
Immunity to Magic (Ex)      Vudran Temple Guardian (Caryatid Column) 
A caryatid column is immune to any spell or spell-like ability that allows spell resistance. In addition, certain 

spells and effects function differently against the creature, as noted below. A transmute rock to mud spell deals 1d6 
points of damage per caster level to a caryatid column, with no saving throw. Transmute mud to rock, on the other 
hand, heals any lost hit points. A stone to flesh spell does not actually change the column’s structure but negates its 
damage reduction and immunity to magic for 1 full round. 
 
Otherworldly Mind (Ex)        Cerebric Fungus 

Any creature attempting to contact a cerebric fungus’s mind or read its thoughts with a divination spell or 
similar ability must make a DC 16 Will save or be overwhelmed by the alien thoughts in the creature’s head. Those 
who fail take 1d6 points of nonlethal damage, are confused for 1d6 rounds, and their spell immediately ends. The 
save is Charisma-based and includes a +2 racial bonus. 
 
Star-Shriek (Ex)         Cerebric Fungus 

When distressed, a cerebric fungus can unleash a shrill scream of madness and despair that echoes the 
cold, dark void between the stars. All creatures (except other cerebric fungi) within 30 feet must make a DC 15 Will 
save or be nauseated for 1d4 rounds. This ability can be used once per day as a full-round action. This is a sonic, 
mind-affecting effect. The save DC is Constitution-based. 
 
Touch of Madness (Sp)        Cerebric Fungus 

The caster may daze one living creature by making a successful touch attack. If the target creature does 
not make a successful DC 14 Will save, its mind is clouded and it takes no action for 1 round per caster level. The 
dazed subject is not stunned (so attackers get no special advantage against it). This is a mind-affecting 
enchantment, equivalent to a 2ndlevel spell. 
 
Unsettling Appearance (Su)        Cerebric Fungus 

A cerebric fungus constantly scans the minds of those around it, projecting around itself a confusing 
collage of images gleaned from their thoughts. Creatures within 60 feet that can see the fungus must succeed on a 
DC 14 Will save or take a –2 penalty on attack rolls while looking at the fungus. This is a mind-affecting phantasm. 
The save is Charisma-based. 
 
Acid (Ex)         Black Pudding 

A black pudding secretes a digestive acid that dissolves organic material and metal quickly, but does not 
affect stone. Each time a creature suffers damage from a black pudding’s acid, its clothing and armor take the same 
amount of damage from the acid. A DC 21 Reflex save prevents damage to clothing and armor. A metal or wooden 
weapon that strikes a black pudding takes 2d6 acid damage unless the weapon’s wielder succeeds on a DC 21 
Reflex save. If a black pudding remains in contact with a wooden or metal object for 1 full round, it inflicts 21 points of 
acid damage (no save) to the object. The save DCs are Constitution-based. 
 
Corrosion (Ex)         Black Pudding 

An opponent that is being constricted by a black pudding suffers a –4 penalty on Reflex saves made to 
resist acid damage applying to clothing and armor. 
 
Split (Ex)         Black Pudding 

Slashing and piercing weapons deal no damage to a black pudding. Instead, the creature splits into two 
identical puddings, each with half of the original’s current hit points (round down). A pudding with 10 hit points or less 
cannot be further split and dies if reduced to 0 hit points. 
 
Suction (Ex)         Black Pudding 

The black pudding can create powerful suction against any surface as it climbs, allowing it to cling to 
inverted surfaces with ease. A black pudding can establish or release suction as a swift action, and as long as it is 
using suction, it moves at half speed. Because of the suction, a black pudding’s CMD score gets a +10 circumstance 
bonus to resist bull rush, awesome blows, and other attacks and effects that attempt to physically move it from its 
location. 
 
All-Around Vision (Ex)        Gibbering Mouther 

A gibbering mouther sees in all directions at once. It cannot be flanked. 
 
Amorphous (Ex)         Gibbering Mouther 

A gibbering mouther’s body is malleable and shapeless. It is immune to precision damage (like sneak 
attacks) and critical hits, and can move through an area as small as one-quarter its space without squeezing or one-
eighth its space when squeezing. 
 
Blood Drain (Ex)         Gibbering Mouther 

On a successful grapple check after grabbing, several of the creature’s mouths attach to its target. Each 
round it maintains its grapple, its mouths automatically deal 1d4 points of bite damage and 1 point of Constitution 
damage as it drains its victim’s blood. 
 
Engulf (Ex)         Gibbering Mouther 

This ability functions as swallow whole, except for the following changes. An engulfed creature is trapped 
in the gibbering mouther’s body, where several of its mouths continue to feed and drain blood. A gibbering mouther 
can engulf only one foe of its size or smaller at a time. If an engulfed creature cuts its way free (the mouther’s 
damage reduction still applies to those inside), the mouther simply flows together again and can still use its engulf 
attack. 
 
Gibbering (Su)         Gibbering Mouther 

As a free action, a gibbering mouther can emit a cacophony of maddening sound. All creatures other than 
gibbering mouthers within 60 feet must succeed on a DC 13 Will save or be confused for 1 round. This is a mind-
affecting compulsion insanity effect. A creature that saves cannot be affected by the same mouther’s gibbering for 24 
hours. The save DC is Constitution-based. 
 
 
 



Ground Manipulation (Su)        Gibbering Mouther 
At will as a standard action, a gibbering mouther can cause stone and earth under its body to grow soft 

and muddy. The ground remains muddy for 1 minute after the mouther moves off of the location. A gibbering 
mouther can move through these areas with ease, but other creatures treat them as difficult terrain. 
 
Spittle (Ex)         Gibbering Mouther 

Each round as a free action, a gibbering mouther can emit a stream of acidic spittle at one target within 30 
feet. On a successful attack, the target is blinded for 1d4 rounds unless he succeeds on a DC 18 Fortitude save. The 
save DC is Constitution-based. 
 
Create Yellow Musk Zombie (Su)        Yellow Musk Creeper 

As a full-round action, a yellow musk creeper can bore dozens of tendrils into the brain of a helpless 
creature within reach, such as a creature entranced by its pollen. This attack inflicts 1d4 points of Intelligence 
damage per round. When a creature is reduced to 0 Intelligence, it dies, and the tendrils break off inside its brain. 
One hour later, the creature animates as a yellow musk zombie (see below). 
 
Pollen Spray (Ex)         Yellow Musk Creeper 

As a standard action, a yellow musk creeper can spray a cloud of pollen at a single creature within 30 feet. 
It must make a +4 ranged touch attack to strike the target, who must then succeed on a DC 14 Will save or be 
entranced for 1d6 rounds. An entranced creature can take no action other than to move at its normal speed into a 
space within the yellow musk creeper’s reach, at which point an entranced creature remains motionless and allows 
the creeper to insert tendrils into its brain. The save DC is Constitution-based. 
 
 


