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T WO TAKES ON THE MAGIC OF MISDIRECTION

Preface:
Publisher’s
Note
by John Nephew
In game design, there is rarely a
right or wrong answer; very different game rules may describe a
common concept for play. In this
preview of Occult Lore, we illustrate the point with two different
interpretations of the pangunculus, an arcane object that misdirects magical attacks.
I encountered the idea of the
pangunculus in The Mysteries, a
book of unusual magical traditions for our Ars Magica™ RPG
written by Adam Bank and
Jeremiah Genest. Inspired by
The Mysteries, I adapted the
pangunculus as a D20 magic
item for my home campaign.
When Adam accepted our invitation to contribute to Occult Lore,
he wrote up his own version of
the pangunculus as a creature in
the Astrology chapter.
Here we offer both visions of the
pangunculus; one from my personal game notes, the other
excerpted from the published
Occult Lore book. Pick the one
you like, or use both!

Requires the use of the Dungeons & Dragons® Player’s
Handbook, Third Edition, published by Wizards of the Coast.
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Pangunculus as
Wondrous Item

Spells targeted at the owner are mystically redirected to the pangunculus instead. Some spells may
affect an owner without specifically targeting her;
e.g., a rock could be levitated above someone and
then dropped, and the resulting damage is quite
non-magical. For simplicity, assume that a pangunculus offers protection only against spells that
are subject to Spell Resistance.

by John Nephew
Among the many charms that the beautiful
witch Elryna shared with me in the course of
our week of bliss was a gift that was both tangible and portable. She called it a “pangunculus,” and though it appeared to be nothing
more than a crude waxen doll, she assured me
that it would be a valuable protective talisman
against the evils I was about to face. First,
however, I had to link myself to it. Elryna
pricked my finger with a sharp needle, and
dribbled my blood into the doll's mouth,
where it vanished upon contact.

The pangunculus itself has a Spell Resistance of 15.
This means that unless 15 or higher is rolled on a
1d20 + Caster Level, a spell redirected to the pangunculus has no effect whatsoever. If the Spell
Resistance fails, the spell is still absorbed by the
pangunculus. Its owner is spared the spell effect;
however, the magic overwhelms the little wax figure and reduces it to a melted puddle with no further protective value.
Pangunculi have a major downside. Not only do
you want to keep one close to you for protection,
you must be careful not to let it fall into the hands
of an enemy. Because of its magical connection to
its owner, a malicious spellcaster can use an activated pangunculus against its owner. A spell target
whose bonded pangunculus is held in the hand of
the targeting spellcaster suffers a –10 penalty to any
saving throw against the spell and automatically
fails any other Spell Resistance rolls to which she
may be entitled. Having possession of your target’s
pangunculus also provides the closest possible link
for spells that require such.

I kept the pangunculus with me, although
buried in my pack, and all but forgot about it
until the day I faced an ogre magus. He wove
a terrible magic to destroy me, and seemed
utterly shocked that it had no effect whatsoever. After I had cut him into small pieces, I
noticed a stain on my pack. I opened it to find
that the pangunculus had melted into its original shapeless wax, as though left in an oven.
My thoughts turned again to Elryna, with
more gratitude than ever for her generosity.
— The Extraordinary Journeys
of Harnak the Bold

A person may be bonded to only one pangunculus
at a time. The bond is broken only by the charm’s
destruction, or by someone else performing the
bonding ritual and thus taking it as their own.

Game Information
A pangunculus is a protective magical charm.
Once activated and kept in close proximity (no
more than 5 feet away), it offers protection by
means of sympathetic magic, by metaphysically
taking the place of its owner as the target of magical spells.

A pangunculus counts as an amulet with respect to
space limitations for use; if it is within 5 feet of its
bonded owner, it will block the functioning of any
other amulet, scarab, periapt, or the like.
Caster Level: 9, Prerequisites: Create Wondrous
Item, spell resistance; Market Price: 25,000 gp;
Weight: 1 lb.

To activate a pangunculus, the user must feed it a
tiny bit of her own blood in the course of a bonding
ritual that takes about 30 minutes, so that it recognizes its new owner’s essence. A character who succeeds with a Knowledge (Arcana) roll, DC 20, will
know how to perform the ritual (it’s not particularly secret in arcane circles). Otherwise it is necessary
to find a written description or someone who knows
the ritual and is willing to share it.

Variants: Pangunculi can be made with higher
Spell Resistance scores. Each point higher than the
standard (and minimum) 15 increases the market
price by 10,000 gp.
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Pangunculus
as Creature

Protection (Su): The owner gains a +2 resistance
bonus to all saving throws against spells and spelllike effects.
Deny the Prying Eye (Su): The owner is invisible
to arcane eye, prying eyes, or similar spells,
although the pangunculus can still be seen.

by Adam Bank
CR 1; SZ D (construct); HD special; hp special; Init
–5; Spd 1 ft. (twitchy crawl); AC 9 (+4 size, –5 Dex);
Atk none; Face 1 ft. x 1 ft; Reach 1 ft.; SQ construct, supernatural abilities; AL N; SV Fort +0, Ref
–5, Will +4; Str 1, Dex 1, Con — , Int 12, Wis 18,
Cha 1

Pangunculus Taboos
The powers of pangunculi rely upon sympathetic
magic to create the mystical dissonance that confuses spells. To keep those powers functioning, the
following taboos must be maintained. None of the
pangunculus’ supernatural abilities function during
the violation of a taboo, but immediately return
upon the taboo’s resumption.

Pangunculi are semi-living dolls made of wax,
alchemical materials, and rotting fluid and tissue.
They appear as foul, diminutive caricatures of their
owners. They take in no sustenance, living on the
science that birthed them. They are incapable of
any significant movement or noise other than nervous twitching and crying. They cannot speak, and
can only understand the spoken words of their owners. The mystical similarities between these pathetic creatures and their owners create magical interference that can “confuse” spells into targeting the
pangunculus instead of its owner.

Out of Sight: The owner must not physically or
magically see the pangunculus. If the pangunculus
is in the same room with its owner, it must be
placed in an opaque container.
Out of Touch: The owner cannot be in direct
physical contact with the pangunculus. The owner
cannot carry the pangunculus in any way. The
owner cannot ride on the same mount or in the
same vehicle with the pangunculus.

As long as they live, and the “pangunculus taboos”
(below) are obeyed, pangunculi grant the following
supernatural abilities to their owners:
Spell Confusion (Su): The owner gains a qualified
Spell Resistance equal to 12 + the pangunculus’
similarity bonus. This SR applies only to the following spells: spells cast against the owner with the
range of “unlimited;” spells that require Scry
checks; and any other spell cast against the owner
when the owner is out of the spellcaster’s line of
sight. If the spell is successfully resisted, the spell
targets the pangunculus instead. If the pangunculus
is outside the resisted spell’s range, the spell is effectively counterspelled.

In Mind: The pangunculus must be within 100 feet
of the owner.

Creating a Pangunculus
A pangunculus can be created either as an alchemical or magical construct. Using either method, the
first step in creating a pangunculus is choosing its
similarity bonus. You can create a pangunculus
with a similarity bonus equal to your Wisdom modifier + Astrology rank or lower. Less similar pangunculi are easier and cheaper to make.

Divination Trickery (Su): If Spell Confusion
deflects a divination spell, the GM makes a secret
Scry check for the spellcaster against a DC equal to
the pangunculus’ SR. If the check fails, the spellcaster is fooled. The divination spell appears to be
successful, but provides false yet convincing information or visions. A pangunculus can be instructed
as to what kind of false information to give. Treat
Spell Trickery as an illusion (phantasm).

Before construction begins, you must designate its
owner — the person or creature the pangunculus
will protect. A pangunculus provides no protection
to anyone other than its particular owner.
Possessing another’s pangunculus, however, earns a
+10 bonus to Scry rolls against its owner.
The most important ingredients when creating a
pangunculus are the flesh and fluids of its owner.
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A magical construct pangunculus costs 20 x the
similarity bonus in gp to create, plus 20 gp for the
body. Unlike alchemical pangunculi, which grow
from the tissue supplied by their owner, the magical
construct’s body must be sculpted from wax compounds, requiring a Craft (sculpture) DC 12 check;
at the time of its sculpting, the owner’s tissue is
placed inside a hollow carved where the pangunculus’ heart would be.

Drawing forth these materials is an unpleasant
process, causing 2 hp of damage per owner’s hit die.
The pangunculus has a number of d4 hit dice equal
to the owner’s number of hit dice. For example, the
pangunculus of a 6th-level character has 6d4 hit
dice. The owner can choose to increase the pangunculus’ hp total by donating more blood during
creation. Each additional hp of damage to the
owner raises the pancunculus’ hp total by +1. A
pangunculus can be given a maximum of 10 +
owner’s Con modifier additional hp.

Once the body is made, the creation ritual can
begin. The ritual can only be conducted by a character of at least 7th level with the Craft Wondrous
Item feat. Taking an entire, uninterrupted week,
the creator must labor for 8 hours a day in a laboratory or workroom. If the creator is interrupted for
any purpose besides eating, sleeping, or talking, the
ritual fails and the body is ruined. Completing the
ritual requires the casting of either spell resistance
or spell turning and the expending of 50 XP. The
creator can use scrolls for the spellcasting.

Alchemical Pangunculi
To create a pangunculus as an alchemical project,
you must possess a nativity horoscope of its owner
for the duration of the creation processes. You must
also interpret the nativity before beginning the project, which requires the Astrology skill. The nativity
provides you with the clues to link the pangunculus
with its intended owner. (See page 29 for more on
nativity horoscopes.)

Secondary Pangunculi
Creating an alchemical pangunculus is an Alchemy
task. The DC of an alchemical pangunculus is 15 +
the pangunculus’ similarity bonus. The market
price is 100 + (pangunculus’ similarity bonus x 100)
gp, rand the raw materials cost is one-third that
amount. To determine how long it takes to make an
alchemical pangunculus, use the rules for making
things in the Craft skill description. The creation
must take place in an alchemist’s laboratory or similar workshop.

The spell-like powers of pangunculi do not stack;
you cannot be protected by multiple pangunculi at
once. You can, however, create a pangunculus for
another pangunculus — called a secondary pangunculus — but with considerable difficulty. First,
magical construct pangunculi cannot serve as secondary pangunculi. The only method known for
creating secondary pangunculi is through alchemy
and astrology, discussed above.
The DC of a secondary alchemical pangunculus is
+5 greater than the DC needed to create its primary. The market price for a secondary pangunculus
is double the price of its primary pangunculus. The
primary pangunculus must obey all of the taboos
for the secondary pangunculus to function.

Magical Construct Pangunculi
You cannot create a magical construct pangunculus
for another creature. Although the creation process
is less involved, pangunculi created this way can
only protect the magician who performs the creation ritual. The Astrology skill is not required.

4

Occult Lore
All these find their place in Occult Lore, a 240-page
hardcover sourcebook of magical knowledge for D20
System players and GMs alike. Each of this book’s ten
chapters explores a different avenue of magical study,
from the alchemist’s quest for immortality through
philosophical perfection to the improvised rituals of
sympathetic magic. Whether you’re searching for a
new character concept, or looking for a few tricks to
hide up your favorite magician’s sleeve, this is the book
for you.
Occult Lore features:

Wizards study their academic magics in great halls of
learning; sorcerers discover their spells through innate
talent; clerics call upon the gods for divine favor. But
what of those magic-users who delve into more obscure
mystic traditions? What of those who tap into the
power of the heavenly spheres, or awaken the secret
essences of herbs to distill potent magical concoctions?
Those whose gift lies in drawing spirits or elemental
forces to do their bidding, or who can explore the twisting paths of a dreamer’s mind? What of those whose
very presence tampers with the familiar magic of
arcane and divine spellcasters?

• New equipment to fill the laboratories of
alchemists, astrologers and herbalists
• More than 100 new spells and rituals
• Twenty new herbs, and dozens of mundane and
magical concoctions, poisons, and magic items
derived from them
• Fourteen new PC classes, NPC classes, and
Prestige Classes
• New adventuring environments: dreams, realm of
the oneiromancer and the dream lich; and geomantic zones where magic is amplified or suppressed
• New feats, skills, clerical domains, and much more!

Ordering Information
If you would like to buy a copy of Occult Lore, print
this page, fill in the form below, and bring it to your
favorite game or book retailer. They’ll be delighted to
reserve a copy for you today! Need to find a store?
Check the retail locator on our website.
WWW.ATLAS-GAMES.COM

Occult Lore Reservation Form
Print this out and bring it to your favorite game or book store!
Please reserve a copy of Occult Lore, the newest Penumbra supplement from Atlas Games, for me!
Name: _______________________________________

Telephone Number: __________________________

Additional Contact Information (e-mail, etc.): ____________________________________________________
ATTN RETAILER: Occult Lore should be in the hands of distributors by the end of June, 2002. If you have trouble acquiring the
book from your preferred supplier, please contact Atlas Games directly at (651) 638-0077 for assistance.

Ordering Information: Stock No. AG3214, ISBN 1-58978-021-3, SRP $29.95 (US)

Legal Information
This free preview is published under the terms of the Open Game License (reproduced
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Wizards of the Coast® are Registered Trademarks of Wizards of the Coast, and are used
with permission.
Ars Magica, The Mysteries, Occult Lore and Penumbra are trademarks of Trident, Inc.,
d/b/a Atlas Games. Atlas Games and “Charting New Realms of Imagination” are trademarks of John Nephew, used under license. The Atlas Games logo is a trademark of John
Nephew and Trident, Inc., d/b/a Atlas Games.
Copyright ©2002 Trident, Inc., d/b/a Atlas Games.
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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 coadaptability 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.
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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 Copyright 2001,
Wizards of the Coast, Inc.
D20 System Rules & Content Copyright 2000
Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on
original material by Dave Arneson and E. Gary
Gygax.
Occult Lore, Copyright 2002 Trident, Inc. d/b/a
Atlas Games.
Pangunculus as Wondrous Item, Copyright
2002 John Nephew.
The Pangunculus: Two Takes on the Magic of
Misdirection, Copyright 2002 Trident, Inc.
d/b/a Atlas Games, authors John Nephew and
Adam Bank.

