
Alarm  240         Alarm Trap 
School abjuration; Level bard 1, ranger 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F/DF (a tiny bell and a piece of very fine silver wire) 
Range close (25 ft. + 5 ft./2 levels) 
Area 20-ft.-radius emanation centered on a point in space 
Duration 2 hours/level (D) 
Saving Throw none; Spell Resistance no 

Alarm creates a subtle ward on an area you select. Once the spell effect is in place, it 
thereafter sounds a mental or audible alarm each time a creature of Tiny or larger size enters 
the warded area or touches it. A creature that speaks the password (determined by you at the 
time of casting) does not set off the alarm. You decide at the time of casting whether the 
alarm will be mental or audible in nature. 

Mental Alarm: A mental alarm alerts you (and only you) so long as you remain within 
1 mile of the warded area. You note a single mental “ping” that awakens you from normal 
sleep but does not otherwise disturb concentration. A silence spell has no effect on a mental 
alarm. 

Audible Alarm: An audible alarm produces the sound of a hand bell, and anyone 
within 60 feet of the warded area can hear it clearly. Reduce the distance by 10 feet for each 
interposing closed door and by 20 feet for each substantial interposing wall. 

In quiet conditions, the ringing can be heard faintly as far as 180 feet away. The 
sound lasts for 1 round. Creatures within a silence spell cannot hear the ringing. 

Ethereal or astral creatures do not trigger the alarm. 
Alarm can be made permanent with a permanency spell. 

 
 
Immunity to Magic (Ex)      Wood Golem 

A wood golem is immune to any spell or spell-like ability that allows spell 
resistance, with the exception of spells and spell-like abilities that have the Fire 
descriptor, which affect it normally. In addition, certain spells and effects function 
differently against the creature, as noted below. 

• Warp wood or wood shape slows a wood golem (as the slow spell) for 2d6 
rounds (no save). 

• Repel wood drives the golem back 60 feet and deals 2d12 points of damage to 
it (no save). 

• A magical attack that deals cold damage breaks any slow effect on the golem 
and heals 1 point of damage for every 3 points of damage the attack would otherwise 
deal. If the amount of healing would cause the golem to exceed its full normal hit points, it 
gains any excess as temporary hit points. A wood golem gets no saving throw against 
attacks that deal cold damage. 
 
Splintering (Su)  

As a free action once every 1d4+1 rounds, a wood golem can launch a barrage 
of razor-sharp wooden splinters from its body in a 20-foot-radius burst. All creatures 
caught within this area take 6d6 points of slashing damage (Reflex DC 14 halves). The 
save DC is Constitution-based. 
 
 
Capsize (Ex)        Hippo  

A hippopotamus can overturn a boat of its size or smaller by ramming it as a 
charge attack and making a CMB check. The DC of this check is 25 or the result of the 
boat captain’s Profession (sailor) check, whichever is higher. 
 
Sweat (Ex)  

A hippo’s reddish sweat protects it from nonlethal damage from hot 
environments, and grants it a +2 racial bonus on saving throws against nonmagical 
disease. 



Bleeding Attack +4* (Ex):     Arvellos Rand 
A rogue with this ability can cause living opponents to bleed by hitting them with a sneak 

attack. This attack causes the target to take 1 additional point of damage each round for each die 
of the rogue’s sneak attack (e.g., 4d6 equals 4 points of bleed). Bleeding creatures take that 
amount of damage every round at the start of each of their turns. The bleeding can be stopped by a 
DC 15 Heal check or the application of any effect that heals hit point damage. Bleeding damage 
from this ability does not stack with itself. Bleeding damage bypasses any damage reduction the 
creature might possess. 
 
Stand Up (Ex):  

A rogue with this ability can stand up from a prone position as a free action. This still provokes attacks 
of opportunity for standing up while threatened by a foe.  
 

Uncanny Dodge (Ex):  

Starting at 4th level, a rogue can react to danger before her senses would normally allow 
her to do so. She cannot be caught f lat-footed, nor does she lose her Dex bonus to AC if the 
attacker is invisible. She still loses her Dexterity bonus to AC if immobilized. A rogue with this ability 
can still lose her Dexterity bonus to AC if an opponent successfully uses the feint action (see 
Chapter 8) against her. 

If a rogue already has uncanny dodge from a different class, she automatically gains 
improved uncanny dodge (see below) instead.  
 
Evasion (Ex):  

At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great 
agility. If she makes a successful Reflex saving throw against an attack that normally deals half 
damage on a successful save, she instead takes no damage. Evasion can be used only if the 
rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion. 

 
 
 
Woodland Stride (Ex): 76    Technic League Initiate (Tier 7-8)  

At 3rd level, you can move through any sort of undergrowth (such as natural 
thorns, briars, overgrown areas, and similar terrain) at your normal speed and without 
taking damage or suffering any other impairment. Thorns, briars, and overgrown areas 
that have been magically manipulated to impede motion, however, still affect you.  
 
 
Woodland Stride (Ex): 76    Technic League Initiate (Tier 10-11)  

At 3rd level, you can move through any sort of undergrowth (such as natural 

thorns, briars, overgrown areas, and similar terrain) at your normal speed and without 

taking damage or suffering any other impairment. Thorns, briars, and overgrown areas 

that have been magically manipulated to impede motion, however, still affect you. 

 
 
Silver Tongue (Su):        Thilza 

At 1st level, you can draw upon your outsider heritage to spin amazingly 
convincing lies. Activating this ability is a swift action. You gain a +5 bonus on one Bluff 
check made to convince another of the truth of your words (similar to using glibness). If a 
magical effect is used against you that would detect your lies or force you to speak the 
truth, the user of the effect must succeed on a caster level check (DC 10 + your sorcerer 
level) to succeed. Failure means the effect does not detect your lies or force you to speak 
only the truth. You can use this ability a number of times per day equal to 3 + your 
Charisma modifier. 
 
 
 
 



Brain Drain (Su):        Mithrinar 

You can take a standard action to violently probe the mind of a single intelligent 
enemy within 100 feet. The target receives a Will save to negate the effect and 
immediately knows the source of this harmful mental prying. Those who fail this save are 
wracked with pain, taking 1d4 points of damage per oracle level. After successfully 
attacking with this ability, you may use a full-round action to sort through the jumble of 
stolen thoughts and memories to make a single Knowledge check using the victim’s skill 
bonus. The randomly stolen thoughts remain in your mind for a number of rounds equal 
to your Charisma modifier. Treat the knowledge gained as if you used detect thoughts. 
This is a mind-affecting effect. You can use this ability once per day at 1st level, plus one 
additional time per day at 5th level and for every 5 levels beyond 5th. 
 
Sidestep Secret (Su):  

Your innate understanding of the universe has granted you preternatural ref 
lexes and the uncanny ability to step out of danger at the very last second. Add your 
Charisma modifier (instead of your Dexterity modifier) to your Armor Class and all Reflex 
saving throws. Your armor’s maximum Dexterity bonus applies to your Charisma instead 
of your Dexterity. 
 
 


