Draeden 

Intermediate Deity
Home Plane: Prime Material
Alignment: Chaotic Neutral
Domains: Air, Knowledge, Luck, Magic
 
Draedens are the descendants of beings that existed before the gods, beings who may have actually created part or all of the multiverse.
Draeden’s have no followers, as they are unknown to mortals.


Draeden
Colossal+ Outsider
Divine Rank: 11
Hit Dice: 100d8+2400 (3200 hp)
Initiative: +28 (+24 Dex, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 42,240 ft. (perfect)
AC: 92 (-8 size, +24 Dex, +11 divine, +31 natural, +24 deflection)
Attacks: 40 bites +102 melee, or divine blast +102 ranged touch
Damage: Bite 1d100+24 or divine blast 35d12
Face/Reach: 20,000 ft. by 100,000 ft./40,000 ft.

Special Attacks: Divine blast: 27/day fire eleven miles as ray, destroying wall effects and passing through.

Special Qualities: Divine immunities; DR 68/+6; fire resistance 31; understand, speak, and read all languages and speak directly to all beings within eleven miles; remote communication; teleport without error, plane shift at will; SR 83; divine aura (11,000 ft., DC 45). Fast healing 31; miss chance 61%; cannot be flanked, surprised, or caught flat-footed except by deities of higher rank; Divine Shield: 27/day as free action create for 10 minutes a shield that absorbs 110 points of damage, only blocking effects the draeden wishes to.

Saves: Fort +70, Ref +70, Will +89.

Abilities: Str 58, Dex 59, Con 58, Int 59, Wis 58, Cha 59.

Skills*: Bluff +92, Intimidate +71, Intuit Direction +65, Knowledge (arcana) +65, Knowledge 

(the planes) +65, Listen +67, Search +65, Sense Motive +92, Spellcraft +65, Spot +67. *Draeden always get a result of 20 on any check, provided they need to make a check at all.

Feats: Alertness, Combat Reflexes, Expert Tactician, Expertise, Flyby Attack, Great Fortitude, 

Improved Combat Reflexes, Improved Initiative, Iron Will, Lightning Reflexes, Penetrate Damage Reduction, Power Attack, Quicken Spell-Like Ability, Quicker Than the Eye, Spellcasting Harrier.

Divine Immunities: Ability damage, ability drain, acid, banishment, cold, death effects, disintegration, disease, electricity, energy drain, imprisonment, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation.

Salient Divine Abilities: Alter Reality, Battlesense, Divine Blast, Divine Dodge, Divine Fast Healing, Divine Shield, Extra Domain, Increased Damage Reduction (x2), Increased Spell Resistance (x2), Instant Counterspell, See Magic, Supreme Initiative.

Domain Powers: Reroll one roll just made 11/day. All Knowledge skills are class skills. Cast divinations at +1 level. Use scrolls, wands, and other devices with spell completion or spell trigger activation as a 5th-level wizard. Turn earth creatures and rebuke air creatures as an 11th-level cleric 27/day.

Spell-Like Abilities: Draeden use these abilities as a 21st-level caster, 22nd for divination. The save DC is 34 + spell level. Aid, air walk, antimagic field, break enchantment, chain lightning, claiaudience/clairvoyance, control weather, control winds, detect secret doors, detect thoughts, discern location, dispel magic, divination, elemental swarm (air), entropic shield, find the path, foresight, freedom of movement, gaseous form, holy aura, identify, imbue with spell ability, legend lore, miracle, mislead, Mordenkainen’s disjunction, Nystul’s undetectable aura, obscuring mist, protection from elements, protection from spells, spell resistance, spell turning, spell turning, true seeing, whirlwind, wind wall.

Other Divine Powers
As intermediate deities, draeden automatically receive a die result of 20 on any check. They treat a 1 on a saving throw or attack roll normally and not as an automatic failure.

Senses: Draeden can see, hear, tough, and smell at a distance of eleven miles. As a standard action, they can perceive anything within eleven miles of another draeden, or any location where one of their names was spoken in the last hour. They can extend their senses to up to ten locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 11 hours..

Portfolio Sense: Draeden are aware of event that involves other draeden, up to eleven weeks in the past.

Automatic Actions: Draeden can use any of their listed skills as a free action if the DC for the task is 25 or lower. They can perform up to ten such free actions each round.

Create Magic Items: Draeden can create any type of magical item usable by draeden, as long as the item's market price does not exceed 200,000 gp (any nonartifact).

 NOTES: +11 on all ability checks, caster level checks, and turning checks.


Draeden

Colossal+ Aberration

Hit Dice: 

100d8 (2,850 hp)

Initiative: 

+28 (Dex, improved initiative)

Speed:


Fly 42,240 ft. (perfect)

AC:


46 (-8 size, +24 Dex, +20 natural)

Attacks:


40 bites +91 melee

Damage:

Bite 1d100+24

Face/Reach:

20,000 ft. by 100,000 ft./40,000 ft.

Special Attacks:

Swallow

Special Qualities:

Image of Invincibility, Senses

Saves:


Fort +59, Ref +59, Will +78

Abilities:

Str 58, Dex 59, Con 58, Int 59, Wis 58, Cha 59

Skills:


Bluff +81, Intimidate +60, Intuit Direction +54, Knowledge (arcana) +54, Knowledge 

(the planes) +54, Listen +56, Search +54, Sense Motive +81, Spellcraft +54, Spot +56

Feats:


Alertness, Combat Reflexes, Expert Tactician, Expertise, Flyby Attack, Great Fortitude, 

Improved Combat Reflexes, Improved Initiative, Iron Will, Lightning Reflexes, Penetrate Damage Reduction, Power Attack, Quicken Spell-Like Ability, Quicker Than the Eye, Spellcasting Harrier

Climate/Terrain:

Prime Material vacuum

Organization:

Solitary

Challenge Rating:
100

Treasure:

None

Alignment:

Usually chaotic neutral

Advancement:

101-200 HD (Colossal)

Draeden speak all languages. They gain 1 Divine Rank for every 17 EHD.

Combat

Image of Invincibility (Su): Creatures seeing a Draeden must make a Will save (DC 84) or see the deadliest, most invulnerable being imaginable, which for mortals is normally the form of a huge dragon.

Senses (Ex): Draedens sense their surroundings in some unknown way which cannot be blocked by any known means, magical or otherwise. These sense extend in all directions, so a draeden can never be flanked.

Swallow (Ex): A swallow attack inflicts only 1d10+24 points of damage, but the target takes 1d100 acid damage per round thereafter from the monster’s digestive fluids. A target cannot be swalled if they measure more than 1,000 feet in any dimension. A draeden will not knowlingly swallow anything that could pose a threat thereafter, preferring to bite until the target is dead.

Repeater 

Intermediate Deity
Home Plane: Prime Material
Alignment: Lawful Evil
Domains: Celerity, Protection, Time, Water
 
Repeaters are dangerous scavengers of the Astral and Outer Planes. They prefer to wander and search for single travelers or those in small groups, enjoying the taste of avatars, but also savouring mortal humans and other humanoids.
Repeater’s have no followers, as they are unknown to mortals.


Repeater
Ditto-monster

Colossal Outsider
Divine Rank: 15
Hit Dice: 25d8+175 (575 hp)
Initiative: +20 (+14 Dex, +2 celerity, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 370 ft. (average)
AC: 71 (-8 size, +14 Dex, +15 divine, +28 natural, +12 deflection)
Attacks: 6 claws +50 melee, 1 bite +48 melee or divine blast +46 ranged touch
Damage: Claw 1d10+9, bite 4d10+4 or divine blast 27d12
Face/Reach: 15 ft. by 75 ft./15 ft.

Special Attacks: Divine blast 15/day up to 15 miles; destroy weapons and items used against itself with a touch, treated as a combination disintegrate and Mordenkainen’s disjunction (DC 31), usable up to 15 days after.

Special Qualities: Divine immunities; DR 65/+5; fire resistance 35; understand, speak, and read all languages and speak directly to all beings within eleven miles; godly realm (10 miles); remote communication; teleport without error, plane shift at will; SR 67; divine aura (15,000 ft., DC 37). As free action act as if hasted for 15 minutes per day, nonconsecutive rounds if desired. Cannot be suprised or flanked except by a deity of higher rank; 65% miss chance; fast healing 35; 10/day create shield lasting 10 minutes that stops 150 points of damage from any source; immune to all energy attacks.

Saves: Fort +36, Ref +42, Will +40.

Abilities: Str 28, Dex 38, Con 25, Int 18, Wis 33, Cha 35.

Skills*: Bluff +47, Diplomacy +47, Intimidate +52, Intuit Direction +41, Jump +49, Knowledge (arcana) +44, Knowledge (the planes) +44, Listen +51, Move Silently +54, Search +44, Sense Motive +46, Spellcraft +44, Spot +51. *Repeaters always get a result of 20 on any check, provided they need to make a check at all.

Feats: Cleave, Combat Reflexes, Improved Initiative, Multiattack, Quicken Spell-Like Ability, Weapon Finesse 

(claws, bite).

Divine Immunities: Ability damage, ability drain, acid, banishment, cold, death effects, disintegration, disease, electricity, energy drain, imprisonment, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation.

Salient Divine Abilities: Battlesense, Divine Blast, Divine Celerity, Divine Dodge, Divine Fast Healing, Divine Shield, Divine Weapon Focus (claw, bite), Extra Domain, Extra Energy Immunity (acid, cold, electricity, fire, sonic), Increased Damage Reduction, Increased Spell Resistance, Sunder and Disjoin, Supreme Initiative.

Domain Powers: +2 to Dexterity, +10 ft. to speed, +2 enhancement bonus to initiative. Free improved initiative. Turn or destroy fire creatures, or rebuke or command water creatures 15/day as 15th-level. 15/day as standard action for 1 hour create protective ward granting a +15 resistance bonus to its next saving throw.

Spell-Like Abilities: Repeaters use these abilities as a 25th-level caster. The save DC is 37 + spell level. Acid fog, air walk, antimagic field, blink, blur, cat’s grace, cone of cold, contingency, control water, elemental swarm (water only), fog cloud, foresight, freedom of movement, gentle repose, haste, horrid wilting, ice storm, mass haste, mind blank, obscuring mist, permanency, prismatic sphere, protection from elements, repulsion, sanctuary, shield other, spell immunity, spell resistance, time stop, tree stride, true strike, water breathing, wind walk.

Other Divine Powers
As intermediate deities, repeaters automatically receive a die result of 20 on any check. They treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Repeaters are immortal.

Senses: Repeaters can see, hear, tough, and smell at a distance of fifteen miles. As a standard action, they can perceive anything within fifteen miles of any temporal phenomena, or any location where one of their names was spoken in the last hour. They can extend their senses to up to ten locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 15 hours..

Portfolio Sense: Repeaters are aware of event that involves temporal phenomena, up to fifteen weeks in the past.

Automatic Actions: Repeaters can use Diplomacy (Cha) and Intimidate (Cha) as free actions if the DC for the task is 25 or lower. They can perform up to ten such free actions each round.

Create Magic Items: Repeaters can create any type of magical item involving temporal effects, as long as the item's market price does not exceed 200,000 gp (any nonartifact).

 NOTES: +15 on all ability checks, caster level checks, and turning checks.


Repeater

Colossal Outsider

Hit Dice: 

25d8 (287 hp)

Initiative: 

+13 (Dex)

Speed:


Fly 90 ft. (average)

AC:


28 (-8 size, +13 Dex, +13 natural)

Attacks:


6 claws +30 melee, 1 bite +28 melee

Damage:

Claw 1d10+9, bite 4d10+4

Face/Reach:

15 ft. by 75 ft./15 ft.

Special Attacks:

Double Attack, Snort

Special Qualities:

Reflection, Temporal Immunity

Saves:


Fort +21, Ref +27, Will +25

Abilities:

Str 28, Dex 36, Con 25, Int 18, Wis 33, Cha 35

Skills:


Bluff +32, Diplomacy +32, Intimidate +37, Intuit Direction +26, Jump +34, Knowledge 

(arcana) +29, Knowledge (the planes) +29, Listen +36, Move Silently +38, Search +29, Sense Motive +31, Spellcraft +29, Spot +36

Feats:


Cleave, Combat Reflexes, Multiattack, Quicken Spell-Like Ability, Weapon Finesse 

(claws, bite)

Climate/Terrain:

Astral and Outer planes

Organization:

Solitary

Challenge Rating:
25

Treasure:

None

Alignment:

Usually lawful evil

Advancement:

26-50 HD (Colossal)

Repeaters speak Abyssal, Celestial, Common and Infernal.

Combat

Double Attack (Su): When a repeater hits in combat, it actually strikes twice in rapid succession. Treat any successful attack roll as two hits and roll for damage twice.

Reflection (Ex): All energy attacks (acid, cold, electricity, fire, sonic) are automatically reflected back at their sources. This applies to natural (extraordinary) effects as well as magical ones.

Snort (Su): The snort of the repeater produces an odd feeling of entrapment in all life forms within 300 feet. Each victim must make a Will save (DC 34) to avoid repeating the exact actions they took the previous round. All attack and damage rolls are used from the previous round, as are all spells and other abilities used. If movement occurred, it takes place again, starting from the creature’s current location. The repeater can sense which members of a group have fallen into its trap, and favours them with its attack if possible, gaining a +8 insight bonus to all attack rolls against those targets. Affected creatures must continue to make Will saves every round until successful or be doomed to repeat forever. A repeater may snort as often as desired.

Temporal Immunity (Ex): Repeaters are immune to all spells, spell-like abilities, and supernatural abilities that involve time, including effects such as hold and sleep whose effects are only vaguely related.

Tonal 

Quasi-deity (semiquaver), Demigod (quaver, crotchet), Lesser Deity (minim), Intermediate Deity (semibreve), or Greater Deity (breve)
Home Plane: Heaven
Alignment: Lawful Good
Domains: Community, Family, Law
 
Tonals have physical forms very similar to bubbles of light.
Tonal’s have no followers, as they are unknown to mortals.


Tonal (Semiquaver)
Large Outsider
Divine Rank: 0
Hit Dice: 15d8 (120 hp)
Initiative: +7 (+3 Dex, +4 improved initiative)
Speed: Fly 480 ft. (perfect)
AC: 13 (-1 size, +3 Dex, +1 deflection)
Attacks: Slam +11 melee
Damage: Slam 1d3+1
Face/Reach: 15 ft. by 15 ft./0 ft.

Special Qualities: Divine immunities; DR 35/+4; fire resistance 20; SR 32.

Saves: Fort +5, Ref +14, Will +6.

Abilities: Str 13, Dex 16, Con 11, Int 14, Wis 13, Cha 12.

Skills: Animal Empathy +5, Bluff +3, Concentration +4, Diplomacy +5, Intimidate +5, Listen 

+21, Move Silently +15, Perform (sing) +35, Sense Motive +5, Spot +7.

Feats: Alertness, Improved Initiative, Lightning Reflexes.

Divine Immunities: Ability damage, ability drain, energy drain, mind-affecting effects, transmutation.

Spell-Like Abilities: Semiquavers use these abilities as a 10th-level caster. The save DC is 11 + spell level. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
Semiquavers are immortal.

Tonal (Quaver)
Huge Outsider
Divine Rank: 1
Hit Dice: 20d8+20 (180 hp)
Initiative: +10 (+6 Dex, +4 improved initiative)
Speed: Fly 280 ft. (perfect)
AC: 21 (-2 size, +6 Dex, +1 divine, +3 natural, +3 deflection)
Attacks: Slam +17 melee
Damage: Slam 1d4+3
Face/Reach: 20 ft. by 20 ft./0 ft.

Special Attacks: Sonic burst in 10 foot radius for 1d8 damage, Fort save (DC 12) for half.

Special Qualities: Divine immunities; DR 36/+4; fire resistance 21, sonic resistance 21; understand, speak, and read all languages and speak directly to all beings within one mile; godly realm (100 ft.); remote communication; teleport without error at will; SR 33; divine aura (10 ft., DC 14).

Saves: Fort +8, Ref +21, Will +10.

Abilities: Str 17, Dex 23, Con 13, Int 18, Wis 17, Cha 16.

Skills: Animal Empathy +11, Bluff +6, Concentration +11, Diplomacy +12, Intimidate +11, 

Listen +25, Move Silently +19, Perform (sing) +39, Sense Motive +8, Spot +11.

Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes.

Divine Immunities: Ability damage, ability drain, acid, cold, death effects, disintegration, disease, electricity, energy drain, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation..

Salient Divine Abilities: Energy Burst (sonic), Increased Energy Resistance (sonic).

Domain Powers: 1/day use calm emotions as a spell-like ability. +2 on Diplomacy checks. Cast law spells at +1 level. As a free action, protect 3 creatures within 10 feet with a +4 dodge bonus to AC for 1 round.

Spell-Like Abilities: Quavers use these abilities as a 11th-level caster, 12th for law. The save DC is 12 + spell level. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
As demigods, quavers treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Quavers are immortal.

Senses: Quavers can see, hear, tough, and smell at a distance of one mile. As a standard action, they can perceive anything within one mile of any source of sound, or any location where one of their names was spoken in the last hour. They can extend their senses to up to two locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 1 hour.

Portfolio Sense: Quavers are aware of event that involves sound and at least 1,000 people.

Automatic Actions: Quavers can use Bluff (Cha), Diplomacy (Cha), Intimidate (Cha), and Perform (Cha) as free actions if the DC for the task is 15 or lower. They can perform up to two such free actions each round.

Create Magic Items: Quavers can create any type of magical item involving sound, as long as the item's market price does not exceed 4,500 gp.
NOTES: +1 on all ability checks, caster level checks, and turning checks.

Tonal (Crotchet)
Huge Outsider
Divine Rank: 5
Hit Dice: 25d8+75 (275 hp)
Initiative: +15 (+11 Dex, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 280 ft. (perfect)
AC: 39 (-2 size, +11 Dex, +5 divine, +9 natural, +6 deflection)
Attacks: Slam +26 melee
Damage: Slam 1d4+5
Face/Reach: 25 ft. by 25 ft./0 ft.

Special Attacks: Sonic burst in 50 foot radius for 5d8 damage, Fort save (DC 18) for half; control 5 sonic creatures per day, Will save (DC 21) to resist, up to 50 at one time.

Special Qualities: Divine immunities; DR 40/+4; fire resistance 25, sonic resistance 25; understand, speak, and read all languages and speak directly to all beings within five miles; godly realm (500 ft.); remote communication; teleport without error at will; SR 37; divine aura (50 ft., DC 21).

Saves: Fort +16, Ref +32, Will +18.

Abilities: Str 21, Dex 32, Con 16, Int 22, Wis 21, Cha 22.

Skills: Animal Empathy +18, Bluff +13, Concentration +20, Diplomacy +18, Intimidate +18, 

Listen +51, Move Silently +28, Perform (sing) +67, Sense Motive +16, Spot +19.

Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility.

Divine Immunities: Ability damage, ability drain, acid, cold, death effects, disintegration, disease, electricity, energy drain, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation..

Salient Divine Abilities: Control Creatures (sonic), Divine Skill Focus (listen), Divine Skill Focus (perform), Energy Burst (sonic), Increased Energy Resistance (sonic), Supreme Initiative.

Domain Powers: 5/day use calm emotions as a spell-like ability. +2 on Diplomacy checks. Cast law spells at +1 level. As a free action, protect 6 creatures within 10 feet with a +4 dodge bonus to AC for 5 rounds.

Spell-Like Abilities: Crotchets use these abilities as a 15th-level caster, 16th for law. The save DC is 21 + spell level. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
As demigods, crotchets treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Crotchets are immortal.

Senses: Crotchets can see, hear, tough, and smell at a distance of five miles. As a standard action, they can perceive anything within five miles of any source of sound, or any location where one of their names was spoken in the last hour. They can extend their senses to up to two locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 5 hours.

Portfolio Sense: Crotchets are aware of event that involves sound and at least 1,000 people.

Automatic Actions: Crotchets can use Bluff (Cha), Diplomacy (Cha), Intimidate (Cha), and Perform (Cha) as free actions if the DC for the task is 15 or lower. They can perform up to two such free actions each round.

Create Magic Items: Crotchets can create any type of magical item involving sound, as long as the item's market price does not exceed 4,500 gp.
NOTES: +5 on all ability checks, caster level checks, and turning checks.

Tonal (Minim)
Huge Outsider
Divine Rank: 8
Hit Dice: 28d8+84 (308 hp)
Initiative: +19 (+15 Dex, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 280 ft. (perfect)
AC: 54 (-2 size, +15 Dex, +8 divine, +14 natural, +9 deflection)
Attacks: Slam +32 melee, or divine blast +42 ranged touch
Damage: Slam 1d4+5 or divine blast 17d12
Face/Reach: 28 ft. by 28 ft./0 ft

Special Attacks: Sonic burst in 80 foot radius for 8d8 damage, Fort save (DC 21) for half; control 8 sonic creatures per day, Will save (DC 27) to resist, up to 80 at one time; 12/day divine blast 8 miles.

Special Qualities: Divine immunities; DR 43/+4; fire resistance 28, sonic immunity; understand, speak, and read all languages and speak directly to all beings within eight miles; godly realm (1 mile); remote communication; plane shift at will, teleport without error at will; SR 40; divine aura (800 ft., DC 27). 6/day as free action create shield that lasts 10 minutes and stops 80 points of damage.

Saves: Fort +20, Ref +41, Will +24.

Abilities: Str 21, Dex 40, Con 17, Int 26, Wis 24, Cha 29.

Skills*: Animal Empathy +24, Bluff +23, Concentration +23, Diplomacy +25, Intimidate +25, Listen +60, Move Silently +53, Perform (sing) +79, Sense Motive +25, Spot +24. *may take 10 on any check, provided they need to make a check at all.

Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility, Spring Attack.

Divine Immunities: Ability damage, ability drain, acid, banishment, cold, death effects, disintegration, disease, electricity, energy drain, imprisonment, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation..

Salient Divine Abilities: Control Creatures (sonic), Divine Blast, Divine Shield, Divine Skill Focus (listen), Divine Skill Focus (move silently), Divine Skill Focus (perform), Energy Burst (sonic), Extra Energy Immunity (sonic), Increased Energy Resistance (sonic), Supreme Initiative.

Domain Powers: 8/day use calm emotions as a spell-like ability. +2 on Diplomacy checks. Cast law spells at +1 level. As a free action, protect 9 creatures within 10 feet with a +4 dodge bonus to AC for 8 rounds.

Spell-Like Abilities: Minims use these abilities as a 18th-level caster, 19th for law. The save DC is 27 + spell level. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
As lesser deities, minims treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Minims are immortal.

Senses: Minims can see, hear, tough, and smell at a distance of eight miles. As a standard action, they can perceive anything within eight miles of any source of sound, or any location where one of their names was spoken in the last hour. They can extend their senses to up to five locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 8 hours.

Portfolio Sense: Minims are aware of event that involves sound and at least 500 people.

Automatic Actions: Minims can use Bluff (Cha), Diplomacy (Cha), Intimidate (Cha), and Perform (Cha) as free actions if the DC for the task is 20 or lower. They can perform up to five such free actions each round.

Create Magic Items: Minims can create any type of magical item involving sound, as long as the item's market price does not exceed 30,000 gp.
NOTES: +8 on all ability checks, caster level checks, and turning checks.

Tonal (Semibreve)
Gargantuan Outsider
Divine Rank: 13
Hit Dice: 33d8+165 (429 hp)
Initiative: +23 (+19 Dex, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 320 ft. (perfect)
AC: 71 (-4 size, +19 Dex, +13 divine, +21 natural, +12 deflection)
Attacks: Slam +40 melee, or divine blast +52 ranged touch
Damage: Slam 1d6+7 or divine blast 25d12
Face/Reach: 33 ft. by 33 ft./0 ft.

Special Attacks: Sonic burst in 130 foot radius for 13d8 damage, Fort save (DC 28) for half; energy storm in 130 foot radius for 13 sonic and 13 holy damage per round and prevents missile attacks; control 13 sonic creatures per day, Will save (DC 35) to resist, up to 130 at one time; 15/day divine blast 13 miles at 65 targets within 13 miles of each other, or 650 foot radius burst; 13/day when the semibreve sings as a full-round action, 13 creatures within 130 ft. are calmed, slept, killed, or enraptured on a failed Will save (DC 35).

Special Qualities: Divine immunities; DR 48/+4; fire resistance 33, sonic immunity; understand, speak, and read all languages and speak directly to all beings within thirteen miles; godly realm (10 miles); remote communication; plane shift at will, teleport without error at will; SR 45; divine aura (13,000 ft., DC 35). 8/day as free action create shield of 13 ft. radius that lasts 10 minutes and stops 130 points of damage, placed anywhere within sight and optionally mobile; hear 130 ft. through solid barriers, 1,300 ft. through nonsolid barriers, and into areas of magical silence.

Saves: Fort +29, Ref +52, Will +34.

Abilities: Str 25, Dex 48, Con 20, Int 31, Wis 30, Cha 34.

Skills*: Animal Empathy +32, Bluff +33, Concentration +30, Diplomacy +58, Intimidate +35, Listen +77, Move Silently +67, Perform (sing) +97, Sense Motive +35, Spot +33. *may take 10 on any check, provided they need to make a check at all.

Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes.

Divine Immunities: Ability damage, ability drain, acid, banishment, cold, death effects, disintegration, disease, electricity, energy drain, imprisonment, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation..

Salient Divine Abilities: Area Divine Shield, Control Creatures, Divine Blast, Divine Shield, Divine Skill Focus (diplomacy), Divine Skill Focus (listen), Divine Skill Focus (move silently), Divine Skill Focus (perform), Energy Burst (sonic), Energy Storm (sonic), Extra Energy Immunity (sonic), Extra Sense Enhancement (hearing), Increased Energy Resistance (sonic), Irresistable Performance, Mass Divine Blast, Supreme Initiative.

Domain Powers: 13/day use calm emotions as a spell-like ability. +2 on Diplomacy checks. Cast law spells at +1 level. As a free action, protect 12 creatures within 10 feet with a +4 dodge bonus to AC for 13 rounds.

Spell-Like Abilities: Semibreves use these abilities as a 23rd-level caster, 24th for law. The save DC is 35 + spell level. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
As intermediate deities, semibreves automatically receive a die result of 20 on any check. They treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Semibreves are immortal.

Senses: Semibreves can see, hear, tough, and smell at a distance of thirteen miles. As a standard action, they can perceive anything within thirteen miles of any source of sound, or any location where one of their names was spoken in the last hour. They can extend their senses to up to ten locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 13 hours.

Portfolio Sense: Semibreves are aware of event that involves sound, 13 weeks into the past.

Automatic Actions: Semibreves can use Bluff (Cha), Diplomacy (Cha), Intimidate (Cha), and Perform (Cha) as free actions if the DC for the task is 25 or lower. They can perform up to ten such free actions each round.

Create Magic Items: Semibreves can create any type of magical item involving sound, as long as the item's market price does not exceed 200,000 gp (any nonartifact).
NOTES: +13 on all ability checks, caster level checks, and turning checks.

Tonal (Breve)
Gargantuan Outsider
Divine Rank: 18
Hit Dice: 38d8+228 (532 hp)
Initiative: +24 (+20 Dex, +4 improved initiative)(always first due to supreme initiative)
Speed: Fly 320 ft. (perfect)
AC: 91 (-4 size, +20 Dex, +18 divine, +28 natural, +19 deflection)
Attacks*: Slam +49 melee, or divine blast +62 ranged touch. *always scores a 20 on the attack roll. Roll the die to determine critical
Damage: Slam 1d6+7 (13 damage) or divine blast 37d12
Face/Reach: 38 ft. by 38 ft./0 ft.

Special Attacks: Sonic burst in 180 foot radius for 18d8 damage, Fort save (DC 34) for half; energy storm in 180 foot radius for 18 sonic and 18 holy damage per round and prevents missile attacks; control 18 sonic creatures per day, Will save (DC 47) to resist, up to 180 at one time; 22/day divine blast 18 miles at 90 targets within 18 miles of each other, or 900 foot radius burst; 18/day when the breve sings as a full-round action, 18 creatures within 180 ft. are calmed, slept, killed, or enraptured on a failed Will save (DC 47).

Special Qualities: Divine immunities; DR 53/+4; fire resistance 38, sonic immunity; understand, speak, and read all languages and speak directly to all beings within eighteen miles; godly realm (# miles); remote communication; plane shift at will, teleport without error at will; SR 70; divine aura (18 miles, DC 47). 9/day as free action create shield of 18 ft. radius that lasts 10 minutes and stops 180 points of damage, placed anywhere within sight and optionally mobile; hear 180 ft. through solid barriers, 1,800 ft. through nonsolid barriers, and into areas of magical silence; act as if hasted up to 180 nonconsecutive rounds per day; move once as free action each round; cannot be surprised or flanked except by a deity of higher rank; 68% miss chance; inspire up to 18 creatures per day with courage, despair, dread, frenzy, hope, rage, or love and desire, Will save to avoid (DC 47).

Saves: Fort +36, Ref +61, Will +43.

Abilities: Str 25, Dex 50, Con 22, Int 35, Wis 34, Cha 48.

Skills*: Animal Empathy +44, Bluff +45, Concentration +37, Diplomacy +80, Intimidate +47, Listen +91, Move Silently +78, Perform (sing) +119, Sense Motive +48, Spot +40. *may take 20 on any check, provided they need to make a check at all.

Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility.

Divine Immunities: Ability damage, ability drain, acid, banishment, cold, death effects, disintegration, disease, electricity, energy drain, imprisonment, massive damage, mind-affecting effects, paralysis, poison, sleep, stunning, transmutation..

Salient Divine Abilities: Area Divine Shield, Battlesense, Control Creatures, Divine Blast, Divine Celerity, Divine Dodge, Divine Inspiration, Divine Shield, Divine Skill Focus (diplomacy), Divine Skill Focus (listen), Divine Skill Focus (move silently), Divine Skill Focus (perform), Energy Burst (sonic), Energy Storm (sonic), Extra Energy Immunity (sonic), Extra Sense Enhancement (hearing), Free Move, Increased Energy Resistance (sonic), Increased Spell Resistance, Irresistable Performance, Mass Divine Blast, Supreme Initiative.

Domain Powers: 18/day use calm emotions as a spell-like ability. +2 on Diplomacy checks. Cast law spells at +1 level. As a free action, protect 19 creatures within 10 feet with a +4 dodge bonus to AC for 18 rounds.

Spell-Like Abilities: Breves use these abilities as a 28th-level caster, 29th for law. The save DC is 47 + spell level. All spells have maximum effect. Bless, calm emotions, dictum, dispel chaos, helping hand, heroes’ feast, hold monster, imbue with spell ability, magic circle against chaos, mass heal, miracle, order’s wrath, prayer, prismatic sphere, protection from chaos, protection from spells, Rary’s telepathic bond, refuge, shield of law, shield other, status, summon monster IX (law only).
Other Divine Powers
As greater deities, breves automatically receive a die result of 20 on any check. They treat a 1 on a saving throw or attack roll normally and not as an automatic failure. Breves are immortal.

Senses: Breves can see, hear, tough, and smell at a distance of eighteen miles. As a standard action, they can perceive anything within eighteen miles of any source of sound, or any location where one of their names was spoken in the last hour. They can extend their senses to up to twenty locations at once. They can block the sensing power of deities of their rank or lower at up to two remote locations at once for 18 hours.

Portfolio Sense: Breves are aware of event that involves sound, 18 weeks into the past and future.

Automatic Actions: Breves can use Bluff (Cha), Diplomacy (Cha), Intimidate (Cha), and Perform (Cha) as free actions if the DC for the task is 30 or lower. They can perform up to twenty such free actions each round.

Create Magic Items: Breves can create any type of magical item involving sound, including artifacts.
NOTES: +18 on all ability checks, caster level checks, and turning checks. All checks have the best possible result.


Tonal (Semiquaver)

Large Elemental (sonic)

Hit Dice: 

15d8 (67 hp)

Initiative: 

+7 (Dex, improved initiative)

Speed:


Fly 480 ft. (perfect)

AC:


12 (-1 size, +3 Dex)

Attacks:


Slam +11 melee

Damage:

Slam 1d3+1

Face/Reach:

15 ft. by 15 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +5, Ref +14, Will +6

Abilities:

Str 13, Dex 16, Con 11, Int 14, Wis 13, Cha 12

Skills:


Animal Empathy +5, Bluff +3, Concentration +4, Diplomacy +5, Intimidate +5, Listen 

+21, Move Silently +15, Perform (sing) +35, Sense Motive +5, Spot +7

Feats:


Alertness, Improved Initiative, Lightning Reflexes

Climate/Terrain:

Heaven

Organization:

Choir (2-64, always even)

Challenge Rating:
7

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonal (Quaver)

Huge Elemental (sonic)

Hit Dice: 

20d8 (110 hp)

Initiative: 

+10 (Dex, improved initiative)

Speed:


Fly 240 ft. (perfect)

AC:


16 (-2 size, +6 Dex, +2 natural)

Attacks:


Slam +16 melee

Damage:

Slam 1d4+3

Face/Reach:

20 ft. by 20 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +7, Ref +20, Will +9

Abilities:

Str 17, Dex 23, Con 13, Int 18, Wis 17, Cha 16

Skills:


Animal Empathy +10, Bluff +5, Concentration +10, Diplomacy +9, Intimidate +10, 

Listen +24, Move Silently +18, Perform (sing) +38, Sense Motive +7, Spot +10

Feats:


Alertness, Dodge, Improved Initiative, Lightning Reflexes

Climate/Terrain:

Heaven

Organization:

Choir (2-32, always even)

Challenge Rating:
10

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonal (Crotchet)

Huge Elemental (sonic)

Hit Dice: 

25d8 (187 hp)

Initiative: 

+15 (Dex, improved initiative)

Speed:


Fly 120 ft. (perfect)

AC:


23 (-2 size, +11 Dex, +4 natural)

Attacks:


Slam +21 melee

Damage:

Slam 1d4+5

Face/Reach:

25 ft. by 25 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +11, Ref +27, Will +13

Abilities:

Str 21, Dex 32, Con 16, Int 22, Wis 21, Cha 22

Skills:


Animal Empathy +13, Bluff +8, Concentration +15, Diplomacy +13, Intimidate +13, 

Listen +31, Move Silently +23, Perform (sing) +47, Sense Motive +11, Spot +14

Feats:


Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility

Climate/Terrain:

Heaven

Organization:

Choir (2-16, always even)

Challenge Rating:
13

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonal (Minim)

Huge Elemental (sonic)

Hit Dice: 

28d8 (201 hp)

Initiative: 

+19 (Dex, improved initiative)

Speed:


Fly 60 ft. (perfect)

AC:


29 (-2 size, +15 Dex, +6 natural)

Attacks:


Slam +24 melee

Damage:

Slam 1d4+5

Face/Reach:

28 ft. by 28 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +12, Ref +33, Will +16

Abilities:

Str 21, Dex 40, Con 17, Int 26, Wis 24, Cha 29

Skills:
Animal Empathy +16, Bluff +15, Concentration +15, Diplomacy +17, Intimidate +17, Listen +34, Move Silently +27, Perform (sing) +53, Sense Motive +17, Spot +16

Feats:


Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility, Spring Attack

Climate/Terrain:

Heaven

Organization:

Choir (2-8, always even)

Challenge Rating:
15

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonal (Semibreve)

Gargantuan Elemental (sonic)

Hit Dice: 

33d8 (304 hp)

Initiative: 

+23 (Dex, improved initiative)

Speed:


Fly 30 ft. (perfect)

AC:


33 (-4 size, +19 Dex, +8 natural)

Attacks:


Slam +27 melee

Damage:

Slam 1d6+7

Face/Reach:

33 ft. by 33 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +16, Ref +39, Will +21

Abilities:

Str 25, Dex 48, Con 20, Int 31, Wis 30, Cha 34

Skills:
Animal Empathy +19, Bluff +20, Concentration +17, Diplomacy +22, Intimidate +22, Listen +41, Move Silently +31, Perform (sing) +61, Sense Motive +22, Spot +20

Feats:


Alertness, Dodge, Improved Initiative, Lightning Reflexes

Climate/Terrain:

Heaven

Organization:

Choir (2-4, always even)

Challenge Rating:
18

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonal (Breve)

Gargantuan Elemental (sonic)

Hit Dice: 

38d8 (390 hp)

Initiative: 

+24 (Dex, improved initiative)

Speed:


Fly 15 ft. (perfect)

AC:


36 (-4 size, +20 Dex, +10 natural)

Attacks:


Slam +31 melee

Damage:

Slam 1d6+7

Face/Reach:

38 ft. by 38 ft./0 ft.

Special Attacks:

Sonic blast

Special Qualities:

Damage reduction -/-, slip silence

Saves:


Fort +18, Ref +43, Will +25

Abilities:

Str 25, Dex 50, Con 22, Int 35, Wis 34, Cha 48

Skills:
Animal Empathy +26, Bluff +27, Concentration +19, Diplomacy +34, Intimidate +29, Listen +45, Move Silently +32, Perform (sing) +73, Sense Motive +30, Spot +22

Feats:


Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility

Climate/Terrain:

Heaven

Organization:

Solitary or duet (1-2)

Challenge Rating:
21

Treasure:

None

Alignment:

Usually lawful good

Advancement:

Impossible

Tonals communicate in a unique fashion using light and colour. They have unbeatable damage reduction and are not subject to ability damage or ability drain. They use their slam attacks in only the most dire of circumstances. Tonals have a +8 racial modifier to Listen and Move Silently, and a +20 racial bonus to Perform checks. As elementals, tonals are immune to poison, sleep, paralysis, and stunning, are not subject to critical hits or flanking, and have darkvision of 60 feet. Those rare tonals that are not lawful good are often chaotic evil, and usually cacophonous.

Combat

Slip Silence (Su): tonals can never be the centre or target of silence effect, though they can be silences if within the area of effect of a silence spell. 

Sonic Blast (Ex): this attack of sonic energy radiates in all directions to a radius the tonal’s HD in feet, extending from the edges of the creatures body. It does 2 points of damage for semiquavers, 4 for quavers, 8 for crotchets, 16 for minims, 32 for semibreves, and 64 for breves. A successful Fortitude save (DC 18 + ½ HD + Cha bonus) reduces the damage by half. Tonals can use this power at will in any environment, including a vacuum.

Phoenix
Quasi-deity
Home Plane: Elysium
Alignment: Neutral Good
Domains: Flame, Good, Healing
 
Similar to a peacock, though larger and with a longer beak, the phoenix is bright violet, scarlet, crimson, and flaming orange in colour. Its beak and claws are of blue-violet, and its eyes are a deep, glowing ruby colour.
Phoenixs have no followers, as they do not acknowledge worshippers.


Phoenix
Medium-sized Outsider (Fire, Good)
Divine Rank: 0
Hit Dice: 20d8+40 (200 hp)
Initiative: +8 (+4 Dex, +4 improved initiative)
Speed: Fly 200 ft. (poor)
AC: 28 (+4 Dex, +9 natural, +5 deflection)
Attacks: Slam +20 melee, 2 claws +15 melee
Damage: Beak 2d6, claws 1d8
Face/Reach: 5 ft. by 5 ft./5 ft.

Special Qualities: Divine immunities; DR 35/+4; fire resistance 20; SR 32.

Saves: Fort +14, Ref +16, Will +17.

Abilities: Str 10, Dex 18, Con 15, Int 18, Wis 21, Cha 21.

Skills: Animal Empathy +25, Concentration +22, Diplomacy +25, Intimidate +25, Listen +27, Knowledge (arcana) +24, Knowledge (history) +24, Knowledge (nature) +24, Perform +25, Sense Motive +25, Spellcraft +24, Spot +27.

Feats: Alertness, Combat Casting, Dodge, Improved Initiative, Mobility.

Divine Immunities: Ability damage, ability drain, energy drain, mind-affecting effects, transmutation.

Spell-Like Abilities: Phoenixs use these abilities as a 10th-level caster. The save DC is 15 + spell level. Aid, animate fire, blade barrier, burning hands, cure critical wounds, cure light wounds, cure moderate wounds, cure serious wounds, dispel evil, fire breath, fire seeds, fire storm, heal, healing circle, holy aura, holy smite, holy word, incendiary cloud, internal fire, magic circle against evil, mass heal, produce flame, protection from evil, regenerate, summon monster IX (good only), true resurrection, wall of fire.
Other Divine Powers
Phoenixs are immortal.


Phoenix

Medium-sized Outsider (Fire, Good)

Hit Dice: 

20d8+40 (130 hp)

Initiative: 

+8 (Dex, improved initiative)

Speed:


15 ft., fly 100 ft. (poor)

AC:


23 (+4 Dex, +9 natural)

Attacks:


1 slam +20 melee, 2 claws +15 melee

Damage:

Beak 2d6, claws 1d8

Face/Reach:

5 ft. by 5 ft./5 ft.

Special Attacks:

Spell-like abilities, call, dance, immolation

Special Qualities:
Damage reduction 25/+3, SR 25, keen senses, planar attunement, uncanny dodge, psionics, comb, hemopyric, magic circle against evil, wing

Saves:


Fort +14, Ref +16, Will +17

Abilities:

Str 10, Dex 18, Con 15, Int 18, Wis 21, Cha 21

Skills:
Animal Empathy +25, Concentration +22, Diplomacy +25, Intimidate +25, Listen +27, Knowledge (arcana) +24, Knowledge (history) +24, Knowledge (nature) +24, Perform +25, Sense Motive +25, Spellcraft +24, Spot +27

Feats:


Alertness, Combat Casting, Dodge, Improved Initiative, Mobility

Climate/Terrain:

Kara-Tur

Organization:

Solitary or flight (2-4)

Challenge Rating:
15

Treasure:

Special

Alignment:

Always neutral good

Advancement:

21-40 HD (Large)

Similar to a peacock, though larger and with a longer beak, the phoenix is bright violet, scarlet, crimson, and flaming orange in colour. Its beak and claws are of blue-violet, and its eyes are a deep, glowing ruby colour. Its beak, claws, and eyes command an average of 5,000 gp value each.

A phoenix speaks Auran. It otherwise communicates by limited (10-foot range) telepathy understandable by all creatures, even those that normally do not possess a language.

While the phoenixs of Kara-Tur are simply native outsiders, the phoenixs of the outer planes contain a divine spark, and are rank 0 deities. As these phoenixs gain HD, they gain divine ranks at the same rate.

Combat

Fire Subtype (Ex): Immune to fire, double damage from cold on failed saving throw.

Keen Senses (Ex): Phoenixes have low-light vision, 120-foot darkvision, and continuous detect magic, detect evil

Planar Attunement (Ex): Phoenixs are unharmed by their environment as if they had a permanent avoid planar effects spell. In addition, they can travel to the ethereal plane or the astral plane as a move-equivalent action, provided the destination plane is coterminous or coexistant with the current plane.

Uncanny Dodge (Ex): A phoenix is never flat-footed and retains their Dexterity bonus to AC even when flanked.

Psionics (Ex/Sp): While a phoenix has no psionic attack forms, it does have unbeatable PR. In addition, it has the following psionic abilities with a 20th-level manifester level: body adjustment 1/day, energy barrier 3/day, matter agitation 3/day, probability travel 1/week.

Spell-Like Abilities (Sp): A phoenix uses the following as a 20th-level sorceror (save DC 15 + spell level), at will unless otherwise noted: affect normal fires, audible glamer, blink, blindness, blur, call woodland beings 1/day, control temperature, colour spray 3/day, continual light, dancing lights, duo-dimension 1/day, find the path 1/day, find traps, fire charm, fire quench 1/day, fire seeds 1/day, fire shield, fire storm 1/day, heat metal 3/day, improved invisibility, incendiary cloud 1/week, misdirection, neutralize poison 1/day, polymorph self 3/day, produce fire, pyrotechnics, reincarnate 1/day, remove curse, remove fear, snake charm, veil 1/day, wall of fire 1/day.

Call (Su): The phoenix needs only to spread its wings and voice a call (standard action) to cast a suberb dispelling as a 40th-level sorceror.

Comb (Su): The touch of the phoenixs comb can cure disease.

Dance (Su): As a full round action the phoenix can dance, creating a break enchantment as a 40th-level sorceror (ignoring the normal maximum of +15 to the roll).

Hemopyric (Su): When hard-pressed, the phoenix is able to cause spilled droplets of its own blood to act as fire seeds of the holly berry type, 1 being created for every 5 points of piercing or slashing damage taken by the phoenix.

Immolation (Su): By destroying themselves in a burst of flame, a phoenix can create a 40th-level combined fire storm (40d6) and incendiary cloud, even if it has used these spell-like abilities previously. Fire resistance works normally against this effect, but fire immunity (from type, class ability, spell, or otherwise) fails. This power leaves behind a gem-like egg from which a new phoenix will arise in 20 days.

Magic Circle Against Evil (Su): A magic circle against evil always surrounds a phoenix, identical with the spell cast by a 20th-level sorceror. The effect can be dispelled, but the phoenix can renew it on their turn as a free action.

Wing (Su): A phoenix may cure light wounds any creature touched with its wings, 1/day for each wing per creature.

