight-what at first seem to be fireflies but, upon closer i nspection, 

appear to be more akin to floating je l lyfish- l ike creatures. 

Although the tiny floatingjellyfish seem beautiful, they 

are in fact immense clots of oversized bacteria that float 

and drift in the air, spawned from the rotten walls of the 

place. Fortunately for the PCs, these glowing organisms are 

far too large to infect them, yet still small enough that they 

don't pose a threat. 

Creature: The same cannot be said of the chamber's 

guardian, a variant lunarma that once served on the ship 

as an attendant for its engines. When the ship crashed, 

the lunarma's purpose ended and its Dominion masters 

left it here, expecting it to die not long after since the 

creature "fed" from exhalations and excretions from the 

ship's engines. In fact, the lunarma has thrived in this 

environment, soaking in nutrients and energy from the 

process of the ship decaying around it. Eventually, when 

the ship is gone, the lunarma will need to move on, but for 

now it has come to view this realm as its castle, and it fights 

vigorously using its spells and a timeworn mindrender 

pistol it took from a Dominion captive not long before 

the ship landed. 

ENGINE ATTENDANT CR 12  

XP 19,200 

Variant l unarma sorcerer 9 (Pathfinder RPG Bestiary 4 185, 

Ultimate Magic 73) 

CN Medium aberration 
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lnit +6; Senses a l l -around vision, darkvision 60 ft., low- l ight 

vision; Perception + 1 2  

DEFENSE 

AC 27, touch 1 3, flat-footed 24 (+4 armor, +2 Dex, +1 dodge, +6 

natural, +4 sh ie ld) 

hp 1 70 (18 H D; 9d8+9d6+99) 

Fort + 1 3, Ref +8, Will + 1 4  

Defensive Abilities barbed carapace; Immune cold, poison; 

Resist electricity 5, fire 5 

OFFENSE 

Speed ft., fly 60 ft. (good) 

Melee 3 claws +13 ( 1d8+3 plus grab), bite +13 (1 d6+3) 

Ranged t imeworn mindrender +1 2 touch (1 negative level) 

Space 5 ft.; Reach 5 ft. (10 ft. with claws) 

Special Attacks breath weapon (30-ft. l i ne, 2d6 ac id damage 

plus recurri ng damage, Reflex DC 1 9  for ha lf, usable every 

1d4 rounds), constrict (1d8+3), implant eggs 

Bloodline Spell-Like Abilities (CL 9th; concentration + 1 2) 

6/day-black motes"M 

3/day-voidfield"M 

Sorcerer Spells Known (CL 9th; concentration +12) 

4th (4/day)-ca// lightning storm (DC 1 7), greater make 

whole'G, resilient sphere 

3rd (7/day)-blink, gaseous form, irradiate'G (DC 16), 

l ightn ing bo lt  (DC 16) 

2nd (7 /day)-detect thoughts (DC 1 5), glitterdust (DC 1 5), 

invisibility, make whole, mirror image 

1st (7/day)-alarm, floating disc (DC 14), mage armor, magic 

missile, shield, unseen servant 

O (at wi l l )-acid splash, dancing lights, detect magic, light, 

mage hand, mending, message, open/close 

Bloodline Void-Touched"M 

TACTICS 

Before Combat The lunarma casts mage armor and shield on 

itself before entering combat. It casts unseen servant dai ly 

(mostly to a id it in  manipu lating smal l  e lements i n  the sh ip). 

During Combat The l unarma prefers to ut i l ize its spells from 

range, but in combat it attacks with its tentacles and 

m indrender (when it attacks with the mindrender, it g ives up  

a tentacle attack). The creature general ly tries to  remai n  out  

of reach from foes but in reach w i th  i t s  tentac les so i t  doesn't 

provoke attacks of opportunity when it fires the weapon in 

combat. It uses its unseen servant to pick up  and retrieve 

objects dropped by the PCs if the opportunity ar ises. 

Morale The engine attendant doesn't pursue foes out of the 

wreck, but fights to the death and chases PCs relentlessly 

for the honor of its rotting home as long as intruders remain 

i ns ide of i t .  
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STATISTICS 

Str 1 6, Dex 14, Con 21,  Int 9, Wis 1 0, Cha 16  

Base Atk +10; CMB +13; CMD 26  

Feats Arcane Strike, Combat Casting, Dodge, Eschew Materials, 

Exotic Weapon Profic iency (firearms), Great Fortitude, 

Improved I n itiative, Iron Wi l l, Skil l Focus (Knowledge 

[eng ineering]), Technologist'G 

Skills Fly +1 8, Knowledge (eng ineering) +26, Perception +12 

Languages Aklo (can't speak); telepathy 1 20 ft. 

SQ bloodl ine arcana, no breath 

Gear t imeworn mindrender'G (10 charges) 

L5. Malfunctioning Lift (CR 1 0) 

The twenty-foot-h igh  vau lted ce i l i ng of this round chamber is 

held up  by r ib- l ike arches. Twitching, fuming gray-ribbed cables 

hang from the wal ls, while patches of multicolored l ig hts sparkle 

near the cei l ing across the entire hal l .  A twenty-foot wide p i l lar  

of decaying flesh, two s ides of which are dominated by bu lg ing, 

closed puckers, rises in the midd le of the room. 

The pillar in the center of this room once served as a lift 

of sorts, connecting to lower decks that housed the bulk 

of the Dominion's living quarters for the ship. This lower 

deck is crushed under the decaying weight, and the lift no 

longer works to provide access to the other decks as a result. 

Creatures: Unfortunately, the lift itself has become 

engorged on a horrific mass of flesh-eating worms that 

have been slowly chewing their way through the walls 

in this chamber. The lift doors themselves (the bulging 

puckers) react to motion, so anyone who moves through 

this room causes the doors to suddenly flex and open, 

spilling three ravenous swarms of rot grubs into the room. 

Invisibility allows a character to move through the room 

without triggering the doors, as does a DC 35 Stealth 

check. If released, the grubs pursue food (including PCs) 

relentlessly-but they make no distinction between the 

PCs and other creatures they encounter. 

ROT GRUB SWARMS (3) CR 7 

XP 3,200 each 

hp 85 (Pathfinder RPG Bestiary 3 2 15) 

LG. Abandoned Materials 

The reeking walls of this elongated chamber drip with pus 

and decay. The western half of the vaguely hourglass-shaped room 

is empty, but to the east, what appear to be two badly decayed 

mounds of bony shelves sit s lumped in the midd le of the room, 

surrounded by protrusions of bone and chit in .  

Treasure: This room was used to store many of the 

weapons and strange technological horrors utilized by 

the Dominion. Most of the gear has been relocated to the 

hive, but a search of the room (along with a successful DC 

25 Perception check to tell the treasures apart from the 

decaying portions of ship) reveals two weirdly organic­

looking weapons (fleshnet cannons-see page 63) and a long 

serpentine fanged device (a mouthpiece ofthe dominion­

see page 74). 

L7. Attendants' Cabin (CR 1 1 )  

Str ings of t issue hang ranc id and foul from the ce i l i ng  of th is 

hourg lass-shaped room. What may have once been some form 

of part ial ly biological control panels line the western wal ls, but 

today they've a l l  decayed i nto fou lness. 

Creatures: When the Dominion abandoned their 

drop ship, most of their members relocated to their new 

hive to the west, yet they couldn't take all of their members 

with them. In particular, the ship's "brain," a shipmind, 

had to stay behind. As is the custom with the Dominion, a 

small contingent oftheir number stayed behind to observe 

the disintegration process a shipmind goes through as its 
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ship decays-in this manner, the Dominion enhances and 

perfects the art of crafting new ship minds. 

This room is occupied by one such contingent, a group of 

three neh-thalggus who have been keeping close observation 

on the shipmind in area L9 and its descent into madness. 

They understand that the shipmind is vulnerable and filled 

with anger at the Dominion, and the idea that it might 

reveal something they'd rather stay hidden compels these 

neh-thalggus to fight to the death to prevent intruders like 

the PCs from entering the shipmind's prison-home. 

NEH-THALGGUS (3) CR 8 

XP 4,800 each 

hp 1 05 each (Pathfinder RPG Bestiary 2 197) 

LB. The Shipmind (CR 1 4) 

The smel l  in th is humid  chamber sti l l  holds the fou l  sti nk  of rot, 

but a cloyingly sweet scent m ingles with i t .  To the southwest, the 

cei l ing r ises from its i n it ia l  ten feet to nearly twenty-five feet, 

where what appears to be an immense iron and glass cauldron 

hangs from coi ls of metal and muscle chains and cords. The i nside 

of the cau ldron churns with f luid, shaking aga inst its restra i nts. 

Creature: The cauldron contains the still-living but 

increasingly insane mind ofthe drop ship, a bioengineered 

creature known as a shipmind. Calling itselfThe-Stars­

Whisper, the intelligent ooze's mind has been steadily 

degenerating as the ship that once served it as a body rots 

away. Less powerful than it once was and with no control 

over the now dead ship, The-Stars-Whisper is retreating 

into strange religious beliefs as its death approaches. Yet 

unlike most ofits kind who lapse into devotion to the Dark 

Tapestry, or a black hole, or some other cosmic phenomenon, 

this shipmind has begun to see the slow decay ofits body as 

the true nature of existence-all life exists only to feed the 

grave, and it is as one decays that one can truly experience 

the truth of the universe. 

But more than religion, this dying shipmind has 

developed something unusual, a growing hatred of the 

Dominion itsel£ The-Stars-Whisper blames the neh-thalggu 

for murdering it, and countless  other ships across the 

universe, and whenever the neh-thalggus in area L7 enter 

this room, the shipmind lashes out at them. 

In its state of degeneration, The-Stars-Whisper has 

abandoned its observation of areas beyond this room-but 

when it notices the PCs approaching, it speaks to them in a 

booming telepathic voice once they come within 60 feet. It 

demands to know who the PCs are and why they are here. It 

knows nothing ofCasandalee, but ifit determines that the 

PCs seek to confront the Dominion, it sighs in relief, saying 

"Then my vengeance shall be known. You, small fleshlings, 

shall be my new body's instrument for my murder!" 

You can use the shipmind to fill the PCs in on how and 

why the Dominion of the Black have come to Numeria-if 

the PCs ask the right questions, they can learn a little about 

how this ship was part of the armada that opened fire on 

Divinity so long ago, or that they only recently arrived in 

the region. You can also use the shipmind to warn the PCs 

that they'll be facing intellect devourers (including one 

wearing a dragon) and neh-thalggus in the hive. At some 

point in the conversation, The-Stars-Whisper reveals to the 

PCs that a small cache of equipment can be salvaged in a 

small chamber to the northeast (area L8a). The shipmind 

even opens the ruined flesh valve into the area so the PCs 

can enter the area with ease. 

Unfortunately, The-Stars-Whisper is swiftly degrading, 

and before the PCs leave (either to gather the gear in area 

L8a or to leave the room), the ooze has one final thing to say: 

"But, can fleshlings as you even stand against the might of 

the Dominion? I must know. If you die to me I shall know 

you were weak, but if you do not-I die knowing you can do 

what must be done!" The mad shipmind then fires a plasma 

bolt into the party, attacking them with intent to kill under 

the reasoning that ifit can kill the PCs, it needs to stay alive 

longer to find agents who are up to the task ofits revenge. 

THE-STARS-WHISPER CR 12  

XP 19,200 

Deteriorating sh ipmind ooze (see page 87) 

hp 144 

Treasure: A significant amount of treasure, most of it 

gathered from worlds similar to Golarion lies in storage 

here-none of the treasure is of particular use to the 

Dominion in their current task and so they elected to leave 

it behind here. The cache is kept in several fluid-filled, 

blister like chests, and includes 16 yellow topazes worth 500 

gp each, 7 black star sapphires worth i,ooo gp each, a suit 

of +3 banded mail, a staff ofhealin13, a blue veemodTG, a rocket 

launcherTG, and an ingenuity facet (see page 63). 

In addition, one of the pods contains a dozen small 

spongy spheres that reek of something akin to ammonia. 

These are scent glands that can be used to confuse the 

sentient walls ofthe Dominion hive. The-Stars-Whisper is 

sure to explain to the PCs that they'll need these glands if 

they hope to infiltrate the hive undetected. A single gland 

is enough to render a person undetectable to the hive's 

walls for 24 hours. 

Story Award: Ifthe PCs take advantage ofthe opportunity 

to interrogate the shipmind and learn about the Dominion 

and the hive before they or it attacks, award them 19,200 XP. 

THE DOMIN ION  H IVE 
The Dominion of the Black presence in the Scar of the 

Spider is currently overseen by a yah-thelgaad calling itself 
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Dweller-in-Dark-Places. The nature of the materials that 

coat the hive's walls allow the Dweller to observe most areas 

in the hive with ease. As the party progresses, the Dweller 

becomes increasingly intrigued with them, eventually 

determining that they are of sufficient power to be worthy 

ofthe Dominion leader harvesting their brains personally. 

For this reason, Dweller doesn't marshal the defense ofthe 

hive that it could, watching their progress closely. 

Within the hive, connecting tunnels are 15 feet in 

diameter and circular in cross section. Characters who 

must walk can do so with ease as long as they remain in 

the center of the hallways-walking along the left or right 

side means moving along an increasingly steep slope and 

should be treated as difficult terrain. 

Doors: The hive's doors are unusual, they look like tightly 

sealed fleshy puckers when closed. These flesh valves open 

at a touch to the Dominion agents (this is a swift action), but 

for invaders, they must be tricked or forced into opening. 

A flesh valve has hardness lo, 20 hp, and a Break DC of 24. 

A severed limb harvested from a neh-thalggu, intellect 

devourer, or ugothokra can be used as a key of sorts to open 

one of these doors with a touch. In addition, contact with 

any form of magical cold causes a door to open immediately. 

Finally, the peppers grown by Mad Paeytr cause a flesh valve 

to open and remain open for 24 hours-valves opened in 

other ways close automatically after 1 minute. 

Walls: The walls of the hive themselves are encrusted 

with a strange form of Dominion biotechnology. In 

appearance, these walls resemble the hide of a crocodile 

in both color and texture, with occasional odd protrusions 

and repeating patterns of alien geometry. A thin layer of 

pungent, translucent jelly coats the stuff, and infrequent 

twitches and undulations ripple across the surface, like 

the movements of musculature beneath skin. Numerous 

small glowing creatures that resemble weird jellyfish the 

size of a human's hand slither and float across the walls, 

providing dim illumination throughout the complex. 

The walls and these jellyfish are in fact a single form 

of symbiotic engineered life. The walls themselves have 

hardness 15, 90 hp per 5-foot section, and heal damage at 

the rate of5 hp per round. The jellyfish serve as countless 

tiny visual and audio sensors, which allow the Dweller to 

use its lair (area Mi3) to observe all of the rooms coated 

with the stuff(save for area M6-something the Dweller 

hasn't yet realized as it's had no reason lately to observe 

that room). An area effect spell that inflicts acid or fire 

damage destroys all of the jellyfish sensors in that area 

for 10 minutes before the walls extrude replacements. A 

character who douses themselves with one of the strange 

scent glands from area L8a becomes invisible and 

silent to the j ellyfish, but this has a strange side 

effect that causes dozens of the things to cling to their 

bodies-this results in a -8 penalty on Stealth checks 

and allows creatures to pinpoint the character when he 

is invisible. 

Hive Entrance: The physical entrance to the hive is 

obscured by a permanent imane (CL nth, DC 19) placed by 

the yah-thelgaad via a scroll. The image appears to be a 

curtain of thickly growing vines, although a successful 

DC 15 Knowledge (nature) check is enough for a character 

to discern the vines are of no known species-the yah­

thelgaad didn't bother to make the vines appear to be of a 

plant native to Golarion. The vines aren't really intended 

to be a significant barrier to entry, though-the guardian 

in the first room is the Hive's greatest defense against 

unwanted intruders. 

Ml .  Rogue Annihilator (CR 1 3) 

The rock of this enormous domed chamber has been cut with 

startl ing precision and shines with a glassy finish. A wide-mouthed 

corridor f i l led with hanging vines l ies to the east and a fifteen foot 

wide corridor exits the room to the south. Opposite this 

hal lway to the north, a strange pucker- l i ke growth of 

green scaly flesh grows on the wal l .  

Creature: This is the main entrance to the Dominion 

hive. Waiting in the northeast quadrant of this 

chamber is their remaining 
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annihilator robot, currently uncontrolled and aggressive 

due to damage it has suffered. The Dominion agents have yet 

to bother repairing the robot, but intend to raid the Machine 

Cave in the near future to attempt to force Binox into first 

repairing the annihilator and then serving the Dominion. 

If the party possesses a robojack (L6 and LS), they may 

attempt to control the robot; due to its damaged state it 

makes checks to resist this technology at a -1 penalty. Note 

that the robot must squeeze in order to fit through the 

tunnels deeper in the Dominion hive. 

DAMAGED ANNIHILATOR CR 13  

XP 25,600 

Annih i lator robot (Inner Sea Bestiary 43) 

N Gargantuan construct (robot) 

lnit +6; Senses darkvision 120  ft., low-l ight vision, tremorsense 

60 ft.; Perception +23 

DEFENSE 

AC 27, touch 9, flat-footed 24 (+2 Dex, +1 dodge, +18 natural, 

-4 size) 

hp 1 70 (20d10+60) 

Fort +8, Ref + 10, Will +6 

Defensive Abilities hardness 5; Immune co ld, construct traits; 

Resist electricity 30, fire 30 

Weaknesses unrepaired, vu lnerable to crit ical h its, vul nerable 

to electricity 

OFFENSE 

Speed 50 ft., c l imb 30 ft. 

Melee 2 claws +28 (2d6+ 1 2) 

Ranged integrated chain gun +18 (8d6/x4) 

Space 20 ft.; Reach 20 ft. 

Special Attacks combined arms, plasma lance 

TACTICS 

During Combat The l umbering construct attacks as soon as 

PCs enter the carved cavern, start ing combat with a plasma 

lance attack and then moving i n  to melee foes whi le using 

its integrated chain gun .  I t  pursues foes for no more than 3 

rounds if they flee th is room. 

Morale The damaged ann ih i lator fights unti l  i t  is destroyed. 

STATISTICS 

Str 34, Dex 1 5, Con -, Int 14, Wis 1 1 ,  Cha 1 

Base Atk +20; CMB +36; CMD 49 

Feats Combat Reflexes, Deadly Aim, Dodge, Great Fortitude, 

Improved I n itiative, Improved Lightning Reflexes, L ightning 

Reflexes, Mobi l ity, Ski l l  Focus (Acrobatics), Spring Attack 

Skills Acrobatics +28 (+36 when jumping), C l imb  +33, Fly +5, 

Int imidate +1 5, Perception +23 

Languages Androffan, Hal l i t  
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SPECIAL ABILITIES 

Chain Gun (Ex) This advanced i ntegrated firearm has a range 

i ncrement of 200 feet, automatical ly re loads as a free action, 

and has a 1-2 misfire range. If a m isfire occurs, the attack 

m isses and the robot must use its next action clearing the 

chamber of the jammed gun (the robot doesn't attempt to 

f ire a jammed chain gun). An ann ih i lator's core can process 

scrap metal i nto new ammunit ion, effectively giving the 

ann ih i lator i nfinite ammo with this weapon. 

Combined Arms (Ex) When taking a fu l l  attack action, an 

ann ih i lator can attack with melee and ranged integrated 

weapons s imultaneously. 

Plasma Lance (Ex) As a standard action once every 3 rounds, 

the ann ih i lator may fire a 1 20-foot- long line of plasma from 

its tail. All creatures in this area take 14d6 points of plasma 

damage (half  fire, half e lectricity; DC 18  Reflex ha lves). The 

save DC is I nte l l igence-based, and inc ludes a -4 penalty for 

damage suffered. 

Unrepaired (Ex) The damage the robot suffered has done 

more than lower i ts hit points and reduce i ts hardness-it's 

a lso rendered one of its cha in  guns inoperative, rui ned its 

booster jets and its force field, and prevents it from using its 

cha in  gun to perform suppressing fire. Final ly, i f  the robot 

suffers crit ical hit damage, it loses 1 point of hardness in 

add it ion to the regu lar  effects robots suffer on a crit ical hit .  

Despite a l l  this damage, though, the ann ih i lator remains 

a deadly foe-and foreshadows a f ight against a fu l ly  

operational ann ih i lator at the start  of the fi nal adventure i n  

t he  Iron Gods  Adventure Path. 

M2. Stasis Tubes 

Severa l tubes made of a pink material sit on rugose leathery 

stands i n  this room-five i n  intact condit ion, and three that have 

been shattered. Al l  bear scorch marks on their surfaces and have 

smal l  windows in their upper sections. 

These are stasis tubes from a crash site of one of 

Divinity's fragments, found by the Dominion about 

a year ago-the same tubes that once contained 

Isuma and her four companions. The 

Dominion accidentally destroyed two 

of them before they mastered the 

technique of opening the tubes 

without killing their occupants. 

The tubes themselves are no 

longer operational, but 

if Isuma is traveling 

with the PCs, she 

shudders at 

the sight of 

them. 

MJ. Incubator (CR 1 2) 

The wal ls of th is chamber are plated in swaths of what looks l ike 

crocod i l i an  hide. An immense sculpture, or perhaps a machi ne, 

that looks something l i ke an insecti le cephalopod bui l t  from fleshy 

leather and strips of du l l  red chitin looms agai nst the northern wal l, 

its seven tentacles splayed out i nto the room, each arm ending in 

a bu lbous pucker the size of a cur led-up ha lfl ing .  

Creatures: The strange tentacled machine is a device 

that incubates and dispenses the spiderlike disease carriers 

used by the Dominion as bioweapons, creatures known 

as ugothokras. The bulges inside of the machine's arms 

each contain a fully-grown ugothokra, and as soon as it 

or the walls of the place notice intruders, the machine's 

arms thrash and then peel back on themselves to unleash 

the seven ugothokras. The creatures take a -4 penalty on 

their initiative checks as they slowly waken, but attack 

immediately once they do, seeking to infect as many PCs 

with diseases as they can and fighting to the death. 

The machine spawns ugothokras at a rate of i per day, but 

at your discretion, you can increase this rate if you wish to 

give the Hive more reinforcements ifthe PCs retreat and 

return. It's difficult, but the machine itself can be destroyed 

(hardness i5; hp 600; Break DC 50; Disable Device DC 40). It 

self-repairs damage at a rate of5 hp per round. At the end 
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of any round the machine has been damaged, it shrieks 

and howls in pain-all creatures other than ugothokras in 

area MJ take 4d6 sonic damage and are stunned from the 

sound for 1 round (Fort DC 18 halves damage and negates 

stun; this is a sonic effect). 

If the Dweller observes PCs making a concerted effort 

to destroy the incubator, it sends the intellect devourers 

in their kasatha bodies in area Ms to defend the machine. 

If the machine is destroyed, it can no longer repopulate 

the hive's ugothokras-more importantly, the remaining 

ugothokras in the complex immediately gain 2 negative 

levels that cannot be removed. 

UGOTHOKRAS (7) CR 7 

XP 3,200 each 

hp 76 (see page 88) 

Story Award: Ifthe PCs destroy the incubator, award 

them 12,800 XP. 

M4. D isposal (CR 1 3) 
The flesh valve that provides entrance to this room 

is different than the others. It oozes a small amount of 

translucent pale orange slime that has left what appears to 

be chemical burns along the seam and in a puddle on the 

floor. The chamber beyond serves the hive as a disposal 

chamber, but functions more like an immense detached 

stomach than anything else. 

Trap: The disposal is activated with a touch to the flesh 

valve that provides entrance, but has a time delay-the 

device activates 2 rounds after the door itself is touched. 

The neh-thalggu generally stack their refuse in front of 

the door, touch it, then retreat to safety to let the disposal 

take care ofthings. 

When it activates, the door peels open and three large slimy 

tentacles extrude to snatch up all objects and creatures within 

20 feet of the door itself(the tentacles ignore creatures and 

objects smaller than Tiny). The tentacles do damage, but 

also grapple creatures and objects as they pull them into the 

chamber beyond, which then douses what lies within with 

powerful acidic enzymes. The resulting slurry is then absorbed 

into the walls and helps to provide power for the entire hive. 

The door to the room closes at the end of the round after the 

tentacles attack, immediately resetting the trap. Ifthe door is 

destroyed, the tentacles and trap itself are destroyed as well, 

and the interior no longer douses its contents with acid. 

DOMINION DISPOSAL CHAMBER CR 13  

XP 19,200 

Type magic; Perception DC 30; Disable Device DC 35 

EFFECTS 

Trigger touch; Reset automatic 

Effect three tentacles +18 melee (2d6+6 plus grab; CMB +26 

[+30 grapp le]; CMD 36; creature grabbed is pu l led into area 

M4 at the end of the round); acid bath (2d6 acid damage/ 

round for 6 rounds); mult iple targets (3 creatures or objects) 

Treasure: An investigation of the room's interior and 

a successful DC 28 Perception check reveals a single pale 

lavender ioun stone (can absorb 15 spell levels) on the ground 

near the central rocky pillar, the crystalline item is shiny 

but unharmed by the acid. 

M5. H ive Power Stations (CR 1 3) 

This long room consists of three octagonal chambers connected 

by a fifteen-foot-wide tube. The walls are covered with crocod i l ian 

h ide and are swarm ing with t iny po ints of l ight that f l it back and 

forth between two slowly pu ls ing p i l lars of strange meta l  at the 

chamber's eastern and western extremes. Dozens of pale green 

spheres sit on these pi l lars, each conta in ing a bubbl ing pale green 

fluid in which bobs a humanoid bra in .  When the points of l ight  

touch a p i l lar, their  co lor  grows br ighter, and when that  point of 

l ight f l ies back to the wal ls, the color d ims once aga in .  

This eerie chamber is where the Dominion's power 

source comes from. The hive's walls and machinery are 

quite efficient and do not require significant amounts of 

power. What they do need is harvested from the digestion 

of organic material in area M4 and is augmented by the 

extraction oftormented dreams siphoned from the brains 

contained in these two pillars. The tiny points oflight are 

more of the small jellyfish-like creatures-they siphon 

bits of thought from the trapped brains and transfer the 

psychic energy to the walls. Little can be done to save the 

brains in these pillars, but destroying the pillars does allow 

them to finally die-each pillar has hardness 15 and 360 hit 

points, electricity damage inflicted to these objects is not 

halved and ignores hardness. A pillar can be immediately 

destroyed via a DC 40 Strength check or deactivated with a 

DC 35 Disable Device check. Each time a pillar takes damage, 

it reflexively fires a bolt of psychic energy at the source of 

its target (+is ranged touch attack, maximum range of 180 

feet) that inflicts ld4 points of Intelligence damage on a 

hit. If the pillars are attacked and there are no creatures 

here to defend them, the Dweller takes note and sends the 

neh-thalggu from area M7 to investigate. 

If one pillar is destroyed, all attempts to force open or 

disable a flesh valve door and all attempts to use Stealth to 

hide from the Dweller as he watches from the walls gain a 

+s bonus. 

Ifboth pillars are destroyed, all ofthe hive's doors gape 

open and remain open, and the walls no longer allow the 

Dweller to observe rooms from afar. 

Most of the traps and objects found within rooms 

themselves, such as the incubator in area MJ or the portal in 

. . . - ·- - ·_-:--==-==- --
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area Mu, have significant stores of power and can continue 

to function for months. 

Creatures: This chamber is protected by a quartet of what 

appear to be kasathas armed with short swords. In fact, these 

are the lost companions of Isuma, inhabited by intellect 

devourers who serve the Dominion as guardians. Another 

four intellect devourers are out in the Felldales on scouting 

missions-they'll return in id3 weeks, in theory, to relieve 

them so that these four can then go on scout duty or so that 

these new four intellect devourers can reinforce casualties. 

INHABITED KASATHAS (4) CR 6 

XP 2,400 

Kasatha rogue 7 (Pathfinder RPG Bestiary 4 174) 

CE Medium humanoid (kasatha) 

I nit +2; Senses detect magic, Perception + 1 2  

DEFENSE 

AC 21,  touch 1 5, flat-footed 16 (+4 armor, +2 Dex, +3 dodge, +2 

sh ie ld) 

hp 63 (7d8+28) 

Fort +4, Ref +7, Will +4 

Defensive Abilities defensive tra in ing, evasion, trap sense +2, 

uncanny dodge 

OFFENSE 

Speed 30 ft. 

Melee mwk short sword +8 (1d6+3/1 9-20), 2 mwk short 

swords +8 (1d6+1/1 9-20) 

Special Attacks sneak attack +4d6 

Spell-Like Abilities (CL 8th; concentration +7) 

Constant-detect magic 

At wi l l-confusion (s ing le target on ly), daze monster (no HD 

l im it), inflict serious wounds, invisibility, reduce size (as 

reduce person but self on ly) 

3/day-cure moderate wounds, globe of invulnerability 

TACTICS 

During Combat The inhabited kasathas start combat by trying to 

sneak attack flat-footed foes. They then either use invisibility 

to set up sneak attacks every other round or f lank foes to do 

the same. They rely on confusion and daze monster against 

foes who seek to maintain ranged superiority. 

Morale An inhabited kasatha fights to the death. If s la in, the 

i ntel lect devourer within emerges, at which point its a l l ies 

move to protect it during the round the emerged i ntel lect 

devourer is vu lnerable and dazed. An emerged inte l lect 

devourer fights to the death. 

STATISTICS 

Str 1 6, Dex 1 5, Con 14, Int 1 0, Wis 14, Cha 8 

Base Atk +5; CMB +8; CMD 23  

Feats Combat Reflexes, Dodge, Toughness, Two-Weapon 

Fig hting, Weapon Focus (short sword) 

Skills Acrobatics +1 2, C l imb +13, Escape Artist +12, Int imidate +9, 

Perception +12, Sense Motive +12, Stealth +12, Survival +9 

Languages Kasatha, Androffan 

SQ desert runner, desert stride, j u mper, m ulti-armed, stal ker, 

rogue talents (combat trick, res i l iency, weapon tra in ing), 

trapfi nd ing +3 

Gear +2 leather armor, +1 buckler, 3 mwk short swords 

I NTELLECT DEVOURERS (4) CR 8 

XP 4,800 each 

hp 84 each (Pathfinder RPG Bestiary 1 80) 

Development: If the PCs are traveling with Isuma, she 

quietly asks the PCs to aid her in honoring her fallen kin once 

their bodies have been rescued from the intellect devourers. 

Isuma wants to follow her tribe's tradition ofburying her kin 

on a hilltop, then standing vigil over the bodies from sundown 

to sunrise. She doesn't expect the PCs to accompany her, but 

ifthey aid her she is grateful. Ifthe PCs do accompany her on 

this vigil, you should have the group encounter at least one 

wandering monster during the night to add a bit of drama 

to the incident-this additional encounter is also a great way 

to get the PCs a bit of extra XP if they need it! 

Story Award: Each pillar ofbrains destroyed by the PCs 

earns the party 9,600 XP. Ifthe PCs help Isuma to bury her 

kin, award them an additional i2,800 XP, in addition to 

any creatures they might have to defeat during their vigil. 

M6. Maukui's Lair(CR 14) 

The walls of th is s izable ha l l  are composed of green crocod i l ian 

substance, but the smal l  g lowing je l lyfish - l i ke creatures evident 

elsewhere i n  the complex are lethargic and barely glowing at a l l .  

Creature: This large chamber has been set aside by the 

Dominion as a place for the intellect devourer Maukui to rest 

and relax. Since Maukui has grown fond ofits dragon body, it 

needs a large room to do so, especially since Maukui's favorite 

form of relaxation is the torment and eventual consumption 

of creatures it's captured and returned to the hive for expressly 

this purpose. Oflate, though, Maukui has been withdrawn 

and frustrated at having his latest experiment-the android 

AI Casandalee-taken from him. In a growing fit of dissent, 

the intellect devourer has managed to engineer a way to 

render the walls ofthis chamber unusable by the Dweller for 

observation, so that when the PCs arrive, it feels fee to speak 

its mind to the intruders. 

Maukui addresses the PCs telepathically, admitting to 

them that it only wears this dragon as a skin, yet implying 

it can use the "skin" as skillfully as the creature originally 

born into it. Yet it does not wish a fight. Maukui instead 

proposes an exchange of information for a service. In 

return for reclaiming a certain treasure for the intellect 

devourer, it will answer the PCs'  questions. That the 

treasure it wants returned is Casandalee's AI core likely 

results in an inevitable confrontation when the PCs refuse 



to hand it over, but ifthe PCs are canny and patient they 

can learn much of interest. 

Maukui explains to the PCs that the leader of this hive, 

a yah-thelgaad named Dweller-In-Dark-Places, took from 

him a valuable treasure, an intelligence trapped within a 

crystal. Maukui wants this crystal and its intelligence back 

(he doesn't reveal why he wants it, knowing that might make 

the PCs unwilling to aid him). In return, he can aid the PCs 

by describing to them the powers a yah-thelgaad possesses 

so that they can plan for their inevitable confrontation with 

the Dweller. Maukui can also provide a description of the 

Hive's layout, including the traps, denizens, and dangers 

found within the area. He asks the PCs to spare the kyton 

Paajgat in area M9 but doesn't care what happens to anything 

else in the Hive. 

At your option, Maukui can give the PCs more 

information as well, including some of the 

background details on why the Dominion 

is here in the first place. He can also tell the PCs that he 

suspects Casandalee is kept in a secret chamber accessible 

only via a portal-he can tell the PCs where this portal 

is (area Mn) and how to use it, but hasn't been into the 

chamber beyond and doesn't know what dangers might or 

might not wait beyond. 

If she's traveling with the PCs, Isuma bristles at the 

prospect of working with her tormentor, and unless she's 

forged a strong bond of trust with the PCs, she attacks 

the dragon before agreeing to work with him. Likewise, 

if Maukui starts to suspect the PCs want Casandalee for 

themselves or otherwise plan to betray him, he sighs deeply 

and attacks, hoping to kill them and use their bodies and 

gear to aid his plans. 

MAUKUl'S HOST CR 12  

XP 19,200 

hp 1 47 (see page 60) 

MAUKUI CR 12 

XP 19,200 

hp 1 84 (see page 60) 

Development: If the PCs have already attracted the 

Dweller's attention, it notices that it cannot observe them 

when they enter this room. Intrigued, it sends a group ofits 

minions (likely the inhabitants of area M8) to investigate in 

id4+2 rounds, likely interrupting any conversations the PCs 

are having with Maukui. Ifa neh-thalggu realizes Maukui 

is betraying the Hive, it attempts to exit the room to inform 

the Dweller before returning to attempt an execution. 

Story Award: If the PCs forge an alliance with Maukui 

and learn what it knows before its inevitable betrayal, award 

the PCs i2,800 XP. 

M7. Fleshcells (CR 1 2) 

The walls of th is chamber are covered with crocod i l ian h ide. The 

chamber itself consists of three rough ly octagonal rooms with 

th i rty-foot- h igh  ce i l ings .  Five ten-foot-square cages, the bars 

made of pale green and pink material, hang from the cei l ing on 

cab les of twitching ch i t in .  

This chamber is used by the Dominion to house 

captives who have not yet had their 

brains harvested-typically, creatures 

captured by their annihilators out 

in the Felldales, but any PCs or NPC 

allies that might be captured by the 

Dominion can be rescued from these 

cages as well (currently, no prisoners 

are present). The bars of the cages themselves are 

made of the same material as the walls (hardness i5; hp 90; 



Break DC 32) and repair damage to themselves at a rate of 5 hp 

per round. The cages can be commanded to spread open their 

bars to place creatures within or remove them in the same way 

the flesh valves can be opened. 

Creatures: A group of four neh-thalggus guard this 

chamber, although without any prisoners to guard, the 

aliens have been spending their time sharing memories 

via brain swapping (a loathsome act that may be as close as 

these aliens come to sharing an emotional bond with each 

other) and discussing magical theory. The brain collectors 

rally to attack any intruders upon sight, in any event, and 

fight to the death. 

NEH-THALGGUS (4) CR 8 

XP 4,800 each 

hp 1 05 each (Pathfinder RPG Bestiary 2 1 97) 

MB. Shipmind Nursery (CR 1 1 )  

Several f lu id-f i l led cy l indr ica l  tanks composed o f  a strangely 

f lexible g lass- l ike material, extend from pucker-like r ings set i nto 

the floor of th is crocod i l ian- leather-sheathed chamber. Each tank 

is fi l led with a bubbl ing mass of b lue f lu id and organic matter. 

This chamber is an experiment in progress, one that's 

been in progress for years, and which could continue for 

years to come as the Dominion slowly cultivates a brand­

new shipmind, tailored for use not in a space-faring vessel 

but to control and enhance this hive. The shipmind will 

eventually reside in the largest ofthese tanks, but the other 

seven tanks contain chemicals and biological agents that, 

for the next several years, need to age separately before they 

are introduced to the central mass to trigger the apotheosis 

of a new shipmind's "birth." The tanks are relatively fragile 

(hardness 2; hp 20; Break DC i8), but destroying them has no 

immediate effect on the hive itself other than to infuriate 

the Dominion agents. 

Creature: A single neh-thalggu, one much older than 

the others in the hive and only a few decades away from 

making its own transformation into a yah-thelgaad, has been 

entrusted with tending to the growth of the new shipmind 

here. The neh-thalggu is itselfattended by four ugothokras. 

All five creatures swiftly move to attack intruders, but their 

primary desire is to protect the vats. As such, they do not 

pursue fleeing intruders from this room. 

ADVANCED NEH-THALGGU CR 9 

XP 6,400 

hp 1 25  each (Pathfinder RPG Bestiary 2 197, 292) 

UGOTHOKRAS (4) CR 7 

XP 3,200 each 

hp 76 (see page 88) 

M9.  Grand Lab (CR 1 3) 

Th is  chamber appears to be a b izarre operati ng theater, with 

three surg ica l  tables made of f leshy orange material i n  three of 

the five octagonal wings of the room. The other two wings each 

conta in a large vat of pulsating pink flesh- l ike material, striated 

with coi ls of fat and throbbing veins. Al l  five objects are connected 

by a th ick, puls ing artery that snakes across the floor, branching 

apart to l ink them al l .  

The two vats in this chamber contain masses of pulsing 

chemical-infused flesh that helps to maintain the docility 

of those on the tables in this room. The surgery tables are 

equipped with restraints (treat as masterwork manacles). As 

long as a creature is restrained on the tables, chemicals from 

the vats cause the creatures to take a -6 penalty to Strength 

and become nauseated. A successful DC is Fortitude save 

allows a character to resist these effects, but once a save is 

failed the effects persist as long as the restraints remain in 

place on the victim. 

Creatures: The chief"surgeon" of this gruesome place is 

a kyton named Paajgat, an outsider who abandoned her kin 

on the Plane of Shadow many centuries ago when agents of 

the Dominion of the Black visited a planet the kytons had 

conquered for the glory ofZon-Kuthon. Paajgat felt she'd 

learned all she could from her kind, and eagerly joined 

with the Dominion ship to enhance her knowledge of pain 

and its various methods of infliction. Since arriving here 

in Numeria, she's learned much, including whispers from 

some of those she's operated upon of a cabal of kytons 

that operates to the northeast, the kytons of the Chapel of 

Rent Flesh. Paajgat has become increasingly intrigued by 

this organization, and feels that her time here among the 

Dominion is drawing to a close. 

Paajgat is herself not particularly interested in fighting 

the PCs, but when they arrive in her laboratory, she is curious 

and asks them why they've come to her. She asks ifthey would 

be interested in submitting to her techniques, promising to 

give them experiences they have never before felt. Of course, 

any PC who agrees to this is merely turning themselves over 

for a drawn out and quite painful vivisection with little more 

than death to look forward to-and not soon. 

Of course, the two neh-thalggu assistants that provide 

Paajgat protection do not stand idly by; they attack the PCs 

on sight. Paajgat herself watches, amused by the violence, 

but does not enter the fight herself unless she is attacked. 

She enjoys watching combat play out, and may offer polite 

claps for critical hits or other sudden successes. Faced with 

crusaders or worshipers of good deities who can't resist 

(rightfully) attacking her, she sighs with impatience, says 

something to the effect of, "Of course you have the urge 

to validate your belief on me . . .  who am I to deny you the 

exquisite shame ofbeing defeated by your better?" 



PAAJGAT THE FLAYER CR 12  

XP 19,200 

Female sacristan kyton cleric of Zon-Kuthon 5 (Pathfinder RPG 

Bestiary 4 1 77) 

LE Medium outsider (kyton, evil, extrap lanar, lawful) 

lnit +7; Senses darkvision 60 ft.; Perception +24 

DEFENSE 

AC 28, touch 1 2, flat-footed 26 (+7 armor, +2 Dex, +9 natural) 

hp 195 (17 HD; 12d1 0+5d8+107); regeneration 5 (good spel ls 

and weapons, s i lver) 

Fort +1 7, Ref +8, Wi l l  +16 

DR 1 0/silver or good; Immune cold; SR 21 

OFFENSE 

Speed 20 ft. 

Melee +1 unholy spiked chain +24/+19/+14 (2d4+1 1/19-20) 

Special Attacks channel  negative energy 6/day (DC 1 5, 3d6), 

shadow scream, unnerving gaze (30 ft., DC 1 9), 

Cleric Spell-Like Abilities (CL 5th; 

concentration +9) 

7/day-touch of da rkness (2 

rounds) 

Cleric Spells Prepared (CL 5th; concentration +9) 

3rd-cure serious wounds, dispel magic, keen edge0 

2nd-blindness/deafness0 (DC 1 6, only to cause b l indness), 

cure moderate wounds, gentle repose (2) 

1 st-cure light wounds (3), divine favor, obscuring mist0 

O (at wi l l )-bleed (DC 14), detect magic, guidance, read magic 

D domain spel l; Domains Darkness, Murder 

TACTICS 

Before Combat Paajgat casts keen edge at the start of combat. 

During Combat Paajgat uses shadow scream on the first round, 

then casts divine favor before attacking in melee. She pauses 

to heal herself whenever she's brought below 1 00 hp, and 

saves her channel energy for when she's surrounded or when 

it looks l i ke several foes are on their last legs. 

Morale Paajgat abandons combat if reduced to fewer than 30 

h i t  po ints and uses her scroll of wind walk to escape the 

region once she can escape the Hive. If she does so, she may 

well end up  i n  Starfall, in  which case the PCs can encounter 

her again amid the kytons there. 

STATISTICS 

Str 24, Dex 16, Con 20, Int 1 5, Wis 1 8, Cha 1 7  

Base Atk +1 5; CMB +22; CMD 35 

Feats Bleeding Critical, B l ind-Fight, Cleave, Critical Focus, Great 

Cleave, Improved In it iative, Power Attack, Toughness, Vital 

Stri ke, Weapon Focus (spiked cha i n) 

" Skills Heal +24, Int imidate +20, Knowledge (re l ig ion) +19, 

Perception +24, Sense Motive +24, Spel lcraft +22, Stealth +19 

Languages Common, Shadowtongue 

Combat Gear scroll of wind walk; Other Gear +1 

, '1;i� chainmail, + 1 unholy spiked chain 

N NEH-THALGGUS (2) CR 8 

XP 4,800 each 

hp 105 each (Pathfinder RPG Bestiary 2 1 97) 

Treasure: All that remains of Paajgat's latest victim is 

a red skeleton on a table, but she did manage to extract 

several interesting pieces of cybernetic equipment from 

the body-a pair of cybernetic eyesTG, a skillslotTG with 

a mark IV Acrobatics skillchipTG, and a cybernetic armTG. 

MlO.  Nutrient Dispensary 

Thick puls ing sacks of flesh hang from the green, wrinkled 

wal ls of th is d isturbingly sweet-smel l ing chamber. 

The sacks on the wall contain thick, foul-tasting stuff 

the consistency of curdled milk. To the neh-thalggus, the 

stuff within these sacks is nutritious and delicious, but to 

other creatures, feeding on this foul wall excretion causes 

nausea for 2d4 rounds followed by sickness for 2d4 hours 

(DC is Fortitude reduces the effect to id4 rounds of 

being sickened). This is a poison effect. 



Ml l .  Portal (CR 1 1 )  

The pol ished floor of this chamber i s  decorated with a complex 

symbol etched i nto the stone. The symbol has been sta ined an 

ochre hue and depicts an  unnerving tangle of tentacle shapes .  At 

the far end of the room sits a low platform of dark brown metal 

supporting a one-inch-thick pad of yel low glass. 

Examination ofthe etched symbol and a successful DC 20 

Knowledge (arcana) check reveals it as a Dominion symbol 

for the Dark Tapestry itself. 

The glass pad radiates strong conjuration (teleportation) 

magic-it's essentially an immobile but permanent 

teleportation circle linked to an identical pad in area Mi4. 
The pad is only triggered by the touch of a yah-thelgaad 

(as revealed by a successful DC 30 Spellcraft check made as 

if to identify a magic item). The PCs can utilize a severed 

limb from such a creature to activate the pad if they desire. 

Alternately, a successful DC 25 Use Magic Device check to 

emulate race can trick the pad into activating. 

Creatures: A group of four ugothokras cling to the walls 

ofthis chamber and move to attack any intruders who enter. 

In addition, if the Dweller notices combat in this area, it 

watches closely. Ifthe PCs defeat the ugothokras, the Dweller 

and its neh-thalggu minions in area Mi3 come here to attack 

the PCs, pursuing them through to areas M14 if needed. 

UGOTHOKRAS (4) CR 7 

XP 3,200 each 

hp 76 (see page 88) 

M12. P lasma Pits (CR 1 1 )  

The a i r  i n  th is fifty-foot-h igh chamber is searing hot and stinks 

of ozone. Roughly twenty-five feet wide, about seventy-five feet 

long, and narrowing briefly at the center, the walls of the room 

are plated with crocod i l i an  hide. Two huge glowing pits dominate 

the center of the f loor, the air above them r ippl ing with heat and 

sizzl ing with short sparks of electrical d ischarge. 

Hazard: The two glowing pits in the floor contain 

plasma-generating biomechanical devices, akin to small­

scale thrusters that propel Dominion ships through the 

depths of space. The room itselfis heated by these elements, 

resulting in an area of extreme heat (Pathfinder RPG Core 

Rulebook 444), but more importantly, any creature that enters 

either of the pits immediately takes 12d6 points of plasma 

damage (half electricity, half fire; Reflex DC 15 for half). 

The pits themselves are 40 feet deep and the walls can be 

scaled with a DC 25 Climb check if needed, but as both pits 

are filled with permanent reverse gravity effects, it's more 

likely that a creature that falls into the pit takes the plasma 

damage and is then hurled up to hit the ceiling 50 feet above, 

taking 5d6 points of damage from the upward fall instead. 

The neh-thalggu and yah-thelgaad navigate this area via 

flight, as can any other flying creature, by making a DC 10 

Fly check (with a -5 penalty to the roll for the disorientation) 

to move through the area of warped gravity. 

The plasma pits are not magical, and cannot be dispelled, 

but as devices of a biotechnological nature, they can be 

affected by spells like protection from technolo1Jy TG, rebuke 

technoloiJyTG, and antitechfieldTG. The pits themselves serve 

no practical purpose other than one final hazard to avoid. 

Story Award: The first time the PCs manage to navigate 

this hazard to reach area M13 beyond, award them 9,600 XP. 

M13 .  Dark Cavern (CR 1 5) 

Swarms of tiny glowing creatures crawl and slither along the scaled 

wa l l s  of this large, humid cavern, provid ing eerie i l l um ination 

of the natura l  rock co lumns that support the cei l ing twenty feet 

above. The irregu lar  floor of the cave is also covered with the 

scaly substance found on the wal ls, though it is the mottled color 

of a fresh bruise and frequently stirs in places with d isturb ing 

muscular motion. 

The floor of this cave, with its uneven and shifting, 

folded nature, counts as difficult terrain. The walls 

themselves ,  under closer inspection, are covered with 

rippling inscriptions written in Aklo that change as one 

watches. In effect, the walls, floor, and ceiling of this vast 

cavern are a shifting alien library ofinformation gathered 

by the Dominion of the Black. While the Dweller itself can 

manipulate, edit, and add new entries and observations to 

this repository of knowledge, the PCs can do little more 

than attempt to read the words, and then only if they read 

Aklo and make a successful DC 20 Linguistics check. So 

alien and disjointed are the secrets revealed that each round 

of success in this endeavor causes the reader to take ld4 

points of Wisdom damage from creeping madness (Will 

DC 15 negates). Whether or not any secrets the PCs might 

use to their advantage can be extracted from these walls is 

left for you to decide. 

Creatures: This strange cavern is the den ofthe leader of 

this cell ofDominion agents-an ascended brain collector 

that calls itselfthe Dweller-In-Dark-Places. The monster has 

likely been observing the PCs via the hive walls, and as the 

PCs enter its final domain, it greets them telepathically. Read 

or paraphrase the following (the yah-thelgaad continues its 

arrogant monologue even ifthe PCs immediately attack). 

"Ah, nescient i nvaders, at last you enter my private sanctum.  

Unbeknownst to you, such  is at my i nvitation. You d id  your  best 

to destroy that which you did not understand a long the way. 

Perhaps you disapprove of our work here? Your objections surely 

flow from your ignorance, and oh, that sweet ignorance is vaster 



-

than the expanse of the Gaceedi l l  Nebula itse lf. Te l l  me th is, 

ins ign if icant motes, before I free your bra ins from the i r  bony 

prisons: do you think you wi l l  st i l l  oppose the a l l-consuming wi l l  

of the i neffable void once a l l  that you are becomes one with the 

Dominion of the Black?" 

The Dweller desires the PCs' brains, intrigued as it 

has become by the skill and initiative they have shown 

making it this far. For this reason it would prefer to take 

the PCs alive (though barely) so that it might harvest each 

in turn. However, when its own life is in jeopardy such 

considerations evaporate. The yah-thelgaad is accompanied 

by four neh-thalggus who move forward to prevent the PCs 

from engaging their master in melee combat. The Dweller 

itself uses its most powerful magic to attack the PCs each 

round, and if any allies still live in the hive, it may take a few 

rounds to cast sendin13 spells to order them to come to its aid. 

If any PC has been infected with diseases (particularly those 

from ugothokras), the Dweller is sure to use its ability to 

command disease against the PCs near the start of combat. 

The Dweller has little interest in dying here, though, 

and if reduced to fewer than 50 hit points it uses dimension 

door to escape. It elects to leave Casandalee behind, instead 

immediately teleporting out ofthe Hive and then flying away 

into the wilds of the Felldales. It likely seeks the PCs out at 

a later date and may well confront them again in Starfall or 

even Silver Mount at your discretion. 

DWELLER-IN-DARK-PLACES CR 14 

XP 38,400 

Yah-thelgaad 

hp 200 (see page 90) 

NEH-THALGGUS (4) CR 8 

XP 4,800 each 

hp 1 05 each (Pathfinder RPG Bestiary 2 1 97) 

M14.  Casandalee's Prison (CR 12) 

The walls of this room are made of cut stone pol ished to a m i rror­

l i ke sheen. On one side of the room sits a low platform of dark 

brown metal supporting a one- i nch-thick pad of yel low g lass. 

The floor is etched with a tentac le- l ike symbol. A bu lky, organic 

mach ine  s its on th is  symbol ,  i ts numerous branch- l i ke arms 

extending forth to attach to a framework of chit in and bone. This 

frame itself  conta ins a smal l  object: a sheet of semi-transl ucent 

blue material, ten i nches wide and twenty i nches long in a frame 

of b lack and coppery meta l .  The image of a beautiful woman, her 

face contorted i nto an expression of agony, is visi b le within the 

b lue sheet, her mouth gaping i n  a s i lent scream.  

The glass pad on the south side ofthe room is the second 

half of a linked teleportation circle that transports those using 

it back to area Mu (see that area for details on how the 

teleporter functions). 

This chamber is where the Dweller has installed 

Casandalee's compact AI core-the core itself is merely a 

io-inch-by-20-inch skymetal-framed sheet at the center of 

the larger device, which is itself a monstrous machine built 

to infiltrate and extract information from organic sources. 

The machine has been having problems interfacing with 

the complexities ofthe AI core, though, and despite having 

worked at subsuming Casandalee's psyche for several months 

now has only recently started to make progress toward 

conquering her mind. The exact amount oftime the machine 

needs to finish its task is left to you, but you shouldn't 

punish the PCs for taking their time on the adventure, since 

recovering Casandalee is a plot element that plays into the 

nature of the last two Iron Gods adventures.  

Creature: The machine itself is in fact a dangerous 

construct, a creature built from the cast-off and petrified 

shells harvested from ancient neh-thalggus. Its function 

as a memory draining device is entirely separate from its 

function as a guardian. When the PCs arrive, the machine 

releases its grip on the frame surrounding Casandalee's AI 

core and rises up to its full height of 20 feet before it attacks.  

The machine is identical to a fossil golem other than its alien 

appearance, but the brains of creatures that succumb to its 

petrification attack do not petrify. Instead, they remain in 

stasis in their new stony shell, preserved between life and 

death for eventual harvest. 

DOMINION FOSSIL GOLEM CR 12  

XP 19,200 

hp 1 22  (Pathfinder RPG Bestiary 3 136) 

Development: Extracting the compact AI core from its 

frame is simple enough and requires nothing more than a 

full-round action (this provokes an attack of opportunity). 

When removed, the image of Casandalee goes blank for a 

few seconds, then comes back, her expression now free of 

the pain it showed earlier. As a fortunate side effect, the AI 

core is fully charged from being attached to the Dominion 

machine, but going forward the PCs will need to track the 

core's energy level to keep it charged ifthey wish to continue 

speaking to Casandalee. Once freed, read or paraphrase the 

following as Casandalee greets the PCs for the first time. 

"I know you not, but  I recognize you as ak in to what I once was: 

a person .  I am Casanda lee, a pr isoner here, most d readfu l l y  

inconvenienced unt i l  now by these worsh ipers of Emptiness. You 

have done more than rescue a prisoner though, friends, you have 

enabled your own surviva l .  S i lver Mount harbors a monstrous 

force. I t  must be stopped before i t  can escape, and with your aid 

and my advice, we can ach ieve this goal. We must achieve it . I 

worsh iped Un ity once, but  now it m ust be destroyed." 

' . .  - -- . ·_-:--====--- --
. � � -�-�����-- -----------------------------------------------���---



See pages 56-57 for further details on Casandalee, but note 

also that additional information on what she can tell the 

PCs about Unity and Silver Mount appears in the upcoming 

adventures.  For now, though, she is eager to learn who the 

PCs are and how they came to find her, but more importantly, 

she wants to be out of this cave so that she may be assured 

that the world she once belonged to still exists. 

Story Award: For rescuing the AI, award the PCs 51,200 XP. 

rDNrLUDING THE nDVENTURE 
Rescuing Casandalee is the ultimate goal ofthis adventure. 

If the party botches it and loses access to the AI, a means 

of salvage must be found. Perhaps another AI core with a 

duplicate ofCasandalee's downloaded mind is hidden away 

somewhere in the Scar ofthe Spider, kept in storage in case 

Dominion experiments somehow damaged their precious 

subject. Or perhaps someone in Starfall might know a way 

to restore her memories. Finally, you may note that the 

neurocam that Casandalee used to upload her mind into 

the AI core has not been placed in this adventure; this is by 

design as insurance. If the PCs lose the AI core, you should 

give them a chance to find her neurocam in the Dominion 

hive, and the device should still contain her personality 

within. Finding another AI core to upload it to may take 

time, a treasure like this is unlikely to exist outside of Silver 

Mount, and the PCs may simply need to wait until they 

explore that ruin in "The Divinity Drive" to gain her aid. 

Hopefully, though, the PCs triumph in their goal and 

secure Casandalee as an ally. She urges the PCs to travel 

to Silver Mount to confront Unity, but understands that 

preparation is the key to success. She doesn't know about 

the Technic League yet (they didn't exist when she lived), 

but when she learns of them, her immediate goal shifts 

from gaining entrance to Silver Mount to disabling the 

League itself. This is partially out of necessity (since they 

control access to Silver Mount and as long as they exist, 

any expedition to that ruin would be difficult at best), but 

partially out of righteous indignation. No one group should 

control the technological treasures of Silver Mount, she says. 

Divinity contains much danger, but much wonder as well. 

She hopes to see it all again soon, but not until the masters 

of the Palace ofFallen Stars have themselves fallen! 



CASANDALEE CR 12 

XP 19,200 

N artificial i ntel l igence (Pathfinder Campaign Setting: 

Technology Guide 58) 
lnit +3; Senses Perception +20 

DEFENSE 

Fort +4; Ref +4; Will + 1 1  

Weakness d istrust o f  robots 

STATISTICS 

Int 1 6, Wis 12,  Cha 20 

Skills Bluff +1 7, Disable Device +1 5, Knowledge (arcana) +1 5, 

Knowledge (engi neering) +24, Knowledge (re l ig ion) +18, 

Linguistics +8, Perception +20, Sense Motive +26, Spell craft + 1 0, 

Surviva l +1 3 

Feats Alertness, Improved I n itiative, Improved I ron Wi l l ,  Iron 

Wi l l, Skil l Focus (Knowledge [eng ineering]), Sk i l l  Focus 

(Sense Motive), Technolog ist 

Languages Aklo, Androffan, Auran, Common, Draconic, Elven, 

G ia nt, Ha l l i!, Ore 

SQ electronic interface, memory facets 

SPECIAL ABILITIES 

Distrust of Robots (Ex) Casandalee distrusts robots. She 

understands this is an i l log ical, a lmost emot iona l  trait, but 

cannot br ing herself to ever completely trust a robot to not 

harbor deep programing or other i nfluences from Un ity. 

Future events in the I ron Gods Adventure Path may g ive the 

PCs a chance to he lp  Casandalee remove this disadvantage, 

but until that point, she cannot i nterface with a robot of CR 8 

or higher to create an aggregate robot (Pathfinder Campaign 

Setting: Technology Guide 59) . In any event, Casandalee 

can control only one aggregate robot at a t ime, and it must 

remain within 60 feet of her Al  core. 

Electronic Interface (Ex) Casandalee has an intricate 

understanding of electronics, and her abi l ity to i nterface with 

them via wireless protocol (to a maximum range of 60 feet) 

a l lows her to use Disable Device on electronic objects. She 

can always take 1 0  on a Disable Device check, and when she 

does so she ro l ls  a d20 as wel l .  If the die ro l l  exceeds 1 0, she 

uses that resu l t  instead. Casandalee can aid another's Disable 

Device check against electronic devices, and i f  she does so, 

she automatical ly grants a +4 bonus on the check. 

Memory Facets (Ex) As a CR 12 Al, Casandalee can benefit from 

up to 3 memory facets at any one t ime, but her compact Al 

core does not currently have any memory facets i nsta l led. 

Divinity carried many people on its intergalactic voyage, 

among them a significant number of androids. Many ofthese 

were kept in storage within vast banks of stasis pods, waiting 

to be awakened for use as explorers on various worlds. When 

Divinity crashed during the Rain of Stars, the ship jettisoned 

these pods across Numeria, and most made relatively intact 

landings. It was from these pods that the vast majority of 

the androids that exist on Golarion today originally hailed. 

As the centuries turned into millennia, more and more of 

these original androids met violent ends, but some lived 

to the end of their natural lifespan and achieved renewal, 

"reincarnating" with a new personality and new soul after 

their previous life came to its end. 

In the case ofCasandalee, a strange fluke of fate saw the 

wakening of fragments of her previous lives within her 

newest incarnation. She could never quite recall the details of 

the 112 different lives her body had hosted over those years, 

but the distant memories convinced her that she was more 

than one person with one soul. Furthermore, all of those 

memories pointed to her "birth" in Numeria. 

Yet her body's travels through the centuries were not 

restricted to Numeria, and when she renewed as Casandalee, 

she did so in a monastery devoted to Brigh located in the Mana 

Wastes near Alkenstar. The fact that she retained so many 

memories ofher previous life complicated her maturity, and 

she took a decade to come to terms with herself During this 

time, she grew in power as an oracle of ancestors, and grew 

to accept her shattered psyche curse (see sidebar). Her time 

among the priests ofBrigh came to an end when she received 

a strange vision-one that would change her life forever and 

bring to an end her line of renewal. 

In this vision, Casandalee gazed upon Silver Mount, saw 

among its spires a welcoming glow, and felt in the ground 

below a soothing hum. She became convinced that Silver 

Mount was not merely a ruin or a geological feature, but the 

heart and brain of a great "Iron God." She recalled her first 

life's earliest memories of a landscape scattered with ruins, 

of gazing in that first life upon Silver Mount's still-smoking 

hull before fleeing, and knew that whatever dwelt within 

the ruins of the great ship lingered there still-that in the 

time since her 112 lives had come and gone, a single life had 

been waiting and growing within Silver Mount. 

Casandalee left Alkenstar the day after her vision without 

so much as a goodbye to the priests who had protected her. To 



the android, the revelation that something tied to her past 

lives dwelt within Silver Mount was more important, and 

she knew the priests ofBrigh wouldn't understand. It was 

not an act of malice, per se, but more just a logical reaction 

to an illogical event. Details on Casandalee's pilgrimage 

to Silver Mount, her time with Unity, and her eventual 

rejection of her new god are presented in the Adventure 

Background on page 7. 

Years later, on the run from Unity after her discovery of 

the Iron God's true desires, she had time to consider the 

choice that led her to her fate, yet even then, Casandalee 

didn't weep for her errors. The eventual realization within 

the wreckage of the Aurora, where Unity's robots finally 

cornered her, that her 113th life would be the last of her 

lives was the point she finally admitted to herselfthat she'd 

made a mistake. To Casandalee, the feeling ofhonest regret 

and despair seemed a fitting triumph of sorts after so many 

lives lived without emotion. 

CA MPAIGN ROLE 

When the PCs finally discover the compact AI core that 

contains Casandalee, they'll have found more than a unique 

treasure-they'll have recruited a new 

ally. The final two adventures in this 

Adventure Path assume that Casandalee 

accompanies the PCs, either while she's 

being carried while contained in her 

compact AI core, or perhaps hitching 

a ride in a robot as an aggregate. The 

PCs can further enhance Casandalee's 

statistics by installing memory facets, 

such as the ones they discovered in "Lords 

ofRust," or the facets to be recovered in 

this adventure. More memory facets 

await discovery in future adventures.  

At the very least, Casandalee can serve 

as an advisor to the PCs, attempting 

Knowledge checks, identifying new 

and strange technological items for 

them, or helping them disarm of 

technological devices and traps. In the 

final adventure, "The Divinity Drive," 

further opportunities to interact with 

Casandalee will present themselves as 

well-up to and including the possibility 

of uploading her into the core processors 

of Silver Mount to dramatic effect. 

Casandalee's transition from android 

oracle to AI was relatively complete, although the 

loss of a physical body has had an unusual effect 

on her personality. Deprived of physicality and 

left with only her mind, Casandalee has developed 

something remarkable-the capacity to experience emotions. 

NEW DRnnE [URSE: SHnTTERED PSY[HE 

Although Casandalee has transcended her oracle curse by 

becom ing  an Al, the ru les for th is  rare orac le curse are 

presented below for use by other characters of your design.  

Shattered Psyche: Your mind is crowded with dozens of 

voices, fragmented sn ippets of your past l ives. You take a 

-2 penalty on a l l  Intel l igence-based sk i l l  checks, Wisdom­

based sk i l l  checks, and concentrat ion checks. You ga in  a +4 

competence bonus on saving th rows made against mind­

affect ing effects. At  5th level, you're immune  to charm 

effects. At  1 0th level, you're immune to compu ls ion effects. 

At 1 5th level, you're immune to all mind-affecting effects. 

Perhaps even more impressive, she can control this capacity, 

allowing herself to ignore fear or hope or sadness or love 

ifit is convenient by slipping into one of her previous 112 

lives. The fact that she's spent much ofher existence as an 

AI in a compact AI core with limited power supplies has 

further complicated her new life. Most of her existence is 

spent without time, dreaming strange dreams and reliving 

variations on previous lives in pure flights 

of fancy. She often speaks in metaphors 

or exhibits sudden emotional swings, 

which, complicated by the fact that she 

seems to switch personalities on a whim, 

might make it seem as ifthere were over a 

hundred different people trapped within 

her mind. In point of fact, this is true. 

Table 4-4 on pages 95-96 of the 

GameMastery Guide is an excellent 

resource for randomly determining 

personality quirks every time a player 

interacts with the confused AI-she 

might be easily moved to tears by one 

request to aid in unlocking a door, 

recalling a previous death wherein she 

died after being locked in a cell and left 

to starve. She could name-drop someone 

famous from history when asked about 

an aspect of religion. She might become 

flustered when presented with someone 

who reminds her of a close friend or enemy 

from a past life, and then confused when 

she has trouble reconciling why she might 

feel love or hate for that character now but 

has no memories of such emotion from her 

previous life. 

But as the PCs grow to better understand 

Casandalee, her personality will begin to 

stabilize. See "Palace of Fallen Stars" for how 

the PCs can help the AI adjust to her new life. 



ISUMA CR 10 

XP 9,600 

Female kasatha fighter 3/gunsl inger (techsl inger) 7 (Pathfinder 

RPG Bestiary 4 174, Pathfinder RPG Ultimate Combat 9, 

Pathfinder Campaign Setting: Technology Guide 1 3) 

LN Medium humanoid (kasatha) 

lnit +6; Senses Perception +15 

DEFENSE 

AC 24, touch 1 7, flat-footed 1 7  (+5 armor, +4 Dex, +5 dodge, 

+2 sh ie ld) 

hp 1 06 ( 10  HD; 3d10+7d1 0+47) 

Fort +1 1,  Ref +1 0, Will +5 (+6 vs. fear) 

Defensive Abilities bravery +1, n imble +2; DR 5/magic 

OFFENSE 

Speed 30 ft. 

Melee mwk dagger +1 0/+5 (1d4-1/19-20) 

Ranged zero rifle +1 5/+10 touch (2d6+4 cold) 

Special Attacks grit (2), gun tra in ing (zero rif le +4) 

TACTICS 

During Combat lsuma uses Deadly Aim and Rapid Shot with her 

rifle on semi-automatic fire when making ful l  attacks. If faced 

with mult ip le foes, she'l l  empty the rifle's entire capacity to 

make two burst attacks. She saves her grenades for foes who 

are immune to co ld damage. She's hold ing on to the gravity 

grenade for a special emergency (see Morale, below). 

Morale lsuma wants to l ive long enough to avenge her fa l len 

a l l ies and to ensure that their  bodies are no longer suitable 

as playthings and puppets for the Dominion of the Black. She 

f lees i f  reduced to 40 h i t  poi nts, hoping to rest and recover, 

but would rather use her gravity grenade on herself to 

destroy her own body i f  threatened with Dominion capture, 

rendering it useless for brain extraction or body theft. If 

lsuma stays with the party beyond the events in  "Va l ley of 

the Bra in  Collectors," she proves a loyal a l ly  and does not 

abandon her most precious resource: fr iends. 

STATISTICS 

Str 8, Dex 18, Con 16, Int 10, Wis 14, Cha 1 4  

Base Atk +10; CMB +9; CMD 2 6  

Feats Deadly Aim, Dodge, Gunsmithi ng, Point-B lank Shot, 

Precise Shot, Rapid Shot, Toughness, Weapon Focus (zero 

rifle), Technologist'G 

Skills Knowledge (eng i neering) +7, Perception +1 5, Stealth +1 3, 

Surviva l +15 

Languages Androffan, Kasatha 

SQ armor tra in ing 1 ,  deeds (covet charge, dead shot, guns l inger 

in i tiative, guns l inger's dodge, pisto l-whip, rel iable, sta rt l ing 

shot, targeting, ut i l i ty shot), desert runner, desert stride, 

gunsm ith, jumper, mu lt i -armed, PC wealth, sta lker 

Combat Gear arc grenades'G (2), gravity grenade'G, inferno 

grenades'G (3); Other Gear +1 invulnerability hide armor, 

hard l ight sh ie ld'G, zero rif le'G, mwk dagger, thoracic nan ite 

chamber (mark l)'G, filter mask'G, batteries'G (7) 

To say that Isuma's journey across distance and time has 

been a difficult one is an understatement. Well over 9,000 

years ago, she dwelt upon her home world ofKasatha with 

a tribe oflike-minded nomads. When she witnessed the 

arrival of a shuttle from Divinity as it descended from the 

sky, she knew her world was about to change. 

The human visitors to Kasatha made Isuma's tribe an offer: 

a dozen kasathas could accompany the crew back into space to 

accompany them on board Divinity to serve as ambassadors, to 

learn of advanced technology, and in a few years' time would 

return to Kasatha to bring this knowledge back to their people. 

Isuma was one of the dozen who eagerly volunteered for the 

honor, and she bid farewell to her home fully expecting to 

return and help lead her people into a new age. 

But fate intervened when Divinity encountered the 

Dominion of the Black. After the crippled Divinity fled that 

disastrous engagement, Isuma-now banded together with 

her fellow surviving kasathas and trained in technological 

warfare-made a heartbreaking discovery. Her tribemates 

weren't the only kasathas Divinity had brought back to space, 

rather other factions within Divinity's crew had abducted 

kasathas from other tribes and kept them within controlled 

habitat domes for impartial observation. Isuma was 

disgusted to learn she had been given respect and training 

when others of her kind were kept as little more than pets 

and raged that her human hosts had deceived her. The fact 

that Divinity's crew had several factions who worked at cross 

purposes did little to soothe her feelings, nor did knowing 

those who had befriended her weren't involved in the capture 

ofher kin. In any case, she had little time to seek to rescue her 

deceived kin, since a few short hours later, Divinity crashed. 

Desperate to survive at any cost, Isuma led her few 

surviving allies into an escape shuttle. They slipped into 



stasis pods, intending to launch the shuttle on a desperate 

trajectory toward their home, but they were too late. The 

shuttle crashed into Golarion, and Isuma and her allies 

remained in their stasis pods, safe from the passage oftime 

and the world beyond, for thousands of years. 

When they were finally awakened, it was not by allies on 

their home world, but by the self-same interstellar empire 

that had attacked Divinity so long ago. An annihilator 

robot, reprogrammed to harvest objects of interest for 

experimentation, recovered the stasis pods from the 

ruins while pursuing a party of adventurers, and returned 

with all of them to its Dominion masters in the Scar of 

the Spider. One by one, the stasis-preserved kasathas 

were wakened, only to be used for terrible experiments 

before being handed over to intellect devourers for use as 

bodies. Isuma was the last to awake, but she was also the 

best-trained of her kin and the intellect devourers had 

grown lax in their security. Isuma managed to effect a 

daring escape from the Dominion's hive, taking with her 

several technological treasures (including a magic suit of 

aurumvorax hide armor). 

Since her escape, she hasn't traveled far from the source 

ofher anger. She's lived for months as a sniper and stalker 

of the Dominion agents, but her greatest triumph, the 

destruction of one of the two annihilator robots used by 

the Dominion to gather experimental stock, depleted most 

ofher resources. She hopes to find a way soon 

to either restock her supply of explosives :;;r.::::;;._rc::::;=::11• 
or recruit new allies to try to liberate the 

bodies of her kin from the Dominion's talons. Yet 

most of those she's observed in the valley are poor 

choices for support. Despair has begun to creep over 

her. She has accepted that she will never leave this 

alien world, but now, her true fear is that she will 

never make the Dominion of the Black pay for 

what they took from her. She may be ready for a 

final foolhardy assault on the Dominion hive, 

if only she can secure some trustworthy allies.  

CA MPAIGN ROLE 

In "Valley of the Brain Collectors," Isuma's 

primary role is to provide the PCs with a guide to 

the Scar of the Spider. She can help the PCs focus 

their efforts in tracking down Casandalee, and can help 

anticipate both unusual and alien threats in the Scar-her 

advice appears as appropriate in the adventure itself Her 

personal goal, the liberation of her companions' bodies 

from Dominion control, is one she won't immediately 

share with the PCs, but once she warms to their company, 

she'll tell them her story. If the PCs aid her in this goal, 

her respect and loyalty to the party increase to the point 

where she may even join the party to aid the PCs in the 

rest of the campaign. 

Iflsumajoins the party in this manner, she prefers to 

play the role of silent support. Golarion is very much an 

alien world to her, and for at least the next several months, 

she prefers to observe rather than directly interact-she'll 

leave social situations to her native allies, but is quick to 

provide sniper support or other battle expertise. Although 

the people of Golarion are strange to her eyes ,  Isuma 

doesn't have a xenophobic bone in her body, and she does 

not judge by appearances. She quickly grows used to two­

armed companions (even if she does periodically wonder 

how they ever manage to get anything done with only two 

hands), and may even grow to think ofthem as more than 

just allies-as true friends. She knows her home world 

is impossibly far away, and that in the span of over 9,000 

years her people may well have become extinct, but she 

never gives up hope of someday finding another of her 

kind. She's a woman of few words, but ifthe PCs can get 

her to talk, Isuma represents one of the greatest resources 

they've found yet for learning about the true nature of 

the ship that crashed to Golarion during the 

Rain of Stars. At the very least, through 

Isuma the PCs should finally learn 

Divinity's name. 



MAUKUI CR 12 

XP 19,200 

I ntel lect devourer sorcerer 8 (Pathfinder RPG Bestiary 1 80) 

CE Sma l l  aberration 

ln it +15; Senses b l indsight 60 ft., detect magic; Perception +27 

DEFENSE 

AC 27, touch 23, flat-footed 15 (+4 armor, +11 Dex, +1 dodge, +1 size) 

hp 1 84 (16 HD; 8d8+8d6+120) 

Fort +1 0, Ref +17, Will +14 

Defensive Abilities fated (+2); DR 10/adamantine and mag ic; 

Immune fire, mind-affecting effects; Resist cold 20, 

e lectricity 20, sonic 20; SR 23 

Weaknesses vul nerable to protection from evil 

OFFENSE 

Speed 40 ft. 

Melee 4 claws +23 (1 d4+2) 

Special Attacks body th ief, sneak attack +3d6 

Intellect Devourer Spell-Like Abilities (CL 8th; concentration + 14) 

Constant-detect magic 

At wi l l-confusion (s ing le target on ly), doze monster (no HD 

l im it), inflict serious wounds, invisibility, reduce size (as 

reduce person but self on ly) 

3/day-cure moderate wounds, globe of invulnerability 

Bloodline Spell-Like Abilities (CL 8th; concentration +14) 

9/day-touch of destiny (+4) 

Sorcerer Spells Known (CL 8th; concentration + 1 4) 

4th (4/day)-dimension door 

3rd (6/day)-hold person (DC 1 9), protection from energy, 

spiked pitAPG (DC 1 9) 

2nd (8/day)-blur, cot's grace, mirror image, web (DC 1 8) 

1 st (8/day)-olorm, burning hands (DC 1 7), charm 

person (DC 1 7), chill touch (DC 17), moge armor, ray of 

enfeeblement (DC 17) 

O (at  wi l l)-acid splash, bleed (DC 16), flare (DC 16), ghost 

sound (DC 1 6), moge hand, open/close, read magic, touch 

of fatigue (DC 16) 

Bloodline destined 

TACTICS 

During Combat Maukui casts cot's grace and moge armor near 

the start of combat-if i t  can, it does so before a fight begins. 

The effects of these two spel ls is inc luded i n  the statistics 

here. Once combat begins, the i ntel lect devourer casts mirror 

image, then prefers to use spiked pit, hold person, and web 

to scatter its enemies and l imit their  mobi l ity. G iven the 

chance, i t  uses body theft on a target that has been he ld .  

Remember that  in  intel lect devourer form, Mauku i  cannot 

cast spel ls un less i t  augments them with S i lent Spe l l .  

Morale Maukui attempts to f lee if reduced to fewer than 30 hit 

points. I f  i t  does so, it abandons the Dominion entirely and 

is un l i kely to attempt to confront the PCs again. If prevented 

from fleeing, it fights to the death. 

STATISTICS 

Str 1 4, Dex 32, Con 23, Int 14, Wis 1 0, Cha 22 

Base Atk +1 0; CMB +1 1;  CMD 33 

Feats Combat Casting, Dodge, Eschew Materials, Improved 

In itiative, Iron Wi l l, L ightn ing Reflexes, S i lent Spel l, 

Toughness, Weapon F inesse, Weapon Focus (claws) 

Skills Bluff +33, D iplomacy +1 4, Disgu ise +1 4, Perception +27, 

Sense Motive +8, Spel lcraft +21,  Stealth +34; Racial Modifiers 

+8 B l uff, +8 Perception, +8 Stea lth 

Languages Aklo (cannot speak) 

SQ bloodl ine arcana (gain luck bonus on saves when casting 

personal-range spel ls) 

MAUKUl'S HOST CR 12  

XP 19,200 

Female young adu l t  void dragon (Pathfinder RPG Bestiary 4 72) 

NE Huge dragon 

lnit +5; Senses darkvision 60 ft . , low-l ight vis ion, see in 

darkness, dragon senses; Perception +19 

Aura al ien presence (150 ft . ,  DC 21,  1 0  rounds) 

DEFENSE 

AC 26, touch 9, flat-footed 25 (+1 Dex, +17 natural, -2 size) 

hp 1 47 (14d12+56) 

Fort +1 3, Ref +10, Will +13 

DR 5/magic; Immune cold, confusion, dragon traits, i nsanity 

effects, paralysis, sleep; SR 23 

OFFENSE 

Speed 40 ft., fly 200 ft. (good) 

Melee bite +20 (2d8+ 1 0/1 9-20 p lus 2d6 negative energy), 

2 claws +19 (2d6+7), 2 wings +17 (1d8+3), tai l s lap +17 

(2d6+ 1 0) 

Space 15 ft.; Reach 1 5  ft. (20 ft. with bite) 

Special Attacks crush, obl iterate, suffocating breath 

Spell-Like Abilities (CL 8th; concentration +12) 

As Maukui, above. 

Sorcerer Spells Known (CL 5th; concentration +9) 

As Maukui, above. 



TACTICS 

During Combat In its dragon host, Maukui  revels in its 

destructive power and prefers not to cast spel ls .  It opens 

combat with a breath weapon, then fo l l ows that up  with 

physical attacks unti l  i t  can breathe aga in .  Simple tactics 

perhaps, but Maukui  has encountered few foes who can 

stand up  to a dragon's power. 

Morale If reduced to 15 or fewer hit points, Maukui uses 

dimension door to relocate somewhere safe in the hive so 

that i t  can exit its dragon body and cast its preparatory spel ls 

before seeking the PCs out to continue the fight. If reduced 

to O hit points whi le in the dragon's body, the intellect 

devourer emerges from the dragon and is dazed for 1 round­

something it would rather not have happen in a fight. 

STATISTICS 

Str 25, Dex 1 2, Con 1 9, Int 18, Wis 1 5, Cha 18  

Base Atk +14; CMB +23; CMD 34 

Feats Flyby Attack, Improved Crit ical (b ite), Improved In itiative, 

Iron Wi l l, Mu ltiattack, Weapon Focus (bite), Wingover 

Skills Acrobatics +1 5 (+19 when jumping), Bluff +21,  

D iplomacy +21,  F ly +18,  Int imidate +21,  Knowledge 

(geography) +21,  Perception +19, Sense Motive +19, 

Stealth +1 0, Use Magic Device +21 

Languages Abyssal, Aklo, Draconic, Infernal 

SQ ag i le, no breath, starfl ight 

Intellect devourers are common enough among the 

Dominion of the Black, typically specializing as spies or 

stealth invaders of newly discovered worlds. However, it's 

rare that any rise to positions of real leadership. Those 

who do must possess exceptional qualities setting them 

apart from others of their kind. Maukui was just such a 

creature, recruited from an obscure world orbiting a dead 

star, where its creative thinking with regard to the interface 

of organic and technological elements marked it as ideal for 

the task ofinvestigating Divinity once the ship arrived at its 

location. Yet the ship was still thousands of years away from 

arrival, and so Maukui was placed in stasis for the next few 

dozen centuries. 

As the ship finally approached Golarion, Maukui awoke 

and met another specialist the Dominion had recruited, a 

sacristan kyton named Paajgat the Flayer. Paajgat, recruited 

a few centuries earlier due to her startling artistry with a 

razor, had a reputation for creativity and gruesome whimsy 

that sat well with Maukui's own cruel mindset. The intellect 

devourer would work on the primary task set for it by its 

superiors, but it would also have the freedom to indulge 

its more capricious ideas. The Dominion further secured 

Maukui's allegiance by providing it with a particularly 

impressive body, that of a young void dragon. Maukui 

has long since forgotten this dragon's original name and 

discarded its memories as pointless, and relies on Paajgat's 

11entle repose spells to keep the body from decaying. 

After arriving on Golarion and establishing a hive in 

the Scar ofthe Spider, the Dominion gave Maukui leave to 

dispatch scouts to procure it subjects for its more unorthodox 

interests: cybernetic symbiosis, pain extension, ecstatic 

transmogrification, genetic retrofitting, and on and on. 

But its most depraved indulgence was trying on the bodies 

ofits captives.  Even though it always returned to its favorite 

dragon form, the intellect devourer enjoyed testing out 

others. Maukui reveled in this paradise of immoderation, 

growing accustomed to its little kingdom ofthe senses. But 

then it discovered something hidden away in a deep corner 

ofthe hive, something that finally challenged it and focused 

its mind on a singular goal: Casandalee's compact AI core. 

For many years, the intellect devourer tried to understand 

the way the Al's mind worked, but Casandalee's personality 

was more than a match for Maukui. Eventually, the intellect 

devourer's Dominion master, the yah-thelgaad Dweller-In­

Dark-Places, grew impatient and took the project away to 

pursue more invasive techniques on the AI core. 

Maukui has grown more sullen and taciturn over the last 

several weeks, and for the first time has begun to question its 

allegiance to the Dominion. Left to its own devices, Maukui 

knows it could have a limitless run of new bodies to use on 

Golarion, but it seethes with growing resentment that its 

greatest enigma was taken away. Maukui hopes to engineer 

a way to steal Casandalee back before fleeing the Hive. 

Increasingly worried that the yah-thelgaad might discern 

its growing thoughts of sedition, Maukui recently developed 

a way to block observation ofits chamber in such a way that 

the yah-thelgaad is unaware of the countermeasure. But to 

date, Maukui has not been able to brainstorm a viable plot 

to liberate itself from its increasingly humiliating servitude. 



TECHNOLOGICAL 
ARTIFACT 

WEIGHT 8 lbs. 

USAGE 1 /hour 

A compact Al core is a flat sheet of 

semi-trans lucent pale b l ue  material 

1 O i nches wide and 20 i nches long, 

conta ined in a frame of adamantine 

and horaca lcum. One of the narrow 

ends of the device features a smal l  

touch-sensitive panel  and several 

sockets to connect to external devices 

as needed, although the compact Al core can communicate with 

most electronic devices and robots wirelessly at a range of 60 feet. 

The  pr imary pu rpose of a compact Al core is to house 

the staggering amount of data needed to store an artific ia l  

i n te l l i gence without com prom is ing  or  degrad i ng  i ts  core 

programming .  Most processors capable of storing this amount of 

data are sign ificant in  size, but a compact Al core is smal l enough 

to carry i n  one hand. An Al stored within a compact Al core loses 

all impl ici t  connections to the sou rce Al .  An existing Al can copy 

itself into a compact Al, but once the copy is complete the new 

Al within the compact Al core becomes a dup l i cate but separate 

entity that may develop different needs and desires than the 

source. As a resu lt, many Als resist the idea of dup l icat ing 

themselves i n  such a manner so as to avoid possib le  confl icts 

or competition. An Al faced with the certa in destruction of its 

core processors, of course, may well resort to using a compact Al 

core as a method of escape and survival, but the unpredictable 

changes to persona l ity that are possible during such a transfer 

may well prompt some Als to gracefully accept ob l ivion i nstead. 

In a way, it's better to view the re lat ionship between an Al and 

its dup l icate in a compact Al core as more ak in  to that of parent 

and chi ld than as twin s ib l ings or c lones. 

More often, a compact Al core is used to house an entirely new 

Al creation, either one programmed from scratch (a d isc ip l ine 

lost to the denizens of Divinity today, and one that was thus 

never avai lab le to the inhabitants of Golar ion), or one created 

by the transfer of a living creatu re's mind via neurocam. 

An Al  can use a compact Al core to seize control of a robot to 

transform i t  i nto an aggregate (Pathfinder Campaign Setting: 

Technology Guide 59), but no more often than one robot can be 

controlled at a time, and the compact Al core must remain within 

60 feet of the aggregate or control is lost. An Al who attempts 

to seize control of a robot in  this manner can do so as a standard 

action, and the target can resist the attempt with a successful 

Will save (DC = 10 + 1/2 the Al's CR + its Charisma modifier). 

A compact Al core has 3 sockets capable of accepting one 

memory facet each. A compact Al core consumes power at the 

rate of 1 charge per hour, but does not suffer any memory loss or 

damage if al l  240 charges stored with in it are consumed-once the 

compact Al core receives more energy, the Al within immediately 

regains the ability to interact with the world. While without power, 

an Al becomes dormant-it may experience something akin to 

strange dreams, but it cannot be communicated with and is not 

aware of the passage of t ime. 

A compact Al  core has hardness 20 and 80 hit points. If a 

compact Al core becomes broken, the Al it contains takes a -2 

penalty on a l l  saving throws and sk i l l  checks. If a compact Al 

core is destroyed, any Al housed within is destroyed as wel l .  

A compact Al core that is destroyed can  be repaired v i a  a wish 

or miracle, or perhaps via complex technologica l  machinery 

hidden deep i n  the most secure of Divinity's wreckage-but 

restoring an Al previously housed in the core to functional ity 

requ i res a second miracle or wish-such an act is beyond even 

the machinery of Divinity. 

TECHNOLOGICAL 
ARTIFACT 

WEIGHT -

USAGE -

A memory facet is a length of crystal about the size of a human 

thumb. This potent device is used to store programming meant to 

augment or change the nature of how an Al functions. Or ig inal ly 

used as a portab le  method of safely transport ing and storing 

the complex and lengthy code required to program and enhance 

art if ic ia l  inte l l i gences, i t  can a lso be used to augment and 

enhance an exist ing Al. Fu l l  ru les  for  memory facets can be 

found on pages 62-63 of "Lords of Rust," inc lud ing ru les for 

aggression facets, ego facets, and i n h ibitor facets. The new 

memory facets deta i led below can be found in "Va l ley of the 

Bra in  Col lectors." 

Compassion Facet: A compass ion facet a l l ows an Al  to 

understand and even experience love and associated emotions, 

imparting a +2 bonus on all Wi l l  savi ng th rows and granting a 

+4 bonus on D ip lomacy and Sense Motive checks. An Al with 

a compassion facet can form a strong emotional bond with a 

number of creatures equal  to its CR as a standard act ion-once 



this bond is formed, the Al ga ins a +4 bonus on attack ro l l s  and 

weapon damage rol ls wh i le  contro l l i ng  a robot and making 

attacks against a creature the Al has witnessed harm ing one 

of i ts  bonded creatures within the last hour. 

Ingenuity Facet: An i ngenuity facet grants an Al i nsight into 

the construction and maintenance of technolog ical items and 

robot ma intenance. This facet g rants a +4 bonus on Disable 

Device checks, as wel l  as the Craft Technolog ica l  Arms and 

Armor and Craft Technological I tem feats. Whi le  the Al controls 

a robot, this facet given the Al the abi l ity to repair 3d8+15 points 

of damage to any robot i t  can touch ( inc lud ing itself) as a fu l l ­

round act ion at wi l l, but on ly  once per day for any given robot. 

Aura moderate conjuration 

PRICE 
43,500 GP  

WEIGHT 5 lbs. 

This staff, constructed of dark purple crystal, a l l ows the use of 

the fol lowing spel ls :  

· confusion (2 charges) 

· darkness (1 charge) 

· fear (2 charges) 

· irradiate'G (1 charge) 

· planetary adaptatian°w (2 charges) 

The staff may be used as a weapon, functioning as a +1 impact 

quarterstaff!' even when its charges are expended. 

CONSTRUCTION REQUIREMENTS I COST 2 1,900 GP 

Craft Mag i c  Arms and  Armor, Craft Staff, bull's strength, 

confusion, darkness, fear, irradiate, planetary adaptation 

PRICE 
3,000 GP  

TYPE two-handed ranged PROFICIENCY exotic (heavy weaponry) 

DAMAGE see below CRITICAL -

RANGE 20 ft. CAPACITY 1 0  USAGE 1 (disposable) 

SPECIAL single shot, touch WEIGHT 1 1  l bs. 

Th i s  Dom in i on  weapon 

i s  a 3 -foot- l ong  d evice 

constructed from a hard, 

f l e s h l i ke mate r i a l  o f  

mott led da rk  h ues .  I ts 

ba rrel tape rs down and 

f l a res  i nto someth i ng  

disturbingly l ike a mouth. The  tr iggering mechanism is bu i l t  

for  a neh-tha lggu's p incers and tendri ls, but it can be fired by a 

humanoid with a b it  of work-creatures other than neh-tha lggu 

takes a -2 penalty on attack rolls with a flesh net cannon. Flesh net 

cannons are bui l t  for Large creatures, and smal ler creatures take 

add it ional pena lties as appropriate when using these weapons. 

When a fleshnet cannon is fired, i t  makes a low, wet, sucking 

noise as the barrel seems to convulse a n  instant before expel l ing 

a g lob of pink f leshy materia l .  This g lob expands rapidly so that 

by the t ime it strikes its target, the flesh unfurls i nto a net. 

Un l ike a typical net, this net doesn't tra i l  ropes, nor does i t  have 

a maximum range of 10 feet. 

The net automatical ly entang les a creature of Huge or larger 

size it h its. As soon as it entangles a creature, and then again at 

the start of every round that fo l lows for the next 5 rounds, the 

f lesh net squeezes and crushes the target, deal ing 2d6+6 points 

of b ludgeoning damage as i t  excretes a powerful soporific-the 

victim must make a DC 15 Fortitude save to avoid being rendered 

unconscious for 2d6 minutes. A fleshnet does not continue to 

crush a s leeping or unconscious foe. 

An entang led creature can escape a flesh net with a successful 

DC 25 Escape Artist check (a fu l l -round action) .  The net has 1 0  

hit points a n d  DR 1 0/slash ing; i t  can b e  burst with a successful 

DC 28 Strength check (also a fu l l -round action) .  

CONSTRUCTION I CRAFT DC 30 I COST 1,500 GP 

Craft Technolog ica l  Arms and Armor, nanotech lab 

PRICE 
2,500 GP 

WEIGHT -

Th i s  t h i n  d i s k  of woven mater ia l  i s  

2 - 1/2 i n ches  i n  d i ameter. From i t s  

edges  protrude f ine, ha i r- l i ke f ibers 

about  ha l f  an inch long .  A touch of 

avolition i s  i n  fact an example  of mi­

go techno logy-as much fungus as anything else. Creatures 

l i ke m i-go  can hand le  a touch of  avolition with ease, but 

humano ids  and other f leshy users must wear g loves to avoid 

becoming  the target of the item's effect. App ly ing a touch 

of ovolition requ i res a successfu l  touch attack. When placed 

aga inst f lesh (any l iv ing, corporeal, non-p lant or non-ooze 

creatu re), a touch of avolition's fibers swiftly merge with the 

target un less the creature succeeds at a DC 15 Fort itude save. 

On  a fai led save, the vict im becomes para lyzed for 7 rounds. 

I t  can attempt a new Fortitude as a standard act ion after the 

f irst round to end the effect ear ly. 

Once a victim recovers from the paralysis effect, the touch of 

avolition saps the user's wi l lpower and dul ls the senses, making 

creatures under these effects easier to mental ly manipu late. 

The victim's Wisdom is reduced by 6 (min imum 1) as long as 

the touch of avolition remains attached. The fungal f i laments 

of a touch of avolition dig deep, and merely r ipping the patch 

free from the skin doesn't remove this Wisdom penalty, though 

the removal itself deals 1d4 points of damage to the vict im. 

The effect is a curse effect, and i t  (and the paralysis) can be 

removed as such via remove curse or s imi lar spel ls .  

A touch of avolition works best when damp. The save DC 

to resist a dry touch of avolition is 1 0, its paralysis effect lasts 

for on ly  2 rounds, and its Wisdom penalty is reduced to 2 .  The 

effects of mu lt ip le touches of avolition do not stack. 

CONSTRUCTION REQUIREMENTS I COST 1,250 GP 

Craft Wondrous I tem, bestow curse, ho ld  person 





D nly the ignorant look upon the night sky and marvel at 

the beauty of the stars, for between them lie the great 

gulfs ofthe cosmos, the gaping chasms ofterror some 

call the Dark Tapestry. Over the centuries many inquisitive 

minds have made a study ofthis abstruse topic. Their most 

common fate is madness. Indeed, the guest registers of 

asylums around the Inner Sea are considered incomplete 

without at least one former expert of astrological studies. 

Some of these rambling lunatics lost their sanity by 

merely reading (or perhaps comprehending) the contents 

of forbidden manuscripts and codices on the subject, texts 

whose very titles evoke mysteries best left veiled. Others 

had their minds torn from them through the performance 

ofill-advised rituals found within such moldering pages. 

But a lifetime of madness seems merciful when compared 

to the doom of those reckless enough to take the most 

dangerous step: to seek contact with the dreadful alien 

beings who call the endless void their home, the fabled 

Dominion of the Black. 

The following are theories and crumbs of understanding 

about the Dominion of the Black, fitfully gleaned by those 

mad and undaunted scholars. Much of this information 

was inferred from missives of alien origin, drafted by 

intelligences so utterly inscrutable that translations 

made by terrestrial academics are at best only shadowy 

reflections of their original sources. Moreover, the 

scholarly minds that put pen to paper on the subject were 

more often than not precariously teetering on the precipice 

ofhopeless lunacy at the time of composition. As a result, 

every "fact" asserted about the Dominion must be treated 

in the end as an inherently mutable thing, a tentative 

hypothesis awaiting the collection of more data. 

Of course, the collection of such data is fraught with 

peril, and warrants a cautionary tale. 

THE ACCOUNT OF GAJUS BEAULENARD 

Born in 4588 AR to an indolent aristocratic family of 

Oppara, Gaius Beaulenard might likewise have led the 

life of a dissolute sybarite. From his youth, Beaulenard 

showed a keen intellect and natural interest in science. After 

completing the shallow, obligatory education expected of 

Taldan nobility, he set off on his own to study alchemy and 

became a skilled naturalist, taking advantage ofthe capital's 

many fine libraries and private collections of wisdom. Once 

he had exhausted those resources, he traveled to Cassomir 

to see what its fabled libraries might contain. It was there 

in a small shop with the grand name of the Athenaeum of 

Expeditionary Glory that he came upon a crumbling copy 

of Van Jeust's despicable Lords of the N(ght Heralds. 

From that point on, Beaulenard was obsessed with the 

Dominion of the Black, fascinated by their evident godlike 

command of the very foundations of creation itself. He 

hired his services out to the ruler of Omash for a full 
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year-no small feat for a Taldan aristocrat only a year after 

the uncertain end of the great Taldor-Qadira war. His 

agreed-upon payment was unfettered access to the libraries 

ofKatheer, Sedeq, and Omash, believed to hold the Inner 

Sea's most extensive collections of books concerning the 

Dominion. The details are murky, but only a few months 

after delving into the stacks ofSedeq's most well-guarded 

vault oflearning, Beaulenard fled Qadira, having apparently 

absconded with a number of priceless tomes, including the 

Libram of Absolute Emptiness and the Mah-Thenen Codices, 

both reputed translations of actual Dominion writings. 

The Taldan scholar went underground for a number of 

years, aware of the sizable bounty Qadira had placed on his 

head and the small army of assassins seeking to collect it. 

He spent those years immersed in the pages ofhis pilfered 

books, and also taught himself divination magic to aid in 

what had become a near-pathological need to understand 

the meaning of the tomes. 

Beaulenard re-emerged in 4611 in Ilizmagorti, where 

he paid a small fortune for a mostly complete copy of the 

damned tome Secrets of the DreaminlJ Dark, liberated from 

an Egorian collector's private library in a raid that cost six 



MODERN-ODY DOMINION S[HOLDRS OF THE INNER SED 
Scholar Location 

Abdul lah Aben Sedeq, Qadira 

Co Latimer N ightstone Academy, Absalom 

Fulvia Nostraema Darakole San itar ium, Vyre 

Paucol the Gray Grand Lodge, Absa lom 

Shayla Aaosk Havenguard Asylum, Cal iphas 

Teramin  Mais Aspis Bu i ld ing, Ostenso 

Rouolon U lmer Manaket, Rahadoum 

Dr. Verid Osci lar S incomakti School, Rozenport 

lives. The book supposedly contains methods for directly 

contacting agents of the Dominion of the Black, as well as 

formulae and summoning spells rumored to require no 

talent beyond an ability to pronounce the throat-torturing 

words inscribed on its pages. Beaulenard rented a manor 

home on a remote cliff overlooking the Arcadian Ocean. 

Secluded there with a half-dozen servants, he set about 

making contact. Exactly what happened over the course 

of the following months is uncertain, but the villa was 

obliterated by an unquenchable fire that burned for a full 

month. A year later a crate showed up on the doorstep of 

the family manse in Oppara. It contained selections from 

Beaulenard's extensive library of forbidden tomes, along 

with a letter. 

Beaulenard's family was deeply pained by news of their 

son's death. The books, however, were eventually sold to an 

avid collector of such tomes for an incredible sum. After all, 

destroying a library of such obvious value and importance 

would have been an unforgiveable waste. The following are 

some ofhis findings regarding the impenetrable obscurity 

of the Dominion ofthe Black. 

HIERARCHY 

Referring to the Dominion of the Black as an empire 

imposes a frame of reference that misrepresents its utterly 

alien nature. While the Dominion controls many worlds 

across many galaxies, those places should be thought of as 

production facilities and experimental laboratories rather 

than settlements or colonies. There is no Dominion home 

world, per se. Rather, the Dominion is an association of 

dozens of bizarre alien races whose ultimate goals are 

largely a mystery to those outside its innermost ranks. 

Most familiar are the neh-thalggu, better known as 

"brain collectors," who serve as the Dominion's primary 

scouts. Several races similarly utilize the brains (or steal 

thoughts from the minds) of other species for their own 

nefarious purposes: the bah-thegga and bah-uurla, deh­

nolo, jah-tohl, rhu-chalik (Pathfinder Adventure Path #86, 

86), and yah-thelgaad (see page 90). It's believed these 

races are closely related on a genetic level, the products 

Availability Status 

Restricted Insane, homic idal  

By appointment Sane, impatient 

Doctor's d iscretion I nsane, agitated 

By appointment Unstable, d istract ib le 

Doctor's d iscretion Insane, babbl ing 

Aspis Consort ium members only Unstab le, gruff 

Restricted Insane, semi-cataton ic  

By appointment Insane, spl i t  personal ity 

of centuries-long gene manipulation and flesh-molding. 

The priestly caste within the organization is comprised of 

both the worm-like chyzaedu and the haeshi-shaa, a race 

that lives its long life cycle alternating between gaseous 

and liquid form. Bred to control the Dominion's ships 

that cross the vast emptiness of space, shipminds are also 

incredibly important to the Dominion's work, though 

where they fall in the hierarchy is a complicated issue. 

For more information on shipminds, see the Shipyards 

section and page 86. 

None can say with certainty what leads the Dominion of 

the Black, though several bizarre names arise among the 

communiques and gospels of its servants, their strange 

constructions the result of poorly translated concepts 

not truly expressible by humanoid languages. The-Five­

Who-Speak-As-One stands as one of the most regularly 

mentioned overlords,  an entity that supposedly exists 

on an organic vessel the size of a small moon. Another 

contender is a creature that may be the source of the 

Dominion's shipminds-this being, Infinity-Ceases-Now, 

is described as a massive, amoeba-like creature that has 

absorbed the brains of countless sentient beings and lies 

ensconced (perhaps imprisoned) within a cave-riddled 

rogue planetoid's molten core. Grandchild-of-Eternity's­

Despair is yet another Dominion being ofimmense power, 

thought to guide the operations of the Dominion's endless 

network of fleshfarms. Descriptions of its appearance 

vary so wildly as to suggest some hallucinatory quality 

that clouds perception. Finally, Teramin Mais, the Aspis 

Consortium's resident expert on the Dominion, theorizes 

that the Dominion of the Black is led by the Dark Tapestry 

itself, via some sort of pervasive psychic manipulation 

that occurs at a level beyond human comprehension. 

Perhaps most disturbing are rumors that some of 

these immensely powerful rulers of the Dominion might 

already be close to Golarion. The Night Heralds have long 

sought to free a trapped entity known as Tychilarius, 

sometimes called the Drowned God. And those who've 

studied Aucturn suspect the entity Carsai the King, ruler 

of that planet's Citadel of the Black, ofDominion ties. 



Assoc1AT10Ns 

Books regarding the Dominion ofthe Black often mention 

a vast number of strange creatures, and scholars of such 

issues often debate which creatures are actually part of 

the Dominion and which are simply subservient to their 

goals. Some speculate that the primary difference is that 

those creatures making up the Dominion proper have 

either been created or greatly modified by the Dominion. 

With enough time and work, some of these associated 

creatures may find their entire 

species drawn into the Dominion 

and made anew through their 

horrific processes. 

Intellect devourers are often 

attached to research facilities 

and fleshfarms, most often in 

subordinate roles. Drawn to 

the work more by their innate 

sadism than devotion to the 

Dominion's obscure aims, 

the intellect devourers 

are tolerated despite 

their petty cruelties and 

idiosyncratic methods 

because they often end up 

servicing beings in the highest 

echelons of the Dominion in the 

same way humans service the lower orders-

as components for augmentation. In addition, 

the alien oozes known as vespergaunts (Pathfinder 

Campai,gn SettinJJ: Inner Sea Bestiary 58) often ally 

with the Dominion, serving as emissaries to worlds 

that have drawn the Dominion's ravenous attention. 

The Dominion ofthe Black has also bred and engineered 

countless servitor creatures. These subservient races far 

outnumber Dominion allies and are at least partially 

cataloged in the Encyclopedia ofVhaeso's Tears. Most owners 

keep the book under lock and key, as the methods to summon 

the creatures catalogued are also found within its pages. 

Creatures such as the lunarma (Pathfinder RPG Bestiary 4 185), 

neshmaal (Pathfinder Adventure Path #84 86), and yangethe 

(Pathfinder Module: DraJJon's Demand 63) number among the 

abhorrent beasts referenced. 

Although cults like the Night Heralds willingly serve 

the Dominion of the Black, intelligent humanoid agents 

are a rarity within the Dominion. Humanoid races are 

considered inherently inferior, thought of more as cattle 

and experimental animals for whatever bizarre breeding or 

modification programs Dominion scientists concoct. The 

apparent fragility ofhumanoid psyches drives this prejudice, 

as humanoid minds are believed less able to withstand the 

enormity of certain cosmic truths. Those humanoids who do 

manage to rise in the ranks of the Dominion are beings of 

exceptional mental sturdiness or uniquely useful dementia. 

More information on the Night Heralds can be found in 

Pathfinder CampaiJJn SettinJJ: Occult Mysteries. 

The Dominion intently observes the native species of 

many worlds, taking special interest in "lesser" species on 

a genetic level-kidnapping subjects for manipulation, 

twisting, and modification. The preferred theory suggests 

that such manipulation aims to augment the cerebral 

development of those creatures for the Dominion's own 

enigmatic purposes-though some suggest that the gray 

matter of sentient creatures is simply a technological or 

dietary need. Some historians even posit that Osirion's 

sudden rise from barbarism was driven by Dominion 

interference in that society's development. 

Millennia-old inscriptions 

from that nation's earliest 

days speak of inhuman 

visitors from the stars 

"making playthings of 

men." Paintings in some of 

the oldest desert tombs support 

such theories with depictions of 

unfortunate figures being infected 

with flesh-altering contagions ,  

peasant laborers with insectoid 

limbs grafted on their bodies, and 

of course the fabled "countdown 

clocks." These ominous timepieces ,  

tied to alleged alien visitation, supposedly point to an 

unknown event at a time in the not-so-distant future. 

Anekept of An, a highly respected Osirionologist, 

claims to have recently translated a previously unknown 

word imbedded in the design of all of these clocks: 

"harvest." 

FLESH FARMS 

Written by a nameless lunatic-scholar upon ruins outside 

Absalom, the bizarre record titled The Entrails of Creation 

catalogs dream-visions of what the Night Heralds refer to 

as "fleshfarms." The account describes countless horrors, 

such as many-tentacled machine-creatures called jah­

tohl overseeing and directing legions of naked, terrified 

laborers and shivering thought-slaves. Such vast nation­

facilities accept entire enslaved species and sort them for 

a spectrum of terrible uses. These captives serve as both 

slaves and building materials for the manufacture of new 

Dominion servant species, bizarre devices, hanging slave 

creches, and semi-living spacefaring vessels. The majority 

of tools and abominations visited upon the universe by the 

Dominion of the Black originated at one of these atrocity 

factories. 

The record avoids mentioning what animates fleshfarms, 

but in a single instance makes reference to a being the 



author call a maestro. Though the reference proves vague, 

this being or class ofbeings serves as an artisan-tyrant, 

a manipulator responsible for experimentation and 

innovation. While numerous types ofDominion creatures 

are named, these explorers in science and perversion 

seem to come from a range of species, or are themselves 

composed of multiple entities. The tome refers to these 

beings "harvesting inspiration," though what this means 

is unclear. 

In the dungeons of Pangolais, the Night Herald seer 

Vasoov claims-in his most lucid rambling-to have 

been born on a "sphere ofliving chains and iron claws." 

According to him, none escape such places alone, and even 

his dark salvation came only as the result of a terrible 

world-shifting mistake. His descriptions parallel many 

of those in the The Entrails of Creation, and more than once 

Night Herald radicals have sought to liberate him. Such 

attempts have all failed fantastically, though, as the steel 

roots extruding from the limbless seer have overgrown 

his entire cell. 

SHIPYARDS 

Records connected to the Dominion ofthe Black commonly 

share imagery of entities the size of continents, seas, moons, 

and other unfathomably large objects skulking amid the 

stars, preying upon whatever they find. Though riddled with 

rambling metaphors and nonsensical verse, compilations 

ofinsane ramblings such as Predators ofLi!Jht, Life Slake, and 

the Account of the Hierophant, are highly sought after by the 

Night Heralds for their descriptions of vessels capable of 

moving amid the stars. 

The Dominion is famous for its starships-organic and 

metal constructions feared by all space-faring races. It is 

difficult to classify these "creatures," ifthat is indeed the 

proper word. Bred, molded, and constructed at shipyards 

orbiting dead worlds shorn of every possible resource, 

these enormous entities have a lifespan of centuries .  A 

ship itselfhas no will or personality. Rather, a number of 

organisms designed for maintenance tend these vessels, 

one being a class of creatures known as shipminds. Bred 

for each specific ship, shipminds are psychically infused 

ooze creatures physically fused with their vessels, attached 

to the body oftheir ships by cybernetic devices and organic 

conduits. Fleshfarm engineers, responsible for fashioning 

the various organic elements, design the bizarre cradles 

from which the oozes interface with the living vessels. For 

all intents and purposes, no division between ship and 

shipmind exists; once they're connected to each other, 

the two are inseparable, with the shipmind controlling 

every ship function. 

Some of these spacecraft supposedly possess the 

capability of giving birth to smaller quasi-organic and 

metal ships that are used as shuttles for shorter journeys. 

Such vessels sometimes land at a site but lack the ability 

to lift off again. In these cases, their organic components 

simply rot, while their one-time crews salvage the ships' 

metal parts. If a Dominion ship crash lands or is damaged 

beyond its own ability to heal or repair, the connected 

shipmind frequently goes mad and must be put down by 

survivors.  The arrival of such a ship spells great peril for 

any world, whether Dominion passengers survive or not, as 

the rotting vessels poison the environment, maintenance 

organisms escape and wreak havoc on the local ecosystem, 

and native species that feed off the carcasses undergo 

unpredictable mutations. 

RELIGION 

There is great uncertainty among scholars as to the 

religious beliefs and practices of the Dominion. One 

matter of agreement, however, is that powerfully religious 

undertones flavor translated Dominion texts, such as the 

much maligned The Last Theorem. Those tomes carry many 

references to the abominable Great Old Ones: Azathoth, 

Shub-Niggurath, and Yog-Sothoth, among others, leading 

many scholars to the mistaken belief that the Dominion 

worshiped these beings as deities .  However, most prophets 

and scholars hold that the Dominion is in open conflict with 

these entities and those who worship them. 

The most popular current theory is that the Dominion is 

devoted to and worships the Dark Tapestry itself Whether 

as a cosmic god-entity, an unthinking primal force, or some 

other ur-being. One recovered Dominion text thought to be 

a treatise on their religious convictions is entitled Nullity 

and is a mere 13 words long. The words are each written 

on a separate page made ofhuman skin, and the pages are 

deliberately jumbled between the tome's soot-stained covers. 

It's believed that if these 13 words are read in their correct 

order, the reader will instantly gain full understanding of 

the nature of divinity. None of those who have allegedly 

succeeded at this task lived long enough to share their 

enlightenment, each being brutally and mysteriously 

murdered. 

Black holes appear to hold some special significance in 

Dominion theology. The terms used to refer to these stellar 

objects are alternately translated as "infinity's doorway" 

and "mouth of god." Fulvia Nostraema's infamous essay 

"Nihilism's Sacred Garrote" (written just prior to her 

permanent relocation to the Darakole Sanitarium in Vyre) 

details a ceremony called the Banquet. She contends that 

the ritual occurs every other year and involves flotillas 

of Dominion vessel-beings orbiting just outside the 

gravitational reach ofkey black holes for several days while 

complex liturgies are executed. The rituals apparently 

include casting untold thousands of sacrificial creatures 

into the inescapable maws ofthese awesome celestial objects. 

In addition to the sacrifice of slaves, N ostraema claims that 



during the lengthy ceremonies dozens of the Dominion's 

living spacecraft impulsively hurl themselves and their 

passengers into those inexorable gravity wells in acts of 

rapturous ecstasy. Her thesis calls into question the common 

conceptualization of the Dominion as dispassionate, 

calculating scientists seeking perfection of the intellect 

or the physical form. More ominously, it also assumes a 

population ofbeings large enough to sustain the senseless 

extinction of enormous numbers. 

Nostraema's description of the Banquet also lends 

credence to what has long been thought a lunatic notion 

proposed in the last century by the Qadiran sage Imed 

Ibn Surhal: that the Dominion of the Black's ultimate aim 

is neither conquest nor domination, but rather the utter 

destruction of all sentient life-the most ostentatious 

sacrifice to the Dark Tapestry imaginable. At the behest 

of the Church of Sarenrae, Qadiran authorities fiercely 

suppressed Surhal's treatise that outlined his implausible 

theory, Apocalypse at the Dark Center of the Universe, shortly 

after its dissemination. Surhal was allegedly found dead 

in his study soon afterward, with obscenities scrawled 

on the walls in the scholar's own excrement and his body 

naked and mutilated by a mosaic of self-inflicted cuts. 

Though he had lost much blood, the cause of death was 

ruled as asphyxiation. He had apparently choked to death 

on a single cockroach he had shoved down his own throat. 

CONCLUSIONS 

Scholars of Dominion lore who still have the unfettered 

use of their minds-unlike Gaius Beaulenard-agree 

on one thing: the Dominion does not wish 

the inhabitants of Golarion well. Whatever 

enigmatic alien purposes it pursues ,  the 

D ominion views "inferior beings" as 

material for unrestrained exploitation. 

Some of these sages and scholars have tried 

in earnest to warn authorities throughout 

the Inner Sea region, but their raving appeals have fallen 

on deaf ears-for who listens to a maniac? Despite their 

shattered minds, these scholars have some element oftruth 

in the screams and mumbles echoing through the halls of 

asylums. The Dominion is out there, and ways to contact 

them are within the reach ofthe people ofGolarion-in 

some cases lurking not so very far away. 

The means by which the unwise and unwary can 

contact the Dominion are varied. Poring over the 

various texts associated with the Dominion, scholars 

have discovered plans and schematics for unknowable 

devices. Even the work that the Technic League has put 

in on understanding the alien technology that fell to 

Numeria in the Rain of Stars has yet to approach the 

level of technology and understanding required to 

create a prototype with these deciphered plans. Yet while 

Golarion's residents have yet to achieve the means to 

contact the Dominion with technology, magic is a simpler 

approach. Gleaned from various fouls texts are methods 

to reach out and speak with their strange intelligences, 

though it is unknown exactly to who or what in the 

Dominion these spellcasters are speaking. 

The Dominion of the Black infects sites throughout 

Golarion, its atrocities often blamed on other, more 

terrestrial abominations. Indeed, it makes sense that 

many governments and individuals would be eager to 

find more mundane explorations for their problems. For 

if the Dominion of the Black ever turns its attention to 

Golarion in earnest, then it's possible that not even the 

heroes of legend or the gods of civilization can save the 

planet's peoples, and a quick and ignorant death may be 

the greatest mercy anyone can hope for. 





T echnology comprises all the physical creations of 

intelligent creatures from simple hand tools to 

automated machinery. While technology has advanced 

far on Golarion since its first humanoids drilled sticks 

into wood and tinder to make fire, even the modern­

day inhabitants' most sophisticated inventions-such as 

movable type and muzzle-loading firearms-are primitive 

compared to the technological marvels employed by some 

of the alien races that originate beyond Golarion. 

The majority of intelligent races in the solar 

system possess technology more or less equivalent in 

sophistication to that used on Golarion. These include 

the inhabitants of Golarion's closest neighbors, Akiton 

and Castrovel; the eccentric Triaxus; and several of the 

larger moons of Liavara and Bretheda. Intelligent, self­

evolving machines originally built by mysterious beings 

known only as First Ones wholly populate the sun-soaked 

planet Aballon. The inhabitants of these worlds are 

predominantly humanoid, and most of their tools and 

weapons have direct equivalents on Golarion. Yet, as with 

the nations of Golarion, not all alien cultures advance at 

the same rate or in the same fields. While a visitor from 

Golarion to these alien worlds might be able to identify 

the functions of many objects despite their strange 

craftsmanship, many will likely be unknown to her. She 

might even discover that technologies taken for granted 

on Golarion have not been developed yet; alien races often 

possess physical adaptations or magical abilities that make 

certain technologies unnecessary for them. 

Many alien devices appear to mimic magical effects, or 

operate like magic items found on Golarion. For the most 

part, such advanced alien technology functions similarly 

to normal magic items-the devices simply look strange to 

other creatures. The function of alien technological items 

can be identified with the Knowledge (engineering) skill. 

Likewise, successfully using such items often requires 

the Disable Device skill. More information on how PCs 

might interact with technology can be found in Pathfinder 

Campai,gn Settinn: Technolony Guide. 

On Golarion, the greatest concentration of alien 

technology lies just below the ground in Numeria where 

the spacecraft Divinity crashed thousands of years ago. 

The ship's crew were a race of humanlike aliens hailing 

from a homeworld called Androffa. The technology that 

has been discovered by natives ofGolarion is now hoarded 

by the unscrupulous organization of arcane technologists 

known as the Technic League. Driven by greed for power, 

members of this organization cling to every scrap of 

Androffan technology that they can, even going so far as to 

enlist the robots found within Silver Mount as guardians 

of Numeria's capital. Examples of Androffan technology 

found in Numeria and details of their mechanics can be 

found in the Technolony Guide. 

Though the majority of races found in Golarion's solar 

system may be technologically at the same level as those 

on Golarion, a number of creatures in the solar system as 

well as from more distant worlds uncharted by terrestrial 

astronomers have much more advanced technical ability. 

This article expands on the technology of four of these 

alien races. 

Eoxians: The planet Eox was once home to a race 

of super-intelligent humanoids who may be distantly 

related to the humans of Golarion. When a catastrophic 

event destroyed the planet's atmosphere, those who 

survived chose to become undead rather than let their 

race disappear completely. Known as the bone sages, these 

lichlike beings are the last vestige of a lost civilization who 

possess technology far beyond that found on Golarion. 

More information about Eox and the bone sages can be 

found in Pathfinder Campainn Settinn: Distant Worlds. 

Mi-Go: Although they resemble human-sized 

arthropods, mi-go are in fact a highly evolved form of 

fungus. The mi-go are not from Golarion's solar system, 

though several small enclaves of the fungi exist on 

Golarion and perhaps other planets as well. Mi-go collect 

mineral resources and biological samples and keep them 

from the notice of other races. Though they claim to be 

scientists, these mi-go are in truth the vanguard of an 

invasion. Statistics for mi-go can be found on page 193 of 

Pathfinder RPG Bestiary 4. 

Neh-Thalggu: The monstrous neh-thalggus are scouts 

for the mysterious Dominion of the Black. Those who 

know of these aberrations' existence refer to them as 

"brain collectors" for obvious reasons: the neh-thalggus 

remove the brains of their humanoid victims and store 

them in translucent blisters that bulge along their heads 

and backs. These collected brains increase neh-thalggus' 

cognitive and magical abilities, but may have some hidden 

additional purpose as well. Statistics for neh-thalggus can 

be found on page 197 of Pathfinder RPG Bestiary 2. 

Vercites: The planet Verces is known as the Line because 

it is tidally locked-one side is a desert where the sun never 

sets, the other a frozen waste that never sees daylight. Only 

a relatively thin strip between these two sides provides 

habitable and arable land for the native Vercites. The 

Vercites are humanoid in shape, with round, black eyes, 

and the ability to change color at will. They are humanlike 

in curiosity and adaptability, but each adult Vercite belongs 

to a specialized caste that determines his or her role in 

society. See Pathfinder Campainn Settinn: Distant Worlds for 

more information on Verces and its inhabitants. 

Each of the following sections describes the kinds of 

technology used by one ofthese alien races, a description of 

the aesthetic qualities and additional rules that are typical 

ofthat race's technology, and an example of a technological 

item unique to that alien race. 



EDXlftN TErHNDLD6Y 
At one time, the Eoxians were among the most magically 

and technologically advanced race in Golarion's solar 

system, but their rightful pride turned to irreverent 

hubris. Whether due to punishment from the gods or 

a disaster of their own making, the vast majority of the 

Eoxians were annihilated, and with them much of their 

arcane and scientific knowledge. 

Over the ages, the bone sages have built upon what they 

retained and recovered of their forebears' knowledge. 

While the undead scholars have largely ignored the life 

sciences, in the physical sciences the bone sages have in 

many ways surpassed their predecessors. Yet progress 

has not been as rapid as one might expect: the bone sages' 

paranoia stops them from sharing their discoveries 

with one another, and their immortality provides little 

incentive to rush. They have recently become aware, 

however, that other races in the solar system are on the 

brink of developing competent space travel, and this 

fact has convinced some among the bone sages that 

cooperation and urgency may be necessary after all. 

Bone sage technology blurs the line between science 

and magic in strange and unique ways. Though the 

bone sages claim to have no interest in aesthetics, 

they seem to prefer to craft their devices in forms 

that are disturbing to sane minds. Some who 

have seen these devices believe their skeletal 

forms and rune-etched surfaces are modeled 

after the bone sages themselves. 

In the field of physics, the bone sages 

are fascinated by things that exert 

force yet cannot be seen. It is from 

such sources that they derive most 

of the energy they need for their 

experiments. By entwining science and magic ,  

the bone sages have discovered a means to create and 

contain complex gravitational fields that resemble 

stable, miniature black holes.  The bone sages feed 

matter into these voids and siphon off the resulting 

radiation to power their technology. The scholars of 

Golarion know these black holes by a more poetic title: 

spheres of annihilation. 

The Necropoleis ofEox bear little resemblance to cities 

ofthe living. Basic amenities like food, water, fresh air, and 

sanitation are noticeably absent. Free to ignore the needs 

of the body, the bone sages are able to focus on matters 

of the mind, or so they claim. While much of their time 

is indeed spent in magical and scientific research, the 

bones sages put as much effort into spying on their rivals 

and building defenses against being spied on in return. 

Secure behind elaborate traps and magical wards, bone 

sages rarely leave their sanctums, calling upon magically 

called or created creatures able to survive the inhospitable 

environments to do their labor. When the bone sages 

deign to communicate personally, it is usually by means 

of electronic or magic devices. 

The only place on the planet able to sustain complex 

life is the biodome known as the Halls of the Living. 

Formerly the refuge of the last living Eoxians, the bone 

sages have turned it into a zoo and laboratory where the 

liches can experiment on and live vicariously through 

their still-breathing kindred. This is one of the few 

centers for the study of life sciences on Eox, and the 

facility mainly focuses on breeding among sentient races 

and how afflictions affect them. The Halls of the Living 

also serve as a prison for those rare offworlders the bone 

sages allow to live. 

The artificial satellite known as 

the Sentinel predates the calamity 

that scoured Eox. Even the bone 

sages have not unlocked all the 

secrets of this orbiting city. They 

have, however, been able to reactivate 

enough of its weapons to defend Eox 

against invasion (particularly by the hated 

sarcesians). A system of checks ensures that 

no bone sages can turn these weapons against 

the others. From the Sentinel, bone sages conduct 

research in microgravity and observe the stars and 

the Dark Tapestry between. They also use the satellite 

to launch their grotesque corpse ships. Crewed by 

constructs and undead, the corpse ships have no need 

for pressurized atmosphere. Dark and skeletal, these 

slow-moving vessels are almost invisible against the 

blackness of space. 

PRICE 
90,000 GP 

USAGE 1 charge/round 

AURA moderate necromancy and transmutation 

This black, wandl ike object creates a narrow gravitat ional f ield 

that affects both body and sou l .  I t  dup l i cates the effects of 

telekinesis, but only to create a susta ined force (maximum 

250 lbs . )  toward or away from the wielder, or  to perform a bu l l  

rush, drag, or steal combat maneuver (CMB +15) . The grip of 

death can perform combat maneuvers on incorporeal u ndead. 

I f  the user performs a successful combat maneuver aga inst 

a l iv ing creature using the grip of death, the target gains 1 

negative level as a portion of its soul is wrenched from its 

body. A living creature k i l led in this way becomes a spectre 

(Pathfinder RPG Bestiary 256). Otherwise, the negative levels 

fade after 10 hours. 

CONSTRUCTION CRAFT DC 32 COST 45,000 GP 

Craft Technological Item, Craft Wondrous Item, graviton lab, 

enervation, telekinesis 



Ml-60 TErHNDLD6Y 
Unlike many interstellar races, mi-go don't build or 

utilize spaceships. Instead they fly through the void 

unencumbered by such vessels, propelling themselves on 

currents of ether by the power of their own wings or some 

other means beyond the understanding of sane minds. 

This method is slow relative to the vast reaches of space, 

but the mi-go are patient: over countless ages, they have 

spread across the galaxy like spores on the wind. 

Mi-go tools are a strange blend of magic and science, 

biology and metallurgy. On the surface, mi-go devices 

resemble mechanical contraptions constructed of brass 

and steel. The casings, however, are not made of terrestrial 

metals, but rather skymetals and other 

unknown alloys. Inside, the mechanical 

elements are interconnected with living 

organic material that serves a function 

not unlike electronic circuitry. With their 

vast intellects and dexterous appendages 

suited to fine manipulation, mi-go are 

able to disassemble and reassemble 

living tissue as easily as they would a 

mechanical device, rearranging organs 

and integrating them with mechanical 

elements to produce their technology. 

Mi-go don't differentiate between magic 

and science; though they use the tools of science 

in making their technology, unmistakable 

elements of magic are involved as well. Just as 

an alchemist infuses his mixtures with a bit 

ofhis own quintessence, so too does a mi-go 

enhance its devices in the process of creation. 

Many mi-go technological items operate on electrical 

power, though they rarely need to be recharged or 

connected to external power sources. Smaller devices have 

panels built into their casings, which absorb cosmic rays 

and other background radiation and convert them into 

electricity. Larger devices are powered by emissions from 

radioactive isotopes. 

Mi-go take pains to mask their true natures and 

missions from the inhabitants of worlds they visit until 

they are ready to conquer. While the vanguard gathers 

resources, it also spies upon the planet's inhabitants. 

If a native race possesses magical or technological 

knowledge that's useful to mi-go, the fungi attempt to 

acquire individuals with the intelligence they desire to 

take away for further study. Since they lack the means 

to transport normal life forms through space, mi-go 

instead remove the individual's brain and keep it alive 

in a metal canister able to withstand the journey. While 

most creatures would find the idea ofbecoming a brain 

in ajar horrifying, there are those enticed by an eternity 

of pure intellectual discourse. 

Although they prefer to have others fight on their 

behalf, when combat is unavoidable, the mi-go have a 

number of cruel weapons at their disposal. The mi-go do 

not use melee weapons, relying instead on their scalpel­

like claws. In ranged combat, they use a variety of energy 

weapons that produce effects similar to damage-dealing 

evocation and conjuration spells. 

More examples of mi-go technology can be found in 

Pathfinder Adventure Path #46: Wake of the Watcher. 

Aura moderate necromancy 

PRICE 
5,000 GP 

WEIGHT 1 0  lbs. 

A bra i n  cy l inder  a l l ows the surg i ca l l y  

extracted bra in  of a Large or sma l le r  

creature to cont inue  to func t ion  even 

after i t  has been removed from the 

body. Techn ica l l y, the creature from 

whom the bra i n  was ha rvested i s  dead, 

but  as l ong  as the bra in  rema ins  in the 

cy l i nder, the creature can cont inue  

to th ink .  D ia l s  on the  cy l inder's s ide  

control whether  the bra in can see, 

hear, or  speak us ing a raspy speaker 

bu i l t  i nto the cy l in der's surface. The 

bra i n  can speak and  understand  any 

l anguages i t  knew i n  l i fe, and  reta i ns the use 

of the fo l lowing sk i l l s  at  the va lues i t  possessed 

wh i l e  a l ive: Appra ise, B l uff, D ip lomacy, a l l  

Knowledge sk i l ls, L i ngu isti cs, Percept ion,  and  

Sense Motive. I t  reta ins no other ab i l i t ies i t  

possessed i n  l i fe, i n c l ud i ng pure ly menta l  ab i l i t ies .  

M i -go typica l ly preserve humano id  bra ins  i n  th is  manner  

when they wish to i n terrogate a creature at a la ter  date, 

or  when they wish to preserve a creature as a resource for 

consu ltat ion or research pu rposes. 

A bra i n  cy l inder is usua l l y  made of dark metal  and  has 

hardness 1 O and 30  hit points-cyl inders made of other 

mater ia ls might have h i gher or lower hardness scores and 

h i t  po int  tota l s .  I f  a bra in cyl inder is destroyed, the bra i n  

with in is lost . Li kewise, i f  the creature from wh i ch  t he  

b r a i n  was  ha rvested i s  restored to l i fe, the bra i n  with in t he  

cy l inder  is destroyed, and on ly  powerful effects capab le  o f  

bu i l d i ng  entire ly new bodies can restore to l i fe a creature 

that has had i ts bra i n  removed.  Note that the gp pr i ce to 

create a b ra i n  cy l inder  on ly  accounts for the bas ic creat ion­

the bra i n  of a part i cu lar ly  knowledgeable creature cou ld  be 

worth far more than 5,000 gp  to some buyers, especia l l y  i f  

the i nformat ion conta ined i n  the bra in i s  of a part icu lar ly 

sens it ive nature .  

CONSTRUCTION REQUIREMENTS COST 2,500 GP 

Craft Wondrous Item, gentle repose, magic jar, 7 ranks in  Heal 



NEH-THnLGGU TErHNDLDGY 
Neh-thalggus are masters of bioengineering, but this 

is no surprise considering that the race was genetically 

modified to be perfect scouts for the Dominion of the 

Black. Neh-thalggus have no compunction about 

modifying their own bodies or those of 

other creatures to suit their needs. 

Although their technology lS 

comparable in function to that of other 

interstellar races, neh-thalggus use less 

metal. Instead, much of the components 

for their technologies are organic materials 

cultivated into particular shapes. Sometimes these 

materials are whole creatures designed for a specific 

purpose. Often, though, these creatures are engineered 

simply to be butchered. Their desired bones and organs 

are recombined into tools, while blood and bile replace 

oil, coolants, and hydraulic fluids. Whatever remains 

becomes food for the neh-thalggus or their creations. 

More than being made of flesh and blood, neh­

thalggu technology often retains the semblance of 

life.  Their devices visibly throb as if they had beating 

hearts and breathing lungs. The noises they make are 

often more biological than industrial: they wheeze, 

moan, and flatulate. When used properly, neh-thalggu 

devices sometimes caress the user. If the devices don't 

like how they are employed, however, they writhe as if 

trying to escape. Some neh-thalggu technological items 

are healed by positive energy and harmed by negative 

energy, as if they were living things. 

Many neh-thalggu devices are controlled manually, 

though rather than turning knobs and flipping switches, 

the user must poke and massage organic pressure points. 

More often, these machines are controlled by the user's 

mind. Muscular tubes penetrate the skin and attach 

themselves directly to the user's nervous system. This 

allows the user to control the device as easily as he would 

his own limbs, and allows the device to draw power from 

the user. Golarion's sages speculate that the devices 

siphon electrical or psychic energy from the user's brain. 

In truth, neh-thalggu technology, like the race's magic, 

draws power from the potential of thoughts and dreams. 

Even the immense neh-thalggu spaceships are partially 

living. Thick skin, fat, and muscle form parts of a neh­

thalggu ship, supported by enormous metal and organic 

bones like the rib cage of a titan. Tentacles sprout from 

parts of the vessel and writhe in the void of space. 

Organic processes produce flammable gases that fuel 

the ship's rockets. Its cardiopulmonary system serves 

the function oflife support, refreshing the air and water. 

Within the ship's roomlike cavities, a self-contained 

ecosystem provides food and experimental material for 

neh-thalggus and their allied creations. When it arrives 

at a planet, a neh-thalggu vessel produces dropships in a 

budding process. After bringing the neh-thalggus to the 

planet's surface, these pods quickly decompose and the 

neh-thalggus inside reclaim and repurpose the metal that 

was incorporated in the ships for other uses. 

Once on a planet, neh-thalggus line the interiors of natural 

caves or abandoned buildings with organic material, rather 

than build structures. When plugged into this network 

of flesh, neh-thalggus can communicate and operate 

devices from anywhere in their lairs. 

Because of their natural attacks and magical 

abilities, neh-thalggus rarely need to resort to 

artificial weapons or armor. For their minions, 

however, neh-thalggus produce equipment to 

compensate for these other creatures' inherent 

weaknesses. Though composed of flesh and bone, 

these armor and weapons are functionally equivalent 

to their steel and wooden counterparts. A neh-thalggu­

made firearm, for example, might fire fangs instead of 

bullets, and perhaps even grow its own ammunition. 

PRICE 
8,000 GP 

WEIGHT 1 l b. 

The snakelike mouthpiece of the Dominion has 

a fanged mouth for a "head" and a trachea for a 

"tail ." Though not mobi le, the mouthpiece periodical ly 

thrashes and bites. As a fu l l -round action that provokes 

attacks of opportunity, a mouthpiece of the Dominion can be 

forced into or pulled out of the throat of a Small or Medium 

creature that is wi l l ing or helpless. Insta l l ing or removing a 

mouthpiece deals 2 points of Constitution damage to the wearer. 

The mouthpiece of the Dominion merges with the 

wearer's own mouth and  throat .  The wearer ga ins  a bite 

attack that dea ls  1 d 6  points of damage (1 d 4  i f  the wearer 

is S m a l l ) . I f  the wearer a l ready has a natura l  b i te attack, 

its damage is increased by one step. In add i t ion, the 

wearer ga ins  a +1 bonus to the DC  of h i s  aud ib le bard ic  

performances and any son ic  or  l anguage-dependent spe l l s  

and spe l l - l i ke ab i l i t ies  he  uses .  

Any neh-tha lggu with in  telepathic range of the wearer can 

speak audib ly through the mouthpiece of the Dominion. I f  

mult ip le creatures wish to speak at the same t ime (either the 

wearer or one or more neh-thalggus), they must make opposed 

Charisma checks to determine who controls the mouthpiece 

each round. When speaking through the mouthpiece, a neh­

thalggu can have any aud ib le  bardic performance or any 

sonic or language-dependent spel l  or spe l l - l i ke ab i l ity it uses 

or ig inate from the wearer instead of itself. These effects have 

their DC increased by the mouthpiece. 

CONSTRUCTION REQUIREMENTS COST 4,000 GP 

Craft Wondrous Item, beast shape I, magic mouth 



VERrlTE TErHNDLD6Y 
Of those races native to Golarion's solar system, the 

Vercites are arguably among the most technologically 

advanced (other than the intelligent machines of Aballon). 

Ruled by the parliamentary Ring ofNations, the majority 

ofVercites live in arcologies, whole cities contained within 

a single glass-and-steel building. These compact cities are 

surrounded by wide stretches of farmland that provide 

all the food they need. Mass transit systems 

move people and goods about the city 

as well as to and from the outlying 

farms and neighboring arcologies. 

All of these are powered by Sun 

Farms situated in the burning 

deserts of the Fullbright. 

The three castes of Vercite 

society approach technology in 

different ways. As the creators 

of almost all Vercite technology, 

the Augmented are naturally the 

primary proponents of technological 

advancement. As their name suggests, the 

Augmented take their fascination with technology 

to its logical extreme by replacing parts oftheir own bodies 

with cybernetic enhancements (such as the optical turrets 

described below). The most basic cybernetics replicate 

the function of a particular body part and are used to 

replace limbs and organs lost to accident or disease. The 

Augmented, however, prefer cybernetics that improve 

upon what they perceive as a limited biology. Advanced 

Augmented sometimes seem to have more mechanical 

parts than living tissue at first glance. More information 

about cybernetics similar to those used by Vercites can be 

found in Pathfinder Campai13n Settin13: Technolo13y Guide. 

Members of the Pure One caste, on the other hand, 

believe in the sanctity of the Vercite body. They eschew 

all forms of body modification, rejecting even the most 

basic replacement organs (though medical or magical 

regeneration is generally accepted). The Pure Ones also 

disapprove of any technology that does the work of a 

Vercite. While electric lights and high-speed transport are 

used when necessary, you'll find no tractors or powered 

tools on a Pure One farm. The various hand tools utilized 

by Pure One farmers would be instantly recognizable to a 

peasant from Golarion. 

Members of the God-Vessel caste favor the power of 

divine magic and typically fall somewhere between the 

extremes of the other two castes. Worshipers of gods of 

technology have much in common with the Augmented, 

while followers of pastoral deities may associate better with 

the Pure Ones. A rare few God-Vessels reject all technology, 

even beyond the reticence of the Pure Ones. These ascetics 

are often associated with gods of mysticism and magic. 

Though the Ring of Nations is now relatively peaceful, 

it has a long history of international conflict. Even today, 

Outlaw Kingdoms and monstrous creatures that lurk 

on the fringes of the verdant region threaten the Ring's 

citizens. Advanced firearms are commonly available in 

the Ring of Nations (subject to local laws), though some 

more advanced forms of weaponry exist among the 

elite warrior-diplomats known as Stewards. Even so, 

techniques for using archaic melee and ranged 

weapons are still practiced, particularly 

among the Pure Ones. 

Those of the Augmented caste are 

insatiable explorers. Having charted 

the entire habitable zone of their 

own planet, they turned to the 

heavens. Perhaps their greatest 

technological achievement is 

the Skydock, a geosynchronous 

satellite tethered to the planet by 

a magically reinforced cable. From 

the Skydock, the Vercites launch their 

aetherships: dirigible-shaped spaceships 

propelled through the void of space by jets of 

flame. The extreme environments of their home planet 

have helped prepare the Augmented with the technology 

needed to face the rigors of space, and because of this 

technology they have thrived. 

Augmented astronauts have traveled to Akiton and Eox, 

and set up research and mining stations in the Diaspora. 

The Vercites have made friendly contact with the 

sarcesians, but in doing so have attracted the attention 

of the undead Eoxians. In preparation for the inevitable 

conflict, the Augmented have begun to develop better­

armed and more maneuverable aetherships. 

PRICE 
6,000 GP 

WEIGHT -

IMPLANTATION 2 

These cybernetic implants replace the recipient's eyes with 

turrets conta in ing  mult ip le lenses, such as one fi nds on an 

opt ica l  microscope. I n  add it ion to provid ing  normal  vision, 

the imp lants can rapidly adjust to varying l i ght l evels, making 

the wearer i mmune to both the b l i nd  and dazz led condit ions.  

If the wearer is w i l l i ng  or he lp less, add it ional  lenses can be 

added (or removed) from the opt ica l  turrets with 1 m inute's 

work. Each of the three turrets can ho ld one eyes slot magic  

item. These lenses do not count aga inst the wea rer's l imit  of 

one eyes slot item, but only one funct ion can be active at  a 

t ime. The wearer can change which of the i nsta l led lenses is 

act ive (or deactivate them al l) as a swift act ion. 

CONSTRUCTION I CRAFT DC 30 I COST 3,000 GP 

Craft Cybernetics, cybernetics lab 
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I couldn't be sure, but the longer we traveled across  the 

plains,  the more I felt like I was communicating with our 

little robot. 

Four days ago, Eirian and I had left the site of the destroyed 

village and resumed following Tryg across Numeria, more 

north now than west. The robot maintained a steady pace 

that Eirian and I easily matched. We kept watch for signs of 

pursuit but seemed alone on the plains, with not so much as a 

pas sing trader in sight. As we drew near to whatever ultimate 

destination summoned Tryg, I found myself curiously aware 

of exactly where the robot was .  I f l  closed my eyes I could 

sense his location in a way that went beyond the sound of 

his treads crunching over the pebbled plain. 

When I said as much to Eirian, she looked thoughtful. "Do 

you sense anything else from him? Thoughts or. . .  emotions?" 

"Nothing. I couldn't even say exactly how far he is  from 

me. It's a strong enough sense, though, that I could take a 

step and be sure I 'm following him." 
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Neither of us mentioned the cuff, but we both thought 

of it. There was nothing else that could explain my new 

connection with Tryg. 

As we progres sed acro s s  the plains, we fell into a routine. 

When we stopped during the day to eat or rest ,  I sprinted 

up to Tryg and grapple d him. Eirian followed with a rope, 

bound the robot securely, and staked him down while 

we took the time needed. When we were ready to resume 

our trek, we untied Tryg and then hurried after him. He 

always started off at a brisker pace, as if making up for 

lost  time, and after the third or fourth stop I noticed 

Tryg increasing his speed whenever I started to catch up 

to him. The robot was more than a mindle s s  automaton, 

that much was clear. Once I dove fo r  Tryg right as  he 

skittered laterally and I faceplanted into the dirt. It was 

the first time I could remember Eirian making a sound 

that res embled a laugh. 

When we stopped for the night to rest, Eirian used her 

stone - s haping magic to seal Tryg into the earth. On our 

s e cond night out from the village, the rob ot struggled 

mightily as Eirian tried to trap him. I had to hold him 

down until Eirian cast her spell .  My gaze met Eirian's 

over Tryg's prison and I saw a ruefulne s s  in her eyes that 

I felt myself. Trusting a rope's  strength all night was 

impractical, though, and so the stone prison it was .  When 

we released Tryg the next morning he shook himself as 

he came out of the earth, scattering dust and grit about, 

and then he angled his head at me a s  if a s s e s s ing me 

before rolling off. 

On the fourth day, familiar landmarks began appearing 

in the distance. I spotted a j agged hill that we called "The 

Watcher" because it resembled the profile of a face gazing 

up at the sky. There was a stand of poplars ,  one taller than 

the rest, my village had named the Dancing Sisters.  I looked 

from Tryg to the Dancing Sisters and back again. 

"We have to turn here to reach my village," I said. 

Eirian glanced back at me. "Is it safe to leave Tryg for 

so  long?"  

I thought for a few minute s and we walked along in 

silence. E irian didn't ask again, waiting instead for my 

readiness  to answer. More and more I was appreciating her 

silence-it was more thoughtfulness  than the stoicism I'd 

first assumed. 

" I  don't know how long it will take to find Tryg's 

destination and get this cuff off," I finally said. "I want to 

stop in for at least one day. I think Tryg will be safe if we 

bury him well." 
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Eirian nodded and reached for her hammer holy symbol. 

I sprinted ahead and was surprised when Tryg slowed down. 

Apparently the robot had decided either that we were too 

strong to fight or that we'd release him again, as we always did. 
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Tryg sat quietly while Eirian cast her spell, scooping out a 

section of ground. I placed the robot gently in the depression 

and Eirian cast a second spell to cover Tryg in a flat section 

ofrock. We piled gravel and loose earth over Tryg's hiding 

place to further disguise it . 

When we were satisfied with our efforts, we turned north. 

My village was still a half day's travel away. We picked up 

speed. I was hoping to reach home before nightfall. 

The sun sank to the edge ofthe earth and below, streaking 

the sky with its tints of orange and purple. Shadows stretched 

across the plain in familiar patterns. I 'd hunted the se plains 

so often as a boy that the feel of the packed earth under my 

feet, the stretches of raw stone, the way the light fell over the 

rolling hills-all ofit was as familiar to me as my own skin. 

As the light failed, I saw the leaping flames of campfires 

ahead. My village sat at the base ofa ridgeline only a dozen feet 

high, sheltered from the shearing winds that often cut across  

the plain. Clusters ofhuts sat around communal firepits.  

After two long years of traveling the world, I was home. 

My stride quickened, and as we neared the village I called 

out to the watchers I knew must be there. They emerged from 

the shadows, sisters I 'd known since childhood. They cried 

out my name and clasped me on my arms. 

O ne o f  the s i s t e r s ,  Kendra,  exclaime d ,  "Welcome 

home, Sidek. Welcome! "  She broke off and pulled back, 

embarrassed somehow. 

Thinking she regretted her exuberance, I clasped her 

arms in turn. "I've not seen a sight so pleasant as the fires 

ofhome. This is my friend, Eirian. We've been traveling a 

long time today and could use a meal." 

Kendra glanced at her sister Lanren, who nodded and 

sprinted into the village, running ahead to let them know 

I was home. Kendra took my arm and nodded to Eirian. 

"Come with me. I'll take you to the fire." 

I wanted to sprint to the center of the village but Kendra 

took small steps,  holding me back. I didn't notice at first, 

excited by my return and chatting to E irian about the 

dinner we could expect. By the time I realized Kendra was 

intentionally delaying me, my father was already coming 

toward me, arms outstretched. 

" Father," I said. I broke away from Kendra and strode 

forward, taking his hands in mine. "It's good to see you." 

" Sidek." His voice was glad but his smile trembled. I 

couldn't recall seeing that look in his eyes before. 

I looked over his shoulder. "Where's mother? "  

Another look in h i s  eyes told m e  all I needed t o  know. 

I remember every moment of that evening with absolute 

clarity. At the time my mind was clouded. I seemed to walk 
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in a dream. Eirian disappeared and I didn't notice . People 

spoke to me and their words flowed over me like water. 

When I woke the next afternoon, I remembered every 

sympathetic word and gentle touch from the night before. 

I remembered, too, the way old friends,  relatives-people 

I 'd known all my life-drew near to offer comfort and then 

shied away at the sight of my arm. In my griefl'd forgotten 

how it would seem to my people. Some avoided my gaze and 

slunk away while others stared in open shock. Despite my 

haze of emotion, I found the sense to remove my cloak and 

wrap it around my forearm, a clumsy covering. 

I lay unmoving on my bed for some time. Something felt 

lodged in my heart, like a fragment of a splintered arrow. 

I rubbed my hand on my chest and opened my eyes .  The 

sunlight on the tanned hide windows cast a warm glow 

over the room. 

Thoughts of E irian stole acro s s  my mind. I hoped 

someone had taken care of her.  The thought of helping 

someone else was enough to stir me from my rest. I stood, 

my eyes gritty and my balance off, as ifl'd been drinking all 

night.  I had raised a toast in my mother's name. Emotion 

had done the rest of the damage. 

She died so quickly, my father had said, no one realized 

how sick she had been. Illness  came to my village from time 

to time. If our healers could not help with their herbs and 

magic, we carried the sick southward to Torch. This time, 

though, the sickness  came on too fast. My father said she 

had died in peace, asleep. They had thought to send word 

to me but it would cost a great deal to pay a wizard to speak 

across the miles,  and I was expected home soon anyway. 

I left my room and looked in on my father. He slept still, 

looking far older than I remembered. He had lost weight 
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in the last year and his cheeks were hollow. His long dark 

hair, the same shade as  mine, thinned acro s s  his s calp. 

His scars  stood out, old and new crisscro s s e d  over his 

skin, white and gray. I left him sleeping and stepped out 

into the village. 

Friends greeted me and I did my best to smile and thank 

them for their kindne s s .  

Kendra was a t  m y  s i d e  o n c e  again. "It was a p o o r  

homecoming for you." 

"Ifl had to learn this way, I 'm glad I had so many around 

to support me. I 'm only sorry I couldn't be here to help 

my father." 

"It was a shock, but we made a circle around him. We made 

sure a friend sat up with him for the first week of nights.  

And Estred made sure he ate." Unlike most Kellids, Kendra 

had a dark red tone to her hair that glowed in the afternoon 

sun. She was one of our strongest hunters and scars marked 

her arms like tattoos .  

"I 'm sure she did.  Bowlfuls of prairie chicken stew?" 

We shared a dry, sad laugh. I scanned the crowd of villagers 

going about their afternoon routine. The sight was a balm 

to the pain in my chest-still there, but less tender. "My 

friend, Eirian. Where did she go?" 
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Kendra's gaze flicked away. " She stayed with me last 

night. After breakfast, she left to look around the area. I 

think she's up on the ridge." 

I started to turn away but Kendra reached out to stop 

me. "Tell me about this." She gestured at the metal cuff 

on my arm. 

My cloak remained wrapped around my forearm, its ends 

tied together. I resisted the urge to hide it behind my back. 

"It's a long story. I didn't put it on myself, not on purpose.  

Eirian's helping me find a way to get it  off." 

"I hope you find a way soon. It's uncanny." 

"Me, too." I nodded to Kendra and strode away. It took me 

some time to get to the edge of the village as everyone wanted 

to stop and talk. Finally, I made my escape and walked along 

the curving trail that led up to the ridge. 

I found Eirian's tracks and realized their direction would 

take her to the wooden platforms where we placed our 

dead.  I took my time, soaking in the familiar landscape 

as I followed the path. 

She sto o d  a respectful distance from the platforms, 

silently examining the simple planks held aloft by cut and 

fitted timbers,  her hands clasped behind her back. She 

looked at me as I drew closer. 

"This is where you put your dead," she said. 

"For a time." 

She returned to her study of the platforms . "And then 

you move them?" 

"After the wind and sun have taken away their vitality. We 

wrap the remains and inter them in the caves." 

"Is that where your mother is?" 

The pain in my che st spiked and for a moment I fought 

to draw another breath. As much as it hurt me, I was glad to 

hear Eirian speak of my mother. It would have been worse 

if she pretended nothing had changed since yesterday. 

"I was going to go there now to see her. Would you 

like to come ?" 

I don't know why I offered to bring Eirian with 

me, but she nodded and turned to follow me. 

The entrance to the caves wasn't far from 

the village. Eirian and I ducked inside the dim 

interior. In contrast to the bright hot afternoon, 

the cavern air felt chill on my skin. I lit a clay 

, lamp that sat on a shelf just inside the cave and 

Eirian followed behind me as we made our way 

down the tunnel. 

The ridgeline was mostly clay and the tunnels 

had been carved out as needed, growing deeper and 

more complex the farther we went. We walked through 

', two large chambers stacked with the wrapped b odies of 

my forebears and the ancestors of everyone in the village. 

B etween the chambers we walked softly down crampe d  

corridors lined with shelves on which small bundles of 

bones rested. 
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The third cavern, the newe st one, was only half-filled 

with bodie s .  Eirian stood by the entrance and held the 

lamp. I saw my mother immediately. Even with her body 

dried and wrapped in cloth I knew her. Her body was closest 

to the door, of course ,  but I swore I could recognize the 

slope of her shoulders and the outline of her slim hands 

beneath the cloth. 

I knelt by her side. I wished I knew the right words,  the 

right prayers ,  to offer. All I could do was remember the 

way she'd looked when I last left home. She always looked 

stern, disapproving of my travels outside Numeria,  but 

always with a hint of pride in her eye s .  She would take 

my chin in her hand and examine my face, then let go 

with a sigh. "I  suppose you are a man after all," she'd say 

every time I left. 

I didn't feel  like a man, kneeling there by her side. I 

felt lost.  

When I'd said as much of a goodbye as I could, I stood, 

surprised to find my knees stiff. Eirian waited until I came 

back to the entrance before she turned and led us back out 

by the light of the lamp. 

When we emerged blinking into the sunlight, I thought 

the whole village had assembled outside. I looked again 

and saw it was only the elders and my closest friends.  Their 

expre s s ions were grim and my heart seized.  "Father?"  I 

started to say, but then spotted him in the crowd. I relaxed. 

"What's going on?" 

My father stepped forward. Last night I 'd seen sorrow in 

him I'd never seen before. Now I saw a new anger. "What 

do you mean by this?"  

"By what?"  I said. I still felt unbalanced, off- center. "I  

was saying goodbye-" 

"You brought her into the most sacred place we have? "  

H i s  voice was colder than the caves we'd left. "Into the place 

where our ancestors sleep ? "  

I looked at Eirian.  She r e m a i n e d  silent and placid 

be side me, but I 'd learned to read her a bit.  The tightne s s  

a r o u n d  her  e y e s  and the t e n s e ne s s  in her  shoulders  

showed warine s s ,  even fear. " She's  a friend of mine.  I 

didn't think-" 

"No, you didn't." Kendra stepped forward from the crowd. 

"She stayed in my hut all night, never sleeping. The hammer 

she wears is  a symbol of the goddess  of machines." 

"I trust Eirian," I said, fighting to keep my voice calm. 

"You come back here," my father s aid,  "with metal on 

your arm and a machine woman at your side and you 

think you can bring the s e  things into our home? Did 

you even once consider the damage you were doing to 

our village ? "  

" She's not a thing." 

" Sidek." Eirian's voice was low. "I  should go." 

"The machine shows reason," Kendra said. Her voice held 

no bitterness ,  no contempt, only a calm agreement. 
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"We'll both go," I said. I started back toward the village, 

motioning for Eirian to follow. ''I'll get my gear and we'll 

be on our way." 

"I'll meet you at Tr-at our meeting place," Eirian said. 

She started in the other direction, moving quickly to circle 

around the village. 

My father hurried to catch up to me as the rest of the 

villagers b egan to scatter. When he spoke, his voice was 

still angry, but now held the heaviness  of regret. " Sidek, I 

shouldn't have spoken so harshly. It's been so long since I 've 

seen you and . . .  and it's been hard." 

"I understand," I said, but the words I'd heard continued 

to cut me. " Still, I should go. I need to get this thing off my 

wrist and Eirian's the only one who can help me." 

"You'll come back, won't you? When you're healed ofthis . . .  

affliction?" 

I stopped and faced my father. My eyes burned. I took his 

face in my hands and leaned my brow against his. "When 

I'm healed, I'll return to you." 

We stood together for a time, and when I pulled away he 

didn't try to stop me. 

It took me only a few minutes to gather my things and strike 

back out across  the plains. Kendra met me at the edge of 

town with a satchel. 

"Food and a few supplies," she said, pushing it into my 

hands.  " Sidek, I didn't mean-" 

"'I . 
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"We'll s p eak of it when I return," I said.  Walking past 

her without making eye contact, I left the village without 

looking back, not wanting my last  look at home to b e  

marked with such anger and grief. 

I saw E irian in the d istance as  I neared the Dancing 

Sisters, and caught up to her as we passed the p oplars .  I 

gave her some time to walk with me in silence before I said, 

'Tm sorry." 

"It's my fault as much as yours," she said. "I should have 

realized what your people would think." 

"I forgot how much I've changed. How different I've become." 

"I know you meant no harm," she said. There was a note 

of distance in her voice. I wanted to push further, but I let 

it go. I was learning the wisdom of silence. There would be 

more time for speech on the road. 

We planned to camp when we reached Tryg's hiding 

place, as it'd b e  clo s e  to sunset.  As  we neared the place 

where we left the robot, though, we both saw evidence 

of trouble . A pile ofbroken earth and stones marked the 

ground where Tryg should have been. Eirian and I b oth 

broke into a jog.  

We saw the same sight but I don't think either of us wanted 

to believe it. The stone ground where Tryg had hidden was 

smashed open. A heavy rock lay discarded nearby. A hole 

gap e d  in the stone shell, j u s t  big enough for a robot to 

squeeze through. 

I reached into the hole and felt around in the rubble, but 

I knew it was useless .  Tryg was gone. 

" How could this have happene d ? "  Eirian's voice held 

a b u r r  o f  fear and fr u stration. I 'd never heard her s o  

moved before.  

" S omeone must have seen us hide him," I said bleakly. I 

scanned the area but saw no one beside us .  

Eirian crouched by the hole and touched its  jagged edge. 

"Or someone has been following us ." 

I turned the thought over in my mind. "In the rend land, 

we heard someone set on by the coyotes .  They were gone 

when I arrived ,  but I saw the dead coyote s that they'd 

left behind." 

"In the village too we found marks on Tryg's hiding place. 

Remember?" 

I cursed. "The same person, p e rhap s .  O r, at least, the 

same blade-the marks on Tryg's hiding place match the 

stab wounds of the coyotes. I was keeping watch while we 

buried him, but whoever stole Tryg must be a better sleuth 

than I am a lookout." 

"Brigh sent Tryg to us," Eirian said with the earnestness  

I only heard when she talked ofher goddess .  'Tm sure ofit. 

We have to get him back. Can you find the trail of whoever 

took him?" 

I s couted around the area.  E irian stayed by the hole, 

watching me in silence as I worked. I tried to focus on the 

ground but soon became distracted by an unusual impulse 

building in my mind. I stopped moving and closed my eyes,  

focusing instead on the impulse. 

I could still sense Tryg. 
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As b efore, I felt certain that I could let this sensation 

guide my steps and it would take me straight to the robot. 

He was moving north, I realized, steadily north. I almost 

opened my eyes ,  eager to begin the pursuit. 

But I realized that underneath my pull to Tryg I could 

feel another sensation, a stronger pull. North, still, but more 

to the west, almost in the direction of Starfall. It felt like a 

voice calling me without making any sound, as if someone 

very important to me was urging me onward. I could resist 

the call but not ignore it. 

I tried to focus on the sensation, tried to understand 

what was calling, but I had no sense of who or what it was .  

I t  had n o  name o r  impulse attached t o  i t  beyond calling 

me toward it. 

I heard the rustle of Eirian moving and opened my eyes 

to see her standing next to me. "What is  it?"  

"I can sense Tryg. And more. I think I 'm feeling the same 

force that draws him onward." 

"You mean you can follow the same path he does?"  

I nodded. "I think so, but Tryg isn't following that path 

anymore. Someone is carrying him away from it." I pointed 

north. "That way." 

"What lies in that direction?" 

"Beyond my village, a lot of empty plain until we reach 

Lackthroat." 

I retrieved my pack from where I 'd set it down next to 

Tryg's hiding place. "Do we press  on, then?" Eirian said as 

I readied myself. 

"I can go for some time without sleep. We have to close 

the gap between us and this robot thief." I picked up the 

heavy rock used to break our robot free and squeezed my 

hand around it. "And when I find him-" 

I'd only meant to imitate striking the imaginary robot 

thief with the rock. To my surprise,  though, the runes on 

my cuff flared and a surge of power suffused my arm. The 

rock cracked in half in my grip. I stared, openmouthed, 

and then squeezed my fist again. The rock split in two and 

grit rained down. 

Eirian and I both stared blankly at my hand. I opened my 

fist and let the shattered rock fall to the ground. 

She was the first to speak. "You're getting stronger." 

I rubbed my cuffed arm with the oppo site hand. "Another 

mystery," I said. "One that will have to wait. First, we get 

Tryg back." 

Together, Eirian and I faced north and struck out again 

across the plains. 

Blltf7I4L Cl/5/()MS or Nl/MEtf7IA 
/here a.re a.lfr?oSC a..s fr?a.ny bar/a/ CUSCofr?.S /n N£tfr?er/a. a..s there a.re 0'/l�e.S. In the 
city o./' :5ta.r./'a.ll, res/dents ty17/ca.lly bury or Crefr?a.te the/r dea.d a..s /n /Y/o.St fr'lqjor 
c/t/e.s a.era.SS Golar/on . 4/Y/on3 the ,17/a/n.s 17eo17le o./' the country, thoa3h, a. nU/Y/ber o./' 
d1'.f'.ferent ca.stofr?.S hold sway. 

Na.tar-a.I .f'orCe.S a.re o.f'ten used to ,17re17a.re or d/s17ose o./' the dea.d. 4 CO/Y/fr?On fr?ethod 
o./' the .f'orfr?er /s to lea.Ve the body e><,Po.Sed to the elefr?ents a.nd w/ld a.mfr?a.l.s o./' the 
area.. I./' a. body /.s le./'t on the 3roand, the V1'/l�er.S a..SSU/Y/e w1'/d a.n/fr?a.l.s and /n.sect.s 
w1'/I sca.ven3e the Cor,17.Se a.nd lea.Ve Very l/ttle beh/nd. /he refr?a./n.s ca.n then be bound /n 
cloth or a. .s17ec/a.lly ,17re17a.red lea.ther 17oach and e/ther stored or bar/ed. Bod/es ca.n a.I.so 
be 17la.ced on wooden ,17la.t./'orfr?.S or a.to17 ta.II roc/:.s to 17rotect thefr'I ffOfr? /a.nd-dwell/n3 .sca.ven3ers. In th/.s ca.Se, b/rd.s and the elefr?ent.s del7e.sh the body, lea.v/n3 beh/nd clea.n 
bones to be /nterred or otherw/.se 17re.Served. 

In re3/ons where the earth /.s .So.f't, NU/Y/er/a.n.S fr?a.y bury the/r dea.d /nd/v,'daa.lly or /n 
/Y/O..S.S 3ra.ve.s, or construct ba.rrow.S /n wh/ch to /nter the/r loved ones. In fr?o£tnta./noa.s 
or roc/:y re3/ons, NU/Y/er/a.n.s .Sofr'/et1fr?es /nter the/r dea.d dee17 w/th/n ca.verns a.nd let tifr,e 
and the elefr?ents ta/:e ca.re o./' the re.st. 

Mo.st NU/Y/er/a.n.s lea.Ve to/:en.S on the/r dea.d, ra.n31n3 ffOfr? wooden 17endants en3ra.ved 
w/th il<fr?1'ly or re/,j/oa.s .syfr?bol.s to ./':ne robes a.nd va.laa.blejewelry. Mo.st bury the/r 
dea.d w/th .f'ew 170.S.Se.S.S/ons, however, 17re.ferr/n3 to lea.Ve the /tefr?.S to the /,'v1'n3 who 
/:new and ca.red ./'or the decea..sed. 4.s a. 3enera.I rule, N'afr?er/a.n.s str/ve to ca.rry on 
fr?efr?or/e.s o./' the/r dea.d f/n /n .Sofr?e ./a.sh/on, whether /t be throa3h star/es told o./' 
a.ncestor.s, ca.rv1'n3s or 17a./nt1'n3.s CO/Y/fr?efr?ora.t1'n3 the decea..sed, or stone ca./rn.s that 
fr?a.r/: the h/.story o./' the v,'/l�e .  

--�- -- __:ic -�� :":·: :: �;,.:�·�. � 
"'I . 





This volume of the Iron Gods Adventure Path features 

a salvage robot skilled at creating things from scrap 

and a handful ofhorrific creatures associated with the 

Dominion of the Black. 

DEADLY BEASTS AND METAL MENACES 

The random encounter table presented here features a 

number of typical threats the PCs could encounter while 

exploring the region near the Scar of the Spider. During 

the course of the adventure, the PCs have a 20% chance of 

a random encounter every hour they spend exploring the 

area, but no more than two random encounters per day. 

Some of these encounters involve creatures from specific 

encounters in the adventure, so if one of the random 

encounter rolls results in a specific creature the party has 

already faced (such as Isuma), consider rolling again on the 

table. During the course of the adventure, it's reasonable 

to expect that the PCs could encounter some of the same 

creatures (even specific, named creatures) multiple times; 

information regarding these encounters is provided below. 

Since this adventure spans a range of levels, some 

results might be too simple or too difficult for the 

PCs, depending on where they are in the course of the 

adventure. If the result rolled is outside the challenge 

rating range appropriate for the PCs, roll again or choose 

a different encounter. 

GMs who wish to learn more about Numeria or who 

are looking for other hazards and encounter ideas should 

check out Pathfinder Campai,gn Settinn: Numeria, Land of 

Fallen Stars. Details on the robot subtype can be found 

in Pathfinder Campainn Settinn: Inner Sea Bestiary, and they 

were reprinted for ease of reference in Pathfinder Adventure 

Path #85: Fires of Creation. 

Android Pilgrims {CR 11) : A group of android pilgrims 

encountered in the Scar of the Spider seeks to join Harab's 

penitents ... although they aren't sure where in the Scar 

of the Spider the penitent androids are encamped. They 

may ask the PCs to guide them to the campsite (area 

F), but if the PCs are obviously wielding technology, 

the androids may well decide that the PCs have been 

corrupted by technology and attack, hoping to gather up 

what technology they can to present to Harab for sacrifice 

when they do find her. This encounter is intended to be 

a peaceful opportunity for the two groups to exchange 

information, but it's not out of the realm of possibility for 

this encounter to end in a fight. 

Isuma (CR 9): There is a chance that the PCs could 

encounter Isuma outside of her encounter location in the 

adventure. If this result is rolled, see page 23 for details on 

how Isuma reacts to the PCs if she encounters them as a 

random encounter. 

Lost Giant (CR 11): While somewhat rare in other parts 

of the world, ash giants (Pathfinder RPG Bestiary 3 126) 

SCA!l or THE Sr!DE!l [NCOUNTE!lX 
dO/o Result Avg. CR Source 

1 -4 1d4  ettins 8 Bestiary 1 30 

5-10 1 giant tarantula 8 Bestiary 2 256 

1 1 -15  1 giant snapping turtle 9 Bestiary 2 273 

1 6-19 lsuma 9 See page 58 

20-22 1d8  ogre spiders 9 Bestiary 3 254 

23-25 1 tick swarm 9 Bestiary 2 265 

26-30 1 yangethe 9 See page 1 5  

31-34 1 gug 10 Bestiary 2 1 5 1  

35-41 1d8 m i-go 10 Bestiary 4 193 

42-46 1 peluda 10 Bestiary 4 2 12  

47-52 1d8  shambl ing mounds 10  Bestiary 246 

53-58 1 d 1 2  spider eaters 10  Bestiary 3 255 

59-63 1d4 torturer robots 10  See  page 26 

64-69 Android p i lgr ims 1 1  See page 1 6  

70-73 Lost g iant  11  See below 

74-80 1 d8 ugothokras 1 1  See page 88 

81-84 1 d8 xenopterids 1 1  Bestiary 4 283 

85-90 1 athach 12 Bestiary 2 33 

91-93 1 interlocutor kyton 1 2  Bestiary 3 174 

94-1 00 1 d8 neh-tha lggus 12 Bestiary 2 197 

freely roam the radioactive regions of Numeria, hunting 

whatever prey they can find. Although the creatures are 

plentiful here, their lifespans are short and tribes tend not 

to stay together for long. This particular giant recently lost 

the last member ofher dwindling tribe, and has wandered 

into the Scar of the Spider. To enhance this encounter, 

consider making the most of the ash giant's vermin 

empathy special ability by pairing the giant up with any 

number of the spiders or other vermin that inhabit the 

Scar of the Spider. 

Mi-go and Neh-Thalggus (CR 10 or 1 2): These two 

alien creatures can be found in the Scar of the Spider, 

and make up one of the factions vying for dominance 

in the area. If this result is rolled and the PCs haven't 

yet encountered one of these creatures in the adventure, 

consider making this less of a direct combat encounter. 

These randomly encountered creatures are scientists and 

scouts, and their tactics should reflect that-they don't 

rush into fights or attack with outright bloodlust. Use 

this encounter to help seed some mystery and horror into 

the story. Perhaps the PCs just catch a glimpse of a mi-go 

in the distance, or a neh-thalggu scuttles out of sight at 

the last moment. Maybe the PCs encounter one of these 

foes and engage in combat, but the alien breaks from the 

fray after only a round or two. Use random encounters 

with these two creatures as an appetizer for the more 

in-depth encounters in the adventure. If the PCs have 

already fought some of these in the adventure, then run 

this encounter normally. 



RDBDl RErLBMnTIDN 
This comp!ex-!ookin13 automaton's multiple arms end in JJrippin13 

talons. It moves about on a set of four !e13s and has a stran13e 

bell-shaped head. 

CR 12  

XP 19,200 

N Large construct (robot) 

lnit +11; Senses darkvision 60 ft., low-light vision; Perception +18 

DEFENSE 

AC 27, touch 1 6, flat-footed 20 (+7 Dex, +1 1 natural, -1 size) 

hp 1 68 (16d1 0+30 p lus 50 hp  force field) 

Fort +7, Ref +12, Will +7 

Defensive Abilities hardness 1 0; Immune construct traits; 

Resist cold 1 5, fire 1 5  

Weaknesses vul nerable t o  crit ical hits and electricity 

OFFENSE 

Speed 30 ft., c l imb 20 ft. 

Melee 5 claws +21 (1d6+6/19-20 plus grab) 

Ranged integrated laser rifle +22 touch (2d6 fire) 

Space 1 O ft.; Reach 15 ft. 

Special Attacks combined arms, constrict ( 1d6+6), efficient 

grappler 

STATISTICS 

Str 22, Dex 25, Con -, Int 14, Wis 1 5, Cha 1 

Base Atk +16; CMB +23 (+31 grapp le, +27 sunder); CMD 40 

(48 vs. grapple, 42 vs. sunder, 44 vs. trip) 

Feats B l ind ing Crit ical, Critical Focus, Great Fortitude, Greater 

Sunder, Improved Crit ical (claws), Improved In it iative, 

Improved Sunder, Power Attack, Technologist0 

Skills C l imb +34, Disable Device +23, Knowledge (engineering) 

+22, Perception +18; Racial Modifiers +4 C l imb, +4 

Knowledge (engineering) 

Languages Androffan, Common 

SQ i tem creation, sa lvage, sca l i ng 

ECOLOGY 

Environment any 

Organization sol itary, duo, or work gang (3-5) 

Treasure standard 

SPECIAL ABILITIES 

Combined Arms (Ex) When taking a ful l-attack act ion, 

a reclamation robot can attack with its claws and its 

i ntegrated laser rifle s imu ltaneous ly. I t  does not provoke 

attacks of opportunity with its integrated laser rifle when 

using combined arms. 

Efficient Grappler (Ex) A reclamation robot takes only a 

-1 0 penalty on its combat maneuver check to make and 

maintain a grapple on a foe when us ing on ly its c law 

rather than its whole body to grapple.  It receives a 

+8 bonus on combat maneuver checks to start and 

mainta in a grapple rather than the normal  +4 

bonus granted by the grab ab i l ity. A reclamation 

robot can make an  attack with its integ rated laser 

rifle aga inst one creature it is grappling as a swift 

action-when it attacks in this way, the robot has a 

threat range of 1 8-20 for crit ical h i ts with the 

laser rifle. 

Item Creation (Ex) Rec lamation robots are known 

for their startl ing creativity in  repair ing damaged 

technology. A rec lamation robot ignores a l l  of 

the item creation feat requ i rements for creat ing 

a technolog ical i tem, but must have access to a 

sufficient amount of scrap metal and spare parts 

in  order to create or repair an  item (the robot must 

st i l l  expend materials equal to the item's cost). 

A rec lamation robot can attempt a Knowledge 

(engineering) check to restore a timeworn technological  

item to fu l l  funct ional ity-the DC of this check is equal to 

the item's Craft DC + 5, and requires an expenditure of 

technologica l  components worth a tota l  amount of money 

equal  to the t imeworn item's cost (half  the cost of the object 

in its pristine condition). Fa i lure results in  the destruction of 

the item. When a rec lamation robot restores a technologica l  



item to fu l l  funct ional ity in this manner, if the robot exceeds 

its DC by a resu lt  of 10 or more, i t  improves the item in 

some way-choose one of the fol lowing improvements or 

determine one randomly. 

The item's capacity permanently increases by 500/o. 

If the item is a weapon or armor, i t  becomes masterwork. 

The item becomes hardened (increase its hardness by 2). 

The item becomes fortified ( increase its hit points by 50%). 

The item becomes l ig htweight (weight is divided in ha lf). 

Force Field (Ex) A rec lamat ion robot is sheathed in a th i n  

layer of sh immer ing energy that g rants i t  50 bonus  h i t  

po in ts .  A l l  d a mage dea l t  to a rec lamat ion robot with an  

act ive force fi e ld  i s  dedu cted from these h i t  po ints fi rst. 

As long as the force fi e ld  i s  act ive, the rec lamation robot 

i s  i mmune to cr it i c a l  hits. A rec lamat ion robot's force f ield 

has fast hea l i ng  1 0, but once these hit points a re reduced 

to 0, the force fie ld  shuts down and does not reactivate 

for 24 hours .  

Integrated Laser Rifle (Ex) A rec lamation robot has a bu i lt- in 

laser rif le i n  i ts chest. This weapon has a range of 150 feet 

and deals 2d6 points of fire damage on a hit. The weapon 

can fire once per round as a ranged touch attack. A laser 

attack can pass through force f ields and force effects, such 

as a wall of force, to str ike a foe beyond without damag ing 

that  fie ld .  Objects l i ke g lass or other  transparent barr iers 

don't provide  cover from lasers, but  un l i ke force barr iers, 

a transparent physical barr ier sti l l  takes damage when a 

laser passes through it .  I nvis ib le creatures and objects are 

immune  to damage from lasers .  Fog, smoke, and other 

c louds provide  cover i n  addit ion to concea lment  from laser 

attacks. Da rkness (magical or  otherwise) has no effect on 

lasers other than provid i ng  concealment .  

Salvage (Ex) A rec lamat ion robot i s  designed specifi ca l ly  

to sa lvage techno logy for  further use .  A l l  Craft sk i l l s  are 

class sk i l l s  for rec lamation robots, and they ga i n  a +4 

racial bonus on Knowledge (eng ineer ing) checks and ga in 

Techno log ist as a bonus feat. A rec lamation robot can repa i r  

2d6 po ints  of damage to a robot with i n  reach ( inc lud ing 

itself) as a standard act ion.  

Scaling (Ex) Rec lamat ion robots are expected to work at great 

heights or whi le c l ing ing to immense sh ips. They gain a 

+4 racia l  bonus on C l imb checks. Once every 1d4  rounds, a 

rec lamation robot can increase its c l imb speed to 40 feet as 

a swift action for 1 round. 

Vulnerable to Critical H its (Ex) L i ke al l robots, rec lamat ion 

robots are vu lnerab le to cr i t i ca l  h i ts .  I n  add i t ion, when a 

cr i t i ca l  h i t  is confi rmed aga i nst a rec lamat ion robot, rol l  a 

d8 .  On a ro l l  of 1, i nstead of suffer ing add i t iona l  damage 

f rom the cr i t i ca l  h i t, the  robot suffers damage to essent ia l  

process i ng  un its and  memory modu les  that  i t  cannot  i tse l f  

repair (a l though another rec lamat ion robot cou l d  repa i r  

th i s  damage). Wh i l e  such damage  i s  no t  read i l y  apparent 

on  the exter ior-and the robot i tself i s  essent ia l ly  

unaware of it-th is  k ind  of inj u ry can have a number of  

d i fferent effects. When such an  i njury occu rs, ro l l  dO/o and  

consu l t  the  fo l lowing cha r t  to determ ine  the nature of the  

damage. 

dO/o 

01-20 

21-30 

31-40 

Result 

The robot takes a -4 penalty on a l l  ski l l  checks. 

The robot's integrated laser rifle now gl itches 

each time i t  is fired as i f  it were timeworn'G. 

The robot loses its scal ing abi l ity ( inc luding its 

bonus on C l imb checks). 

41-60 When it attempts to repair damage to a robot 

via salvage, i t  only repairs 1d4 points of damage. 

61-70 Movement is reduced by 10 feet. 

71-95 One of the robot's claw attacks becomes 

nonfunctional. 

96-100 The robot goes berserk, functioning as if under 

the simu ltaneous effects of a confusion spe l l  

and a rage spe l l .  

Reclamation robots, or "reclamators," are masters of 

salvage and construction. These robots were originally 

designed to build structures and repair all manner of 

technology with speed and precision. Construction of 

these robots was difficult and time consuming, but they 

often repaid those spent resources swiftly with their 

ability to rebuild and repair other robots or technological 

items. Their truly remarkable programing surprised even 

those who originally developed them, as these machines 

can salvage items thought to be far beyond hope of repair. 

Over time it's not uncommon for a reclamation 

robot to develop a unique personality akin to that of an 

artist, with something that almost approaches pride in 

its work. On some occasions, reclamation robots have 

even been known to make improvements to items and 

constructs that they repair. 

Though a reclamation robot is generally quite adept 

at repairing damage to itself as well, injury to certain 

processors and memory modules deep within the robot 

can cause significant problems. Some of the resulting 

malfunctions can be quite noticeable (see the table above), 

while others are subtler, such as a tendency to add baroque 

and unnecessary embellishments to constructions and 

repairs. Reclamation robots with this type of damage 

are largely unaware of their condition and actively resist 

efforts to repair them, requiring intervention with a 

robojacFG or the like. There are even recorded incidents of 

damaged reclamators going rogue and setting off on their 

own to build whatever outlandish structures their flawed 

processors dictate. Though they were originally designed 

to create things for humanoids, such rogue robots 

typically design structures and devices of no apparent use 

to organic beings ... which isn't to say that these creations 

don't have a place in some unknowable automaton agenda. 



SHIPMIND 
This yellowy viscous liquid bubbles in  a !arlJe tank suspended by 

stranlJely orlJanic cables. Wisps of white lJas occasionally escape 

the roilinlJfluid. 

XP 25,600 

CE Huge ooze 

lnit +13; Senses b l indsight 60 ft., detect good, detect law, 

detect magic; Perception +20 

DEFENSE 

AC 27, touch 1 7, flat-footed 18 (+9 Dex, +1 0 armor, -2 size) 

hp 1 61 (1 4d8+98) 

Fort +1 1,  Ref +1 3, Will +1 2 

Defensive Abilities amorphous, thought d isruption; DR 1 0/-; 

Immune bludgeoning, charm effects, electricity, fire, ooze 

traits; SR 24 

Weaknesses l im ited mobi l ity, vul nerab le to cold 

OFFENSE 

Speed O ft. or 10 ft. ( l im ited mobi l ity) 

Melee 3 slams +20 (1d8+1 2  p lus 1d4  Int damage and grab) 

Ranged plasma bolt  + 17 touch (1 Od6 plasma/1 9-20) 

Space 15 ft.; Reach 15 ft. 

Special Attacks immerse 

Spell-Like Abilities (CL 1 3th; concentration +18) 

Constant-detect good, detect law, detect magic 

At wi l l-enthrall (DC 17), sending, telekinesis (DC 20) 

3/day-quickened touch of idiocy 

1/day-confusion (DC 1 9), crushing despair (DC 1 9) 

STATISTICS 

Str 34, Dex 28, Con 24, Int 21 ,  Wis 23, Cha 21 

Base Atk +10;  CMB +24; CMD 43 (can't be tripped) 

Feats Combat Casting, Combat Reflexes, Improved Critical 

(plasma bolt), Improved I n itiative, I ron Wi l l ,  Power Attack, 

Qu icken Spel l -Like Ab i l ity (touch of idiocy) 

Skills Knowledge (eng i neering) +19, Knowledge (geography) 

+19, Knowledge (nature) +19, Knowledge (p lanes) +19, 

Knowledge (re l ig ion) +19, Perception +20, Sense Motive +20 

Languages Abyssal, Aklo, Common, Draconic, Infernal, 

Undercommon, Protean; telepathy 60 ft. 

SQ container, ship interface 

ECOLOGY 

Environment any (Dominion of the Black ships) 

Organization sol itary 

Treasure standard (mostly gemstones) 

SPECIAL ABILITIES 

Container (Ex) A sh ipmind dwel ls wi th in  an immob i le  

conta iner of parti a l l y  organ i c  material g rown by i t s  

Domin ion  masters. Th is  conta iner functions somewhat l ike 

a su it  of armor for the sh ipmind .  A sh ipmind conta iner 

has hardness 1 0  and 240 h i t  points, and can be damaged 

by sunder attempts. A sh ipmind conta iner that  ga ins 

the broken qua l ity g rants on ly a +5 armor bonus to the 

sh ipmind within, and does not a l low the sh ipmind to 

heal negative levels ga ined dur ing a p ro l onged period 

outside of the conta iner (see L imited Mobi l ity). The 

parti a l l y  crysta l l i ne  nature of a sh ipmind conta iner makes 

i t  vu l nerab l e  to shatter spel ls, and sonic damage bypasses 

the conta iner's hardness and i nfl icts fu l l  damage. 

Immerse (Ex) When a sh ipmind i n  i ts conta iner successfu l ly 

g rabs a Large or sma l ler target with one of i ts s lam attacks, 

i t  can attempt to d rag that target i nto its body as a swift 

act ion.  To immerse a creatu re, the sh ipmind must attempt 

a combat maneuver check (as though attempting to pin 

the opponent). I f  it succeeds, the prey is pu l led i nto the 

conta iner with the sh ipmind and immed iately takes 6d6 

points of p lasma damage (ha l f  of which is e lectricity 

and half of which is f ire) and 1d4 points of Inte l l igence 

damage-a successfu l  DC 24 Forti tude save ha lves the 

p lasma damage and negates the I nte l l igence damage. A 

creature that remains immersed takes th is  damage aga in 

every fo l lowing round at the start of the sh i pmind's turn .  I n  

add i t ion, an immersed creature is i n  danger o f  suffocat ing .  

A creature can attempt to escape immersion by mak ing a 

successfu l  combat maneuver check or Escape Artist check, 

as i f  i t  were attempt ing to escape a p in .  I f  the sh ipmi nd 's 

conta iner has the broken condition, attempts to escape i n  

t h i s  manner ga i n  a +8 bonus.  

Limited Mobil ity (Ex) Un l i ke most oozes, a sh ipm ind cannot 

exist outside of the partia l ly  organic conta iner i t  was 

or ig i na l l y  created i n-this conta iner serves the sh ipmind 

as i t s  "sk in ."  Wh i le  i nside i t s  conta iner, a sh ipmind  has  

a speed of  O feet. When i t  leaves i t s  conta iner, i t  ga ins  

a speed of  1 O feet, but loses i t s  a rmor  bonus  to  AC .  A 

sh ipmind can exist outs ide of i ts conta iner for 1 hour  

wi thout  consequences, but  at the start of  each subsequent 

hour i t  gains 1 negative level as its body starts to d issolve. 

These negative levels cannot be restored by any means 

save by return ing to an  appropriate shipmind conta iner, at 

which point they are removed at a rate of 1 level per hour. 

Plasma Bolt (Su) As a standard act ion, a sh i pm ind  can 

f i re a bo l t  of p lasma at a target wi th in  300 feet (no 

range i ncrement). On  a h i t, a b last  of plasma deals 10d6  

damage, ha l f  of  wh ich i s  e lectr ic i ty damage  and  ha l f  o f  

wh i ch  is fire damage.  

Ship Interface (Ex) As long as a sh ipmind is interfaced with 

a Domin ion vessel, i t  can observe events with in the sh ip 

or within 90  feet of i ts exterior hu l l  as i f  via clairaudience/ 

clairvoyance for as long as the sh ipmind concentrates. 

Wh i le  concentrat ing on an area, the sh ipmind can activate 

traps or other sh ip  systems in the area as a swift action; it 

can even converse with creatures i n  the area by vibrating 

the metal and strange membranes i n  the wal ls .  

Thought Disruption (Su) The substance that makes up  a 

sh ipmind ooze is charged with a l i en  psych ic  energy that 

is toxic to the minds of most l ife forms. A creature who 



wi l l fu l ly  touches an ooze (via a touch attack, natural 

weapon attack, or  una rmed strike) or is struck by i ts s lam 

attack must make a DC  22  Wi l l  save or take 1d4 points of 

Inte l l igence damage. Th is is a mind-affect ing confus ion 

effect. The save DC is Char isma-based. 

The enigmatic shipminds are painstakingly engineered 

creations of Dominion fleshfarms, molded and formed 

over the course of years to pilot the massive organic 

spacecraft the aliens use to navigate the Dark Tapestry. 

Intimately bound to their vessels, shipminds oversee 

the health and function of the ships they control. 

They maintain this single-minded task for as long as a 

thousand years before they must be recycled and rebuilt. 

A shipmind resides within a specially designed 

containers on a craft, connected to the ship's greater 

workings via varying forms of physical interface. These 

oozes generally follow orders from superiors stationed on 

their spacecraft, though coaxing is sometimes necessary 

in order to get these strange creatures to follow direct 

orders. This is due in part to the fact that these engineered 

creatures are fanatically devoted to the Dominion's 

inscrutable faith, with rigid beliefs regarding orthodoxy. 

Rumors persist of especially radical shipmind oozes 

going beyond defiance and actually slaying 

their passengers, a task made frightfully easy 

due to the mastery each ooze has over every 

aspect of its spacecraft's function (such as 

life support and internal security appendages 

and creatures). Some have been known to plunge 

their vessel into a star or black hole in moments of 

defiance or religious ecstasy, leaving the rest of the 

ship's crew helpless and unable to convince 

the shipmind to abandon its actions. 

As a shipmind reaches more advanced 

age, it becomes increasingly pedantic 

and difficult to control. Such oozes often 

demand small offerings, sacrifices of 

lesser creatures, or the powering down of 

ship's systems they deem superfluous or 

"unpure." At a certain point, the shipmind 

is recycled, poured from its container into 

vats to serve as nutrients for the cultivation 

of a replacement. Fragments of the previous 

shipmind's intellect and skills carry over 

into the newly created ooze, ensuring that a 

sort of entrenched memory and institutional 

knowledge persist through the generations. 

DETERIORATING SHIPMIND CCR -1) 

In cases where a shipmind isn't recycled in time, as 

often happens in abandoned ships or in cases where 

a Dominion crew neglects the shipmind for too long, 

a shipmind can begin to deteriorate while still within 

its container. Deteriorated shipminds are sometimes 

encountered on Dominion drop ships after the vessel 

has landed on a planet and been left to rot. In such cases, 

the shipmind slowly goes insane, serving almost as a sort 

of living haunt within the decaying ship and bringing 

madness and pain to any creatures exploring its decks. 

Most deteriorating shipminds survive for only a few 

years, or a decade at most-in the majority of cases, the 

Dominion drop ship decays into filth and sludge long 

before then. 

A shipmind that is deteriorating has slightly different 

statistics than the typical shipmind. You can create stats 

for one of these shipminds by applying the deteriorating 

shipmind simple template to the statistics above. 

The quick rules and rebuild rules for a deteriorating 

shipmind are the same. 

Quick/Rebuild Rules: -2 on all rolls (including damage 

rolls) and to special ability DCs. The shipmind's container 

is broken and has only i20 hit points. A deteriorating 

shipmind can only use its plasma bolt once every other 

round, and gains negative levels at a rate of i per round 

immediately after it leaves its container. 



U6DTHDKRn 
This partially mechanical, partially or13anic spider moves with a 

skitterin13 lurch. A sin13le crystalline eye 13lares from its hideous face. 

1�td�·�iDO�t.�l3�iZ·lllllllllllllllll•�;i1Jiil�� XP 3,200 

CE Sma l l  aberration 

I nit +9; Senses darkvision 60 ft.; Perception + 1 6  

DEFENSE 

AC 20, touch 17, flat-footed 14 (+5 Dex, +1 dodge, +3 natural, +1 size) 

hp 85 (10d8+40) 

Fort +7, Ref +8, Will +10 

Defensive Abilities i nfected b lood; Immune cold, d isease, 

poison; Resist acid 5, electricity 5 

OFFENSE 

Speed 50 ft., c l imb 50 ft. 

Melee bite +9 (1 d4+1 plus poison) 

Ranged 6 flechette spray +13 (1d4+1 plus viral infection) 

Special Attacks combined arms 

STATISTICS 

Str 1 3, Dex 20, Con 18, Int 1 0, Wis 1 7, Cha 1 3  

Base Atk +7; CMB +7; CMD 23 (35 vs. trip) 

Feats Dodge, Improved In itiative, Mobi l ity, Point- B lank Shot, 

Shot on the Run 

Skills Acrobatics +18 (+26 when jumping), C l imb +30, 

Perception +16, Stea lth +22; Racial Modifiers +8 C l imb 

Languages Ak lo  (can't speak) 

SQ expert c l imber, no breath 

ECOLOGY 

Environment any 

Organization sol itary, pair, or pack (3-12) 

Treasure inc idental 

SPECIAL ABILITIES 

Combined Arms (Ex) When taking a ful l-attack action, an 

ugothokra can attack with its bite and its flechette spray attacks 

simultaneously. It does not provoke attacks of opportunity with 

its flechette spray attacks when using combined arms. 

Expert Climber (Ex) An ugothokra's feet a l low it to c l imb any 

surface, no matter how sl ick or sheer. In effect, an ugothokra 

is treated as constantly being under the effects of spider 

climb, though this is effect is natural rather than magical. 

Flechette Spray (Ex) An ugothokra can fire bursts of calcified 

bone and horn from the vents along its abdomen. Al l  six vents 

can fire as part of a full -attack action, or it can fire one vent 

as a standard action. This attack has a range increment of 50 

feet. An ugothokra generates the "ammunition" it uses for this 

attack internally by feeding on organic material, and effectively 

has an un l imited supply of flechette material at any one time, 

but an ugothokra that is currently starving can't use this attack 

until at least 1 hour after feeding. 

Infected Blood (Ex) A creature that damages an ugothokra 

with a slash ing or piercing melee weapon (regardless of 

how often the ugothokra is damaged) must succeed at a DC 

20 Reflex saving throw at the end of its turn or be sprayed 

by the ugothokra's i nfected blood. A creature that damages 

an ugothokra with a slash ing or piercing natural weapon 

automatically fa i l s  this saving throw. On a failed saving throw, 

the creature is exposed to a random viral i nfection (see 

below), but gains a +4 bonus on the Fortitude save to resist 

contracting whatever disease it is exposed to. Unl ike when 

a victim contracts an infection from an ugothokra's flechette 

spray, diseases caught via contact with the monster's blood 

have normal onset times as determined by the disease in 

question. The Reflex save is Dexterity-based. 



Poison (Ex) Bite-injury; save Fort DC 1 9; frequency 1/round 

for  6 rounds; effect 1d4  Con plus sickened for  1 round; cure 2 

consecutive saves. 

Viral Infection (Su) An ugothokra's body is i nfested with 

numerous potent and h igh ly infectious d iseases engi neered 

by their Domin ion creators to cause h igh ly specific condit ions 

i n  those they i nfect. An ugothokra's blood carr ies these 

diseases, and whi le the creature can transmit random 

i nfections by means of contact with its blood, the most 

effic ient method of transmission is via its flechette spray. 

Most ugothokras carry the fol lowing three contagions i n  

their systems, and they can  decide which one to  i nfl ict 

on a target as part of the act of fi r ing a f lechette spray-it 

can even i nfl ict different d iseases with d i fferent sprays in 

the same round i f  i t  so chooses. Some ugothokras ca rry 

add it ional viral infections that are tai lored by their Domin ion 

creators for incred ib ly specia lized tasks. A creature exposed 

to any of these viral i nfections can resist the i nfection with 

a successful DC 19 Fortitude save, but on a fai led save, the 

effect occurs immed iately and the onset t ime is ig nored. 

Contracting an i nfection via the ugothokra's blood is not as 

effic ient and uses the l i sted onset t ime. The most common 

v i ra l  infections ava i lab le to an ugothokra are listed below. 

Akla Submission: Disease-injury or contact; save Fort DC 1 9; 

onset 1 day; frequency 1/day; effect 1d2 Wisdom drain 

(can't drain Wisdom below 0) plus susceptibi l ity to Aklo; 

cure 2 consecutive saves. As long as a creature is infected 

with this disease (even i f  the creature isn't currently 

suffering any Wisdom drain from the d isease), it becomes 

unusual ly comp l iant and responsive to commands issued 

to it in  Aklo. Any Bluff, Diplomacy, or I nt imidate check 

attempted against the character while speaking in Aklo 

gains a +4 bonus. Furthermore, as a fu l l -round action, 

any creature can issue a command to the victim in Aklo 

to attempt to affect the victim with a suggestion effect 

(effective CL 5th, regardless of the commander's level)-the 

victim can resist this suggestion with a successful DC 14 Wi l l  

save. Once a v ict im of Aklo submission succeeds at a Wi l l  

save to resist such a suggestion, it can't be further affected 

in this way by any Aklo-speaking creature for 24 hours. 

Flesh Ripen Fever: Disease-injury or contact; save Fort DC 1 9; 

onset 1d4 days; frequency 1/day; effect 1d3 Con damage 

plus stench; cure 2 consecutive saves. A character suffering 

from flesh ripen fever exudes a nauseating stench as h is 

skin decays and s loughs off, leaving behind reeking pits 

of stinking flesh. The victim is automatically sickened by 

its own smell, as are a l l  creatures within a 10 -foot radius. 

A successful DC 14  Fortitude save a l lows a creature to 

ignore the sickening effect for 24 hours-the vict im of flesh 

ripen fever doesn't get such a saving throw to avoid being 

sickened. This stench is a poison effect that doesn't affect 

creatures associated with the Dominion of the Black. 

Implant Rejection Syndrome: Disease-injury or contact; 

save Fort DC 19; onset 1d4 days; frequency 1/day; effect 

1d2 Con dra in plus 1d2 Int drain plus imp lant rejection; 

cure 2 consecutive saves. This insidious s ickness is 

part icular ly devastating to creatures with cybernetic 

imp lants. Such creatures take a -2 penalty on all saving 

th rows attempted to resist this d isease. Further, each time 

a saving throw to resist its effect is attempted and fai led, 

the creature takes 2d6 points of damage and loses the use 

of one randomly selected cybernetic implant for 24 hours. 

One of many artificially engineered species grown and 

molded in Dominion of the Black labs, ugothokras were 

designed specifically to spread contagions through organic 

enemy ranks. Immune to disease, ugothokras have small 

bodies that are capable of hosting a limitless number of 

contagions within their blood. 

Ugothokras are incapable of reproduction, and when 

additional ones are required by the Dominion of the Black, 

replacements are constructed from organic and cybernetic 

components. The construction facilities typically operate 

within the organic walls ofDominion installations, the little 

beasts crawling out from birthing tubes protruding from 

their semi-organic incubators. These incubators are of widely 

varying size and capacity. Smaller versions, possessing no 

more than two birthing tubes, can produce an ugothokra every 

hour if provided the proper nutrients (typically curdled flesh 

harvested from victims of flesh ripen fever), fed to it through 

the living walls in which the incubator is nestled. Significantly 

larger incubators with dozens ofbirthing tubes have been 

reported, their size limited only by the resources needed to 

create more offspring. 

A newborn ugothokra is completely autonomous and fully 

functional. While ugothokras can't fly, their immunity to 

cold and the fact that they don't breathe make them ideal 

bioweapons for use against enemy vessels in space-often, 

a Dominion ship's exterior swarms with ugothokras, and as 

they near an enemy ship, dozens ofthe tenacious aberrations 

drop off to cling to the enemy's hull. The creatures skitter 

along surfaces, searching for points of entry so they can 

infect the vessel's crew and spread their sickness. Often, 

these entry points are created for them via battle damage 

from other Dominion weaponry. Many Dominion ships 

have had great success at using ugothokras to spread Aklo 

submission among enemy crews, allowing the Dominion to 

order their victims to power down and submit. Those that 

manage to resist still typically fall under the grinding legs 

and mouth parts of swarms of ugothokras. 

Rumors of variant ugothokras abound, including swarms 

or larger varieties, and those possessing even more potent 

and deadly diseases. Given the prodigious industry of the 

Dominion ofthe Black, such rumors hardly seem far fetched. 

An ugothokra stands only about 2 1/2 feet tall, with a leg 

span approaching 6 feet. Most weigh around 150 pounds. 



YDH-THELGnno 
A writhinnforest of tendrils extends from one end of this chitin­

covered creature's body, while from the other lashes a pincer-tipped 

tail. Six transparent blisters adorn its back, each containinlJ a brain 

floatinlJ in thick nreen fluid. 

CR 14 

XP 38,400 

CE Large aberration 

lnit +8; Senses darkvision 60 ft., diagnose diseose"M, true 

seeing; Perception +26 

DEFENSE 

AC 30, touch 25, flat-footed 26 (+4 Dex, +1 2 insight, +S natural, 

-1 size) 

hp 200 (16d8+128) 

Fort +1 3, Ref +1 1, Will +1 7 

Defensive Abilities carapace; DR 1 0/mag ic  and adamant ine; 

Immune d isease, m ind -affect ing effects; Resist co ld  1 0, 

fire 1 0; SR 25  

OFFENSE 

Speed 20 ft., fly 40 ft. (perfect) 

Melee c law +22 (3d6+1 1 plus poison), 2 tentacles +22 (1d8+1 1  

plus grab) 

Space 1 O ft.; Reach 1 O ft. 

Special Attacks command d isease, mind storm, powerful 

tentacles, spel lstrike 

Spell-Like Abilities (CL 1 2th; concentration +20) 

Constant-diagnose diseose"M, true seeing 

Sorcerer Spells Known (CL 1 2th; concentration +32) 

6th (4/day)-disintegrote (DC 21)  

5th  (6/day)-sending, suffocotionAPG (DC 22)  

4th (8/day)-confusion (DC 1 9), contagion (DC 21), 

dimension door 

3rd (8/day)-cloiroudience/cloirvoyonce, dispel magic, 

slow (DC 1 8), vompiric touch 

2nd (8/day)-detect thoughts (DC 1 7), ghoul touch (DC 1 9), 

mirror image, scorching ray, spectral hand 

1 st (8/day)-chil/ touch (DC 18), magic missile, ray of 

enfeeblement (DC 18), shocking grasp, unseen servant 

O (at wi l l )-acid splash, detect magic, flare (DC 1 5), ghost 

sound (DC 1 5), moge hand, open/close, prestidigitation, 

read magic, touch of fatigue (DC 17) 

STATISTICS 

Str 32, Dex 18, Con 26, Int 23, Wis 25, Cha 21 

Base Atk +12;  CMB +24; CMD 50 (62 vs .  trip) 

Feats Arcane Stri ke, Combat Casting, Combat Expertise, 

Eschew Mater ia ls", Greater Spel l  Focus (necromancy), 

Improved I n it iat ive, L ightn ing Reflexes, Spe l l  Focus 

(necromancy), Vita l  Str ike 

Skills Bluff +21,  D iplomacy +1 3, F ly +21,  Int imidate +24, 

Knowledge (arcana) +37, Knowledge (engi neering) +37, 

Knowledge (geography) +37, Knowledge (planes) +37, 

Perception +26, Spel lcraft +25, Use Magic Device +21 

Languages Abyssal, Aklo, Common, Draconic, Infernal, Protean, 

Undercommon; telepathy 1 00 ft. 

SQ brain co l lection, strange knowledge 

ECOLOGY 

Environment any 

Organization sol itary 

Treasure double 

SPECIAL ABILITIES 

Brain Collection (Ex) A yah-the lgaad can store u p  to s ix 

b ra ins  of Smal l  or  Med i um creatures and  use them to 

enhance its knowledge and power. Each stored bra i n  

g rants a yah-the lgaad a cumu lat ive +2  ins ight  bonus  t o  

AC, concentrat ion  checks, and  Knowledge checks. A yah­

the lgaad can extract a b ra i n  f rom a he lp less opponent 

with a coup de  grace attack, or  as a standard act ion from 

a body that has been dead for no more than 1 m i nute. 

A yah-thelgaad that has  fewer than s ix co l l ected bra ins 

ga ins  two negative l evels for each m issing bra i n .  These 

negat ive levels  never become permanent, and  can on l y  

be removed by  rep l ac i ng  one of the yah- the lgaad 's 

co l l ected bra ins .  The stat ist ics presented here assume a 

yah-the lgaad with a fu l l  co l lect ion .  

Carapace (Ex) The spikes on a yah-the lgaad's carapace 

make me lee attacks aga inst it hazardous.  Any opponent 

attempting to attack a yah-thelgaad with a l ight weapon, 

unarmed str ike, touch attack, or natural  attack must 

succeed at a DC 22 Reflex save or take 1d6  points of b leed 

damage from these br ist l i ng barbs .  B leed damage from 

mu lt ip le  fa i led  Reflex saves does not stack. The save DC is 

Dexterity-based. 

Command Disease (Su) As a swift act ion,  a yah-the lgaad 

can cause a d isease or infect ion cu rrently affl i c t ing a 

creatu re wi th in  30 feet to qu i cken and  activate, forcing 

the affl icted creature to immediate ly attempt a saving 

th row aga i nst the d i sease's effects .  Those who fai l  

im mediate ly suffer the d isease's effects .  These add i t iona l  

sav ing  th rows count  aga i nst those one must succeed at  

to recover from a d isease, so i t 's possi b l e  for a v ict im to 

be cured by succeed ing  at enough saving throws. Any 

creatu re that has been affected by a yah-the lgaad 's 

command d i sease ab i l i ty  (whether or not the  creature 

succeeded at the savi ng  th row th is  ab i l i ty tr iggered) takes 

a -2 penalty aga inst any m ind -affect ing spel l  or  effect 

generated by the  yah-thelgaad i n  the next m i nute. 

Mind Storm (Su) As a standard act ion once every 1 d 4  

rounds, a yah-thelgaad c a n  employ i t s  own brain as wel l  

as any bra ins kept i n  i ts  b l isters to create a powerful 

psych i c  vortex. When the creature activates th is ab i l i ty, a l l  

creatures within a 40-foot radius mus t  succeed at DC 23 

Wi l l  save or become confused for 1 d4 rounds .  When a yah­

the l gaad activates th is  ab i l i ty, i t  can choose to absorb one 

of i ts bra ins  as a swift  act ion to cause one creature with i n  

the area o f  effect that ha s  succumbed to t he  confusion 



effect to i nstead become stunned for 1d4  rounds. A 

creature stunned in th is manner is confused for 1d4  rounds 

after the stun effect ends .  A yah-the lgaad general ly saves 

th is tact ic for when i t 's faced with a part icu lar ly dangerous 

foe, s ince the stun effect forces the yah-the lgaad to lose 

one of i ts stored brains and gain 2 negative levels. This is a 

mind-affecting confusion effect. The save DC is Char isma­

based. 

Poison (Ex) Claw-inju ry; save Fort DC 26; frequency 1/round 

for 6 rounds; effect 1d4 Strength damage and nauseated 

for 1 round; cure 2 consecutive saves. The save DC is 

Constitution-based. 

Powerful Tentacles (Ex) A yah-thelgaad's tentac les are 

pr imary attacks. 

Spells (Su) A yah-thelgaad casts spel ls as a 12th- level sorcerer. 

Its caster level is reduced by 2 for each negative level it 

gains from m issing brains. A yah-thelgaad with no col lected 

brains can't cast any of its spel ls .  

Spellstrike (Su) Whenever a yah-thelgaad casts a spel l  with 

a range of "touch," it can del iver the spel l  through its c law 

attack as part of a melee attack. I nstead of the free melee 

touch attack normal ly a l lowed to del iver the spel l, the yah­

thelgaad can make one free melee attack with its claw as 

part of cast ing the spe l l .  I f  successful, th is claw attack deals 

its normal damage ( including poison) as wel l  as the effects 

of the spel l .  

Strange Knowledge (Ex) Al l  knowledge ski l ls  are c lass sk i l ls  

for yah-thelgaads. 

When a neh-thalggu has absorbed a critical mass ofthoughts 

and memories from an unknown number of 

Yah-thelgaads are zealously devoted to the inscrutable 

causes of the Dominion of the Black, but they are also 

notoriously devout believers in that alliance's weird theology, 

worshiping a concept they refer to as the "Ineffable Void," 

among other cryptic mysteries. It is not uncommon for yah­

thelgaads ofhigh rank to also possess inquisitor or oracle 

levels, lording their authority and fanatical faith over those 

in their charge-the most powerful yah-thelgaads often 

take levels in mystic theurge to combine their class-based 

mastery of the divine with their stolen brains' arcane lore. 

Yah-thelgaads often supervise the Dominion of the 

Black's surgical and genetic engineers on major projects, 

pushing those agents to attempt greater and more horrific 

procedures. For all their legendary cruelty, however, 

yah-thelgaads don't appear to gain pleasure from such 

experiments. Indeed, they don't seem to feel any emotions 

at all on their own, but rather experience such sensations 

vicariously through the memories of the brains they've 

collected. In this way, the creatures know lust, fear, hatred, 

and pride without exposing their own minds to the 

disadvantages ofbeing susceptible to mind-affecting effects. 

humanoid brains, its body undergoes a lllllllll-·==���� 
horrific transformation. The creature 

enters a state oftorpor, its body curling 

into a tight ball as it consumes the 

oldest of its seven stored brains to 

trigger the metamorphosis. Over 

the course of several days of self. 

consumption, the neh-thalggu bursts 

from the shell ofits old body into its new 

incarnation as a yah-thelgaad. 

While the yah-thelgaad shares 

many of the features of its less 

powerful progenitor, it is in 

every way a more powerful 

creature than it was before. While 

the capacity to store one fewer brain 

than a neh-thalggu presents some 

disadvantage, the yah-thelgaad gains twice as much power 

from a collected brain as its lesser kin does. In addition, 

these creatures need not limit their harvest to the brains 1 

ofhumanoids-any Small or Medium creature's brain 

will do. 
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PnLnrE OF FnLLEN STnRS 
By Tim Hitchcock 

Somewhere deep within Silver Mount, the greatest of 

the Iron Gods is rising to power. But before the heroes 

of Numeria can oppose it, they must first defeat the 

Technic League and the Black Sovereign, for the corrupt 

cabal controls access  to the legendary site. Will the 

clues harvested from an ancient android oracle and the 

technological wonders gathered from strange ruins across 

Numeria be enough for the heroes to prevail? Or will they 

simply become the latest upstarts to be crushed under the 

Technic League's metal boot? 

STnRFnLL 6nZETTEER 
By Tim Hitchcock 

Learn more about the capitol city ofNumeria! The Black 

Sovereign rules over all ofNumeria from his palace in the 

dangerous and industrial city ofStarfall, and the Technic 

League does what it can to control every aspect oflife in this 

dingy and fantastic city. 
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