
Manavore
New Monster: Manavore
Medium Outsider (Incorporeal)
Hit Dice:  4d8+8 (28 hp)
Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 30 ft., fly 30 ft. (perfect)
AC: 15 (+2 Dex, +3 deflection)
Attack: +6 melee
Damage: 1d8, Unbinding (arcane spellcasters suffer enervation, see below)
Face/Reach: 5 ft. x 5 ft./5 ft.
Special Attacks: Unbinding, Spell-like Abilities
Special Qualities: Incorporeal, SR 14
Saves: Fort +6, Ref +6, Will +4
Abilities: Str Ñ, Dex 14, Con 15, Int 12, Wis 10, Cha 16
Skills: Bluff +7, Hide +10, Intuit Direction +8, Knowledge (arcane) +9, Sense Motive +8
Feats: Improved Initiative
Climate/Terrain: Any land or underground
Organization: Always solitary
Challenge Rating: 6
Treasure: None
Alignment: Always Chaotic Neutral
Advancement:  5-7 HD (Medium), 8-12 HD (Large), 13-16 HD (Huge)

A manavore is an eddy in the flow of magic that has attained life and sentience. It sustains
itself and grows by absorbing more magic. Manavores are not evil, but they regard
powerful mages as a tasty food source. They also feed on powerful spells, and their slow
absorption of energy from a spell can change its effect or cause it to collapse. Most
wizards and sorcerers have good reason to consider them a deadly menace.
Manavores have no fixed form, and usually copy the appearance of any creature they
interact with. (ItÕs easy to tell the difference between the two creatures, since the
manavoreÕs appearance constantly makes small, unnatural shifts and changes.) They also
have no language of their own, though their tongues ability allows them to speak with
almost any intelligent creature.
While they avoid combat, manavores can be a deadly foe. They are very difficult to hit
once they turn invisible (any character trying to hit an invisible manavore with a corporeal
weapon must roll twice against a 50% miss chance), and they can use their Unbinding
attack to quickly neutralize arcane spellcasters.

Unbinding (Su): The manavoreÕs Unbinding attack causes damage by absorbing magic.
All creatures have some magical potential within them, and the disruption this attack
causes does 1d8 damage. Arcane spellcasters are much more closely bound to the mana
within them, and suffer a much more powerful effect in addition to the normal damage.
When a manavore strikes an arcane spellcaster, the spellcaster suffers enervation as if it
were cast by an 8th-level sorcerer.



Because the manavore is incorporeal, its Unbinding attack ignores natural armor, armor,
and shields, though deflection bonuses and force effects work normally against it.

Spell-like Abilities (Sp): The manavore can use the following at will: dispel magic,
improved invisibility, tongues. These spells are as the spells cast by an 8th-level sorcerer.

Incorporeal: The manavore can be harmed only by incorporeal creatures, +1 or better
magic weapons, spells, spell-like abilities, or supernatural abilities. When hit by spell or
magic weapons, it has a 50% chance to ignore damage from a corporeal source. The
manavore can pass through solid objects and ignores natural armor, armor, and shields. It
also cannot be detected with Listen checks if it doesnÕt want to be.

Spell Resistance: To determine if a spell or spell-like ability works on the manavore, the
spellcaster must make a level check (1d20+caster level). If the result equals or exceeds a
DC of 14 the spell works normally, but the manavore is still allowed a saving throw.
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