FLASHBEAST

Introduction actual daylight.
In the deep caverns under the world’s surface, races such Special Qualities: A flashbeast retains all of the special
as the dark elves and gray dwarves adapted to life in the qualities of the base creature and gains darkvision 60 ft.
darkness, gaining long-range darkvision and a sensitivity to Feats: A flashbeast gains Alertness as a bonus feat.
light. Over the centuries, a handful of predators adapted to Level Adjustment: As base creature +1
this weakness, using light to harm their easily-blinded prey in
the same way that some creatures of the deep sea do. These Sample Flashbeast
creatures are called flashbeasts, regardless of their shape or This example uses a large monstrous centipede as the base creature.
kinship.
Flashbeasts act no different than normal creatures of This disgusting multilegged creature has clutching pincers, a hard segmented
their kind. shell, and a cluster of transparent legs on top of its head.
Appearance Changes Flashbeast Large monstrous centipede; CR 1; Large Vermin;
A flashbeast has a rudimentary light-creating organ on its HD 3d8; hp 13; Init +2; Spd 40 ft., climb 40 ft.; AC 14, touch 11,
skin, usually near the top of the head for smaller creatures flat-footed 12; Base Atk +2; Gtp +7; Atk +3 melee (1d8+1 plus
or on the underside of the jaw for large ones, although poison, bite); Full Atk +3 melee (1d8+1 plus poison, bite); Space/
it could be located at the end of a tentacle, antennae, or Reach 10 ft./5 ft.; SA dazzling flash, poison; SQ datkvision, vermin

some other advantageous location on the traits; AL N; SV Fort +3, Ref +3, Will
+1; Str 13, Dex 15, Con 10, Int —, Wis
10, Cha 2.
Skills and Feats: Climb +10, Hide +6,
Listen +2, Spot +06; Alertness.
Dazzling Flash (Ex): As a standard

action, a flashbeast can cause its light-

creature’s body. This organ normally
resembles a large blister filled with a
transparent liquid, though on creatures
with armored skin, this growth may
resemble a translucent chrysalis, cluster
of transparent legs, or other, stranger

forms. creating organ to emit a burst of light,
dazzling all creatures within 30 feet
Creating a Flashbeast automatically and blinding for 1d4

rounds those who fail a Fortitude save
(DC 11). Useable every 1d4 rounds,
counts as bright light, has no special

“Flashbeast” is an acquired/inherited
template that can be added onto any
living, non-outsider with a discernable

anatomy that reasonably could have effect on sunlight-vulnerable undead. Can
also glow as a candle at will.
Poison (Ex): Injury, Fortitude DC 11,

initial and secondary damage 1d4 Dex.

evolved in a underground environment
(referred to hereafter as the “base
creature”). A flashbeast uses all the base
creature’s statistics and special abilities except
as noted here.

Special Attacks: A flashbeast retains all
of the special attacks of the base creature and

New Treasures

Flashblister: The light-emitti
gains the following: ashblister: The light-emitting organ (or organs)

Dazzling Flash (Ex): As a standard action,
a flashbeast can cause its light-creating organ to

of a flashbeast’s body can be removed and used

as a weapon on behalf of the wielder, emitting
a burst of light on command equal to a
flashbeast’s dazz/ing flash ability once per day
per HD of the creature from which

emit a burst of light, automatically dazzling
all creatures within the flash’s effect
and blinding for 1d4 rounds those
who fail a Fortitude save (DC

10 + 1/2 the flashbeast’s HD

+ the flashbeast’s Constitution
modifier). The range of this

ability is equal to three times

the gland was removed. The quality
of the organ deteriorates over time,
however, and the item becomes useless in 1d4
days after being detached from the flashbeast’s
body.
Market Price: 500 gp.

the space of the base creature
(minimum 10 feet), emanating in

ki<
Luminous Oil: With a successful Craft (Alchemy)
check (DC 13), the clear liquid within a flashbeast’s
light-emitting organ can be extracted and turned into clear,

a radius centered on the light-emitting
organ. The flashbeast use this ability once every 1d4 rounds.
The flash effect counts as bright light for the purpose of

. o . . i s oil that can be topically applied t 7 physical i
affecting creatures with light sensitivity or light blindness. As viscous off that can be topica’ly appied to any physical frem,

. . causing it to glow with the intensity of a hooded lantern for 1d4
a free action, the flashbeast can cause the organ to emit a dull S . . .
hours per application. This substance is not magical.

glow equivalent to a candle, maintaining this light indefinitely. e e e

The light (whether bright or dull) is not particularly harmful
to undead vulnerable to sunlight, nor is it the equivalent of
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1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative Matetial” means copyrighted material including
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other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
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Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes Product Identity. () “Product Identity” means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark
or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that 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 License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant 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 matetial as Open Game Content, You represent that Your Contributions are Your original creation and/or
You have sufficient rights to grant the rights conveyed by this License.

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,
modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the Copyright Notice of any original Open Game Content you Disttibute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with
the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the 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 zust include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to
do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
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