Megatama:

A note on elements: For caster level purposes, all Megatama that use caster like abilities are affiliated with an element. Any rank in a Megatama of that element adds to the caster level of the player, but only for that element. There is also an All type, which adds caster levels to all elements. For example: A player takes five levels of fierce, and five levels of angelic healer. He is currently a fifth level fire caster and a fifth level holy caster.

Beast: Has a spiked exterior.

Physical changes: The person who ingests it has his/her skin turn into dark scales that cover their entire exterior.

Note: Due to the massive physical changes the demon goes through when ingesting this Megatama, the demon can only wear light armor after ingesting this Megatama.

Stat Bonuses: +2 Str, +2 Con

Magatsuhi Max: +1 per level. 

HD: d12

BAB: Full

Saves:

F/R/W

1: +2/+0/+0

2: +3/+0/+0

3: +3/+1/+1

4: +4/+1/+1

5: +4/+1/+1

Abilities:

1: Claws: The demon grows claws from their hands, two inches in length, that are razor sharp and made similar to the consistency of steel. The claws deal 1d4Str melee damage. At level 5 Beast Megatama, they deal 1d6+Str.

1: Fast Movement: The demon can move an additional 10ft per round.

2: Spiked Joints: When gaining this ability, the demons joints and spine all grow a large bony protrusion that is sharp to the touch. When grappling, these spikes deal 1d4+Str every round, no matter who is in control.

2: Heel Spike: The demon grows a large spike on both of their heels. When charging, the demon can utilize these spikes to gain +2 damage on a charge attack.

3: Defensive Curl: As the demon has aged and its spines grown, it can now hold a defensive position that makes itself a veritable ball of spikes. When in full defensive mode, any attackers will have to make a reflex save or be dealt 1d6 damage by the bony protrusions.

3: Natural Weapon Focus: The Beast is used to using his/her natural weapons by now, and is quite proficient. He gains +1 to attack rolls when using his/her natural weapons.

4: Sharpened Claws: The Beast’s claws have sharpened to a fine edge through the power of the Megatama. He/She gains an additional +2 to damage when using his/her claws.

4: Power Surge: With this ability, the Beast uses the Magatsuhi he has collected so far to deal an additional 1d6 damage per 5 Magatsuhi used, up to a max of 4d6. This power must be declared before the attack is rolled. This damage bonus only applies to melee attacks.

5: Feast: The Beast can choose to devour a drained demon’s corpse for sustenance. This grants the Beast 1 Magatsuhi per hit die of the dead demon.

5: Bite: The Beast’s teeth have elongated into sharp points, enabling them to be used in combat. The character gains a bite attack that deals 1d4+1/2 Str damage, and counts as a secondary attack (-5 to hit on full attack).

Fierce (Fire Element): Has a bright red aura. 

Physical changes: Skin becomes a dull red, gains a bony look. Hair turns bright red, and gains a warm aura.

Side effects: Prohibited from ingesting any Ice-element Megatama.

Stat Bonuses: +2 Dex, +2 Int

Note: The Fierce is only skilled in Light armor, and all spells suffer from spell failure from medium and higher armor.

Magatsuhi Max: +3 per level

HD: d10

BAB: Full

Saves:

F/R/W

1:  +0/+2/+0

2:  +0/+3/+0

3:  +1/+4/+1

4:  +1/+4/+1


5:  +1/+4/+1

Abilities:

1: Flame Sphere: The demon can form a ball of fire in his hand, and throw it at a foe. The user must make a ranged touch attack in order to hit their foe, and the sphere does 1d6 with a reflex save for half. For each level past the first in the Fierce Megatama, the sphere gains 1d6 damage. Max range is 100ft + 5ft per caster level. Costs 4 Magatsuhi. Full round action.

1: Spiked Knuckles: The demon’s hands have grown a small set of spikes over the tough skin of those joints. These allow the demon to deal 1d4+Str when using his fists in melee. These spikes first start as white pointy sections of skin, but as the Megatama advances, they grow over the users forearms, and legs as well, and at level 5 resemble gauntlets and greaves. When inactive, they are ash colored, but the demon can at will heat them, and cause them to glow white with heat. This ability is gained at level 2, and causes the knuckles to deal +1 fire damage. At level 5, it is improved to 1d4. 

2: Reflexes of Fire: Combat Reflexes feat as per 3.5 DnD

2: Speed of the Flame: Dodge as per 3.5 DnD, except that it grants the user +2 ac versus one target.

3: Quick movements: The demon is almost constantly moving in battle, like the flames of a fire. The demon is granted a +2 dodge bonus to ac, which is lost if caught flatfooted.

3: Fists of Fury: The demon gains the feat Two-weapon fighting as in the D20 3.5 SRD. Note that when the demon fights, he/she can use his/her gauntlets and greaves interchangeably in combat.

4: Flame Wall: The demon can drag his finger along the ground, and cause a wall of fire to erupt from the places warmed by his touch. Summons a wall of flame within a 20-foot line, which deals 1d8+Int to all who try to cross it and fail the reflex save. Costs 10 Magatsuhi, and casting is a full round action.

4: Quick striking: The demon has learned to use his speed to his advantage, to strike and retreat before his opponent can react. The demon gains the feat spring attack as in 3.5 DnD core book.

5: Fire resistance: The demon has gained such an affinity to fire that he/she has become resistant to its effects. The player gains fire resistance 5.

5: Fire control: The demon can channel his powers to control flames nearby and cause them to either grow or shrink to a certain degree. The player can use this ability to increase or decrease the size of flames within a 20 foot radius by a factor of two. Each use costs 10 Magatsuhi, only affects a single flame, and takes a full round action.

Frozen Knight (Ice Element): Bluish exterior, cold to the touch.

Physical changes: Hair turns blue, skin gains a pale blue tint to it.

Side effects: Prohibited from joining Fire-Element Megatama

Stat Bonuses: +2 Con, +2 Int

Magatsuhi Max: +3 per level.

HD: d10

BAB: Full

Saves:

F/R/W

1: +2/+0/+0

2: +3/+0/+0

3: +3/+1/+1

4: +4/+1/+1

5: +4/+1/+1

Abilities:

1: Ice blade: The demon summons a blade of ice, similar in size/shape to a long sword, and it has all the same stats except it also deals +1 cold damage. As the demon’s Ice caster level increases, the blade improves. At caster level 5, the +1 bonus is changed to a 1d4 cold damage bonus, and every five levels after that it improves to 1d4. Full round action, Costs 4 Magatsuhi, lasts until the blade melts entirely. If the demon has a weapon symbiote, the ice bonus to damage applies to that weapon as well.

1: Ice armor: The demon summons a suit of ice armor around his/her normal clothing, a few inches thick, that protects him/her from harm. The suit flows as if it weighs nothing, and thus does not encumber the wearer. It adds a +2deflection bonus to the caster. Full round action, Costs 4 Magatsuhi, lasts 1 hour.

2: Ice knives: With this ability, the demon points his hand at a target, and launches one or more small knives made of ice at them. The number of knives increases as the caster level of the demon increases. Each knife deals 1d4 damage. Every two caster levels after the first, the demon gains another knife, to a max of 6 (1 at first level, 2 at third, etc). Full round action, Costs 4 Magatsuhi, range of 100ft + 5 per caster level.

2: Ice Swing: The demon can swing a slashing weapon through the air with this ability, to cause a frozen blade to fly towards their opponent. There must be a straight-line path to the foe for the blade to hit, and it requires a touch attack to deal damage. When the blade hits the foe, it deals the same damage that the weapon would normally, without the strength bonus, and can critical on the weapons range. This ability costs 5 Magatsuhi, and takes a Full round action.

3: Ice Shield: The demon can summon a shield made entirely of ice. The shield behaves like a shield made of more tangible materials, and the summoner can choose any type he/she wishes. The ice has a toughness of 5, and 15 hp. Full round action, 6 Magatsuhi.

3: Improved Shield Bash: The demon gains the benefit of the improved shield bash feat as in the v3.5 d20 SRD.

4: Combat Expertise: The demon gains the benefit of combat expertise, as in the v3.5 d20 SRD.

4: Ice Cone: The user casts the spell cone of cold, as in the v3.5 d20 SRD. The ability costs 6 Magatsuhi.

5: Ice Steed: With this ability the demon can summon a steed made purely out of ice. The caster must be near a body of water large enough to make a steed for his size category, and the casting takes approximately five minutes. Once summoned the steed lasts one day or until destroyed, and has the stats of a war horse of the same size. The only difference is that its hp is determined by the casters Cold caster level, giving the steed 1d4 hp per caster level.

5: Ice resistance: The demon gains cold resistance 5.

Magus (When ingesting this megatama, the user picks an element (cold, fire, electricity, and force), and the megatama counts as that type for caster levels): Multicolored and glowing

Physical changes: A tattoo symbolizing the users chosen element forms on their forehead. As they advance in the Megatama, the tattoo starts to grow down their face and body in an intricate design. At level 5 of the Megatama, the tattoo begins to glow in the dark, providing faint light.

Note: You may take this megatama more than once, but you must choose a different element each time.

Note: All of the Magus’ abilities suffer from spell failure penalties from armor and shields.

Stat Bonuses: +4 Int 

Magatsuhi Max: +5 per level

HD: d4

BAB: Wizard BAB

Saves: 

F/R/W

1:  +0/+0/+2

2:  +0/+0/+3

3:  +1/+1/+3

4:  +1/+1/+4

5:  +1/+1/+4

Abilities:

1: Elemental Darts: As the spell Magic Missle, excepting the spell does damage of the Megatama’s type. Costs 4 Magatsuhi.

1: Elemental Armor: As the spell Mage Armor, except the armor supplies +6 bonus to AC, and is negated by the opposite type (Fire-Ice, Force-Electricity) Costs 4 Magatsuhi.

2: Elemental Hands: As the spell burning hands, except the damage is the same type as the Megatama. Costs 4 Magatsuhi.

2: Shield: As the spell Shield. Costs 4 Magatsuhi.

3: Mirror Image: As the spell Mirror Image Costs 8 Magatsuhi.

3: Lingering Arrow: As the spell Acid Arrow, but deals damage of the element of the Megatama. Costs 8 Magatsuhi.

4: Magatsuhi Surge: Allows the demon to put more power into his/her spell, causing it to deal more damage. This costs 5 Magatsuhi, and adds another dice of damage to the spell cast. Note: If the spell has multiple objects dealing damage (Element Missile for example), the ability only adds the dice to one object. This can only be used once per cast. 

4: Element Sphere: As the spell Flaming sphere, except the spell does the damage type of the Megatama. Costs 8 Magatsuhi.

5: Element Bolt: As the spell Lightning Bolt, except the spell does the damage type of the Megatama. Costs 10 Magatsuhi

5: Element Blast: As the spell Fireball, except the spell does the damage type of the Megatama. Costs 10 Magatsuhi

Shadow (Cursed): A bony Megatama made of shadows.

Physical: The demon’s skin becomes dark, and almost has a wispy quality about his form.

Side Effects: Prohibited from ingesting Holy element Megatama.

Stat Bonuses: +4 Dex

Magatsuhi Max: +3 per level

HD: d6

Note: The Shadow is Skilled only in wearing Light armor, and all spells suffer spell failure from medium and heavy armor and shields.

BAB: Rogue base attack

Saves:

F/R/W

1:  +0/+2/+0

2:  +0/+3/+0

3:  +1/+4/+1

4:  +1/+4/+1


5:  +1/+4/+1

Abilities:

1: Shadow Weapon: The demon can summon a weapon made of shadows to wield against his/her foes. The shadows can take the form of any light one handed weapon. At level 5 of the Megatama, the weapon begins to secrete a poison made of the same shadows, called Shadowxen, which is a wound poison, and deals 1d2 str in primary damage, and has 1d4 str damage secondary. The poison does not affect the demon. Creating the blade costs 4 Magatshuhi, and it lasts until the next day. If the demon has a weapon symbiote, the poison from this ability also applies to that weapon. The poison’s saving throw is 15 Fortitude.

1: Sneak Attack: As sneak attack in the v3.5 d20 SRD, 1d6.

2: Shadow Meld: The demon can meld into a shadowy area, becoming one with it. This ability mimics invisibility, excepting that along with aggressive actions, moving into a non-shadow area will also dispel the invisibility. Costs 5 Magatsuhi, takes a standard action to use.

2: Shadow Wisps: The wisps of shadow around the demons form become more tangible, giving the demon a +1Deflection bonus to armor. This increases at +2 at level 4. This bonus is only given while wearing Light Armor.

3: Sneak Attack: Gains an additional 1d6 to sneak attack.

3: Life Scan: The demon can use this power to glance at the various living beings around him/her, and determine how close each is to the grasp of death. This gives the demon a general idea of how close the enemies are to death, not a specific amount. This ability costs 4 Magatsuhi to use, and takes a standard action.

4: Radiate Fear: Whenever the demon performs a successful sneak attack, he can choose to create an aura of fear from the opponent he/she struck for 3 Magatsuhi. This aura is similar to the fear spell being centered on the foe that was attacked, except instead of a cone, it is in the shape of a 20ft sphere. 

4: Shadow Jump: This ability is exactly like the spell dimension door, except the spell can only start and end in a shadowy area. Costs: 8 Magatsuhi

5: Element Scan: While doing a Life Scan, the demon can choose to use this ability as well, and determine what sort of elemental powers flow around a demon. This allows the demon to see if any foes are resistant to certain elemental powers, vaguely. It costs an additional 4 Magatsuhi over Life scan’s cost, and must be used at the same time. 

5: Sneak Attack: The demon can deal an additional 1d6 damage with sneak attack.

Divine Healer (Holy): Has wings and a soft glow about it.

Physical Changes: The demon grows a small set of white wings on their shoulder blades, insufficient for flight.

Side Effects: Prohibited from ingesting any Cursed element Megatama.

Stat Bonuses: +2 Int, +2 Cha

Magatsuhi Max: +4 Magatsuhi per level

HD: d8

BAB: Cleric

Saves:

F/R/W

1: +2/+0/+2

2: +3/+0/+3

3: +3/+1/+3

4: +4/+1/+4

5: +4/+1/+4

Abilities:

1: Lesser Healing: As the spell Cure Light wounds in v3.5 d20 SRD, Costs 4 Magatsuhi.

1: Divine Shot: A ray of holy energy shoots from the demon’s palm, causing 1d6 damage per caster level (to a max of 5d6) + Int, requiring a ranged touch attack. Any fouls, haunts, nights, or viles hit by this attack must make a will save vs DC 10+ Caster level + Int or suffer double damage. Costs 4 Magatsuhi, Full round Action

2: Bolstering Aura: The demon begins to produce a soothing aura at all times, that gives all of his/her allies a +1 bonus to attack, damage, and saving throws.

2: Sanctuary: The demon gains the spell Sanctuary as in the d20 v 3.5 SRD

3: Medium Healing: As the spell Cure Medium wounds as in the v3.5 d20 SRD, Costs 8 Magatsuhi

3: Divine Sight: With this ability, the demon can see all invisible and ethereal beings within his/her normal sight range. This effect last for 1 hour, costs 5 Magatsuhi, and requires 1 Standard action to cast.

4: Boosted Healing: When using a healing spell, the demon can increase the cost of the spell by half to add another dice of healing to the spell.

4: Divine Wings: The demon with this ability, can cause his/her wings to grow to a size large enough to enable him/her to fly. This ability costs 10 Magatsuhi, and enables a flight speed of 20ft per round, with good maneuverability.

5: Defribilate: A demon that has been drained of life (below –10 hp) but has not yet been drained of Magatsuhi may be revived with this ability. It will bring the demon up to 1 hp, but the demon will be fatigued until they can sleep for 8 hours due to the rigors of the near death experience. This ability costs 20 Magatsuhi, and takes 10 minutes.

5: Exorcism: A demon that has been influenced by ill effects, such as stat loss, level drain, fatigue, poison, or similar symptoms can be cleansed with this ability. The caster must make a roll for each effect against the dc originally used to resist it, using their caster level and Int bonus as bonuses, in order to dispel each effect. This ability costs 20 Magatsuhi, and takes 10 minutes, plus 5 minutes for each effect after the first.

