
Foulspawn Seer CR 9
LE Medium Aberration 
Initiative: +6; Senses: Darkvision 60 ft., Low-light Vision Alignment  
Defense 
AC: 18, Flat-Footed: 16, Touch: 12 
(+2 dexterity, +6 natural) 
HP: 90 (12d8+36)   DR: None 
Fort: +9, Ref: +6, Will: +9  SR: None 
Resistances: None 
Immunities: Mind-affecting effects 
Defensive Abilities: Foul Insight 
Offense 
Base Attack Bonus: +8; Grapple: +6; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft. 
Melee: Twisted Staff +7/+2 (1d6-1 plus Repulsion) or Twisted Staff 
+7/+2 (Repulsion; touch attack) 
Special Abilities: Distortion Blast, Reactive Teleportation, Seer’s 
Curse, Warp Orb 
Tactics 
During Combat: During combat, foulspawn seers prefer to remain in 
the background where they may safely hurl their warp orbs at nearby 
enemies. Should a foulspawn seer be forced into melee combat, he will 
attempt to hurl foes away with his repulsion ability. 
   Foul spawn seers typically employ their combat expertise feat to its 
maximum benefit to gain a +5 dodge bonus to armor class at the cost of 
a -5 penalty to attack rolls. 
Morale: A foulspawn seer views its life to be of greater worth than 
anything else and will flee from combat if reduced to 30 or fewer hit 
points. If retreat is impossible, foulspawn seers are not above attempting 
to barter their way out of a dangerous situation. 
Statistics 
STR 7 (-2) DEX 14 (+2) CON 17 (+3) 
INT 15 (+2) WIS 13 (+1) CHA 22 (+6) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Ability Focus (Distortion Blast), Combat Expertise, Combat 
Reflexes, Great Fortitude, Improved Initiative 
Skills: Diplomacy +21 (15 ranks, +6 Cha), Intimidate +21 (15 ranks, +6 
Cha), Knowledge (Dungeoneering) +17 (15 ranks, +2 Int), Sense Motive 
+16 (15 ranks, +1 Wis) 
Languages: Common, Fellspawn, Undercommon 
SQ: Aberration Traits, Light Sensitivity 
Combat Gear: None 
   Other Gear: Twisted staff (+1 quarterstaff) 
Ecology 
Environment: Any underground 
Organization: Solitary, pair, peacekeeper squad (1 foulspawn seer, 2-6 
foulspawn hulks), war party (2-5 foulspawn seers, 5-30 foulspawn grues, 
and 4-16 foulspawn hulks) 
Treasure: Double standard 
Special Abilities 
   Distortion Blast (Su): As a full-round action, the foulspawn seer can 
conjure a large blast of chaos energy to defeat his foes; the foulspawn 
seer chooses a point within 120 feet of its current position, all creatures 
within 30 feet of the point suffer 5d6 points of force damage and are 
dazed for 1 round. A successful fortitude save (DC 24) halves the 
damage and negates the dazing effect. 
   The save DC is Charisma-based. The save DC is increased by +2 due 
to the foulspawn seer possessing the Ability Focus (Distortion Blast) 
feat. 
   Foul Insight (Su): All allies within 50 feet of the foulspawn seer gain 
a +2 insight bonus to saving throws and attack rolls. The foulspawn seer 
also benefits from this ability. 
   Light Sensitivity (Ex): Foulspawn are dazzled when in bright sunlight 
or within the radius of a daylight spell. 
   Reactive Teleportation (Su): At the beginning of an ally’s turn, the 
foulspawn seer may, as an immediate action, teleport that ally up to 50 
feet; at the beginning of the foulspawn seer’s next turn, the foulspawn 
seer then teleports 30 feet. A foulspawn seer may employ this ability 
once per day. 
 

   Repulsion (Su): Any creature struck or touched by the foulspawn 
seer’s twisted staff is flung 2d4x5 feet in a direction of the foulspawn 
seer’s choosing. An enemy flung into a solid object (such as a wall) 
suffers 1d6 points of damage for every 10 feet worth of movement that 
remained before striking the object. Being thrown by this ability does 
not draw attacks of opportunity. 
   Seer’s Curse (Su): As a standard action, a foulspawn seer may levy a 
dangerous curse upon its enemies; a chosen enemy within 60 feet of the 
foulspawn seer must succeed on a will save (DC 22) or suffer 2d6 points 
of additional damage from melee attacks made by aberrations for 1d4+1 
rounds. A foulspawn seer may employ this ability twice per day. 
   The save DC is Charisma-based. 
   Warp Orb (Su): As a standard action, the foulspawn seer may hurl a 
sphere of mind-rending madness at a target within 50 feet. The 
foulspawn seer must make a ranged touch attack to hit his target and, if 
successful, deals 2d6 points of force damage to the struck creature; in 
addition, a creature struck by the warp orb must succeed on a will save 
(DC 22) or become dazed for 1d4 rounds. 
   The save-DC is Charisma based. 
 
   A gray-skinned and bloated humanoid stands before you; its eyes are 
pools of pitch blackness and you can see runes and markings etched 
across the hide of its body. A piece of heavy cloth wrapped around its 
waist is the only clothing worn by the creature and in its hands it carries 
a grisly staff that looks to be crafted from the bones of other humanoids. 
 
   The foulspawn are a race of depraved and psychotic monstrosities 
from beyond the material plane. Where they come from or what their 
purpose is, no one knows, the only thing known for sure about their race 
as a whole is that they have no compunctions about slaughtering 
anything they come across. 
   Foulspawn are typically encountered deep underground on the material 
plane. Their eyes are not properly suited to daylight and so they often go 
out of their way to settle in areas far from the sun. 
   Foulspawn seers are the unquestioned leaders and keepers of lore of 
the foulspawn race as a whole. Their powerful seemingly-magical 
abilities grant them great status in foulspawn society and it is rare that 
any member of the race go against an order given by a seer. 
   Powerful foulspawn seers have been known to take sorcerer and 
wizard levels to further augment their natural powers. 
   Foulspawn of all types speak their own language and those possessing 
an intelligence of 12 or higher typically also speak common. 
 
Lore 
   A successful knowledge (dungeoneering) check will reveal the 
following information about a foulspawn seer: 
DC 22 This is a foulspawn seer, a false magician and leader of the 

foulspawn. This reveals all aberration traits. 
DC 27 Foulspawn seers are capable of hurling orbs composed of raw 

energy from the plane of madness, those struck by them are 
often dazed for short periods of time. 

DC 32 The touch of a foulspawn seer’s staff has been known to send 
creatures flying backwards. 

 
 


