
ADVANCED CLOCKWORK SERVANT     CR 3 
N Medium construct (clockwork) 

Init +8; Senses darkvision 60 ft., low-light vision; Perception +2 

DEFENSE 
AC 20, touch 16, flat-footed 14 (+4 Dex, +2 dodge, +4 natural) 

hp 35 (2d10+24); fast healing 2 

Fort +2, Ref +6, Will +2 

Immune construct traits 

Weaknesses vulnerable to electricity 

OFFENSE 
Speed 30 ft. 

Melee slam +8 (1d4+9) 

Ranged net +6 (entangle, see page 147 of the Core Rulebook) 

STATISTICS 
Str 23, Dex 18, Con —, Int —, Wis 15, Cha 5 

Base Atk +2; CMB +8; CMD 24 

Feats Improved InitiativeB, Lightning ReflexesB 

SQ repair clockwork, swift reactions, winding 

ECOLOGY 
Environment any 

Organization solitary, team (2–4), or squadron (5–10) 

Treasure none 

SPECIAL ABILITIES 
Net (Ex) As a standard action, a clockwork servant can launch a net from its shoulder. The launcher itself can contain 

up to five nets—loading a folded net into the launcher is a standard action. Some clockwork servants are outfitted 
with masterwork or even magic nets, although the clockwork servant presented here is armed with standard nets. 

Repair Clockwork (Ex) Clockwork servants are adept at repairing other clockwork constructs. As a standard action 
that does not provoke an attack of opportunity, a clockwork servant can repair damage done to either itself or an 
adjacent clockwork creature, healing 1d10 points of damage to the target. 
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CLOCKWORK SOLDIER        CR 6 
N Medium construct (clockwork) 

Init +6; Senses darkvision 60 ft., low-light vision; Perception +0 

DEFENSE 
AC 20, touch 14, flat-footed 16 (+2 Dex, +2 dodge, +6 natural) 

hp 64 (8d10+20) 

Fort +2, Ref +6, Will +2 

DR 5/adamantine; Immune construct traits 

Weaknesses vulnerable to electricity 

OFFENSE 
Speed 30 ft. 

Melee +1 halberd +18/+13 (1d10+13/×3) 

Special Attacks latch 

STATISTICS 
Str 28, Dex 15, Con —, Int —, Wis 11, Cha 1 

Base Atk +8; CMB +17 (+19 disarm); CMD 31 (33 vs. disarm) 

Feats Improved InitiativeB, Lightning ReflexesB 

SQ efficient winding, proficient, standby, swift reactions 

ECOLOGY 
Environment any 

Organization solitary, pair, trio, troop (3–8), or company (9–12 plus 1–4 clockwork servants) 

Treasure standard (+1 halberd, other treasure) 

SPECIAL ABILITIES 
Efficient Winding (Ex) A clockwork soldier can function for 2 days per Hit Die every time it is wound. 

Latch (Ex) Clockwork soldiers have specially designed hands that easily grasp and lock onto weapons and objects. A 
soldier can attempt to disarm or grapple as a standard action without provoking an attack of opportunity, and it 

receives a +2 bonus on disarm checks. In addition, it receives a +2 bonus to CMD against attempts to disarm it. 

Proficient (Ex) A clockwork soldier is proficient with all simple and martial weapons. 

Standby (Ex) A clockwork soldier can place itself on standby as a standard action. While on standby, a clockwork 

soldier cannot move or take any actions. It remains aware of its surroundings but takes a –4 penalty 
on Perception checks. Time spent on standby does not count against the soldier's wind-down duration. A clockwork 
soldier can exit standby as a swift action—if it does so to initiate combat, it gains a +4 racial bonus on its Initiative 

check. 

  

http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception
http://paizo.com/pathfinderRPG/prd/feats.html#_improved-initiative
http://paizo.com/pathfinderRPG/prd/feats.html#_lightning-reflexes
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#_clockwork-subtype
http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception


WEB 
School conjuration (creation); Level sorcerer/wizard 2 

Casting Time 1 standard action 

Components V, S, M (spider web) 

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

Effect webs in a 20-ft.-radius spread 

Duration 10 min./level (D) 

Saving Throw Reflex negates; see text; Spell Resistance no 

Web creates a many-layered mass of strong, sticky strands. These strands trap those caught in them. 

The strands are similar to spiderwebs but far larger and tougher. These masses must be anchored to 

two or more solid and diametrically opposed points or else the web collapses upon itself and 
disappears. Creatures caught within a web become grappled by the sticky fibers. Attacking a creature 

in a web doesn't cause you to become grappled. 

Anyone in the effect's area when the spell is cast must make a Reflex save. If this save succeeds, the 
creature is inside the web but is otherwise unaffected. If the save fails, the creature gains 

the grappled condition, but can break free by making a combat maneuver check or Escape Artist 

check as a standard action against the DC of this spell. The entire area of the web is considered 
difficult terrain. Anyone moving through the webs must make a combat maneuver check or Escape 

Artist check as part of their move action, with a DC equal to the spell's DC. Creatures that fail lose 

their movement and become grappled in the first square of webbing that they enter. 

If you have at least 5 feet of web between you and an opponent, it provides cover. If you have at 

least 20 feet of web between you, it provides total cover. 

The strands of a web spell are flammable. A flaming weapon can slash them away as easily as a hand 
brushes away cobwebs. Any fire can set the webs alight and burn away one 5-foot square in 1 round. 

All creatures within flaming webs take 2d4 points of fire damage from the flames. 

Web can be made permanent with a permanency spell. A permanent web that is damaged (but not 
destroyed) regrows in 10 minutes. 

SUMMON SWARM 
School conjuration (summoning); Level bard 2, druid 2, sorcerer/wizard 2 

Casting Time 1 round 

Components V, S, M/DF (a square of red cloth) 

Range close (25 ft. + 5 ft./2 levels) 

Effect one swarm of bats, rats, or spiders 

Duration concentration + 2 rounds 

Saving Throw none; Spell Resistance no 

You summon a swarm of bats, rats, or spiders (your choice), which attacks all other creatures within 

its area. (You may summon the swarm so that it shares the area of other creatures.) If no living 

creatures are within its area, the swarm attacks or pursues the nearest creature as best it can. The 
caster has no control over its target or direction of travel. 
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SPIDER SWARM         CR 1 
N Diminutive vermin (swarm) 

Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4 

DEFENSE 
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size) 

hp 9 (2d8) 

Fort +3, Ref +3, Will +0 

Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage 

OFFENSE 
Speed 20 ft., climb 20 ft. 

Melee swarm (1d6 plus poison and distraction) 

Space 10 ft.; Reach 0 ft. 

Special Attacks distraction (DC 11) 

STATISTICS 
Str 1, Dex 17, Con 10, Int —, Wis 10, Cha 2 

Base Atk +1; CMB —; CMD — 

Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks 

ECOLOGY 
Environment any 

Organization solitary, pair, tangle (3–6 swarms) or colony (11–20 swarms) 

Treasure none 

SPECIAL ABILITIES 
Poison (Ex) Swarm—injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save. The save 

DC is Constitution-based. 
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WEB 
School conjuration (creation); Level sorcerer/wizard 2 

Casting Time 1 standard action 

Components V, S, M (spider web) 

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

Effect webs in a 20-ft.-radius spread 

Duration 10 min./level (D) 

Saving Throw Reflex negates; see text; Spell Resistance no 

Web creates a many-layered mass of strong, sticky strands. These strands trap those caught in them. 

The strands are similar to spiderwebs but far larger and tougher. These masses must be anchored to 

two or more solid and diametrically opposed points or else the web collapses upon itself and 
disappears. Creatures caught within a web become grappled by the sticky fibers. Attacking a creature 

in a web doesn't cause you to become grappled. 

Anyone in the effect's area when the spell is cast must make a Reflex save. If this save succeeds, the 
creature is inside the web but is otherwise unaffected. If the save fails, the creature gains 

the grappled condition, but can break free by making a combat maneuver check or Escape Artist 

check as a standard action against the DC of this spell. The entire area of the web is considered 
difficult terrain. Anyone moving through the webs must make a combat maneuver check or Escape 

Artist check as part of their move action, with a DC equal to the spell's DC. Creatures that fail lose 

their movement and become grappled in the first square of webbing that they enter. 

If you have at least 5 feet of web between you and an opponent, it provides cover. If you have at 

least 20 feet of web between you, it provides total cover. 

The strands of a web spell are flammable. A flaming weapon can slash them away as easily as a hand 
brushes away cobwebs. Any fire can set the webs alight and burn away one 5-foot square in 1 round. 

All creatures within flaming webs take 2d4 points of fire damage from the flames. 

Web can be made permanent with a permanency spell. A permanent web that is damaged (but not 
destroyed) regrows in 10 minutes. 

CREEPING DOOM 
School conjuration (summoning); Level druid 7 

Casting Time 1 standard action 

Components V, S 

Range close (25 ft. + 5 ft./2 levels)/100 ft.; see text 

Effect four swarms of insects 

Duration 1 round/level 

Saving Throw Fortitude partial, see text; Spell Resistance no 

This spell summons four massive swarms of biting and stinging insects. These swarms appear 

adjacent to one another, but can be directed to move independently. Treat these swarms as centipede 

swarms with the following adjustments. The swarms have 60 hit points each and deal 4d6 points of 
damage with their swarm attack. The save to resist their poison and distraction effects is equal to the 

save DC of this spell. Creatures caught in multiple swarms only take damage and make saves once. 

You may summon the swarms so that they share the area of other creatures. As a standard action, 
you can command any number of the swarms to move toward any target within 100 feet of you. You 

cannot command any swarm to move more than 100 feet away from you, and if you move more than 

100 feet from any swarm, that swarm remains stationary, attacking any creatures in its area (but can 
be commanded again if you move within 100 feet). 
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SPIDER SWARM         CR - 
N Diminutive vermin (swarm) 

Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4 

DEFENSE 
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size) 

hp 60 (2d8) 

Fort +3, Ref +3, Will +0 

Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage 

OFFENSE 
Speed 20 ft., climb 20 ft. 

Melee swarm (4d6 plus poison and distraction) 

Space 10 ft.; Reach 0 ft. 

Special Attacks distraction (DC 20) 

STATISTICS 
Str 1, Dex 17, Con 10, Int —, Wis 10, Cha 2 

Base Atk +1; CMB —; CMD — 

Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks 

ECOLOGY 
Environment any 

Organization solitary, pair, tangle (3–6 swarms) or colony (11–20 swarms) 

Treasure none 

SPECIAL ABILITIES 
Poison (Ex) Swarm—injury; save Fort DC 20; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save. The save 

DC is Constitution-based. 

  

http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#_vermin
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#_swarm-subtype
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#_tremorsense
http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#_swarm-subtype
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#_poison
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#_distraction
http://paizo.com/pathfinderRPG/prd/skills/climb.html#_climb
http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception
http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception
http://paizo.com/pathfinderRPG/prd/skills/climb.html#_climb


TOUCH OF IDIOCY 
School enchantment (compulsion) [mind-affecting]; Level sorcerer/wizard 2 

Casting Time 1 standard action 

Components V, S 

Range touch 

Target living creature touched 

Duration 10 min./level 

Saving Throw no; Spell Resistance yes 

With a touch, you reduce the target's mental faculties. Your successful melee touch attack applies a 

1d6 penalty to the target's Intelligence, Wisdom, and Charismascores. This penalty can't reduce any 

of these scores below 1. 

This spell's effect may make it impossible for the target to cast some or all of its spells, if the requisite 

ability score drops below the minimum required to cast spells of that level 

 

ILLUSORY SCRIPT 
School illusion (phantasm) [mind-affecting]; Level bard 3, sorcerer/wizard 3 

Casting Time 1 minute per page 

Components V, S, M (lead-based ink worth 50 gp) 

Range touch 

Target one touched object weighing no more than 10 lbs. 

Duration one day/level (D) 

Saving Throw Will negates; see text; Spell Resistance yes 

You write instructions or other information on parchment, paper, or any suitable writing material. 

The illusory script appears to be some form of foreign or magical writing. Only the person (or people) 
designated by you at the time of the casting can read the writing; it's unintelligible to any other 

character. 

Any unauthorized creature attempting to read the script triggers a potent illusory effect and must 
make a saving throw. A successful saving throw means the creature can look away with only a mild 

sense of disorientation. Failure means the creature is subject to a suggestion implanted in the script 

by you at the time the illusory scriptspell was cast. The suggestion lasts only 30 minutes. 
Typical suggestions include “Close the book and leave,” “Forget the existence of this note,” and so 

forth. If successfully dispelled by dispel magic, the illusory script and its secret message disappear. 

The hidden message can be read by a combination of the true seeing spell with the read 
magic or comprehend languages spell. 
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Dorianna Ouidda’s Cheat Sheet (Subtier 3-4) 
3rd level spells 

Confusion (enchantment (compulsion)[mind-affecting], VSM, medium, all creatures in a 15ft 
radius, 1rd/lvl, SRyes) – WILL or be confused. Confused people attack their attackers, or roll on 
chart if haven’t been attacked. 
Deep Slumber (enchantment (compulsion)[mind-affecting], 1 rd., VSM, close, one or more living 
creatures in a 10ft. radius, 1min/lvl, SRyes) – Up to 10HD of creatures, starting with the lowest, 
WILL or put to sleep. Waking someone up is a standard, hurting them wakes them. 
Glibness (transmutation, S, personal, 10min/lvl) - +20 to bluff on lying, CL check of 15+CL to 
make you tell the truth. 

2nd level spells 
Enthrall (enchantment (charm)[language-dependent, mind-affecting, sonic], 1rd, VS, medium, 
any # of creatures, 1hr or less, SRyes) – Keep creatures with HD<4 and WIS<16 unaware of their 
surroundings while you are talking. All people WILL or consider you friendly. Combat breaks. 
Hold Person (enchantment (compulsion)[mind-affecting], VSF, medium, one humanoid, 1rd/lvl, 
SRyes) – WILL or target becomes paralyzed. Every round, full-round action to attempt a new 
save.  
Hypnotic Pattern (illusion (pattern)[mind-affecting], VSM, medium, concentration + 2rds, SRyes) 
– Colorful lights fascinate those in 10ft. radius. Affects 2d4+lvl HD of creatures, getting lowest 
first. 
Suggestion (enchantment (compulsion)[language-dependent, mind-affecting], VM, close, one 
living creature, 1hr/lvl or until completed. SRyes) – WILL or target follows your reasonable 
suggestion. Limited to a sentence or two. 

1st level spells 
Cause Fear (necromancy [emotion, fear, mind-affecting], VS, close, one living creature w/ <= 
5HD, SRyes) – WILL?shaken for 1 rd:frightened for 1d4 rds. 
Charm Person (enchantment (charm)[mind-affecting], VS, close, one humanoid, 1hr/lvl, SRyes) – 
WILL or target is your friend. +5 to save if currently being threatened by you or allies. Opposed 
CHA check to make it do something it wouldn’t normally do. 
Hideous Laughter (enchantment (compulsion)[mind-affecting], VSM, close, one creature, 
1rd/lvl, SRyes) – WILL or target falls prone laughing. Next turn can retry WILL as a full-round. 
Cannot take actions. 
Lesser Confusion (enchantment (compulsion)[mind-affecting], VSM, close, one creature, 1rd/lvl, 
SRyes) – WILL or be confused for 1 round. 
Mage Armor (conjuration (creation)[force], VSF, creature touched, 1hr/lvl) - +4 force armor. 
Sleep (enchantment (compulsion)[mind-affecting], 1 rd., VSM, medium, one or more living 
creatures in a 10ft. radius, 1min/lvl, SRyes) – Up to 4HD of creatures, starting with the lowest, 
WILL or put to sleep. Waking someone up is a standard, hurting them wakes them. 

  



Dorianna Ouidda’s Cheat Sheet (Subtier 6-7) 
4th level spells 

Dominate Person (enchantment (compulsion)[mind-affecting], 1 rd, VS, close, one humanoid, 1day/lvl, 
SRyes) – WILL or target follows your commands. Things against the target’s nature gives a new save at a 
+2. 
Freedom of Movement (abjuration, VSM, personal or creature touched, 10min/lvl, SRyes) – Target can 
move and attack normally, even against magical slowing effects, no grappling, auto escaping grapples.  
Greater Invisibility (illusion (glamer), VS, you or creature touched, 1rd/lvl, SRyes) – You are invisible. 

3rd level spells 
Confusion (enchantment (compulsion)[mind-affecting], VSM, medium, all creatures in a 15ft radius, 
1rd/lvl, SRyes) – WILL or be confused. Confused people attack their attackers, or roll on chart if haven’t 
been attacked. 
Deep Slumber (enchantment (compulsion)[mind-affecting], 1 rd., VSM, close, one or more living creatures 
in a 10ft. radius, 1min/lvl, SRyes) – Up to 10HD of creatures, starting with the lowest, WILL or put to sleep. 
Waking someone up is a standard, hurting them wakes them. 
Glibness (transmutation, S, personal, 10min/lvl) - +20 to bluff on lying, CL check of 15+CL to make you tell 
the truth. 
Slow (transmutation, VSM, close, one creature/lvl, all w/in 30ft of each other, 1rd/lvl, SRyes) – WILL or 
staggered, -1 att, AC, REF, and move at ½ normal movement.  

2nd level spells 
Eagle’s Splendor (transmutation, VSM, touch, 1min/lvl, SRyes) - +4 enhancement to CHA. 
Enthrall (enchantment (charm)[language-dependent, mind-affecting, sonic], 1rd, VS, medium, any # of 
creatures, 1hr or less, SRyes) – Keep creatures with HD<4 and WIS<16 unaware of their surroundings 
while you are talking. All people WILL or consider you friendly. Combat breaks. 
Hold Person (enchantment (compulsion)[mind-affecting], VSF, medium, one humanoid, 1rd/lvl, SRyes) – 
WILL or target becomes paralyzed. Every round, full-round action to attempt a new save.  
Hypnotic Pattern (illusion (pattern)[mind-affecting], VSM, medium, concentration + 2rds, SRyes) – 
Colorful lights fascinate those in 10ft. radius. Affects 2d4+lvl HD of creatures, getting lowest first. 
Suggestion (enchantment (compulsion)[language-dependent, mind-affecting], VM, close, one living 
creature, 1hr/lvl or until completed. SRyes) – WILL or target follows your reasonable suggestion. Limited 
to a sentence or two. 

1st level spells 
Alarm (abjuration, VSF, close, 20ft. radius, 2hrs/lvl) – Either a mental or audible alarm when a creature 
enters the affected area. 
Cause Fear (necromancy [emotion, fear, mind-affecting], VS, close, one living creature w/ <= 5HD, SRyes) 
– WILL?shaken for 1 rd:frightened for 1d4 rds. 
Charm Person (enchantment (charm)[mind-affecting], VS, close, one humanoid, 1hr/lvl, SRyes) – WILL or 
target is your friend. +5 to save if currently being threatened by you or allies. Opposed CHA check to make 
it do something it wouldn’t normally do. 
Hideous Laughter (enchantment (compulsion)[mind-affecting], VSM, close, one creature, 1rd/lvl, SRyes) – 
WILL or target falls prone laughing. Next turn can retry WILL as a full-round. Cannot take actions. 
Lesser Confusion (enchantment (compulsion)[mind-affecting], VSM, close, one creature, 1rd/lvl, SRyes) – 
WILL or be confused for 1 round. 
Sleep (enchantment (compulsion)[mind-affecting], 1 rd., VSM, medium, one or more living creatures in a 
10ft. radius, 1min/lvl, SRyes) – Up to 4HD of creatures, starting with the lowest, WILL or put to sleep. 
Waking someone up is a standard, hurting them wakes them. 

 


