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New Spells
Bone Dance
School necromancy [evil]; Level cleric 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (an onyx gem worth at least 5 gp per Hit Die of the undead)
Range touch
Targets one or more corpses touched
Duration 10 minutes/level
Saving Throw none; Spell Resistance no
This spell turns corpses into undead skeletons or zombies that obey your spoken commands.
The undead can be made to follow you, or they can be made to remain in an area and attack
any creature (or just a specific kind of creature) entering the place. They remain animated until
the spell ends or they are destroyed. A destroyed skeleton or zombie can't be animated again.
Regardless of the type of undead you create with this spell, you can't create more HD of
undead than twice your caster level with a single casting of bone dance. The desecrate spell
doubles this limit.
The undead you create remain under your control for as long as the spell lasts. No matter
how many times you use this spell or animate dead, however, you can control only 4 HD worth
of undead creatures per caster level. If you exceed this number, all the newly created creatures
fall under your control, and any excess undead from previous castings of bone dance or
animate dead become uncontrolled. You choose which creatures are released. Undead you
control through the Command Undead feat do not count toward this limit.
Skeletons: A skeleton can be created only from a mostly intact corpse or skeleton. The corpse
must have bones. If a skeleton is made from a corpse, the flesh falls off the bones.
Zombies: A zombie can be created only from a mostly intact corpse. The corpse must be that of
a creature with a physical anatomy.
Glue
School conjuration (creation); Level bard 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M (a bit of tar)
Range close (25 ft. + 5 ft./2 levels)
Target one object or 10‐ft. square
Duration 1 min./level (D)

Save see text; SR no
A glue spell covers a solid surface with a layer of sticky glue. Creatures that fail their reflex
save gain the entangled condition. Creatures that make their save can move at half speed, but
those that remain in the area must save again at the end of your turn. Creatures that move into
the area must save immediately. Those that fail must end their movement, gain the entangled
condition and become stuck (cannot move). Stuck creatures can attempt to break free as a
move action, making a Strength or Escape Artist check. The DC for this check is equal to the DC
of the spell. Objects can also become stuck in the glue.
The spell can also be used to create sticky coating on an item. Material objects not in use are
always affected by this spell, while an object wielded or employed by a creature requires its
bearer to make a Reflex saving throw to avoid the effect. If the initial saving throw fails, the
item is stuck to the creature. A creature can attempt to unstick a stuck item stuck to itself or
something else by making a Strength check. The DC for this check is equal to the DC of the spell.
Attempting to take an item with glue on it from a creature (such as disarming it) gives the
creature a +10 circumstance bonus on its CMD.
A weapon that strikes an object coated in glue (such as a shield) is stuck fast unless the
wielder succeeds on a Reflex save. The DC for this check is equal to the DC of the spell.
The glue cannot be removed from the surface and used. For example, the glue on a surface
cannot be removed and smeared onto a dagger handle to make it sticky.

Monsters
Bone Dancer CR 2
This spectral skeleton plays a ghostly tune to which the bones of the dead dance.
XP 600
NE Medium undead (incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 15, touch 15, flat‐footed 12 (+2 deflection, +2 Dex, +1 dodge)
hp 19 (3d8+6)
Fort +3, Ref +3, Will +4
Defensive Abilities incorporeal, channel resistance +2; Immune undead traits
OFFENSE
Speed fly 40 ft. (good)
Spell‐Like Abilities (CL 3rd)
At will—Ghost sound,
2/day—Bone Dance
STATISTICS
Str —, Dex 14, Con —, Int 6, Wis 12, Cha 15
Base Atk +2; CMB +4; CMD 17
Feats Dodge, Skill Focus (Perception)
Skills Fly +10, Perception +8, Perform (flute)+7, Stealth +8 ; Racial Modifiers +4 Perform (flute)

ECOLOGY
Environment any
Organization solitary, pair, gang (3–6), or swarm (7–12)
Treasure standard
Description Bone dancers are an incorporeal form of undead. A bone dancer looks like a ghostly
skeletal form that has dimly glowing points of green light in its eye sockets. A bone dancer
always has an incorporeal flute that it can, against all reason, still play.
It is claimed by some that bone dancers arise from lesser necromancers and priests who
animated the dead while alive. Bone dancers are incapable of inflicting harm directly and
instead rely on their ability to make the bones of the dead do their bidding. Should they lack
access to the necessary materials to create their minions, they will flee from combat.
When destroyed, a bone dancer (and its flute) vanishes into a swirl of gray dust. Its haunting
tune fades away slowly, ending with one last discordant note.

Armed Skeleton CR 1/3
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 18, touch 12, flat‐footed 16 (+4 armor, +2 shield, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee broken scimitar +2 (1d8+2), claw –3 (1d4+1) or 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB
Gear chain shirt, longsword
Description These are skeletons that have been animated by the bone dancer. Each skeleton is
outfitted with a chain shirt, long sword and wooden shield.

WOODEN ARCHER CR 2
XP 600
NN Medium Construct
Init +2; Senses Darkvision (60 feet), Low‐Light Vision; Perception ‐5
DEFENSE
AC 16, touch 12, flat‐footed 14 (+2 Dex, +4 natural)
hp 21 (2d10)
Fort +0, Ref +2, Will ‐5
Defensive Abilities Hardness 5; Immune Construct Traits (+10 HP), ability damage, ability drain,
bleeds, energy drain, exhaustion, fatigue, death and necromancy effects, disease, mind‐
affecting, non‐lethal damage, paralysis, poison, sleep, stunning
OFFENSE
Spd 30 ft.
Melee Slam +2 (1d6/20/x2)
Ranged Masterwork Longbow, Composite (Str +0) +5 (1d8/20/x3)
STATISTICS
Str 10, Dex 14, Con ‐, Int ‐, Wis 1, Cha 1
Base Atk +2; CMB +2; CMD 14
Combat Gear Masterwork Longbow, Composite (Str +0);
SPECIAL ABILITIES
Construct Traits
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Description A wooden archer is an animated wooden statue that has been specially created to
wield a bow in combat. They are excellent shots. If the combat becomes up close and personal,
they will switch to smashing away with their hands. While not intelligent, these beings have
been “pre‐programmed” with tactics, thus making them effective fighters. These wooden
archers are armed with masterwork longbows.

ZOMBIE GAR CR 1
This seemingly dead fish rolls upright with a spasmodic movement of its body, bits of rotted meat
falling away from its bones.

NE Medium Undead (Aquatic)
Init +1; Senses Darkvision (60 feet); Perception +0
DEFENSE
AC 14, touch 11, flat‐footed 13 (+1 Dex, +3 natural)
hp 20 (3d8+3)
Fort +1, Ref +2, Will +3
DR 5/slashing; Immune Undead Traits
OFFENSE
Spd 0 ft., Swimming (60 feet)
Melee Bite (Gar) +5 (1d6+3/20/x2) or Slam (Zombie) +5 (1d6+4/20/x2)
STATISTICS
Str 16, Dex 12, Con ‐, Int ‐, Wis 10, Cha 10
Base Atk +2; CMB +5 (+9 Grappling); CMD 16 (can't be Tripped)
Feats Toughness +3
Skills Swim +11
Languages
SQ Staggered (Ex)
SPECIAL ABILITIES
Damage Reduction (5/slashing) You have Damage Reduction against all except Slashing attacks.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Staggered (Ex) Make only a single move or a single attack action each round.
Swimming (60 feet) You have a Swim speed.
Undead Traits Undead are immune to death effects, disease, mind‐affecting effects (charms,
compulsions, morale effects, phantasms, and patterns), paralysis, poison, sleep, stun, and any
effect that requires a Fortitude save (unless the effect also works on objects).
Description Aside from being an undead fish, the zombie gar is “normal” zombie.
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existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license,
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any work covered by this License, including translations and derivative works under copyright law, but
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Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.
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the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this
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Open Game Content distributed using this License.
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of this License.
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You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open Game
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6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying,
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work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.
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