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Eteleon, the Mentor

Eteleon is a living conduit for the mantis god’s vengeance, 
channeling divine wrath into his sword strikes and 
numbing enemies with his fearsome gaze and spells.

Left in the Crimson Citadel’s care as a baby, Eteleon 
grew up indoctrinated in Achaekek’s faith. However, the 
child never passed the grueling physical tests to become 
like the assassins who raised him, and once he became an 
adult, the leaders sent him to Thuvia to serve as a contact 
and spy. Eteleon served faithfully, and when he overheard 
a mercenary bragging about a stolen sawtooth saber, he 
stalked, confronted, disarmed, and killed the thief by using 
that serrated blade. Returning to the Crimson Citadel, 
Eteleon presented the blade to the assassins, insisting it 
belonged only in the hands of Achaekek’s faithful. At this 
proclamation, the sword glowed with the favor of He Who 
Walks in Blood, and the Red Mantis assassins welcomed 
Eteleon as one of their own.

Eteleon serves with unshakable faith, taking special 
pride in defending Achaekek’s reputation through fear. He 
also remembers the pain of being cast out into a world 
without anyone to guide him, and over the past decade, 
he’s become the recruiter and mentor for many of the 
newest Red Mantis assassins. Occasionally, a hint of 
Eteleon’s heartfelt kindhearted pride shows through his 
fearsomely stoic demeanor.

Kangir: Eteleon knows Kangir only by reputation. 
Might such a notoriously bloodthirsty soul be fit to serve 
Achaekek? She wouldn’t be the strangest disciple 
Eteleon’s mentored...

Teskorbito, Yacob, and Zeah: Eteleon 
recruited and mentored all three assassins—
Teskorbito in Varisia, Yacob in Taldor, and 
Zeah in Rahadoum. By all reports, they’ve 
become accomplished assassins since. However, 
Eteleon’s never partnered with them on an official 
mission before, and he’s eager to witness and support their 
exploits firsthand.
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CLASS FEATURES divine font (harmful), divine spellcasting, doctrine 
(cloistered cleric)

ANCESTRY FEATS Ancestral Longevity, Nimble Elf

CLASS FEATS

SKILL FEATS

Channel Smite, Divine Weapon, Domain Initiate (Zeal), 
Harming Hands

Combat Climber, Group Coercion, Intimidating 
Glare, Quick Coercion

GENERAL FEATS Armor Proficiency

SPELL ATTACK +12, DC 22

FOCUS POINTS 1

CANTRIPS (3rd level, at will) chill touch, detect magic, 
guidance, message, shield

2ND LEVEL heal, invisibility, spiritual weapon

3RD LEVEL blindness, harm (3), heal, heroism

DOMAIN SPELL (3rd level) weapon surge

1ST LEVEL command, ray of enfeeblement, true strike

HIT POINTS

60

ARMOR CLASS

23

REFLEX
+11

FORTITUDE
+11

WILL
+14

WORN lesser antidote, backpack, bullets (10), feather step stone, hunting 
spider venom, +1 leather armor, mantis mask of fear (functions as 
demon mask), scroll of faerie fire, scroll of heal (2nd level), scroll of 
remove fear, scroll of resist energy, ventriloquist’s ring

STORED disguise kit, hourglass (5 minutes), religious text of Achaekek, 5 gp

READY +1 striking sawtooth saber, sling

DECEPTION (T)ACROBATICS (T)
+10 +11+11

ATHLETICS (T)

RELIGION (T)INTIMIDATION (E) 
+13 +9 +12

LEGAL LORE (T)

STEALTH (E)
+13

Eteleon (Cleric 6)

STRENGTH

STR
MODIFIER

14    (+2)

DEXTERITY

DEX
MODIFIER

16   (+3)

CONSTITUTION

CON
MODIFIER

12    (+1)

WISDOM

WIS
MODIFIER

18    (+4)

INTELLIGENCE

INT
MODIFIER

12    (+1)

CHARISMA

CHA
MODIFIER

14   (+2)

ELF (WOODLAND ELF) GUARDANCESTRY BACKGROUND 

35 FEET PERCEPTION

SENSES

+14 (EXPERT)SPEED

LEALIGNMENT

COMMON, ELVEN, OSIRIANILANGUAGES

LOW-LIGHT VISION
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Kangir, the Muscle

Kangir is a ruthless mercenary who shrugs off any 
punishment while skewering foes near and far with her 
trident. Despite her heavy armor, she’s sneaky and subtle 
when it suits her.

Left with only a Gozran holy symbol and a few coins 
after her parents’ deaths at sea, Kangir grew up on 
Absalom’s streets. Her cunning and local knowledge made 
her a favorite guide for merchants and pilgrims—so much 
so that the Bloody Barbers thieves guild recruited her 
to lead hapless travelers into alleys and ambushes. With 
the Barbers, Kangir developed a taste for violence and 
brigandry that launched her career as a mercenary, and 
she’s traveled the Inner Sea to serve countless scoundrels. 
Last month, she returned to Absalom and burgled one 
minor politician’s office and abducted a Petal District 
dignitary, all at the behest of an anonymous patron who 
then, rather than sending the promised payment, tried 
to have her killed! The job’s moral implications didn’t 
bother Kangir (she’s done far worse), but she doesn’t 
suffer betrayal. After interrogating and killing the hapless 
cutthroat, Kangir now knows her mysterious patron’s 
identity: Doatara Kelorbeyan, a noblewoman who lives 
in the Petal District. Conveniently, three Red Mantis 
assassins are also after Doatara, and Kangir’s joined forces 
with them to get her revenge!

Eteleon and Yacob: Kangir doesn’t know these two 
except by the Red Mantis’ reputation—professional, 
lethal, and unlikely to betray her.

Zeah: When a wetwork job in the port city of Manaket 
went wrong years ago, Kangir found herself on the run 
from Rahadoumi law enforcement—led by the young 
detective Zeah. Kangir narrowly escaped justice. She’s 
fascinated by and supportive of Zeah’s transformation 
into a cold killer.
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Kangir (Fighter 6)

CLASS FEATURES Attack of Opportunity, bravery, fighter weapon mastery 
(spears), Shield Block

ANCESTRY FEATS Stonecunning, Unburdened Iron

CLASS FEATS

SKILL FEATS

Aggressive Block, Intimidating Strike, Reactive Shield, 
Revealing Stab

Additional Lore (Warfare Lore), Combat Climber, 
Pickpocket, Quick Repair

GENERAL FEATS Fleet

REFLEX
+12

FORTITUDE
+13

WILL
+12

WORN backpack, moderate bottled lightning, cat’s eye elixir, fear gem 
(affixed to trident), +1 half-plate, lesser healing potion

STORED grappling hook, levered crowbar, repair kit, replacement picks, rope 
(50 feet), thieves’ tools, wooden religious symbol, 5 gp

READY shortsword, minor sturdy shield (with +1 shield boss), +1 returning 
striking trident

MELEE [one-action] shortsword +14 (agile, finesse, versatile S), Damage 1d6+4 piercing

MELEE [one-action] shield boss +15, Damage 1d6+4 bludgeoning

RANGED [one-action] trident +15 (thrown 20 feet), Damage 2d8+4 piercing

RANGED [one-action] bomb +15 (thrown 20 feet), Damage varies

MELEE [one-action] trident +17 (thrown 20 feet), Damage 2d8+4 piercing

CRAFTING (T)ABSALOM LORE (T)
+14 +9+9

ATHLETICS (E)

STEALTH (T)DECEPTION (T) 
+9 +10+9

DIPLOMACY (T)

+11
WARFARE LORE (E)THIEVERY (E)

+12

STRENGTH

STR
MODIFIER

18    (+4)

DEXTERITY

DEX
MODIFIER

14   (+2)

CONSTITUTION

CON
MODIFIER

16    (+3)

WISDOM

WIS
MODIFIER

14    (+2)

INTELLIGENCE

INT
MODIFIER

12    (+1)

CHARISMA

CHA
MODIFIER

12   (+1)

DWARF (STRONG-BLOODED DWARF) STREET 
URCHIN

ANCESTRY BACKGROUND 

25 FEET PERCEPTION +12 (EXPERT)SPEED

COMMON, DWARVEN, OSIRIANILANGUAGES

SENSESNEALIGNMENT DARKVISION

HIT POINTS

88

RESISTANCES

Poison 3

ARMOR CLASS

25
(27 with 
shield raised)
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Yacob, the Deadly Doctor

Trained as a doctor, Yacob readily turns his medical 
mastery into deadly unarmed strikes that disable foes, 
crossing impossible distances in an instant to execute 
surprised targets or patch his allies’ wounds.

As a field medic in Taldor’s phalanx, Yacob Kress served 
under a dozen egotistical, short-lived nobles during Taldor’s 
recent succession wars. Time and again, these nobles’ 
arrogance and ambition got soldiers killed, and Yacob was 
left healing those unlucky enough to survive and burying 
the rest. He became so bitter that when a Red Mantis 
assassin killed Yacob’s latest patron before his eyes, the 
medic didn’t seek revenge; he sought training. Intrigued, 
the assassin accepted, taking Yacob to Mediogalti island 
to learn Achaekek’s deadly arts. Several years later, Yacob 
finds grim catharsis every time he 
executes an arrogant fool, as if 
taking revenge against his old 
Taldan commanders—though he 
prefers not to harm bystanders 
whenever he can help it.

Eteleon: This is the very assassin 
who eviscerated Yacob’s commander 
and introduced the medic to the Red Mantis. 
The stoic Eteleon has provided Yacob with invaluable 
mentorship, and this is their first mission together. Yacob 
is eager to prove what he’s learned.

Kangir: Yacob only knows Kangir by reputation, 
specifically as one of the foul champions responsible 
for the succession wars’ “Temple Canyon Tragedy.” 
Yacob suppresses any grudge for the incident; that was a 
lifetime ago.

Zeah: Yacob and Zeah trained together as assassins. 
Surviving that harrowing education has forged an 
unspoken respect, bond, and light rivalry between the two.

CRIMSON SHROUD [one-action] FEAT 6
HEALING MAGICAL NECROMANCY

Frequency twice per day
You swathe yourself in a veil of red mist for 1 minute. While the 
shroud is active, you gain fast healing 3. You can Interact with 
your shroud, swirling it around you, to gain a +1 circumstance 
bonus to AC until the beginning of your next turn. Finally, if 
you die while the shroud is active, you can choose to have your 
entire body vanish into red mist, leaving behind only your gear; 
you make this choice when you activate Crimson Shroud.

Rules Index
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Yacob Kress (Monk 6)

CLASS FEATURES flurry of blows, incredible movement, mystic strikes, 
powerful fist

ANCESTRY FEATS Natural Ambition, Unconventional Weaponry

CLASS FEATS Crimson Shroud, Dragon Stance, Ki Strike, 
Red Mantis Assassin Dedication, 
Stunning Fist

SKILL FEATS Assurance (Medicine), Battle
Medicine, Combat Climber, 
Ward Medic

GENERAL FEATS Fleet, Weapon Proficiency

FOCUS POINTS 1

FOCUS SPELL (3rd level) ki strike

HIT POINTS

80

ARMOR CLASS

24

REFLEX
+13

FORTITUDE
+12

WILL
+13

ATHLETICS (T)ACROBATICS (E)
+9 +12+14

ASSASSIN LORE (T)

+11
STEALTH (T)

+9
WARFARE LORE (T)

NATURE (T)DECEPTION (T) 
+10 +14 +11

MEDICINE (E)

RELIGION (T)
+11

STRENGTH

STR
MODIFIER

18    (+4)

DEXTERITY

DEX
MODIFIER

16   (+3)

CONSTITUTION

CON
MODIFIER

14    (+2)

WISDOM

WIS
MODIFIER

16    (+3)

INTELLIGENCE

INT
MODIFIER

12    (+1)

CHARISMA

CHA
MODIFIER

10   (+0)

HUMAN (VERSATILE) FIELD MEDICANCESTRY BACKGROUND 

40 FEET PERCEPTION +13 (EXPERT)SPEED

LEALIGNMENT

COMMON, DWARVEN, KELISHLANGUAGES

MELEE [one-action] sawtooth saber +15 (agile, finesse, twin), Damage 
1d6+4 slashing

MELEE [one-action] unarmed attack +15 (agile, finesse, nonlethal, unarmed), Damage 
2d6+4 bludgeoning

RANGED [one-action] javelin +13 (thrown, range increment 30 feet), 
Damage 1d6+4 piercing

MELEE [one-action] dragon tail +15 (backswing, nonlethal, unarmed), Damage 2d10+4 
bludgeoning

WORN lesser antidote, backpack, bracelet of dashing, lesser bravo’s brew, 
cat’s eye elixir, +1 explorer’s clothing, lesser darkvision elixir, +1 
striking handwraps of mighty blows, healer’s gloves, healer’s tools, 
moderate juggernaut mutagen, monkey pin (affixed to clothing), 
silver religious symbol

STORED crowbar, disguise kit, grappling hook, hourglass, rope (100 
feet), spyglass, sunrod, 5 gp

READY javelin (3), +1 sawtooth saber
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With a vast array of skills, a splash of spellcasting, 
and a pair of sawtooth sabers she wields with pinpoint 
precision, Zeah is a versatile infiltrator and classic Red 
Mantis assassin.

Always clever, observant, and socially savvy, Zeah put 
her talents to use as a detective in the Rahadoumi city of 
Manaket. Most of the time she cracked cases involving 
inelegant theft and smuggling that offered no challenge, 
but when a serial killer repeatedly evaded other authorities, 
her captain assigned Zeah to the case. Every murder scene 
was equal parts murder and art, performed with the 
surgical precision of a single strike for no witnesses. Zeah 
at last cornered the killer alone: a Red Mantis assassin. As 
the two took measure of each other, they bantered about 
their respective philosophies. Raised to reject all gods, 
Zeah couldn’t help but stand in awe of the assassin, his 
handiwork, and his patron, the dread deity Achaekek. She 
had to know more.

Manaket records report that Zeah died while fighting 
the mysterious assassin. In fact, she traveled with him to 
Mediogalti Island, where she trained in the assassin’s arts 
and continually tests herself in ways her past self never 
could have imagined.

Eteleon: That mysterious assassin was Eteleon. Despite 
his sinister demeanor, he’s proven himself to be an 
encouraging mentor.

Kangir: One of Zeah’s first detective cases involved 
tracking a homicidal dwarf (Kangir) in Manaket, 
responsible for the “Gull Street Skewering.” The 
villain narrowly escaped, and the failure has 
haunted Zeah since. Is this mission Zeah’s chance 
to show off the skills she’s mastered since then?

Yacob: As another of Eteleon’s recruits, Zeah 
and Yacob trained together on Mediogalti Island. 
The two maintain a friendly rivalry—well, 
mostly friendly.

Zeah, the Perfectionist

Rules Index

RED MANTIS MAGIC FEAT 4+
ARCHETYPE

You have learned limited divine magic from your Red Mantis 
training. You gain the Cast a Spell activity. You’re a prepared 
spellcaster able to prepare two cantrips, one 1st-level spell, and 
one 2nd-level spell each day. 

You can choose which spells to prepare after planning the 
heist. Spells like blur and true strike enhance your combat 
prowess, whereas spells like jump, pest form, and spider climb 
might enable exciting infiltration schemes.
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Zeah Anstablit (Rogue 6)

CLASS FEATURES deny advantage, sneak attack +2d6, surprise attack, thief 
racket, weapon tricks

ANCESTRY FEATS Natural Ambition, Unconventional Weaponry

CLASS FEATS Advanced Red Mantis Magic, Basic Red Mantis Magic, Red 
Mantis Assassin Dedication, Trap Finder, You’re Next

SKILL FEATS Arcane Sense, Assurance (Stealth), Cat Fall, Quick 
Disguise, Quick Identification, Streetwise, Terrain Stalker 
(underbrush)

GENERAL FEATS Fleet, Weapon Proficiency

SPELL ATTACK +10, DC 20

CANTRIPS (3rd level, at will) prepare two of the following: ghost sound, 
message, or sigil

2ND LEVEL prepare one of the following: blur, see invisibility, or spider 
climb

1ST LEVEL prepare one of the following: jump, pest form, or true strike

HIT POINTS

62

ARMOR CLASS

24

REFLEX
+14

FORTITUDE
+9

WILL
+12

WORN backpack (10), barkskin potion, climbing bolt, moderate 
darkvision elixir, doubling rings, +1 leather armor, mantis 
mask of deceit (functions as hat of disguise), silver 
religious symbol, scroll of obscuring mist

STORED caltrops (3 sets), grappling hook, hourglass, repair kit, 
replacement picks, rope (50 feet), spellbook, 
sunrod, thieves’ tools, writing set, 5 gp

SPELLBOOK contains blur, ghost sound, 
jump, message, pest form, 
see invisibility, sigil, spider 
climb, and true strike

READY hand crossbow, light mace, +1 striking sawtooth saber, sawtooth saber

ASSASSIN LORE (T)
+11

ACROBATICS (T)
+12 +11

ARCANA (T)

ATHLETICS (E) 
+11

DECEPTION (E)
+12+11

CRAFTING (T)

DIPLOMACY (T)
+10

OCCULTISM (T)
+11

THIEVERY (E)
+12

STEALTH (E)
+14

UNDERWORLD LORE (E)
+11

SURVIVAL (T)
+10

PERFORMANCE (T)
+10

SOCIETY (E)
+13

INTIMIDATION (T)
+10

NATURE (T)
+10

STRENGTH

STR
MODIFIER

12    (+1)

DEXTERITY

DEX
MODIFIER

18   (+4)

CONSTITUTION

CON
MODIFIER

12    (+1)

WISDOM

WIS
MODIFIER

14    (+2)

INTELLIGENCE

INT
MODIFIER

16    (+3)

CHARISMA

CHA
MODIFIER

14   (+2)

HUMAN (VERSATILE) DETECTIVEANCESTRY BACKGROUND 

30 FEET PERCEPTION +12 (EXPERT)SPEED

LEALIGNMENT

COMMON, DRACONIC, MWANGI, OSIRIANI, SYLVANLANGUAGES

MELEE [one-action] light mace +14 (agile, finesse, shove), Damage 1d4+4 bludgeoning

MELEE [one-action] light mace +15 (agile, finesse, shove; with doubling rings), Damage 
2d4+4 bludgeoning

RANGED [one-action] hand crossbow +14 (range 60 feet, reload 1), Damage 1d6 piercing

MELEE [one-action] sawtooth saber +15 (agile, finesse, twin), Damage 2d6+4 
slashing



11

OPEN GAME LICENSE VERSION 1 .0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b) “Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or 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 
distribute; (d) “Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content does not 
embody the Product 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. (e) 
“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. Offer 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 
material 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 distribute.

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 MUST 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.

15. COPYRIGHT NOTICE
Open Game License v 1 .0a © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc.; Authors: 

Jonathan  Tweet, Monte Cook, and Skip Williams, based on material by E.  Gary 
Gygax and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Authors: Logan 
Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder One-Shot: Mark of the Mantis © 2022, Paizo Inc.; Author: John Compton.
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