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Spells and other OGL Games (Page 160)
As spells from other games do not have a variety of 
possible effects based on the casting result, but instead 
have a single set effect, the formula therefore produces a 
DC for the Knowledge (occult) check. It works in the same 
way as a normal spellcasting attempt, but if the casting 
result is less than the DC, the spell has no effect.

0th level spells do one point of ability score damage.

Telekinetic (Page 166)
Telekinetically Strike: The character makes an Attack roll 
against the opponent’s Defence, but uses his Concentration 
check as the Attack roll. In determining the damage done 
by Telepathically Strike, he subtracts the number of 
points of damage he wishes to do in the attack from the 
Concentration check, similar to the way the Power Attack 
feat works, but not actually requiring he possess that feat. 
There is no maximum damage as long as the character 
can actually hit with the attack (so by taking a –20 to the 
Attack roll, the character could inflict 20 points of damage 
on a target, but would probably only be able to hit a big 
target like a barn door or wall.

Lift Objects: The object moves a number of feat equal 
to the Concentration check result in feet per round. The 
object can be moved in any direction.

Levitate: This ability is used only on the 
telekinetic, and allows him to move up or down 
only. He rises or falls at a number of feet equal to 
the Concentration check result in feet per round.

Empathic (Page 164)
Empathic feat: The DC for this feat is 10+the target’s Will 
save bonus. 

Telepathic (Page 166)
A willing character can use Aid Another to reduce the DC 
of the telepathy, but cannot willingly drop his 
mental defences.

Pyrokinetic (Page 165)
Movement of the fire is equal to the Concentration result 
in feet per round.

Bless (Page 167)
Add this to the end of the Bless effect on page 167. 

The DC and effectiveness of blessing vary depending on 
what the item is. 

Item - DC - Effect 
Holy symbol - DC 10 - Can be used against creatures 
with Aversion (Holy) Jury-rigged holy symbols (two 
sticks in the shape of a cross, etc) are DC15. 

Water - DC 20 - Inflicts damage on creatures with 
Vulnerability (holy) 

Weapon - DC 25 - The weapon is considered holy for 
the purposes of bypassing Damage Resistance.

Creatures
Iatronine
Medium Outsider
Hit Dice: 8d8+16 (52 hp).
Massive Damage: 15
Initiative: +6 (dex)
Speed: 40 ft.
Defence: 22 (+6 dex, +6 natural), touch 16, flat-footed 
16.
Base Attack Bonus/Grapple: +8/+11 
Attack: Scalpel +14 melee (1d6+5)
Full Attack: Scalpel +14/+9 melee (1d6+5).
Space/Reach: 5 ft. x 5 ft /5 ft.
Special Qualities: Alien Technology, Disguise, Portal, 
Scalpels and Syringes, X-Ray Vision
Weaknesses: Need (specific organs and blood 
components): Weekly.
Saves: Fort +8, Ref +12, Will +10.
Abilities: Str 16, Dex 22, Con 15, Int 20, Wis 18, Cha 
10.
Skills: Bluff +10, Climb +9, Craft (chemical) +15, 
Craft (pharmaceutical) +17, Disguise +10*, Forgery 
+15, Hide +9, Intimidate +6, Knowledge (earth & life 
sciences) +8, Listen +7, Move Silently +9, Profession 
(doctor) +14, Research +8, Sense Motive +7, Sleight of 
Hand +9, Spot +7, Treat Injury +17.
Feats: Medical Expert, Renown, Surgery.
Evidence:
Treat Injury (DC20): The victim died of a rare blood 
disorder, just like it says on the chart.
Search (DC25): There’s one weird bit, though – the 
weight of the cadaver is slightly less than the weight 
listed on the documentation.
Treat Injury (DC15): Checking the other corpses, 
several of them are missing organs or bone marrow.
Research:
Research (DC20): One doctor treated many (but not 
all) of the patients.  He was working in the hospital 
when each of them died.
Gather Information (DC15): Apparently, this doctor 
is a genius, but a bit of a cold fish.  He doesn’t associate 
with anyone else in the hospital.
Horror: Panic 5, Fear 15, Madness 12. 
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The entities known as iatronine (both plural and singular) 
might be aliens, or demons, or something stranger 
altogether. Their natural environment is a perfectly 
sterile zone of bright actinic lights and chemical smells 
carried on cold dry air.  They enter our world through 
similar places, folding into our reality like a cancer, then 
assembling a body with a flurry of white coats wrapping 
around stainless-steel bones.  An iatronine resembles a 
doctor, but strip off that coat and the thing beneath is a 
bizarre jigsaw of metal and plastic and a reddish mesh of 
filaments that resembles nothing comprehensible.

Few see through the iatronine’s disguises.  

The iatronine come here to gather certain organs and 
other body parts for their own inscrutable purposes.  
They are extremely picky predators – only those humans 
with certain rare blood types or unusual conditions will 
do.  If these suitable unwilling donors are resident in the 
hospital, excellent.  If they are not, then the iatronine will 
bring them in, either by waiting until a relative or loved 
one is sick, or by arranging an accident, or by poison, or 
by infection, or by kidnapping if all else fails. 

Combat: The iatronine’s ‘fingers’ are made of scalpels 
and syringes, covered in a thin layer of latex and 
borrowed skin.  Should it be attacked, it lets these blades 
flick out to slice bloody chunks out of the attacker’s flesh.  
Iatronine are cunning fighters, preferring to poison or 
cripple their enemies rather than attack them directly.

Alien Technology (Su): The iatronine’s understanding 
of chemistry and biology goes far beyond our limited 
knowledge.  It can synthesise all sorts of bizarre drugs 
and medicines and perform astonishing feats of surgery.  
An iatronine could cure cancer or keep the brain alive 
indefinitely, but they have no interest in helping humans.

Disguise (Ex): The iatronine are extremely practised 
at making one sort of disguise – that of a doctor in 
uniform.  They have a +10 insight bonus to Disguise 
checks when pretending to be a doctor.  (In previous 
eras, they disguised themselves as undertakers, barbers, 
gravediggers or priests.)  They do not get this bonus for 
other disguises, so an iatronine outside a hospital is fairly 
easy to spot.

Portal (Su): An iatronine can create supernatural portals 
to its home dimension.  It can even fold space with this 
ability, teleporting to any point with a dozen miles.  The 
ability takes ten minutes to activate, and can only be done 
in a perfectly sterile environment.  The area affected by 
the ritual is the size of a medium-sized room – a cube 
around fifteen feet in length.  Any living matter within 
the area of effect of the ritual will distort its effects, 
hurling the iatronine and any others within the portal to a 

random location or even killing them as dimensions fold 
and twist.
 
Scalpels and Syringes (Ex): If the iatronine hits, it can 
choose to use a syringe instead of a scalpel.  A syringe 
attack only does one point of damage, but can inject a 
poison (see Page 44) or a disease (see Page 124).  

X-Ray Vision (Su): An iatronine can see through walls 
or through people’s flesh.  This vision manifests as a 
flash of x-rays, detectable with a Geiger counter or 
similar equipment.  

Game Ideas: The iatronine are phobia-inducing horrors, 
perfect for unsettling players.  Anyone with a mild fear 
of needles, drugs, hospitals or unnecessary surgery will 
absolutely hate these creatures.

Carnivorous House 
Gargantuan Aberration
Hit Dice: 15d8+105 (172 hp).
Massive Damage: 33
Initiative: +0 (dex)
Speed: 20 ft., Burrow 10 ft.
Defence: 8 (+2 natural, -4 size ), touch 6, flat-footed 8.
Base Attack Bonus/Grapple: +15/+39
Attack: Bite +27 melee (4d6+18)
Full Attack: Bite +27/+22/+17 melee (4d8+18).
Space/Reach: 50 ft. x 50 ft /10 ft.
Special Qualities: Disguise, Damage Reduction 5, Mind 
Control. 
Weaknesses: Need (human flesh): once per decade.
Saves: Fort +17, Ref +5, Will +5.
Abilities: Str 34, Dex 10, Con 24, Int 6, Wis 13, Cha 8.
Skills: Listen +9, Spot +8.
Feats: Improved Damage Threshold x 3.
Evidence:
Investigate (DC15): It looks like a house once stood in 
this lot, but was torn down years ago.  The bodies were 
found buried in the foundations, horribly decomposed 
and sucked dry of fluids.
Research:
Research (DC25): There’s plenty of evidence to suggest 
that that a house was once there – a rather old-fashioned 
place, with brooding windows and an ornate porch.  
Knowledge (Streetwise) (DC20): Hey, there’s a house 
just like that on Orchard Road. 
Horror: Panic 18, Madness 10. 

They’re molluscs.  Giant, carnivorous, bizarre molluscs.

Tens of thousands of years ago, they roamed the land, 
squirming pale white mountains of flesh.  They preyed 
on primitive man when they could, but the creatures 
had a major weakness – their metabolism required 
long periods of dormancy.  They used to dig deep into 
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the earth to hide, but humans learned to dig them up 
with bones and carved branches and kill them as they 
slept.  Most of the molluscs were wiped out before the 
invention of agriculture.

A few adapted, learning to blend into the new landscape.  
The predator humans had taken to living in huts and 
caves; the molluscs learned to disguise themselves as 
these new features.  The humans would wander into the 
disguised mollusc, live within it for a time…and then it 
would eat them.  All save one, who would prepare the 
mollusc for its next meal.

And so, they have endured to the modern day.  Huts gave 
way to, well, better huts to stone to brick to concrete, and 
the molluscs adapted to each one.  Cities provided them 
with vast, vast hunting grounds; predators of the urban 
jungle, their numbers are growing for the first time since 
the dawn of civilisaton…

Carnivorous Houses look just like normal houses.  Walk 
around inside – everything is in its place, kitchen to 
bathroom to bedrooms.  The plumbing works (rubbery 
mollusc cilia dig into the ground, piercing into pipes and 
sewer lines).  The walls are smooth plaster (concealing 
oozing white flesh).  Just don’t go into the attic, or open 
the door under the stairs.  

Residents of a carnivorous house quickly fall under the 
effect of its mind controlling pheromones.  These dull 
the resident’s senses, making them more tractable and 
more housebound.  It also affects their cellular structure, 
altering them and enabling the house to extract every drop 
of nutrition when the time comes to feed.  When it is time 
(it takes years to prepare the residents, but most houses 
need feed only once every decade or so), the house waits 
until the dead of night.  Then, for the first time in years, 
it stands, pushing itself up on its misshapen mushroom-
like foot.  Gingerly, almost tenderly, it opens its windows 
and doors and shakes the sleeping family within out onto 

the ground outside.  Then, the long-dormant teeth push 
through the porch and the feast begins…

One is spared.  One is always spared.  The teaching 
tentacle reaches out for this one, injecting him with a 
desire to serve and an obsessive love of the house.  This 
human is permitted the task of preparing the next disguise. 
He guides the house to a new location, then remodels it, 
fixing the cracks in the plaster and the roof tiles.  He 
changes the number on the door, registers the house in the 
phone book, calls the estate agent, then buries himself in 
the basement.

Tired by all these exertions, the house sleeps, waiting for 
the new tenants.

Combat: Ideally, a carnivorous house never needs fight 
at all.  It simply feeds once a decade.  However, if it 
is discovered, the carnivorous house attacks with an 
octopus-like beak filled with razor-sharp teeth. 

Disguise (Ex): The house is able to rearrange its 
amorphous form to create room-shaped voids inside 
itself.  Its human servant then covers these with plaster 
and floorboards and furniture.  Any serious analysis can 
penetrate this disguise – just punching a hole in the wall, 
pulling up a floorboard or even opening some doors can 
reveal the gooey white flesh of the carnivorous house.

Damage Reduction 5: The false sheath of house-stuff 
covering the mollusc within gives it Damage Reduction 
5.  This protection is lost if the house moves too quickly 
or burrows.

Mind Control (Ex): Anyone who spends more than 
10 minutes in the house begins to fall under its spell.  
A Fortitude save (DC17) is required to resist the 
pheromones.  Future Fortitude saves are required later 
– see the table below.  The number of saving throws failed 
determines what effects the pheromones have.

Fortitude Saves 
Failed

Next Fortitude 
Save in

Will Saved Required To… Will Save 
DC

0 10 minutes - -

1 One day Do anything that would reveal the house. 10

2 One week Draw attention to the house in any way or 
admit that the house is strange.

15

3 One month Go further than a few miles away from the 
house.

20

4 One year Leave the house for more than a few hours. 25

Mind Control Table
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Anyone infected by the pheromones who is unable to 
fulfil the house’s requirements must make a Madness 
save at a DC equal to the Will save every day.  The 
pheromones wear off after 1d6 days.
The house can also make one person who has failed four 
Fortitudes saves into its slaves.  This requires the house 
making a successful Grapple check against the target.  
If the house hits, it sticks its teaching tentacle onto the 
victim and doses him with more powerful hormones 
– all his Ties become ‘protecting and serving the house’.  
This victim becomes a serious DIY enthusiastic, not to 
mention utterly insane.
Game Ideas: Carnivorous Houses are a great example 
of a completely stupid monster taken deadly seriously.  
They’ve got a great sense of wrongness which makes 
them very different to a more conventional horror like 
a werewolf.
The best way to use the house is to have one of its family/
victims be involved with one of the PCs.  If the house 
is preparing to feed, it needs all its specially prepared, 
pheromone-treated victims present.  If they are not all 
there, it will have to hunt down the runaway…
 

Undead Mummy
Medium Undead
Hit Dice: 10d12 (65 hp).
Massive Damage: -
Initiative: -1 (dex)
Speed: 25 ft.
Defence: 23 (+14 natural, -1 dex), touch 9, flat-footed 23.
Base Attack Bonus/Grapple: +5/+12
Attack: Slam +12 melee (1d6+11)
Full Attack: Two Slams +12 melee (1d6+11).
Space/Reach: 5 ft. x 5 ft. /5 ft.
Special Qualities: Organ Transfer, Hekau, Steal Skin. 
Weaknesses: Disruptable, Vulnerability (Fire) 10.
Saves: Fort +3, Ref +4, Will +10.
Abilities: Str 24, Dex 8, Con -, Int 16, Wis 20, Cha 12.
Skills: Knowledge (occult) +15, Hide +8, Listen +14, 
Move Silently +8, Survival +14.
Feats: Spellcaster, Lightning Reflexes, Spell Mastery x 
2, Power Attack, Improved Sunder.

Evidence:
Investigate (DC15): A few blood spatters were found 
near the display of canopic jars – perhaps someone cut 
themselves in the museum.  The staff reported no major 
incidents.

Spot (DC20): Hey, these canopic jars are full of….fresh 
organs.  Yuck.

Research:
Research (DC20): One of the groups who visited the 
museum was a tour from a local hospice that gives long-
term care to the seriously ill.

Gather Information (DC15): No-one at the hospice 
will say so officially yet, but several patients have made 
astonishing recoveries – one patient with liver cancer is 
now perfectly healthy.  It’s being called a miracle…

Knowledge (history) (DC20): This particular mummy’s 
tomb was remarkably well-preserved, probably because 
there were relatively few grave goods.  The pharaoh was 
notorious for his knowledge of the gods.

Horror: Fear 20. 

Mummification was supposed to be a route to the 
Afterlife – and it is.  It’s just that most of them got lost 
along the way.  The canopic jars associated with an 
Egyptian mummy contain certain key organs removed 
from the corpse during the process of preservation.  
These organs are then placed in sacred jars and kept with 
the sarcophagus.  

Over the centuries, most of the canopic jars were slightly 
damaged, making them unsuitable for the process 
of revivification.  The jars of this mummy, however, 
survived.  The ancient, leather preserved organs from 
the jars have swapped themselves for living organs in 
the bodies of living humans.  By implanting its organs 
into the living, the mummy creates a channel for their 
life energies to be drawn off to reanimate the mummy’s 
corpse.

The primary aim of most reanimated mummies is quite 
simple – survive.  To do this, they must keep their 
organ holders alive and deal with any pesky mortal 
investigators.  Once their position in the modern world 
is secure, the mummies can be more ambitious, like 
establishing themselves as immortal god-kings of the 
world or reanimating more of their kind.

Combat: Mummies use either brutal slam attacks or else 
their hekau magic to defend themselves.  They have no 
conception of the power of modern weaponry, although 
they are quick to adapt to it.

Organ Transfer (Su): The organs stored in canopic 
jars can be teleported into any living human host.  The 
mummy can draw life energy from a host to restore itself 
– one point of permanent Constitution damage either 
animates the mummy for a day or heals the mummy of 
10+1d20 points of damage, while 1d6+1 points restore 
the mummy if it has been disrupted by being reduced to 
0 hit points.  Draining Constitution takes 10 minutes of 
concentration from the mummy.

The living organs held in the canopic jars are magically 
preserved.  However, when the original owner of the 
organ dies (usually through the mummy draining him 
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of all Constitution), the mummy must dump the organ 
out of the jar, find the corpse of the owner, extract the 
mummy’s own preserved organ, put that back in the jar, 
and then use Organ Transfer to put that organ into a new 
host.

Organ Transfer requires that the target be within 30 feet 
of a canopic jar.  Activating it is a standard action for the 
mummy. 

Hekau (Sp): The mummy knows the ancient Egyptian 
hekau magic.  With its Spellcaster and Spell Mastery 
feats, it knows up to 6 spells.  It may pay for spells using 
the hit points and ability scores of its organ hosts instead 
of sapping its own energies.

Steal Skin (Su): A mummy may unwrap the skin from a 
human corpse and wrap it around itself, making it appear 
human.  It gets a temporary Disguise skill at +20, but 
this skill degrades at the rate of one point per hour.  It 
may only disguise itself as the person whose corpse it 
stripped.

Game Ideas: This mummy looks like the classic Hammer 
Horror mummy, all lumbering stumble and musty 
bandages.  However, it can’t actually be killed until the 
truth about its organ transfer ability is discovered.  Even 
when the PCs work out what the mummy has done, they 
are faced with the problem of the power source of their 
enemy being lodged in the bodies of innocent people… 
can the characters find suitable donor organs to replace 
the preserved canopic organs?

Terrible Angel
Medium Outsider
Hit Dice: 16d8+80 (152 hp).
Massive Damage: 20.
Initiative: +5 (dex)
Speed: 30 ft., fly 90 ft. (perfect).
Defence: 27 (+12 natural, +5 dex), touch 15, flat-footed 
22.
Base Attack Bonus/Grapple: +16/+26
Attack: Flaming Sword +26 melee (1d8+15+1d10 fire)
Full Attack: Flaming Sword +26/+21/+16/+11 melee 
(1d8+15+1d10 fire).
Space/Reach: 5 ft. x 5 ft. /10 ft.
Special Qualities: Divine Aura, Faith, Terrible Glory. 
Weaknesses: Vulnerability (Unholy) 10.
Saves: Fort +15, Ref +15, Will +15.
Abilities: Str 30, Dex 20, Con 20, Int 18, Wis 20, Cha 
20.
Skills: Concentration +24, Diplomacy +24, Disguise 
+12, Escape Artist +12, Gather Information +12, Handle 
Animal +12, Hide +12, Knowledge (history) +12, 
Knowledge (theology and philosophy) +24, Listen +24, 
Move Silently +24, Perform +24, Search +12, Sense 

Motive +24, Spot +24, Survival +24, Treat Injury +24. 
Feats: Pious, Devout, Sanctified, Power Attack, Cleave.

Evidence:
Treat Injury (DC12): This man’s eyes were burned out 
of his eyes – from the inside.  The humours inside the eyes 
spontaneously combusted.
Investigate (DC15): There are signs of some sort of 
circle-shaped burn pattern on the floor.  It looks like it was 
slightly scorched and sun-bleached.

Research:
Knowledge (theology and philosophy) or (occult) 
(DC15): The symbols are cabalistic ones, part of Jewish 
mystic lore.  

Knowledge (history) (DC25) or Research (DC25): The 
symbols show up in certain texts written by Dr. John Dee, 
describing the invocation of angels.

Horror: Fear 15, Madness 20.

The Angels of God are beautiful and terrible beings.  They 
were made before the world was formed, embodiments 
and agents of the Divine Will.  For aeons, they served 
the Word.  Then, some of them fell – out of pride, out of 
jealousy, out of some machination of the ineffable plan; 
who can say? Angel warred upon angel in a great schism, 
a war in heaven.  The rebels were thrown out of heaven by 
the victorious hosts of the Word.

The fallen angels became demons (OGL Horror, page 
233).  Some of those angels who stayed loyal to the Word, 
though, became something far more terrifying.  They 
were made cold and hard by the war.  The utter love and 
devotion to all things that should abide in all angels was 
lost to them.  They became Terrible Angels, beings of pure 
Good without any love.

Such creatures watch the mortal world from on high.  They 
despise humanity.  Bereft of love, they can only see our 
failings, our lusts, our cruelties and our sins.  Some of the 
Terrible Angels would bring the wrath of heaven down on 
the world, cleansing sinful humanity from the face of the 
earth in a second flood of fire and anger.  Others come to 
the world to guide humanity – while they see the species 
as hopelessly corrupt and sickeningly sinful, humans can 
be used as cannon fodder in the war against evil.

Once, the angels announced themselves to humans with 
the words ‘BE NOT AFRAID’. Terrible Angels never 
speak such words.

Combat: A Terrible Angel carries a flaming sword that 
it can summon or dismiss at will.  It can also retract its 
feathery wings, appearing almost human if needs be.  
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When attacked, though, the angel becomes a thing of 
holy fi re that smites all around it with terrible wrath.
Divine Aura (Su): A Terrible Angel is surrounded by a 
holy aura with a range of 30 feet, which counts as Holy 
(10).  Anything within the aura is made temporarily holy, 
just like the Bless faith effect.
Faith (Su): An angel’s faith is infi nite.  It may use any 
of the effects of Faith without having to offer a penance 
under most circumstances.  (An angel cut off from the 
light of the divine must still risk penance).
Terrible Glory (Su): Anyone who gains Shock points 
from seeing an angel the fi rst time takes 1d6 points of fi re 
damage per Shock Point.  If the character suffers more 
than fi ve damage, he must make a Fortitude save (DC15) 
or be blinded.  The angel may choose to suppress this 
ability at will.
Game Ideas: Angels are very, very scary.  They are 
utterly uncompromising, utterly fearless.  A character 
in service to an angel will be forced to give everything 
in the service of good.  One option is to have a patron 
of the characters be an angel, who sends them off on 
missions against evil.  A nasty twist is to have the 
players be unaware of their patron’s nature for most of 
the campaign.  They slowly begin to suspect that there 
is something odd about their boss, they investigate…and 
the wings come out.
Alternatively, the characters are investigating some 
crime, when they come upon the corpse of a depraved 
drug dealer, cut down by a fi ery sword.  The deaths keep 
mounting up; sinner after sinner is found dead, and no-
one can leave town.  An angel has been called, and it is 
methodically slaughtering everyone sinful in the area.  
The characters are surely guilty of some sin; can they 
stay one step ahead of the angel and fi nd a way to send it 
back to heaven before they are judged?

Angel Summoning Ritual
The Summon Demon ritual can also be used to call an 
angel.  Sacrifi ces are still required, although offerings of 
a white bull or various magical components are preferred 
to blood.

Poltergeist
Small Undead
Hit Dice: 2d12 (13 hp).
Massive Damage: -
Initiative: +6 (dex)
Speed: Fly 60 ft. (perfect).
Defence: 17 (+1 size, +6 dex), touch 17, fl at-footed 11.
Base Attack Bonus/Grapple: +2/-2
Attack: Slam +7 melee (1d4-1)
Full Attack: Slam +7 melee (1d4-1).
Space/Reach: 5 ft. x 5 ft /5 ft.
Special Qualities: Incorporeal, Invisible, Psychokinetic 
Dump. 

Weaknesses: Emotional Ties, Electricity Disrupts.
Saves: Fort +0, Ref +6, Will +3.
Abilities: Str 9, Dex 22, Con -, Int 6, Wis 10, Cha 10.
Skills: Concentration +10, Move Silently +12. 
Feats: Telekinetic, Pyrokinetic, Sensitive.

Evidence:
Investigate (DC15): There are lots of small stress marks 
and burns scattered around the site.

Repair or Craft (electronics) (DC15): The electrical 
wiring at the house seems faulty; there are lots of power 
surges and brownouts, and many of the cables are 
oddly…throbbing, like veins.

Research:
Gather Information (DC12): The house was the site of 
a terrible tragedy many years ago.  What a surprise.

Horror: Fear 12.

Poltergeists are a weaker, less dangerous form of ghost.  
Some suggest that ghosts decay over time, dwindling into 
poltergeist form, but there are numerous poltergeists that 
formed due to recent events.  Like ghosts, poltergeists are 
tied to unfulfi lled desires and uncompleted goals.  

While a ghost manifests and attacks directly, a poltergeist 
is less focussed in its actions.  They cannot reason or 
plan very well, so they are unable to resolve their ties 
without outside help.  A poltergeist usually latches onto a 
person who has a similar personality (and thus, a similar 
electrical brainwave pattern) to the person the spirit was in 
life.  The poltergeist ‘tags along’, and tries to manipulate 
the personality into completing the poltergeist’s ties.  As 
the spirit cannot plan, what normally happens that the 
poltergeist lurks silently until the pair encounter some 
situation that reminds the poltergeist of its pain.  It then 
lashes out with its telekinetic abilities.  This can be very 
confusing for the poltergeist’s unwitting partner – if one 
of the poltergeist’s ties is to fi nd the driver of the red 
car that ran over its boyfriend, then windows will begin 
exploding and objects will hurl themselves into the air 
whenever the partner sees a red car.

The only way to permanently deal with a poltergeist is 
to fi nd out what it wants and help it move on, although it 
can be temporarily confused by electrical attacks.

Combat: A poltergeist can smash itself (a little nexus of 
angry and hate) into opponents, but it usually relies on its 
indirect telekinesis.

Incorporeal (Su): The poltergeist can pass through 
solid matter without harming it signifi cantly (it does 
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leave behind electromagnetic disturbances and causes 
structural fatigue).  Normal weapons cannot affect a 
poltergeist.

Invisible (Su): The poltergeist is almost totally invisible 
to the naked eye.  It shows up as a faint cold spot on 
infrared, and can readily be detected using any sort of 
magnetic sensors.

Psychokinetic Dump (Su): The poltergeist does not 
suffer hit point damage from using its psychic abilities 
– instead, the damage caused by a backfire is ‘dumped’ 
into the area around the poltergeist.  Anything or anyone 
within five feet of the poltergeist suffers electrical 
damage equal to the backfire damage.  A Reflex save 
(DC11) is allowed to take half damage.

Emotional Ties (Su): A poltergeist has 1d4 emotional 
ties.  When all these are resolved, the poltergeist 
vanishes.

Electricity Disrupts (Su): If the poltergeist takes more 
than 10 points of electrical damage, it must make a 
Fortitude save (DC15) or be temporarily disrupted.

Game Ideas: Use the poltergeist as a secondary 
antagonist in a scenario – perhaps it is the ghost of 
an unsuccessful investigator who went before the 
PCs.  The poltergeist can tag along with one of the 
characters, alternately helping or hindering him.  The 
players will have to slowly work out what it causing the 
bizarre phenomenon, then learn how to manipulate the 
poltergeist into reliably aiding them.  If the poltergeist 
suspects that the PCs will not help it resolve its ties, then 
it will turn its powers on them…

Serial Killer
Medium Monstrous Humanoid
Hit Dice: 8d8+40 (76 hp).
Massive Damage: 23.
Initiative: +4 (dex)
Speed: 25 ft.
Defence: 18 (+4 dex, +4 natural), touch 14, flat-footed 
14.
Base Attack Bonus/Grapple: +8/+13
Attack: Cleaver +13 melee (1d6+5) or Chainsaw +13 
melee (3d6)
Full Attack: Cleaver +13/+8 melee (1d6+5) or Chainsaw 
+13/+8 melee (3d6)
Space/Reach: 5 ft. x 5 ft /5 ft.
Special Qualities: Use Fear, Improved Grab. 
Weaknesses: None.
Saves: Fort +7, Ref +10, Will +8.
Abilities: Str 20, Dex 18, Con 20, Int 14, Wis 14, Cha 
6.

Skills: Balance +6, Climb +9, Disable Device +6, Escape 
Artist +8, Hide +8, Intimidate +11, Jump +7, Listen +6, 
Move Silently +8, Search +6, Swim +7. 
Feats: Great Fortitude, Improved Damage Threshold, 
Improved Trip, Power Attack, Sunder.

Evidence:
Investigate (DC5): The body was HACKED APART.

Research:
Gather Information (DC10): …just like the bodies of 
those teens twenty years ago…tonight.

Horror: Panic 15, Fear 15.

This is the classic serial killer, the bogeyman of urban 
legend.  Some are masked and hideously scarred, others 
are just off-putting and…wrong.  They kill without 
reason, but with rhyme – most killers murder according to 
some bizarre rhythm or pattern.  

Serial killers feed on the power of fear.  They toy with 
their victims, picking them off one by one to prolong 
the feeding process.  They prefer to slowly cripple them, 
making them cry and bleed. 

Combat: Serial killers always have a preferred weapon, 
usually something wickedly sharp and gore-stained.  They 
use this to cut their victims apart, bit by bit.

Use Fear (Su): Whenever anyone gains a shock point due 
to the serial killer’s actions, it can use this terror to fuel its 
own abilities.  The serial killer can use a shock point to:

† Regain 10+1d10 hit points
† Teleport 50 feet, from shadow to shadow
† Gain a +10 inherent bonus to a Strength check, a 

Strength-based skill check, or a Sunder attempt
† Use the Warp Reality ability using Intimidation instead 

of Concentration
† Gain Damage Reduction 10/- for the next 2d6 rounds

The serial killer can store up terror – it does not need to 
use the power it gains immediately.

Game Ideas: Do you really need ideas for this one?  Just 
come up with a fun location – an oil rig, a hotel, a factory, 
an abandoned mine, a university – and a few interesting 
ways for the characters to kill the killer.  (Push him down 
the drill shaft, then drop a match after him; electrocute 
him with the big flashing ‘BATES MOTELS’ sign; crush 
him in the crushing machine; collapse the mine on top of 
him; blast him with the science lab laser or make a bomb 
in the chemistry department).  


