
KNOWER

Medium Fey

Hit Dice: 1d6-4 (1)

Initiative: +2 (+4 Improved initiative ‑2 Dex)

Speed: 15 ft

AC: 20 (‑2 Dex, +12 dodge)

Attacks: Unarmed +8 (‑2 Str, +10 Insight)

Damage: 1d4‑2 subdual

Face/Reach: 5 ft. by 5 ft. /5 ft.

Special Qualities: Beyond Sight, Detection, Spell-like Abilities, Improved Evasion, Sleepless, Flawless Dodge 

Saves: Fort ‑1, Ref +18, Will +7

Abilities: Str 6, Dex 6, Con 5, Int 14, Wis 20, Cha 14

Skills: Alchemy +6, Appraise +5, Knowledge (any three) +11, Scry +33, Spellcraft +12

Feats: Improved Initiative
Climate/Terrain: Any

Organization: Single, Pair (2)

Challenge Rating: 1

Treasure: Standard

Alignment: Always non-evil

Advancement: 2-4 HD (Medium)

These creatures are so infused with divination magic that they are always aware of everything that happens around them. They tend to live in places where nothing ever happens, far away from everything, like mountains or far underground. Although they are weak, they don’t have much to fear from enemies. Their first cause of death is when they just sit in one place until they die.

Knowers can fall in love with other small humanoids or fey, though few species have more than a few that meet a knower’s high demands. When they do, knowers are the most truthful companions in existence, even if rebuked.

Beyond Sight (Ex): Knowers know the shape of everything within a 60-foot radius, but cannot see colour or texture in this way.

Detection (Su): Knowers are constantly under Clairaudience/Clairvoyance, Detect Secret Doors, Detect Magic, Detect Scrying, Detect Thoughts, Foresight, Greater Arcane Sight, See Invisibility, Tongues, and True Seeing.

Sleepless (Ex): Knowers don’t sleep and are immune to sleep effects.

Spell-like Abilities (Sp): They can use Augury, Analyse Dweomer, Arcane Eye, Discern Location, Greater Scrying, Identify, Prying Eyes, Rary’s Telepathic Bond, True Strike and Vision at will. 

Flawless Dodge (Ex): Knowers can’t be flanked, regain Dex bonus to AC when caught flat-footed or attacked by an invisible foe, and have a +12 dodge bonus to AC, a +10 insight bonus to attacks and a +20 insight bonus to reflex saves.

PRESENCE the crossways.














































