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You might subtitle this book the Independent Player’s
Guide, since it does for many independent, dark and
neutral factions what the Alliance and Horde Player’s
Guides do for the Alliance and Horde. This book details
many races that are important in the Warcraft world but
are not members of the Alliance or Horde. It also details
many factions — dark factions, indeed, though some are
darker than others — that have their own motivations,
intrigues and agendas. They all possess a degree of
separation from the Alliance or Horde, though they are
of concern to Alliance and Horde characters.

Specifically, this book is concerned with the following
races and factions.

Races: Dark Iron dwarves, dragonspawn, murlocs,
naga, pandaren, quilboar, satyrs and tuskarr.

Factions: The Argent Dawn, the Atal’ai and Hakkari,
the Cenarion Circle, the Cult of the Damned, the Dark
Horde, the Darkmoon Faire, the Defias Brotherhood,
the dragonflights (all five), the Earthen Ring, the
Explorers’ League, the Farstriders, the Scarlet Crusade,
the Syndicate, the Thorium Brotherhood, the Twilight’s
Hammer, the Zandalar troll tribe.

Within these pages, behold the following chapters:

Chapreer 1: New Races

Our List of Allies Grows Thin

This chapter presents the races mentioned above
(except for goblins; they appear in World of Warcraft the
Roleplaying Game). Note that these races appear in other
books as well (especially the Monster Guide); they are
present here for a couple reasons. The first is convenience
— it puts all the playable races close together. The
second is that the Monster Guide is primarily a Game
Master (GM) resource; he probably doesn’t want his
players pawing through it. Also, the racial descriptions in
this chapter appear in the standard player character race
format, so they include some interesting details about
the races (particularly about adventuresome members)
that don’t appear in the Monster Guide (or Lands of
Mystery, in the case of dragonspawn and murlocs).

Chapreer 2: Class Oprcions
Nothing Can Stop Us Now

This chapter contains loads of new possibilities for
Warcraft characters. This chapter, which includes several
new concepts and game elements introduced in the
Alliance Player’s Guide, is divided into five subsections.

e e

i' (UarcraFe on che (Ued ﬁ
Like this book? Have a question? Want to rip out
the developer’s guts with vitriolic message board |
posts? Feel free to let us know/ask/do so at www. i
: warcraftrpg.com. ]

Equipment is first. Several races in this book —
especially pandaren — possess unique weapons that
don’t appear in WoW RPG.

Variant Classes take the classes in WoW RPG and
alter them slightly, creating classes that are somewhat
different than the standard rogue, scout and so forth
that appear in WoW RPG. If you want to play a rogue
who focuses on combat (and receives the abilities to do
so), you'll find the rules here.

Racial Iconic Classes are also variant classes, as
above, but these classes represent certain racial icons.
The naga mage, for instance, is an icon on Azeroth, and
this section gives you the rules to play one.

Creature Classes allow you to play a dragon
(specifically, a red whelp), flamewaker, nerubian or sea
giant from level 1.

Feats is the final section, and it’s appropriately hefty.

Chaprer 3: Prestige Classes

Bring Pandemonium!

This chapter includes 9 new prestige classes to which
your character can aspire. Though aimed at members of
the races and factions presented in this book, any charac-
ter who meets the prerequisites can take these classes.

Chapreer %: Magic

Gather the Darkness

This chapter provides an overview of how many in-
dependent races feel about magic in general and about
specific kinds of magic. It contains new spells and magic
items, as well, which the dark races and factions devel-
oped or use extensively.

Chaprer 5: Technology

The Random Explosions Will Continue Until
Morale Improves

This chapter provides an overview of how many
independent races and factions feel about technol-

: Fiecion Spocs
- As in the Alliance Player’s Guide, throughout this book are sidebars containing pieces of fiction — short
- scenesand vignettes that serve (hopefully) to immerse you in the Warcraft world, are related to the information 1}

- nearby, and provide a break from reading loads of game material. il




INTRODUCTION

ogy. It also contains new tech-mods and techno-
logical devices that the dark races and factions
developed or use extensively. This chapter includes
tech-mods created by goblins!

Chaprer 6: Hiscory and Culcure

Filling the Knowledge Gaps

The famed dwarven explorer Brann Bronzebeard has
been around and seen a lot. He’s thinking about writing
a history (Sociology? Political science? He hasn’t really
decided yet.) book for schoolrooms; these are some of
his notes and working drafts concerning the history and
culture of each of the independent races included in

this book.

Chaprer 7: The Faccions

A Place for Everyone

This chapter, also narrated by Brann Bronze-
beard, delves into the many dark factions in-
cluded in this book. He discusses everyone from
the Argent Dawn to the Earthen Ring to the
Zandalar troll tribe.

Chaprer 8: Dark (Uarriors

I Like Fightin’ Best

This chapter is similar to Chapter 8 in the Alliance and
Horde Player’s Guides, which delve into the military,
tactics, soldiers and champions of the Alliance and Horde.
Each race and faction receives its own section in this chapter,
including a description of its tactics and military ideas, fol-
lowed by statistics describing one or two typical members of
the faction who could hold their own in combat.

Chaprer 9: Creacures

A Dark Bestiary

This chapter includes many creatures that are impor-
tant to the races and factions in this book, from clockwerk
goblins to watery minions.

Chaprer 10: Advencures

I Expect You to Die

This chapter includes two adventures for heroes of any
faction: “Goldknuckle,” which involves a crazed goblin’s
plans to become the wealthiest creature in the world, and
“The Lost Idol,” which focuses on a hostile murloc tribe.
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Included in this chapter are many new playable races for the WoW RPG. These races are unaffiliated with the
Alliance or Horde, though the occasional, exceptional individual may join one of these affiliations.
! Tadle 1-1: Racial Abilicy IModifiers
: : Race Ability Adjustments Favored Class
! Dragonspawn (wyrmkin +1 Str, —2 Cha Warrior
\ ey, Dwarf, Dark Iron +1 Agy, -2 Cha Rogue
AT Murloc +1 Agy, +15pt, =2 Cha Scout
o Naga (female +2 Int, +2 Cha, =2 Str Mage
A Naga (male +2 Str. =2 Int, =2 Cha Warrior
U ! Pandaren +2 Sta, +2 Cha, =2 Int Warrior
_ Quilboar +2 Str. +2 Sta, =3 Int, =3 Cha Barbarian
E Satyr +2 Agy, =2 Spt, =2 Cha Rogue
: Tuskarr +2 Sta, =2 Int Scout
i W

N

o

-

Description: The dragonflights of Azeroth are not
without retainers and assistants. Noble creatures serve
the dragons with absolute loyalty, acting as footmen,
soldiers, assistants and companions. They are endowed
with many of the dragons’ mystic abilities and virtuous
qualities. Exactly how they came into being is a mystery
to many, though dragons may have the answers.

Each wyrmkin is born into a specific flight of draconic
servitude. Each dragonspawn race is shaped to serve a
specific dragonflight, and each dragonspawn exhibits
hereditary traits that represent the dragonflight he serves.

Though they have dragonlike qualities, these
creatures are not descended from dragons. Instead,
they are distant kinfolk, descended from humanoids
who spent their lives close to the dragons and took
on the qualities of their masters after generations of
service. As a result, dragonspawn are gifted with unique
advantages, including immunity to their dragonflight’s
breath weapon.

Wyrmkin dragonspawn are the least of the
dragonspawn. They are tough and hardy, but not
particularly intelligent. Most lack self-motivation,
requiring a leader to give them specific instructions and
commands. Dragonspawn have no social mobility.

Dragonspawn serve their draconic masters eagerly,
considering the task an enormous honor. No
dragonspawn breaks with his patron dragonflight
or strikes out alone. They follow the commands of
their dragon masters willingly — and a dragon might
command a dragonspawn to undertake a mission by
himself, or perhaps join forces with a group of heroes.

_ Dragconspiyy

Appearance: The lower bodies of dragonspawn are much
like dragons: a scaled hide, four legs and a tail. They have
humanoid torsos with long, thick arms, and scaled, draconic
heads. Their hides and draconic features are the color of
their patron flight (black, blue, bronze, green or red).

Dragonspawn have similar physiques regardless of the
flight they belong to. Most dragonspawn bear a mark
upon their breastplates or shields that identifies their
draconic mentor or patron, giving honor to the dragon
who trained them. Armor and clothing reflect the scale
coloring of the dragonspawn’s patron dragonflight.

Region: Dragonspawn can be found wherever
dragons dwell. For example, the Burning Steppes teem
with black dragons, drakes and other servants of the
black dragonflight. In Grim Batol, where the red dragon
Alexstrasza was once imprisoned, there now waits a host
of red dragonspawn legionnaires eager to protect the
remnants of the red dragonflight.

Affiliation: Independent. Dragonspawn are loyal to
their specific dragonflights, and to no one else.

Faith: Many dragonspawn revere dragons, particularly
their own dragonflights. The Dragon Aspects— Alexstrasza
the Life-Binder, Malygos the Spell-Weaver, Ysera the
Dreamer, Nozdormu the Timeless, and Deathwing (once
Neltharion the Earth-Warder) receive special attention.

Names: Dragonspawn names are harsh and simple,
with no family name to speak of; they are usually
referred to by their place in the hierarchy, much like a
military rank, and the name they were given at birth.
Dragonspawn adventurers often refer to themselves
simply by their given names.




DRAGONSPAWN

¢ Male Names: Kaz, Brak, Fash, Shez, Verrik, Yzyr, Zoar.
¢ Female Names: Fraya, Mahut, Adru, Shanza, Zstrsa.

\Y)frmkin Drilgonspawn
Racial Trails

e +1 Strength, —2 Charisma. Wyrmkin are physically
powerful, but their culture teaches them to be submissive.

e Large Quadruped: Wyrmkin are 7 to 8 feet tall
and their quadrupedal bodies give them great girth.
As Large creatures, wyrmkin take a —1 size penalty to
Armor Class, a -1 size penalty on attack rolls, and a —4
size penalty on Stealth checks to hide; they have a +4
bonus on grapple checks, and a natural fighting space
and reach of 10 feet. Wyrmkin have a total +8 bonus
on checks to avoid being tripped. They must use larger
weapons and armor than Medium creatures.

As Large quadrupeds, wyrmkin have carrying capacities
triple those of Medium bipeds. Their strange frames mean
that armor must be custom-made, however, and
costs four times the normal amount.

e Wyrmkin base land speed is 30 feet.

® Monstrous Humanoid: Wyrmkin
are monstrous humanoids,
not humanoids. As such,
they are immune to hold
person and similar effects
that  specifically  target
humanoids.

e Darkvision: Wyrmkin can
see in the dark up to 60 feet.
Darkvision is black and white,
but it is otherwise just like
normal sight.

® Heritage Immunities (Ex): By virtue of their unique
lineage, dragonspawn are immune to the breath weapon
of their own flight. For example, red wyrmkin are immune
to the fiery breath of a red dragon. Dragonspawn are
likewise immune to the frightful presence of any dragon
of their flight as long as that dragon does not have at
least twice as many Hit Dice as the dragonspawn.
Black and red dragonspawn also have the fire subtype.
Chromatic dragonspawn technically have both the cold
and fire subtypes, which effectively negate one another; they
end up having resistance to acid 5, cold 5, and fire 5. They
take a —2 penalty to both Intellect and Charisma.
¢ Automatic Languages: Common and Draconic.
¢ Bonus Languages: Any. Some wyrmkin are scholars
and often learn many languages; some pass this
knowledge onto their wyrmkin allies.
® Racial Levels: Unlike humans and some other races,
wyrmkin can take afew levelsin “wyrmkin”
as a class to develop their racial qualities
more fully.
e Favored Class: Warrior. A multiclass
wyrmkin’s warrior class does not count
when determining whether she suffers an
experience point penalty for multiclassing

-

X '._ “Multiclass Characters,” XP for
LA % Multiclass Characters).
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CHAPTER ONE: NEW RACES

Tavle 1-2: The Wyrmkin

Base
Wyrmkin Attack  Fort Ref  Will
Level Bonus  Save Save Save Special

Ist +1 )l ) 4y +1 Strength, +1 Stamina, light armor proficiency, martial weapon proficiency

Ind +2 +3  +0 43

+1 Strength, +1 natural armor bonus, medium armor proficiency, martial weapon

proficiency

3rd +3 2o af

+1 Strength, +1 Stamina, +1 natural armor honus, heavy armor proficiency,

martial weapon proficiency

(Uyrmkin Levels

Wyrmkin can take up to three levels in “wyrmkin” at any
time. Wyrmkin levels represent the individual’s exploration
of her draconic heritage, tapping into the talents granted
by her association with her dragonflight.

Wyrmkin levels stack with an arcane spellcasting class
level for purposes of determining caster level for spells.
If the wyrmkin has more than one arcane spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

Skill Points at 1st Character Level: (2 + Int modifier) x 4.

Skill Points at Each Additional Level: 2 + Int modifier.

Description: About three centuries ago, war rocked
Khaz Modan. The Bronzebeard, Wildhammer, and
Dark Iron clans clashed in the bitter War of the Three
Hammers, and eventually the Bronzebeards drove the
Wildhammers and Dark Irons out of their city. Not
content to establish a new homeland, Thaurissan, the
sorcerer-king for the Dark Irons, led his people against
both Ironforge and the Wildhammers of Grim Batol.
This was a mistake, as it caused Ironforge and Grim Batol
to join forces against him; they defeated his attacking
forces and marched on his stronghold. In desperation,
Thaurissan summoned a blazing entity.

He made a horrible mistake. The creature who
answered the summons was Ragnaros the Firelord.

Ragnaros’s cataclysmic arrival shattered the land,
scoured the armies, and ended the war. The Firelord then
descended into what is now Blackrock Depths, exerting
his will over the remaining Dark Irons and bending
them to his will. Now, the Dark Irons serve Ragnaros,
but nurture their hatred against the Bronzebeard and
Wildhammer dwarves who defeated them centuries ago
— just a few generations, for the long-lived dwarves.

Appearance: Dark Iron dwarves resemble their
Bronzebeard cousins, but their skin is pale or an ugly
gray. Their hair and beards are black, bluish, white or

“Class” Skills: Knowledge (arcana) (Int), Listen
(Spt), Spellcraft (Int), and Spot (Spt). See Chapter 5:
Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level wyrmkin with a level in
wyrmkin begins play with 5d4 x 10 gold pieces.

Weapon and Armor Proficiency: Wyrmkin with
levels in wyrmkin are proficient in the use of simple
weapons and shields (but not tower shields).

Armor Proficiency: Wyrmkin gain proficiency with light armor at
Ist level, medium armor at 2nd level, and heavy armor at 3rd level.

Martial Weapon Proficiency: A wyrmkingainsproficiency
in one martial weapon of her choice at 1st level and another
martial weapon of her choice at 2nd level. At 3rd level, a
wyrmkin gains proficiency in all martial weapons.
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orange, and their eyes glow with a flamelike luminance
that recalls their fiery overlord.

Region: The Dark Irons dwell in Blackrock Depths.
They battle the black dragon Nefarian’s forces for
control of Blackrock Mountain. With the devastation of
the Third War, many Dark Irons returned to the surface,
ranging across the Arathi Highlands and the Searing
Gorge for their master.

Affiliation: Independent. Ragnaros’s motives are
unknown, but the Dark Irons serve his will. Others
pursue their own agendas, when these don’t clash
with Ragnaros’s. Many relish the opportunity to cross
blades with their ancestral enemies, the Bronzebeard
and Wildhammer dwarves. Dark Irons are evil, selfish
and arrogant. They don’t get along well with others, so
their allies are few; however, rumors say that they and
Mekgineer Thermaplugg, head of the leper gnomes in
fallen Gnomeregan, seek an alliance.

Faith: The Dark Irons don’t place much emphasis on
faith, but, as they are servants of Ragnaros, they tend
to revere fire and fire elementals — particularly big,
powerful fire elementals like Ragnaros.

Names: Dark Irons follow naming practices similar to
Bronzebeard dwarves’.

¢ Male Names: Beld, Franclorn, Lokhtos, Grall.




DWARF, DARK IRON

¢ Female Names: Aster, Channis, Mogran, Wellia.
¢ Surnames: Angerforge, Darkbargainer, Firesmite,
Forgewright.

Dark Iron Dwarft
Racial Trails

e +1 Agility, =2 Charisma. Dark Iron dwarves are
more precise and subtle than their Bronzebeard and
Wildhammer kin, but just as surly (if not more so).

® Medium: As Medium creatures, Dark Iron dwarves
have no bonuses or penalties based on their size.

® Dark Iron dwarf base land speed is 20 feet. Medium
and heavy armor does not slow Dark Iron dwarves.

® Darkvision: Dark Iron dwarves can see in the dark
up to 60 feet. Darkvision is black and white only, but it
is otherwise like normal sight.

® Stonecunning: Stonecunning grants Dark Iron dwarves
a +2 racial bonus on checks to notice unusual stonework
such as sliding walls, stonework traps, new construction,
unsafe stone structures (surfaces, ceilings and columns)
and the like. A Dark Iron dwarf can make a Search check
for stonework traps as a rogue can. Dark Iron dwarves can
also sense their approximate depth underground.

e Weapon Familiarity: Dark Iron dwarves treat
blunderbusses, dwarven battle hammers, dwarven
tossing hammers, dwarven waraxes, flintlock pistols,
and long rifles as martial weapons rather than
exotic weapons.

e +) racial bonus on saving throws against

{

poison.

related to stone or metal. Appraise and Craft are
class skills for all Dark Iron dwarf characters.

e Automatic Languages: Common and .
Dwarven.

® Bonus Languages: Goblin, Kalimag, and
Low Common. Dark Iron dwarves
sometimes learn Goblin and
Low Common to speak
with the creatures around
their territory, and their
elemental masters g
teach some of them
their ancient
language.

e Racial Levels:
Unlike humans

¥

and some other
races, Dark
Iron dwarves
can take a few
levels in “Dark
Iron  dwarf’
as a class to
develop their

)
e +2 racial bonus on Appraise and Craft checks I\‘

racial qualities more fully.

¢ Favored Class: Rogue. A multiclass Dark Iron dwarf’s
rogue class does not count when determining whether
he suffers an XP penalty for multiclassing (see WoW
RPG, Chapter 3: Classes, “Multiclass Characters,” XP
for Multiclass Characters).

Dark Iron DwarF Levels

Dark Iron dwarves can take up to three levels in
“Dark Iron dwarf” at any time. Levels in Dark Iron dwarf
represent the individual drawing upon his heritage as
both a member of the Dark Iron clan and a servant of
fiery elementals.

Hit Die: d8.

Skill Points at 1st Character Level: (4 + Int modifier)
x 4.

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Appraise (Int), Climb (Str),
Concentration (Sta), Craft (Int), Listen (Spt), Search
(Int), Sense Motive (Spt), Spot (Spt), and Stealth
(Agy). See Chapter 5: Skills in WoW RPG for skill
descriptions.

Starting Gold: A 1st-level Dark Iron dwarf with a
level in Dark Iron dwarf begins play with 5d4 x 10 gold
pieces.

Weapon and Armor Proficiency: Dark Iron dwarves
with levels in Dark Iron dwarf are proficient with simple
weapons, light armor and shields (but not tower shields).
| Bonus Weapon Proficiency: At each level, the

{ Dark Iron dwarf chooses one weapon from the

following list: blunderbuss, dwarven waraxe,
dwarven battle hammer, dwarven tossing
;  hammer, flintlock pistol, and long rifle. He is
proficient with that weapon.
// Fire Magic Affinity (Su): Whenever
the Dark Iron dwarf casts a spell with the
' fire descriptor, he may add his levels
", of Dark Iron dwarf to his caster
5 level for the purposes of any
level-dependent  effects
(such as range, duration
and so forth).
Resistance to Fire
(Ex): Dark Iron
~ dwarves’ association
'l with Ragnaros
grants them some
protection against
fire. A Dark Iron
s, dwarf  has
S \, resistance to
1EFP‘ 8 fire equal to
—
e three times
_-;' his Dark Iron
dwarf level.

—
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Tadle 1-3: The Dark lron DwarF

Base
Dark Iron  Attack  Fort Ref Will

Dwarf Level Bonus Save  Save  Save  Special

Ist +0 +2 +0 +0

+1 racial bonus on attack and damage rolls against Bronzebeard

and Wildhammer dwarves, bonus weapon proficiency, fire magic

a

+0
+1

Description: Murlocs are fishlike humanoids who dwell
throughout Azeroth. They hate most other races and attack
intruders on sight, viciously defending their territories.
Most other races consider murlocs a nuisance but not a real
danger, as murlocs tend to be weak individually and their
tribes are not large enough to pose a threat to the civilized
world. Still, to a group of adventurers who accidentally
stumble into a murloc village, murlocs can be deadly.

Murlocs appeared on land only recently, leading
some to speculate that the race is
newly formed — or, at least, their
ability to move about on land is a
new development. Some experts
believe that the murloc race, in its
current form, is far, far older than
this, perhaps predating even the
kaldorei empire of 10,000 years
ago. If this is true, then they must
have good reason for clambering
onto dry land.

Many murloc tribes exist, and
the tribes get along with each
other reasonably well. Members of
a single tribe are usually similar in
appearance. Multiple tribes in the
same area are organized into clans,
and every so often a clan meets
to discuss issues of importance —
though exactly what is important to
a murloc is a matter of some debate.

Appearance: Murlocs look like
fish crossed with humans. They
stand 6 feet tall, but walk with
a hunch, making them appear
shorter. Their hands and feet are
webbed, and fins run along their
heads and backs. Their mouths are
wide and set with numerous sharp
teeth; their eyes are large, and set
on opposite sides of their heads.

ffinity, resistance to fire 3
+2 Stamina, bonus weapon proficiency, resistance to fire 6
+1 Agility, bonus weapon proficiency, resistance o fire 9

Murlocs are scaled in almost every color imaginable
— purple, orange, green, yellow, and many others.
Their bodies are marked with patterns as well;
many murlocs bear stripes, spots, swirls and similar
markings. Their bellies are often of a different,
lighter color than the rest of their bodies. In addition,
murloc scales shine like fish scales — in the light,
turned at certain angles, they glimmer with all the
colors of a rainbow.




MURLOCS

Region: As far as anyone knows, murlocs don’t have a
single region they call their homeland, but they exist on
coastlines throughout the world — Azeroth, Kalimdor,
and Northrend all boast tribes of murlocs. They live in
both fresh water and salt water, and many tribes exist
inland, around lakes and marshes. They are particularly
plentiful in the South Seas.

Affiliation: Independent. Murlocs hate all other
races, though they occasionally work with powerful
aquatic races (like naga) out of fear or misguided
religious fervor. Each murloc tribe has its own agenda,
though scholars don’t agree on whether these agendas
are ever more than just existing and killing anyone who
comes close. Every once in a while, a murloc leaves the
tribe to embark upon adventure, but a murloc joining
the Alliance or Horde is unheard of.

Faith: Murloc faith is strange. Some accounts report
that religion plays a dominant role in their society, but
they do not revere a common deity — at least, as far
as anyone knows. Murloc beliefs incorporate powerful
creatures that live around them, and their pantheons
are dynamic, changing as the surroundings do. A tribe
may venerate a whale (or may even raise its status to
whale-god) until a giant sea serpent drives it away, at
which point their beliefs change to incorporate the sea
serpent as the chief object of their reverence.

Some whispers assert that all murlocs honor an entity
above all these others — accounts of murlocs occasionally
speaking of “the One in the Deeps” is, supposedly, evidence
of this. Whether this is true or not, and, if it is, whether
“the One in the Deeps” is simply a representation of the
ocean or if it is an actual entity, is unknown.

Names: If fish gave themselves names, they would be
similar to murloc names. Their names contain many wet,
soft sounds; SH’s, Ls, and M’s are common. Their tribe
names recall something of the tribe’s accomplishments,
appearance, history, or tradition.

® Male Names: Ashmol, Loshof, Molgloo, Shlesh.

¢ Female Names: Malash, Orgloom, Seeshen, Shyresh.

e Tribe Names: Blindlight, Bluegill, Greymist,
Saltspittle.

Marloc Racial Trails

e +2 Agility, +1 Spirit, —2 Charisma. Murlocs are
faster than most people realize, even above the water, and
surprisingly focused and strong-willed. Their appearance
makes most surface-dwellers uncomfortable, however.

e Medium: As Medium creatures, murlocs have no
special bonuses or penalties based on their size.

® Murloc base land speed is 20 feet. Murloc base
swim speed is 30 feet. Like all creatures with a swim
speed, a murloc can move through water at her swim
speed without making Swim checks. Murlocs gain a
+8 racial bonus on any Swim check to perform some
special action or avoid a hazard. A murloc always can
choose to take 10 on a Swim check, even if distracted
or endangered. A murloc can use the run action while
swimming, provided she swims in a straight line.

® Monstrous Humanoid: Murlocs are monstrous
humanoids, not humanoids. As such, they are immune
to hold person and other effects that specifically target
humanoids.

¢ Aquatic Subtype: Murlocs have the aquatic subtype.

¢ Darkvision: Murlocs can see up to 60 feet in total
darkness. Darkvision is black and white only, but it is
otherwise just like normal sight.

e Amphibious: Murlocs can breathe both air and
water indefinitely. They are uncomfortable on land, but
can function on it.

¢ Dehydration: Murlocs must immerse themselves in
water for at least 1 hour once per day. A murloc who
spends 24 hours without immersing herself in water
takes 1d6 points of damage and a —1 penalty on attack
and damage rolls, skill and ability checks, and saving
throws. Every 8 hours thereafter, the murloc takes the
same damage and penalties, which stack. Damage from
this effect cannot be healed by any means until the
murloc immerses herself in water for at least 1 minute
for every hour she was out of water.

e Swim is a class skill for all murloc characters.

¢ Automatic Language: Nerglish.

¢ Bonus Languages: Common, Dwarven, Nazja and
Zandali. Murlocs sometimes learn the languages of the
creatures with which they interact.

® Racial Levels: Unlike humans and some other races,
murlocs can take a few levels in “murloc” as a class to
develop their racial qualities more fully.

e Favored Class: Scout. A multiclass murloc’s scout
class does not count when determining whether she
suffers an experience point penalty for multiclassing
(see WoW RPG, Chapter 3: Classes, “Multiclass
Characters,” XP for Multiclass Characters).

Murloc Levels

Murlocs can take up to three levels in “murloc” at
any time. Murloc racial levels represent the individual
drawing upon her mysterious heritage and training in
the unique ways of her race.

Murloc levels stack with a divine spellcasting class
level for purposes of determining caster level for spells.
If the murloc has more than one divine spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

Skill Points at 1st Character Level: (2 + Int modifier) x 4.

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Concentration (Sta), Spot
(Spt), Stealth (Agy), Survival (Spt), and Swim
(Str). See Chapter 5: Skills in WoW RPG for skill
descriptions.

Starting Gold: A Ist-level murloc with a level in
murloc begins play with 1d4 x 10 gold pieces.

Weapon and Armor Proficiency: Murlocs with levels
in murloc are proficient in the use of simple weapons
and shields (but not tower shields).

Bonus Weapon Proficiency: A 1st-level murloc gains
proficiency with tridents.

A 3rd-level murloc gains proficiency with nets.
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Bonus Feat: A 2nd-level murloc can choose one
of the following bonus feats: Point Blank Shot, Quick
Draw or Track.

Increased Land Speed: A 2nd-level murloc’s base
land speed increases to 30 feet.

Improved Darkvision: A Ist-level murloc’s darkvision
increases to 90 feet. A 3rd-level murloc’s darkvision increases
to 120 feet.

Increased Swim Speed: A Ist-level murloc’s swim
speed increases to 40 feet. A 3rd-level murloc’s swim
speed increases to 50 feet.

Tadle 1-4: The Murloc

Base
Attack Ref  Will
Bonus Save Save Special
Ist +1 +0 42 +2  +2raciol bonus on Stealth checks, bonus weapon proficiency, improved darkvision,

increased swim speed
+1 natural armor bonus to AC, +1 racial bonus on Concentration checks, +1

racial bonus on Stealth checks, bonus feat, increased land speed
+1 natural armor bonus to AC, +1 racial bonus on Concentration checks,
+1 racial bonus on Stealth checks, bonus weapon proficiency, improved darkvision,

Ind +2 al) - o e

3rd +3 +1 +3 43
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Description: Naga are insidious, snakelike humanoids
who dwell deep beneath the ocean. They have an
ancient and complex culture steeped in arrogance and
arcane magic

Long ago, at the end of the War of the Ancients, the
Well of Eternity — the source of all arcane magic on
Azeroth — imploded. The Well was destroyed, and
much of the land around it crashed to the bottom of the
sea, shattering the world in the process. The force of the
implosion smashed a hole in the ocean’s floor, revealing
the planet’s molten core. This crack still exists — it’s
called the Rift — and Azeroth’s molten interior is open
to the ocean, heating the nearby waters.

Many night elves sank to the bottom along with their
cities. However, they were no longer kaldorei — these
night elves were cursed, and during the Sundering they
became the water-breathing naga. On the ocean floor,
the Well of Eternity left behind residual energies. Over
10,000 years, these energies mutated the surrounding
sealife — including the naga. Now, the naga make their
presence known again on the surface and seek to retake
their place as rulers of the world.

Naga men are strong and fierce, and are valuable
soldiers and generals in the naga’s armies. Naga women
are smarter and boast a natural ability with arcane
magic, and thus naga see them as superior. Naga society
is clearly matriarchal, with women assuming leadership
positions and men serving them willingly. All naga
owe fealty to their queen, Azshara — the same Azshara

increased swim speed

responsible for bringing the demons to Azeroth ten
millennia ago.

Appearance: The ancient curse worked its changes
differently on naga men and women, and their culture
reflects this fact. They draw clear lines between genders.
Naga men are larger and reminiscent of dragons —
particularly their heads. Their bodies are powerfully
muscled and often boast spikes, bony ridges, and
other fierce adornments. Naga women appear almost
delicate in contrast. They are slender and sinuous,
more like serpents than dragons, and their faces are
recognizably elflike. Their bodies are streamlined, and
their movements almost sensuous. Most naga women
are born with four arms.

Naga skin coloring varies greatly. Naga men usually
have darker skin than women — dark blues and greens
are common. Naga women usually have lighter skin,
often pale green, yellow and turquoise. Naga’s bellies
are often lighter than their backs. Eye color is similarly
varied, though green and blue are common. Naga
coloration clearly reflects their oceanic ancestry.

The changes wrought by the ancient arcane energy
are unpredictable, and their mutative powers affect every
naga in different ways — and affect some much more than
others. All naga bear unique signs of these mutations,
mostly cosmetic: soft spines, tendrils, extra fins, bony
plates and ridges, swirls and other markings on their skin,
and the like. In some naga, these mutations are much
more pronounced, and may have a useful function.




NAGA

Region: The naga capital is Nazjatar, at the bottom
of the ocean in the Eye, beneath the Maelstrom. Their
city is built into the cliffside and adorned with fantastic
decorations. Nazjatar is in fact built upon the remains
of the former kaldorei capital of Zin-Azshari — as the
naga changed with the Sundering and evolved over the
millennia, so too did their city.

In current times, many naga range out from Nazjatar.
They prefer sea coasts, and can be found throughout
Aczeroth. A group of naga under Lady Vashj has joined
Illidan Stormrage in Outland.

Affiliation: Naga. Naga serve their own purposes
and are united in their efforts to return their race to
glory. All others — Alliance, Horde, Scourge, Legion
and all the rest — are either tools to further this goal or
obstacles that must be destroyed.

Faith: Over the eons, Queen Azshara, the most
powerful arcanist of the ancient world, has grown in
power and magnificence. To the naga, she is a living
demigod, and they venerate her. Her presence in Nazjatar
is a powerful motivating force for the naga, and in their
minds Azshara, Nazjatar, and the naga are inextricably
linked — perhaps the same thing, in a way. Naga pay
homage to their heritage and their queen. The beings
they once revered as kaldorei — Malorne, Cenarius,
even Elune — are nothing but shadows.

Names: Naga names have little
in common. Some retain kaldorei "
traditions, taking surnames that speak to
the strengths of their race. Others prefer
more exotic names that may have some
meaning in the naga tongue or in
some other forgotten language. Still
others adopt titles purely for their
intimidation value, or to assert claims to
leadership. Their names often include many
sibilants, Z’s and V’s.

e Male Names: Sakrasis, Shezril,
Velrash, Zoniss.

® Female Names: Anna, Asprah,
Charib’dishal, Scilla, Ursula.

® Surnames: Darkscale, Rendclaw,

Serpens, Stormbow.

Naga Racial Trails

Naga men and women have slightly different racial
traits, as shown below.

® Naga Men: +2 Strength, —2 Intellect, —2 Charisma.
Naga men are larger and stronger than women, but not
as intelligent or mentally forceful.

® Naga Women: +2 Intellect, +2 Charisma, -2 Strength.
Naga women are more intelligent than men and tend
toward leadership, but they are physically weaker.

¢ Medium: As Medium creatures, naga have no
bonuses or penalties based on their size.

e Naga base land speed is 20 feet. Naga base swim
speed is 30 feet. Like all creatures with a swim speed, a
naga can move through water at her swim speed without
making Swim checks. Naga gain a +8 racial bonus on
any Swim check to perform some special action or
avoid a hazard. A naga always can choose to take 10 on
a Swim check, even if distracted or endangered. A naga
can use the run action while swimming, provided she
swims in a straight line.

e Monstrous Humanoid: Naga are monstrous

) humanoids, not humanoids. As such, they are
. immune to hold person and similar effects that
specifically target humanoids.
e Aquatic Subtype: Naga have the aquatic
subtype.

e Darkvision: Naga can see in the dark up to
60 feet. Darkvision is black and white only, but it
is otherwise like normal sight.
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CHAPTER ONE: NEW RACES

¢ Amphibious: Naga can breathe both air and water
indefinitely. They are equally comfortable on land and in water.

® +1 natural armor bonus to AC.

® Naga have a +2 racial bonus on Knowledge (arcana)
and Spellcraft checks. These skills are class skills for all
naga characters.

e Swim is a class skill for all naga characters.

¢ Automatic Languages: Common and Nazja.

¢ Bonus Languages: Darnassian, Low Common, and
Nerglish. Naga learn to speak with the creatures with
which they interact. Some learn the language of their
heritage as well.

e Racial Levels: Unlike humans and some other races,
naga can take a few levels in “naga” as a class to develop
their racial qualities more fully.

e Favored Class: Mage (women) or warrior (men). A
multiclass naga’s mage (for women) or warrior (for men)
class does not count when determining whether she or
he suffers an XP penalty for multiclassing (see WoW
RPG, Chapter 3: Classes, “Multiclass Characters,” XP
for Multiclass Characters).

Naga Levels

Naga can take up to three levels in “naga” at any
time. Naga racial levels represent individuals drawing
upon both their Highborne legacy and the power that
mutated them over thousands of years.

Naga men and women evolve in slightly different ways.

Hit Die: d8.

Skill Points at 1st Character Level: (2 + Int modifier) x 4.

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Intimidate (Cha), Knowledge
(arcana) (Int), Knowledge (military tactics) (Int),
Knowledge (religion) (Int), Spellcraft (Int), Stealth
(Agy), Survival (Spt), and Swim (Str). See Chapter 5:
Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level naga with a level in naga
begins play with 1d4 x 10 gold pieces.

Weapon and Armor Proficiency: Naga are proficient
with simple weapons. They do not gain proficiency with
any armor or shields.

Mutation (Ex): The Well of Eternity’s residual energies
are unpredictable, and their mutative power manifests in
different ways. In all naga, many of these mutations are
simply cosmetic — soft spines running down their backs,
or extra fins adorning their arms, for instance. Some naga,
though (those with racial levels), also possess mutations
that have a more substantial effect.

At each level, the naga chooses one of the mutations
listed below. Some mutations are available only to men
or to women, and a few have other prerequisites as well
(noted in italics). Unless otherwise noted, a naga can take
any given mutation only once. Other mutations are also
possible; these are merely some of the most common.

Arcane Aptitude (Female only): The naga’s Intellect
is considered to be +2 points higher when determining
bonus spells and her spells’ DCs.

Arcane Puissance (Female only): The naga gains new
spell slots per day as if she had also gained a level in an

arcane spellcasting class in which she possesses at least 1
level. She does not gain any other benefit a character of
that class would have gained. If she has more than one
spellcasting class in which she can cast arcane spells,
she must decide to which class she adds this level of
naga for the purpose of determining spell slots per day.
A naga can gain this mutation any number of times.

Claws (Male or Female): The naga gains two claw
attacks that deal 1d4 points of damage each as primary
or secondary natural weapons. See the Monster Guide,
Chapter 5: Monster Types, Subtypes, and Abilities,
“Natural Weapons,” for more information.

Extra Arms (Female only): This mutation is especially
common; indeed, most naga women have it, being born
with four arms instead of two. All four of the naga’s
arms are equally dexterous and strong and can wield
weapons. One hand is considered the primary hand
and the other three are secondary. The naga can take
the Multiweapon Fighting feat to reduce the penalties
for fighting with multiple weapons (see the Monster
Guide, Chapter 4: Monsters as Characters). However,
naga born with extra arms tend to be frail; the naga
suffers a —2 penalty to Stamina.

This mutation can be chosen only at 1st character level.

Growth (Male only) : The naga grows to great size. The naga
becomes a Large creature. His space and reach increase to 10
feet. He takes a —1 size penalty to AC and a —1 size penalty
on attack rolls. He takes a —4 penalty on Stealth checks to
hide, but gains a +4 bonus on grapple checks and on checks
to avoid being tripped. He must wield weapons of Large size
or take penalties. Similarly, he must wear armor appropriately
sized for him, which costs twice as much as normal. His lifting
and carrying capacities double. If he has claws, their base
damage increases to 1d6. Prerequisite: Three levels in naga.

Hard Scales (Male or Female): The naga’s natural
armor bonus improves by +4.

Poison (Male or Female): The naga secretes poison. If
the naga has claws, the poison applies to her claws; if
not, the naga can run a weapon along her poison gland
(often in the palm) to coat it with poison. Doing so is
a standard action that provokes attacks of opportunity.
Initial and secondary damage 1d4 Agy; save DC 10 + the
naga’s racial class level + the naga’s Stamina modifier.

Slippery (Male or Female) : The naga’s skin is especially
slippery. She gains a +6 bonus on Escape Artist checks
and her natural armor bonus improves by +1.

Snake Hair (Female only): The naga has small snakes
on her head, like hair. The naga has a limited ability to
see through the snakes’ eyes. She cannot be flanked and
gains a +2 bonus on Spot checks.

Spell-Like Ability (Male or Female) : Choose one 1st-level
spell from the arcanist or mage spell list. The naga can
use this spell three times per day as a spell-like ability as
a caster of a level equal to her character level. The spell’s
saving throw DC is 11 + the naga’s Charisma modifier.

Increased Swim Speed: A Ist-level naga’s swim
speed increases to 40 feet. A 3rd-level naga’s swim speed
increases to 50 feet.
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Base
Naga Attack Fort  Ref Will
Level Bonus Save  Save Save  Special
Ist +0 +2/40* +0 +0/+2* Mutation, increased swim speed
nd +1 +3/40* +0 +0/+3* Mutation

3rd +2 +3/+1* +1  +1/+3* Mutation, increased swim speed
* Naga men have good Fortitude saves, while naga women have good Will saves. The
statistics for naga men are listed to the left of the slash, those for women to the right.

S N TN e Ay b T W o W Sy e ey e e T

roken night elves lay scattered across the ground like the remains of a meal carelessly discarded. Zaj'tal "-.
breathed deep. Forest smell with the tang of blood — the smell of victory. He watched his warriors slither
among the wreckage, searching the bodies and ruined structures for valuables. Perhaps they would be lucky
and find the scepter they sought. Perhaps they would need to press on to destroy more of these loathsome creatures
that were once his kin.

Something was not right, though. Zaj’tal slithered away from the willage, to the edge of the forest. His heightened
perceptions prickled. These night elves were tricky and sneaky. Some could easily hide in the forest. His eyes scoured
the shadows, but he saw nothing. His grip tightened on his trident, then he let out a growling sigh and turned,
presenting his back to the trees, as if disinterested. He had heard something.

A rush, a cry: “For Pandaria!” Zaj'tal spun and caught the edge of a slender sword between his trident’s tines. He
twisted, but the swordsman pulled his weapon back before Zaj'tal disarmed him. Zaj'tal slithered backward several
feet to regard his opponent: deep in shadows, with a wide-brimmed hat, blotchy markings on his face. He wore a long
garment, and was short and stocky.

“You are no elf,” Zaj'tal growled, sliding to the side, forcing his opponent to circle into the moonlight. “What are
you?”

“I am Shinjo Greatpaw, creature,” the swordsman replied in an odd accent, “pandaren wardancer.” Shinjo
exploded into motion, forward and upward, slashing down at Zaj’tal’s head as the ursine creature flipped over him.
Zaj’tal parried and thrust up with one hand, slashing through cloth and flesh with his claws. He twisted and thrust at
Shinjo’s back as the pandaren landed, but Shinjo was too quick and rolled to the side, fully into the moonlight.

“Pandaren,” Zaj'tal mused, gazing at his opponent and seeing the claw slashes along his belly. “I have heard of your
kind, but never seen one. I thought you were unaffiliated. What do you care what I do to these elves?”

“I have friends among them!” Shinjo shouted, and lunged. Zaj'tal parried easily, once, twice.

“I believe, little panda,” he rumbled, “that you had friends among them.” He parried again, thrust, but Shinjo
dodged. “I am Zaj'tal of the naga.”

“I believe,” Shinjo said — and suddenly he was pressed against Zaj'tal’s chest. The naga had time to be surprised
before he felt three feet of steel thrust through his belly. “That you were Zaj'tal of the naga.” Shinjo twisted his blade,
and pain shivered through Zaj'tal.

The naga clenched his teeth, blood dribbling down his jaw. “We shall see, little panda.” He enveloped Shinjo in a
crushing embrace and twisted a bracer on his arm. The two vanished.
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Description: Pandaren are much like furbolgs in that
they display bearlike traits while being a humanoid race.

While pandaren are similar in appearance to furbolgs, they
do not possess the feral qualities of the coarse furbolg race.
Indeed, pandaren are significantly calmer and more graceful.

Pandaren are often found in the company of dwarves in the
Eastern Kingdoms. Many have made journeys to Khaz Modan.
While pandaren are neutral in the affairs of Horde and Alliance,
they have aided both sides in matters of great importance.

Whatever their relation to the Alliance, it does not
seem that the pandaren will join the humans, elves and
other Alliance races in their struggle against the Horde.
For the pandaren, the internal politics of the Alliance
are another noisome formality they must endure while
learning all they can of the races that occupy the land.

Appearance: Where the furbolgs are broad shouldered and
muscular, powerful and wild, pandaren are round shouldered,
with a stocky build and blunt, ursine face. All pandaren have
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CHAPTER ONE: NEW RACES

a short-furred, soft white pelt with black markings around
eyes, ears and nose, as well as dark fur “sleeves” marking their
arms and legs down to the prehensile paws they have for
hands, and their feet. They favor garments of finely wrought
silk or cotton, with pandaren ascetics often wearing canvas
cloth robes made from rice flax.

The typical pandaren male is between 5 feet and 6
feet in height and weighs between 200 to 300 pounds.
Pandaren females are similar in stature, with slighter,
more feminine builds, being from 160 to 240 pounds.

Region: Pandaren dwell in the isolated and insular reaches
of Pandaria. This nation remains undiscovered to this day.

Pandaren society has changed over the course of its long
history. Where once the pandaren had a mighty empire,
standing proud beside their kaldorei allies (so scholars
believe), now they are a simple people who want only
peace and a safe home. Yet the world is a dangerous place,
and only through an acceptance of the violence that
comes with life can the pandaren continue to prosper.

Each pandaren belongs to a shao’din, which is their
word for “clan.” Pandaren society is, in many ways,
compartmentalized. At their core, the pandaren treasure
peace and creativity. Most pandaren are poets and
singers, and the craftsmen of their culture are revered.
The dangers of Azeroth, however, necessitated the
evolution of a class of warriors to defend those ideals —
it is these warriors, from the simplest pikeman
to the great shodo-pans, who ensure that
pandaren culture survives.

Affiliation: Neutral.

Faith: Pandaren have a fierce and deep belief in
the connection of the material and spiritual
worlds. In many ways their faith
mirrors the ancient beliefs
of the night elves, and
the tribal beliefs of

the tauren, troll
and orc  races.
However, pandaren
veil their beliefs

in the trappings of
a mystical and ancient

method called geomancy.
Geomancy teaches that
the land is a reflection of
the spirits, but that spirits
are also a reflection of the

land.

Names: Pandaren naming
practices are simlar to those of
humans: each pandaren has a
given name and a surname. The
names themselves, of course, are
different.

e Male Names: Chen, Jinto,
Kesha, Masha, Mushi, Polo, Sinjo.

¢ Female Names: Huan, Jiang,

Lian, Mei, Ping, Shui, Zi.

e Surnames: Earthsong, Greentouch, Honeybrew,
Lightgrace, Reedwine, Sweetbarrow, Swiftpaw.

Pandaren Racial Traifs

® +2 Stamina, +2 Charisma, —2 Intellect. Pandaren
are tough and quite friendly, but their isolated culture
has limited their exposure to intellectual stimulation.

® Medium: As Medium creatures, pandaren have no
bonuses or penalties based on their size.

e Pandaren base land speed is 30 feet.

® +1 natural armor bonus to AC. |

¢ All pandaren gain Dodge as a bonus feat, even if |
they do not meet the prerequisites.

e Pandaren have a +2 racial bonus on Listen and
Spot checks. Pandaren are attuned to the world
around them.

¢ Automatic Language: Common and Pandaren.

® Bonus Languages: Any unrestricted. Pandaren
enjoy learning new languages.

¢ Racial Levels: Unlike humans and some other races,
pandaren can take a few levels in “pandaren” as a class to
develop their racial qualities more fully.
Favored Class:  Warrior.
A multiclass pandaren’s

warrior class does not

count when




PANDAREN

Taodle 1-6: The Pandaren

Base
Pandaren Attack Fort
Level Bonus Save

3rd +2 +3 +3

determining whether he suffers an XP penalty for
multiclassing (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).

Pandaren Levels

Pandaren can take up to three levels in “pandaren” at
any time. Pandaren have a millennia-long history from
which they draw their beliefs, philosophies, and combat
styles. Pandaren levels represent the individual focusing
upon his culture’s heritage and training.

Pandaren levels stack with a divine spellcasting class
level for purposes of determining caster level for spells.
If the pandaren has more than one divine spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

Skill Points at 1st Character Level: (2 + Int modifier) x 4.

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Climb (Str), Jump (Str), Knowledge
(nature) (Int), Listen (Spt), Spot (Spt), Survival (Spt),

Ref Will
Save Save

Special
] +0 +2 +2 42 +1 Ay, Combat Expertise
2 +1 +3 +3  +3 +1 Spt, +1 Agy

+1 Str, attuned defense

Stealth (Agy), and Swim (Str). See Chapter 5: Skills in
WoW RPG for skill descriptions.

Starting Gold: A Ist-level pandaren with a level in
pandaren begins play with 5d4 x 10 gold pieces.

Weapon and Armor Proficiency: Pandaren with
levels in pandaren are proficient with all melee and
thrown martial weapons and with light armor and
shields (but not tower shields).

Combat Expertise (Ex): The pandaren gains Combat
Expertise as a bonus feat, even if he does not meet the
normal prerequisites.

Attuned Defense (Ex): Pandaren are attuned to their
surroundings, which helps them avoid blows. They sway
to the side or spin to the back just before attacks strike
them, moving with practiced grace. At 3rd level, as long
as the pandaren wears light armor or no armor, he adds
his Spirit modifier (if it is positive) as an insight bonus
to his AC. This bonus applies to both his flat-footed and
touch AC.

Quikogr

Description: Quilboar are primitive, aggressive,
swinelike humanoids who live in desolate places on
Kalimdor. They are large and strong, but not particularly
bright; never a dominant race, in recent times their
numbers and territory have decreased further as orcs,
tauren and other races from across the sea encroach
on their land. They battle these creatures — and most
others — ferociously.

Quilboar have strong loyalty to their tribes and
an ingrained desire to make their tribe — and, by
extension, their race — as strong as possible. Their
society is regimented and supports strong warriors and
shaman. Males generally become warriors or shaman
while females care for young quilboar.

Appearance: Resembling pigs crossed with humans,
quilboar are ugly to most other races. Their heads are
those of boars, and they have dry, prickly hair that
protrudes from their heads and necks. Tusks jut from
their piglike jaws. Stocky and powerful, quilboar stand
5-1/2 feet tall and weigh 225 pounds. Quilboar rarely
wear clothes on their upper bodies, but usually wear
tattered pants on their legs; warriors wear armor (of
course). As befits their name, quilboar have a mane of

sharp quills. Quilboar can fight with these quills, but
prefer manufactured weapons.

Region: Most quilboar live in the Barrens of Kalimdor,
though a few range farther afield. Quilboar prefer to make
their homes in thickets of huge brambles; they claim that
when the Eternal Agamaggan fell in ancient times, these
brambles sprouted from splashes of his blood.

Affiliation: Independent. Quilboar are fiercely
territorial and attack most other species on sight. Their
mentality leaves little room for alliance with other races.

Faith: Quilboar revere Agamaggan, an ancient Eternal
associated with the night elves. Quilboar believe the
boarlike Agamaggan was their creator, though he fell to
the Burning Legion in ancient times. Quilboar shaman
are common and an important element of both quilboar
society and their military, though recently rumors speak
of quilboar tribes turning to necromancy.

Names: Quilboar names are usually guttural,
multisyllabic, and involve snortsand growls. Theirsurnames
are honorific, recalling a difficult, heroic, or otherwise
memorable deed that the quilboar accomplished.

® Male Names: Achrengrok, Murgrek, Thagmagron,
Verrmalk.
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CHAPTER ONE: NEW RACES

¢ Female Names: Almondi, Egrenna, Gormeginia,
Shmagnetess.
¢ Surnames:

Mudwater, Orcbane, Razorflank,

Snarlsnout, Thorncurse, Thornmantle.

Qailboar Racial Trails

e +) Strength, +2 Stamina, -3 Intellect, -3 Charisma.
Quilboar display great strength and hardiness, but are
neither quick-witted nor pleasant.

® Medium: As Medium creatures, quilboar have no
special bonuses or penalties due to their size.

® Quilboar base land speed is 30 feet.

® Darkvision: Quilboar can see in the dark up to
60 feet. Darkvision is black and white only, but it is
otherwise like normal sight.

e Scent: Quilboar can detect approaching enemies,
sniff out hidden foes, and track by sense of smell. They
can identify familiar odors just as humans do familiar
sights. See the Monster Guide, Chapter 5: Types,
Subtypes, and Abilities, for more information.

¢ Monstrous Humanoid: Quilboar are monstrous
humanoids, not humanoids. As such, they are immune
to hold person and other effects that specifically target
humanoids.

® +1 natural armor bonus.

e Pack Fighting (Ex): A quilboar’s fanatical
devotion to his tribe causes him to celebrate ™,
an ally’s demise: A quilboar who witnesses &
an ally’s death gains a +1 morale bonus
on attack and damage
rolls for the duration
of the combat. (Morale
bonuses do not .= =
stack.) The fallen - -5 5+
ally must possess ¢
Hit Dice equal
to or greater / -
than the——egr/&
quilboar’s
level (or Hit
Dice) for him to
gain this bonus.

. Quills
(Ex): [°
Quilboarcan
fight with |
their quills
as  natural
weapons. (4

Their quills

.'

P

deal piercing damage equal to 1d4 + Str modifier. A
quilboar cannot attack with his quills in the same turn
he attacks with a manufactured weapon.

e +2 racial bonus on Survival checks.

e Automatic Languages:
Common.

¢ Bonus Languages: Goblin, Orcish, Taur-ahe and
Zandali. Sometimes quilboar learn the languages of
their enemies.

Common and Low

® Racial Levels: Unlike humans and some other races,
quilboar can take a few levels in “quilboar” as a class to
develop their racial qualities more fully.

e Favored Class: Barbarian. A multiclass quilboar’s
barbarian class does not count when determining
whether he suffers an XP penalty for multiclassing
(see WoW RPG, Chapter 3: Classes, “Multiclass
Characters,” XP for Multiclass Characters).

Quildoar Levels

Quilboar can take up to three levels in “quilboar” at
any time. A quilboar who takes racial levels shows his
utter devotion to his tribe or adventuring party and its
survival. He puts aside all care and concern for his own
well-being and devotes himself to his comrades. While
all quilboar possess this instinct, those who take racial
levels discard their individuality, becoming paragons of
self-sacrifice.

Quilboar levels stack with a divine spellcasting class

_ level for purposes of determining caster level for

spells. If the quilboar has more than one

divine spellcasting class, add the racial
S

4

levels
to the
!" highest.
Hit Die:
ds.
Skill
Points at 1st
-4l Character
t"‘ ™ Level: (2 + Int
Ve - modifier) x 4.
' Skill Points
at Higher
Levels: 2 + Int
modifier.
“Class” Skills:
Climb (Str), Craft (Int),
Handle Animal (Cha),
Jump (Str), Listen (Spt),
Spot (Spt), Stealth (Agy),
and Survival (Spt). See
Chapter 5: Skills in WoW
RPG for skill descriptions.
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Tadle 1-7: The Quildoar

Base
Quilboar Attack Fort Ref Will
Level Bonus Save Save Save  Special

Ist +1 +2 +0 40 +1 Stamina, greater pack fighting
Ind +2 +3 +0  +] Bonus feat, tribal defense

3rd +3 +3 +1 41 +1 Strength, deathboon, supreme pack fighting

Starting Gold: A Ist-level quilboar with a level in
quilboar begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Quilboar with
levels in quilboar are proficient with simple weapons,
and light and medium armor.

Greater Pack Fighting (Ex): This ability functions as
pack fighting, but the quilboar may gain the bonus twice
(i.e., gaining a +2 morale bonus to attack and damage
rolls) before it ceases to stack.

Bonus Feat: At 2nd level, the quilboar gains a bonus
feat. He must select this feat from the list of warrior
bonus feats.

Tribal Defense (Ex): The quilboar’s dedication to his
tribe’s defense grants him great combat prowess. At 2nd

Description: Satyrs are sadistic and depraved demons.
Like naga, the first satyrs were once night elves. Other
races have since joined their ranks; all are now twisted
and evil. They delight in bloodshed and pain.

Satyrs have their genesis in the War of the Ancients.
A kaldorei named Xavius, a Highborne, was one of
Queen Azshara’s closest advisors. Xavius helped bring
the Burning Legion to the world, and over the course
of events leading up to the war, fell more and more
under demonic influence. He clashed with Malfurion
Stormrage, and the young druid came out on top. He
killed Xavius and annihilated his body.

Xavius faced punishment for his failures. Sargeras
tortured Xavius’s disembodied spirit for a time, but
eventually decided that Xavius could be of further use
after all. He created a new body for Xavius: a body with
cloven hooves, shaggy goat legs, goatlike horns, razor-
sharp claws, and a long, leonine tail.

Xavius the satyr perished in the War of the Ancients
— Xavius died twice, and both times at Malfurion’s hand
— but the satyrs revere him as their creator. As part of
his corruption, Xavius could inflict other creatures with
his demonic curse, and thus the satyrs came to be. These
new satyrs could also pass their affliction to others, and
the satyrs’ ranks multiplied. In recent years, though,
the curse has weakened, and thus few new satyrs appear
today.

level, when the quilboar flanks an enemy, he gains a +4
bonus on attack rolls instead of +2.

Deathboon (Su): A quilboar’s fanatical devotion
to his tribe grows so great at this point that, should he
die, his sacrifice infuses all around him with strength.
Upon his death, a ghostly form of the quilboar appears
above his place of death and grants all allies within 30
feet a morale bonus to Strength equal to the quilboar’s
Hit Dice and/or character level. This bonus lasts for 1
minute per the quilboar’s character level.

Supreme Pack Fighting (Ex): This ability functions
as pack fighting, but the quilboar may gain the bonus
three times (i.e., gaining a +3 morale bonus) before it
ceases to stack.

Satyrs are corrupt through and through. Their greatest
joy is in abandoning themselves (whatever selves still
exist) to slaughter, tearing their opponents apart and
reveling in the spatter of fluids and entrails. Satyrs blend
recklessness and patience. They have the patience of
predators, and delight in the hunt, reveling in their
prey’s terror — but sometimes their bloodlust and sadism
overtakes them. Most are rogues or tricksters, and calm
enough to sneak through the forest shadows toward
unsuspecting travelers — but when combat is joined,
they are crazed dervishes.

Their society is loosely hierarchical, and they are
organized into groups. Each group, called a sect, has
a specific mission. Satyrs hate pretty much everyone
who doesn’t work to further the Legion’s goals. They
don’t even get along with each other. However, they
have a special hatred for night elves, as these creatures
handed the demons their first defeat in the War of the
Ancients.

Appearance: Satyrs resemble the creatures they once
were in some respects, particularly the head and torso.
However, they develop cloven hooves, furry goat legs,
a long leonine tail, elongated limbs, claws, and horns.
Skin and fur color varies; many satyrs were once night
elves and are deep purple, recalling the skin tone of
their former selves, but sickly yellows and dark, moldy
greens are also possible.
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CHAPTER ONE: NEW RACES

Region: Satyrs live in the forests in northern
Kalimdor, where they have dwelt for ten millennia.
Felwood is particularly rife with them. Some also live
in Desolace, halfway down Kalimdor’s western coast.
Rumors say that a few satyrs have established tribes in
forested areas across the sea, but these stories remain
unsubstantiated.

Affiliation: Burning Legion. Satyrs are demons and
members of the Burning Legion. However, they are
chaotic, and don’t necessarily get along with each other;
different groups occasionally go to war.

Faith: Satyrs have little inclination toward philosophy
or religion. Healers are unknown in their society. Most
satyrs venerate Xavius as their creator and patron,
and satyrs give their allegiance to the Burning Legion
unconditionally.

Names: Satyr naming practices are similar to those
of their original race, but focus on their unique and
corrupt natures. Their surnames oftendevelop from
their evil deeds, while some go e
without surnames. A few satyrs B

don’t change their names after .

g T e R \\;\

their transformations.

¢ Male Names: Zalan,
Delmanis, Makron, Zevrim.

® Female Names: Akhzor, Marigore,
Nektis, Zydaxxis.

¢ Tribe Names: Banebreath, Darkthought,
Thornhoof,
Vileclaw.

Salyr
Racial
Trails

o +2 Agility, J~1!|
-2 Spirit, 2%
Charisma. Satyrs
are quick and
dexterous, but their
senses are too wild
to remain focused T
for long and their :;;__ " ==
crazed mindset does™ ©
not endear them to
others.

¢ Medium: As Medium creatures, satyrs have no
bonuses or penalties based on their size.

e Satyr base land speed is 30 feet.

e Qutsider: Satyrs are outsiders, not humanoids.
They are immune to hold person and other effects that
specifically target humanoids.

® Subtypes: Satyrs have the chaotic, demon, evil, and
native subtypes. A satyr possesses these subtypes even if
he is not evil and/or chaotic.

® Darkvision: Satyrs can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise
like normal sight.

e Claws (Ex): Satyrs have razor-sharp claws. Each
claw deals 1d4 points of damage + the satyr’s Strength
bonus. Satyrs can make two claw attacks in the same
round without penalty. See the Monster Guide, Chapter
5: Monster Types, Subtypes, and Abilities, “Natural
Weapons,” for more information on natural weapons.

e Satyrs have a +2 racial bonus on Knowledge
(nature) and Survival checks. These skills are class skills

for all satyr characters.
e Satyrs have a +2 racial bonus on Stealth
checks.
¢ Immortality: As demons, satyrs are
h.l‘\\ \_‘ immortal and never suffer the effects
of aging (either bonuses or

Y fie penalties), nor can they die
o J i\\ of old age. They can die

4 through other means, as

can mortal creatures.

e Automatic Languages:
Eredun and whatever was

the primary language of

the satyr’s former race.
L]

= Bonus

Languages:
Darnassian,
Low Common,

Goblin,

Orcish and
/J Thalassian.
(Unless

one of these

was the satyr’s
primary  language
in his former life, in

which case it is an automatic
language.) Satyrs pick up the
languages of their enemies and those
creatures that they might find useful.
® Racial Levels: Unlike humans and some other
races, satyrs can take a few levels in “satyr” as a

/-.r“ \ class to develop their racial qualities more

fully.
e Favored Class: Rogue. A multiclass
satyr’s rogue class does not count when




SATYR

determining whether he suffers an XP penalty for
multiclassing (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).

Sacyr Levels

Satyrs can take up to three levels in “satyr” at any
time. A satyr who takes racial levels gains power based
on the satyrs’ legacy as part of the Burning Legion.
Satyrs with racial levels embrace the wild depravity
characteristic of their kind.

Hit Die: d8.

Skill Points at 1st Character Level: (4 + Int modifier)
x 4.

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Bluff (Cha), Escape Artist (Agy),
Intimidate (Cha), Knowledge (nature) (Int), Stealth
(Agy), Survival (Spt), Tumble (Agy), and Use Rope (Agy).
See Chapter 5: Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level satyr with a level in satyr
begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Satyrs with levels
in satyr gain proficiency with all simple weapons and

Backstab (Ex): The satyr has the backstab ability,
just like a rogue (see WoW RPG, Chapter 3: Classes,
“Rogue”). This ability stacks with the rogue ability.

Stealthy (Ex): The satyr gains a +2 bonus on Stealth
checks.

Shadowmeld (Sp): At 2nd level, the satyr can use
shadowmeld as a spell-like ability. He can use this ability
a number of times per day equal to his satyr level; his
caster level equals his satyr level.

Satyr Finesse (Ex): Satyrs are skilled at wielding
their weapons dexterously. At 3rd level, the satyr selects
a one-handed melee weapon with which he is proficient
(such as morningstar or scimitar). He can add his Agility
bonus instead of his Strength bonus on attack rolls with
that weapon.

Wild Rush (Ex): At 3rd-level, if the satyr charges a
foe, he can make a full attack. However, the opponent
gets an attack of opportunity against the satyr before the
satyr attacks. In addition, the satyr takes a —4 penalty to
AC for 1 round instead of the normal —2.

The satyr can opt to make a normal charge instead of
a wild rush.

Tavdle 1-8: The Sacyr

Base
Satyr  Attack Fort Ref Will
Level Bonus Save Save Save
Ist +0 +0 +2  +0
Ind +1 +000 53 N0
3rd +2 + a7l

Description: Tuskarr are friendly, stouthearted
humanoids resembling walruses. They live in Northrend
and their thick bodies are well adapted to the cold
winters of the region. Although peaceful, tuskarr wage
constant battle against the Drakkari ice trolls and
nerubians. They have thus far managed to avoid the
Scourge, but the tuskarr know that eventually they must
either fight them or flee.

Tuskarr society revolves around fishing and whaling.
Not only do the tuskarr excel at these trades, but their
self-contained economy is based upon these professions.
Fishing and whaling are not just the mainstays of tuskarr
society, but also a reflection of one’s own character.
Being skilled at fishing is considered evidence of good
morals, whereas poor fishing is seen as evidence of some
moral deficiency.

Tuskarr communities are not organized. Villages arise
out of a need to coordinate efforts at fishing, whaling,
animal husbandry, and defense, rather than for political
reasons. Tuskarr do not have community leaders, and

Special

Backstab +1d6, stealth

+1 Agility, shadowmeld

Backstab +2d6, satyr finesse, wild rush

the family is the primary social structure. Kinship
usually involves three generations from both the mother
and father’s sides. Functionally, these extended families
are treated as one, so the action of any member is the
responsibility of the entire group. Marriage occurs for
a tuskarr man when he can support a wife, and for a
tuskarr woman as soon as she reaches puberty.

Tuskarr law requires all tuskarr to help supply the
community with food, clothing and other necessities.
Also, all tuskarr must contribute to the defense of their
village. The sea is considered communal property for
fishing and whaling, and catches are always divided
equally among the community. Tuskarr laws are simple
and meant to maintain communal peace. Punishment
is generally mild and involves loss of social standing
through ridicule or ostracism. However, when someone
takes a tuskarr’s life, blood vengeance is the only
allowable response.

Tuskarr make good heroes. While few tuskarr leave
their villages and families, a few are driven to explore
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CHAPTER ONE: NEW RACES

the world or to take more direct actions against the
Scourge, whose depredations the tuskarr see but do not
combat. Tuskarr are good-hearted folk who are devoted
to their friends. A tuskarr makes friends easily, but takes
a long time to consider a group of friends the equivalent
of her family. When she does, though, these individuals
have her loyalty for life.

Appearance: A tuskarr is a squat and muscular
humanoid who has broad shoulders and a strong back.
A tuskarr’s face resembles that of a walrus. It is blunt
and almost hairless, with two long tusks that extend
down from her upper jaw. Tribal carvings of reds, blues
and greens adorn her tusks. Most tuskarr wear thick,
oilskin jackets.

Region:  Tuskarr dwell along
Northrend’s coasts, where they have
several villages. These small
communities, which bustle
with activity, are scattered
across the icy beaches.
The center of the tuskarr
civilization is Kaskala,
a cluster of villages in
the Borean Tundra.

Affiliation:
Independent.
Tuskarr have
little
with anyone and
they long ago
learned to fend
for
and survive the
harsh conditions
of  Northrend.
Though  their
economy is self
contained  and
they do not need
the fabricated
goods other races
offer, the tuskarr’s
friendly and peaceable
nature allows them to
deal with people from
both the Alliance and the
Horde. Traders offering goods
the tuskarr cannot manufacture
are especially welcome in their
villages. Most tuskarr get along well
with dwarves, gnomes and goblins, whom
they respect for their ingeniousness. They treat
humans and orcs with respect, but are suspicious of elves
and trolls.

Faith: The tuskarr picture the afterlife as a place
with plentiful catches and successful whaling with
minimal work. Tuskarr have simple rituals relating to

contact

themselves

social functions rather than religious circumstances.

Birth, marriage, healing a sickness, and death cause
the most prominent ceremonies. Other rituals relate to
celebrating a good catch and venerating those who are
lost at sea or who fell in battle.

Tuskarr shaman influence the weather, cure the
sick and facilitate the gathering of food; they hold an
important place in society. Shamanic magic is quite a
production, and most shaman perform elaborate rites
while casting spells. Even something like curing the
sick is a remarkable event: The shaman may speak with
ghosts of the patient’s relatives and even battle other
spirits into submission before forcing them to help heal
the patient.

Names: Tuskarr names derive from ancient
words no longer in use in their own
tongue. These words have hidden
“. meaning none but the tuskarr
understand. Because family is
of prime importance to their
society, tuskarr family
names take precedence
over the names of the
individuals.  Thus,
tuskarrfamilynames
are stated before
an  individual’s
personal
and
tuskarr
travel outside
their own
communities
are

name,
most
who

known
simply by such
a name.

Tuskarr
family  names
are ancient
and sacred.

The meaning
of the family’s
name is related
to some important

characteristic or great
historic deed. A tuskarr’s
fathergiveshisfamilyname
to his child, but the mother
picks out a personal name for
her son or daughter shortly after
birth. Tuskarr family names are long
and complex, while personal names are
short and simple. The meaning of a personal name
relates to one of the child’s personality or physical
traits.
e Male Names: Bok, Girok, Frinn, Koss, Nirr, Orinn,
Kurr.
¢ Female Names: Almh, Darji, Jirg, Lilmh, Sorji,
Zurg.




TUSKARR

Tadle 1-9: The Tuskarr

Base
Satyr  Attack Fort Ref Will
Level Bonus Save Save Save
+2 +0  +0
+3 +0

Special

+1 natural armor bonus, honus weapon proficiency, resistance to cold 3
+2 Strength, resistance fo cold 6

+1 Stamina, +1 natural armor bhonus, resistance to cold 9

e Family: Anniveldruun, Brathadral, Derganul,
Erandruun, Gerkadrul, Looposul, Moondral,
Vermolkral.

Taskarr Racial Trails

e +2 Stamina, —2 Intellect. Tuskarr are sturdy and
easily weather physical hardship, but their simple society
does not allow for much intellectual stimulation.

¢ Medium: As Medium creatures, tuskarr have no
bonuses or penalties based on their size.

e Tuskarr base land speed is 30 feet.

¢ +1 natural armor bonus to AC. A tuskarr has a layer
of tough blubber beneath his hide.

® Weapon Familiarity: Tuskarr treat the net as a
martial weapon instead of an exotic weapon.

e +2 racial bonus on Fortitude saving throws against
cold effects. (This includes magical and nonmagical
cold effects.)

e +2 racial bonus on Profession (fisher), Profession
(whaler) and Survival checks. These skills are class
skills for all tuskarr characters.

¢ Automatic Languages: Common and Tuskarr.

¢ Bonus Languages: Low Common and Zandali. Most
tuskarr do not learn more than Tuskarr and Common,
but those who do speak the tongues of their enemies.

¢ Racial Levels: Unlike humans and some other
races, tuskarr can take a few levels in “tuskarr” as a class
to develop their racial qualities more fully.

e Favored Class: Scout. A multiclass tuskarr’s scout
class does not count when determining whether she
suffers an XP penalty for multiclassing (see WoW RPG,
Chapter 3: Classes, “Multiclass Characters,” XP for
Multiclass Characters).

Tuskarr Levels

Tuskarr can take up to three levels in “tuskarr” at any
time. Tuskarr levels illustrate the character drawing
strength from her society’s values and history. Most
tuskarr characters take at least one level in tuskarr.

Hit Die: d8.

Skill Points at 1st Character Level: (4 + Int modifier) x 4.

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Appraise (Int), Craft (Int), Diplomacy
(Cha), Listen (Spt), Profession (Spt), Spot (Spt),
Survival (Spt) and Swim (Str). See Chapter 5: Skills in
WoW RPG for skill descriptions.

Starting Gold: A 1st-level tuskarr with a level in
tuskarr begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Tuskarr with levels
in tuskarr are proficient with simple weapons, light
armor and shields (but not tower shields).

Bonus Weapon Proficiency: The tuskarr gains
proficiency with the net.

Resistance to Cold (Ex): Tuskarr live in Northrend
and are adapted tosurvive in the coldest of environments.
A tuskarr has resistance to cold equal to three times her
tuskarr levels.
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Tavle 1-10: Random Scarcing Ages

Race Advlthood  Healer/Warrior /Barbarian/Paladin  Rogue/Runemaster /Scout /Tinker _ Arcanist
Dragonspawn 200 years +4d6 +10dé6 +5d6
Dwarf, Dark Iron 40 years +3d6 +7d6 +5dé6
Murloc 12 years +1d6 +3d6 +2d6
Naga 500 years +5d10 +12d10 +6d10
Pandaren 80 years +4d6 +10dé6 +6d6
Quilboar 17 years +1d6 +2d6 +1dé6
Satyr 300 years +5d6 +12d6 +6d6
Tuskarr 50 years +1d4 +3d6 +2d6

Tavle 1-11: Aging Crfeccs
Race Middle Age old Venerable Maximum Age
Dragonspawn (wyrmkin) 400 years 550 years 600 years +4d% years
Dwarf, Dark Iron 125 yrs 188 yrs 250 yrs +2d% years
Murloc 25 years 40 years 60 years +2d6 years
Naga* 650 years 800 years 1,000 years +25d% years
Pandaren 175 years 263 years 350 years +4d10 years
Quilboar 30 years 47 years 69 years +2d6 years
Satyrt — — — —
Tuskarr 75 years 95 years 110 years +4d10 years
* In addition to their natural longevity, a number of naga develop mutations that increase their life spans even further. Some are
immortal.
t Satyrs are immortal and cannot die due fo old age, nor do aging effects apply to them.

Tavdle 1-12: Random Heighe and (Ueighc
Race Base Height Height Modifier Base Weight Weight Modifier

Dwarf, Dark Iron (female) 37" +2d6 90 Ib. x (2d6) lb.
Dwarf, Dark Iron (male) 39" +2d6 120 Ib. x (2d6) Ib.

Dragonspawn (wyrmkin) (female) 62" +2d6 200 Ib. X (2d6) b.
Dragonspawn (wyrmkin) (male)  6'2” +2d6 200 Ib. x (2d6) b.
Murloc (female) 48" +2d10 90 Ib. X (2d4) Ib.
Murloc (male) 410" +2d10 120 |b. x (2d4) |b.
Naga (female) 6'0" +2d6 190 [b. x (2d6) b.
Naga (male) 6'10" +2d6 240 |b. x (2d6) Ib.
Pandaren (female) 53" +2d4 180 [b. x (3d6) b.
Pandaren (male) 53" +2d4 200 Ib. x (3d6) b.
Quilboar (female) 4’5" +2d6 100 [b. x (2d6) b.
Quilboar (male) 411" +2d6 175 |b. x (2d6) Ib.
Satyr (female) 6"2" +2d6 190 [b. x (2d6) Ib.
Satyr (male) 6"6" +2d6 200 Ib. x (2d6) Ib.
Tuskarr (female) 43" +2d6 170 [b. X (3d6) b.
Tuskarr (male) 4'5" +2d6 i x (3do) Ib.
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DARK FACTIONS

“Nowmne Cay Stor Us Now

This chapter includes several options for character
classes, most of which are introduced in the Alliance
Player’s Guide. In the following pages you can find:

e Equipment. A few of the races presented in this
book use unique weapons, and these are described here.

e Variant classes. These rules take classes that already
exist and alter them slightly, replacing a class feature or
two with another or adjusting their class features to fit a
slightly different idea.

e Racial iconic classes. These classes are variant
classes, as above, that represent particular archetypes
in the Warcraft world, such as a quilboar shaman or a
pandaren wardancer.

® Creature classes. Some monsters are appropriate for
player characters, but they are too powerful to translate

directly, even with racial levels. One solution is to use a
level adjustment (described in Lands of Mystery and the
Monster Guide). The Alliance Player’s Guide introduced
creature classes, which allow players to play a monster from
Lst level. This book includes several creature classes.

e Feats. This chapter closes with a slew of new feats
particularly appropriate to characters and races who
belong to the dark factions described herein.

- Swifc Accions and Immediace Accions
~ Someabilitiesand class features in this chapter referto |
- swift actions and immediate actions. They are similar
. to free actions and are described in More Magic & |
- Mayhem, Chapter 3: Power Overwhelming. :

Tavle 2-1: Weapons

Martial Weapon Cost
Two-Handed Melee Weapon
Great Trident 50 1d10 2d6 X3

Exotic Weapons Cost
One-Handed Melee Weapons

Dmg (S) Dmg (M) Critical

Dmg (S) Dmg (M) Critical

Range Increment ~ Weight*  Type*™*

— 12 Ib. Piercin
Range Increment ~ Weight*  Type*™*

Pan-Spear 25 gp 1d6 1d8 x3 30 fi. 3 |b. Piercing

Sword, Shaktoni 60 1d6 1d8

Great Trident: Naga myrmidons and royal
guards favor this weapon. Though its great size
and weight makes it useless as a ranged weapon
(unlike smaller tridents), thrown weapons are not
an option underwater anyway. Also, as the great
trident is a piercing weapon, it is an ideal choice
for strong creatures to wield beneath the waves.

If you use a ready action to set a great trident
against a charge, you deal double damage on a
successful hit against a charging character.

Pan-Spear: A pandaren weapon, this pikelike
implement consists of a long, flat blade attached
to a hollow bambus reed. Because of the reed’s
light weight and hollow nature, a skilled wielder
can hurl a pan-spear remarkable distances and
still retain accuracy.

18-20/x2 41b. Slashin

If you use a ready action to set a pan-spear
against a charge, you deal double damage on a
successful hit against a charging character.

Sword, Shaktani: Pandaren favor this long,
slim blade, and it allows them to use their agility
to great advantage. About the same length as a
bastard sword, a shaktani sword is a lighter and
more graceful weapon, and its chisel-like end
makes particularly grievous wounds. You can use
the Weapon Finesse feat to apply your Agility
modifier instead of your Strength modifier to
attack rolls with a shaktani sword sized for you,
even though it is not a light weapon for you. You
cannot wield a shaktani sword in two hands in
order to apply 1-1/2 times your Strength bonus to
damage.
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VARIANT

The rules in WoW RPG allow for a wide range of character
customization. No two runemasters (described in More Magic
& Mayhem) are alike, because they are of different races
and have different skill, feat, equipment and rune selections.
However, the classes are, by definition, somewhat limiting.
Despite the fact that they are all different, all runemasters also
share certain traits — they inscribe runes on themselves and
others and they are decent fighters among other things. Yet
what about those runemasters who, perhaps, don’t do all these
things? Or do them differently? Do runemasters exist who
focus their efforts and runes on themselves and let their allies
fend for themselves? The answer is certainly yes.

A variant class takes one of the existing base classes and alters
it slightly — usually swapping one class feature for another, or
performing some other minor alterations. These variant classes
allow a larger range of customization and represent slightly
different concepts. In a way, the healer and arcanist classes already
present variant classes: they have different paths. The healer class,
for instance, has four variants: the druid, priest, shaman, and
witch doctor (described in More Magic & Mayhem). The classes
presented here are more focused.

Variant classes are an optional addition to the WoW
RPG game. If you would like to play a variant class, first
ask your GM to make sure it’s okay.

Draid Variant:
aalic Draid

ruids exist beneath the waves as well as above.
These druids bond to the creatures of the water and can
call upon these creatures for help.

Aquacic Druid Alceracions

Aquatic druids possess the same class features
as normal druids, but some of their class features
and inspirations are modified, as shown .
below. See the Monster Guide for

creature statistics. |

o Istlevl — Animal
Companion: An aquatic druid
may choose to take an
aquatic animal
as an animal
companion.
Add the following
animals to the
druid’s  available
companions:

e [st -Level or Higher: Octopus (animal), Medium
shark (animal) and squid (animal).

® 4th-Level or Higher (Level —3): Crocodile (animal)
and Large shark (animal).

e 7th-Level or Higher (Level —6): Threshadon
(dinosaur).

® [0th-Level or Higher (Level -9) : Huge shark (animal),
orca whale (animal), and sea turtle.

e [6th-Level or Higher (Level —15): Giant squid
(animal).

o 4th-Level — Wild Shape: Instead of the animals
into which a normal druid can transform, an aquatic
druid can use wild shape to transform into the following
animals only, at the indicated levels:

® 4th-Level: Frenzy or octopus.

e 8th-Level: Crocolisk.

® | Ith-Level: Cachalot whale.

® | 6th-Level: Dragon turtle. (See Chapter9: Creatures.)
In addition, you gain the form’s extraordinary special
qualities (amphibious, low-light vision, and spiked
shell) as well as its extraordinary special attacks.

Draid Variant:
Draid of the NighImare

Not all druids revere the Emerald Dream. A few rare
and twisted individuals channel the Nightmare, a rent
in the perfection of the Emerald Dream. Most of these
druids of the Nightmare were once normal druids who
inadvertently came in contact with the Nightmare (often
w h il e dreamwalking) and fell under its insidious
influence. However, an increasing
number of people have
become druids of the
Nightmare  through
their own volition.

Whereas
traditional druids
seek a communion




VARIANT CLASSES

withnature, druids of the Nightmare become increasingly
divorced from the natural order.

Druid of the DNightmare Alceracions

Druids of the Nightmare do not gain a skill bonus to
Knowledge (nature) or Survival. They use the standard
druid spell list, save that they gain different domains. Druids
of the Nightmare do not have animal companions and
cannot rebuke or bolster animals or plants. Druids of the
Nightmare to do not gain the standard druid inspirations.

e [st Level—Domains (Ex): Druids of the Nightmare
choose from the Destruction, Elements, and Madness
domains. See Chapter 4: Magic for the Madness domain.

e Ist Level—Menacing (Ex): A druid of the Nightmare
gains Intimidate (Cha) as a class skill (in addition to the
normal druid additional class skills). She receives a +2
bonus on Bluff and Intimidate checks.

o Ist Level—Child of Nightmares (Ex): A druid of
the Nightmare adds all spells with the mind-affecting
descriptor to the druid spell list. She gains one extra spell
slot each day for each spell level that she can cast; these
extra slots can be used only to cast mind-affecting spells.

e st Level—Anathema (Ex): A druid of the Nightmare
is repellent to nature. A druid of the Nightmare can
turn or destroy animals and plants.

o [st Level—Dark Strider (Ex): The druid of the
Nightmare may move through any sort of undergrowth
(such as natural thorns, briars, overgrown areas and
similar terrain) at her normal speed and without
taking damage or suffering other impairments. Thorns,
briars and overgrown areas that have been magically
manipulated to impede motion still affect her, however.
Unlike the druid’s strider ability, the druid of the
Nightmare leaves a trail when using this ability.

® 4th Level—Vermin Shape (Su): Instead of the animals
into which a normal druid can transform, a druid of the
Nightmare can use wild shape to transform into either a
monstrous scorpion or monstrous spider (see the Monster
Guide web extras). The druid’s level determines the
largest size vermin into which she can wild shape:

e 4th Level: Tiny or Small.

e 8th Level: Large.

e 12th Level: Gargantuan.

e 16th Level: Colossal.

In addition, she gains the form’s extraordinary special
quality and its extraordinary special attacks.

e 8th Level—Warp Mind (Ex): Once per day, a druid
of the Nightmare can channel the Nightmare to inflict
horrible visions upon a target. She must make a ranged
touch attack against a target within close range (25 ft.
+ 5 ft. [ 2 levels). If successful, the target takes 1d4+1
points of damage to his (current) highest mental ability
score (Int, Spt, or Cha). This damage does not heal
naturally; it can be healed only with magic. The druid
of the Nightmare gains an additional use of this ability
per day at 13th and 18th level.

e [ 2th Level—Warp Flesh (Ex): Once per day, a druid
of the Nightmare can channel the Nightmare to warp
a target’s body into horrific shapes. She must make a

ranged touch attack against a target within close range
(25 ft. + 5 ft. / 2 levels). If successful, the target takes
1d4+1 points of damage to his (current) highest physical
ability score (Str, Agy, or Sta). This damage does not
heal naturally; it can be healed only with magic. The
druid of the Nightmare gains an additional use of this
ability per day at 16th and 20th level.

o [6th-Level—Timeless Body (Ex): As the standard
druid ability. At this point, the druid of the Nightmare
is fully removed from nature; instead of aging as others,
she develops random and unusual features (such as scales
or tentacle) as she advances in years. These features
have no mechanical effect.

Gnchanler Variani:
Marlial Gnchanfer

The enchanter prestige class in More Magic and
Mayhem presumes the enchanterisastudent of magic. Yet,
not all enchanters are spellcasters. The act of destruction
releases energy and sometimes a reckless warrior or an
inquisitive tinker may stumble upon the means to absorb
this energy and channel it into creation.

IMarcial ©nchancer Alceracions

The requirements to become a martial enchanter are
different from those of the standard enchanter:

Alignment: Any non-lawful. An enchanter must be
willing to destroy in order to create.

Base Attack Bonus: +4

Skills: Craft (any) 8 ranks, Spellcraft 4 ranks.

Feats: Spellbreaker* (see More Magic & Mayhem)

Special: The character must destroy at least
three magic items other than scrolls or potions
through experimentation. The character 