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wizards.com/d20.~-__ 1s1t: . . you folind two-headed dog in the for-
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It bﬂS been twenty—two years at t})ZS wrttmg since I came across a tuttered marmal on some Umverszty bﬂ[k S})L’f entitl Ed [bf “Tome ngeasts penned by SO

Bl

nigh- forgotten author known simply as Holden. I was young and filled with dreams of adventure and immortality in those days. I'm rather embarrassed to udﬁuynt
I tucked that musty old chapbook under my arm and promptly lifted it from the University’s possession (it is still in my collection today), and after devourmg

. every teeny bit g‘ it emlmr/eed on my first monster bunt. In your hands you hold the gatbemm cf my great many notes and experien[es collected over\ e past two .

decades. Herein you will find detailed observations and recollections of creatures both breatbtaking and nightmarish. I bave strove to be as accurate as possible in my

descriptions and my research, but cannot guarantee the accuracy of each and every iota of this tome. Still, I hope you will find this Monsternomicon as valuable and

as essential as I have founa’ Holden’s aged but mdzspenstbl “Tome of Beasts.”

~Professor Viktor Pendrake, Royal Cygnaran University, 604 A.R.
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Animaton: Gear Wyrm
Laroe Construct

Animaton: Rip Cutter
Medium Construct

L., Hd e R : e 6410+20 (53 hp)
Initiative: B o Anitiative: a1
Speed: 20 ft. (4 squares) Speed: o 30 ft. (6 squares)
AC: 21 (-1 size, +4 Dex, +8 natural), o AC. 22 (47 Dex, +5 natural),
touch 1.3, flat-footed 17 ) , ) touch 17, flat-footed 15
Base Attack /Grapple: +3/+12 Base Attack / Grapple: +4/49
Attacks: _ Bite +7 melee (1d8+7) _ Attacks: Chain 412 melee (2d6+5)
Full Attack: Bite +7 melee (1d8+7) ) . Full Attack: 2 Chains +12 melee (2d6+5)
Space /Reach: 10 ft./5 ft. , Space /Reach: 5ft/10fr
Special Attacks: Energy a’zsr/mrge Z a’4 Z oreater dzsz;ellmg Special Attacks: Chains, constrict 2d6+7
trample 1d8+7 o oreater dispelling, improved orab
Absolute magic resistance, construct traits Special Qualities: Absolute magic resistance, construct traifs
damage redution 10 /serricstee, B damage reduction 15 /serricsteel,
darkvision 60 ft., low-light vision, darkvision 60ft., low-lioht vision
null field 40 ft., spell consumption null field 60 ft., spell consumption
Saves: ; Fort +1, Ref +5, Will +2 Saves: Fort +2, Ref +9, Will +3
i Abilities: Str 20, Dex 18, Con —, Abilities: Str 20, Dex 24, Con —,
e Int 2, Wis 12, Cha 6 Int.2, Wis 12, Cha 6
: ' Skills: Balance +4, Climb +8, Hide +3* Skills: Jump +8, Listen +8, Spor +8 :
S Listen +8, Spot +8 Feats: Alertess, Weapon Finesse, Weapon Focus (chain)
- ‘ Feats: i Alertness, Skill Focus (Hide) Environment: Any land
: E ' Environment: Any land Organization: Solitary
;l : Oroanization: Solitary _Challenge Rating: 8
o ] _Challenge Rating: 6 Alignment: Always neutral
"E Alionment: Always neutral Advancement: =12 HD (Medium);
B Advancement; 5—8 HD (Large); 9—12 HD (Huge) 13—18 HD (Huge)
g Level Adjustment;

y good friend, the wizard Thain Raleah, is a He told me the tale of a small branch of the Fraternal
fearsome opponent when something raises his Order of Wizardry located in Fellig. They had been assaulted
ire, and there’s not much in this world from

which he would shy. I once watched him
slay a Thornwood mauler without cast-

by one of these creatures after a brother
was conducting unsanctioned experi-
ments in a nearby scrap yard.

Two of the five resident wizards

ing a single spell, and he even defaced

P —

a temple of Cyriss, rousing an entire were lost to the creature and two

-

band of angry priests, just so others permanently scarred; the
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he could study some petty

survivor—he responsible for the
artifact. The man even fear- creature—hasn’t been heard
lessly sought out the dreaded
Deathjack for a year, but to

no avail (and lucky for him, q‘? say).

But when I went to him i inquiring of

from since.

rwtryg

As Thain explained to me,
they are not living creatures nor
creations of any intelligent being.

e —

G i strange brand of constructs called ani- They are strange constructs born of latent magical energy

tons, his face went pa_le and his tone and are the ultimate bane of all who tamper with magic or

o3 ; ’E)ppe immediately.

wield enchanted devices. Under certain circumstances—which




Animatons

are not entirely understood—magical residue can animate

Comsat

pieces of worked metal, usually in the form of debris, into cer- The follominig abilities asslcorrmomiies o S
tain ‘recurrmg forms. Fle%cls of energy that complete'ly suppre'ss Absolute Magic Resistance (Su)s All Spelisies: r Aouai
magic surround these animatons, and they have additional abil- . . ; Y
- . which would otherwise directly affect an animaton have no
ities that can cause permanent loss of magical enchantment. [
: effect on it whatsoever, and no amount of spell strength can
Though I've heard tell of others, there are several more .
il o b with sliohel overcome this.
common recurring forms of animaton, each with sli vary- . ) . 3
; =1y & ] ) ! o ghtly vary Greater Dispelling (Su): All animatons can cast greater dispel
ing abilities. I have heard primarily of three varieties: the large ) . f . ;
p i . i magic at will, as a normal action. They cast this spell as wizards
serpentine gear wyrm, the bizarre rip cutter (which resembles a h level | s 7 Furth £
: © ) ] i with a caster level equal to their hit dice +7. Furthermore, i
pile of flailing chains wearing a suit of armor), and the small they exceed the required dineIEREN
Y

but deadly chain runner (a humanoid form, composed largely

DC by 15 or more, there is a
1% chance per HD of the
animaton that the dispel-

of chain and wire). Though each has its own distinctions, the
image of a walking pile of junk is haunting indeed.

They are universal in their basic behavior, which TH vy :
X ling is permanent—if cast

seems to be to seek out and feed on magical ener- { 2
; - . . upon an item, that item
gies. This is how the branch in Fellig was assaulted ) 4
) ) loses its magical proper-

and damaged so horribly; the wizards present were =
ties; if cast upon a target

affected by a spell, that
spell may never affect that

rendered impotent and unable to save their home.
They tried to defend it with physical force, but in
this regard the animaton was exploiting their weak- W
i target again; if cast as a
ness. Unfortunately, only a few men occupied the ”
¥ i ) counterspell, that spell is
Fellig site at the time,
permanently removed from

Gear Wyrm

and the assaulting ) :
the caster’s spell list; creatures

using spell-like abilities lose
those abilities; and so on. To
remove this effect one must have
restoration cast by either a cleric of
Morrow with Ascendant Corben
as a patron or a cleric of Thamar
with the Magic domain.

(Do note that, though an ani-
maton may recognize a spell, magic
item, or other enchantment, it does
not comprehend what is going on.

animaton seemed It uses this ability out of instinct

to be of greater power and reflex—so it will not target spe-

than is usual. cific items intentionally.)

Null Field (Su): All anima-
tons are surrounded by a field that

I've never heard tell of an ani-
maton demonstrating any real intel-

ligence, but there seem to be certain nullifies magic within a

10-foot-radius per HD
(double that in the

case Of the

“instinctive” behavior patterns present

in all. This is what piqued my interest = T ——

in them most, as I had hoped it might

: 3 ek <22, Ay §
shed light on my theories on instinctive . e L chain

behavior in living creatures. However, study has been slow. runner).

These constructs are ex_c;wl-i rare, usually-only occurring in
ngly rare, y-only g

Tt fun__cti'c')hs identically.to an

places where el mz’igi'éal energie‘s\have been wrought‘ [ have antimdgic ﬁeld spell with Eﬁe\ exception that it does not suppress

encountered a few among:the junk-strewn battlefields along

; any of the animaton’s own ‘abifitjes.
the Llael-Khador bérder, as well as’in a few scattered ruins, but
\

I\Speu Consumption (S{u) Any time an animaton successfully

in'all cases my companions and“1 had to put the terrors down

before they ran amuck.

dispels any‘magic effectf cither by greater dispel magic or by its null
1" = ed A
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A 2 Ammaton Chain Runner

S(nall Cénstruct

¢ Dics: 10410+10 (65 by)
_Initiative: i
 Speed: 40 ft. (8 squares)
AC: 23 (1 size, +5 Dex, +7 natural),
touch 16, flat-footed 18
Base Attack /Grapple: Pt /8
Attack: Bite +14 melee (1d6+7)
Full Attack: Bite +14 melee (1d6+7)
_Space /Reach: Sf/5 A
Special Attucks  Superior dispelling

Absolute magic resistance, construct traifs,
damage reduction 20/ -

sion 60 ft., low-light vision, null field _
200 ft, spell consumption, spell turning

Saves: Fort +3, Ref +8, Will +4
Abilities: Str 21, Dex 21, Con —,
Int 2, Wis 12, Cha 6
Skills: Balance +6, Climb +8, Hide +107
Jump +12, Listen +8, Spot +9
Feats: - Alertness, Improved Initiative, Improved
Natural Attack (bite), Weapon Focus (bite)
Environment: Any land
Organization: Solitary
Challenge Rating: 11
Alignment; Abways neutral
Advancement: 11-20 HD (Small);
21-30 HD (]\/Iedimn)
Level Adjustment: -

field, it gains I hp per effective spell level per item or target
affected. This includes suppressing spell effects and magic

items, and multiple items being suppressed or dispelled

simultaneously are cumulative (so a party of adventurers

brimming with magical items that walks into, or out of

and back into, its null field is likely to heal it completely)
Do note that animatons are not s \
enough to heal themselves 1nten1{10n-

ll-_J
f\ :

e most base of}

e

amount of instinc Genér_gﬂy’ they slither and roll

ally mn thlS manner.

Qear Wyrm

Gear wyrms are t

il animatons and seerfy to possess t)ne

about looking for nourishment and attack anything coming near.
They use their dispel abilities less often and frequently employ
physical attacks.

Energy Discharge (Su): Whenever a gear wyrm is struck
by a physical blow, the magical energies it has consumed burst
forth as crackling blue electricity that affects all in its threatened
area for 1d4-1 damage. All creatures, except those that made the
affecting attack, may make a Reflex save (DC 12) for half dam-
age. The save DC is Constitution-based. Creatures immune to
electricity are immune to this effect.

Trample (Ex): A gear wyrm may roll over and effectively
trample any Small or smaller opponents for 1d8+7 bonus
points of damage. Victims who don't make an attack of oppor-
tunity may make a Reflex save (DC 17) for half damage. The
save DC is Strength-based.

Skills: A gear wyrm has a +2 racial bonus to Climb, Listen,
and spot Checks. *It also has a +4 racial bonus to Hide checks

when in scrap yards or hiding among mechanikal debris.

Rip Cutter

Rip cutters use a combination of physical and dispelling attacks.
They display a surprising amount of instinct when it comes to
wielding the many chains that hang from their bodies.

Chains (Ex): The rip cutter wields its chains with great
finesse and may perform all of the special moves normally
allowed with chains, except that it can never drop them.

Constrict (Ex): With a successful grapple check, a rip cutter
deals 1d4+5 damage to any grappled opponent of Medium or
smaller size.

Improved Grab (Ex): To use this ability, a rip cutter must
hit a Medium creature or smaller with its chain attack. It can

then attempt to start a grapple as
a free action without provoking an

attack of opportunity. if it wins
the grapple check, it establishes
a hold and can constrict.
Skills: A rip cutter has a
+2 racial bonus to Listen and
Spot checks.

Cnain Runner .

P

Althougb,,t-hzy are
simple-locking construcfs,
chain runners demonstra'twe\
surpris:iﬁg cunning. They
rely almost entirely on \ { s




their dispelling abilities, seeking out and attempting to
debilitate spell-wielding beings permanently. They tend to
avoid physical combat.

Spell Turning (Su): Any spell cast upon a chain run-
ner from outside of its null field is instantly reflected
upon the caster once it reaches the null field (it bounces
off; so to speak).

Superior Dispelling (Su): Chain runners dispel magic
even more effectively than other animatons. They need
only exceed a target DC by 10 to threaten permanent dis-
pelling. Furthermore, the odds of permanent dispelling
jump to 2% per HD.

Skills: A chain runner has a +2 racial bonus to Climb,
Listen, and Spot checks. *It also has a +4 racial bonus
to Hide checks when in scrap yards or hiding among
mechanikal debris.

Treasure

Parts taken from a destroyed animaton may be used as a
material component in a dispel magic spell, granting the caster
a +5 enhancement bonus to the dispel check (parts are used
up in the casting). These parts may also be used as compo-
nents of magic items that have (only) dispelling or antimagic
effects. Items made of these parts cost half the XP to create.
Animaton pieces are also prized by scholars and wizards who
wish to study them. Raw pieces may sell for anywhere from
100 to 5000 gp depending on size and condition, though

wizards seeking parts for magic items might pay far more.

Legenns & Lore

COMMON: It is known there is a rare type of construct
that can arise without a builder’s hand, though only of for-

E
&
~ metly crafted metal parts.

=) .
e
-

UNCOMMON: Animatons are animated and powered by latent
magical energy. They possess the unique ability to suppress
magical energies.

RARE: They lack intelligence but possess a haunting amount
of instinctual “programming” which can make them deadly
opponents, especially to those who employ magic. However,
those who do not possess any form of enchantment or
enchanted item are ignored by an animaton unless provoked.

OBSCURE: There are rumors that a particularly clever under-
ground band of elves has been performing experiments to bring
an animaton into being. Thus far they have been unsuccessful,
but they theorize that if they can replicate the conditions of
their genesis, they can unleash one of their own.

Hooks

An estranged wizard out of Five Fingers has decided he
wishes to perform some experiments upon an animaton. He
is currently searching for someone to help him capture one
although doing so might prove a nigh impossible task because
of their peculiar resistances. Rumor has it this is the brother
behind the Fellig fiasco, and he is looking to redeem himself.

“This walking pile of junk ain’t nothin’. My enchanted Bow

of the Great Avenger bas never let me down. My bow has never. . .

Gahbhb!”

{ |
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Medium Magical Beast Abilities: Str 14, Dex 14, Con 13
Hit Dice: 3d10+3 (20 hp) Int 3, Wis 12, Cha 10
Initiative: i) Skills: Hide +4, Listen +6, Search -1
Speed: 40 ft. (8 squares) . Spot +5, Swim +3, Survival +2*
AC: 14 (+2 Dex, +2 natural) Feats: Ability Focus (doppler bark)

i touch 12, flat-footed 12 Alertness Tr@ka
_Base Attack /Grapple: +3/+5 Environment; Any land
Attack: Bite +5 melee (1d6+2) Organization: Solitary, brace (2), or pack (5—10)
Full Attack: 2 bites +5 melee (1d6+2) Challenge Rating: 3
Space /Reach: S /5 ft Alignment: Usually neutral
‘Spe‘qul‘ Attacks: Doppler bark, orappling bite Advancement: 4—6 HD (Medium):
Special Qualities: Darkvision 60 ft., low-lioht vision, scent 7=9 HD (Lare)
Saves: o Fort +4, Ref +5, Will +2 Level Adjustment: —

his company
“on my travels.

uring a trip in the northern lands of Khador a

number of years back, I was called upon by an old
friend to help the Khadoran Free Soldiers League
dispatch a slaving ring run by black ogrun. It wasn't
the type of thing I usually get into, but I owed this friend a cou-
ple of debts, so I joined in. The slavers had raided many villages,
and the cruelty of the ogrun masters had ruined many lives. All
told I helped rescue a hundred souls from their iron
mines. Gemenus, an argus pup, was a giﬁ from
the Soldiers League for helping them.
I'd never raised nor trained such a
feral animal, but I'd convinced myself
that I could do it (despite the warn- & "4
ings of the soldiers who gave it 2/
togme). Raising that dami dog doo ° /

=]

became one of the hardest G

things I ever did, but it was
also one of the most
rewarding. Gemenus
was a magnificent
pet—strong,
fearless, and

as stubborn S
as a dracodile (P <.
is deadly. He
passed away
only two sum-
mers ago,

and T still

sorely miss

The most notable thing about an argus is that it has two
heads, which enables it to do several things at once. It can track
and guard at the same time, eat and sleep at the same time, or
even rip your sofa to pieces while doing the same to your ento-
mology textbooks! Both of its heads have distinct personalities,
and it is perhaps the only creature I have ever met that is good
at keeping its own company. They have short thick fur, usually
colored a dark brown to a glossy black.

The argus were first found in marauding packs in Khador.
It wasn't long before specimens made their way into
keeps and noble houses to act as guard beasts, and the
argus is now the official symbol of the Khadoran
Free Soldiers League. The elite trackers and rang-
ers of the league are often trained to handle these
_ dogs. These hardened men have wept openly at
he loss of their canine charges, so valued are

\‘ the dogs among them.




Arﬁus

The argus is a dangerous ani-
mal when found in the wild.

.
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They are incredibly
intelligent, and
groups of them
are deadly. The
packs can com-
municate with a
series of yips and
yowls and employ
all of the breed’s
distinct abilities to
bring down prey. Wild argus
hunt in pairs or packs and
have a very strict hierarchy. A
pack will often stalk their
prey for days before moving
in for the kill.

Comsat

An argus is typically used as a tracking dog or traveling
companion. It is usually commanded to bark and then attack
those who assault its handler. An argus on the attack stuns its
prey with its bark and then takes the prey to the ground with its
grappling bite.

Doppler Bark (Su): The doppler bark is a fear-based cone
attack that paralyzes its prey. The cone extends 25 feet from the
argus. Anyone caught in the cone must make a Will save (DC
13) or be dazed for 1d3 rounds. The save DC is Charisma-
based. An argus may do this once per day.

Grappling Bite (Ex): If an argus manages to attack suc-
cessfully with both bites, it begins to tear apart its prey with
its jaws. Treat this as an improved grab. It may use this against
Large or smaller creatures. However since both jaws are used in
a grappling bite, it gains no attacks and may only grapple while
using this ability.

Skills: An argus has a +2 racial bonus to Listen, Search, and
Spot checks because of the two heads. *The argus also has a +4
racial bonus to SurVin_a,l 'gﬁ%?kg w'hqn tracking by scent.

f N
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used as a tracker and war hound.

N: The argug is.a two- caded dog that is sometimes

UNCOMMON: The bark of the argus can addle your mind, ren-
dering you paralyzed for a few moments—plenty enough time
for it to pounce you and tear you apart.

RARE: If you see one of these dogs in Khador, do not kill it.
There is a good price for pups and full-grown beasts.
OBSCURE: The argus breed was created by an Orgoth mage
named Chergaze. He aided the Orgoth army in breeding their
beasts of war. It is said that he had a fortress deep in the
woods of Khador where he
created all manner of

magical hybrids.

Treasure

In most places the argus itself is treasure enough. A preg-

nant argus bitch can fetch as much as 1000 gp. Pups are worth
around 250 gp apiece. In Khador the military values these
dogs immensely. There is a standing bounty on bringing in live
argus (100 gp), and bringing in wild ones will fetch you dou-
ble or triple depending on their size. Injured specimens will be
healed by beast-tenders the cost of healing is usually deducted
from the bounty.

The argus can be trained using the Handle Animal skill, but
the skill DCs increase by S since they are more difficult to train

than normal animals.

Hooks

A merchant has come to town selling argus to the noble
houses ofthe area. These are specially trained to respond to
the mérchmt and his régue friends. The rogues are using the
dogs to disable the guards\gnd families so they are easier to rob.
Ho&v_e_velr, a former Khador Fre?‘bleaguer has become aware of

L v {
the plans of the merchajlt. @

him stop the thieves. |

recruited the party to help.
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Fort +3, Ref +2 Will +1

Fine Vermin

Hit Dice: 1/4d8+1 (2 hp) Abilities: Str 1, Dex 15, Conl2,

Initiative: +2 Int —, Wis 12, Cha 2

Speed: 5 ft. (1 square), fly 40 ft. (o00d) Skills: Hide +18, Spot +9, Survival +1*

AC: 22 (+8 size, +2 Dex, +2 natural), Feats: Ability Focus(poison)®. Weapon Finesse®
touch 20, flat-footed 20 Environment: Any desert

Base Attack /Grapple: +0/-21 Organization: Solitary, pair, or nest (11-20)

Attack: _Sting +10 melee (poison or implant) Challenge Rating: 2 B

Full Attack: Sting +10 melee (poison or implant) Alignment: Always neutral

Space /Reach: /0 f. Advancement: —

Special Attacks: Implant, poison Level Adjustment: —

Special Qualities: Assassin fly weaknesses,

darkvision 60 ft., vermin traits

tirst came across this specimen upon my maiden voy-

age into the fringes of the Bloodstone Marches. While

Bloodstone Marches. They also have a wicked stinger used
both to implant and poison their victims. The male’s poison
traveling through the canyons, my group came across is a mixture of potent blood and nerve toxins meant to prepare
an unconscious sand beast. The creature’s lungs labored  the body to host the female’s eggs.
in the scorching air. I asked my trusted guide Quimut what
could have felled the creature. He replied with a single word,
“khal-paut.” ComBat

This cryptic answer left me wondering what he meant, but Assassin flies hide within the crevices of canyon walls or

I did not have to wonder for long before we heard one of our rocky outcroppings and wait for unwary creatures to come
traveling companions cry out. It was Michael Chanwiller, a within range. The males attack anything within an 80-foot
gaunt but determined student of mine. Curious to a fault he radius of the nest while the females only venture out of their
had approached the fallen sand beast before being told and in
doing had lost his life.

We advanced toward Micheal’s body waiting for the assas-

nests in order to implant eggs.

Poison (Ex): The male assassin fly’s sting injects poison
into the victim’s body. Sting, Fortitude DC 13, initial dam-
age 3d4 Con, secondary damage 3d4 Int. The save DC is

Constitution-based.

sin fly’s strike; it came out of the shadows with frightening
speed. I had barely moved my sword when with a flicker of his

wat-fan, Quimut struck the insect down just inches from my Implant (Ex): A female assassin fly that hits with a sting

neck. We cremated Michael’s corpse to keep the larvae inside attack injects eggs into the victim’s body. The affected crea-

AN

ture must succeed at a Fortitude save
(DC I1) to avoid implantation. The

save DC 1s Constitution-

him from hatching and .

returned to Corvis with
his ashes.

Assassin flies
have a crimson
carapace and fine
black wings that
blend into
the rocky

terrain




Assassin FL>7 =

based. Often the female assassin fly uses this ability on

unconscious, helpless, or dead creatures (which get no saving
throw); this attack injects 1d10+8 eggs and leaves an

inflamed crimson ring around the area

where the eggs have been
injected. A remove

disease
spell rids
the victim of
the eggs, as does a suc-
cessful Heal check (DC 20). If the
check fails, the healer can try again, but
each attempt inflicts 1d4 points of dam-

age to the patient. The eggs hatch after a
day, at which time the victim falls increas-
ingly ill (-1 permanent damage to all abil-
ity scores for every 8 hours the infestation
continues). Drinking a draught made from
blood polyp leaves kills off the larvae within the
body ninety percent of the time but also forces the
victim to make a Fortitude save (DC 13) or suffer
1d4+1 points of initial and secondary temporary
Constitution damage. The eggs take 1d4+3 days to
reach maturity at which time they emerge from the
creature and start to hunt.

Assassin Fly Weaknesses: After an hour in a humid envi-
ronment, the assassin ﬂy’s speed slows to 20 ft., and their
maneuverability drops to average. If an assassin fly’s wings actu-
ally get wet, then it loses the ability to fly. Incense made from
blood polyp root also repels assassin flies with its acrid smell.

Skills: Assassin flies have a +8 racial bonus to Spot checks.
*They also have a +4 racial bonus to Survival checks to orient
themselves.

Treasure

The assassin fly’s poison is highly prized on the Iron
Kingdoms black markets. Each dose of poison is worth 750
gp. Assassin fly eggs are also poisonous if ingested. Ingested,
Fortitude DC 11, initial damage 2d4+1 Con, Secondary dam-
age 2d4+1 Int. The save DC is Constitution-based. Assassin
tly eggs sell for about 180 gp.

COMﬁerlDS %

ON: None. "

UNCOMMON: Aésasgirj;rﬂies onl) fertilize one clutch of eggs
at a time and prote&t\ the b'od)yﬂ the larvae emerge from the

’?nms corpse. il 2
ARE: Assassin flies have delicate wings that react poorly in

)

humid conditions and can be rendered entirely useless if wet.
Incense made of blood polyp root repels assassin flies.
OBSCURE: Ingesting a draught made from blood polyp leaves
(only found in the Bloodstone Marches) has a 90% chance of
killing off assassin fly larvae.

An assassin known
only as Khal-paut
(named after his modus
operandi) uses assassin
flies and their poison to

send his victims to early

graves. He leaves a dead
assassin fly upon each vic-
tim as a calling card. The PCs
are approached by the local law-

men (or some criminal element) who
will pay them handsomely to locate and capture the assassin.

“When 1 die, I hope it is at the stinger of a kbal-paut. The irony of it will

make oblivion that much more bearable.”

— Khal-paut, assassin

%m?% i T T
Locoring « o7l
7%’ 9@:7‘/

I Ay o
V% @éa M%%w

_" (74'/\//4,%74’/&@@
\’ i W } &




Large Humanoid _Special Qualities: Blood-foroed steel, low-lioht vision
Hit Dice: 5d8+15 (37 ) Saves: Fort +7 Ref +2 Will +1
Initiative: +1 Abilities: Str 20, Dex 13, Con 16,
Speed: 40 ft. (8 squares) Int 12 Wis 10, Cha 8
AC: 17 (-1 size +1 Dex, +2 natural, +5 Skills: Craft (weaponsmithing) +12%
chainmail), touch 10, flat-footed 16 Intimidate +9, Search +5, Spot +4
_Base Attack /Grapple: +2/+12 Feats: DPower Attack, Skill Focus:
Attack: Masterwork lonosword +8 melee Craft(weaponsmithing)
(2d6+5/19-20) or masterwork Environment: Any land and underoround
oreataxe +8 melee (3d6+7/. x3) Organization: Smithy (1), foroe (2—4)
Full Attack: Masterwork lonosword +8 melee ) ) foundry (5—10)
(24645 /19-20 or masterwork oreataxe Challenge Rating: 5
+8 melee (3d6+7/x3) Alignment: Usually neutral evil
Space /Reach: 10.ft./10 ft.. Advancement: By character class
Special Attacks: Fierce gaze Level Adjustment: +4

ruelty. If one word sums up the black ogrun, it’s

cruelty. Although these creatures are master smiths,
they are also slavers and cold-hearted monsters that
enslave whoever they can use and slay those they
cannot. I myself spent two months in the dark heart of a black
ogrun mine courtesy of traitors who sold me out for some
of their famous steel. I managed to pay my supposed com-
rades back months later, but I will never forget the hell I went
through at the hands of the black ogrun.

These dark-hearted creatures resemble their ogrun cous-
ins in many ways. Most obviously they are the same size and
general build. However, the skin of the black ogrun is a dusky
soot color, and they have red eyes that glare menacingly from
beneath furrowed brows. Their voices are coarse and quick to
anger. Their hands are calloused, and corded muscles

Comsat

Black ogrun charge into combat bearing weapons of
black steel, usually longswords or greataxes. Their angry
gaze can make a grown man freeze in terror. They use this
to their advantage and cut down the strongest foes first. If
pressed back by fierce opposition, they will run, but they
hold grudges for a long time.

Fierce Gaze (Su): Anyone meeting the stare of a black
ogrun is treated as being under a hold person spell. This is a
ranged touch attack with a +1 racial attack bonus. The gaze
can be broken with a successful Will
save (DC I1) that avoids the
effects of the gaze altogether.

The save is charisma-based. A
held victim remains trapped

show the strength gained from years of
forge-work. Worst of all, a black ogrun’s stare can stop a man
in his tracks, so beware their gaze.

~It’s well known black ogrun produce weapons and steel
of incredible quality. Even though they use slaves and evil
practices such as torture, people still trade with them for the
beautiful weapons they creg ‘What isn't widely known is that
. & the blades are tempered a?hch orged with blood and dark magic.

spose of any weapons you may find in their lairs—the steel

until the black ogrun looks away or
the gaze is otherwise broken.
Blood-forged Steel (Su): Any weapon wielded by a
black ogrun has a 10% chance of being cursed, forged with -
secret rituals and the blood of tortured slaves. Weapons 2
that are blood-forged are treated as masterwork quality as

are all black ogrun weapons. The weapons infect anyone
who wields them with blood steel madness (see below).
Black ogrun are immune to this effect.




Skills: Black Ogrun have a +2 racial bonus to
Intimidate checks. *They also have a +2 racial bonus to
Craft checks involving metalwork.

Blood Steel Madness

Infection: Contact

DC: 20

Incubation: 1d4 days

Damage: Once the wielder of a blood-
forged weapon is angered or irritated, he
must make a Will save (DC 20). If he fails,
he bursts into a rage of hatred and bloodlust.
He will attack anyone within sight, friend

or foe. Treat this as a barbarian’s rage lasting
2d4+4 combat rounds.

The only way to exit the rage is to let it run
its course. Once the rage is over, the infected passes
out and awakens 1d4 hours later, and there is 2 50%
chance he will have no memory of the rage. The dis-
ease can only be cured through magical means or
by destroying the weapon that caused it. Simply
removing the weapon from the wielder’s posses-

sion will not cure the madness.

Treasure

Black ogrun always produce
masterwork weaponry. When
selling weapons they always
make at least one blood-forged
weapon available—usually the finest looking one. They typi-
cally have standard treasure, but all rolled weapons will be of

masterwork quality.

Leﬁenns & Lore

COMMON: Black ogrun are vile distant cousins of the
regular ogrun found in Rhul, Cryx, and other kingdoms.

UNCOMMON: Although the black ogrun are brutal sla-
vers, they produce weapons of incredible quality. Weapons
produced by black ogrun smiths are valued throughout the
Iron Kingdoms.

RARE: The stare of a black ogrun can fix even the bravest
of men in place. Never meet their gaze!

OBSCURE: The finest-weaponry of the black ogrun forges
is cursed. Normaﬂy,ﬂiséiplined wagriors with these weapons
have been known té go'lhad killiné everyone in their path.
There are rumors of berserkers garing these weapons in

(_?(hador and northern parts of-

gI’l ar

Hooks

* A connection has been drawn between a human arms deal-

er and a number of bloody attacks—evidence shows his blades
were used in the crimes, and the deranged assailants confirm
such when they are caught. As it happens, the man is dealing
blood forged weapons. ..
Who is the smith and how did they learn the black ogruns’
secrets? From where is he getting his blood? Is there a black
ogrun conspiracy afoot, and what is its ultimate goal?

* A more reputable merchant in another city has accidentally
allowed some captured blood forged weapons out of his shop.
He needs to recruit some can-do types to track down the weap-
ons and retrieve them covertly to preserve his reputation. One of
the blades is kr_lown to belong to the town's mayor.

but they are not of black ogrun make.
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Medivm Monstrous Humanoid (Aquatic)

Fort +5, Ref +8, Will +8

Hit Dice: 1048+20 (65 hp) Abilities: Str 21, Dex 13, Con 1),

Initiative: 1F L Int 13, Wis 13, Cha 12

Speed: 30 ft. (6 squares), swim 30 ft. Skills: Appraise +7, Bluff +10, Diplomacy +6,

AC: 18 (+1 Dex, +7 natural), Hide +7, Listen +9, Sense Motive +6,
touch 11, flat-footed 17 - o Spot +9, Swim +13

Base Attack / Grapple: +10/+15 Feats: Ability Focus (Constitution damage),

Attack: Slam +15 melee (1d6+5 plus Alertness, Blind-Fight, Combat Expertise

1d4+1 Con damage)

Full Attack: 2 slames +15 melee (1d6+5 plus Environment: Any aguatic and marsh
1d4+1 Con damage) Oroanization: Solitary (vlus 2—8 proseny)
Space /Reach: S5ft./5 ft. Challenge Rating: 7
Special Attacks: __Constitution Damage Alionment: Always lawful evil
Special Qualities: _Amphibious, boat of shades, boatman’s _ Advancement: By character class
bargain, create spawn, darkvision 60 ft., Level Adjustment: +3

spell-like abilities

herever there is water to be found you have

the chance of crossing paths with an urshan,

or in layman’s terms a “boatman.” Born from

the pairing of a man and a sea witch (at least
according to rumors), these creatures prowl lakes and marshes
alike (Fenn Marsh being a notable example) offering to ferry men

to the other side.

Boatmen normally appear elderly and almost always reveal
themselves when you need a ferry most. Though they have

been known to take up residence in well-traveled areas hiding

themselves amongst legitimate ferrymen, they usually
seek out solitary lives in the Iron Kingdoms’ more

remote regions.

The very touch of a boatman can kill a man, and it is said
those slain by its touch rise from the dead. These progeny appear
as bloated and corrupted corpses and are mainly used as a distrac-
tion. They lie beneath the water’s surface waiting for their master
to call them forth, at which time they attack and try to drag those
within their master’s boat to a watery death.

My first (and only) ferry ride with a boatman came dur-
ing a visit to my residence in Corvis. It was evening, and I
was seeking a ferry back to my home in southern Corvis (I

had just finished a wonderful conversation

and dinner with the good

Father Pandor Dumas upon

church history and was too




pleasantly full to consider the long walk home). When I
arrived at the piers an old ferryman was just pulling into
dock. T hailed him, and he waved me aboard with a most
+ welcoming grin.
“Where to, gov'na?” said the ferryman with a creaking voice
and appraising look.
After giving him

directions to the pier
nearest my home,

we made great time
across the Black
River. It was a most }
peaceful moonlit eve-

ning, and I soon found myself
settled in and quite drowsy. A fog ;

rolled in.

Through my half-hazed musings I unex-
pectedly felt something quite queer crawling
up the backs of my legs. My years of experi-
ence proceeded to pull me out of slumber and
into my present predicament. The old man bent
over from his position on the stern and told me in

a most haunting voice that we were taking

on water and if I wanted to make it to the closest dock I should
start bailing. As I pitched the water over the sides I saw something
move beneath. I paused.

There just below the surface drifted a drowned man, his flesh
pale and bloated and his eyes murky. In ghastly silence, he raised
himself up the lip of the boat. I ducked back into the sinking ship
and came face to face with no elderly ferryman, but the twisted
form of a boatman. His breath was salty and brought tears to my
eyes. He reached out.

Remembering my boatman folklore (gained by the campfire
of good old Draven Corenghast a junker I knew in my youth), I
said, “T have a bargain for you.’

“A bargain is it then?” replied the boatman, his fingers just a
breath away from my lips. The water stopped rising. The hands
that had been reaching for me retreated back into the waters.

“What bauble will you give me for safe passage7 Think quickly,
for a moment is all you have.”

My first few guesses were met w1th grotesque grins, “It seems
my family will grow by one-tori g

Not being the sh.g'Bt 1)1t interested in joining his “family,” I
put forth my final guess and hit up
ather bobts-Hom I ador, a recent gift from a dear friend).

his fancy (a pair of fine

return me to my remdence

er the exchange, he agreed

eedless to say I bought a new pair of boots, and though I still
<

15

travel by ferry (after all Corvis is my place of residence) I doso

only with those whom I know and trust.

Perhaps the best advice I can give you when dealing with a
boatman is to bargain with him. He has a weakness for deal-mak-
ing and it might just save your life. Then again, if you can't figure
out what he wants, you’re better off jumping ship and taking your
chance with the progeny.

Comsat

The boatman depends upon his expertise and withering
touch to keep himself alive long enough for his boat to sink.
Boatmen frequently call forth fog to obscure the vision of their
company and use it to their advantage in attack. Once the boat
has sunk, they join their progeny in the waters and attack their

opponents relentlessly.

Ability Score Loss (Su):

A successful slam attack

forces the victim to

make a Fort save

(DC 18) or sufter
Id4+1 points of

Constitution damage. The save DC is Charisma-based.
Create Progeny (Su): Any humanoid or monstrous humanoid

slain by the boatman’s constitution damage attack becomes a prog-
eny within Id4 days. At any time a boatman may have enslaved

spawn with Hit Dice totaling no more than twice its own Hit Dice.

If the boatman attempts to create a progeny beyond this limit the
attempt fails. A boatman can choose to dismiss progeny in order
to create a progeny with more Hit Dice. The newly raised progeny
is under the command of the boatman that created it and remains
enslaved until its master dies or dismisses it, at which time it per-
ishes in a pool of murky water. See below for more on progeny.

Boat of Shades (Su): Once per day, a boatman can call forth
a quasi-real boat. This boat functions as a normal boat and is
under the complete control of the boatman. As a free action the
boatman may weaken the boat, at which time it springs a leak and
begins sinking, This process takes 2d4 rounds but may be halted
at any time. The boat of shades lasts for up to eight hours, until
it is dismissed; of until the boatman is killed.

eli'ﬁke Abilities; At will—detect thoughts (DC 13), disguise self

(DC 12) 3/ day—clazmu nce / clairvoyance, fog cloud. Caster level 6th.
The_save DCs are Charisma-based. :

LBxaat:mans Bargam tmen Rave a weakness for making :
deals. If asked to barganj/\ the boatman suspends all
hostilities (even the sﬁ’iking of the boat) until a deal is mad

Boatman




Boatman

l rhmute has passed. A boatman is bound by the deal for one day;

+F afterwards he 1S free to act as he pleases When a boatman frst

picks up aft;aveler he chooses a single valuable item for which
he will haggle (this should be something that can be seen by the
Boatman and may be of either sentimental or monetary value) and
will settle’ for nothing less.

Amphibious (Ex): Although boatmen are aquatic, they can
survive indefinitely on land.

Skills: Boatmen can move through water at
swim speed without making Swim checks. They
have a +8 racial bonus to any Swim check to

perform a special acction or avoid a hazard.
They can always choose to take 10 on a

Swim check even if distracted or threat-
ened. A boatman can use the run action
while swimming provided it swims in
a straight line.

Creatinﬁ a Procieny

Progeny are the risen victims of a boatman’s constitution dam-
age attack. They appear as drowned corpses. “Progeny” is an
acquired template that can be added to any humanoid or monstrous
humanoid (referred to hereafter as the base creature). It uses all the
base creature’s statistics and special abilities except as noted here.
Size and Type: The creature’s type changes to undead. Do
not recalculate base attack bonus or saves. Size
is unchanged.

Hit Dice:
Speed:

AC: The base creature’s natural armor bonus

Increase all current and future Hit Dice to d12s.

Same as base creature plus swim 30 ft.

improves by +2.
Attacks: A progeny retains all the attacks of the base crea-
ture and gains a slam attack if it did not already
have one. If the base creature can use weapons,
the progeny retains this ability. A creature with
natural weapons retains them. A progeny fighting
without weapons uses either its slam attack or its
primary natural weapon (if it has one).
Damage: Natural and manufactured weapons deal
damage normally. A progeny’s slam attack
deals damage depending on the progeny’s size
(Smaﬂ 1d4, Medium 1d6, Large Id8). Use
the base creature’s slam damage if it is better.
Special Attacks: A progeny retains the base creature’s
special attacks.
Special Qualities: A progeny loses most
special qualities of the base creature.

-

It retains any extraordinary special

qualities that improve melee
or ranged attacks. A progeny

N gains undead traits and

% progeny weakness.




Saves: Same as base creature

Abilities: The base creature’s Strength increases by +2,
and the progeny has no Intelligence score.

- Furthermore, as an undead creature a progeny
has no Constitution score.
Progeny have no skills but do gain the ben-
efits of a swim speed as detailed under the
Boatman's skills entry.
Progeny gain Improved Initiative and
Toughness, assuming the base creature does
not already have them.

Environment: Any aquatic or marsh

Gang (2-8)

Challenge Rating: Same as base creature +1

Always lawful evil

Advancement: —

Organization:
Alignment:

Level Adjustment: —

Comsat

These creatures lurk just below the surface of the water wait-
ing for their master to call them forth. They grapple with their
opponents in an attempt to pin and drown them.

Progeny Weakness (Su): Progeny cannot survive out of water
for more than I minute. If forced to do so the progeny liquifies,

forming a pool of murky water.

Treasure

Boatmen keep well-hidden (and often aquatic) lairs that

might contain any manner of treasure gained from past victims.
Divining coin: A boatman can create a divining coin once per day.
This coin grants its possessor the ability to cast a single divina-
tion spell as a 7th-level cleric. The coin is good for only a single
use and rusts away afterward. Boatmen usually carry 0-2 (1d3-1)
coins and use them to locate their victims. Divining coins sell for

about 400 gp each on the open market.

Lmenns & Lore

ON: Evil spirits haunt the waterways, offering rides to the
unwary. Beware unfamiliar ferrymen!

UNCOMMON: Boatmen are accompanied by undead minions—
those whom they have drowned. Some boatmen are even so bold
as to haunt the waterways of cities.

RARE: A boatman’s progeny will be destroyed if dragged from

the water. If a boatman takes a shine to one’s possessions, he may

be conad]

3

AL A3l ef /284

XS rac /L

Progeny, Lst-Level Commoner

Medium Undead

Hit Dice: 1d1243 (9 hp)

Initiative: ¥ o

Speed: 30 ft., (6_squares), swim 30 ft.
AC: 13 (+1 Dex, +2 natural),
touch 11, flat-footed 12
+0/+1

Slam +1 melee (1d6+1)

Slam +1 melee (1d6+1)

S/ ft.

Darkvision 60 ft., progeny weakness,

Base Attack /Grapple:
Attack:
Full Attack:
Space / Reach:
Special Qualities:

undead traits

Str 12, Dex 10, Con —,

Int —, Wis 10, Cha 10

Skills: —
Feats:

Saves:

Abilities:

Great Fortitude, Improved InitiﬂtiveB,

Toughness”

Environment: Any aquatic and marsh

Advancement:

Level Adjustment: B

accept a bargain—the item for one’s life.

OBSCURE: Boatmen can blend into rural societies, posing as reclu-
sive river-folk. They may inhabit distant homes or even open shops,
all for the purpose of locating new victims and new items to acquire.

Hooks
* The PCs are approached by a well-to-do merchant (or other

personage ) who has lost a family heirloom to a boatman, The PCs |
may be hired simply to reacquire the heirloom or to hunt down ]
the boatman.

* Through their adventuring, the PCs have acquired an
unusual item and are now being followed by a boatman who wan
it. The entity has even set up a small shop in the local area. Peo
have started disappearing and the local authorities may hire the ¥
PCs to find out what is causing the d1sappearance5x
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Medium Humanoid (Aquatic) Svecial Qualities: Ampbhibious, camouflage, low-light vision,

Hit Dice: 2d8+2 (11 hp) scent
Initiative: +6 Saves: Fort +0, Ref +5, Will -1
Speed: 30 ft. (6 squares), swim 50 ft. ) Abilities: Str 12, Dex 14, Con 11,
4G 19 (+2 Dex, +5 natural, +2 piecemeal B Int 9, Wis 8, Cha 10
armor), touch 12, flat-footed 17 Skills: o Craft(camouflage) +7% Hide +3%
Attack: Claw 42 melee (1d4+1), or battleaxe Move Silently +3, Spot +3, Swim +9
+2 melee (1d8+1/x3), or shortspear Feats: TImproved ylnitiativeB, Multiattack
+3 ranged (1d6+1) R Environment: Warm or temperate marsh
Full Attack: 2 claws +2 melee (1d4+1) and bite Organization: Pack (2-5), pod (5=20),
+0 melee (1d6), or battleaxe +2 melec T band (20—40), tribe (50—100)
(1d8+1/x3), or shortspear +3 ranged Challenge Rating: l
s (1de+1) . Alignment: Usually neutral evil
Space / Reach: Ot /5 St Advancement: By character class

Special Attacks: Level Adjustment: +1

think I am one of the few travelers of the Iron Kingdoms  area have a bitter lengthy blood-feud with nearby gatormen, who
who has ventured a peaceful encounter with the dangerous  can be just as stubborn and bloodthirsty when it suits them. The

swamp-dwellers known as bog trogs. Of course, we don't gatormen might have overtaken them long ago if it weren't for
often hear about the violent encounters had with such the sheer numbers and tenacity of the bog trogs. I must admit
creatures because few who encounter them live to tell of it. I I was staggered by the concentrated volume of the bog trog
have to consider myself doubly lucky. population in such a small area. Bog trogs are also known to
My guide was a tradesman who made part of his business have similar conflicts in that region (and in others) with swamp
peddling camouflaged gear made by bog trog craftsmen (while gobbers who consider them dire enemies (and the two being so
there, I picked up a bog trog parka, which was right on par with  similar in some ways, I don’t blame them).
the swamp gobber ponchos I've seen Though humanoid, bog trogs are very

elsewhere). I wasn't permitted into

the heart of the village, but I learned

' ‘ ’ M reptilian, even fish-like, in appearance with
4 skin that is a dank green and brown in
~ its natural state. Their culture is advanced

enough to have mastered [OOI use and

much on my visit. Bog trogs are mas-
ters of camouflage, possessing both a
physical capacity for altering their skin &, adopted a basic infrastructure though
pigment to match their environment, ) they are still primitive compared to
though in a different physiological fash- humans or even the nearby gator-
ion, I believe, than a swamp gobber, and men. Swamp gobbers are much more

advanced than both.

Comsat

Bog trogs are able and surprisingly
clever combatants. They always attack in
numbers and make heavy use of stealth
and surprise. Once engaged they are unre-
lenting and merciless.

Camouflage (Ex): *Bog trogs

an innate talent for camouflaging gear
and just about anything else. For this
reason, one who encounters bog trogs
doesn't usually know any are nearby
until he is directly among them and
they start closing in.

Bog trogs are vicious and intoler-
ant creatures though not as blgg_d-
thirsty as some others out there such as e

* automaticaﬂy change the pigmen-
the horrid dregg. They are isolationistic

tation of their skin to match their

and very territorial. I understand those in the surroundings, granting a 46 racial

‘Rﬁg Maqsh near Ehe Mirewater River and Fennmar Lake e S At Ik il
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bonus is reduced to +2 when the bog trog is wearing armor
not specially camouflaged for his surroundings.

Amphibious (Ex): Although bog trogs are aquatic, they
can survive indefinitely on land.

Skills: *Bog trogs have a +2 racial bonus to Move
Silently and Spot checks and a +4 racial bonus to all Craft
(camouflage) checks. They can move through water at their

swim speed without making Swim checks. They
have a +8 racial bonus to any Swim check to

perform a special action or avoid a hazard. They
can always choose to take 10 on

ened. A bog trogs can

use the run action while
swimming, provided it swims «

in a straight line. *They also

Swim checks even if
distracted or threat-

can use their Dexterity modi-
fier instead of their Intelligence
modifier for Craft (camou-
flage) checks.
Special Note:
Bog trog piecemeal
armor has a -1
armor check

penalty.

Treasure

Though notoriously vicious and difficult to deal with, bog
trogs are well respected for their acumen when it comes to
camouflage. Bog trog parkas, though hard to find, grant a +4
circumstance bonus to Hide checks when worn in an appropriate
environment; they can be worn over armor but impose an addi-
tional -1 armor check penalty. Such parkas sell for 50 to 200 gp
depending on availability. If one has the connections, he might
even be able to hire bog trog craftsmen for-custom camouflag-
ing assignments (such as, say, camouflaging a bunker). Items
concealed as such typ1ca]lr§dd*+5 or more to the Spot check
DC. Payment for such chores varies W1de1y and typically involves

some sort of bartering or'favors. /

@

jem)s & Lore
COM

ON: Invisible creatures stalk the waters and trails of
deep swamps, capturing any who venture too far and leaving no
SUrvivors.

UNCOMMON: These creatures are strange humanoids called
bog trogs, and they can change their skin to blend in with their
surroundings.

« RARE: Bog trogs are
most active during the

morning and evening
hours, and they are far
more loath to pursue
trespassers during the

peak hours of day. If

they are encountered,
an overt display of raw
strength will win the
respect of a bog trog
party, and if played up
correctly it could lead to a
peaceful parley.
OBSCURE: Bog trog
legends speak of a truly
mammoth bog trog liz-
ard beast called Ashiga.
He was defeated cen-
turies ago by the giant
Ulmer (who himself
disappeared centuries
ago) and buried himself
deep, deep beneath Sike
Dulra (the Great Swamp

:ﬂ .
of bog trog legend) E .
where he sleeps even :-1
today. Rumor has it that the bog trogs have never ceased their :
search for Ashiga, who they dearly hope to awaken. E :
1)

Hooks i
A woodsman originally out of Point Bourne has gone miss-
ing in the Northforest region of northern Cygnar, and it is
suspected that a tribe of ravenous bog trogs has captured him.
The man’s family is offering a healthy reward to anyone who can
return him, aliye or dead (preferably alive). The truth of the
matter is that the man has gone off his rocker believing himself

a3

D N e e

to be a fi Ctitious lizard‘god risen from Urcaen (related to Ashiga
perha})s’) Furthermore “txbe tribe of bog trogs believe him and

have adopted him as their living deity. Needless to say, they will
not be too willing to pa39w1th him (nor he to come along).

\




Large Giant (Aquatic) Fort +8, Ref +2, Will +2

Hit Dice: 6d8+18 (45 hp) Abilities: Str 20, Dex 10, Con 16,
Initiative: +0 Int 4, Wis 10, Cha 6
Speed: 40 ft. (8 squares), swim 20 ft. Skills: Hide +1* Intimidate +9% Swim +13
AC: 16 (-1 size +7 natural), touch 9, Feats: Cleave, Multiattack, Power Attack
; flat-footed 16 )
Base Attack /Grapple: +4/+13 Environment: Temperate urban and rural aguatic
Attack: s Bite +8 melee (1d8+5) Oroanization: Solitary
Full Attack:  Bite +8 melee (1d8+5) and Challenge Rating: 6 3
; 2 caws +6 melee (1d6+2) Alignment: Usually neutral evil
Space /Reach: 10f./10 ft. ; ) Advancement: 7—12 HD (Laroe):
Svecial Attacks: Gnashing bite ) [3— 18 HD (Huge)
Special Qualities:  Amphibious, bridoe-tapping, darkvision 60 ft., Level Adjustment: —

low-lioht vision, reveneration 5, scent

s a man of science I truly enjoy debunking rumors, to attack when good smelling prey walks overhead. This makes

and just recently my studies have killed the persistent them manageable for organized parties, but they are deadly to
o i rumor that bridge trolls are related to the other mem-  the unprepared.

: bers of the troll family. True, a bridge troll resembles Bridge trolls have distensible jaws filled with rows of sharp

o a troll, and the anatomical properties are similar. However the teeth that can snap forward to make a deadly biting attack. Their

45 creature is far more primitive, and it is either an amphibious gray and pebbly skin is covered with pores that allow them to
throwback or another species entirely—which I'm not yet sure. breathe underwater, much like a frog, and their claws and feet are

Still, this creature is not a true troll in the scientific sense as are webbed. Their hide also has some interesting mimetic qualities—
trollkin, dire trolls, and the like. Not that taxonomy matters they actually have the ability to draw strength from

much when one is leaping at you trying to bite your head off! stone or wood. By tapping a bridge with their

= g

Bridge trolls are stupid, savage creatures most common in knuckles, they can make their skin

northern Cygnar, Llael, and Rhul. In times past they posltlvely take on the properties of the

infested the city of Merywyn, and they are still structure, hardening it
occasionally found there and even i x‘\é:& against physical blows.
While bridge trolls

2 no longer plague Merywyn as they once

in the urban waterways of Corvis.

Some of the vile amphibious ‘
menaces have been sighted . : 4 AT x . dld they can still be a danger during the wet
as far south as the outskirts : : ‘ months, and a few are still slain every spring

of Caspia, but they never stray far when the waters of Llael rise. Even today

- LA i

from the Black River, wherever they

the Khadoran occupation government con-

tinues to offer bounties of 100 crowns

range. If they have any kind of spawn-

2
-

B R
P e

ing ground, it has yet to be found. x per head—but I assure you, there are

—

The beasts are always

found in or near urban

environments where they L - N, 1 ol . 2 - > COmBat

take up residence under -

-
X

Al R S e AT

Bridge trolls can
eat fish and offal, but

when one gets the taste for land-meat it begins to prey

bridges and piers waiting

S

’T
for unsuspecting prey to Waﬂ":§x
: by. Luckily the creatures are > as dim

~ as they are strong. The faltflor of a bridge troll

exclusively on people and domestic animals. The beasts tend
to attack lone travelers or small groups, but older specimens

Xe_}‘y %edlcmb.lf_lf the b_e;_lSt is hungry it bounds upwards have learned to avoid the smells of burning pitch and blasting

20 &=




Brioﬁe TroiL

surprise, leaping from a submerged hiding spot if possible.
Amphibious (Ex): Bridge trolls can breathe equally well in COM

powder that accompany armed parties. They prefer to attack by Le rj enDns ann L ore

ON: Vile bridge trolls lurk under bridges in wet areas.

water or air. One will snatch you up right quick if you aren't careful!
Bridge-tapping (Su): Once per day a bridge troll can tap UNCOMMON: Watch out for the creature’s snapping bite. It
stone or wood to gain the protec- can open its mouths wider than a dwarven shield and bite your

arm right off.

tive properties of the mate-

rial. If a bridge troll taps

wood, it gains the effects “%
A{\\‘\l‘\“

RARE: The creature makes a distinct tapping noise before it
attacks, for it somehow absorbs the toughness of nearby
wood or stone.

OBSCURE: Under the peaks of southern Rhul, there is
a massive mother bridge troll. She dwells in an under-

ground lake fed by the Black River. The bloated troll

spawns a few more of these foul creatures each year.

of a barkskin spell as if
cast by a 7th-level
druid. If a bridge

troll taps stone,

™

the creature is
imbued with
damage reduc-

Treasure

o 10 -
e /se-rrlc The intact hide of a bridge troll is usually
steel, and it absorbs : -

. far more valuable than anything that might be
20 total points of dredeed up f he beast’s of ik
0% e before the redged up from the beast’s often-watery lair.

benefit fades. Bridge

trolls cannot mimic

propetly skilled craftsman can craft the hide into
a jacket or cloak that wears like simple clothing but
is quite resistant to attack.
:::jt?iif;)::eatthiewhen this The jacket or cloak provides damage reduction 4/ magic.
It takes a good portion of intact bridge troll hide, the
Craft Magic Arms and Armor feat, a Craft (leather-
working) skill check (DC 19), 50 XP, and 200 gp to

prepare. This clothing is bulky and

occurs the bridge troll's skin tone

changes according to the material

mimicked though not enough

to grant any true camouflage. 23\
Gnashing Bite (Ex): A 5

bridge troll can make a great

bite attack that distends its jaws fur-

cannot be worn over armor. A
bridge troll garment bestows no
special value to armor class. Spell-

ther to take a larger bite out of its prey, casters value theseihighlpaRdiy

doing +8 additional points of damage if §\\?ﬁ will gladly
the attack is successful. It may do this freely '§}M RAER
as a full-round action. i to 4,000
Regeneration (Ex): Acid crowns for
and fire inflict normal PaEs
damage to bridge |
trolls.g : A
Skills: Bridge trolls
can move through water at
their swim speed without mak- -
ing Swim checks. They have a HOOKS
+8 racial bonus to any Swim check to perform a special A local bridge has been the site of some bloody
action or avoid a hazard. They can always choose to take 10 on mishgpé due to a bridge troll that has taken to attack-
a Swim check even if distracted  or threatened.;A bridge troll ing the mules and pad;horses of passing caravans. In the latest
can use the run actiom ‘;ﬁj‘:

ile swimming, provided it swims in a attack it even killed andxaﬁ;a caravan guard. The elder of the

straight line. *They[fhse 'Eliel:_ir Strength modifier instead of their local ;fillage is afraid that the beast will soon come looking for

us to Hide checks: wilfn s_ub erged. hunt_ao‘izvn_\and slay_ the jd/e icable beast.

Y

Charisma modifier for Intimicﬁ:jlélecks and receive a +8 racial  food in the village itself, and e Wants to recruit the PCs to T

L1
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land piranhas, for they swarm and consume meat

just like those ravenous fish. I have personaﬂy wit-

nessed them strip a fair-sized ox of its meat in the
span of a few breaths, and I shudder when-
ever I think of what these beasts can do to
‘ a man. There are stories of these creatures

catching travelers at night and leaving
nothing but tattered cloth and bones as

the unfortunate person’s sole remains

come first light.

In appearance, these fiends resemble

a blend between a badger and a large bat.

R

=

They are covered in a layer of dark red-

brown fur with four long, black claws at

oL

the end of each powerful limb. The claws

g 3
are casily as long as a man’s finger, and

o v

are meant for two
purposes: burrowing
through earth and rend-

L gL

ing flesh. They have two

o

large blood-red eyes that

provide extraordinary

night vis10n, mucous-
dripping upturned snouts that
hone in on living flesh from half a league pe o
away, and pointed, bat-like ears that detect

= e Wy T aee rvoers

s:-.-u;m-m.

slight noises across great distances. Their most fright-
ening feature by far, however, is their strong, prodigious maws
",;ﬁlled with dozens of sharp,. serrated fangs—perhaps this is the
: ;"‘*js%ur_ce of the name “mawg.” I'm not sure. These curved teeth

=

Tiny Magical Beast Fort +4, Ref +6, Will +1
Hit Dice: 1d10+2 (7 bp) Abilities: Str 8, Dex 18, Con 15,
Initiative: +4 Int 4, Wis 12, Cha 6
Speed: 30 ft. (6 squares), burrow 10 ft. Skills: Listen +7* Spot +7*
AC: 16 (42 size, +4 Dex), Feats: Weapon Finesse
3 touch 16, flat-footed 12 Environment: Temperate forest, bill, plains, and
Base Attack /Grapple: +1/-8 underoround
Attack: Bite +7 melee (1d6-1) Organization: Pack (10—-20) or mob (20—40)
Full Attack: _ Bite +7 melee (1d6-1) Challenge Rating: 1
. B and 2 caws +2 melee (1d4-1) Alignment: Always neutral
Space /Reach: 2 a0 Advancement: 2-3 HD (Tiny)
5 Special Attacks: Rage Level Adjustment: —
N ’i Special Qualities: Darkvision 60 ft., low-light vision, scent
it
It i urrow-mawgs are despicable little creatures with a are perfectly suited to sawing through not just meat but also
.; severe hankering for flesh. Some people call them cartilage and bone. It is said one mawg can grind through a

grown man’s forearm in less than two seconds.

Hints of burrow-mawgs in the vicinity are in the wild-
ness of their movements and their scenting habits. When
on the hunt, these boisterous monsters chitter
and sniffle, and once the prey is scented, they

squeal at full volume while skittering toward
their target. They rely almost solely on their
\ remarkable sense of smell and hearing whenev-
er abroad during the daylight hours, for these
creatures are nearly blind except at night,
during which a mawg’s vision is significantly
acute. In fact, these beasties nearly always
surface at night, preferring to
hide away in their burrows
and sleep during daylight.
One way to keep them at bay
is with light, but if they have
@ Dot eaten in some time,
light or no, the creatures
will eventually overcome
their misgivings in order to
sate their ravenous appetites.
Some use this voracious
appetite against them, for they
will fearlessly venture into danger
for food. In fact, it is surmised that during
times of scarcity they tend to eat one another. This coupled
with the fact burrow-mawgs will leap into a fire pit to chase
after meat is most likely what keeps the population of these
horrid beasts under some measure of control.

e
2




Burrow-mawgs attack immediately at the first scent of food
if it appears that they have sufficient numbers to bring down
their prey.

Rage (Ex): As soon as a burrow-mawg pack smells prey,
it flies into a berserk rage. Individual mawgs gain +4 Str, +4
Con, and =2 AC. If half the pack is killed during combat, each
creature may make a Will save (DC 15) to end its rage and flee.
Any creature that remains enraged fights until either it or its
opponent is dead.

Light Blindness (Ex): Abrupt exposure to bright light (such
as sunlight or a light spell) blinds burrow-mawgs for I round.
They also suffer a —I circumstance penalty to all attack rolls,
saves, and skill checks while operating in bright light.

Skills: Burrow-mawgs have a +4 racial bonus to Listen and
Spot checks. *They receive an additional +4 racial bonus to
Spot checks in areas of shadowy illumination.

Treasure

Occasionally items of value such as gems, coins, and other
small objects can be found in burrow-mawg dens or anywhere
else the creatures pass waste. The adrenal gland, located at the
base of its brain, is -t'eer_ning with the hormone that gives the
s beast its exceptiona'-i phys:i‘cality‘ Eat’kng the adrenal gland of a
{ <. & / Lt

(\Qurrow—mawg raises'the Strength And Constitution of the con-
e

sumer by +2 for 4d8 rounds.
o

Lejenng & Lore

COMMON: None.

UNCOMMON: Burrow-mawgs cannot tolerate direct light.
They are rarely seen during the day, and they hibernate in the
deepest parts of their den during the summer months.

RARE: Eating the burrow-mawg adrenal gland boosts the
consumer’s physical prowess. This attribute-enhancing organ,
however, is rather addictive.

OBSCURE: The creatures communicate through minute click-
ing sounds among their chittering although their “language” is
seemingly not very complex.

Hooks

Burrow-mawg adrenal glands have become the drug du jour
among the local nobility. The glands are valued amongst the
nobility not for the benefits one gains in combat after consum-
ing them, but for the high that comes with the increased physi-
cal attributes. Suffice to say, these nobles are paying handsomely
for fresh burrow-mawg carcasses.

“Those nasty_little mawglings have a hunger so terrible there be two flaws
I /enow.g"'tbat’ll kzlp you outmanenver ‘em. One is, tbey smell blood, tbey
o ad; they'll even eat ezttbg:ber Tiwo, once they get a taste, they lose all

sense of everything else. TheyIl leap over a cliff or even straight into a
e dracodile’s maw to cba@%er meat they’ve tasted.” :

Lo
\ L
~— Bors ‘IongWuMurant, Cygnaran scout |,
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Tiny Vermin Saves: Fort +1, Ref +2, Will +0

Hit Dice: 1d8-1 (3 hp) Abilities: Str 6, Dex 15, Con 9,
Initiative: +2 Int —, Wis 10, Cha 10
Speed: 10 ft. (2 squares), climb 10 ft., ) Skills: Climb +6, Hide +10, Spot +4
fly 40 ft. (900d) Feats: Weapon Finesse®
AG: 16 (+2 size, +2 Dex, 42 natural), e
touch 14, flat-footed 14 Environment: Any
Base Attack /Grapple: +0/-10 » Organization: Swarm (5=9), laroe swarm (10—20)
Attack:  Bite +4 melee (1d4-2) 'Challenge Rating: 2 ‘
Full Attack: Bite +4 melee (1d4-2) B Alignment: Always neutral
Space /Reach: 2% #/0f » Advancement: 2 HD (Tiny);
Special Attacks: Attach, flesh burrow, soften flesh 3 HD (Small)
Special Qualities: _Damage reduction 5 /bludgeoning, Level Adjustment: —

darkvision 60 ft., vermin traits

cavengers are part of the natural world, but some beetles landed upon them and began to burrow into their flesh,
are more vicious than others. Your average vulture or softening their skin with an excretion from their mandibles.
jackal will flee at the sight of a man, but some carrion  Several died in the space of minutes before we were able to fall
eaters are not so easily frightened. back and get under cover. I had never seen so many beetles in
One time I agreed to help in the gruesome task of search- one place before, and we were not properly equipped to deal
ing the site of a recent battle near Fellig for the body of the with them. They must have gathered from miles around, drawn

son of a friend of mine. In one of those typically hushed up by the stench of so much death.
border skirmishes, several hundred mercenaries working for When we returned the next day, cautious and properly

Cygnar had been slain along with at least armed, all the bones were picked clean as

if the battle had happened a hundred

years ago.

as many in another company working
for Khador. A group of us had traveled
to the site of carnage
to recover what we

Comsat

Buzzard beetles

could for family
and loved ones.
I was toward hide amid corpses,
the back when screams eating them at their lei-
erupted from the men in front. Had I
seen the black shapes huddled among
the bodies I could have warned

them. Dozens of buzzing forms

sure. They become highly agitated if
N - disturbed and will attack anyone who
: ventures too ClOSe. They ﬂy qulte
well and will dive to attack,
leapt from the bodies and flew then latch themselves onto skin
upon the men. I recognized them and begin to burrow into their
victim until slain.
Attach (Ex): When a beetle
these bugs are exceptionally dangerous in groups. makes a successful bite attack it attaches

They have tough black exos__li%tons which turn blades quite itself to its victim and will begin to soften flesh where it has

easily, and only a blunt m_a‘i&;r_‘ r hammer seems effective against ~ landed. Any successful attack on the beetle will knock it loose,

at once as buzzard beetles.
About the size of a large rat,

- them. Unlike some scaven'g'e,ts, they are just as happy to eat live unless it has begun to burrow. Those wearing metal armor

: 5 éﬂesh as dead. covering the majority of their skin (such as full plate mail) are

immune to this.




Soften Flesh (Ex): Once the beetles attach, it emits a fluid
causing flesh to break down and turn to liquid, which the
beetles drink for sustenance. It is a slow process with corpses,
but when agitated and attacking the beetle greatly accelerates
the procedure. Victims who fail a Fortitude save (DC 10) suffer
1d3 points of acid damage. This save must be repeated each
round the beetle is attached although it will temporarily exhaust
its fluid supply after 4 rounds.

Flesh Burrow (Ex): The round following success with
soften flesh, the beetle will burrow into the body, continuing
to melt tissues with its acidic secretions. Once this has begun,
the beetle cannot be knocked off unless it is killed, and any
attacks on the beetle cause half as much damage to the person
to whom it is attached. The beetle can be pried loose by suc-
ceeding at an opposed Strength check; the buzzard beetle has an
effective Strength of 18 for this ability. This requires a standard
action and causes 1d2 damage to the victim if successful.

Skills: Buzzard beetles have a +8 size bonus to Hide, a +4
racial bonus to Spot checks, and a +8 racial bonus to Climb
checks. A buzzard beetle can always take 10 on Climb checks

even if rushed or threatened.

Treasure -
On rare occasionts (IO% chanc?, a buzzard beetle can be
slain without destr:lgermg the internal organs that produce its

nique secretions hese glands cdn be sold to an alchemist for

= -t;g to 200 gp and are u%eﬁ]l, a number of organic mixtures.

Py
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enns & Lore

ON: Buzzard beetles are a Varlety Of scavenger that

COM&

attack the living as eagerly as the dead.

UNCOMMON: Blunt weapons have the greatest effect against
the buzzard beetle’s tough carapace.

RARE: Attacking beetles will latch onto a person and then bur-
row into them. However, they loathe the smell of oil. Those
who rub some lantern oil onto exposed skin will be less likely
to be attacked.

OBSCURE: Alchemists will pay handsomely for intact bod-

ies of buzzard beetles, as there is a mixture derived from their

excretions that can ward off petrifaction and paralysis effects.

Hooks

After a merchant wagon is attacked by some bandits, the
PCs are sent to recover the bodies, which they find strangely
picked clean. When checking closer they d1sturb a swarm of
hiding buzzard beetles.

P

“f{ey, 1 tkmk 1 see some ]ewelry on that rotten skeleton.. .
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Tiny Fey (Grymkin) Saves: Fort +2. Ref +6, Will +3

Hit Dice: 2d6+4 (11 bp) Abilities: Str 10, Dex 16, Con 14,

Initiative: =3 Int 12, Wis 10, Cha 12

Speed: 20 ft. (4 squares), swim 15 ft. Skills: Balance +5, Climb +5, Escape Artist +38,

AC: 16 (+2 size. +3 Dex, +1 natural), Hide +16, Listen +5, Move Silently +8,
; touch 15, flat-footed 13 ) Open Lock +8, Swim +8, Tumble +8

Base Attack / Grapple: +1/-7 Feats: Ability Focus (intoxicated empathy)®.

Attack: - Bite +3 melee (1d3) Dodoc® Mobility

Full Attack: _ Bite +3 melee (1d3) and Environment: Any locale near keos of ale

BT 2 claws -2 melee (1d2) Organization: Solitary

Space /Reach: 2%4./0f . Challenge Rating: 2

Svecial Attacks: Inebriating burp Alignment: Usually chaotic neutral

Special Qualities: Drunken domination, intoxicated empathy, Advancement: 3—4 HD (Tiny): 5—6 HD (Small)

low-~lioht vision, shape-change Level Adjustment: +3

ne evening I was enjoying ale at the Falling Star the shelter of their casks by spying on the emotions of

with my friend Mitchel Filkins of the watch. He people drinking nearby and controlling their actions. They

was several flagons ahead, but I was surprised usually just choose to embarrass their chosen victim, but

when he lurched to his feet and began singing at some are malicious and compel more dangerous actions. This
the top of his lungs, eyes straining from their sockets. He becomes more likely as the grymkin nears the bottom of the
then made the mistake of manhandling one of the tavern barrel and gets grumpy. These imps only need alcohol for
girls. Soon he was unconscious on the ground with an ugly sustenance and can go through five gallons of wine or ale a
knot on his head thanks to Dando, the bullish bartender. night. This can incur a considerable loss for the tavern owner

My hunch that something was amiss was confirmed when if not discovered quickly.

another man began similar antics. With the coopera-

tion of the proprietor, I investigated the grounds.

Comsat

In the storage area I noted a cork .
Cask imps have sharp teeth and claws and

popped loose from a nearby cask, yet there

; . are prone to rages if removed from the casks
were only a few drops of wine spilled on 3 &

the floor. Looking closer, I saw a fat little where they enjoy pickling themselves in [PLC=

SRR L ok had been. digious amounts of alcohol. They prefer to

flee if discovered and use their inebriating

The bouncer and I gave the cask a good

B i burp and shape-change abilities to get away.

Inebriating Burp (Su): Once per day,
the  cask imp can belch forth a cloud of

around inside! There was a shriek and a

loud i b

e stre@ - - magically charged gas. Those within a 10-
Clawing out of the cask, ruining it : :

foot radius must succeed at a Will save

in the process, the little creature bit the i
(DC 13) or be overcome by laughter, falling

bouncer’s arm before scrambling away.
As I gave chase it belched a
cloud of vapors that made

to the ground and unable to perform any
actions for 1d3 rounds. The save DC

me giddy. When I managed L C;;::ij:tzz-;i?;thy
h up, it had already
oo up 1 SR (Sp): If happily immersed in alcohol,

found the room’s drain, ]un;_l ed i ey oo Lo i
L R cked d ik a cask imp can sense anyone who is
gt suck_c 5 drinking within a 100-foot radius at will and pick up

- much ale!
S surface thoughts (similar to detect thoughts). Will save (DC 15)

Cask imps, as [ have learned, entertain themselves from




to resist detect thoughts effect, caster level 3rd. The save DC is
Charisma-based.

Drunken Domination (Sp): This power requires S minutes
of uninterrupted effort, but it allows the grymkin to take con-
trol of anyone within 100 feet who has been drinking at least
three stiff drinks within the last hour and fails a Will save (DC
106). The effect’s caster level is 9th. The DC is Charisma-based.
This power is similar to dominate, allowing a bonus for actions
against the person’s nature. However, there is a cumulative -1
penalty for each drink past three drinks consumed. Another 5
minutes of uninterrupted effort are required to switch targets.

Shape-change (Su): Twice per day the cask imp can turn
its body into liquid, usually used to enter a cask of alcohol.
Turning into a liquid requires a move-equivalent action, and
they can be harmed in this form. They can return to their nor-
mal shape at will.

Skills: Cask imps have a +8 racial bonus to Swim checks.
A cask imp can always take 10 on Swim checks even if rushed
or threatened.

Treasure

Cask imps someEimes 'st.eszlmq:;n stash fine ‘bottles of wine,
brandy, and other ljquots., These stashes are difficult to find
unless the grymkin fis followed or aptured and forced to bar-

in for its freedom. Their taste-n alcohol is impeccable, and
gq%y will always steal the most expensive bottles available.

Lejem)s & Lore

that break into taverns for beer and wine.

UNCOMMON: These things are actually grymkin, a nasty
form of fey. As their name suggests, they live inside casks

of alcohol.
RARE: Cask imps can control the minds of drunken people

ON: Cask imps are alcoholic supernatural creatures

near them and can turn into liquid to help them escape.
OBSCURE: They keep secret stashes of valuables and can be
forced to give these up if caught. Some cask imps can turn
water into fine brandy if chained with silver and immersed.

Hooks

* The best way to spring cask imps on a party is while they
are celebrating in a local tavern. This works best if one PC is
recruited to participate as the dominated drunk.

* Several particularly malicious cask imps inhabit a Corvis
tavern, which has since earned a bad reputation. The PCs are
hired by the.nérvous proprietor to find out what is behind this

before th'é"city council shuts him down.
P |
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Medium Monstrous Humanoid

Skills: Craft (aupmentation) +7, Concentration +7,

Chirurgery, command dredge,
darkvision 60 ft., telepathy 200 ft.
Fort +1, Ref +7 Wil +£8 .
Str 10, Dex 16, Con 10,
Int 18 Wis 14, Cha 16

Saves:

Abilities:

he wizard Crimnebule put it best when he referred

to the cephalyx as “the mind-rapers.” The crea-

TR

tures enslave and twist their captives with a per-
verse science. Sadly I have seen the handiwork of

e

the cephalyx all too closely.
Crimnebule and I discovered a cephalyx settlement while tour-

ing the caverns of the Glass Peaks in Rhul. I don't wish to recount

=T

the matters that led to our encounter with these godless mon-

pistol shot, and spell at our disposal to escape. I am not ashamed
to say that we fled from the cephalyx with all speed.

These subterranean ovetlords stride with a calm pur-
pose and can also fly at will (albeit not very sw1fdy)
Cephalyx are uniformly clad in a padded black
leather garment that covers them from chin
to toe. Imbedded in their flesh are intricate »
mechanical arms that extend over the shoul- @&
ders in a spider-like manner. Each limb ends “ﬁ .
in some sort of cutting tool.

The mind-rapers can sense your thoughts
and twist your will. With a thought they can
hold you in place, while their c]rudge servitors
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overpower you. The best way to parley with

these abominations is with a pistol.
Cephalyx drudges are hels n check with sav-
age modifications and maktz—ﬁ~ ] reinforcements
to thelr master’s will. A "heinfét of brass and crystal seems
e surgically bolted over the head of the slave. The implants
J:l:c) grant the ;irudges wtb i
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sters—however I will tell you that my party spent every rifle round,
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ncreased strength and perception.
=

Hit Dice: 4d8 (18 hp) Diplomacy +7, Gather Information +7,
Initiative: +3 Healing +3, Intimidate +10,
Speed: 30 ft. (6 squares), Knowledge (arcana) +9, Listen +6,

fly 10 ft. (average) Search +7, Sense Motive +7, Spot +3
AC: 16 (+3 Dex, +3 studded leather), Feats: Exotic Weapon Proficiency (prosthetic

touch 13, flat-footed 13 blades)®. Tron Will, Mudtiweapon Fiobting®.
Base Attack / Grapple: +4/+4 Weapon Finesse
Attack: _ Prosthetic blade +7 melee (1d4) Environment: Temperate underoround
Full Attack: 4 prosthetic blades +7 melee (1d4) Organization: Clave (14, plus 18 drudges),
Space /Reach: S5 ft. B Convene (5=12, plus 9—=20. drudges),
Special Attacks: Cephalomek Collective (12—26, plus 20—40 drudoes)

Challenge Rating:v 6

Alignment: Usually lavwful evil
Advancement: 5-9 HD (Medium);
10-12 HD (Large)
Level Adjustment: —

I witnessed a myriad of augmentations on these unfortunates as
we fought our way past them. Each was crudely fastened in place with
stitches, rivets, and even screws. The poor creatures were so twisted
that I could not truly say if they were human or something else.

Perhaps there is some ancient book that alludes to the goals
of the cephalyx, but whatever motivates them is Certainly beyond
my own speculation.

Comsat

Any encounter with the cephalyx is likely to turn
into a brutal melee. While drudges engage opponents
& in physical combat, the cephalyx use their formi-
dable mental abilities.

Cephalomek (Sp): At will—daze (DC 14),
\ detect thoughts (DC 16), mage hand, mage armor;

[ 2/day—hold person (DC 17), suggestion (DC
! 17). Caster level 6th. The save DCs are
Intelligence-based.

Telepathy (Su): Cephalyx can telepathi-
cally communicate with any creature within
200 feet that has a language.

Command Drudge (Su): Cephalyx orders to
a drudge are more compelling than a dominate person
f spell. A drudge will follow cephalyx telepathic com-
mands as closely as possible, no matter how suicidal.

Chirurgery (Su): The modifications made to a
drudge grant them increased strength, new weap-
onry, and enhanced senses. The grafts and implants also include
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CePHaLyx

a cephalyx “helmet.” The helmet usurps the
drudge’s will and places it under the
total command of its masters.

The following template can be
applied to any Medium-size or
smaller humanoid.

Creatinﬁ a Drunﬁe

“Drudge” is an acquired template
that can be added to any humanoid. The
creature (referred to hereafter as the base crea-
ture) must have a Charisma score of at least 9.

A drudge uses all the base creature’s statistics and

special abilities except as noted here.

Size and Type:

Hit Dice:

Speed:
AC:

Attack:

Damage:

Size
Tiny
Small
Medium
Large
Huge

Special Qualities:

{ (-h)';lities:
> o

increase by +2, its Intelligence
and Wisdom decrease by -4, and
its Charisma decreases by -8.

“0"\ Skills:
N

'/ml\ A Same as base
creature exept drudges
have a +4 racial bonus

to Listen, Search, and

Spot checks.

Feats:  Drudges gain

Endurance and Toughness

(x2) as bonus feats.

Otherwise they lose access to

all other feats.

The creature’s type does not Environment: Temperate
underground.

Organization: Solitary, team (2-8),

crew (9-20), band (21-40).

Challenge Rating: Same as base creature +1.

change. Do not recalculate
the creature’s base attack
bonus, saves, or skill points.
Size is unchanged.

Alignment: Usually lawful evil.

Increase base creature’s HD by one die }1

size, to a maximum of 1dI0. Level Adjustment:—

Same as base creature. If a player character is implanted with a hel-

The base creature’s natural armor ! met, the full effects of the command drudge power

bonus increases by +4. will not take until a week has passed. During this

A drudge retains all the natural time, treat the character as if under the effects of a

weapons, manufactured weapon dominate person spell (caster level 7th). Removing the

helmet does 1d12 points of damage, and 1d4 points

attacks, and weapon proficien-
of Intelligence, Wisdom, and Charisma are lost (for

each a Fortitude save (DC 20) negates).

i
cies of the base creature. A
drudge also gains a slam attack j
and has a 10% chance of

being fitted with a prosthetic Le’jenDS g/ Lore

COM

deep caverns and underground realms.
UNCOMMON: The cephalyx employ mental abili-

ties that can cripple or bend one’s will.

blade treated as a secondary ON: Cephalyx are creatures that dwell in

//

i / |
attack. // ‘
Natural and manufac-
tured weapons deal
damage normally. RARE: Cephalyx have absolute command over their
The slam and pros-

slaves. If they catch you, you will join their number.
thetic blade attacks

OBSCURE: The acolytes of Cyriss have a standing

deal damage enmity with the cephalyx. How this began, and what

based on the
drudge’s size.

the enmity is about is a mystery.

| Treasure

Slam Blade
1 1d3 / The vaults of the cephalyx are full of treasures
Id3 1d4 seized from the unfortunates they have taken into bond-
1d4 1d6 age, Treat'these ill-gotten gains as standard treasure.
1d6 , Ids ‘
1677 2d6, HooKs <

A dr’ﬁ'quge has alljthe special qualities of the

r.Clephalyx have begun usi
B\:\ise creat;r:/gﬂﬂ gains darkvision to 60 ft. J

sinkhole to gain access to the
surface world, raiding villages forslave stock. A survivor of a
raid has recounted the fﬂe%nd_hﬁ

him rescue his family:

Same as t

ase creature except the

s begged the players to help :
drudge’s Strength and Constitution 5

o
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Medium Vermin Saves: Fort +4, Ref +3, Will +0
Hit Dice: 24842 (11 kp) Abilities: Str 14, Dex 17, Con 12,
Initiative: +3 Int —, Wis 11, Cha 3
Speed: 40 ft. (8 squares), climb 20 ft. Skills: Climb +10* Hide +3% Jump + 10,
AC: 14 (+3 Dex, +1 natural), Move Silently +3%* Spot +4*

3 touch 13, flat-footed 11 Feats: ) Ability Focus (acid spray)®
Base Attack /Grapple: +1/4+3 FEnvironment: Temperate and warm underoround
Attack: Bite +3 melee (1d8+3) Oroanization: Colony (2—5) or swarm (6=11)
Full Attack:  Bite +3 melee (1d8+3) Challenge Rating: 3 3
Space / Reach: S/ fr — Alignment: Always neutral
Special Attacks: Acid spray, web ; o Advancement: 3—5 HD (Medium): 6—8 HD (Laroe)
Special Qualities: Darkvision 60 ft., vermin traits Level Adjustment: —

5 -| e€se Iarge arachnids are more a nuisance defense and are therefore litde threat to the common man.

Y than anything, for they feed not on the liv- Adventurers such as myself, however, are another matter. The

H ing, but rather on the dead. Imagine, one crypt spiders do not take kindly to any who disturb their
spends months and months poring over homes or feeding grounds. They will not hesitate to band
ancient tomes in search of the resting place of the together to take on a foe that poses a threat to their colony.

Orgoth warlord Kyarna only to finally get Although they continue to spin webs, which may hearken back
there and find the tomb violated by to their earlier evolutionary days as hunters, they do not use
blasted spiders! They're every- them for hunting purposes. The webs merely seem to provide a
where! They've sucked dry the shelter for the spiders and their young.

bones of every visible corpse Crypt spiders are about as long as a man is tall and

and filled every chamber stand at about half of that, but I've witnessed them squeez-
with thick webs. One can't ing through openings about half that size in search of prey.
venture a step without dis- In appearance, they are possessed of nearly translucent skin
turbing a colony of their that allows one to see the pulsating organs beneath, and their
young or slipping na pile enormous, oversized mandibles used for cracking open bones
of their effluvial droppings! extends outward from the head.

When feasting on these

carcasses, they first crack C omB at

3 open the bones of the fallen Crypt spiders usually avoid combat, though they will attack
’ (L8 with their large oversized if they feel threatened (unfortunately for adventurers and delv-
: i i mandibles, then they secrete ing scholars, this includes disturbing their “food™). If pressed,
; : a very powerful digestive acid they will release their acid spray.
' ‘ ' which they use to dissolve the Acid Spray (Ex): Once per day, a crypt spider can evacu-
! marrow found within. They ate its acid bladder in a jet from its mouth. This attack
then suck up the dissolved inflicts 2d10 points of damage to one one threatened target.
marrow and move on to A successful Reflex save (DC 14) halves the damage. The

another bone. In this man-

save DC is Constitution-based. They only do this if cornered

ner they can quickly destroy

or sorely pressed.

[ L
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3 any archeological find. I have Skills: Crypt spiders have a +4 bonus to Jump and Spot
E)‘.ﬂnd instances in which starving checks. They have a +8 racial bonus to Climb checks. A crypt

crypt spiders have actually eaten ancient spider can always take 10 on climb checks even if rushed or
bones that lack the marrow they prefer. threatened. *In addition, crypt spiders have a +8 racial bonus

¢ Lucki:.:ly, the SPifi?fS only attack the living in self- to Hide and Move Silently checks when using webs.




enns & Lore

COMMON: Crypt spiders feast upon the corpses found in tombs.
UNCOMMON: Crypt spiders devour bone marrow.

RARE: Crypt spiders use a powerful acid to digest bone mar-
row, and they can spray this acid at aggressors when threatened.
OBSCURE: Some say that crypt spiders gain the memories of
those they have eaten. Ancient texts allude to a rare alchemical

formula that calls for the brain of a crypt spider, which may

allow the imbiber to inherit those memories.

Treasure

The crypt spider’s full acid bladder can be harvested and
sold to the right buyer for 20 gp. The problem in collecting
these, however, is that the spiders tend to evacuate their acid

bladders as a last-ditch defense.

Hooks

Professor Pendrake approaches the PCs with a

proposition. He recently unearthed a major discovery
outside the city in which the PCs are currently located.
He has located the tomb of a legendary local hero.
The trouble is that the entire tomb is infested with
crypt spiders, more than the good professor and his
assistants can handle. Time is of the essence on
this mission, for there are many other parties inter-
ested in finding the treasure supposedly located in
the tomb. It perturbed Pendrake to leave the site under
the watchful eye of his assistant Lynus, and he is now

eager to return to [he ruin. W
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f all the mercenaries I've worked alongside in my

travels, the Ironhands are certainly some of the
most interesting. They're specially trained mer-
cenaries working for the Steam & Iron Workers

Union who typically perform tasks like
tracking down rogue steamjacks and
handlers, though sometimes they do

more interesting things like battling junker

bands. These people are the toughest mer-
cenaries the Union has to offer and are

accomplished warriors and mages who have

R
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seen more than their fair share of mayhem.
They are paid well for what they do, and they
are very good at it.

Like a lot of guilds and fellowships, the
Ironhands have built a mythology for themselves,

oL

o v

something most groups do to explain away

things that have happened to their people

L gL

in the past. When a team of Ironhands

o

fails to return from a dangerous mission,

it’s said that the Deathjack was waiting
for them.

Veteran teamsters and Ironhands
from the Union can describg:the
Deathjack to you in detail. I've lis-

= e Wy T aee rvoers
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remote location.

Skull of

mention it sapping the life out of
men and leaving mere husks behind. Using

some sort of necromantic furnace, it draws

the life force out of those it can stuff into
its iron belly. This vicious boiler hisses and

crackles and the furnace vents give off dark

greasy ash as it burns its victims.

It has been seen as close to Corvis as the

Large Construct darkvision 60 ft., low-light vision, spell
Hit Dice: 20410 (110 hp) resistance 25
Initiative: +1 Saves: Fort +6, Ref +7, Will +7
Speed: 30 ft. (6 squares) Abilities: Str 30, Dex 12, Con —,
AC: 28 (-1 size, +1 Dex, +18 natural), B Int 14, Wis 12, Cha 16
touch 10, flat-footed 27 Skills: Climb +10, Intimidate +13, Jump +10,
Base Attack /Grapple: +15/429 Listen +8, Spot +8
Attack: Slam 424 melee (2d10+10) or chain Feats: Alertness, Awesome Blow, Cleave,
424 melee (2d6+10) o Great Cleave, Improved Bull Rush,
Full Attack: 2 slams +24 melee (2d10+10) or 2 _ o Tmproved Overrun, Power Attack
chains +24 melee (2d6+10) Environment: _ Any remote locale
10 ft./10 ft. (15 ft. with chains) Organization: Unique
¥ ’i Improved grap, necrovent, skulls of bate, Challenge Rating: 21
14 smite good, soul furnace, spawn undead, Alignment: Chaotic evil
- ! i swallow whole Advancement: 21-30 HD (Large); 31=45 HD
411 Special Qualities; Cold and fire resistance 20, construct (Huge); 46-60 HD (Gargantuan)
i : ] traits, damage reduction 10 /blessed Level Adjustment; —
i
i

to have vanquished it, only for it to appear once more in a

Fifteen feet of kettle-black
greasy iron and a gut full of
soul-burning mechanika, the
Deathjack supposedly resembles a
steamjack made from the night-
mares of a madman. Its head

is a horned helm with glowing
eyes that sits between massive
pneumatic shoulders. A hybrid
of machine and vile necroman-
tic energy, its design must be
awesome to behold.
From what I can tell, the
thing doesn’t need coal to
burn—it needs souls. Stories

i} tened to a few of such tal_é:s.cel\/lany
o ~ told me about close calls with

Widower’s Wood and as far away as the mountains of Khador.

. Mention of it has been recorded in tales going back as far as
P ;_:f?‘e creature, and some even claim
* e .

two hundred years. I've even heard mention of a tome that

k4




may reveal the nature of its function.
An ancient book called the Librum Mekanecrus has been rumored
to hold this secret. This dusty manual supposedly details a meld-
ing of mechanika with ancient Orgoth rites. The damnable tome
could be a key to unlocking the mysteries of the Deathjack.

Construction

Creating a Deathjack is possible. The creator needs to use the

procedures outlined in the ‘Libm@ Mekanecrus. Learning these pro-
cedures costs 1,500 XP. 7To begin \Cr\afting a Deathjack the creator
must meet all of the requirements for crafting a golem as defined
in the MM, as well s folloly the p‘récedures in the tome which
(- }ﬁc]lude many despicablq acts i_x_}rc,k]aing human sacrifice.

Comsgat
The Deathjack is typi-
cally encountered on the
outskirts of civilized
lands, raiding small
communities and
sometimes even armed
caravans or patrols to
fuel itself. It shows no
mercy and slays anything
it sees. It is not without
guile, however. It can
y and will retreat from
fights it"cannot win. It,will often use its necrovent to belch
forth'-_a screen of charnél‘-ﬁsh to cover its escape.

The Deathjack cannot weather the wrath of the blessed and
rig}:'lteou(s. A properly armed warrfor with blessed or holy weap-
ons can eélsﬂy.penetrate_’,{hg\D,ﬁatﬁjack’s armor. It will attack
those who bear such weapons with all of its attention. 5
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7 Necrovent (Su): A black greasy necrotic ash leaks out of as spell focuses for the construct, but also provide 360-degree
the Deathjack’s smoke vents and engine seams. Twice per day vision, making it impossible to surprise the construct.

the Deathjack can vent this soot to form a 30-foot radius The skulls of hate can cast spells from the Death or
_cloud around the construct. This cloud remains stationary for Destruction clerical domains as a 17th-level cleric (includ-
2d4 roqﬁds. ing the number of spells available). They must make a

A‘ny living thing within the ash cloud must make a Concentration check at +10 if they are struck while casting.

Fortitude save (DC 20) each round. The save is Constitution- These grim lanterns also empower the ‘jack with the grant-
based. Creatures of 3 HD or less take IdI10 points of damage  ed abilities of the Death and Destruction domains: detect undead
with a successful save, while those that fail die immediately. and smite as a 17th-level cleric. If not casting spells the skulls of
Creatures with more than 3 HD that fail their saving throw hate make a soft chanting noise, and the flames inside of them

take IdI0 points of damage as the ash blackens and eats their glow a hellish red.

flesh. A successful save results in half damage. Soul Furnace (Su): The soul furnace metabolizes life-
The ash cloud is heavy and thick, and attempts to disperse force. This horrid engine can hold one Medium creature or
it with magical winds are half as effective. Visibility in the two Small creatures. Although the Deathjack’s infernal engine
i ':' ash cloud is 50%, and the ash cloud provides conceal- can keep it going without souls, life energy can repair
:l | i' ment (20% miss chance). damage done to the construct.
!‘ i Improved Grab (Ex): To use this abil- For every level the Deathjack
! ity, the deathjack must hit with its slam drains it can heal 1dI0 hp.
attack. It can then attempt to start a It can store life
: grapple as a free action without force like
: ; " provoking an attack of oppor- a battery,
It ; tunity. Once it has estab- holding
3 lished a grapple, it will up to 20
:' toss its opponent levels in
' into its furnace the fur-
"Zi through the nace. It
Ti black iron can expend
!' ' hatch. these like charges
Ti (1—4 charges per
'! i round as a free action).
(L The energy heals 1d10
: : { hit points per charge spent.
j§ Swallow When encountered, the Deathjack

Whole (Ex): See swal-
low whole, MM . Once the
Deathjack has its quarry in its grasp, the

usually has 5—10 charges stored in its

ﬁery gut. These dissipate slowly, at a charge

a day, if unused.

victim is tossed into its furnace. Inside the furnace

Spawn Undead (Su): Any creatures slain by

individuals suffer 4d6 points of fire damage per round. In the ash vented from the Deathjack’s furnace will rise
addition the ingested must make a Fortitude save (DC 20) again in 24 hours as full-strength zombies or skeletons with a
each round while in the belly of the beast, or lose one level. +4 turn resistance. Imbued with a dark appetite these cfeatures

The save DC is Constitution-based. It is possible to force a —»"slowly wander to areas of civilization to feed off of the living,
\ [ =,

way out through the Deathjack’s furnace hatch with a Stren'gth‘g Washix\ug a corpse in holy water or casting bleéls on the corpse \
o

check (DC 25). Attacks made from the inside of its bellylare “ will pr_ejilent it from rising as long as the blessing takes place,
' withid the first 12 hours after death. N i

affected by its damage reduction. —-
Smite Good (Su): The Deathjack’s fiendish nature allows -

it to assault the forces of good with great power. Once per day

the Deathjack can add Z‘O’ESE?S'DF "dhmage to a single melee Le cnbDs ‘6/ LOI’€

slam attack versus a good creature. ) COMMON: The Deiit'hjaslg_ _i_s‘,a' horridly evil device that

Py Skulls of Hate (Su): Mounted on each shoulder of the kills indiscriminately. It saps the life of the living to power
.' 'Deathjafk is a Skuu_j&i

ed Ianterr; The lanterns act not only its furnace.
l"-
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UNCOMMON: Its engines can vent a caustic life-draining
ash that can kill a normal man in an instant. This ash has
necromantic properties that cause the dead to rise as hungry
shambling beasts. Washing the ash from a corpse with holy
water will prevent it from rising. Those corpses that do rise
up are difficult to rebuke or turn.

RARE: Fear the chanting of the skulls mounted on the
Deathjack’s shoulders. The skull-shaped lamps burn with the
damned souls absorbed in the belly of this beast. Each skull

channels spells of death and destruction. Dangerous in their

own right, they may make powerful talismans if removed
from the Deathjack’s still frame.

OBSCURE: Permanently destroying the Deathjack may be
difficult. More than a few tales speak of its destruction, but
it arises to plague the world in one form or another. The

skull lamps seem to be a key element of its construction and

may hold the secret to its permanent demise.

Treasure

If the Deathjack is defeated, the skulls of hate can be
taken as magic items. The skulls are worth 30,000 gp
apiece. The wielder of a single lit skull can use the domain-
granted ability from the Death or Destruction list (depend-
ing on the skull held) once per day as if he were a 12th-
level cleric. Every time a skull is used it shifts a character’s
alignment one step closer to chaotic evil (Will save DC 20
negates). The DM may choose the path taken, but it usu-
ally is the quickest route.

Once a shift to chaotic evil is complete, the affected is
compelled as if by a geas spell (cast at 17th-level) to seek out
a steamjack and attach both of the skulls to the frame of
the ‘jack. Once this is done, the skulls will flare to life and
cause the steamjack to transform into the Deathjack within
10 rounds. At this point the Deathjack will destroy the geased
character and consume his soul. It will then make its way
towards more souls for consumption.

The skulls are impervious to harm and cannot be

destroyed by any regular means.

Hooks
The Deathjack has been rumored to be approaching

a small village or town. The characters are asked to help
evacuate the village and outlying areas before the creature
devastates the populace with its wrath. Ornery old folk who
“won't leave where they grew up for some durn contraption,”
opportunistic nobles looking for a cause, and even thieves
wanting to plunder coffers may be obstacles the characters
face as they attempt to get innocents away from the area
before the Deathjack arrives.

{h Ironband crew ambushed. 24 dead, 2 survivors. A

Deathjack Sightings
Ceryl —3599. Merchant caravan attacked. 20
dead, 1 survivor.

Wyrmwall Mountains — 601. Mining town
devastated. 41 dead, 12 missing.

Fharin (10 mi. south) — 601. Trollkin kztb
massacred. 10 dead, 1 missing.

Fort Falk — 602. Assault on main gates of
city. 33 dead, 40 injured, 8 missing, _
Highgate (20 i, east) —589. Mountain pass {
waystation destroyed. O )
Unknown casualties; 20 esttmated \ 1§ g,
High Gulch (15 mi. NE qf Caspm) —592. \W. i
Gobber caravan massacred. 12 dead. -

Kidlan (20 mi. E of Berck) — 595.

- Midfast S=590° Neigbboring troll population
~ wiped out. Unlmown casualttes at least 50 4 {
*esttmated - : R b |
Tmer — 598. 6pcorgﬁrmed sigbtmgs 0 con~
 firmed dead, 12 ?ismg y BT

\Kbardov == 992 Rep_orted capture. Belwved to.?”

Ve falsi _ﬁed,.no pbyszcalﬂkvzdeme ! 1)
‘!'-.» hg —. 5*96 T’:e Brulgﬁelﬂ ﬂfassaere 102 _,
 dea , 3 ured, 16 missing. e ]
? - ryss - %ﬁ Multtple s:gbtmgs. k :
"'fﬁmm‘n a ? A

,.ygzta‘ran-KbaJomn border (N'W éf -Cé;;:\‘)is).-f s
--—{6‘01 The Rzﬂ‘ Fist rﬁerzaﬁ‘arws wzped ﬂut
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Medium Undead (Incorporeal)

Tort +2, Ref +3, Will +8

undead traits, +4 turn resistance

Hit Dice: 6d12 (39 hp) Abilities: Str —, Dex 13, Con —,
Initiative: +5 Int 12 Wis 16, Cha 15
Speed: 30 ft. (6 squares), Skills: Diplomacy +13, Intimidate +11,
: fly 30 ft. (perfect) Knowledoe (Arcana) +7, Listen +11,
AC: 13 (+1 Dex, +2 deflection), ; Sense Motive +12. Spot +11
touch 13, flat-footed 12 Feats: Alertness, Flyby Attack,
Base Attack /Grapple:  +4/— Improved Initiative
Attack: Incorporeal touch +5 melee
. ‘ ' (1d8 plus energy drain) Environment: Any land
. Full Attack: Incorporeal touch +5 melee Organization: Solitary
e (1d8 plus enerpy drain) Challenge Rating: 7
:!' Space /Reach: 5ft./5 ft. Alignment: ; Always lawful evil
Bl & Special Attacks: Energy drain, spell-like abilities Advancement: 7—18 HD (Medium)
:. Special Qualities: Damage reduction 10/, 'good, darkvision Level Adjustment: —
: 60 ft., incorporeal traits, rejuvenation,
il

he disembodied are both to be feared and pitied.
They are the shades of priests who lived their lives
with the outward appearance of goodness and
light. Naturally, were it truly so, they would not

suffer the fate of the disembodied, for such priests committed
unspeakable acts unbeknownst to their flocks and were never

discovered and never punished, but nothing can be concealed

T o

from the gods.
Some tainted priests

with a strong enough life

force, knowing that their

"r

spirits would face eternal

o L

torment for their crimes,
resist crossing over and
remain tied to their corpo-
real form to escape retri-
bution. The disembodied
develop a terrible hatred

St Sy et g
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for the living, and to sus-
tain their power they will
attempt to consume the
life-force of any i;ltelligent_ A%

[ L
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Ccreature that ventures too déise.

Fortunately, these horrid spectres cannot move more
__t_l}an about 100 feet from their corpse. If they do so, they
-;—:‘fzi{e_ destroyed and are forced to face their fate. Removing the

corpse, usually interred in a crypt, will only cause the spirit
to follow. To defeat these foul defilers truly, the corpse must
be burned, immersed in acid or holy water, or otherwise
utterly destroyed.

That is never an easy task. Mother Caspis Crispus, the leg-
endary abbess of Felig, penned the definitive tome On Restoring
the Blackened Heart three centuries past. The great ghoul hunter
warns that the disembodied are possessed of “great despoiled
magicks,” remnants of the
powers they held in life.
They are vulnerable to
holy water (though only if
applied to the corpse) and
will resist all but the most
powerful of magical spells. I
have been told that fire and
acid will also send them to
their eternal rest, though I
have never observed such
methods in practice.

The disembodied will
also retain the objects they
possessed in life, Mother Crispus tells us, hoarding arms,
armor, and other relics in the tomb. If that is inspiration
for some to seek out the places where these things pass their
uneasy rest, be warned: they are deadly evil.




Disemsobieb

Comsat
The disembodied can do no physical damage at all against

ing with an incorporeal attack.

Energy Drain (Su): Living creatures hit by a e

disembodied’s claw attack suffer one nega-
tive level. Each time a negative level
is bestowed, the disembodied’s hit
points return to full if it has been
damaged. A Fortitude save (DC 15)
is required to remove the negative
spell.

Spell-like Abilities: 3 /
day—animate dead, cause fear
(DC 13), darkness, death knell
(DC 14), protection from
good; 1/ day—slay living
(DC 17). Caster level
10th. The save DCs are
Charisma-based.

Rejuvenation (Su):

A disembodied cannot be

permanently killed unless

its physical body is found
and destroyed. If its incorpo-
real form is defeated, it will
return to the location of its
corpse at full strength within
2d12 hours.

Turn Resistance (Ex):
Disembodied have +4 turn
resistance. If it is suc-

cessfully turned, the disembodied returns to its body for 30
minutes before it can move again.

Treasure ;
The coftin of a disembodied has a 30% chance of contain-
ing 1d4 minor magi items usable byj the cleric class. In addition,

there is a 50% chanf@ of v‘Jmlagic armor and a 30% chance of a
VV)POH suitable to the d\c{ic clgv/z:i)ng in the burial vessel.

ngenos & Lore

the living. They instead attempt to drain the life-force of the liv-

ON: The disembodied are the ghosts of priests gone bad.

UNCOMMON: Destroying the corpse of a
disembodied with fire, holy

water, or acid will kill

the spirit.
RARE: The mere touch
of these vile crea-

tures can

kill.

OBSCURE:
Unless its
physical corpse is
burned or doused

with acid or

holy water, a

disembodied

will return

to haunt the
area where it is

buried.

Hooks -y -

Communities who discover their local crypt inhabited by
one of the disembodied often find themselves in a bind. They're
angry to discover such a fiend had ministered their local church
unbe]?zn(-)wnst to them.<They are usually incapable of dealing
with the deadly spirit in\dqeir midst and also embarrassed that
suc{n—a thing could h;_;.ve hai‘)’ﬁ ned under their noses. Hiring a .
party oft adventurers to ?@he crypt quietly is likely to be

their first choice. — -4 g
. % -
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must confess I find the dolomite, or slag hound as it

is known in Rhul, to be a truly fascinating creature.

These huge, jagged jumbles of rock and dirt are usually

mistaken for a pile of rubble,

though in reality they are slow mov-
ing, dim-witted creatures found in
uninhabited rocky plains and low
mountain foothills.

The migration of the dolomite

during its mating season once per

eyeless heads from side to side,
the dolomites dance for a year
until each has paired off

with a mate.
Usually they are mostly
harmless—and brainless, to
boot. They eat dirt for the
most part, tearing up
great clods of earth and
stuffing them into
their gigantic maws.
Unfortunately, < :
these massive and virtually ":-",:

decade is a wonder to behold (if you
happen to have quite a bit of leisure
time). Shambling bipedal hulks, they
shuffle across the plains in slow intricate

dances. Lowing softly and swinging their massive

e 1
F

indestructible monsters have
also developed an insatiable hunger for magically imbued metal

Huge Aberration (Earth) Saves: Fort +15 Ref +3, Will +8
Hit Dice: 1248+108 (162 hp) Abilities: Str 30, Dex 9, Con 28,
Initiative: ~1 Int 3, Wis 6, Cha 10
Speed: 30 ft. (6 squares) Skills: Listen +2, Search +3, Spot +6
AC: 29 (-2 size, -1 Dex, +22 natural), Feats: Alertness, Great Fortitude, Improved
3 touch 7, flat-footed 29 Natural Armor, Improved Natural Attack

Base Attack / Grapple: +9/4+27 . (claw), Iron Will
Attack: Claw +17 melee (2d6+10) Environment: Any plains, bills, and mountains
Full Attack: 2 claws +17 melee (2d6+10) Organization: Solitary or rutting group (5—10)
Space / Reach: Sf/I5ft - Challenge Rating: 15 .
Special Attacks: Constrict 2d6+10, improved grab, rend Alignment: Always neutral

46415 ) - Advancement: 13-24 HD (Huge); 25—36 HD
Special Qualities:  Damage reduction 25 /magic, darkvision (Gargantuan)

60 ft., music sensitivity Level Adjustment: —

to shreds by these giants—sometimes with the mercenaries
still inside! They will stop at nothing to possess—and eat—an
enchanted wand, sword, or pair of bracers.

Once it has devoured all it can find, the dolomite will usu-

ally move on and ignore all else.

They will defend themselves if attacked but will

not pursue a retreating foe. I have never seen a

dolomite fall in combat, nor, oddly, have I seen

the corpse of one. They leave no spoor, so
what becomes of the metals they consume I
cannot tell.

They do have one curious weakness—music,
which will cause the dolomite to stand as
if entranced. Stranger still, they seem to
have a taste for good music. They will
not usually respond to my bawdy tavern

songs (admittedly, I sing like a crow).

They did respond favorably
to the harping of Wythsten
Farill, the famed performer
from Five Fingers who
accompanied me once
on safari to chronicle
my adventures. [

will never forget

the sight of poor

Master Farill singing
frantically across the
steppes with several rut-

: crazy dolomites in tow. Oh, we told the vain young thespian all
-:_'.g%‘if_f-_all kinds. I ha_ve seen the armor of stalwart mercenaries torn  he had to do was stop singing. Eventually.

] _r..:- -- ‘__.

AR -1..__: .




Doromite

. 50% chance of I-2 random items.

Comsat Legenns & Lore

Dolomites attack only if provoked or if they are near metal-  COMMON: The dolomite lives exclusively in rocky areas.

lic magic items. R Ot UNCOMMON: Dolomite gizzards some-
Improved Grab (Ex): To use this ability, g :

a dolomite must hit with a claw attack.

times contain magic items made of metal.

.. RARE: They like music, and a well-

It can then attempt to start a 3
played song can stop a magic-

rapple as a free action without & . 3 g ® LN : e
SLE y : d & hunting dolomite in its tracks.

& .« > OBSCURE: The

provoking an attack of oppor-
tunity. If it wins the grapple
check, it establishes a hold
and can constrict or rend.

Constrict (Ex): A

dolomites were
called “the

hounds of

dolomite inflicts 2d6+10 Menotb

points of damage with a 1n‘ anCIentd

successful grapple times, an
records of

check against

their exis-
Large or smaller
tence pre-
creatures. J b
ate the
Rend (Ex): o L
. root
A dolomite ; g i
invasion.
can tear a Ie i .
: t is writ-
Medium or
ten that
smaller
they were
created by
Menoth to

remind men
that magic
is a curse as
often as a blessing,
ST Dolomites will not
limb from limb
after a successful
grab. It automatically
inflicts 4d6+15 points of damage

per round until the creature is dead. It will

only do this to obtain enchanted armor or other items on the attempt to consume magic items enchanted by the Temple
creature’s person. of Menoth.

Music Sensitivity (Ex): Music sung or played on an
instrument will cause the dolomite to stand as if entranced.

A successful Performcheck (DC 15) will cause the creature to HOOKS

attempt to stay within 50 feet of the music’s source until it The dolomite’s insatiable hunger for magic drives it to con-
stops. Pootly performed music (unsuccessful skill check) does sume dozens of items during its 2,000-year lifetime. Some are
not affect the dolomite, though a truly botched performance family heirlooms. A count wants the family’s fabled mace (lost

may enrage the creature at the DM’s option. by his foolish son) returned from the gut of one that lives in

the not—tgo—ﬂistant foothills and will pay well for its return.

o

TI. casure’ 77 B Some are artifacts: a do_lg)mite on the border of the Protectorate
. ] of Menoth is reputed to Rave eaten the powerful Mail of
Cargnder (+3 chain mail of wrdith) Unfortunately, the creatures are
revered in_ the Protectoraye@n?his forbidden to harm them.
. J

A dolomite’s gizzard may conta_l;n magic items it has
c\onsumed, though éqme will evexlﬁrlaﬂy (after 100 years) be

destroyed by the creafure’s_glagiﬂly slow digestion. There is a

oy N wy s
i p

2
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Huge Magical Beast

Fort +12, Ref +8, Will +3

Saves:

Hit Dice: LId10+55 (115 bp) Abilities: Str 26, Dex 12, Con 20,
Initiative: +5 Int 3, Wis 10, Cha 10
Speed: 20 ft. (4 squares), swim 30 ft. Skills: Hide +1*% Listen +5, Spot +5,
AC: 21 (-2 size, +1 Dex, +12 natural), - Swim +16
touch 9, flat-footed 20 Feats: Alertness, Improved Natural Attack (bite),
Base Attack /Grapple: +11/+427 Improved Initiative, Power Attack
Attack: Bite +17 melee (4d6+12) or tail slap Environment: Warm and temperate marsh
+17 melee (2d6+12) Organization: Solitary
Full Attack: Bite 17 melee (4d6+12) or tail slap _Challenge Rating: 9
+17 melee (2d6+12) Alignment: Always neutral
Space / Reach: 15f/10ft. Advancement: 12-22 HD (Huge);
Special Attacks: Breath weapon, improved grab o 23—33 HD (Gargantuan)
Specal Qualities. Darkvision 60 1, bold brah, Lewl Adsrment,__ —

low-light vision

racodiles, often called dragodiles in the lands of

Khador, are usually the top predators in whatever

swamp, marsh, or bog they prowl. They are par-

ticularly vicious killers that are ever hungry and
featless. They are not wholly predictable, however, and they
are ambush predators that can be submerged several feet away
without their prey having the slightest inkling that they are
ever so close to a sudden, violent death. Of course, if you're
this close, it’s usuaHy too late.

Dracodiles are
surprisingly protec-
tive of
their
young. If
you should
spy any rather
small draco-
diles, nests, or
eggs, | suggest
you put forth
your best effort to be
somewhere else, and
quick. Their nests are
large areas—usually 40 feet in
diameter—that have been cleared of most debris and are domi-
nated centrally by a large mound of mud and various detritus,
wherein the female dracodile I@{jﬁ her eggs. If she feels her eggs
are in danger, she will not le_:frgthe nest site, often going without
food for several days. Regatl'dle-ss of any immediate threats, she’ll

§;§r be more than a stone’s throw away from the nest and will
& e -

Ly

Imilar{y close to her young once they are hatched.

I should take a moment here to address the “legend,” as

Lynus calls it, which is circulating about my encounter with a
dracodile and my subsequent “riding” of the beast. I must tell
you it was nothing of the sort, and I wouldn’t dare “play” with
one of these most vicious of creatures. Lynus and I were travel-
ing through Widower’s Wood toward a popular breeding ground
of the Tyner’s toad (named for the explorer who discovered and
then was later killed by the extremely poisonous amphibian)
when we were suddenly attacked by an exceptionally large draco-
dile. On one hand we were fortunate that

the thing lunged at our pack-mule Daisy instead
of us astride our horses. On the other hand, my lucky bow and
journals (which were fortunately sealed in a water-tight satchel)
were lashed to Daisy’s side, and bugger me if I'd lose two of my
most prized possessions to an oversized wall lizard! Prudence be
damned, I leapt into the water after the beast, a dagger firmly
clenched in my teeth. I suppose I was riding the dracodile at one
point, but that was just a matter of circumstance. It was the easi-
est way to reach the thing’s eyes with my blade! To the detriment
of my scholarly sensibilities I must admit it was terribly fun,
though I still roll my eyes at Lynus’s calling it a legend despite

how true some of the circumstances may have been.

= =
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- I ot -y, g 4 o et : L
R el v.‘,."'_ . T o ] b o




DracobiLe

Comsat Treasure

A dracodile will usually hide partially submerged while waiting Female dracodiles often bring their prey back to their nest

for its prey to come within striking range and then burst out of the  so their young can eat in relative safety. Here can be found the
watet, jaws agape. It reserves its breath weapon for larger or more remains of many adventurers, swampies, and other interlopers.
dangerous prey (such as fully armored and armed adventurers!). Numerous man-made items are sure to abound in these danger-

Breath Weapon (Su): Up to four times per day, a dracodile  ous nest sites.

can breathe forth a noxious cloud of swamp gas and a minute Dracodile hides can be made into masterwork hide armor.
amount of its own digestive acids. It takes the form of a cone

50-feet long inflicting 3d6 points of damage and causing confu-

sion, per the spell. A successful Reflex save (DC
20) results in half damage and the
target is not confused. The save
DC is Constitution-based.

Improved Grab (Ex): If a dracodile
hits a Large size or smaller creature with a bite attack, it can
attempt to start a grapple as a free action without provoking
an attack of opportunity. It will then drag the creature into
deeper waters to drown. The dracodile automatically deals bite
damage each round it maintains a hold on its prey, and victims
held underwater may be subject to drowning.

Skills: Dracodiles have a +8 bonus to Swim checks to
perform a special action or avoid a hazard. They can always
take 10 on Swim checks even if distracted or threatened. A
dracodile can use the run action while swimming provided it
swims in a straight line. *They also have a +4 racial bonus to
Hide checks when in the water. Furthermore, a dracodile can lie

in the water with only its eyes and nostrils showing, gaining a
+10 cover bonus to Hide checks.

Lejem)s & Lore
COMMON: Dracodiles are monstrous reptiles that lair in HOOKS

swamps and marshes.
UNCOMMON: Female dracodiles are extremely protective of
their eggs and young and will go to any length to kill those that

Merchants or armorers may hire the PCs to hunt draco-

diles for their hide. This is obviously no easy task, so their

employers will undoubtedly pay handsemely for the return

threaten them.

! ' of a few quality dracodile hides and if they acquit themselves
RARE: Dracodiles are able to inhale and store swamp gas. They well, may employ the PCs in future endeavors. As Professor

release the concentrated gas in a noxious breath attack. Pendrake can ateest, tall tales travel fast, and dracodile slayers
OBSCURE: Dracodﬂes_%e-\_ usually attracted to the racket can qu_iekr)} gain a name for themselves as big game hunters in
created by engines. If"ydu stop youj steamboat for any length the Ifon Kingdoms. 1"A\

of time out in the §Warfiﬁ, make sure that you don't let the { ! (.

engine run idle; turf it off. 2 = f\
b = e
o / o el Ao




Tiny Animal (Aquatic)

Abilities: Str 6, Dex 18, Con 12,

Eli Dics. 148+1 (5 by) Int 1, Wis 10, Cha 2

Initiative: +4 Skills: Hide +16% Listen +8,

Speed: ~ Swim 30 ft. (6 squares) o Spot +8, Swim +6

AC: 19 (42 size, +4 Dex, +3 natural), Feats: Alertness, Weapon Finesse®
3 touch 16, flat-footed 15 Environment: Any aquatic

Base Attack / Grapple: +0/-10 Oroanization: School (2—12) or pack (13—36)

Attack: Bite +6 melee (1d4-2) Challenge Rating: Y »

Full Attack: _ Bite +6 melee (1d4-2) Alionment: Always neutral

Space /Reach: 2¥p/0f Advancement: _ 2-3 HD (Tiny);

Special Attacks: Frenzy, swarm 4—5 HD (Small)

Special Qualities: Keen scent, low-lioht vision Level Adjustment: —

Saves: Fort +3, Ref +6, Will +0

here’s only a single time I can recall almost Iosing

a body part to a beast in all my adventures. No, it

merchant sent his steamjack pounding after me with an over-
R sized hammer, destroying half a warehouse and an entire pier
in the process (sinking itself to the bottom of the
channel as well).

No, it was one of those viscious
little dragon fish that did it!
: A school of them had
wandered up
the Black River

into Corvis one

g T TR

afternoon (a freak

occurrence), and I had

the misfortune of being
knocked overboard a ferry. I can
swim fine, but when 1 felt the school
swarm about me I knew I was in trouble.

- LA

The little bastards ate one of my finest tunics

-

right off my back, and they sent a load of my personables to

2

T
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the bottom of the river. But it was when I was pulled back
aboard and found my finger hanging, cocked to the side, that

I got really angry. Luckily, I had just made acquaintances with
the good Father Dumas at the time, and he saw to it that one

of his talented a551stants ﬁxed me back up right away. When

T out on thé river though,, d the current’s just right, I

sometimes get a twitch in j inger reminding me of the frus-
trating incident. s ’
~ Most, however, are not as lucky as I was. Dragon fish are

.-q,
y wicked httle creatures w1th extremely sharp teeth and an

wasn't when I pinned a gorax into submission with
a cowherd’s cudgel, nor was it when a crazed Ordic

endless appetite. Their real danger comes when a school of
them swarms and begins to frenzy. I can’t say I've ever seen
anything come out of those churning waters alive.

Comsat

Dragon fish always attack in numbers. Their teeth are

extremely sharp and their appetite endless.

They will swarm any sub-

merged prey, and once
blood is drawn they
will frenzy.

Swarm (Ex):
Whenever four or
more dragon fish
@ arrack a single target, they

constitute a swarm

and gain certain
advantages. They no
longer make individual attacks, and instead one attack roll is
made for the entire swarm. This attack roll gains +2 to attack
and damage for every four fish in the swarm. Furthermore,
targets are now engulfed by the swarm and are considered
flat-footed when determining AC. At the DM'’s option some
attacks may affect an entire swarm although this usually
affects a swarmed target too.

Frenzy (Ex): If the target is a creature that sheds blood,

there is a cumulative 5% chance per point of damage done
the swarm will frenzy. A frenzied swarm is able to make two
attacks per round instead of one at no penalty. Each fish in the
frenzy, however, suffers —3 to its AC. The frenzy may not be
ended willingly, and it continues until all creatures entering the
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frenzy’s threatened area are dead (and usually completely con- HOOKS

sumed). The frenzied swarm will attack absolutely any moving

The Smoking Gobber, a middle of the road restaurant in

object, except for themselves. , Five Fingers, has recently changed ownership as the eldest

Skills: Dragon fish have a +4 racial bonus to Hide, Listen,
and Spot checks. *They have an additional +8 circumstance

of the Porthan brothers passed away. The younger broth-

er, Chase, has taken over the business,

bonus to Hide when in murky waters. They have a +8 but unfortunately he completely lacks the

bonus to Swim checks to perform a special action or avoid business sense of his It Sl e SR LN

a hazard. They can always take 10 on a Swim check even if declared this month “Dragon
Tooth Month” and is offer-

ing plates of

distracted or threatened Dragon fish can use the run action

while swimming provided they swim in a straight line.

( dragon fish

TI'€E[SUI‘€ (prepared with

Dragon fish keep no treasure, however they

the house’s
secret reci-

are a delicacy in Five Fingers and the surround- o 7 pe) at the
ing areas, and restaurant patrons will pay heavily 4 ?/ bargain
for them. A fisherman crafty enough to catch -~ / priEall
some can expect to sell them for § 4 a crown a
to 10 gp a fish (restaurants sell plate, and
them for double to triple that). the entire
Their teeth are town has
also highly turned
sought as

dles f out to eat
needles ror .
each mght,

their extreme

i _ ¥ 4 cleaning him

sharpness and K { ‘ out usually

unique flex- "‘«A N ‘ : > i

L . k v = before evening

ibility (handy o 4 A § j - even starts.
A Y

in some g
Chase is des-

crafts). They ®  perate for fish-
typlcauy sell ermen with

the guft and
skill to catch

for as much as

I gp apiece.

here are several !
i sevi him a mother lode

of dragon fish, and he
will pay quite handsomely for

dozen in a mouth though

many will be damaged.

it (wasting his inheritance in the process).
t ting his inherit the p

,SlenDS & Lore
COM

ON: Dragon fish are deadly aquatic predators typically
found in fresh waters.

UNCOMMON: Despite their small size their bite is dead- W4 Wm s

ly, and when a school of them frenzies, the circumstances

g erave (mm//ﬂ, fee At ALY
RARE: Dragon fish only frenzy when T blood in the

water although once the-);jo frenzy they will attack and eat ! ?

just about anything, .~ 4 \\\ 9 /
OBSCURE: Orxht¢ powder, a rathe;r common mineral used in { A8\

¢ S (3
_ i mortar, burns the ej/es of the dragen fish, and if poured into { : } \_,%G;-()
s (-\hg water it will scare: them off}j‘zantly Ay . e
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f the extraordinary fauna through this tome,
there is one entity of the kingdoms I would be
remiss not to add. Moreover, it merits an entry
akin to its magnitude. This is a creature—if
I dare call it such—that dwarfs all other things of the
world short of the gods themselves, a creature so deadly
and unspeakable that the very mention of such draws
out awe in men, elves, and dwarves alike. It is the dragorL
Fortunately they are few in number and appear to dislike
proximity to civilization.
Elven works of art illustrate the dragon, ancient dwarven
codexes make mention of it, and men whisper fearfuﬂy of the
beasts and their ilk. In my possession is a rare volume of The

Wyrmsaga Cycle. A passage reads:

“.. . And I, weeping at the sight of the land laid waste,
Witnessed the Black Wyrm fell then ‘pon us,

Bore up two score and eight,

And all went screaming into the maw.

Swords and spears were notking to it,

And their skins were boiled from the bone.

The great Blight-Bringer, the terrible Father of Dragons,
Toruk of the Black Scale had been beckoned,

Defending bis Mountain on the Isle. ..”

—Book I, The Wyrmsaga Cycle

More than mere legend and far from just “wyrms,” some
dragons have been regarded by men of ages past as gods.
Indeed, their power is such that entire civilizations have been
destroyed, others enslaved—or blighted—by the will and actions
of such beings. Today dragon-worship is limited to the island
kingdom of Cryx, for in that dark corner of the realm the
dark dragon Toruk reigns supreme. Without a doubt, he is
both powerful and ancient, and he relishes the homage paid
unto him. A church exists in his name on the isle, and the
dragon grants power to his priests just the same as Morrow
gifts his own devoted clergy. His following hails him as the
Father of All Dragons and the oldest of gods; they say all
lesser dragons are his spawn, and I once read a grisly flesh-
bound tome delineating a peculiar lineage that suggests these
- dark tales may hold some truth.

If T recall cd}‘rectly, it 1is lgélieved thousands and thousands
S

of years ago, Toruk decided

create servants worthy of
him—men and elves were t
he brought forth from hi =
ood. These he made in his image and nurtured them, but

:6rthy, despicable creatures—so
m blood the very first dragon

sought to be free of Toruk’s dominion. The dragons rebelled
and there was a great struggle. In his rage and indignation,
Toruk destroyed all but a handful of his progeny, but these
few escaped into the world and went into hiding for millennia.
Toruk searched the realm but they were hidden deep within
the earth, so the Father of Dragons eventually engaged in other
matters and seemed to forget his disloyal brood. Over several
thousands years, the young dragons grew powerful until finally
their hunger forced them to slink up from their earthen lairs
and establish their own territories. Ultimately they attacked
one another, for the dragons knew that in consuming their
brethren, they would grow in power (a point of interest I will
touch upon further in a while). In this new havoc, Toruk eas-
ily found his offspring and once more fell upon them with a
vengeance. It took an alliance of all the children to drive away
the father, so the progeny made a pact that if Lord Toruk were
ever among them again, they would drop their quarrels and
join against him who had made them. It is said this alliance of
dragons exists to this very day.

Some delvers I have met over the years allege their paths
have crossed with dragons, but most of these claims I eventu-
ally uncover as misleading. In fact, I have never encountered
one up close and personal, nor do I wish to, though I have
seen them from afar and witnessed the effects of their pres-
ence firsthand. It was the very dragon mentioned above,
Toruk the Mighty Lord of Dragons—or at least I believed
it so—who was suddenly winging through the clouds above
while my party and I hid among the rocks and brambles of
the Cryxian badlands. Having heard his terrible roar echoing
throughout the vale, chilling my blood and touching my soul
in ways no other beast or monster ever has, I can now tell the
difference between those who have seen an actual dragon and
those who have encountered one of the many creatures of
the realm often confused for one. Dracodiles or the various
breeds of drake or tatzylwurm or even the fear-inducing dune
prowlers of the Bloodstone Marches have all been mistaken
for dragons one time or another, but I can tell you they most
assuredly are not.

The Wyrmsaga Cycle was penned shortly after the Orgoth
landed on our shores. It was in those days while the coastlands
were beset by the Orgoth that Toruk renewed his assault on
western Caspia. It suspect that he originally came from the east,
from beyond the dreaded Stormlands, but he had settled in the
Scharde Islands centuries earlier and was a constant threat to the
people of the Thousand Cities. His motives for founding Cryx
and ruling as a god-king are obscure, but it is clear he has a
rapacious desire for conquest and enslavement. For over a thou-
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sand years the western mainland has lived with the dragon’s cov-
etous eye upon them, yet the dragon’s patience outlasts the lives
of men. He appears only to grow stronger with each century,
twisting the islands into a nightmare by his very presence.
Indeed, my visit to Cryx revealed a warped and barren scene.
This was Toruk’s territory, and nature had given way as if made

ill by the influence of the Father of Dragons. In many places the
soil was black as burnt cinders, rivers were cold and dark, tree
trunks coiled like petrified serpents, and brambles choked every-
thing within their thorny clutches. Even where the squalid inhab-
itants managed to erect farmsteads, the crops were withered and
unpleasant to behold, the corn had strange colors and bloated
kernels, and the wheat carried apurple hue like a bruise. Even
the wildlife is twisted and sickly, and the closer we traversed to

the dragon’s obsidian fortress on the black mountain, the worse
everything became. It is said the smugglers of Blackwater pay
well for food from the mainland. Now I can see why.

The blight is not always easily detected. In fact, most of
the inhabitants of its dark cities pass for normal, at least
in the physical sense. Still, the blight seems to have seeped
into their minds, for the denizens of these cities are often
twisted and cruel and prone to malice, and they all—each
and every one—speak as terrified yet awestruck fanatics
in reverence of their deity and master, the
black-scaled Lord Toruk.

Aside from the blighted and beyond that
twisted island and its corrupted populace, other
terrible creatures, tainted by the influence of
the dragon, roam Immoren. It is rumored min-
ions are created from the dragon’s very blood,
and these “dragonspawn” follow the bidding of
their master without question. Indeed, records
of a dragon’s territory encroaching upon the
borders of Cygnar tell of sightings of draconic

servitors. The militia of the west is known

for employing bands of spawn-hunters, and
these specialists venture into the dragonblight,
attacking and exterminating the spawn and

the blighted. The muddled journal of such a
spawn-hunter, one Baingrave Bowmantle—an
obviously semi-literate and blustery bravo—
tells of not one dragon but two in the far-flung
north roughly two centuries past. As best I can
translate, these dragons clashed in a territorial
dispute in the mountains that are now both
Khador and Rhul, and the kigglishes of the ;
beasts and their spawn faid to W;ﬁtg many civi-

lized areas over thejyears«Bowmantle repeatedly

ends rather

boasts about his affluence and good fortune
’ " d W =
ring this time, yet the ]ourryj
‘. abruptly for whatever reason, leaving me to

ponder why the dragons ceased their recurring battles and with-
drew to their individual lairs.

The dwarves of Rhul call the dragon of their region
Scylfangen (known as Scaefang to others), a black-scaled mon-
ster that has, fortunately, not been seen or heard from in well
over a century. The people of Khador have legends of the
“female” dragon Halfaug. To be exact, I should say this is a
likely misnomer, for dragons are sexless and spawn asexually—a
topic explored later in this passage. The winter elves called the
Nyss refer to the same beast as Glyssingfor. Whatever her name,
she is recorded as a massive silvery terror that eventually turned
her attentions upon the inhabitants of those frozen mountains.
Blood was shed by the winter elves in the thousands, and entire
tribes were lost to the dragon's ferociousness and guile. It was
not until a great coalition of men and Nyss—the first and only
of its sort—campaigned into Halfaug’s lair that she was sent
fleeing northward into the icy floes of the Windless Waste. To
this day, the mirror-scaled terror has not been seen, but lately
there have been whispers of a dark and winged shape looming
over those hoary peaks north of the towering timberland called
the Scarfells. Many fear the worst: either Halfaug has returned
to claim the north, or Scaefang, Lord of the Black, has emerged
from some deep, dark lair. Either would be grave news indeed.




the root of it is a recurrence in many dragon tales: they tend to

hf, and I have felt the icy grip of a supernatural fear ema- toy with mortals—even powerful ones—for their own devious
nated by(these great beasts. I have never witnessed the effects of  ends. Old timers throughout the west think this dragon keeps

g

the1r breath, but I have read about immense gouts of flame and  a vigil from its mountain peak gazing toward Cryx. If this is in

r@ﬂmg c}buds of burning fog belched from a massive, toothy truth Blighterghast the Seether, it can only be guessed that he

maw: flame and fog that has melted flesh and sinew, seared peers westward in anticipation of an attack by the renowned

arms and armor, even devastated fleets of wide-beamed Father of Dragons.

Orgoth galleons. One passage from Book II of The
Wyrmsaga Cycle reads: “...And the vast, magnificent

= 3 If my resources are accurate—I take pride in
SO SSRGS the fact they often are—and if I were to harbor
beast smote the Cerylian fleet with buffets of P 2 a guess, the Seether, and the rest of his kin for
his sandbar wings and therewith unleashed that matter, must remain Vigﬂant for one
burning ol from his terrible snout that thing above all others: an attack by one
of their own. Sloth would likely mean
death if one such as Blighterghast

did not often keep his draconic wits

burned the very rocks of the great coast
for seven nights and seven days.”

The above passage in particular brings
to mind a beast called Blighterghast, a about him, for above all things drag-
dragon of ancient pedigree roaming ons hunger for other dragons. It has
the Wyrmwall Mountains of Cygnar. 4 to do with the very source of their
Miners from Orvin claim to have seen lineage, the powerful, immortal life- e
this beast. They suspect it lairs in the twisted stone (see “About Lifestones”). In each

peaks north of Highgate, an area infested with bogrin, dragon’s heart is a large fist-sized gem

trollkin, and drakes and avoided by all who claim to know of sorts. These are shards from the very
3 these mountains. I would have dismissed the rumors as drake heart of the Father of Dragons, Lord Toruk. I have read they
sightings but for evidence of blighted beasts brought back by emanate a foul aura and it is my belief these lifestones are the
rangers on patrol from Highgate and countless reports of a very source of the dragonblight and are exceedingly powerful: r

bright-colored fog rolling down the mountains that burns like

fire. Firsthand have I viewed evidence of beasts slain by the The coveners bade us touch it not!
rangers, and firsthand have I seen the ghastly burn marks on The stone glistened softly there,

the flesh of woodsmen and the gruesome, cooked corpses of Amidst the ruined beart of the dead wyrm.
two wayward huntsmen. The surviving woodsmen's skin was It smoldered, a thing of pure evil,
blistered, their eyes burned shut, and they retched horribly. I And as a company we raised our gauntlets
consulted with the camp chirurgeon who told me they were [to shield our eyes]

suffering from internal and external bleeding and that the And whispered oaths to the creator
mucous membrane of their bronchials was utterly destroyed. While the pines bent and blackened,

This was extremely painful for them to endure, and the ailing And the wrens of the dale fell from on high.

men had to be strapped to their beds. It took them four weeks Rash Prince Arworn charged his banners take it up.

to die. The chirurgeon told me: “I wish those fools in the But their bearts failed as a warrior reached,

militia who talk about going on with this expedition whatever And bis flame was snufféd in a trice.

it costs could see the men suffering from this baffling poison. —Book II, The Wyrmsaga Cycle

Great mustard-colored blisters, blind eyes, all sticky and stuck ~

together, always fighting for breath with voices a mere Wh1sper,4/ = I~t'\IS surmised ‘that extreme cold might haV£ séne type of *

- gasping and saying their throats are closing. You can't ﬁghtu the effect 5\1’1 the lifestones, but what this effect may be I cannot -

Seether. No one can. This dragon, it is unstoppable. Hongstly < say. Uqfortunately, the Wyrmsaga does little }:o enlighten us,

I don't know how much longer I cam-stand this.” as thg‘se who have read the translations know-well that the = -3;:
: In further support of my theéry rega;dmg Bhghterghasts __dedmed coven never made it into the northlands: o= { N
residence in Cygnar, some years agq ajl ‘old miner related a tale b
to me of a peculiar catfand-motrse game, a strange legend of a The coveners ton]med 2 Oulll tbn:n o )
- man—or perhaps it m QZ contested a dragon with And the athanc was placed blzeremJ - s
g upon the peaks of the To turn over into the frozen deep

ic for the span of\several decad
mw{:ilﬂ The truth @15 ta_le_; find difficult to credit, but I was told I should give escort,




And therewith agreed on my bonor,
Much aware the Red Prince was wroth
And should seck my life, if that he could.
—Book II, The Wyrmsaga Cycle

To conclude this entry, I have crossed the lands north to
south and east to west and have seen creatures both terrible
and magnificent to behold. Of all of these I can say in hon-
esty that dragons are to be feared the most. I'd rather engage in
a kilbricht duel with a pistol wraith, entertain the companionship
of a dozen eldritch, be tethered before a stampede of Raevhan
buffalo with nothing but a dagger n my teeth, or even chance
the notion of gambling for my soul with an Infernal before
acquiring the interest of one of Immoren’s most terrible and
magnificent beasts: the immortal, almighty dragon!

Comsgat

All dragons possess the following attacks and abilities
detailed in the MM.: bite, claw, wing, tail slap, crush, tail sweep,
grappling, breath weapon, frightful presence, immunities, spell
resistance, blindsense, and keen senses. They are all considered
to be of age category 12 for determining things such as range
and duration. See the MM for more information.

All dragons also have the following abilities:

Dragonblight (Su): The evil dragons of Caen warp
and taint the land and creatures around them. The drag-
onblight may extend for miles around their lair depending
on the age and power of the dragon. Effects of the drag-
onblight include: tainted water, stunted vegetation, fouled
crops and game, stillborn infants, and strange weather pat-
terns. The effects of the blight on creatures is represented
by the “blighted” template below. A dragon’s blight-zone
depends on the dragon’s Hit Dice; the zone extends one
mile for every Hit Die the dragon has. The blight takes
time, however. A dragon must settle or lair in one area
before the blight has any noticeable effect. For the first
2d6 hours anything within several feet of a settled dragon
blights, and then the blight area grows,.spreading a mile
at a time every 1d4+1 days until it reaches the dragon’s
maximum blight-zone.

Regeneration (Ex): Acid inflicts normal damage on drag-
ons. All other damage regenerates at the rate of 20 hit points
per round.

Immunity (Ex): All dragons are immune to fear.

About Lifestones
A large shimmering fist-sized gemstone pulsates
within each dragon’s beart. According to Orgoth
lore, this is called an athanc. If the athanc,
also referred to as a lifestone, is mistakenly left
within the dead beart of a dragon’s corpse, the
beast will regenerate in just a few days. If the
athanc is taken, it will eventually batch and
produce an infant dragon, or wyrmling. Over
the next few years, the wyrmling will undergo
accelerated growth into an adult dragon. It
is believed this progression may be hastened,
slowed, or stopped in various ways:

—Place the athanc in ice to prevent regeneration.

—Place the athanc or small dragon in very
extreme heat, such as a volcano, to accelemte

~ regeneration and growth.

—Place the athanc in a special magtc ‘container

to stop or accelemte growtb

*[f one ever has tbe opportumty touvunqmsb a
“dragon, dlwuys* get the athane, lmt never pbyst~ .
cally touch it/ It“& the sourqe gf the dmgonb~
light. It is pure evil. Destroying an athanc may ”,
well be zmposszble‘.-—tbey are extraordmartly ,

._ f
ﬁ:mblﬁ, entire co'venani* s of wizards bave tried | ;}'
Xy

dfazled szs suggested tbe-at‘i}am be Placed,
1 ly created (or at l‘eust d-shielde.

SRR, RN OO g § R ?-«Q',
e last note: It appears at'bams are good
jare qmong dmgons, for they seek one anof]ﬂer
w:. tbe idea in ﬁynd to con;jgme the other :
- lifes ﬂme This is &vldenily tl»{, primary foryﬁttb
o 'a,mpng dmgonkmﬂ If a dragon sluys its kin_
£ wnd s down its athanc, zt is. sazd the ﬂ’edeﬂ TR
fn%( i it

g g_amf h power
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2 Scaefang

Abilities:

Colossal Dragon (Fire) Str 45, Dex 11, Con 35,
Hit Dice: 45d124650 (950 hp) Int 31, Wis 32, Cha 35
Initiative: +4 Skills: Appraise +58, Balance +48, Bluff +60
Speed: 40 ft. (8 squares), fly 200 ft. (clumsy) Climb +65, Diplomacy +16,
AC: 47 (-8 size, +45 natural), Escape Artist +48, Hide +8
‘ touch 2, flat-footed 47 Intimidate +62, Jump +45, Knowledoe
Base Attack / Grapple: +45/+78 (arcana) +58, Knowledge (oeopraphy) 458,
..I. Attack: _ Bite +59 melee (6d5+1 7/19-20) Knowledge (history) +58, Listen +59,
i Full Attack: Bite +54 melee (6d8+17/19-20) and Search +58, Sense Motive +59,
- ; 2 daws +52 melee (6d6+8/19-20) and ; Spot +59, Survival +59, Swim +65
: ; 2 wings +52 meleee (2d8+8) and Feats: Awesome Blow, Cleave, Flyby Attack,
‘ k tail slap +52 melee (4d6+25) Great Cleave, Hover, Improved Critical
I Space /Reach: 30 ft./25 ft. (30 ft. with bite) (bite, claw), Improved Bull Rush,
Special Attacks: Breath weapon, crush 4d8+25, deathdust, Improved Initiative, Improved Natural
frightful presence, tail sweep 2d8+25 Attack (bite, claw), Iron Will, Multiattack,
Special Qualities: Blindsight 360 ft., darkvision 60 ft., Power Attack, Snatch, Wingover
dragonblioht, damage reduction 20 /serricsteel, Environment: Any
immunity to fire, sleep, and paralysis, Organization: Solitary
keen senses, low-light vision, regeneration Challenge Rating: 35 )
20, vulnerability to cold, Alignment: Neutral evil :
spell resistance 32 Advancement: , Special
Fort +36, Ref +24, Will +37 Level Adjustment: —

“The flames of many elvish [souls] bath been snuffed where the Lord
of the Black doth dwell in the darksome nether; in that place where

Scaefang is also called the Soul Eater, the Ravager, and
the Lord of the Black. Dwarves have a variant spelling of this

all light doth disperse as smoke to wind.” dragon’s name: Scylfangen (shil-fon-gen).

Breath Weapon (Su): Scaefang’s breath weapon takes
— Unknown author -
the form of a cloud of ash and burning embers. The cloud
spreads quickly into a 30 ft. radius, 20 ft. high, and inflicts
26d10 points of fire damage, Reflex save DC 44 for half. The

save DC is Constitution-based.

Scaefang is a massive, black-scaled beast with barbed,
leathery wings and teeth and talons larger than the largest
- man and black as pitch. A nimbus of pure evil surrounds

his form, and his baleful gaze glows sometimes purple, The cloud continues to move away from Scaefang with a

~ sometimes red. In addition to emanating fear like all of movement rate of 20 feet per round for 50 rounds. The cloud
h1s kin, he also secretes a ng of ash that has been called

it is certain death. The ash
L once cool, it hardens into a

.Be touched, but when burned

can be dispersed by strong winds, and water serves as an effec-
tive barrier against it.

Deathdust (Su): As a standard action, Scaefang can exude a cloud
of ash possessing the same qualities as his breath weapon. This 170-

“unlight.” To touch or i

~ actually settles in clumps .
~ coal-like substance that
g ' s foot-radius emanation inflicts 4d10 fire damage per round, Fortitude
save DC 44 for half damage. The save DC is Constitution-based.




This cloud clings to the ground and remains active for 45
rounds after it is shed. It then cools and solidifies into a dark,
coal-like substance that, when burned, gives off a cloud of
deathdust. One chunk, roughly 6 inches in diameter, yields a
20-foot-radius emanation that inflicts 2d10 fire damage per
round, Fortitude save DC 24 for half damage, and persists for
1d4+1 rounds.

Frightful Presence (Ex): 360-foot radius, HD 44 or less,
Will DC 44 negates.

Skills: *Scaefang has a +16 racial bonus to Hide checks in

conditions of darkness and shadow due to his skin coloring.
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Colossal Dragon (Fire) Skills:

Appraise +62, Balance +51, Bluff +63

Hit Dice:

48d12+720 (1032 hp)

Initiative:

+4

Climb +71, Diplomacy +16,

Escape Artist +51, Hide +8, Intimidate 465,

Speed:

40 ft. (8 squares), fly 200 ft. (clumsy)

AC:

52 (-8 size. +50 natural),

touch 2, flat-footed 52

Jump +75, Knowledoe (arcana) +35,

Knowledge (9eopraphy) +62, Knowledoe

(history) +62. Knowledoe (oceanooraphy) +62,

Base Attack /Grapple:

+48/+84

Listen +61, Search +62. Sense Motive +6 1.

Attack:

__Bite +60 melee (648+20/19-20)

Spot +61, Swim +71

Full Attack:

Bite +60 melee (6d8+20/19-20) and

Awesome Blow, Cleave, Flyby Attack,

2 claws +58 melee (646+10/19-20)and

2 winos +58 melee (2d8+10) and

Great Cleave, Great Fortitude, Hover,

Improved Critical (bite, claw), Improved

tail slap +58 melee (4d6+30)

Bull Rush, Improved Initiative, Improved

Space /Reach:

30 1./20 ft. (30 ft. with bite)

Special Attacks:

Breath weapon, crush 4d8+30, friohtful

Natural Attack (bite, claw), Iron Will

Multiattack, Power Attack, Snatch,

presence, hell shroud, tail sweep 2d8+30

Wingover

Special Qualities:

Blindsioht 360 ft., darkvision 60 ft.,

Environment:

Any

dragonblight, damage reduction 20 /serricsteeel,

Oranization:

Solitary

immunity to fire, sleep, and paralysis,

Challenge Rating:

S

keen senses, low-light vision, regeneration 20,

Alignment:

Neutral evil

vulnerable to cold, spell resistance 34

Advancement:

Special

Fort +43, Ref +26, Will +38

Str 50, Dex 10, Con 40,

Level Adjustment:

Int 33, Wis 30, Cha 35

it St e o ity
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- Maintaining my calm I directed the bosun and his mates to weigh the

anchor, then I called the helmsman to bring ber leeward and by the wind.
We forged-abead in hopes of nearing the land at Highgate, but it was a
| fair distaice yet. Everything stilled as the Old Ravager bellowed. I heard
G yozxz'hg Pidgen holler, ‘Lookee astern, cap’n!” There I did see an
" ochre baze on the horizon that spelled our doom.”
— Captain Leukas Guster, logs of the Sea Raven
Blighterghast is an ancient, umber-colored beast with a
maw the span of a lone-masted war sloop and pearl-colored
talons as long as an Ordic destrier. He is well known for his
ocher underbelly and the deep orange webbing of his wings.
In addition to emanating fear, Blighterghast emits a pungent
and toxic aura that sailors claim oft heralds his arrival; it is a
strong smell like “hot pepper on the wind” according to the
log of one Captain Leukas Guster. I gather this is a quality
of Blighterghast’s breath, a smoldering and reeking naphtha
referred to by many as hell’s acid.
Blighterghast is also called the Seether, the Old Ravager, the
Boiler of Seas and at least a hundred other names by seamen and
occupants in the vicinity of White Bay and the Broken Coast.

Breath Weapon (Su): Blighterghast’s breath weapon,
referred by many as bell’s acid, is a 100-foot line of adhesive
naphtha that inflicts 28410 points of fire damage, Reflex save
DC 49 half. The save DC is Constitution-based.

The following round, anything hit by the naphtha suffers
an additional 15d10 points of fire damage. If a full-round
action is spent extinguishing the flames, the secondary damage
may be avoided, Refles DC 24. Immersion in water extin-
guishes the flames.

Hell Shroud (Su): As a standard action, Blighterghast can
excrete an acidic miasma that obscures vision and burns flesh. This
180-foot-radius emanation inflicts 510 acid damage per round,
Fortitude DC 49 half, and possesses the obscuring qualities of the
fog cloud spell. Blighterghast can fan the cloud with his wings or
release it in mid-flight whereupon it moves forward at a rate of 30
feet per round and lasts for S0 rounds.

Frightful Presence (Ex): 360-foot radius, HD 47 or less,
Will DC 49 negates.




Colossal Dragon (Fire)

Abilities: Str 40, Dex 13, Con 29,

Hit Dice: 40d12+440 (700 kp)
Initiative: +5

Int 30, Wis 25, Cha 27

Skills: Appraise +53, Balance +44, Bluff +5 Z, . .

Speed: 60 ft. (12 squares), fly 300 ft. (poor)

AC: 43 (=8 size, +1 Dex, +40 natural),
touch 3, flat-footed 45

Base Attack /Grapple: +40/+71

Climb +58, Diplomacy +12,

Escape Artist +44, Hide —1 5%
Intimidate +53, Jump +70, Knowledge
(arcana) +53, Knowledge (gegraphy) +53,

Attack: ) Bite +47 melee (6d8+15)

Knowledge (history) +53, Listen +50,

Full Attack: Bite +47 melee (6d8+15) and

Search +53, Sense Motive +50),

2 daws +45 melee (6d6+7) and

Spot +50, Survival +50, Swim +58

2 wings +45 melee (2d8+7) and

Dodge, Flyby Attack, Hover, Improved

tail slap +45 melee (4d6+22)

Initiative, Improved Natural Attack

Space /Reach: 30 ft./20 ft. (30 ft. with bite)

(bite, claw), Liohtning Reflexes, Mobility,

Special Attacks: Breath weapon, crush 4d8+22, frightful

Multiattack, Power Attack, Snatch, Spring

presence, searing aura, tail sweep 248+22

Attack, Wingover, Whirlwind Attack

Special Qualities: Blindsight 360 ft., darkvision 60 ft,

dragonblight, damage reduction 20/. serricstec

immunity to fire, sleep, and paralysis,

Environment: Any

Organization: Solitary

Challenge Rating: 33

keen senses, low-light vision, regeneration 20,

Alignment: Chaotic evil

vulnerable to eqld, spell resistance 30

Fort +31, Ref +25, Will +29

4dvancement: Special

Level Adjustment:

"Morrow) deliver us from the ravages of that wicked beast! No longer consent
to the shepherd suffering her taking of the calf. No longer concede the toiler
enduring the pestilence of the field, We beseech you/ Give us deliverance from
the fiery shadow of the Frost Mother. Spare your people the ruin of dragons!”

— Kbard inscription upon an unearthed tablet, 797 BR

Halfaug is reputed to be an offspring of Scaefang’s; she
is a spiny dragon with black and silver wings and reflective
scales that change from black to silver depending on the
light. She is described in Boorman’s Annotated Wyrmsaga (and
Studies of the Obk of the Northern Territories) as a sleek creature
with raking silver claws and of “...such a swiftness in the
ether she doth outpace her very shadow.” In addition to fear,
Halfaug emanates “a stifling heat that did turn their spears
and armor to slag and death did befall them as the warband
¥ |

choked, their final gasps stifled by intense shards of crimson
flame in their ears, throats, nostrils, and eyes... Sk

Halfaug is also called Wyrmlich, Frostfire, the Frost
Mother, and curiously the Preserver, which I can only guess
came about as entire beings were found in the far reaches,

encased in ice. Of note, a lewd and ages-old Khadoran appel- | -

lative exists, pinning her as Old Whorefrost, and of even
further note, the Nyss refer to her in their native tongue as ' -
Glyssingfor, which means either “Great Fire Wolf” or “Great |
Fire Wyrm,” if memory serves. : -
Breath Weapon (Su): 70 ft. cone, damage 22:&10 fire,
Reflex save DC 39 half. The save DC is Constitétion—based‘:\
Searing Aura (Su): As a standard action, Halfail;'g can create

a 150-foot-radius emanation of intense heatﬂ].{‘:)t enbugh't

liquefy metal. This aura inflicts 2|:ﬂ.0¥ﬁ1:a damage per ro




Fortitude DC 39 half. The save DC is Constitution-based.

Unattended nonmagical items get no save and are destroyed
within one round by the heat. Magic items are allowed a
Fortitude save. An item in a character’s possession gets the
character’s save bonus unless its own is higher.

Frightful Presence (Ex): 360-foot radius, HD 39 or less,
Will DC 38 negates.

Skills: *Halfaug has a +16 racial bonus to Hide checks in

snowy conditions due to her skin coloring.

Mjerms & Lore

ON: These ancient beasts of legend indeed exist, and the
mlghtlest of the mighty is Lord Toruk, the Father of Dragons,
who lives in a massive black tower on the Isle of Cryx.
UNCOMMON: All dragons defile their surroundings, for they
are anomalous creatures given to putrefaction and misery. This

Treasure

Dragons are ancient beasts that have amassed prodigious
treasures. Among their troves are immense gems, ancient coins,
rare magical items, and often the bones of those to whom
these treasures once belonged. Treat these finds as at least
double the standard amount.

Hooks

Cygnaran scouts emerge from the wooded foothills at

the base of the Wyrmwall bedraggled, bleeding, and burned.

They have comrades who have both been slain and captured
back in those woods and implore for aid in rescuing any

of those who live. They had been investigating reports of
dark and twisted creatures lairing in the wood but were not
prepared for what they found. Several dozen dragonblighted

soldiers have a holdfast at the base of a lofty moﬁntafn

blight affects and warps all living things; be it fauna or ﬂora »4’ Escorted by a grizzled hunter in search of dragonspawn, \

makes no matter.

RARE: Dragonblood is a poison that alters the form. The
beasts use their lifeblood to create-their.servitors, the twistéd
malefic dragonspawn. \ 1

OBSCURE: To destroy a
stone, or it will regenerate into a newborn dragon. Extreme

n, dne/must destroy its life-

cold may have some destructive or t(")rpor—inducing effect on a
. L / 1
~ lifestone, and converselg,éat qu1ck}zns the regenerative process;

~ bis is more believed th proven: 3

the sc&uts attempted to oust them but failed, and the spawn
hunter was captured. They tell of a distant roaring in the
mourftams beyond that made their hairs stand on end and a
burnmg fog that oozed down the mountainsides'and roHed
over them (burning off sa1d ha1rs)

{




Dragonspawn

Dragéns have the ability to spill their own blood in order
to create minions of undying loyalty—the dragonspawn. The
dragon does this at will; it never happens spontaneously. The
number of dragonspawn and their Hit Dice is determined by
the dragon’s Hit Dice. A dragon can create a number of Hit

Dice worth of spawn equal to the dragon’s Hit Dice, but no

spawn may ever have more than one-fourth the dragon’s Hit

Dice (rounded down). For example, Halfaug, a 40 HD dragon,

could create two 10 HD spawn and four 5 HD spawn (total-

ing 20 HD), but no more. Doing so comes at no cost to the
dragon, unless the dragon is injured to below half of its hit
points, at which point the spawn’s hit points are pulled directly
from the dragon’s. The dragon may opt to eat any of its
spawn, however, and regain the lost hit points. Dragonspawn,
no matter what their form, are considered magical beasts (see

MM for more information).

All spawn possess the following abilities:

Blindsight (Ex): Despite having no eyes, a dragonspawn can
ascertain everything within 80 feet as
though it were sighted.

Immunities (Ex): Dragonspawn are immune to fear, sleep, and
paralysis effects.

Dragonspawn Features

Legs

1d6 Roll Feature

=2 Biped, no tail
Quadruped, with tail
Snakelike tail, no legs
Biped, with tail

Size Claw Bite
Damage Damaée

Movement™

Regeneration (Ex): Acid inflicts normal damage on dragon;.

spawn. All other damage regenerates at the
Y

rate of 2 hp per round. )

Special Abilities Sy

1d8 Roll Ability

1-3 None

4 Breath Weapon: Same breath weapon as
creator, damage dice equal to one-fourth
the damage dice of the creator’s breath
weapon, duration equal to spawn’s HD in
rounds, minimum I round.
Aura: Same aura as creator, damage dice
equal to one-fourth the damage dice of
the creator’s aura, duration equal to spawn’.
HD in rounds, minimum I round.
Spell Resistance: Spell resistance equal to
8 + the spawn’s HD (minimum SR 9).
Damage Reduction: Damage reduction
equal to 2 + 5 the spawn’s HD (mini-
mum DR 3/ magic).
Roll again on chart, spawn has multiple
abilities; if’ 8 is rolled again, roll for anoth-
er ability, and so forth

1d6 Roll Feature
12 Two arms
3—4 Two arms and wings

5-6 No arms, with wings

Base Hit AC
Dice

5 ft., fly 20 ft. (good) % d10
10 ft., fly 40 ft. (good) Y4 d10
20 ft., fly 40 ft. (good) Y d10
20 ft., fly 40 ft. (good) 1d10
30 ft., fly 60 ft. (poor) 2d10
40 ft., fly 70 ft. (poor) 4d10
40 ft., ﬂy 80 ft. (poor)

+2 natural
+3 natural
+4 natural
+35 natural
+7 njétural
+10 ,:natural

-:I/Z'hagural' i
B e T

Fine — —
Diminutive Il 1

Tiny 1d2 1d2
Small 1d3 1d3
Medium 1d4 1d4
Large 1d6 1d6
Huge 1d8 2d4

Y S
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o ;*EI);}movement applies only if spawn has wings.
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e Dra«.}onspawn

¥ This following is an example of Blighterghast’s
\ spawn. If\;i's bipedal and wingless.

Huge Magical Beast (Fire)

_Hit Dice: 10410440 (95 bp)

Initiative: +3

Speed: 40 ft. (8 squares)

AC: 19 (-2 size -1 Dex, +12 natural),
- touch 7, flat-footed 19

Base Attack /Grapple: +10/425

_ Bite +15 melee (2d6+7)

Bite +15 melee (2d6+7) and

ttack:

2 claws +13 melee (1d8+3)

THe Bii

Those who dweH close to a dragon for an extended peri-
od of time will notice an immediate and very apparent effect:
they become blighted themselves.

The blighted, whatever their original forms, gradually

begin to take on a more reptilian appearance. Their skin
toughens and becomes scaly, they often sprout horny, bony

ridges, and their eyes darken and assume a snakelike demean-

or giving them enhanced vision in the absence of light. Their

teeth and nails sharpen to points, and their olfactory senses

become razor—sharp.

If a creature that is becoming blighted leaves the area of
effect of the dragonblight, it ceases the transformation but

will once again begin changing should it re-enter the blight-

zone. If the individual has consumed some of the dragon’s

blood, however, the effects are irreversible and unstoppable.
The amount of time it takes for a creature to become

blighted varies from dragon to dragon, but it is usually close

Space /Reach: 15ft/15ft.
Special Attacks: Breath Weapon
&ygggggjglv\gqalities: Blindsense, q'qmgge reduction 8 /mavic,
immunity to ﬁar, sleep, and paralysis,
regeneration 2, scent
) Saves: Tort +13, Ref +6, Will +1
g Abilities: Str 24, Dex 8, Con 19,
% ; Int 3, Wis 7. Cha 8
Skills: Hide —4, Listen +3,
Move Silently +2
Feats: Great Fortitude, Improved Initiative,
Multiattack, Power Attack
Environment: Any land and underoround
Organin)tinn; Any
_Challenge Rating: 8
Alionment: Always neutral evil
Advancement: =
_Level Adjustment; =

to one year’s time of near-constant exposure. A creature that
has been living in a blight-zone for a time (designated by the

individual dragon) must make a Fortitude save equal to 10 +

Comsat :
Breath Weapon (Su): The dragonspawn’s breath ¢

weapon is a 100-foot line of adl’gs_Lve naphtha that inflicts

- 7d10 fire damage, Reflex save DC 19 hqlf The save DC is~
Constitution-based. A

The following rou tht by the naphtha takes
'an additional 3dI0 fife damage Ifva full-round action is
~ spent to extinguish the flames, “the gecondary damage may

#ah

e avoided, Reflex DG, 9. Im_merswn in water extinguishes
3

15 the dragon’s Hit Dice + the dragon’s Constitution modi-
fier. Some dragons have found a way to accelerate the blight
by having their minions drink of their blood, but this is a
dangerous process. The drinker must make a Fortitude save
Lo equal to Y the dragon’s Hit Dice + the dragoniJConstitution

ok mo Lﬁer simply to survive the consumption of the blood.

Fl

e Success means that the imbiber is well on his way to becom—
' ing blighted and irrevocably dominated bf the will of the '

dradon; failure obviously results in a part1culaﬂ){ Pamful

— -~ death. Partaking of the blood of a dragon has the effects Qf
the dominate monster spell on the imbiber with the caveat that
if the dominated creature actually manages to make its saving
throw to resist the effects. of the dragons blood, the dragon

can choose to exert its will once again the following round if

it so chooses. Inevitably, the dominated individual will con-

cede to the dragon’s greater will.

o




Note that this is just one example of how dragonblight
affects most creatures and that there are many other forms of
blight. Often the dragonblight will create unique creatures or
affect an entire group in an entirely different yet homogenous
manner. For example, the dragonblight that spread when
Toruk slew Shazkz created a race of horned warrior-women,
the Satyxis. DMs are encouraged to create their own unique
blighted creatures or groups of creatures with abilities differ-
ing from those listed below.

Creatincj a BLi(th€D

“Blighted” is an acquired template that can be added to any
corporeal creature (referred to hereafter as the base creature).
Size and Type: The creature’s type does not change. It

uses all the base creature’s statistics and
special abilities except as noted here.
Hit Dice: Same as base creature.
Speed: Same as base creature.
AC: The base creature’s natural armor bonus
improves by +4.
A blighted retains all the natural weap-
ons, manufactured weapon attacks, and
weapon proficiencies of the base creature.
A blighted also gains a bite and claw
attack (if it did not already have them).
Natural and manufactured weapons deal
damage normally. The bite and claw
attacks deal damage depending on the
blighted’s size. (Use the base creature’s
damage if better.)

Attacks:

Size Claw Damage
Fine —
Diminutive 1 1d2
Tiny 1d2 143
Small 1d3 1d4
Medium 1d4 1d6
Large 1d6 1d8
Huge 1d8 2d6
Gargantuan 2d6 2d8
Colossal 2d8 4d6

Special Qualities: A blighted has all the special qualities of
the base creature plus darkvision 60ft.,
low-light vision, and scent. A blighted
is immune to fear, sleep, and paralysis
effects. Blighted also gain the following
special qualities:

Bite Damage

Regeneration (Ex): A blighted regenerates 2 points of dam-
age each round. Fire and acid deal normal
damage to a blighted. If a blighted loses
a limb or body part, the lost portion
regrows in 6d6 minutes. The creature can
reattach the severed member instantly by
holding it to the stump.

Spell Resistance (Ex): A blighted gains speH resistance equal to
=y 1/2 the creature’s HD + I0.

Same as base creature.

3
“Saves:

Abilities:
Con +2, Wis —4.
Skills: As base creature.
Feats: A bhghted gains Alertness as a bqnus feat
due to its heightened senses. ./

Warm or temperate land
Organization: Any .
Challenge Rating: As base creature +2.
Usually evil

Same as base Ccreature.

Environment:

Alignment:
Advancement:

Level Adjustment: —

SampLe BLiﬁHteD

Blighted, 5th-Level Trollkin Fighter
Medium Humanoid (Augmented Trollkin)
_Hit Dice: 5410420 (47 hp)

Initiative: -1

Speed: 30 ft. (6 squares)

AC 17 (-1 Dex, +4 natural, +4 chain shirt),

touch 9, flat-footed 17

Base Attack /Grapple: ~~ +5/+7

_Attack: Claw +8 melee (1d4+2)
Full Attack: 2 daws +8 melee (1d4+2) and
bite +6 melee (1d6+1)

«;S‘Il‘l%/Rfﬂfbiw S /5 f.
Special Attacks: —
Svecial Qualities:

Darkvision 60 ft., immunity to fear, sleep,

and paralysis, improved healing, poison

resistance 4, regeneration 2, scent,

Sﬂfll resistance 22, toug}mess

Saves: Fort +10, Ref +0, Will -1

Abilities: Str 14, Dex 8, Con 19,

Int 11, Wis 7 Cha 8

Skills: e Listen +8, Spot +8
Feats: T Alertness® Great Fortitude, Multiattack,

Power Attack, Weapon Focus (bite, tlaw)w E

Any land and underground
Solitary, pack (2—5),

Environment;

Oranization:

oang (6=20), band (21—40)
bliohted clan (41-160)

.Challenge Rating: i

Lawful evil
Advancement:_ By character class

Level Adjustment; =

Alignment:

- "1"‘




Dread, 5th-Level Human Fiohter

Abilities:

-~

Str 19. Dex 9, Con —,

g e ey 2 ot

- wizards captured by the empire. These fell crea-

Medium Undead (Augmented Humanoid) Int 11, Wis 12, Cha 10
Hit Dice: 5d12 (32 bp) Skills: Climb +7, Handle Animal +3,
Initiative: -1 Intimidate +8, Jump +8, Ride +5,
Speed: 30 ft. (6 squares) B Swim +8
AC: 24 (-1 Dex, +15 natural), Feats: Alertness. Athletic. Cleave, Mounted Combat,
touch 9, flat-footed 24 Power Attack, Ride-By Attack,
Base Attack / Grapple: +5/49 Weapon Focus (handblade)®
Attack:  Handblade +10 melee (1d8+4) Environment: Any land
Full Attack: Handblade +10 melee (1d8+4 ) Organization: Solitary
Space /Reach: 5 ft./5 ft. ; ) ‘Challenge Rating: 7
Special Qualities: Damage reduction 5 /magic, darkvision 60 ft., Alionment: Neutral evil
spell resistance 20, turn immunity, Advancement: By character class
undead traits Level Adjustment: —

Fort +4, Ref +0, Will +2_

f all the ancient Orgoth left behind, perhaps nothing

speaks of their potential cruelty as plainly as the dread.
These magically created abominations were designed as
servants to the wealthy and powerful though I fear they
functioned more often than not as bodyguards and assassins.
Dread appear as horribly mutilated humanoids, their blis-
tered flesh interwoven with shards of shining metal and various
weaponry often completely replacing their hands and arms.
Used by Orgoth necromancers to instill fear on the battle-
field and to terrify resistant populations into submission,
squads of these creatures (often still recognizable as the persons
they were in life) patrolled the streets after dark and ensured

curfews were strictly followed. Dread were also used to guard

Orgoth fortresses, and in some remote ruins they may still ;
lurk even today.

The creation of a dread of any kind is an abominably
evil act and I cannot imagine where or how the Orgoth
petfected this perverted science. They were most often 4/
created with the sacrifice of powerful warriors and y

tures belong in the pages of history, but I regret
to report they have not remained there.

Indeed, the dread once more walk the king-
doms. I do not know who has gained the knowl-
edge of their construction, but I encountered one
along the border of Ord not Gﬁn{‘ong ago. I did

not seem to be under dlt‘eCt and and i found no master

-nearby It may have been w.a.nfgkrmg aimlessly for hundreds of

- years, but after | slew the thmg (it was a close call, let me tell

cial abilities except as noted here.

CREATIN q DREAD

The process requires a Small, Medium, or Large living
humanoid. The subject, who must be Completely restrained, is
prepared by the casting of resist energy (fire) followed by permanency
upon their person.

A vat of 100 pounds of pure molten iron must be prepared,
followed by a Craft (metallurgy) check (DC 25).

Once the subject has been adequately restrained, a hole is
cut into his chest to the heart. The molten iron must be forcibly
poured directly into the subject’s still-beating

heart for at least 2d6 rounds until it has been
completely absorbed throughout the body. The
molten metal causes 1d10 internal damage per
round regardless of the effects of resist energy.
After the subject reaches O hp and before
death at —I0 hp, the spells gentle repose, dominate person,
and soul bind (requiring a black sapphire of 1,000 gp
per HD) must be successfully cast upon him.
Finally the dread is immersed in ice-cold water to
set the metal used in its construction.
The metal superstructure of a dread provides
it with armor-like protection from damage and
may be enchanted to further increase its armor
class. Weapons and other metal objects (such as
climbing spikes, lantern holders, or shields) may
be welded or similarly affixed to a dread’s frame

without causing it damage.

“Dread” is an acquired template that can be added to any

humanoid. A dread uses all the base creature’s statistics and spe-




Size and Type: The creature’s type changes to undead. Do not

Alignment: Always neutral evil.

recalculate the creature’s base attack bonus, saves, or Advancement: By character class.
skill points. Size is unchanged. Level Adjustment:Same as base creature +2.
Hit Dice: All current and future Hit Dice become d12s. C OMm= at
Speed: Same as the base creature. i _ ; i}
AC: The base creature’s natural armor bonus increases by +15. Dread are inrelligent if uninspifcd CopREE S N

) el guarding an area with traps or natural hazards, they will attempt
Attack: A dread retains all the weapon proficiencies of the ; . i
to lure invaders into them before moving in for melee combat.

Fear Aura (Su): Will save DC 12. The save DC is
Charisma-based.

base creature. A dread also gains a handblade attack.
The dread loses all other natural and manufactured

weapon attacks.

Damage:  The handblade deals damage depending on the Treﬂsure
dread’s size. Dread may have enchanted weapons or other magic items
Size Handblade Size Handblade bound to their iron bodies, but they carry no treasure for its
Tiny 1d4 Large 2d6 own sake. Far more valuable would be any Orgoth loot that a
Small 1d6 Huge 3d6 dread may be guarding—there are a few ancient caches hidden

within the Iron Kingdoms.

Medium 1d8
Special Attacks: A dread retains all the special attacks of the Le €hnns & Lore
base creature and gains the following special attack. C OMjON‘ None

The save has a DC equal to 10 + 1/2 dread’s HD
+ dread’s Charisma modifier unless otherwise noted.
Fear Aura (Su): Dreads are shrouded in a dreadful aura of death

and evil. Creatures of less than 4 HD in a 60-foot ean canse thelbravestiheroltolleeinlterron

radius that look at the dread must succeed at a Will OBSCURE: Dread are still being created today by a small group of
save or be affected as though by a fear spell cast by

UNCOMMON: The Orgoth created zombie-like minions of
flesh and iron as guards.
RARE: The mere sight of a dread, as these creations are known,

evil Cerylian wizards intent on rediscovering arcane Orgoth secrets.
sorcerer of the dread’s level. A creature that success-

fully saves cannot be affected again by the same H OOKS

N

» The underworld of a major

4 city is abuzz with reports of a

, terrifying creature of flesh

B 20d iron. Have the local
cutpurses stumbled onto

dread’s aura for 24 hours.
Special Qualities: A dread has all the special qualities of the
base creature as well as those described below.
Damage Reduction: A dread gains damage reduction 5 / magic. Its
handblade is treated as a magic weapon for the pur-

ose of overcoming damage reduction. : 2
p g damage red an ancient Orgoth ruin

Spell Resistance (Ex): A dread gains spell resistance equal to the base ) 4 sy TR o
creature’s HD + 15. ‘ 2 4

Turning Immunity (Ex): A dread cannot be turned or rebuked.

feet—or has a

L crime lord begun
Saves: Same as base creature. creating his own

Abilities: The base creature’s Strength dread in order to

increases by +2 and its

5

expand his territory?
7

Dexterity decreases by —4.
As an undead creature, dread
have no Constitution.
Skills: Same as the base creature.
Feats: In addition to any feats possessed by the
base creature, a dread gains Weapon Focus
(handblad/e-)?s-fa bonus feat. .
Environment: Any lf"fnd:"_, \

-t

Organization: Solit:i_ry. J
enge Rating: Same c as th_e/

base creature +2.




Medium Humanoid Saves: Fort +4, Ref +1, Will -1
Hit Dice: 24842 (11 kp) Abilities: Str 16, Dex 12, Con 12,
Initiative: +5 Int 8, Wis 8, Cha 10
Speed: 30 ft. (6 squares) _ Skills: Listen +2, Intimidate +5,
AC: 18 (+1 Dex, +4 natural, +3 armored plates), - Move Silently +2, Spot +2
touch 11, flat-footed Feats: Tmproved Initiative
Base Attack /Grapple: +1/+4 -
Attack: Claw +4 melee (1d4+3) or f Environment: Any underground or nocturnal
~orearm blade +4 melee (1d6+3) or Organization: Squad (6-12),
lonospear +4 melee (1d8+4/x3) band (12-30),
Full Attack: 2 claws +4 melee (1d4+3) and horde (40—100)
bite -1 melee (1d64+1); or Challenge Rating: 2
forearm blade +4 melee (1d6+3): or Alignment: Usually chaotic evil
longspear +4 melee (1d8+4/x3) Advancement: By character class
Space /Reach: S/t . Level Adjustment: —
: Special Qualities: Damage reduction 5 /magic, light sensi-
7 tivity, low-light vision, masochist, scent,
wide-angle vision

here are not that many creatures out there that make

me realize just how lucky we civilized peoples really

are. It seems that in most cases nature has some way

of keeping the dark abominations of the night in
check, for without it we'd surely be overrun. It is the sun that
saves us from the wretched dregg, and on a bright afternoon I
often give silent thanks for it and for what- L

the kingdoms.

There were some light sources down there by which I could
see my captors, and I must say I've never witnessed anything like
them. They are about the size of a normal human and bear nor-
mal humanoid appendages, but their bodies are as gaunt as could
be imagined—the skin stretched so tight that in many places
.| bone actually protrudes, almost as if theyd been flayed.

ever servant of Morrow it was who saved us

from their stygian depths.

We were traveling in northern Khador
when we were captured. They struck at
night while most of us slept, but my men
still managed to put up a good fight. I've
seen few terrors in combat like the dregg. Our

weapons did little to harm their rugged 7
bodies, and when we did hurt them it

only fired them up more. As I blasted the
hand off one with a grisly pistol shot,

I swear I saw pleasure in its eyes. The

chaos lasted only a few minutes, and in

~ that time my band had been reduced to |
half its size. As the marauders feasted

on the still-warm bodies of ow

and led underground. Th-‘"

tunnels and catacombs t

companions, we were bound

;W far I care not to fathom, though the dregg’s equipment—
) seemed to come from all corners of

| They had long bony snouts and bent haunches, which
,/ gave them a feral grace. Their eyes were milky white
6:’— f and seemed capable of moving independently—a
trait that makes them hard to surprise in combat.
Their bodies were pierced with metal rings and
barbs all over, even through the bone, and I
saw that many had fastened armored plates
to these piercings. I've never seen a creature
that seemed to be in a more painful natu-
\ ral state, though they seemed to revel in it.
Their speech was horrid—a sickly
chortle punctured by the sucking and
" clucking sounds of the tongue in the
back of their throats. I couldn’t glean
very much of their culture while I was captive.
They stayed in groups at all times it seems, and
all T witnessed were warriors of some sort. The leader of the
band that attacked us was a true terror who fought with a pair
of long wicked blades strapped to his forearms, and even his
lieutenant, clearly a sorcerer by trade, was a wicked combatant




Dre%

as well. I care not to imagine what sort of horrid deity those

beasts might worship, though I saw no overt signs of religion.
The only thing keeping these creatures in check is the

sunlight. Their skin blisters sickeningly, and they fall to the

ground helpless and weak after even a few minutes of exposure.

Needless to say it was the sun that came to our rescue that day.
At the time I had acquired a small sunlight beaming clock-
work locket. They had taken us into a crystalline cavern, which
refracted and multiplied the light from my simple device. After
we broke loose, much of it is a blur. Running, fighting, climb-
ing, and eventually breaking the surface and thanking Morrow
the sun had risen. The experience lent greater brilliance to the
sight of a sunrise and a dark apprehension to the sight of that
same sun sinking into dusk.

Comsat

Dregg are very skilled combatants. They always

strike in groups, and they work well in a group
dynamic, using well-coordinated attack pat-
terns. They are raiders by nature, striking
only at night (unless they are encountered
underground), using guerilla tactics
where possible.

Light Sensitive (Ex): Dregg
suffer —2 to initiative and attack
rolls made in light stronger than
torchlight. This penalty
rises to —4 in extremely
bright light. Direct sunlight
is even more inhibiting, caus-
ing their skin to blister and
inflicting 1d4 points e
of subdual damage -
per round. Dregg ren-
dered unconscious in
this fashion will not
die of exposure but
will not regain con-
sciousness until it becomes dark again.

Masochist (Ex): Dregg delight in physical pain, and it has
quite an unusual effect on them. Any spells, abilities, or skills
meant specifically to cause pain fail to have their normal effect
on a dregg, and instead the dregg gains a +2 morale bonus to
all attacks and saves until combat has ceased (or 2d4 minutes in
non-combat situations)._;h_e also receive this bonus after los-
ing the first 25% of sheir hit points (2 hp, as above) in combat
(it does not stack pér rﬁhl;ipi?ffe‘ls). This bonus is lost
immediately if the .fdreggﬂils healed,in any way.

Wide-angle Vision (Ex) egg are able to move their
: ﬁ})es independently of each other. This wide range of vision

makes it impossible to flank a dregg; rogues may still use

sneak attack, however.
Skills: Dreggs have a +2 racial bonus to Listen, Move Silently,
and Spot checks and a +4 racial bonus to Intimidate checks.
Special Note: The dregg’s armored plate armor has a =3

armor penalty.

Treasure

Dregg prefer treasure that has direct military application,
such as weapons, though they are known to keep anything that
seems valuable when they commit a raid. Most items, how-
ever, are secreted away to well-hidden underground vaults. It
is rumored the wealth in some of these vaults would make the

royal Cygnaran coffers seem like a beggar’s purse.

Legem)s & Lore
COMMON: A race of strange, bony humanoids
lives underground in many regions

throughout the kingdoms.
UNCOMMON: The dregg
have an intense
aversion to sunlight.
RARE: Dregg revel
X, n pain so much that
T actually strengthens
them, making them fierce i
combatants. :
OBSCURE: Dregg are so
vile that even Toruk, the
Lord of Wyrms has been

WV unable to recruit them

N ow

Y into his armies. In fact,

they seem to have no allies

whatsoever and attack whoever and

whatever they please.

Hooks
There have been dregg sightings in the Undercity of Corvis,

and people are disappearing. Unfortunately the watch has been

instructed not to investigate the matter, for a naive official has

it in his head the dregg will eliminate some of the underworld

scum takingrfo‘ot there. If the dregg are left unchallenged,

however, Corvis might face an infestation problem that could
threaten the whole populace. Several of the underworld’s gangs
have banded together to fi ht the dregg before they take hold

and’ they are looking for adventu rs to join their ranks.
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Large Magical Beast

Fort +9, Ref +6, Will +3

Hit Dice: 6d10+24 (57 bp) Abilities: Str 21, Dex 13, Con 19,
Initiative: il Int 6, Wis 12, Cha 14
Speed: 30 ft. (8 squares), burrow 10 ft. Skills: Hide +0% Listen 45, Move Silently +4,
AC: 17 (-1 size, +1 Dex, +7 natural), Search +1, Spot +5

’ touch 10, flat-footed 16 Feats: ) Alertness, Power Attack, Multiattack
Base Attack /Grapple: +6/+15 Environment: Any desert
Attack: Claw +10 melee (1d6+5) Organization: Solitary, pair, or pack (4—10)
Full Attack: 2 claws +10 melee (1d6+5) and Challenge Rating: 6
1 bite +8 melee (1d8+2) Alignment: Usually neutral
Space /Reach: 10 1t./10 ft. Advancement: 7—12 HD (Large); 13—18 HD
Special Attacks: — (Huge); 19—24 HD (Gargantuan)

Special Qualities:

Darkvision 60 ft., low-light vision,

Level Adjustment: —

trerorsense

from
beneath
the sands, only

SEERDA duane pro

wler’s lair
g .

une prowwrs are true terrors of the Bloodstone
Marches. Able hunters both above and beneath

the sands, they can be formidable foes and even

valuable allies. They are more intelligent than they

The most intriguing feature
of the dune prowler however is
its dorsal hump, which holds
both water and air, allowing

the beast to hunt beneath the
sands for extended amounts

of time.

The dune prowler

coming up for

across very specific yet exte
an area if there is no game;."
:

might first appear and are patient, even meticulous hunters.
Dune prowlers stand between 8 and 9 feet tall with thick
reddish skin covered in dark bristles. These bristles are sensi-
tive to vibrations carried through the sand and aid in the loca-
tion of prey. Besides their heightened senses and their ability
to burrow, the dune prowler’s weapons are its wicked
claws and speed. Few men can withstand the blows of
a dune prowler and fewer still can outrun one.

air hourly and the yveekly drir{k of water. They seem to range

~ hidden somewhere within H}%it territory where they sometimes
- bring back coins and other goods.
s quite an amazing site to see, being

P |

e territories, only moving from

‘ﬁf

‘be found. They also keep lairs

a meticulously constructed network of tunnels and chambers
carved out of the Bloodstone Marches’ crimson sandstone.
The males of the species build these burrows in order to
attract female companionship. The grander the den the more
likely a mate will be found and kept.

Trinkets and baubles adorn the outer rim of each lair (I
recommend not disturbing these ornamentations), while fur-
ther inside it is much more utilitarian. Beware, however, of
entering a dune prowler’s den; it is usually guarded,
and if young are present the female stays in the
lair while the male forages for food.

Another interesting trait of dune prowl-
ers is their ritualistic battles over territory,
lairs, and mates. One-on-one combat

for dominance is a common occurrence

among dune prowlers but rarely results

= ~—-—__in the shedding of
; §§\ f . (\ " blood, thouggh
\ \ ‘\‘ when blood
T\ is shed
the battle
becomes
one
to the
death.
These clashes are mainly for dominance and to set the hierar-
chy of a pack.

Though I have not seen a tamed dune prowler, my guide
Quimut has told me there are individuals who have trained
them as beasts of burden and even mounts. I must say I prefer
my pack mules and horses.

=
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Comsat

Dune Prowlers are remarkable hunters, using the sands to
conceal them from their prey. They relentlessly attack with both
claws and bite. A dune prowler will usually retreat if it is suf-
fering more damage than its prey. When hunting in packs dune
prowlers use their reach and flanking to maximum effect.

Frightful Presence (Ex): The presence of a dune prowler can
inspire fear in its foes. Whenever a dune prowler attacks, charges,
or howls, all creatures that can see the dune prowler must make a
Will save (DC 15) or become shaken for 1d6 rounds.

Improved Grab (Ex): To use this ability a dune prowler
must hit with a claw attack. It can then attempt to start a grap-
ple as a free action without provoking an attack of opportunity.

Rend (Ex): A dune prowler that wins a grapple check after
a successful claw attack establishes a hold, latching onto the
opponent’s body and tearing the flesh. This attack automatically
deals 2d6+7 points of damage.

Tremorsense (Ex): Dune Prowlers automatically sense the
exact location of any moving object in direct contact with the
ground within 120 feet.

Skills: Dune prowlers have a +2 racml bonus to Listen
and Spot checks. *They_also receive a +4 racial bonus to Hide
checks while in their naflve env1rompent due to their coloration.
Further, a dune prdwler ¢an lie undér the sand with only its
eyes, nostrils, and p'lart of its W showing, gaining a +10

3 (-\co'yer bonus on Hide\che‘ck_g__
n o

Treasure

Armor smiths can use dune prowler hides to make armor.

Armor made from dune prowler hide has no special proper-
ties though it is prized for its rarity and typically increases the
value of the armor.

Also of note is the membrane found within the dune
prowler’s hump. Once cured it makes about a dozen excellent
waterskins worth about § gp each.

Finally, dune prowler eggs are considered a delicacy in some
portions of the Iron Kingdoms and sell for about S gp each.

Hooks

* An armor smith who desires a batch of dune prowler
hides for his business approaches the PCs. He is willing to
pay for a small expedition to the Bloodstone Marches and has
offered to share in the profits of the venture with the PCs.

* A caravan from Ternon Crag has gone missing, and the
PCs are asked to find it and return its goods. When they
come upon the abandoned caravan they find it has been ran-
sacked by a pakk of dune prowlers. It is up to the PCs to find
any trlnkets or baubles the dune prowlers have brought back
to the1r lairs. :
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Eldritch, 9th-Level Iosan Fiohter

Saves:

Fort +6, Ref +8, Will +5

elven traits, eldritch weaknesses, immnnjggr

to_cold, electricity, and polymorph, spell

Medium Undead (Augmented Humanoid) Abilities: Str 23, Dex 17, Con —,
Hit Dice: 9d12 (58 hp) Int 17, Wis 15, Cha 16
Initiative: Al Skills: Bluff +9, Climb +8, Disguise +9,
Speed: 30 ft. (6 squares) Handle Animal +8, Hide +14,
AC: 25 (43 Dex, +5 natural, +5 elven chain, Intimidate +7, Jump +8, Listen +12,
+2 deflection), touch 15, flat-footed 22 Move Silently +9, Ride +8, Search +9,
Base Attack /Grapple: +9/+15 Sense Motive +9, Spot +14, Swim +4,
Attack: Touch +15 melee (2d4-+6 negative energy - Use Magical Device +10
plus ability score damage) or +2 longsword Feats: Alertness® Blind-Fight, Combat Casting®
+18 melee (1d8+10/17-20) or mas- Combat Reflexes, Dodge, Improved
terwork shortbow +13 ranged (1d6 /. x3) Critical (longsword), Improved Initiative®,
Full Attack: Touch +15 melee (2d4+6 negative energy Liohtnino Reflexes® Mobility, Persuasive,
plus ability score loss); or +2 longsword Spring Attack, Weapon Focus (longsword),
+18/413 melee (148+10/17-20); Weapon Specialization (longsword)
or +1 d@ger +16/+11 melee Environment: Any land and underoround
(1d4+7/19=20); or masterwork sbort— Organization: Solitary
bow +13/48 mnged (1d6/x3) Challenge Rating: 13
Space /Reach: S /5 ft. Alignment; Neutral evil
Special Attacks: Create sythyss, dread touch, spell-like abilities Advancement: By character class
Special Qualities: +4 turn resistance, damage reduction Level Adjustment: —
10/g00d and magic, darkvision 120 ft., _Magic Items: +1 dagger, +2 longsword, elven chain, ring

~of protection 42, cloak of elvenkind, brooch

resistance 20, undead traits

of shielding, bag of holding (type 2)

he shrouded woods of Ios are a mysterious and

secluded place holding many secrets yet to be dis-

covered by the kingdoms of men. Not the least of
those is the elves themselves, and my limited experi-
ence with them has led me across the path of many a mysterious
and unexplained tale. One such legend was that of the eldritch,
a legend that eluded me for many years though in time I would
learn more of this one firsthand. My elven assistant Edrea had
made elusive reference to the tale of Vyros Thossor, an elder
who had succumbed to a dark temptation and become a horrid
- warped being. On one darkened night on the streets of Corvis,
it was Vyros Thossor himself whom I stumbled across. .. or I
should say, who stumbled across me.
I'll not divulge the details of the encounter—I think I'm
®  endangering myself enough just by including this entry—Dbut
- il will impart a few details, shou&d any of my readers stumble
~ upon one of these vile abo

- Eldritch are elves who li

ons.

'undeath. Though I've not

mit a horrible rite against their brethren to live on eternally.
Their bodies become warped, their skin shriveled and decayed,
though in truth they are stronger and faster than they were in
life. Smarter too, it seems, as eldritch are cunning creatures.
They feed off the life essences of other living creatures and
seem to be able to drain this energy in different fashions as suits
their whims. They also gain an increased afﬁnity for magic, and
I have witnessed their natural powers myself. Lastly, eldritch are
capable of creating undead minions that they call sythyss, which
obey their master’s will entirely.

For all the mystery surrounding the eldritch and the land
from which they come, know this: they are evil. Completely and
entirely. An eldritch lives to hunt the living, and lest someone

puts it down, it will go on doing just that. .. eternally.

Creatinﬁ an €LpritcH

“Eldritch” is an/acquired template that can be added to any
elven humanoid (referred to hereafter as the base creature). An
eldritch uses all the base creature’s statistics and special abilities
except as noted here.




CLpritcH

Size and Type: The creature’s type changes to undead. Do not
recalculate the creature’s base attack bonus, saves, or skill
points. Size is unchanged.

Hit Dice: All current and future Hit Dice become d12s

Speed:  Same as base creature

AC: The base creature gains a natural armor bonus of +3.

Attack: An eldritch has a touch attack that it can use once per
round. An eldritch armed with a weapon uses its touch
or a weapon, as it desires.

Full Attack: An eldritch fighting without weapons uses its touch
attack (see above). If armed with a weapon, it usu-
ally uses the weapon as its primary attack along with
a touch as a natural secondary attack provided it has a
way to make that attack (with a free hand).

Damage: Eldritch have a touch attack that uses negative energy to deal
2d4+6 points of damage to living creatures; a Will save (DC
10 + 1/2 eldritch’s HD + eldritch’s Cha modifier) halves
the damage. Upon a successful touch attack the eldritch may
also choose to use its dread touch ability as well.

Special Attacks: An eldritch retains all the base creature’s special
attacks and gains those described below. Save DCs are
equal to 10 + 1/2 eldritch’s HD + eldritch’s Cha
modifier unless otherwise noted.

Create Sythyss (Su): If the eldritch drains an elf’s Constitution to
0 or lower with its dread touch ability, it may choose
to immediately change the elf into a sythyss (see the
Sythyss entry). The sythyss is under the command
of the eldritch that created it and remains enslaved
until its master is destroyed. At any given time
an eldritch may have enslaved sythyss with Hit
Dice totaling no more than twice its own
Hit Dice. An eldritch may voluntarily
destroy an enslaved sythyss in order
to enslave a new sythyss.

Dread Touch (Su): An eldritch that hits
with its touch attack deals
1d4+1 points of ability

o e bil- AL
amage to any one abi (7/‘ ‘
i

ity score selected
by the eldritch.
A successful

Fortitude
Savcineoatess MBI Bt (- gl

Spell-like Abilities (Sp):
Eldritch gain the
following spe'll—';’f/ ' ‘H“'\
like abilities! - o

o ]

A

At Will—f}:r r1m

animal, [barm‘pefson, [bifi,/
touch, disguise self, dispel iagic,

expeditious retreat, protection from

good; 3 / day—alter self, charm monster, contagion (mummy rot),
haste, bold person, invisibility, suggestion; 1/ day—-bestow curse,
circle of death, dominate person, finger of death, hold monster. Caster
level T4th or eldritch’s HD, whichever is greater (save DC
10 + spell level + Charisma modifier).

Special Qualities: Eldritch have all the special qualities of the
base creature, plus darkvision 120 ft. (which replaces
their low-light vision). Eldritch are immune to cold,
electricity, and polymorph effects. Eldritch also gain
the following special qualities.

Damage Reduction (Ex): An eldritch has damage reduction 10/good
and magic. Its natural weapons are treated as magic weap-
ons for the purpose of overcoming damage reduction.

Spell Resistance (Ex): An eldritch gains spell resistance equal to the
base creature’s HD + 11.

Turn Resistance (Ex): An eldritch has +4 turn resistance.

Saves: Same as base creature

Abilities: Increase from base creature as follows:

Str +10, Dex +6, Int +2, Cha +4. As

an undead creature,

an eldritch has no

Constitution score.

Skills: Eldritch receive

7 -l a +6 racial bonus to

/ i KQ: Bluff, Disguise, Hide,
: S - Listen, Move Silently,
Ny \i/ Search, Sense Motive,
) \\ Spot, and Use Magic

Device checks.

N
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€1DritcH

Eldritch gain Alertness, Combat Casting, Improved

Initiative, and Lightning Reflexes as bonus feats, assuming

that the base creature does not already have these feats.
Enyironment: Any land and underground
Organization: Solitary
Cha:llengerRating: Same as base creature +4
Alignment:

Always neutral evil

Advancement: By character class

Level Adjustment: Same as base creature +6

& Comsat

Eldritch prefer to take their prey unawares and defenseless,

using subterfuge and magic to achieve both of these goals.
Ability Score Loss (Su): An eldritch may
s elect to use this ability after making a suc-
: cessful touch attack. The victim must make
a Fortitude save (DC 10 + 1/2 eldritch’s
HD + Charisma modifier) or suffer
Id4+1 points of temporary damage to

one ability score of the eldritch’s choice. [f|°
Create Sythyss (Su): An eldritch
may only create and control a ‘
i number of spawn equal to
its Charisma modifier. If
an eldritch slays an elf by
draining its Constitution,

it may choose to raise the

creature as a sythyss. The
newly raised sythyss is
under the command of
the eldritch that created

it and remains enslaved
until its master dies, at
which time the sythyss
crumbles to dust.

_ Darkvision (Ex):

. This ability replaces the /Z
 character’s low-light

. vision and has a range of 120 feet.

’ Immunities (Ex): Eldritch are immune to cold, electricity,
and polymorph.

Spell-like Abilities (Sp): An eldritch gains the following , -7
spell-like abilities. At will—charm animal (DC 14), charm persgh
(DC 14), chill touch (DC 14), disguise self, dispel magic, expeditious|
retreat, protection from good; 3 o day—alt{f;[f, charm monster (DC 17),
contagion (mummy rot) (DC 17), haste, hold pérson (DC 16), invis- -
ibility, suggestion (DC 106); 1 —bestow curse (DC 17), circle of
death (DC 19), dominate m 8), finger of death (DC 20), hold
monster (DC 18). Caste Llevel 14¢h or éldritch’s HD, whichever is
greater (save DC 10 + dpell level + (;harisma modifier).

Spell Resistance (E?S\Eldrit{ch have spell resistance 11 +

[np

-

cllgfacter level.
—

~must succeed at & Will save (DC 10 + 1/2 eldritch’s HD + .

Sﬁﬂyss

Eldritch Weaknesses: Eldritch are vulnerable to blessed weap-
ons and holy water and suffer regular damage (ignoring damage
reduction) from weapons made of entirely organic materials
(such as bone or wood). Each year an eldritch must commit a
series of thirteen ritualistic murders. If it fails to complete this
ritual, it suffers I Strength damage per week until the murders are
completed. The eldritch cannot fall below I Str.

€LoritcH CHaracters
Eldritch are always neutral evil, which

causes characters of certain classes to lose

their class abilities. In addition, certain class-

es suffer additional penalties and bonuses.

A 4

Clerics and paladins lose their abil-
ity to cast divine spells and class

abilities, but gain the following
special abilities:
Aura of Desecration
(Su): This despoil-
ing aura acts as a
permanent desecrate
spell centered upon
the eldritch and
emanating out to a range

of 25 feet.

Rebuke Undead

(Ex): Eldritch gain

the ability to rebuke
undead as an evil cleric
equal to their current
cleric or paladin level
with a +4 circumstance
bonus to rebuke checks.

Word of Despair

(Su): This ability can be

used once per day for

each level of cleric or
paladin the eldritch has
and is considered to be
a free action (but only once per round). With a single word the
eldritch can cause overwhelming despair in an opponeﬁt; who

Charisma modifier) or be paralyzed with feat for 1d4 rounds. N

g

> 3 : S
— Sythyss are undead servants created by eldritch. They do n(ﬁ
show the horrid rotting changes that an eldritch undergoes, But

L

they do gain a deathly paﬂo'f sometimes accompanied by other
markings. “Sythyss” is an acquired template that can bé added to
any elven humanoid (referred to hereafter as the base creature).
A sythyss uses all the base creature’s statistics and special abilities
except as noted here.




Size and Type: The creature’s type changes to undead. Do not
~ recalculate the creature’s base attack bonus, saves, or
skill points. Size is unchanged.

. Hit Dice: All current and future Hit Dice become d12s

Speed:  Same as base creature

AC: The base creature gains a natural armor bonus of +2.

Attack: Sythyss retain all the natural weapons, manufactured
weapon attacks, and weapon proficiencies of the base
creature. Sythyss also gain a slam attack.

Damage: Natural and manufactured weapons deal damage nor-
mally. The slam deals 1d6 point of damage.

Special Qualities: Sythyss retain all the special qualities of the
base creature, plus darkvision 120 ft. (which replaces
their low-light vision). A sythyss is immune to cold,
electricity, and polymorph effects.

Saves:  Same as base creature

Abilities: Increase from the base creature as follows: Str +4, Dex +2.

As an undead creature, a sythyss has no Constitution score.

Feats:  Sythyss gain Alertness, Improved Initiative, and Toughness,

assuming that the base creature does not already have these feats.

Environment:

Any land and underground
Organization: Solitary or gang (2-5)

Challenge Rating: Same as base creature +1
Alignment: Always lawful evil
Advancement: By character class

Level Adjustment: Same as base creature +1

Comsat

A sythyss will obey its master’s commands to the letter in combat.

Darkvision (Ex): This ability replaces the character’s low-
light vision and has a range of 120 feet.

Immunities (Ex): Sythyss are immune to cold, electricity,
and polymorph.

The sythyss aristocrat presented here had the following abil-
ity scores before racial adjustments: Str 8, Dex 13, Con 9, Int
10, Wis 11, Cha 12.

€LpritcH Artiract:

Thoe Hanp o Tanﬂg
The Hand of Tadhg is'an ancient o

Tosan artifact. It once belonged

to an eldritch named Tadhg, an

elf rumored by many to have

been the first eldritch. He was

slain by an elven hero of old,

and during the battle the eldritch’s

hand was severed and cast aside.

An unknown magician secreted the

severed member away and fashioned it

into a powerful artifact.

O

Sythyss, Lst-Level Iosan Aristocrat

Medium Undead

Hit Dice: 1d12+3 (9 Ip)

Initiative: el

Speed: 30 ft. (6 squares)

AC: 15 (+3 Dex, +2 natural),

touch 13, flat-footed 12

+0/+1

Slam +1 melee (1d6+1) or
dagger 41 melee (1d4+1/19-20)
Slam 41 melee (1d6+1) or
dagger 41 melee (1d4+1/19-20)
S5t/ ft.

Darkvision 120 ft., elven traits,
immunities, undead traits

Fort +0, Ref +5. Will +4

Str 12 Dex 17 Con —,

Int 10, Wis 11, Cha 12
Diplomacy +5, Handle Animal +5
Listen +4, Ride +7, Search +2,
Sense Motive +4, Spot +4
AlermessB, Tmproved InitiativeB,
Tron Will, Touobness™
Environment: Any land and underoround

Challenge Rating: 2

Base Attack /Grapple:
Attack:

Full Attack:

Space /Reach:
Svecial Qualities:

Saves:

Abilities:

Skills:

Teats:

Any who wield the Hand of Tadhg become completely immune
to ability damage, ability drain, and energy (level) draining
attacks. Furthermore, the wielder gains the eldritch’s ability score
drain ability as if he possessed it himself; it works exactly as :
described, and the user must make a successful touch attack to

employ it. The touch attack need not be
made with the artifact. The user gains
no special benefit from draining ability

scores though rumors claim if one drains &
enough, he will turn into an eldritch ;
as well. .




Medium Undead Saves: Fort +5, Ref +8, Will +-11

HD: 11412 (71 bp) Abilities: Str 20, Dex 16, Con —,

Initiative: +3 Int 15 Wis 15, Cha 15

Speed: 20 ft. (4 squares), fly 40 ft. (average) Skills: Bluff +12, Diplomacy +11, Heal +12,

AC: 19 (43 Dex, +4 natural, +2 deflection), Hide +11, Intimidate +17, Knowledoe
touch 15, flat-footed 16 (anatomy) + 13, Profession (torturer) +18,

Base Attack /Grapple: +5/4+10 Sense Motive +16

Attack: Torturous implement +10 melee (1d8+5) Feats: Exotic Weapon Proficiency (torture implements),

~or claw +10 melee (1d6+5)

Great Fortitude, Iron Will, Liohtning Reflexes,

Full Attack: Torturous implement +10 melee Skill Focus (Profession |1 torturer])®
(1d8+5); or claw +10 melee (1d6+5)
and bite +5 melee (1d4+2) Environment: Any underoround
Space /Reach: O/ Organization: Solitary
Special Attacks: Tmproved orab, lingerino torment, Challenge Rating: 9
painwrack . Alignment: Always neutral evil
Svecial Qualities: +2 turn resistance, damage reduction Advancement: 12—33 HD (Medium)
10/ magic, darkvision 60 ft., replenishing Level Adjustment: —

sadz’sm, ksemi—imorporml form, undead traits

encountered this creature while at an Orgoth fortress
archeological dig. Several exquisite examples of weap-
ons and armor had been unearthed in tunnels near

Ceryl when the professor leading the excavation sud-

e i T e 10 e

denly disappeared, followed by several diggers. Whispers began;

the place was cursed.
Soon enough, well-coordinated thralls beset the dig. They

knew where guards were posted and avoided them. One wit-

ness claimed they were dragging people away alive. I rallied the
guards and ventured into the deeper chambers. After several

battles with the thralls, we encountered a gruesome scene—an

old Orgoth torture chamber lovingly main- £

tained and clearly having seen recent use.

The missing professor and workers

were strapped to various devices that
dripped fresh blood.
I heard a depraved giggle and

spied a dark form floating next

to the professor. This shadowy

creature was draped in black rags,

its face a strange metal mask with cruel

steel teeth. Dangling from its rags wete a variety
of devices designed to cause st if] .ering, and clasped in one
clawed hand was such a devi%ﬁhe fiend set upon the profes-
sor, and we all felt an expl@;%[:e_ﬁ of pain. Most of the guards

- huddled into fetal baﬂs—v\_/:e';;pons forgotten—as the attending

Somehow I was able to fight off the pain. Dashing past the
thralls and attacking the wraith, I knocked it away from the pro-
fessor. This allowed my companions to gather their wits.. Before
we could finish it, the creature escaped through a small tunnel. I
know not if it perished or continues its dark practice elsewhere.
Most excruciators are centuries old and plan accordingly,

finding permanent lairs where they have a ready supply of vic-
tims. They feed upon pain and can regenerate wounds by caus-
ing suffering. Excruciators can last indefinitely without a victim
but become ravenous when deprived of victims for longer than
a year and sometimes slump into protracted periods of inactiv-
ity. Their strongest desire is to pry out each
victim’s deepest secrets, which
they note in meticulous jour-
nals written in archaic Orgoth
or other forgotten tongues.

Excruciators commonly know
dozens of different languages and
seem to have an innate knack for
learning them.

Comgsat

The excruciator is an
intelligent, self-willed undead
capable of long-term planning. It uses lesser undead for defense
and flees if overwhelmed, attacking again when circumstances are
favorable. It prefers taking single victims alive and will employ




Cxcrutiator

its skill to wrest information from them about other potential

victims or enemies. It is semi-incorporeal, having physical limbs

and weapons but an incorporeal torso. It walks slowly and clum-

sily but is able to fly well.
Improved Grab (Ex): To use this ability, the excrutiator
must hit a Medium or smaller opponent with a claw attack.

It can then attempt to start a grapple as a free action with-
out provoking an attack of

opportunity. Subdued victims
are usually strapped onto a
nearby torture device.
Lingering Torment (Ex):
Excruciators can opt to make

weapon and bite attacks as

subdual instead of regular
damage with no penalty to hit.
These subdual attacks are par-
ticularly painful; their weapons
are all designed to maximize
pain. Anyone suffering subdual
damage from an excruciator receives
a —4 circumstance penalty to
Concentration or similar skill checks
(which includes reloading a firearm).
Painwrack (Su): If not engaged in
combat and the excruciator has an inca-
pacitated victim, it can cause projected
pain onto anyone within a 60-foot radius
who fails a Will save (DC 17). The save
DC is Charisma-based. The excruciator
must first succeed on a Profession (torturer)
skill check at a DC of 18 + the Wisdom
modifier of victim. The effect is exactly the
same as the spell symbol of pain within the radius. If the
skill check succeeds by 10 or more, there is a —4 penalty
to resist the effect. This lasts for an additional 2d4 rounds
after the excruciator is interrupted.

Replenishing Sadism (Su): An excruciator can regenerate
half the subdual damage it causes to others by inflicting its lin-

gering torment ability upon them. Therefore if an excruciator

causes 10 points of subdual damage, it regenerates S hp.

Semi-Incorporeal Form (Su): While the excruciator’s torso
is always incorporeal, its limbs and head always remain corpo-
real. As a result, excruciator’s are subject to the attacks of both
corporeal and incorporeal creatures. However, since its body
is divided roughly in half between these two states, there is a

20% chance that any attaysk wﬂl-qmss (positive energy, negative
energy, force effects such as magic h;nssde, and attacks made
with ghost touch wéapon§:are not sﬂlb]ect to this miss chance).

addition, due to éhe incorporeal nature of the excruciator’s
torso it can move through J:_;_ny.é!ces (2 12 by 2 12 feet)
: j\?’lihout penalty and squeeze through diminutive spaces (1 by

Y

I foot). While squeezing through a diminutive space its move-
ment speed is halved, and the excruciator suffers a —4 penalty
to attack rolls and AC.

Treasure

Although not attached to items, excruciators keep and store
possessions owned by victims—which can accumulate into an
impressive horde. Their imaginative torture devices sell well to
certain collectors. The oldest excrucia-
tors may also have valuable weapons
or coins from the Orgoth Empire.
The best treasure of the excruciator is its
journal(s), some of which contain extremely valuable
information to those who can translate them.

Legenns
& Lore

COMMON: None.
‘:\7 IIJNCOMMON These intel-
igent spirits haunt Orgoth ruins
or sometimes relocate to other
abandoned torture facilities. They
choose lairs that have functioning (or
repairable) torture implements.
RARE: Victims killed by excrucia-
tors rise as thralls in service to them.
More powertul undead are also
sometimes enslaved into service.
'OBSCURE: True excruciators
arise from the evil souls of Orgoth
torture masters, who conducted dark rites
during interrogations. They know innumer-
able secrets of causing suffering and are keepers of
much lore that has been lost. Excruciators can cause pain even to
those who are normally immune. It may be possible to bargain
to be spared by an excruciator by promising to bring other vic-
tims who know more valuable information.

Hooks g

Adventurers are hired by an influential wizard of Ceryl to
investigate an old Orgoth complex in the Wyrmwall Mountains.
He seeks a nurflb‘ei:l of books kept by the head inquisitor who had
run the prlsons These are actually the journals of an excruciator,
and the wizard is an 1nf' alist seeking lore for dark bargains. Not

only will the adventurers fates excruciator, but they will have to

books are in his hands, he Wﬂl

dezﬂ Wltb their employer—/once t
try to eliminate them by uﬁ\@gmng infernal myrmldonﬁ

iy
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_Special Attacks: —

he farrow are half-man, half-boar creatures that

have the intelligence and wit of a man and the
ferocity and tenacity of a boar. A typical farrow
stands at about the height of a man but walks

, \ with a stooped posture giving it a shorter appearance. Its body
. is covered with bristly dark hairs over similarly dark skin. Its

3 arms end in mannish hands, and its feet end in the cloven

| ]

11t ] .

I q hooves found among common barnyard swine. The face is a
’ strange mockery of human and boar: two surpris-
B
|

ingly human-looking eyes set behind a large

pig snout and enormous tusks jutting from the
thing’s mouth. The tusks are more pronounced

\

breeding stock, or both. Whatever the case NS
may be, the tusks also serve as particularly

among the male members of the species and

may serve as a sign of dominance, good

nasty natural weaponry.
While the farrow are not above and
may actually prefer using the weaponry
given them by their ancestry, they also rely
upon crude arms fashioned by
themselves or more elaborate
weapons pilfered from the bod-
ies of slain enemies. Farrow are
often seen sporting greatclubs
fashioned from the thigh bones
of great beasts and crude ’Q-
shortbows of wood and sm&v
or wielding the heavy i iron yveapons of the Iron Kingdoms,
xp;‘esumably taken from one of the victims of their incessant
y ushes of forelgn 1nvaders

yards away from me. | investigated, my lucky bow at the ready,

Medivm Humanoid (Farrow)
Hit Dice: 2d8+6 (15 hp) Special Qualities: Scent
Initiative: el Saves: Fort +6, Ref +1, Will +0
Speed: 30 ft. (6 squares) Abilities: Str 12 Dex 12, Con 16,
AC: L7 (+1 Dex, +6 natural), - Int 10, Wis 10, Cha 10
_ touch 11, flat-footed 16 Skills: Hide +3, Listen +4, Move Silently +3
. : it Base Attack / Grapple: +1/4+2 Search +6, Spot +8
i 5 Attack: Gore +2 melee (1d8+1) or Feats: Alertness
T E oreatclub +2 melee (1d10+1) or Environment; Any temperate land
% . 0 shortbow +2 ranged (1d6/x3) Organization: Family (5=20)
§ 1S Full Attack: Gore +2 melee (1d8+1) or Challenge Rating: l
¢ -4 : oreatclub +2 melee (1d10+1) or Alignment: Usually neutral
;i J shortbow +2 ranged (1d6/x3) Advancement: By character class
& 1} f.] ' Space /Reach: S/ Level Adjustment: +2
R
'

The origin of these beasts is unknown and may remain

so. Cygnaran scouts first sighted them several decades ago in
Widower’s Wood. They've since been spotted ranging as far
south as the Gallow Hills and as far north as the Merwyn
region of Llael. Some believe there is a mad wizard lurking
somewhere in the dark recesses of history that felt the need to
tamper with nature and create these aberrations.
They are not all bad, however. I had the pleasure
of befriending Groth, a farrow shaman of
Widower’s Wood. If his name is indeed
Groth I'm actually not certain, but
when I asked for his name and

he replied with a series of

grunts and squeals, I decid-

ed to call him Groth.

I met Groth while I was
hunting a particularly large
dracodile that had been
terrorizing a swampie vil-
lage. To hear the swampies

talk, the creature must

have been the size of Lord

Toruk himself! I'd soon
find out just how close to the
truth they were. I had been search-
ing fruitlessly for days when I heard
the sound of something very large
thrashing about in the water mere

and saw what appeared to be a boar-like humanoid caught
in the jaws of the largest dracodile I had ever seen! The only




Farrow

thing keeping the unfortunate creature from being eaten was a
thick, totem-laden staff stuck in the upper and lower jaws of
the great lizard. I immediately decided that I couldn’t
allow such a tenacious creature to be eaten

alive in front of me, and fired several

arrows into the dracodile. That got

its attention, and the boar-man was

able to escape its toothy maw. I

then waded in with sword and

dagger to finish the beast off.

What an exhilarating battle!
Afterwards, I was

able to ask the creature

its name and where it

came from. I soon found
that it was a “he,” and
we decided that his name
was Groth. He actu-
ally spoke a smidgen of
Cygnaran mixed in with
all the grunting and squeal-
ing. Groth apparently was a
shaman amongst his people,
who live in the deepest reaches
of Widower’s Wood. This noble
soul felt that he owed me a debt
of gratitude for saving him from
the dracodile and offered to
enchant the hide of the beast to
protect me should I run afoul
of any more dracodiles in the
wood. As I could not drag
the enormous carcass
out of the swamp—
though I wanted to,
what an enormous specimen!—I agreed to allow Groth to
fashion a suit of dracodile hide armor for me. I spent the
next few days with Groth in his wattle and daub hut, and we
became fast friends.

I occasionally wear the armor to this day—though it often
smells of swamp gas on particularly hot, stagnant days—and

always manage to pay Groth a visit whenever I venture into

Widower’s Wood.

Comsat

The farrow preferan ambush

all other forms of attack.
They almost always; sméL_l‘_l_their prey long before their victims

are anywhere near them. As the fapfow commonly appropriate
. g 40 by 3

their victims’ weapons-as theu;w%, any of the above weapons
— g

_may be substituted with another.

Skills: *Due to their unsurpassed sense of smell, the farrow

receive a +4 racial bonus to Search and Spot checks.

Farrow Characters

The farrow’s preferred class is barbarian, and

most farrow chieftains are barbarians. Farrow
shaman are usually adepts and prefer spells
that aid in combat and stealth.

: Lecjem)s &
Lore

COMMON: The farrow are
half-man, half-boar monsters.
UNCOMMON: The barbaric
farrow are little more than
animals that have learned to

walk upright.

B RARE: The farrow are actually

Y capable of moderate civilization.

Some farrow tribes have been able

to keep their stolen firearms in work-
ing order but have yet to learn how to

manufacture ammunition. Watch out
for them when they are on the hunt
for more bullets,

OBSCURE: The farrow were cre-

ated centuries ago as a slave race for a

deranged wizard.

Treasure i

As the farrow are fond

of raiding human caravans,
adventurers will often discover

various human-wrought items among a farrow’s belonging&

2T g ey R

These may range from magical armor and weapons to far more :
mundane objects.

Hooks

The PCs are on a well-traveled Cygnaran highway when
the farrow leap up from their hiding places on the roadside

and ambush them! This particular tribe has been able to
keep its plundered rifles in working order and is willing to
use themn on their newest targets. PCs who investigate may

P LR PRI iy, W S

learnthat a human wiz'\a}é leads the tribe and has been using
them-to advance his own ﬁmqugzus agenda. DMs may wish

to éubs(itute the farrow’s,Alertndss feat with Exotic Weapon

- 4

Proficiency-(small ar_rﬁg'j. \




Focj Drake

@,_‘ \’w\%' ‘ G m

Large Magical Beast (Aquatic) Saves: Tort +9, Ref +5. Will +2
Hit Dice: 6d10+24 (57 bp) Abilities: Str 19, Dex 10, Con 18,
Initiative: +4 Int 3, Wis 10, Cha 15
Speed: ~ 30ft. (6 squares), swim 30 ft. Skills: Hide +3, Listen +3,
AC: 19 (-1 size. +10 natural), Move Silently +3. Swim +12
3 touch 9, flat-footed 19 Feats: Improved Initiative, Improved Natural
Base Attack / Grapple: +6/+14 Attack (bite). Multiattack.
Attack: Bite +9 melee (2d6+4) Environment: Temperate marsh and aguatic
Full Attack: ~ Bite +9 melee (2d6+4) and Organization: Solitary or clutch (2—4)
; 2 claws +7 melee (1d6+2) Challenge Rating: 7 o
Space /Reach: 10 ft./5 ft. Alignment: Usually neutral evil
Special Attacks: Bellow, improved orab Advancement: Greater drake 7—12 HD (Laroe): orand
Special Qualities: _ Ampbhibious, darkvision 60 ft., foo breath, o drake 13—18 HD (Huge)
low-lioht vision, mist sioht Level Adjustment: —

egends and tales fascinate me, as the origins of such

things often lead to distant truths. One tale I believe
to have a core of truth is a legend told by the swamp-
They
talk of a scaled serpent named Voorie. Normally I don't lend

ies that live in Widower's Wood near Corvis.. ..

much credence to the tales of inbred swamp folk, but even I have
to admit that something massive probably dwells in the swamps
near Corvis. If Voorie does exist, my coin says she’s a fog drake.

e S O e e

\
’ Fog drakes are bloated draconic creatures with speckled gray
| skin. Although they do have wings, they are too small and feeble

to support flight. I hypothesize that they help in gliding through

water, rather than the air. They tend to settle near wide rivers
and large bodies of water and prefer to live out their several-
century lifespan in one place when possible. The lair of a fog
drake will usually be in a deep pond or swamp, as the beasts are
amphibious and function as well in the water as they do on land.
From all indications, fog drakes tend to be about as intel-
ligent as a dog or horse. They may resemble dragonkind,
but they are not directly related and their
actions are not tempered by intellect.
Despite this, gobber shamans seem to
have a way of peaceably dealing with
fog drakes. These alliances are akin to
the relationship between druids and
their animal allies, but slightly more
tenuous. Fog drakes are not g1ven P
to these alliances easﬂy, and i
has been a documented sog.g? _of
~ destruction for more thari‘fé}f gobber tribe that pushed its luck.
~ The fog drake gets its name from how it hunts its prey.
16 creétures can operate in th1ck fog, using it to their advan-

tage when hunting. The eyes of a fog drake can see clearly
through the thickest mist. If the fog is not thick enough, mas-
sive glands in its throat can produce a thick organic mist that

the fog drake “huffs” out of its gills.

Comsgat

Fog drakes will use natural mist and their own exhalations
to their tactical advantage. They can see through any type of
fog as if it were clear air. They tend to hunt near their lairs
if possible, since they are lazy and have some trouble travel-
ing over land for long distances. It is actually relatively easy
to appease one, but once it is engaged in combat, it is a fight
to the death.

Amphibious (Ex): Fog drakes can breathe equally well in
water or ait.

Fog Breath (Su): Fog drakes can emit a cloud of fog from

their gills. This cloud expands to 100 feet in radius. The
fog it breathes lasts for 24 hours and takes about 30
seconds (5 rounds) to produce. It can do this 3
times per day. The effects of this fog are iden-
tical to the obscuring mist spell.

Improved Grab (Ex): To use this abil-
ity, the fog drake must hit with a claw

attack. It can then attempt to start a

grapple as a free action without
provoking an attack of opportu-
nity. If it wins the grapple check,
it establishes a hold and automatically deals bite damage.

Bellow (Su): A fog drake can release a horrible roar.
Anyone caught in the path of its roar must make a successful




Fog Drake

Reflex save or be knocked back. 40 ft. cone, damage 1d6 plus
knocked back S ft., Reflex DC 17 negates. The save DC is
Constitution-based.

Mist Sight (Su): The fog drake can see through any mist or
fog (natural or magical) as if it were clear air.

Skills: A fog drake gains a +2 racial bonus to Listen and
Move Silently checks. Fog drakes also have +8 bonus to Swim
checks to perform some special action or avoid a hazard. They
can always take 10 on a Swim check, even if distracted or
endangered. Fog drakes can use the run action while swimming,

provided they swim in a straight line.

Lejenns & Lore

COM
marshes of Cygnar. They are very territorial, and usually are

ON: These huge beasts dwell in the swamps, lakes, and

big enough to eat a calf whole. They are slow and sluggish
unless angered.

UNCOMMON: Fog drakes can huff mist through their gills
and mouth. The sound this makes is very distinctive and is a
good warning that you are being stalked by one of these beasts.
RARE: Drakes collect treasure, though it’s not clear why they
do this. This treasure is usually deposited in hidden pits they
use to secure their hoard. _

OBSCURE: Fog drakes don't like to hunt. If you can offer up a
freshly killed beast, it {w@re@y to take the offering than to

P ;
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press an attack.
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Treasure
The fog-producing glands of a fog drake can be sold to an

alchemist for 150 gp a pair. If a character can brew potions
they can distill the gland’s juices to create fog bombs that are
equivalent to the spell obscuring mist as if cast at 10th level.

Eating a preserved fog drake eye (preferably pickled) allows
the eater to see through fog as if it were clear air for 1d6 hours.
The eyes may be preserved by anyone with the Brew Potion
feat, 5 XP, and 125 gp.

The massive beasts eat their kills and deposit the waste in a
pond or pit a few hundred feet from the lair. Searching through
this is a disgusting but rewarding task. Those searching the offal
must make a Fortitude save (DC 12) or contract filth fever.
Searching will uncover standard treasure from the lairs of regu-
lar and greater (7—12 HD)) drakes and double standard treasure
for grand (13—18 HD) drakes.

Hooks

A fishing community has recently had trouble with the
local legendary lake monster. In actuality a gobber tribe has
moved in nearby. The tribe has managed to placate a fog drake
living in the waters of the lake. It helps them destroy choice
settlements, and in return it gets to eat all the livestock it can
tind. Thinking the drake is responsible, the community elders
have recruited the PCs to find the beast and put a stop to its
ramp{}ge. The gobbers however are enterprising enough to use
this t6 their advantagé, acrkl\vyiﬂ stage one Jast raid on the town

whﬂg_',the PCs attack the drake.

: Rt oS : \]/L/
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QaLvanite SentineL
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Medium Aberration (Incorporeal) 5 ftulSut
Hit Dice: 4d8+bonus bp from armor Special Attacks: Electrical shock
(18 hp, +60 for banded mail) Special Qualities: Animate armor, construct traits (while in
Initiative: 43 armor), darkvision 60 ft., hardness (while
Speed: Fly 40 ft. (00d)(8 squares), in armor, usually 10), incorporeal traits
20 ft. (in armor) Saves: - Fort +1, Ref +4, Will +4
AC: 16 (3 Dex, 43 deflection), touch 16, Abilities: Str 15, Dex 17, Con —,
flat-footed 13; or 22 (+3 Dex, +6 N Int 3, Wis 10, Cha 16
_banded mail, +3 deflection), touch 16, Skills: Listen +7, Move Silently +9, Spot +4
{ flat-footed 19 in armor o Feats: Alertness, Point Blank Shot
1' Base Attack / Grapple: +2/+4 (inarmoronly) _
: Attack: Incorporeal touch +4 melee (1d4) or Environment: Any
, ]-1 slam (while in armor) +4 melee (1d8+2) or Organization: Solitary
: [l rj : electrical bolt +5 ranged (1d8+5 Challenge Rating: 6
' ! . electricity) Alignment: Always chaotic neutral
‘i_ £ Full Attack: Incorporeal touch +4 melee (1d4) or Advancement: 5—8 HD (Medium)
" j Y slam (while in armor) +4 melee (1d8+2) or Level Adjustment: —
{} l. 2 electrical bolts +5 ranged (1d8+5
E § electricity)

20 ey d

ost adventurers, soldiers, and scoundrels con- even if piecemeal. It attacks sluggishly, but steadily and

sider a suit of armor to be a } doggedly, attacking creatures with its shocking abilities,

. . / o . . . . .
good thing to have against ~ {, feeding off its victims’ latent electrical

your back, but I know energy as it does so. If facing a lone

T

of one case when it certainly 1s not. opponent, it will use its electrical bolt

I once witnessed a bizarre spectral | ability, but it will revert to its electrical

creature crackling with electrical \L :

field ability if facing multiple
energy that made a practice of ani- opponents. It is intelligent
mating suits of armor in order to stalk / ‘ enough to select weaker prey
its prey. My encounter took place mna and to flee a Iosing battle,
ruin not too far from Berck, but I've although it isn't very capable
heard tales of these aberrations from of recognizing subtle threats or using
various parts. much strategy.

Animate Armor (Su): The gal-

vanite sentinel has the supernatural

The creatures are relentless, although
I do believe them to be somewhat intelligent. It’s

hard to say just what drives them, although I have ability to animate and occupy a suit of

P —

900d word from an acquaintance of mine from the metal armor as a full round action. It

-

Fraternal Order of Wizardry that these beings subsist will not choose heavily damaged suits,

s i A B e i s el = =
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on the latent electrical energy of living creatures—an and it always favors a full suit, picking

energy I'm not even sure exists, so = ) additional pieces if necessary. A

- -

; ‘ I can'’t repudiate such a theory, but suit affected by this ability receives

I ! surely ‘tis fascinating. - no saving throw unless it is in anoth-
l jf er’s possession or is a magic item (save DC I5);

: C oms at = = it may not animate a worn suit. While occupying an
3 . i®

e £ e . g animated suit the incorporeal creature may not be targeted
g-.*-_ A galvanite sentinel is always found occupying a suit
&

except by attacks or abilities that specifically affect incorpo-

: < .r‘netai armor,zand that suit will almost always be a full suit,
- ; . o ) 2 2 o
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real creatures (thus
everything affects
the armor first).
The galvanite
sentinel gains
bonus hp equal

to the armor’s AC
bonus times 10. It
retains the armort’s
hardness. The
galvanite sentinel
is never affected
by the armor’s
limitations, such
as armor check
penalty, reduced
speed, ete. If it
animates magical
armor, then it may
use the armor’s
abilities normally
(and it gains dam-
age reduction
IO/magic). It
may not animate
artifacts or intel-
ligent magical items. When the armor’s hit points are depleted
the armor is destroyed, at which point the galvanite sentinel’s
incorporeal self becomes vulnerable until it animates a new suit
of armor.

Electrical Shock (Su): The galvanite sentinel can use this
ability in one of two ways. The first is an electrical bolt. The
bolt is a ranged touch attack that inflicts Id8+5 electricity
damage (range 80 ft.). The second attack is a 10-foot-radius
emanation that inflicts 1d6+1 electricity damage. Reflex DC
IS for half damage versus the electrical field. The save DC is
Charisma-based. The galvanite sentinel can maintain the electri-
cal field indefinitely, but it can never use both attacks simulta-
neously. The galvanite sentinel always crackles with blue electri-
cal energy that cannot be hidden or diminished.

Skills: Galvanite sentinels have a +3 racial bonus to Listen

and Move Silently checks.

Treasure

Galvanite sentinels.never collect treasure of their own;
however sometimes .t'l/ieii animate ‘r\nragical suits of armor that
may be of value. Unfortlmately, tHese are usually destroyed
in subduing the cretqture, bu;?{ight also collect piecemeal
pigces of smaller arnio-s,_sii_c s rings and bracers, that may

go undamaged.

Legenns & Lore

COMMON: Galvanite sentinels are spectral creatures charged

with electrical energy that animate suits of armor.
UNCOMMON: Most of the time these creatures seem to be
found in ruins and other such locations, although sometimes
they wander into civilized areas.

RARE: Galvanite sentinels feed off of latent energy found in
liVing beings, and their appetite seems endless.

OBSCURE: These creatures have a knack for sniffing out
magical suits of armor, and they get quite voracious when

occupying one.

Hooks

Tales have arisen of a foul horned monster that is stalking
the wilds of southern Cygnar, killing Viﬂag'ers and lone travel-
ers. This is no monster, but in truth a galvanite sentinel that has
animated a suit of demon armor.
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Laroe Monstrous Humanoid (Reptilian)

Special Qualities: Darkvision 30 ft., hold breath, scent

Hit Dice: 3d8+9 (22 bp) Saves: Fort +4, Ref +4, Will +3
Initiative: +5 Abilities: Str 14, Dex 12, Con 16,
Speed: 30 ft. (6 squares), swim 20 ft. ) Int 10, Wis 10, Cha 10
AC: 14 (-1 size, +1 Dex, +4 natural), Skills: Hide +6* Move Silently +6,
touch 10, flat-footed 13 Spot +6, Swim +10
Base Attack / Grapple: +3/49 Feats: Tmproved Initiative, Stealthy
Attack: Bite +4 melee (1d8+2) or Environment: Warm or temperate marsh
heavy mace +4 melee (2d6+2) Organization: Pack (2—5), pod (5=20),
Full Attack: Bite +4 melee (1d8+2) and o R tribe (20-80)
2 claws —1 melee (1d6+1) and Challenge Rating: 2
o e S tail —1 melee (1d8+1); or Alignment: Usually neutral
i heavy mace +4 melee (2d6+2) Advancement: By character class
Space / Reach: 10f./10f. . Level Adjustment: +3
Special Attacks: Tmproved orab

ot many people are aware of the secretive gatormen

who occupy the dark, looming swamps of Cygnar.
So elusive are these creatures that most believe them
only to be a myth. A region like Cygnar sees its
fair share of oversized gators from time to time (though you
should see those that hide among the salty crags of the Broken
Coast—those are some beasts I tell you!), so it’s no surprise

g e ey 2 ot

that folks would assume a sighting of such a strange creature

to be an exaggeration of the mundane. I, however, can tell you
that they are no myth at all.

Perhaps one of the reasons they are so rare is because of

their stealthy nature. Much like regular gators, gator- \/

men prefer to lie silently in wait for their

prey, and I have found them to be {"V

crafty, tenacious, and—above and

beyond all else—patient

hunters. They have a

penchant for laying

traps, and this is how

I encountered them.

We had wandered up 4
the Black River into

their area and, given their

territorial nature, an encounter was imminent. It was around

a conspicuously shady bend that my guide’s steamship became
entangled in debris> And that’s when they struck.

They herded us into thf!l’— illage, and I was able to learn a
~ great deal very quickly. Tbgfg

ribal society is stereotypical in

~many ways. They are presui?d over by a shaman (WhO typ1cally

s a few acolyt,es under his wing), and males and females

ribal rol

Childrearing is a bit more of a communal thing. Like most
reptiles, gatormen (or I should say gatorwomen) lay eggs, and
these are kept in a large incubation mound in the center of the
village. The young are forced to grow up quickly, and half of
the ranks of any hunting party are typically made up of juve-
niles (brash and eager to prove themselves, I'll note as well).

Despite their fierce nature, gatormen are not overly mali-
cious creatures. They are far more intelligent than one might
assume, and they can certainly be reasoned with (I must warn

—_ you of their incredible stubbornness, however). The

o)
(W

49,0

shaman leading the pod that had captured my crew
was a wise and crafty old lizard. He saw benefit

in allowing us to bargain for our
AP ~

Y

lives—and that benefit just so
1 happened to be my enchanted

‘ \% Rhulic master foreman'’s

-—. /’4.0123/‘7:'&

goggles. Acquiring
that handy tool had
7. been quite a task,
but all told I think I
A much prefer actually hav-
ing a head to wear goggles
upon! In the end I'd have to say that my crew and I were
quite lucky. Many gatormen tribes prefer to kill first and ask
questions later and would just as soon have taken tribute as
demanded it.

Comgat

Full-grown gatormen are capable opponents, with claws, a

powerful bite, and the ability to use tools. Small groups of gator-




Qatorman

men will often sneak up on enemies by swimming underwater

or leap up from a watery ambush. When a large-scale attack is
needed, they are quite capable of forming well-organized combat
units that are often supported by a druid or shaman.

Gatormen will often try to latch onto smaller

prey and drag them underwater to drown
though they are less likely to do this when
using weapons, but if they are fighting in
or near water the chance increases greatly.
They will also frequently attempt trip
maneuvers with their tail attack.
Hold Breath (Ex):
Gatormen can stay
submerged for a

number of min-
utes (not rounds)
equal to their
Constitution
score. After
this time they
begin mak-
ing Constitution
checks as normal,
but only once
every minute.
Improved
Grab (Ex): To
use this ability,
a gatorman must
hit with its bite attack. It can then attempt to start a grapple as
a free action without provoking an attack of opportunity.
Skills: Gatormen have a +2 racial bonus to Hide and
Move Silent]y checks, they also have a +8 racial bonus to
Swim checks to perform some special action or avoid a hazard.
They can always take 10 on a Swim check, even if distracted
or endangered. Gatormen can use the run action while swim-

ming, provided they swim in a straight line. *They also have
a +4 racial bonus to Hide checks when in the water. Further,
a gatorman can lie in the water with only its eyes and nostrils
showing, gaining a +10 cover bonus on Hide checks.

Treasure

Because of their habit of demanding tribute gatormen

might have a wide variety of valuables at any given time (con-
sidered double standard tr sugg). They favor weapons over

any other item, thoggli éne will u\s%aﬂy have to pry them from
their cold dead claws to g‘et them. |

Legenns & Lore

COMMON: A secretive race of walking intelligent gators is

known to skulk about in some marshy areas, waylaying travelers.
UNCOMMON: Gatormen
are a tribal race that

i
i,

others on occasion.

kind of like chicken.

all aspects of
tribal life.

* Kent

enough to have

encountered a tribe of Black

River gatormen and lived to tell about it. He accomplished

this through no feat of strength or guile, but by giving up his

family’s most prized heirloom as tribute—a fantastic longsword

called Staffwright. Lawley wants his family treasure back more
than anything in the world, but unfortunately, the tribe’s sha-

man, Ata’halne, has taken a shining to it. Lawley will pay quite a

handsome sum to anyone who can return it to him.

* The Villmiew foundry of the Northern Midlunds duchy
has been having a bit of a gator problem lately, as workers have

keep to themselves,
but are known to
attack or trade with

RARE: Gatorman flesh tastes

OBSCURE: These
creatures are lead
by shamans who
claim to speak
to the spirits
of the swamp
and who control

Hooks

Lawley is among
those fortunate

g

been disappearing while on the job. The foundry’s foreman hires

the PCs to eliminate the problem, but the PCs soon encounter

a gatorman shaman who explains that the foundry’s runoff is

poisoning their waters. The workers aren't too interested in par-

leying at first, and the gatormen will oxﬁy give them one pass

at a peaceful resolution. The PCs must think quickly to find a

ot
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Gobber, 1st-Level Warrior

_Bogrin, Lst-level Warrior

Small Humanoid (Gobber)
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town, youd put a crossbow bolt in its gut

first and ask questions later. Prejudice still

abounds, and even in places where a gobber
wagon can sell its wares, people watch them
warily and keep a hand on their pouches.

I have spent years studying this fascinat-
ing species and have found gobbers to be
exceptionally adaptable. You can find
them in virtually any climate and
terrain. There are basically two dis-
tinct breeds of gobber, with nota-
bly different physiological features.
The first are the clever common
gobbers, while the second more

watlike breed are the bogrigf;?.

sometimes called boggers_.‘_ . p P
All gobbers are hairless, - =
~ with large feet and nimble I

ds. They_ are E§'madl, rahging

Small Humanoid (Gobber)
Hit Dice: 1dS+1 (5 bp) Hit Dice: 1d8+1 (hp 5).
Initiative: el Initiative: sl
Speed: 20 ft. (4 squares)  Speed: 20 ft. (4 squares) :
AC: 15 (+1 size, +1 Dex, +3 studded leather), ~Armor Class: 19 (+1 size, +1 Dex, +5 breastplate, +2
touch 12, flat-footed 14 heavy steel shield), touch 12, flat-footed 18
Base Attack / Grapple: =1=3 Base Attack /Grapple: +1/-2 !
Attack: Dagger +3 melee (1d3/19-20) or Attack: Shortspear +3 melee (1d4+1) or short-
dart +3 ranged (1d3) o bow 43 ranged (1d4/x3)
Full Attack: Dagger 43 melee (1d3/19-20) or  Full Attack: Shortspear +3 melee (1d4+1) or short-
y dart +3 ranged (143) bow +3 ranged (144 /3)
. .i Space / Reach: Sf/5ft. Space / Reach: 51t./5 ft.
i Special Qualities: Camouflage, low-light vision Special Attacks: —
! i Saves: Fort +3, Ref +1, | Special Qualities: Camouflage, low-light vision
-. » Abilities: Str 11, Dex 13, C Saves: Fort +3, Ref +1, Will I
it It 10, Wis 9, Cha 8 Abilities Sir 13, Dex 13, Con 12, Int 8, Wis 9, Cha 6
E J Skills: Craft (alchemy) +6, Escape Artist +2, S Bluff —4, Climb +3, Craft (alchemy) +4,
it § Hide +8% Move Silently +3 - Diplomacy —4, Hide +8% Move Silently +3
LA " Feats: Weapon Finesse Feats: Weapon Focus (dagger)
: i i Environment: Any plains, wrban, or marsh _Environment: Any hill, mountains, forest, or desert
: Organization: Family (8=20), tribe (10=50), kriel (50—150) Organization: Family (8=20), tribe (10-50), kriel (50—150)
< Challenge Rating: % Challenge Rating: %
wn i Alignment: Usually neutral  Alignment: Usually chaotic neutral
i 4 Advancement: By character class ] Advancement: By character class
I E, Level Adjustment: — Level Adjustment: —
n my grandfather’s day if you spotted a gobber near from three feet with the common gobbers up to almost

four-foot-tall bogrin. Gobbers have smooth greasy
skin that has the unique property of changing colors
like a chameleon. This works best if they are naked

or wearing little clothing. Their natural skin tone is
greenish gray. Most gobbers live shorter lives
than humans, with the average gobber liv-
ing into its sixth decade. It is a rare gobber
that lives to see 80 years.

Gobbers speak a dialect of Molgur

called Gobberish, a rapid-fire
and arguably mangled version
of the root language. It is more
easily understood by ogrun and
trollkin who speak similar
dialects, but it bears
less resemblance to
the human Molgur
tongue. Most gobbers also speak

the common human language of




0, tion for picking amoflg-uagh_
" J—ﬁériod of weeks I observed one group working in the Corvis

Gobber traders

their region, usually Cygnaran.

Local attitudes toward gobbers vary considerably. Near
Corvis, swamp gobbers (a variety of the common gobber) have
an unsavory reputation and are considered particularly primi-
tive and treacherous. As in most places, these gobbers are more
interested in making off with food and valuables than killing
people. Areas inhabited by bogrin have strong local prejudices
against the entire species, and the kingdom of Llael has never
accepted gobbers of any kind.

Yet gobbers are becoming increasingly widespread and
accepted, and the most common variant carries on a nomadic
tradition between human cities. Some dress in gray hooded
ponchos treated via alchemy to change colors like their own
skin. They travel in huge wagons, containing everything they
own. These wagons are covered with hanging pots, tools, and
other items for trade, clapging-loudly enoughto be heard from
far away as they cree'p" df)wn the road

These particulatrly soGiable variahts of the common gobber
are sometimes calleél\_“scavenger sbbers” and have a reputa-

hj;ss and junk yards. Over a

scrap yards where they patched together a functional steam
engine from rusty pieces of detritus. Checking on them later, I
learned the engine was traded for a supply of brandy and wine,
which was in turn traded for a collection of weapons, including
crossbows and even several old pistols. Quite a profit given they
started with trash; reminds me of the proclivities of certain
junker relatives of mine.

There are more primitive gobber variations in several loca-
tions, including the aforementioned swamp gobbers common
in the Widower’s Wood. Even these gobbers establish tenuous
contact with the nearest dominant species in order to barter
with those who could use their wares. Nonviolent by nature,
common gobbers are capable of defending themselves and
sometimes misunderstand the violent way other races respond
to their actsrof theft.

Much of the traditional distrust of gobbers is due to the
second breed, the bogrﬁq\, or boggers. These are a distinctly dif-
ferept' stock of gobber, neatly.a foot taller and weighing almost
half again. They are strong physi¢ally and far more aggressive.
Boggers can be _recognizfa thepronounced ridge of ,\bone
along their skulls, starting at the bridge of the nose and end- -

RERYSe 5
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\fﬁg at the back of their cranium. Bogrin are just as adaptable
as the common gobbers, although they prefer to settle in the
wilds. There are distinct varieties of bogrin found in the

) mountains, forests, and desert wastes. They are particularly
W,eﬂ ent‘r'énched in Cygnar’s Wyrmwall Mountains as well as
the northern mountains of Khador and Rhul.

Bogrin conduct bloody ambushes against other races when
they believe they can overwhelm them. They are usually cow-
ardly and avoid a direct assault, stacking the odds in their favor
with traps and their knowledge of local geography. The bog-
gers are particularly fond of arson, setting habitations ablaze
in the dead of night. However, even though most are brutal
and violent, there are some bogrin who have become integrated
into civilization and amended their ways. It is far less common
to find this breed dwelling among humans compared to their
more intelligent and peaceful gobber relatives.

All gobbers have an intuitive knack for
alchemy. Some scavenger gobbers have been
accepted into machine and alchemy shops
in Fharin and Ceryl, where they have proven

. as capable as any humans working there. Skill

! at least with primitive alchemy is also preva-

lent with the bogrin, which are noted

for creating excellent flammable
concoctions as well as some
ingenious poisonous

gases.

2L 5]

Don't let a few positive experiences with civilized gobbers
blind you to their danger in the wilderness. The bogrin can be
vicious when their courage is up. I saw a tribe set an entire min-
ing camp afire in the Cardare Mountains, laughing while their
victims screamed and burned. It was a chilling sight to behold.
Note on Lexicon: Some of my colleagues have criticized

me for my preference for the colloquial term “gobber.” It is
true that goblin is the proper name for these creatures, however
gobber has become so universal in Cygnaran and other tongues
that I see no need to fight it. There are few outside the halls
of academia who still refer to them as goblins, and all gobbers

I have spoken to prefer the less formal term as well.

Comsat

Most goblins are cowardly in battle, but ambush
travelers occasionally, especially in winter when food
supplies have run low. Ambushes usually start with

some sort of trap, followed by a barrage of darts
or other ranged attacks before charging with
melee weapons.

Gobbers rarely attack a group of more
than ten opponents, unless they have
overwhelming numbers. Their goal in
most cases is to surprise the enemy and
make off with food and other valuables;
they will only fight to the death when
they have no other choice.

Gobber Traits (Ex): All gobbers
benefit from a number of shared
racial traits.

Low-light vision:

Gobbers can see twice

as far as a human in
starlight, moonlight,
torchlight, or similar

conditions.

+1 racial bonus to
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Bogger warrior

throws
against poi-
son.

+2 racial bonus
to Craft (alchemy)
checks. Gobbers have

an innate curiosity and

h : | CTHNES
love of mixing substances and 3 ? = . _—— SN )y Ay
experimenting with their effects.

They do not automatically have ranks

in Craft (achemy) without training, how-
ever.

+2 racial bonus to Escape Artist and Move
Silently checks. Gobbers are taught from infancy
the ways of stealth and wriggling loose from capture.
*Camoutflage: Gobbers can blend into their surroundings by
subtle changes in skin color. This grants a +4 circumstance
bonus to Hide checks, adjusted down depending on how much
skin is covered. (+4 for virtually nude, +3 for 25% covered, +2
for half covered, and +1 if 75% covered.)

- = T

The gobber and
bogrin warriors presented here had the fol-
lowing ability scores before racial adjustments: Str
13, Dex I1, Con 12, Int 10, Wis 9, Cha 8.

source of livelihood. Nomadic gobbers travel in tribes of 10—

C Omm O n OB Lil’] S 30, composed of loosely related families under the Ieadership

of a patriarch or matriarch.

« 'ﬂ’) Gobbers are most rare in Llael, where some people still
( OBBCTS attack goblins on sight. In the other kingdoms local laws

THese are the most numerous, intelligent, and socially

B s et of this brsedl Bt sometimes protect them. Some tribes have formal treaties guar- ;
Al sfiwfe S sa;me O N s’tan d anteeing their right to travel the roads and sell their wares. Most:
P, gy { Y gobbers are nomadic, although families may settle down in

just over 3 feet tall, with green skin by default, although they

s PLd P
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sometimes use their camouflage ability to match their pigment

some gobber villages have sprung up near human cities. There

2

to the skin of humans with whom they have regular contact. : ; e
Y g are particularly large gobber towns on the outskirts of Fharin in

Those who deal regularly with humans are easily spotted by Cyonat, Betck i @rd fand Kinricy o R adog  HEr e 3
} ¢

i

their noisy trade wagons that serve as both a home and a
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ns noted for lively merchant trade and open markets.
o The most notable primitive variant are the swamp
gobbers which are numerous in marshy terrain across the

* TIron ngddms These reclusive goblins are wary of nearby

‘humans }and prone to ambushes and attacks, although pri-
maﬂly-for the purpose of acquiring food or useful items.
Swamp gobbers are less technically adept than their urban
relations, but have invented some tools to aid in ambushes,
such as a device using bellows and an alchemical mixture
to create fog-like smoke. Another primitive variant can be
found in the plains of southern Khador, adept at stalking
the grasslands and bringing down large game by steer-
ing them into pit traps. These plains gobbers may be the
ancestors of the modern urban variant.

Gobbers prefer daggers or short swords and craft excellent
darts. Particularly well-equipped scavengers might have light
crossbows or even a repaired old pistol. Gobbers sometimes
wear armor, generally leather, studded leather, or homemade
chain armor.

ers”)

réer and stronger than the stan-

Bogrin “Bocl
Th A

dard goblin, with warriors standing almost four feet tall and

breed is noticeabl

considerably more muscular and stout. Bogrin have a distinct
ridge of bone the length of their skulls. Some boggers are
fond of body markings such as ritual scars or tattoos, par-
ticularly if sharing territory with trollkin. Although they
are less sociable than common gobbers, bogrin sometimes
ally themselves with stronger races for purposes of survival.
This is particularly common in the Scharde Islands, as well
as the Wyrmwall Mountains. There is a longstanding rela-
tionship between Devourer-worshiping trollkin and bogrin
and the two species generally get along. In the majority of
these situations the bogrin are subservient to the trollkin,
but not always.
The most numerous are the mountain bogrin, noted for

their large tribes (called “kriel”) and extremely aggressive

- behavior. Mountain boggers are the least nomadic of all vari-
ants, settling into territories for long periods of time. They
make their homes in cave networks and abandoned mines.
They are passable miners in their own right, and if they hav.e

~ access to ore will smelt their own iron and craft weapons and

"'found in most major forests, in s aller tribes, and living in™ <.

' “tools, which are generally of goodiiahty Bogrin can alsol {be

1mpermanent dwellings usuaﬂy near a good source of prey.
They have also adapted tHe Bloodstone Marches,

but these desert bogg s are very elusive and avoid contact

Bogrin are capable of sophisticated ambushes including
extensive use of traps and diversionary tactics, with fire as a
favorite weapon. They wear hides, can climb exceptionally well,
and are adapted to the high mountains. They are particularly
bloodthirsty and sometimes kill with little provocation.

Boggers wield daggers or halfspears and also employ short
bows. A favorite tactic is to attack from above by pouring a
sticky flammable substance onto invaders, then firing flaming
arrows into them (with a combined effect similar to alchemist’s
fire, PHB). Some bogrin have rigged their villages with fire-
traps and are willing to destroy their homes to kill invaders.
Forest bogrin are noted for mixing potent poisons and have
developed a poisonous gas-blowing device similar to the fog-
blower used by swamp gobbers. This device creates an effect
nearly identical to the spell stinking cloud, but it is somewhat
less effective (Fort DC 10 negates). The desert boggers of
the Marches have invented a substance that can turn regular
sand into quicksand, miring victims with the same effect as
the spell entangle.

Bogrin Traits (Ex): These are in addition to the base gobber
traits above except as noted.

Immune to the dangers of natural extreme cold or heat. This
makes them perfectly comfortable in any temperature from
0-I10°F, suffering none of the regular exposure consequences.
+2 racial bonus to Climb checks. Bogrin do not gain the +2
bonus to Escape Artist like regular gobbers. Bogrin have a —2
racial penalty to Bluff and Diplomacy skill checks.

oBBer CHaracters

For information on gobbers as player characters, consult the
the Iron Kingdoms Character Guide (pp. 48-50).

Treasure

Gobbers keep whatever they have managed to acquire by
scavenging, raiding travelers, or trading. They prefer barter to
coinage, although leaders sometimes keep a stash of currency.
The homemade weapons of the civilized gobbers are of surpris-
ingly good quahty, although often made of inferior—sdhs't'ances )

specialyponchos that smell peculiar but aHow\qu racial cam-

_like ]Eo\r%e or an amalgam of lesser metals. Some- gobbers have.

‘% ouflage/bonus as if they were naked. They are secretive about

how these are made, but it is rumored the alchegny involves "-.‘
__gobber sweat and even urine. These articles do no“t'\function_ fo :
non-gobbers, but can be patched together and are receptwe t'b

enchantment.
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Lejenns & Lore
COMMON: Gobbers make thievery a habit, but
most aren't particularly violent.

UNCOMMON: Gobbers enjoy barter and will not
ambush those who are willing to trade. The wild
bogrin are far more dangerous and prone to attacking
strangers without provocation.

RARE: Gobbers have a knack for alchemy and provide
good fortune to wizards who take them in as assistants.
OBSCURE: A knowledgeable wizard of 9th-level or
higher can create an enchanted human-sized robe from
three gobber ponchos for 1,000 gp which provides a +4
circumstance bonus to Hide and Move Silently checks. This
is commonly referred to as a robe of gobberkind.




Large Monstrous Humanoid

Saves: Fort +3, Ref +2, Will +3

Svecial Qualities: Darkvision 60 ft., scent k

he gorax is a distant cousin to the ogrun, though

more animal in instinct and habit. In appearance
they resemble some mad cross between an ogrun
: and a bear. These may be, in fact, the direct pre-
i cursors to the ogrun growing in number today, but unlike
their brainier (albeit barely) cousins, the gorax is a
breed on the decline. They have suffered in past
decades from being hunted for their young.

Up until recent years, beastmasters were
paying good coin for gorax pups, since
various armies were employing these
beasts as forward shock troops. “Send
in the graxies!” was a call often heard
on battlefields. During these times, the
beasts perished in the thousands. Those
that survived the battle were often put

down regardless. Once they had the
taste of blood during the heat of
battle, they were all the more dif-
ficult to control, and it was often
more feasible to start training

a new lot. However, the cost of

feeding them and their feral natures
made this a passing frenzy in time,
and it is becoming more and more

rare to see gorax in captivity anymore.
Still, they are hunted and captured
in smaller numbers. A popu- :

lar trend in the past fifty years
throughout the larger cities—_'—-:fsrri—
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~ as these roaring, slavering brutes tore each other apart for the

marily in underground circles—is gorax pit fighting, I witnessed
~such an event not so long ago, and to see money changing hands

(I Hit Dice: 3d8+6 (19 kp) Abilities: Str 18, Dex 8, Con 14,
il Tnitiative: +3 Int 5, Wis 10, Cha 5
* 11s Speed: 40 ft. (8 squares) Skills: Listen +2, Spot +2
Y AC: 13 (-1 size, -1 Dex, +5 natural), Feats: Improved Initiative, Run
touch 8, flat-footed 13 Environment: Any land or underoround
Base Attack /Grapple: +3/+11 Organization: Solitary, pair, or pack (3—6)
Attack: Claw +6 melee (1d6+4) Challenge Rating: 2 ;
Full Attack: 2 claws +6 melee (1d64+4) and Alignment: Usually neutral evil
{ bite +1 melee (1d8+2) Advancement: 4-9 HD (Large)
£ Space / Reach: 10ft./10ft. Level Adjustment:  —

entertainment of the masses produced a sinking feeling in my
stomach. I don't know why I feel a certain sense of pity for these
beasts—perhaps it is because, in my opinion, they are so much
more animal than monster. Just recently these battling creatures
have become common fare in the Corvis Arena (I thought I
saw some councilors and other notables frequenting the
pit fighting dens!).
All in all, today these creatures
are rarely captured (unless for
the aforementioned pit fights).
Instead, they are simply exter-

/.

7 minated when they cross into
p lﬁ"mx !

human territory, which may be
for the best since whenever this
happens the results are generally
ugly. Gorax are meat-eaters most
definitely, and man can often be
found near the top of the menu.
One last interesting fact
for this entry; “like stink on a
grax” is a well-known phrase,
but it may surprise anyone not
in the know that the distinct
smell of a gorax is not just from
its sweat—and whatever other
odors it’s been rolling in—but from
its saliva. For men, saliva is merely a
. digestive aid—and sometimes a
3 disgusting missile of indigna-
tion for those of lesser breed-
ing—but for the gorax, saliva is a distinctive marker that is used .
for two primary reasons. One, in a pack environment, gorax :

spit on their food in order to claim it from other members of

82 &=




Qorax

the pack. And the other reason is for attracting mates. During Tre asure
the mating season, the female gorax produces as much as seven There will always be at least 1d4 gems of varying worth and

times the amount of normal saliva, drooling constantly. Not other shiny objects scattered about the gorax’s filthy lair.
a particularly endearing quality to us, to be sure, but it drives

gorax males simply wild—or

shall I say, wilder. HOOKS

* During a

venture into the
underground of
a large city, the
PCs somehow
find some among
them—or all of

them—seized and

tossed into a deep
pit. A crowd gathers
around, looking
on and jeering,
as a gate in the
opposite wall
rises up and a
gorax (or two or
three) comes rush-
ing at them with
bloodlust in its
yellow eyes. Coins
start getting tossed
back and forth above.
The fight is on!
* A flustered farming com-

— 2 munity has had the ill pleasure
ComBat = ‘ e o of a pack of voracious gorax set-

Gorax will attack anything that they perceive as tling in the woods above their fields.
prey or a threat. Only the promise of sparkling shiny objects can The pack has already dragged off a few villagers, and
throw them off a kill... sometimes. the beasts are just too formidable for the farmers to fend off

with their sundry assortment of picks and firebrands. They'll

Lejel’lDS g/ Lore scrap together what coin they can if the PCs would be so good

2 : =~ : enough as to rid them of this flesh-hungry nuisance.
. COMMON: The gorax is a primitive cousin of the ogrun.

UNCOMMON: Gorax collect shiny trinkets, which the male
: gorax uses to court females.

RARE: Young gorax can be tamed and trained, but few remain 2(‘/7%;;‘?% m

in such service today. They have a tendency to go berserk under

pressure—there is a 5% chance that when a gorax has lost half Z (ﬁ @Q/MW

its hit points it will go mad and attack the closest living target.

down a handful of C(‘)in%rr oth-e-;"shiny objects and flee. If
the gorax fails a Wiu save.(DC 8), t}je “shinies” will make the ! ; \x (74_7Z/ m
creature lose interest] in atf:icking (if’ temporarily). If engaged in (it et ko : A

combat or protecting"cubs, this ';aétic will be completely useless

N ;;pef the gorax will ﬁght ‘ﬁ-r-i-t'il'aéath
420

OBSCURE: Anyone who meets a gorax is advised to throw {D ’2‘19 W
Lo ' ar. cerfal / 44(74{?’04;74’/1

1
3
1
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Colossal Magical Beast Saves: Fort +31, Ref +25 Will +15
Hit Dice: 35d10+350 (542 bp) Abilities: Str 40, Dex 18, Con 30,
Initiative: +38 ’ Int 8, Wis 10, Cha 18
Speed: 20 ft. (4 squares), burrow 20 ft. climb Skills: Climb +24, Listen +12, Search +12,
20 ft,.swim 20 ft. ) Spot +16
AGC; 36 (=8 size, +4 Dex, +30 nuzuml) Feats: Awesome Blow, Blind-Fight, Combat
touch 6, flat-footed 32 Reflexces, Great Fortitude, Improved Bull
Base Attack / Grapple: +35/466 Rush, Improved Critical (bite), Improved
Attack: _Bite +42 melee (646+15/19-20) or Tnitiative Improved Natural Attack (bite),
slam +42 melee (2d8+15) Iron Will, Liohtning Reflexes, Multiattack,
Full Attack: Bite +42 melee (6d6+15 l 9— 20) ] DPower Attack
and tail slap +40 melee (4d6+22): or Environment: Any land and underoround
(4,758 slam +42 melee (2d8+15) Organization: Solitary
Space /Reach; 80 ft./30 ft. Challenge Rating: 45
Special Attacks: Corrosive sludse, crush 646+22, earth- Alionment: Always neutral
quake,_improved orab, swallow whole, tail Advancement: 36+ HD (Colossal)
sweep 4d6+ 15, trample 2d8+22 Level Adjustment: —

Svecial Qualities:

Damage reduction 15 /epic, darkvision

60 ft., friohtful presence, low-lioht vision,

scent, SZJEZZ resistance 30, tremorsense

here are some things in this world with which you

simply don't trifle. They trifle with you, and when

they do you are at their complete mercy. The leg-

endary gorgandur is one such creature. There are
only four of these beings rumored to be in existence, and for
that I am quite thankful. We've also seen a marked decrease in
their activity over recent decades, which is something else to
be thankful for. 7

Records of these beasts go back hundreds of ‘

years, and there are several legends that lay claim
to them. The ancient Menites wrote of them
in the Olknurizon, calling them the gorma-
laine; they were said to be a punishment
left here on Caen for us by Menoth.
The legends that seem the more per-
vasive, however, are that these beasts \‘\
are the whelps of the Devourer 1 ",,
Waurm and follow its example, ‘
spreading chaos and destruction
wherever they may. From what I
have heard from re'fmrts, these crea-
tures do not go out of their ;iy to
seek out victims, but do ndtf

A e S B e B e L P (T e

?% enou_!gh to raise their ire.
& b

If you'e breathing, then you've probably never witnessed
a gorgandur in person, though I have had the opportunity to
speak to one or two rare survivors. They are colossal serpents
that dwell deep in the earth (near subterranean warm pockets in
volcanic areas, | believe). Every few decades they wake from their
slumber and unleash themselves upon the world to cause wide-
spread destruction and eat the inhabitants
and livestock of several towns while
they're at it. I've never heard tell of
® one of these beasts being slain, nor
could I even imagine one.

Comsat

When a gorgandur engages
in combat it attempts to kill
and then eat everything, and
that is generally what it does. It
will attack first with a blast of
corrosive sludge, then it will
set to smashing everything to
pieces. Should some force manage
to do critical damage to the gorgandur, it
would flee back from whence it came.
= Corrosive Sludge (Ex): 100 ft.
cone, damage 45d12 acid, Reflex
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DC 37 half. The save DC 3
is Constitution-based.
The gorgandur can
use this attack once
every 1d6+1 rounds.
Crush (Ex): Area
80 ft. by 80 ft. Large
or smaller opponents
take 6d6+22 points of
bludgeoning damage, and
must succeed at a DC 37

Reflex save or be pinned;
grapple bonus +66. The

save DC 1s Constitution-

based. For more details, see
the description of the Crush
special attack in the intro-
ductory section on dragons
in the MM.

Earthquake (Su): By slamming itself down upon the ground
as hard as can be, a gorgandur can cause an earthquake. This is
in all ways like earthquake cast at 20th-level, except that any fissures
opened do not close, as the effects are permanent.

Frightful Presence (Ex): Gorgandur produce a constant low
rumbling that inspire terror in all creatures within a 300 foot
radius of the beast. Creatures of § or fewer HD become fright-
ened for 6d6 rounds, creatures with 6 to 10 HD are panicked for
6d6 rounds, and creatures with 11 to 15 HD are shaken for 6d6
rounds. Creatures with more than 15 HD are not affected by the
gorgandur’s frightful presence. Will DC 31 negates. The save DC
is Charisma-based.

Improved Grab (Ex): To use this ability, a gorgandur must
hit with its bite attack. It can then attempt to start a grapple as a
free action without provoking an attack of opportunity.

Swallow Whole (Ex): With a successful grapple check, a
gorgandur can swallow any Huge or smaller creature that it has
already grabbed. Once swallowed, creatures suffer 6d6+15 crush-
ing damage plus 2d6 acid damage per round. Swallowed creatures
can attempt to hack their way out by inflicting 50 points of
damage to the gizzard (AC 20). Muscular action quickly seals
this hole, so each victim must free himself.

Because of its extremely large gullet, a gorgandur can swal-
low two Huge, four Large, eight Medium, 16 Small, 32 Tiny, 64
Diminutive, and 128 Fine opponents. ‘

Tail Sweep (Ex): 50-foot-radius half-circle; damage 4d6+15;
Reflex DC 37 half. The saye DC is Constitution-based. For more
details, see the descri'ptidn'of t@f il Sweep special attack in the
introductory sectiorip: on 'ar;:_\gons in §1€ MM.

Trample: Reflext half DC 42. Phe save DC is Strength-based.

Tremorsense (Ex):-é“_ gorgydg; can sense the location of
ja)ything in contact with the éround within 300 feet.

o

Eis 85—

Skills: Gorgandur have a +4 racial bonus to Spot
: checks and a +8 racial bonus on
Climb checks. The gorgandur can
always choose to take 10 on a Climb
check, even if rushed or threatened.
Gorgandur also have a +8 racial bonus
N on any Swim check to per-
he form some special action
or avoid a hazard. They can
always choose to take 10 on a Swim
check, even if distracted
or endangered. A gorgan-
dur can also use the run
action while swimming,
provided it swims in a
straight line.

Treasure

If you see a gorgandur and you get away from it with your
life, consider that treasure enough. There is, however, a strange tale

of a survivor who claimed the fallen tooth of a gorgandur. Several
wealthy collectors offered him a king’s bounty for it, but the indi-
vidual, a hunter by trade, kept the tooth as an eccentric artifact.

Lmenns & Lore

CcO N: Ancient legends tell of colossal serpents that live in
the earth, venturing forth rarely and with destructive consequences.
UNCOMMON: These beasts are called gorgandur, and there
are thought to be four of them in existence. Legend also says
that these beasts are nigh immortal, as no legend exists of one

ever being slain or dying off.

RARE: The underground lairs of two of gorgandur are known
by a few gifted trackers—one is hidden beneath the Cardare
Mountains, and the other within the Glass Peaks.

OBSCURE: It is true that the attacks of these serpents have all
but ceased for the past several decades—40 years in fact. The

reason is that all four of these creatures are spawning. Soon

each will release about a dozen young (approximately 10 HD)

upon an unsuspecting world.

Hooks <

A serpent—worshipping Devourer sect has Iocated one Of the

gorgandur’s lairs, and they have begun preparations to awaken the

thing. The ghastly Titual requires the blood of several dozen virgin

2P R

sacrifices as well as collgcting several forgotten ancient artifacts. It’s
a tall brder, but this sect is, powerful enough that it just might do
it. THe PCs are called in to ‘stop-them. The catch is that, should

the'sect ewaken the bé;_ist, they’H nat only have it, but its clutch of-"-

out the countryside artd eating

.

i
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about a dozen young rampagi
everything in sight.
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Tiny Fey (Grymkin)

. e

Abilities: Str 2. Dex 15, Con 10,

Hit Dice: 1/2d6 (1 hp) Int 10 Wis 11, Cha 8
Initiative: +2 Skills: Balance +5, Climb +7% Craft (junk
Speed: 20 ft. (4 squares) metal) +4, Disable Device +10, Hide +13,
AC: 14 (42 size, +2 Dex), Jump +1, Listen +7, Move Silently +5,
: touch 14, flat-footed 12 Open Lock +5, Spot +5
_Base Attack /Grapple: +0/-12 Feats: Ability Focus (Device Meroe, Glitch)®,
Attack: Bite —2 melee (1d2—4) or Alertness
shortspear +4 ranged (1d3—4) Environment: Urban
Full Attack: Bite =2 melee (1d2—4) or shortspear —2 melee Organization: . Gang (2—5), pack (6=20), or
b9 - (1d3—4) or shortspear +4 ranged (1d3—4) horde (21=50)
Space /Reach: 2%/0# Challenge Rating: Y
Special Attacks: Glitch ; Alignment: Always chaotic neutral
Special Qualities: Darkvision 90 ft., device meroe, low-lioht Advancement: =2 HD (Tiny)
__vision, natural invisibility Level Adjustment: —

Fort +0, Ref +4, Will +2

Saves:

eviled by mechanics, engineers, and priests of

Cyriss, gremlins are the bane of steamwork, clock-

work, and other complicated metal devices. Not

only are gremlins infamous for making constructs
such as steamjacks malfunction, they are also noted for the

often cruel mischief they visit upon others.

In my efforts to uncover more information about these
roundly despised grymkin, I made provision to accompany
Aliss Holm, one of Corvis’s six expert exgremlinators, on one
of her routine visits to Engines East.

Within the industrious facility, I noted the presence of
a number of domestic felines that I assumed were present
to keep the number of rats down. Aliss informed me that
not only do they keep the rats under control, but they also
serve the same purpose as regards gremlins. Cats hate grem-
lins and hunt them in preference to other prey. For their
part, gremlins fear cats and will not attack one unless they
outnumber it at least three to one. Should an establishment’s
cats evince unease or start to disappear, it 1s usu-
ally a clear indicator that the gremlins
are on the rise.

Aliss presented me with
~ the corpse of a recently
killed gremlin for study Fot .
the subject of such Ioathin &

proportionately large round

d bafanced p ‘cariously atop a

scrawny neck, a rotund potbelly, and short spindly limbs end-
ing in oversized hands and feet. Its hairless pale gray skin was
slightly metallic, its head dominated by a large needle-toothed
mouth, two tiny silver eyes, a pair of extremely long pointed
ears, and a complete lack of apparent nose.

Far from being defenseless, gremlins scavenge and utilize
discarded scraps of metal to create various gadgets. They favor
miniature spears for use as weapons, basic levers, and even
crude lockpicks, bind springs to their feet to aid in jumping,
and create grappling hooks, caltrops, and other sundry devices
out of old wire, nails, and cogs.

Gremlins reproduce in bizarre manner, by physically
merging with an appropriate and fully operational device,
oftentimes ruining it in the process. At the end of a week
thus merged, a new gremlin is born, and both parent and
duplicate emerge from the device. Particularly large devices,
such as those used in factories, may be plagued by a num-
ber of merged gremlins, leading to continual malfunction
and eventual collapse. It is of no comfort to the engineers
of the kingdoms that grem-

lins do not merge with inert
or broken down machinery,
. and the engineers’ irritation
is further aggravated by the
fact that merged gremlins are
best removed by a skilled (and expen-

sive) exgremlinator utilizing the appropri-
ate paraphernalia.
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Comsgat

While not particularly violent, gremlins do
enjoy tormenting other beings by making devices malfunction

at inopportune moments, sneaking up and prodding them

with spears before fleeing, leaving caltrops on seats, and so on.
When faced with any serious threat, they prefer to flee.

Glitch (Su): A gremlin may cause a brief malfunction in a
single complex device such as a steampress or crossbow. Simple
items like swords cannot be affected. Nonmagical, unattended
items automatically malfunction, while magical or attended
items must make a Fortitude save (DC 11) to avoid malfunc-
tion. The save DC is Charisma-based. If the check succeeds,
that device cannot be affected by any gremlin’s

glitch power for a day. Once
a gremlin uses glitch, it
cannot use it again for
1d4 rounds.

Device Merge
(Su): Once per
month, a grem-
lin may physi-
cally merge with a
mechanikal
device. A
magical or
attended

<

device can
make a Fortitude save
(DC I1) to resist the merge.
The save DC is Charisma-
based. Once merged, the

gremlin can use its glitch

power on the device at

will, and also absorbs some

of the elements of the device, compromising its integrity; the

device’s hardness is reduced by I per week, and its hit points are

reduced by I per day. This is a gremlin’s means of procreation.
Natural Invisibility (Su): A gremlin may become invisible
as a standard action, although it does not remain invisible if it
attacks. A gremlin’s invisibility does not affect cats.
Skills: Gremlins have a +8 racial bonus to Disable Device
checks and a +4 racial bonus to Climb and Listen checks and a
+10 racial bonus to Jump. Gremlin use their Dexterity modifier

for Climb checks.

—
. %

/—f/ N
Treasuré. )
Gremlins are not known tj:?jlire and hoard material pos-

ssions, beyond thd&e__worthless ftems they craft out of scraps

% C_jfj metal, discarded nails, and other industrial detritus.

G
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LeﬁenDs &
Lore

COMMON: Cats and gremlins loathe each other,
and cats can even see invisible gremlins.
UNCOMMON: Gremlins are nocturnal;
they can operate during the daylight hours,

but find it uncomfortable.
RARE: Arcane spellcasters have been known
to acquire gremlin familiars. If such an indi-
vidual calls for a familiar in

an appropriate location, a3
and is of at least Sth-
level, a gremlin

may answer the call at the
DM'’s discretion.
OBSCURE: Cyriss bears a par-
ticular hatred for the monkey-
wrenching grymkin and grants
her clerics the ability to turn
unmerged gremlins, as other
clerics turn undead.

Hooks

Rumors abound that rival engineers and factories some-
times attempt to sabotage each other’s work by introducing
gremlins onto the premises. The characters could be employed
to covertly drop one or two gremlins into a factory, or prevent
such sabotage. ——

T




Gristle

Medium Fey (Grymkin)

Medium Fey (Grymkin)

_Hit Dice: 7d64-21 (45 hp) Hit Dice: 6d6+12 (33 hp) .

Initiative: +0 Initiative: +2

Speed: 40 ft. (8 squares) Speed: 40 ft. (8 squares)

AC: 14 (+4 natural), touch 10, flat-footed AC: 14 (42 Dex, +2 natural), touch 12,

_Base Attack /Grapple: +3/+7 flat-footed 12

Attack: Slam +7 melee (1d6+4) Base Attack / Grapple: +3/4+5

Full Attack: 2 slams +7 melee (1d6+4) and Attack: Attack: Bite +6_melee (0 plus orapple)
bite +2 melee (1d8+2) Full Attack: Bite +6 melee (0 plus grapple)

Space /Reach: S/ ft, Space /Reach: Sft/5ft.

Special Attacks: Fear awra, improved grab, swallow whole Special Attacks: Constrict 1d6+2, fear aura,

Darkvision 90 ft.. low-=lioht vision,

improved gmb, puppeteer

| Qualities:

regeneration 3, scent, spell resistance 17

Special Qualities: Darkvision 90 ft.. low-lioht vision,

Saves: Tt +5, Ref +5, Wil +6 regeneration 5, spell resistance 17
Abilities: Str 19 Dex L1, Con 16, Saves: Fort +4, Ref +7, Will +8
Int 12 Wis 13, Cha 12 Abilities: Str 15 Dex 15, Con 14,
Skills: Balance +6, Climb +9, Dispuise 46, Int 14, Wis 13, Cha 12
Hide +10, Intimidate +10, Jump +16, Skills: Balance +13, Climb +6, Disouise +6,
Listen +11, Move Silently +10, Spot Hide +11, Intimidate +10, Jump +17,
+11, Tumble +7 Listen +5, Move Silently +11. Spot +6,
Feats: Alertness, Dodge, Power Attack Tumble +13
Environment: Any non-aquatic Feats: Dodoe, Iron WillB, Mobility, Weapon
Oroanization: Unique pair (always appears wztb F ay) ) o Focus (bite)
Challenge Rating: 6 Environment: Any non-aquatic ;
Alionment: Chaotic evil Oroanization; Unique pair (always appears with Gristle)
Advancement: — Challenge Rating: 6
Level Adjustment: — Alignment: Chaotic evil
Advancement: —

Level Adjustment:

easants the kingdoms over hold chilling tales of the
doings;f wicked grymkin. Although the jaded and

more sophisticated among us may scoff at many such

tales as the fancies of superstition, my investigations

and studies have shown that even the most outrageous stories

often contain a kernel of truth—or in a rare few cases a ter-

rifyingly accurate portrayal. Such tales, spun around campfires

and hearths to scare both children and adults, often recount

- the foul depredanons of a pair of grymkin known only as

‘Gristle and Flay. I have found these tales to be but shallow rep-
resentations of the true horr
I have recorded tales th

as diverse as the mountat

Of these legendary ﬁends

otpaths of Rhul, crossroads in

e Protectorate of Menot}f‘ and even shadowed byways in the
els of the Corvis Undercity. It seems the wretched pair

lace these monsters in locations

know no boundaries, though why they range so far remains
a mystery. Similarly, their aims remain unknown, beyond the
obvious relish with which they inflict pain and suffering upon
those unfortunate enough to attract their attentions.

It was upon my return journey to Corvis, following my
successful expedition to uncover more knowledge on the bridge
trolls of Merywyn that I discovered the tales of Gristle and
Flay to be all too much a reality.

A mere three days’ ride outside Corvis, the merchant’s cara-
van with which I was traveling was set to camp for the night,
as dusk was gathering. Guards were set, a camplfire started,
and I made ready to settle in for the evening. It was then that
Jalif Yale, our merchant host, spotted a hulking cloaked figure,
deep within the shadows at the edge of the campfire’s light.
The alarm was quickly raised, and a challenge issued; the figure




merely stalked forward into view, seemingly unconcerned. What
I saw then made my stomach knot and my blood turn to ice.

The cloak was thrown off to reveal a nightmarish creature,
a naked, inhumanly muscular and hairless man, his face a gro-
tesque mask of insane amusement, his mouth far too broad,
full of far too many teeth. His skin was crawling with dis-
turbing tattoos that writhed and twisted, and as we watched in
stunned horror, his skin peeled away from his body wetly, to
stand on its own, hollow and smiling. The camp immediately
became a confusion of screaming panic, as guards and travel-
ers alike fled in blind terror. The guard next to me became
hysterical, and it was all I could do to prevent him from run-
ning and hopefully defend him from Gristle and Flay, should
they choose to attack. As I watched helplessly, the grymkin
began to hunt my fellow, W, bra

Flay moved with thé hornfymgly swift and jerky motions
of a marionette, le:ipmg tpon a gudrd and “swallowing” her, his
skin fitting over hett fear—wracl;:y)’bdy like a glove. The ghastly

; (-?eahzamn that she winagill &

Tlooked into her horrified eyes. Sickeningly, as Flay began to

irely aware occurred to me when

move, he began to make her move in step with him. Gristle
clutched a struggling merchant in his skinless fists, his twisted
grin growing broader as Flay cavorted closer, still fitted like a
sheath around the female guard. Flay reached down with the
guard’s hand and retrieved a dagger dropped in the panic, and
then began to slowly cut up the merchant bound in Gristle’s
iron grasp. The guard, aware of the horror she was inflicting
from within Flay, wailed piteously, her cries drowned out only
by the agonized screams of the merchant. When the merchant
was close to death, Gristle’s broad mouth opened impossibly
wide, swallowing the mewling unfortunate, the fiend’s stom-
ach stretching to accommodate a meal little smaller than its
devourer. The merchant’s weakly twitching form could be seen
in horrifying. silhotiette through the skinless flesh of Gristle’s
stomach. Flay began to constrict around the form of his unwill-

ing puppet, crushmg sh and bone until the female guard’s

Whunpers ceased. With a furch, he then peeled free from her
rumed form, and the horrific patii danced gleefully back into

the darkness beyond the/ca(iqp_/

My travels have b-rought me into contact with many beast .
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themselves into my mind with such brutal clarity.

Rich(and poor, young and old, those alone and those in
\numbers,.have all been the victims of Gristle and Flay’s night-
mansh aétacks, the only common link being that of one or
more survivors left to tell the tale.

Gristle and Flay can be cunning or bold, depending on
their capricious whims. They have been known to appear sud-
denly and dramatically, ambush or stalk victims patiently, and
even disguise themselves to move amid the unsuspecting, Flay
covering Gristle, the two concealed beneath cloak or robe and
cowl or hat.

As soon as they attack, they incapacitate those weak of will
with their horrific countenances, rendering their unfortunate
prey more easily dealt with. The duo prefers to toy with their
victims, wringing every ounce of terror, pain, and misery they
are capable of—seldom is anyone killed outright.

Due to the corpse-like appearance of the pair, it is not
unknown for clerics to mistakenly attempt to try and turn
them, a mistake that often proves to be the unfortunate
cleric’s last.

ristLe

Gristle is the more brutish of the two grymkin and has
been known to pummel and bite victims into submission,
before swallowing them whole, torturing them, or grabbing and
presenting them to Flay for a period of shared torment.

Fear Aura (Su): Gristle emanates an aura of revulsion.
Creatures of less than 5 HD in a 60-foot radius that look at
Gristle must succeed at a Will save DC 14 or suffer from the
effects of fear for 10 rounds. The save DC is Charisma-based.

Improved Grab (Ex): To use this ability, Gristle must hit
with a slam attack.

Swallow Whole (Ex): With a successful grapple check,
Gristle is capable of comfortably swallowing Medium or

- smaller opponents that he has grabbed. Once swallowed, the
creature suffers 1d8+2 crushing damage plus S acid damage

FLay

Flay displays far more creativity and finesse in his applica-
tion of fear and suffering than does Gristle. His decisions usu-
ally lead the pair.

His favored attack is to swallow and engulf a victim (a bite
attack using improved grab), fitting tightly around him like a
second skin, controlling all his actions (using puppeteer), forc-
ing him to perform terrible deeds while he remains completely
aware of everything he is forced to do while within Flay. His
fun over, Flay then constricts around his victim, crushing him
to death. He will not engulf victims 1n spiked armor, lest he
damage himself.

Constrict (Ex): Flay deals 1d6+2 points of damage with a
successful grapple check.

Fear Aura (Su): Flay emanates an aura of chilling fear.
Creatures of less than 5 HD in a 60-foot radius that look at
Flay must succeed at a Will save DC 14 or suffer from the
effects of fear for 10 rounds. The save DC is Charisma-based.

Improved Grab (Ex): To use this ability, Flay must hit a
Medium or smaller opponent with its bite attack. It can then
attempt to start a grapple as a free action without provoking
an attack of opportunity. If it wins the grapple check, it estab-
lishes a hold and can constrict.

Puppeteer (Su): Any victim successfully ensheathed by
Flay with improved grab must make a Will Save DC 14 or be
subject to the effect of the dominate person spell. The effect
lasts as long as Flay remains wrapped around the victim. The
save DC is Charisma-based.

Regeneration (Ex): Fire and holy or blessed weapons and
water deal normal damage to Flay. He can regrow a lost limb
or body part in 3d6 minutes, or he can reattach a severed
limb instantly.

Treasure

Gristle and Flay have never shown any interest in acquiring
or carrying possessions of any kind, beyond any garb they tem-
porarily disguise themselves with.

(ot

er round. Provided it has the means, the creature may cut its N
£ ) EegenDs &ilLorGits

way out by doing 10 points of damage to the gizzard (AC
- 12). The hole is closed up after the creature exits; any other
: swaﬂowed victims must cut their own way out. Gristle can
. o swaHow one Medium, two Small, (36; Tiny, eight D1m1nut1”ve,
o; sixteen Fine or smaller opponents

hdlpbr blessed weapons and

. He can regrow a lost

Regeneration (Ex):

he can reattach a severed

COMMON: Gristle and Flay are two legendi'}ry grymkin,

2 Gristle jbeing skinless, Flay being Gristle’s t;ittooed and inde{-
g_e/ t skin. Tales of the hideous depredatrdns of the two a.re
“~.common in all lands. Gristle and Flay only ever att:rck at mg?t
and vanish at the break of dawn. =
UNCOMMON: Anyth1ng/e;1c1rcled by an unbroken rmg of
holy water is safe from theigagmcks Slmdarly, Gristle and Flay
cannot enter hallowed ground.

pen




RARE: Gristle and Flay can be destroyed by fire and weapons
and water blessed and made holy, but they always reform a year
and a day after being destroyed, in some remote, seemingly
random locale.

OBSCURE: Legends have it that Gristle and Flay are but two
of three grymkin brothers, the other being Spinal, a skeleton-

like grymkin. How Spinal came to be banished or separated

from Gristle and Flay is lost to the mists of time, but rumors
have it that the pair still seek their absent brother.

Hooks

Recently, rumors abound that Gristle and Flay have been
sighted in the labyrinthine depths of the Corvis Undercity, but
as of yet, the grymkin have not attacked anyone. What might
they be doing or looking for, and why have they not attacked?
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Huge Giant Saves: TFort+19, Ref +8, Will +14

Hit Dice: 2048+140 (230 hp) Abilities: Str 39, Dex 15, Con 24,
Tnitiative: +6 Int 17 Wis 22 Cha 16
Speed: 50 ft. (10 squares) Skills: Diplomacy +17, Intimidate +14,
Armor Class: 26 (=2 size. +2 Dex, +7 natural, +9 Listen +33, Search +36,
: +2 half-plate), touch 10, flat-footed 24 ) Sense Motive +35. Spot +39
Base Attack / Grapple: +15/4+37 Feats: Alertness, Combat Reflexes, Improved
Attack: Z +4 oreatsword +32 melee Critical (greatsword), Improved Initiative,
(6d6+25/17=20) B Tron Will Power Attack,
Full Attack: +4 greatsword +32/+27/+22 mel B Weapon Focus (preatsword)
(6d6+25/17-20) Environment: Special
Space /Reach: 15 ft./15 ft. - Organization: Unique
Special Attacks: Hypnotic stare, spell-like abilities ) Challenge Rating: 20
Special Qualities: All-around vision, damage reduction 10/ Alignment: Lawful neutral
serricsteel, darkvision 60 ft., low-light Advancement: By character class
vision, spell resistance 26 o Level Adjustment; —
4 came across this creature but once, many years ago while I assured him I did not.
. prospecting high in the mountains of Rhul. A fearsome “Ah, then that is sad,” said the giant, bowing his great
' 5 being it was, 20 feet tall and as broad as a tavern, with head. “But it is passing pleasant to have company. What fares
i ::‘: great three-fingered fists clutching a greatsword abroad in the world?”
: | taller than a ciola tree. Most striking of all was I expounded upon the kingdoms in great
! 1 its head, completely ringed with six dark eyes. detail, until long after the sun had set. Late in
:’ Upon 1ts palms there were also—amazing— the evening, curiosity overcame my manners,
1 ly—eyes. Quite passively it regarded me and I ventured to inquire about the nature
' as I approached, weapons sheathed and of the secret behind the doors.

hands held up in a gesture of peace.

“It is a power and a pos-
Behind the giant, carved into session far beyond your
the side of the mountain were two ken, small mortal,” the giant
enormous doors of stone, over- answered. “My master named me
grown with moss and covered Gorgolorbaramamiatt: ‘He who
with fine writing in a tongue I bars the gates of reason.” None
did not recognize. shall pass who bear not the
mark.”

That night I slept
under the watchful gaze

To my surprise, he greeted
me in the common speech of
Cygnar. The giant sat upon a
low block of stone before the

mysterious portal, and we con-

of the unblinking giant,

and when I awoke, T left

versed for some time. him to his long vigil,
“How long I have been here,

I do not know,” it‘told me. “But I

have seen the seasons change count-

promising to return one day.

1 have pondered long and hard about my
encounter with the giant, consulted tome after tome
less times. T am the keeper the
. way, the watcher and the Wafden thing about his name that strikes a chord. I know I have come

L you carry the mark that will across it in previous research, though where eludes me now. If 1

could but remember why it rings so familiarly. ..

with no mention of the doors. However, there is some-
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Comgat

The guardian giant

Lejenns & Lore
COMMON: None.

UNCOMMON: There’s a giant in the mountains of Rhul
guarding an ancient treasure.

RARE: The giant guards a door that has
long shut away a great evil.
OBSCURE: There are a handful
of Guardian Giants, each tasked
with securing an item or being of

wields a +4 greatsword.
He prefers to disarm,

subdue, or incapaci-

tate attackers. He will
fight to the death if

he is unable to prevent
interlopers from enter-

ing the portal by unimaginable power and pure evil.
Any giant failing would be dire,
but if all were to fail it is said

that a force

peaceful means.
All-around

Vision (Ex): *The six

eyes circling his head

more sinister

give the guardian giant than even the
a +10 bonus to Search
and Spot checks.

Due to his nature

Dragon King

would arise.

as a guardian,
he receives a +6
bonus to Sense
Motive checks.
He receives +4
bonus Listen
checks, and he
cannot be flanked.
Hypnotic
Stare (Sp): The
giant can hypno-
tize up to 3d10
HD of creatures

Hooks

* What

three times per lies behind ]
day as per the g - the door in the mountains? E :
spell hypnotism. Will A wealthy scholar wants to know and will pay anything to find o
save DC 14. The save DC is out if the rumors of a massive treasure hoard are true. A share &
_ Charisma-based. Caster level 20th. of the loot will go to the party if they are successful and speak E |
e Spell-like Abilities: At will—alarm, arcane lock, charm person of the mission to no one. _ )
: (DC 14), clairaudience/ clairvoyance, comprebend languages, dimensional * The Dwarves of Rhul have long known of the giant’s

anchor, identify, tongues; 3/ day—-dominate person (DC 18), false vision, ~ presence. They've heard of an expedition to open the door—

guards and wards (DC 19), mass suggestion (DC 19), passwall; 1 / and would like to prevent it; whatever’s behind that door ‘
day—mass charm monster (DC 21), teleport object. Save DCs 13 + should stay there if a beast of such power is its guardian. The
spell level. The save DC is Charisma-based. Caster level 20th. party must stop this investigation, but the dwarves fear it may

be too late. ..

TT€&SUI’€ y T b ard I warning. Woe betide those who seck to defeat me

Gorgolorbaramamxat_gt W1e1ds ]V[bxﬂbandumtk Terror of the Trolls, a ané{ enter this unbullowzd lace.” — The giant
+4 flaming burst greatsword, Swhich WouPd be valued at 108,700 gp. b Gotgolorbaramamiatt
t ) '
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Medium Undead

Abilities: Str 16. Dex 12, Con —,

Hit Dice: 4d12+3 (29 hp) Int 7 Wis 14, Cha 16
Tnitiative: +1 Skills: Hide 48, Listen +10,
Speed: 30 ft. (6 squares) ) Move Silently +8, Spot +10
AC: 18 (+1 Dex, +7 natural), Feats: Alertness®. Stealthy®. Toushness,
touch 11, flat-footed 17 B Weapon Focus (slam)

se Attack / Grapple: +2/+5 ; Environment: Any
Attack: Slam 6 melee (14643 plus energy drain) Organization: Solitary
Full Attack: 2 slams +6 melee (14643 plus energy drain) Challenge Rating: 6
Space /Reach: S ft/5ft. ) o Alignment: Always chaotic evil
Special Attacks: Consume organs, energy drain Advancement: 5—8 HD (Medium)
Special Qualities: Darkvision 60 ft., reawaken, undead traits Level Adjustment: _ —
Saves: Fort +1, Ref +2, Will +6

n the realm of Ord, in a dark, rough wood not too far

from the city of Five Fingers, I once encountered a cult
of worshipers known as the Cult of the Despoilers.
They are believed a horrid offshoot of the questionable
Cult of the Devourer Wurm, though my studies have uncov-
ered hints that it may in fact be a Devourer cult corrupted
by Thamar’s agents—which would explain their passion
for and powers of undeath, something usually absent from
most Devourer enclaves. This cult was responsible for many
depravities, but one that is still lurking about today is a breed
of restless dead known as the hollowed.

These unfortunates were victims captured by the cult and
tortured in a slow death. All of their internal organs were
removed and consumed in a ghastly ritual to the Devourer.
The victim, however, was never spared the agony of his pain
through death. Instead the victim would rise several days later
and begin a horrid existence of undeath in which its only pur-
pose and desire were to consume the whole organs of living
beings so that it-qx_night regain life.

When one encounters a hollowed, they will come face to
face with a shambling corpse, usually with fresh organs dripping
from various holes in the cadaver. Don't be fooled, however,
as these creatures are quite powerful for all of their decayed
appearance, and their touch alone can suck the life right out of
a man, so as to preserve the internal organs intact. They favor
% stalking their opponents or usmg guile where possible. They
can be quite tnc'ky, however, an expenenced traveler will know
that each hoﬂowed tends to stic
“once you find out what it i

Aside from the obvi"

pletes its entire set of organs in “one moon,” it will come
back to life. Secondly, it is said by the cult that these
reawakened creatures are faithfuls of the Devourer and carry
out the practice of its cult in true form—stalking their for-
mer friends and loved ones for consumption and posing as
living members of society. I've never seen this tested, but I
can only fathom the terror of such a creature returned to liv-
ing existence.

The second horrifying fact is that these creatures have
been encountered in all corners of the Iron Kingdoms—
which doesn’t really say so much about the terror of the
hollowed as it does about just how widespread the activities
of the Cult of the Despoilers had been. Of course, no one
really knows for sure what exactly happened to the cult. All
we see today are their horrid, walking dead creations, but
that doesn’t mean they’re not out there somewhere.

Comgsat

Hollowed have been known to use various techniques

in stalking their prey, most of them devious. Some will

lie still and motionless along the side of the road until
someone comes to inspect them, while others will shamble
about concealed under a cloak until they get close enough
to attack a victim. Whatever strategy it uses, it will only use
one, and this attack mode usually bears some sort of echo
of the creature’s former existence. In any case, when a hol-

lowed engages a creature in combat, it fights to the bitter
end, focusing entirely on its initial target. It will focus on
using its energy drain, so as to preserve the internal organs.
Energy Drain (Su): Living creatures struck by a hollowed’s
slam attack gain one negative level. This can be removed with a
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successful Fortitude save DC 15. The save DC is Charisma-
based. For each such negative level bestowed, the hollowed gains

AT

Consume Organs ( u) nce

S temporary hit points. y

victim is killed, the hol-
lowed rips open th¢'l chese cavity and begins consuming organs
whole. The creatun-{s jawﬂllmhinge Jike a snake’s and stretches

X 3
;Jaccommodate all organs. Theorder of consumption does

t matter; all organs rearrange themselves in the hollowed’s

body of their own accord. The creature consumes all major
organs found in the torso as well as the brain (but not the spi-
nal cord)At only consumes organs of a creature of its own race
(usua;!fy human), and e nly consumes intact organs.

lieawaken (Su): If the bgﬂowed is able to consume all
major organs within 24 hours, it\indergoes a transformation
back_éo\(unglife. Note that‘all organs consumed must be intact,
and multiple kills i_r-la‘y Pe necessary. Upon completion ‘the hol-

% 5
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...1't-he Wuﬂm gain levels a\ clerics in the worship of the Devourer  1d4 hours of death.
: _ >

Iowed's body transforms, the chest and stomach cavities closing  (though, they in truth draw their energies from Thamar). They

up and pale tight skin enshrouding the body. have access to the Chaos and Destruction domains.
The creature then becomes an intelligent undead that is Skills: Hollowed have a +4 racial bonus to their Hide and
_adark incarnation of its living self. Its Intelligence rises to Move Silently checks.

it_s\previ‘cius level =3 (or +5 to the existing Intelligence if its

pré‘}iads Intelligence is unknown), and the creature regains the
use of all skills (at half their value) and feats it knew (or +20 TI'€E[SUI'€
skill points and +3 feats, if previous unknown). Its memory Hollowed do not actively seck new valuables, although

returns, largely intact, however it regains none they may possess any number or type of items from their

of its previous emotional self (and can't previous existence. They are sometimes found to pos-

remember anything about it); thus no sess cult artifacts such as hunger stones or manuals of
alignment damnable corpulence.

change (it 7 W N L oW\ Hunger Stone: These are small stones usu-

stays chaotic ally hung from a chain about the neck that have

£
7 AT A

evil). The small gaping mouths sculpted all about them
creature and which bear a tainted holy symbol
then lives of the Devourer Wurm. Anyone
only to tor- who dons one of these items or
ture those has it placed on their person
it knew must immediately make a
in life Will save (DC 19) or be
and con- overcome with insatiable
sume the hunger, eating until
flesh of its they vomit, then
own kind. eating some
more for
days on
end.
Extraordinary This
and supernatu- aspect
ral class abili- of the
stone

ties (including
is an

spell-casting)

are not returned. Enchantment (com-

It never reverts to pulsion) effect; creatures

immune to such effects

its earlier hollowed
are not affected by it.

form, however if it

is destroyed in com- However, all creatures that

bat, its innards burst wear the item are subject

to its emaciating effect;

forth upon the ground

the bearer suf{fer’s'i point of
Constitution drain pel}l day (Fortitude \'\

DC 19 negates) as the stone sucks his Jife ~an
essence. The Enchantment aspect of the

in a gooey, black mess.

Most make an attempt to

return to their previous life if possible,

where they pose as living creatures htdden

e
in society. If the death was widely known or SR stone convinces them that this wasting away is 2
witnessed, they will either stalk thejr fpfmer fam- a result of not eating, and they will be unwilling to remove "._f_
ily and acquaintances f{o-rfn—til?ﬁmdb'{ivs Or move on to set up the item; those who are inimurie to the Enchantment aspect

shop elsewhere. Reg:mfdless of how: -‘though, absolutely all will or who save may simp'ly r@r_}_q_o_\(,e" the stone (if possible). The
return to stalk societyn\iiome way. }/irtually all reawakened of  bodies of those who die of this effect crumble to ash within




Manual of Damnable Corpulence: These mysterious
tomes are said to contain the secrets of creating a hollowed,
as well as even stranger creatures. It preaches at great length
on the hunger of the Wurm, and it contains the formulae for
many of the cult’s rituals and even the secrets to invoking some
of the Devourer’s own magic. They are exceedingly rare and
usually only in the possession of a Spoliate (high priest, 12th-
level or higher).

ﬁenDs & Lore
COM

ON: The hollowed are risen dead, created by a chaotic
and ancient cult.
UNCOMMON: They are progeny of the Cult of the
Despoilers, which is rumored to still be active even today.
RARE: Once a hollowed completes its set of organs, it under-
goes a transformation into a more advanced and insidious form
of creature.
OBSCURE: The cult believes that the hollowed are the physi-
cal connections of the Devourer to Caen and that all of their
grisly meals are not filling their own bellies, but rather its. In
truth, their destructive undead energies are being harnessed by
Thamar, though to what end is anyone’s guess.

THe CuLt

The cults of the Devourer Wurm are as mysterious and
varied as they come, but this in turn reflects the nature of the
Wurm itself. It is a being of nature and chaos that few under-
stand, but which some do worship and others draw power
from. The hollowed is the product of but one aspect of the
cult (one that emphasizes the all—consuming/ anti-civilization
aspect), although Thamar’s corruption is what truly makes

beings such as the hoﬂowed POSSibI&

Hooks

Sects of the Despoilers’ cult can be found in all parts
of the realms, although they seem to be more common in
Khador. When discovered, local officials always seek to
have them wiped out, usually hiring adventurers for the job.
Unfortunately, many of these adventurers are never seen
again. .. at least not as they were known in life.
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improved hearing, low-light vision, scent™.

've spent many a journey traveling down the rivers of the

Iron Kingdoms, and I've seen many things that would

send the weak of heart scurrying to land. The most

startling and perhaps most dangerous of such creatures
I encountered while sailing the Dragon’s Tongue aboard the
steamship Palaxis, captained by the great Halford Bray. His

e S O e e

ship was torn asunder from below by a dreaded hull grinder. I
was whisked ashore by a freak current, but the captain made a

stand with his ship that would have made even the legendary
Dirgenmast Captains of Ord give a stout salute.
Although I believe it to truly be an abnormal fish, the

beastly hull grinder sports quite a demonic visage. A massive

15 feet is typical of its length, although the more wizened

captains whisper of beasts as long as 30 feet. The hull grinder

which arc outwards, an unusual growth even in a species such

as this, making them ideal for ripping into large objects.
Above all else, the hull grinder hates being dis-
turbed, especially by noise. Steamboats traveling

a quiet river are at the absolute most risk,
although the hull grinder has been known

to attack other, seemingly silent, vessels.

Creatures screaming and splashing

about in the water are also, likewise,

in grave danger. 5

Comsat ¢

has jagged hooks and barbs all along its body, and massive jaws

Huge Magical Beast (Aquatic) Saves: Fort +11, Ref +11, Will +4
Hit Dice: 12410436 (102 bp) Abilities: Str 25, Dex 16, Con 16,
Initiative: I Int 5, Wis 10, Cha 9
Speed:  Swim 60 ft. (12 squares) Skills: Hide +4* Move Silently +7, Listen +15,
Armor Class: 20 (=2 size, +3 Dex, +9 natural), Spot +2. Survival +3, Swim +15
touch 11, flat-footed 17 Feats: Alertness, Improved Natural Attack (slam,
Base Attack / Grapple: +12/427 bite), Power Attack, Stealthy
Attack: Slam +17 melee (2d6+10) or Environment: Temperate and warm aquatic
bite +17 melee (3d6+10) Organization: Solitary
Full Attack: Slam 417 melee (2d6+10) or Challenge Rating: 8
bite +17 melee (3d6+10) Alignment: Always neutral
Space /Reach: 151t./10 ft. ) Advancement: 13—24 HD (Huge):
Special Attacks: Spinal scourge 4d6+ 14 ) o 25-36 HD (Garoantuan)
Special Qualities: Blindsense 120 ft., darkvision 60 ft., Level Adjustment: —

the vessel or creature passes overhead. It will then strike swiftly
with its spines or jaws. When attacking ships it focuses solely
on rupturing the hull of the ship from beneath, ignoring other
threats until they become immediate. While directly beneath
the ship, it is quite difficult to target from on deck.

Blindsight (Ex): The hull grinder can function at full
capacity in complete darkness through hearing, smell, and sen-
sitivity to vibrations in water.

Improved Hearing (Ex): When submerged, the hull

grinder can hear sounds at incredible distances, as far

as 2 miles in flowing water or S miles in still water.
Because of this sensitivity, all sound based
attacks deal double damage (a save for half,
if allowed, does only half damage) and
force an immediate retreat from the
creature. A hull grinder never
retreats, however, from its lair
and will defend it to the death.
They receive a +6 racial bonus to
Listen checks.
Spinal Scourge (Ex): A hull grinder
#” as a full round action may
move up to twice its speed
and scourge an opponent or object
with its spinal barbs. The hull grinder must
move at least 30 feet to make this special attack. Upon mak-
ing a successful slam attack under these circumstances the hull
grinder deals 4d6+14 points of damage.
Skills: Hull grinders have a +10 racial bonus to Listen

checks. They can also move through water at its swim speed




HulL Qrinner

without making Swim checks. They have a +8 racial bonus on
any Swim check to perform some special action or avoid a haz-
ard. They can always choose to take 10 on a Swim check, even
if’ distracted or endangered. Hull grinders can use the run action
while swimming, provided it swims in a straight line. *They also
have a +8 racial bonus to Hide in muddy or dark waters.

Treasure
The long barbs of the hull grinder are prized by sailors for

their durability, lightness, and the fact that they float if cast
with a wooden handle. These items have a hardness of 8 with
20 hp per inch of thickness. Blades crafted of them gain a +2
enhancement bonus to strike (but not damage) due to their
light weight and good balance. Similarly, items constructed
of them grant a +2 enhancement bonus to skill checks where
applicable. Raw unworked barbs typically sell for 10-20 gp.
Hull grinders keep no treasure, though sunken ships litter the

riverbeds near their lairs and may contain anything imaginable.

PN
Leﬁem)g- & Lore
COMMON: Hull é-r\inders hidyin/ muddy or dark water and
yays attack by surpfi‘se____
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UNCOMMON: They are very territorial, each defending a
regular area surrounding its lair.

RARE: They are sensitive to sound and can be scared off easily
by loud noises or avoided by “silent drifting” past known lairs.
OBSCURE: A hull grinder will remember the “voice” of an
engine that’s scared it off before and will avoid it unless provoked.

Hooks

* Legends speak of a hull grinder mating pool far up the
waters of the Black River. Clearly no sane captain would ever
venture there, however this is just what the ill-fated Captain
Elarus Monstroone did with the legendary Berklaire family
treasury aboard when fleeing fearless_Bir_aEes. Were anyone to

ever brave those dangerous waters, they just might discover
how much the old Berklaires of Corvis (since fallen into
ruin) were yvqrthz

. L_egenas also speak of a dread captain who pilots his
ghostly ship up and ddwn the waters of the Dragon’s Tongue
at nfght, searching in c?e&{ .for something that he could never
ﬁn\'d_ m life. None kgow just/\jvkﬂt this item is, but rumors A
persist that it lies in tth@ a hull grinder as old as the _ :
Dragon’s "I\E)n'gﬁe ifs@l\ﬁ‘j
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Medivm Vermin Saves: Fort +7, Ref +2 Will +2

Hit Dice: 8d8+S8 for husk (44 bp) plus Abilities: Str 10, Dex 10, Con 12,
1d8 for heart spider (4 hp) Int 6, Wis 10, Cha 6

Initiative: +0 Skills: Hide +3, Listen +3, Move Silently +3

Speed: 30 ft. (6 squares), fly 30 ft. (s00d) o Spot +2

Armor Class: 18 (+8 natural), touch 10, flat-footed 18 Feats; Weapon Focus (slam)

_Base Attack /Grapple: +6/+6 Environment: Any

Attack: Slam 47 melee (1d4) Oroanization; Solitary

Full Attack: 2 slams +7 melee (1d4) Challenge Rating: 4

Space /Reach: St/ ft. Alignment: Always neutral

Special Attacks: Husk spider swarm Advancement: 9—16_HD (Medium)

Special Qualities: Darkvision 60 ft., fire vulnerability, beart Level Adjustment: _ —

spz’der tremorsense 60 ft. vermin traits

encountered this abomination years ago on the road to

Fellig. My companions and I had made camp for the night

under the shelter of a small copse of trees. I had just spent

a few hours writing in my journal and was drifting off to
sleep when an alarm rang out throughout the camp.

Apparently, someone had stolen into the tent
shared by two of my companions, Horace and
Durant, and slain the sleeping Horace. Durant had
been returning to the tent to wake his tentmate
for watch duty when he found the body. Studying
the remains, I saw that the body was covered in
hundreds of small wounds that seemed to be
swollen with some kind of venom. There were
also numerous bruises, like Horace had been
viciously pummeled while being bitten by a
swarm of insects. Suddenly another alarm went
up on the edges of our camp. The culprit had
been found!

Investigating, my comrades and I =
saw what appeared to be a man walk-
ing with a shambling gait away from
our camp. We repeatedly told him
to stop, that we had numerous crossbows
trained on him, and that there was no escape. We
received no reaction. Losing patience, Durant drew his long-
blade and charged.

The “man” spun around, and what we saw shocked us
all. He was one of ‘the walking dead, or so we thought. His
desiccated, web-strewn boﬁd numerous spiders of all
sizes pouring from every @ ifice and crawling all about it.

Y Undeterred Durant hacked his sword into the side of the
 thi g: Itasounded as 1f he were trying to fell a small tree as

it thudded into the creature’s tough, dry flesh, and a horde
of crawling and flying spiders came bursting forth from the
thing’s body. The rest of us engaged it with whatever weapon
we had at hand and soon brought the thing down. As much as
it disgusted some of my companions, I had to know what this
thmg was. | grabbed my dagger and set to work.

It seemed that the body was merely a husk (hence the
. name); that it had been hollowed out and made the
7 home for a colony of spiders. Deep inside the chest
cavity I found a large cocoon of thick webbing. As
soon as I had pierced the outer coating of web-
bing, an enormous spider the size of a trollkin’s
hand exploded forth from the cocoon. I
quickly evaded its attack and put it down
% 3 with my blade.
; I speculate that this “heart spider” is
like a queen in a bechive for the husk, that
it gathers all of the other spiders (many
2 of different species) about it for protec-
tion. I shudder to think of how this
* thing came to be, as the husk appeared
‘ < to have been assembled and stitched

together by human hands.

Comsat

Besides pummeling with its relatively ineffective fists, the
husk’s first method of attack is to get close enough to its
victim to allow the myriad spiders that make up its “hive” to
swarm over its victim.

Heart Spider (Ex): The heart spider is identical to a small
monstrous spider, except it has a nonpoisonous bite (1d4-2)

and the Hive Intelligence special ability. The heart spider




lairs within and animates the corpse of a Medium humanoid
creature. The myriad spiders that make up the husk exist only
to feed the heart spider. A heart spider separated from the hive
will not survive for long, as the hive is its only protection.

Hive Intelligence (Ex): The husk is in reality a colony
of spiders controlled by the heart spider. So long as the heart
spider lives, the husk has a hive mind, giving it an Intelligence
of 6. Destruction of the heart spider or the husk results in the
hive’s dispersal.

Husk Spider Swarm (Ex): As a free action a swarm of
diminutive flying spiders swarm from the husk’s body. The swarm
has the following statistics: HD 8d8+8; hp 44; Init +4; Spd
10 ft., climb 30 ft., fly 30 ft. (good); AC 18, touch 18, flat-
footed 14; Base Atk +06; Grp —; Atk/Full Atk Swarm (2d6
plus poison); Space/ Reach 10 ft./0 ft.; SA distraction, poison;
SQ darkvision 60 ft., immune to weapon damage, swarm traits,
tremorsense 60 ft., vermin traits; SV Fort +6, Ref +2, Will +2;
Str 2, Dex 19, Con 12, Int —, Wis 10, Cha 2; Skills Climb +8,
Hide +4, Listen +4, Move Sﬂently +4, Spot +4.

Fire Vulnerability (Ex): The husk’s dry, parched flesh
causes it to take doufbl‘e énlag; from fire attacks unless a save is
allowed for half damage.If the hlﬁ( succeeds in a save attempt
it takes half damagé; if iwaaiIsi;kes double damage.

1

. Poison: Injury, Fortitude D

itu 5, initial and secondary dam-
: 3@))6 1d6 Str. The save DC is Constitution-based.

Shared Hit Points (Ex): A husk shares its hit points with
any swarm it can produce‘ Thus, if the husk suffers 20 points
of damage the swarm it produces will only have 24 hit points.

Lejenos & Lore
COMMON: None.

UNCOMMON: The husk is a rarely seen form of walking dead.
RARE: The husk is not undead. It is in fact a colony of spi-
ders that inhabits and animates a human corpse.

OBSCURE: The husk is controlled by a “queen” spider of
sorts that lives within its chest cavity. Destroy the queen, and
you destroy the husk.

Treasure

The husk’s host’s body may have small items of wealth
adorning it, depending on the wealth of the individual in life.

Hooks

T!}ié PCs have set uj camp when a husk attacks them. This

husk has mote in mind th: .f;xdfng however. The heart spider

within is gravid with enough eggy to create husks out of the
=5 . s

entire party! S
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Medivm Outsider (Infernal, Nonokrion Order)

InfernaL, Curator

Ry
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Skills: Bluff +20. Concentration +10,

Hit Dice: 1148433 (82 hp) Diplomacy +24, Forgery +11, Gather
Initiative: +5 Information +20, Intimidate +22%
Speed: 40 ft. (8 squares) Knowledge (arcana) +18, Knowledoe

B Do, + 10 namral+6 +4
leather armor), touch 15, flat-footed 26

Armor Class:

(infernal lore) +18, Knowledoe (any
other) +11, Listen +13, Move Silently

Base Attack /Grapple: +11/4+15 _ +12, Search +18, Sense Motive +20,
Attack: Claw +15 melee (1d4+4) or +2 long- Spelleraft +20, Spot +13

sword +17 melee (1d8+6/19—20) Feats: Combat Casting®, Iron WP, Liohtnino
Full Attack: 2 caws +15 melee (1d4+4) or +2 Rffl&xgsB) and 4 additional feats from the

longsword +17/+12 /47 melee following: Blind-Fioht, Quick Draw, Spell

(1d8+6/19-20) Penetration, Weapon Finesse, Combo [
Space /Reach: 5f./5 f. (Dodge, Mobility, Spring Attack), Combo
Special Attacks: Pain touch, spell-like abilities, spells, 2 (Two-Weapon Fiobting, Two-Weapon

) __summoning e Defense, Improved Two-Weapon Fighting),

Special Qualities: Daimage reduction 20 magic, darkstgbt or Combo 3 (Power Attack, Cleave, Great

immunity to mind-affecting effects and Cleave)

poison, inﬁzmul presence, lmgm,ges, life Environment: Any

essence bangainin,g, metamagic mastery, Organization: Solitary

energy resistances, telepathy 90 ft., soul Challenge Rating: 15

mark, spell resistance 22 Alignment: Always lawful evil
Saves: Fort +10. Ref +14, Will +15 Advancement: 12—18 HD (Medium):
Abilities: Str 18, Dex 20, Con 16, . . 19-30 HD (Laroe)

Int 19, Wis 22, Cha 22 Level Adjustment: —

count myself quite fortunate that I've had only one

encounter with one of the class of Infernal known to
infernalists as the curator. I had been entrapped by a
fellow student, named Adney Arkhim, gone mad in my
early days at the university. I was bound and gagged, and the
would-be infernalist had planned to use my soul as a barter-
ing chip for some petty gains. Unfortunately for Arkhim, the
curator didn't care for the particulars of the contract, and it
seems some additional terms of etiquette had been violated.
I've never in my whole existence seen anyone as brutally
tortured as that poor chap was. There were things done to
him that simply should not be repeated. How I escaped that
encounter with my own soul intact I'll never know.
A complete treatment of the curators and their infernal
- ilk is outside the scope of this tome, but I will mention a
few of their parmculars here Infernal curators are those des-
Bich infernalists (those foolish

ignated to negotiate contr.
“enough to practice sumi _g them), make power plays
for the Infernals among ‘nations of men, and harvest as

ny mortal souls as p0551 le. They are cunning and power-

) nl[pulator ~and on

a dire fool would attempt to gain

leverage over one through an infernalist contract. Any gains,
I can assure you, are illusory.

Fortunately, curators can only typically make their way
into this realm when directly summoned, although that sum-
mons bears little control over them. Although humanoid in
appearance, they are always physically warped in torturous
ways. They boast an extremely wide range of supernatural
powers, and I have word that they are universally masters of
the arcane arts as well.

Comsat

Curators tend to avoid direct conflict; when force is neces-
sary they will usually call upon the powers of a myrmidon
Infernal. If forced to defend themselves, they tend to rely on
their spells and spell-like abilities, although many are masters
with melee weapons as well.

Curator C?uaLities

These are abilities common to all infernal curators.
Equipment: All curators wear +4 leather armor that,
because of its strange design, incurs no penalties to move-




InrernaL) Curator

ment or casting. Their weapons are usually magical 7=

Y Languages (Su): Curators understand all
@ J forms of verbal, somatic, and written commu-

nication with complete proficiency, and they

may communicate through any form, SO Iong as it

although the bonuses and special abilities of those
weapons vary. Typical weapons of choice include
greatswords, scythes, spiked chains, or falchions.
They may be carrying additional magical items if it S is a physical possibility; should it be impossible,
suits their needs at the time. telepathy will be used.
Immunities (Ex): Curators are immune to all Life Essence Bargaining (Su): Occasionally
mind-influencing and charm effects as well as curators will accept life essence as payment for a
poison. They also can suffer the environments service. This benefits the individual curator and
of both Caen and Urcaen, as well as those of is thus not their primary objective, but a cura-
their native domain, without penalty. tor is always glad to boost its own power.
Infernal Presence (Su): *“When a curator An infernalist may “sell” his own abil-
answers a summons, the immediate envi- ity points to the curator, and once
ronment becomes warped. This has a the curator has garnered enough

maximum range of 500 feet, however essence (in the form of points)

it restricts itself to the immediate \\ it can in turn boost its own

area (for example, if summoned Q\ abilities. The conversion rate
in a room, it closes off the room, & is 5 to I; thus if a cura-

if summoned in a warehouse it closes off tor had bargained away 5
the warehouse, etc.). Everything gets dark, points of Constitution from vari-
there are strange sounds and lights, distant ous infernalists, it could boost its own
cries and the rattling of chains can be Constitution by I point. All ability
heard, a wind picks up where there should score points bargained away in this fash-
be none, and so forth. These circumstanc- ion are lost permanently and irrevocably.

Metamagic Mastery (Su): Their

close relationship with arcane magic allows

es cannot be dampened, and the summoner
becomes trapped in this area (doors lock and
debris blocks escape routes such that escape them to use two of the following feats on
by mundane means is impossible) unless the a single spell without having to pay any of
curator wishes otherwise. These circumstances the costs (no increased level costs, etc.):
also grant the infernal a +4 circumstance modifier Empower Spell, Enlarge Spell, Extend
Spell, Heighten Spell, Maximize Spell,
Quicken Spell, Silent Spell, Still Spell,
Widen Spell. They may use addi-

tional metamagic feats (beyond two)

to Intimidate checks. Any spell cast to overcome
any of these effects (for example, a divination to
locate the summoner, a teleportation to escape,
etc.) must overcome a spell resistance of 20
+ the curator’s HD.

Infernal Discerning Beast:

\\ to enhance a spell, but they must pay
" half of the listed cost for using it.

*Curators are sometimes accompa- They may use metamagic feats not

nied by a small Infernal that has listed here, always only paying half of
the listed cost for the enhancement.

Pain Touch (Su): As a standard

touch attack, all curators can cause

the innate spell-like ability to
detect lies at will (as per discern
lies, caster level 12th). Forms vary,
but all are small, bizarre abomi- excruciating pain in a victim. The
nations; they communicate with curator’s pain touch inflicts 1d6+2

nonlethal damage. In addi-

e

the curator through telepathy.
The bizarre nature of tion, the victim suffers I
these creatures adds an__.
additional +2 cir- &
cumstance bonus rl;d ’
to the curator’s |- .
-t{imidate

" checks.

point of Constitution

damage and leaves
the victim
sickened for
2d6 rounds,

Fortitude DC Zlé it

i
1
-




tes. The save DC is Charisma-based. These penalties are
- cumulative with subsequent attacks.

Resistances (Ex): Each curator has resistance of 20 to two
NJOF the foﬂowmg acid, cold, electricity, fire.

Tele}gathy (Su): Curators can communicate via telepathy
w1th any creature within 90 feet that is capable of understand-
ing it, though they usually choose to speak aloud.

Darksight (Su): Curators can see clearly in absolutely any
kind of darkness, magical or otherwise.

Soul Mark (Su): Curators can place an invisible mark upon
any soul marked for collection, which includes anyone they kill
as well as souls sold in deals. This mark ensures that the soul
will remain in this realm after death, until the Infernals col-
lect it. Anyone under the effects of a protection from evil spell is
immune to this effect under involuntary circumstances only.
Paladins, clerics (of all kinds), and other religious servant PC
classes are immune to this ability, though they may forego this
immunity voluntarily. At the DM’s option characters that, while
not paladins or clerics, who are particularly pious might be
allowed a Will save (DC 25) to resist this. Circumstances such
as bearing a holy symbol or being on holy ground might, at the
DM’s option, add a circumstance bonus to the save.

Spell-like Abilities: At will—arcane mark, detect magic, invis-
ibility, mage hand, read magic, sending; 3 y/ day—charm person (DC 185),
tlairvoyuna’/ dlairaudience, detect thoughts (DC 16), dispel good (DC
19), dispel magic, greater teleport, bold person (DC 17), legend lore, lesser
geas (DC 18), mage armor, scrying, suggestion (DC 17), true seeing;
¥/ day—gms/ quest (DC 20); Caster level 11th (equals HD).
The save DC is Intelligence-based. The spells geas /quest and
lesser geas can only be cast upon a subject to force him to fulfill
a contractual agreement.

Spells: All curators have the spellcasting abilities of wiz-
ards equal in level to their hit dice. Virtually all curators spe-
cialize in one school of magic, although general abilities vary
greatly. The schools of Conjuration, Divination, Enchantment
and Illusion are slightly more common than others.

Spell Resistance (Ex): All curators have spell resistance 10

8 + their HD.

Summoning (Su): A curator can summon additional
Infernals to Caen in certain circumstances. One is when it del-

SpeciaLization

In addition to those qualities common to all curators, every
curator bears some form of specialization. A typical curator
will has 1d4—1 of these abilities. What follows are merely
examples; some are far more common than others.

Tricks of the Trade (Ex): Because of their individual
personality or because of advantages garnered in past deals,
curators oftentimes have a specialty area when it comes to
bargaining. When negotiating deals where they are able to play
these advantages they gain a +4 circumstance bonus to Bluff,
Diplomacy, Gather Information, and Sense Motive checks.
Some examples of advantages are as follows:

Contagious Wrath: The curator has a knack for stoking the
fires of anger within an individual. It gains a bonus when ven-
geance upon another is at stake in a deal.

Deferred Payment: These Infernals have a penchant for setting
circumstances up for greater future gains, rather than immedi-
ate gains, and will take deferred forms of payment that often-
times seem quite innocuous. They gain a bonus versus subjects
whose needs are very immediate.

Well Connected: The infernal has many connections on Caen.
It gains a bonus when negotiating in regards to setting deals up
through human (or humanoid) contacts.

Bargaining Chips: The infernal has established a treasure
hoard of some sort somewhere on Caen that it uses in nego-
tiating (it does not desire wealth itself). It gains a bonus when
wealth is the desired gain of a contract.

Fruits of Desire (Su): The curator has the ability to
summon illusory visages in a negotiating target’s mind of the
target’s greatest desires. This is an Enchantment effect, and
protection against such effects affects this ability. Victims
receive a Will save (DC 21) to resist this ability. Those that
fail suffer a —4 penalty to saves versus additional Enchantment
(charm) spells cast by the curator during that particular negoti-
ation. Additionally, the curator gains a +2 circumstance bonus
to Bluff, Diplomacy, Gather Information, and Sense Motive
checks against the target.

Nocturnal Terror (Su): Once the Infernal has sealed
a contract with a given individual, it may reappear in that
individual’s dreams, turning them into horrid mgﬁtmares at

egates its contractual duties to a myrmidon Ievel Infernal fOI‘ »-‘E?"’the Center BL WhICh 1s always the curator. Thﬁ rnfernal may b

execution, in which case it summons the necessary myrmidon,, :

instructs it about its duties, and then departs. Another is és al
B defense mechanism whereby the ¢ £ summons a myrrmc{on
- to fight in its place by literally sw@mﬂ
taneously as a free action (the myrr{i jon comes to Caen, and
the curator returns homde).
- Skills: *When a

rator answe summons it gains a +4

cumstance bonus t Intimidate cks from its warped envi-
ment See Infernal esenée for more detail. :

ppmg places with it instan---

not useany special abilities while in these drq‘ams nor may it

" be affeated in absolutely any way. Curators /frequently use this

abil ﬁ; to terrorize dealmakers into makmg further deals and .
“-committing acts outside the bounds of their agreement: Once {
the victim completes its corig_ractual obligation, the Infernal

may no longer exercise this ability over him

Pain Lightning (Su) Tbgmfernal may “shoot for‘th streaks

of purple lightning from its fingertips. These function just as




the p:;iﬁ touch ability, except they have a range of 30 feet. The
attack is made as a ranged touch attack. The lightning bolts
may be kept fixed on a target, however a new attack roll is
required each round to affect the target again (don't forget the
cumulative penalties).

“That simple, eh? I just sign here, and you’ll take
care of everything, right?”

— The infamous Ciarda Isacbal, upon signing ber first infernal contract

Infernal discem
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Laroe Outsider (Infernal Myrmidon) TFort +12, Ref +11, Will +11
Hit Dice: 14d8+42 (105 bp) Abilities: Str 25 Dex 15, Con 17,
Initiative: +6 Int 6, Wis 14, Cha 10
Speed: 40 ft. (8 squares), climb 40 ft. Skills: Climb +15, Hide +15, Listen +19,

_ . Armor Class: 26 (=1 size, +2 Dex, +15 natural), Move Silently +19. Search +15,

1 Fﬁ\ ; touch 11, flat-footed 24 Spot +17. Survival +19
11 3 Base Attack /Grapple: +14/4+25 Feats: Endurance, Improved Initiative, Improved
Attack: Bite +20 melee (4d6+10) Natural Attack (bite), Run, Track
Full Attack: _ Bite +20 melee (4d6+10) Environment: Any land
Space /Reach: 10 ft./10 ft. Organization: Solitary
Special Attacks: Constrict 4d6+10, friohtful presence, Challenge Rating: 12
improved orab Alionment: Always lawful evil

Special Qualities: Blindsioht 120 ft., damage reduction 15/ Advancement: 15—20 HD (Laroe); 21-28 HD

maoic, darkvision 60 ft.. invisibility, scent, . (Huge)
Level Adjustment: —

P T —

__soul bound, soulmark

1’1656 infernal hOLII]ClS are some Of the most hOI‘- at me hke a swamp Viper, and a wave Of undoubtecﬂy magical

rifying beasts I've ever had the displeasure of fear washed over me, dropping me to my rear. The creature then
meeting. Several years ago, I traveled to Ceryl to abruptly leapt over me and fled out the door. I shook off the
meet with an acquaintance of mine by the name magical terror and gave chase as far as the door. With one look
of Leander Ambrose. Leander was going to shed a little light  outside, I could see no sight of the beast in the adjacent alleyway.
on the nature of infernal contracts for me. He was no infer- Looking at Leander’s corpse, I saw that he had been hid-
eously tortured then killed. Multiple bite wounds riddled his

body, many of his bones were crushed, and his throat had been

nalist (or so I thought), but rather more of a scholar and
expert on the subject.
I arrived at Leander’s plush apartment over a curio shop

in the Trade District ready for

torn out. Exploring his apartment, I found what could only

be explained as the trappings of
some insightful conversation. As an infernalist—one that makes
I climbed the wooden external pacts with foul beings not of our

stairwell to the top floor of world. I'll not go into any more

the building, I swore I heard
some sort of commotion inside
Leander’s apartment. I pulled
my blade and quietly pushed
open the door, which stood ajar.
I was not at all ready for what
awaited me inside.

By the light of a single
uncovered window, I witnessed a
great serpentine beast as long as
two horses sitting in the center
of Leander’s disheveled study. It
was coiled around the motionless

body of Leander. Anger seiz_ec?‘

gruesome details.
T've done a bit of research in

the time that has passed since
that dreadful day and found that
these beasts are called soul stalk-
ers. Infernals use the stalkers to
collect souls marked and barred
from the afterlife. I don't know
the exact nature of their com-
ings and goings, but given that
Infernals must be summoned to
this realm, I can only infer that
they are somehow included in the
minutiae of some infernal con-

me and I leaped completely over Leander’s posh Ordic divan and tracts. They may not be truly summoned by infernalists, but

stabbed at the creature’s back. That got its attention, but accom- rather they may possibly be created on the spot when Infernals

need SOU,IS coﬂected frorn Caen.

i:ﬁlished very little else. It quickly released Leander and struck




InrernaL) Sour Starker

Fortunately, I believe that these stalkers are here to fetch
specific souls. They don't wander the countryside, slaying all in
their path, though it seems that their masters aren’t overly con-
cerned if the stalkers manage to kill a few innocents along the
way to their quarry.

Comsat

Infernals use soul stalkers to collect souls, and the stalk-
ers rarely let anything get in the way of that task. If someone
or something stands in their path, the stalkers will typically
attempt to circumvent the obstacle, but at times they will plow
right through who or whatever stands in their way. After col-
lection, the stalker confines the souls within its body and then
returns to its master,

Blindsight (Ex): Despite lacking eyes, souls stalkers suffer
no penalties in combat. They can perceive all foes within 120
feet as a seeing creature would. Beyond that range, they treat all
targets as being totally concealed.

Constrict (Ex): A soul stalker deals 4d6+7 points of
damage with a successful grapple check against Large or
smaller creatures.

Frightful Presence (Ex): Will DC 17. The save DC is
Charisma-based.

Improved Grab (Ex): To use this ability, a soul stalker must
hit a Large or smaller opponent with its bite attack. It can then
attempt to start a grapple as a free action without provoking
an attack of opportunity. If it wins the grapple check, it estab-
lishes a hold and can constrict.

Invisibility (Sp): 3 /i day—This ability functions like the
invisibility spell, as if cast by a I4th-level wizard. This ability can
be used only on the soul stalker.

Soul Hound (Su): Soul stalkers have the uncanny ability to
detect any marked soul in their vicinity. This ability works like
a constant locate creature spell and functions as if cast by a 14th-
level wizard. This ability, coupled with their scent ability, allows
them to track Virtuaﬂy anything, anywhere‘

Soul Mark (Su): Soul stalkers can use this ability only in
regards to the creatures it kills. It cannot make deals with crea-
tures for their souls. See Infernal, Curator for more details.

Skills: Soul stalkers have a +8 racial bonus on Climb
checks. They can always take 10 on Climb checks even if

rushed or threatened.

Legenps & Lore

COMMON: Soul stalkers are essentially infernal hounds used
to track down marked souls.

UNCOMMON: Soul stalkers are not summoned; they are
created by other Infernals whenever there is a glut of souls
to be collected.

RARE: Soul stalkers are generally sent to fetch the infernally
marked souls of the dead, but are also sometimes sent to col-
lect the souls of the living. They do this through ghastly acts
of torture.

OBSCURE: If your soul bears no infernal mark and you cross
paths with a stalker, simply get out of the way. If you're lucky,

it will ignore you for its true quarry.

Treasure

Soul stalkers generally carry no treasure. Their remains may
fetch untold amounts of wealth from collectors.

Hooks
The PCs find themselves gainfully employed as bodyguards

for a powerful wizard, who claims that a rival is out to destroy
him. What the PCs don't know is that the wizard is an infernal-
ist, and his soul has been marked by the Infernals for collection.
A soul stalker has been tracking him for wecks, and he now
needs cannon fod-
der to protect him
from the infernal

hound.
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Umbral Assassin

fﬁ[‘l’lfb

UmBraL Reaver

Umbral Sorcerer

Medium Outsider (Infernal Myrmidon)

Medium Outsider (Infernal Myrmidon)

P D 11d8+33 (82 bp) e 10d8+20 (65 bp)
Initiative: i Initiative: - o
Speed: 40 ft. (8 squares), climb 20 ft. Speed: 40 ft. (8 squares), climb 20 ft.

Armor Class:

29 (+5 Dex, +12 natural, +2 leather

Armor Class:

24 (+4 Dex, +10 natural),

armor), touch 15, flat-footed 24

touch 14, flat-footed 20

Base Attack / Grapple: +11/+14 Base Attack / Grapple: +10/+13

Attack: Masterwork short sword +17 melee Attack: Masterwork dagoer 414 melee
(1d6+3/19-20) - - (1d4+3/19-20)

Full Attack: Masterwork short sword +17/+12/+7 Full Attack: Masterwork dagoer +14 /49 melee
melee (1d6+3/19—20) - (1d4+3/19-20)

Space /Reach: Sf./5 ft. Space /Reach: S5ft./5ft.

Special Attacks: Friohtful presence, poison, shadow strike, Special Attacks: Friobtful presence, poison, shade leech, spells

 sneak attack +8d6

Special Qualities:

Damage reduction [ 5 magic, darkwston

Special Qualities:

Damage reduction 15 /magic, darkvision

60 ft., immunity to blindness, cold poison,

60 ft., resistance to electricity 15 and fire

“and petrification, resistance to electricity

15, immunity to blindness, cold, poison,

15 and fire 15, shadow evade, soul mark

and petrification, shadow evade, soul mark Saves: Fort +9 Ref +11, Will +10
Saves: Fort +10, Ref +12, Will +9 Abilities: Str 16, Dex 18, Con 15,
Abilities: Str 17, Dex 20, Con 16, Int 18, Wis 16, Cha 20
Int 15 Wis 15 Cha 14 Skills: Bluff +18. Climb +16, Concentration +15.
Skills: Balance +15, Climb +17, Escape Artist +15, Craft (alchemy) +17, Diplomacy +13,
Hide +19, Intimidate +15, Jump +20, o Disouise +18, Gather Information +18,
Listen + 13, Move Silently +19, Hide +17, Intimidate +14, Knowledoe
Open Lock +19, Search +14, (arcana) +17 Move Silently +17,
Spot +14, Tumble +14 Spellcmft 419, Use Magic Device +18
Feats: Dodge, Improved Initiative, Mobility, Feats: Combat Casting, Greater Spell Penetration,
Weapon Finesse Maximize Spell, Spell Penetration
Environment: Any Environment: Any
Organization: Solitary Oroanization: Solitary
Challenge Rating: 10 Challenge Rating: 10
Alionment: Always lawful evil Alignment: Always lawful evil
Advancement: 1222 HD (Medium) Advancement: 11-20 HD (Medium)
Level Adjustment: — Level Adjustment: —

hesitate to discuss these fiends, but it is my duty as a
scholar. First, they are Infernals, creatures of pure evil

who do not ordinarily walk our world. Even more fright-

ening, the rharm used to bring a reaver into service is so

-'.sunple a child could do it, and it involves a price on the soul
ad

ve not studied infernalism, but

they have more ready access to our world, able to come here

when called, even by the powerless and uninitiated.
I have never seen these Infernals first hand, thankfully. But
I have spoken to reliable witnesses who have seen them appear

~ which can never be 1 repaire
- I do know other such creatt
ot rate contracts, and dehca'_'

rr"equire powerful spells, elabo-

W@yww

.paration Not so With umbral




InrernaL) Umsrar Reavers

from nowhere, dispatch their targets, and vanish. Reavers are
definitely not human, but they imitate our form. Gender is a
choice for them—although they definitely prefer the female
form, perhaps because the majority of their targets are male.
I suspect their true form is as empty of detail as the shadows
from which they draw their power. Individuals have proper

names, though I do not wish to repeat any of them here.

All reavers have an affinity for shadows, into which they
can leap to evade their opponents. They have great capacity for
stealth. If you watch an umbral hop into shadow, watch your
back, for she will spring upon you from anywhere there is
darkness. Keeping to a room with bright lights and
no shadows is a good defense. Be warned they
are not directly weakened by light, but it
does rob them of certain powers.

Umbral reavers employ wavy-bladed
weapons, which they keep coated in
noxious poisons. All reavers can climb
nimbly, and possess unnatural quick-
ness and strength of limb.

They are most commonly called
for the task of murder, and I have
never heard of one of these assassins
failing once called upon. The price is
steep, for they take a portion of one’s
soul and essence as payment, and the
bargainer’s shadow is diminished as a vis-
ible mark of this pact.

Summoningj

Umbral reavers are the éasiest of all Infernals to
summon because they require no arcane or divine
magic. Research is still required to learn the cer-
emony, and a passing knowledge of infernal lore
certainly helps, but no actual spell is cast. True
infernalists—those who make it their life’s
work to negotiate with Infernals—do not deal
with these creatures, as there is no contract
to be bargained, and the price on one’s soul is
automatically paid.

The following lists the basic summoning ceremo-

ny used for the assassin; adjustments for the other reavers follow.
Umsral Reaver Summoninﬁ Cere_?mony

Assassin: In a darkened room with no windows, the sum-
moner lights a black ca%_ ade with the blood of a winter
calf. Next to the caqdl'e{aﬁ offering is placed. The offering must
be a valuable item, But ﬁmren:rgiandy must have significant

personal value to tHc summori;r(' the flame of the candle, the

oner blackens a‘d \_gger of pure silver and uses its edge to

ﬂs palm. Using his own blood, the summoner writes the

Umbral

assassin

name of his enemy on a piece of parchment. Pressing the wound
of his hand against his heart, he says the following aloud: “By
my blood, by my shadow, by my soul, death to him whom I have
named!” The summoner then burns the parchment in the candle.
An umbral assassin will step from his shadow and inspect the
offering. If the offering is insufficient, the reaver will attack the
summoner, whose soul will be enslaved if slain. If the offering is
acceptable, the reaver will step into his shadow, then emerge from
the shadow of the enemy listed on the parchment (as if using
greater teleport), and immediately attack.

Umbral reavers that attack their summoner will
do so with the same deliberation and stealth as they
would a regular target. They will pretend to be going
after the summoner’s target but will instead slip
into the shadows and attack the summoner the

moment he is vulnerable.

Sorcerer Ceremony Changes: The sorcerer
ceremony Is the same except the foﬂowing: I)
The offering must be a magic item, preferably
with a historical connection to the summonet’s
bloodline. 2) The name written on the parch-

ment must include the formal name of a spe-
cific umbral sorcerer, along with the name
of the enemy or location to be attacked.

3) The spoken invocation becomes: “By

my blood, by my shadow, by my soul,

bring destruction on my enemies!” At the

end of the ceremony the umbral sorcerer

steps into the summoner’s shadow and
appears at the enemy destination listed on
the parchment to plot its attack.

Warrior Ceremony Changes: The warrior
ceremony is the same except the following: T)
The offering must be a weapon, preferably
with a historical connection to the summonet’s
bloodline. 2)) The name written on the parch-
ment must be the formal name of a specific

umbral warrior. 3) The spoken invocation becomes: “By
my blood, by my shadow, by my soul, I beg for protection!”

At the end of the ceremony, the umbral warrior retreats into
the summoner’s shadow and is dormant until the summoner
is injured in an attack, at which point it springs into action.

Consequences Or Summoninﬁ 3

Assassin: While the reaver is active, the summoner will
cast no shadow. Once the victim or assassin has been slain, the
summoner’s shadow will become permanently faded. This can

be notlced by knowled ble clerics, paladins, or dabblers in

1nfernal lore on a Knowl mfernal lore) check (DC ZO)
Ens;ctmg this ritual places a mark on the summoner’s soul

(detecta\ble with detect ev@/ d he/will not be protected in the 5

afterlife by hIS delty (even if evd) If he is not already of ev1

g
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Umbmehrrior

] Medmm Outsider (Infernal Myrmidon)

“Hit che

13d8+52 (110 kp)

Initiative:

T

Speed:

40 ft. (8 squares), climb 20 ft.

Armor Class:

31 (42 Dex, +14 natural, +5

chainmail), touch 12, flat-footed 29

Base Attack /Grapple:

+13/+18

Attack:

~ Masterwork greatsword +21 melee

(2d6+7/19-20)

: Full Attack:

Masterwork greatsword +2 [ / 16/ +11

melee (2d6+7/l9—20)

Space /Reach:

S5f/5f

Special Attacks:

Frightful presence, poison, shade touch

Special Qualities:

Darmage reduction 20 /magic, darkvi-

sion 60 ft., immunity to blindness, cold,

poison, and petrification, resistance to

electricity 15 and fire 15, shadow evade,

soul mark

Saves:

Fort +12, Ref +11, Will +9

Abilities:

Str 20, Dex 16, Con 18,

Int 13, Wis 13, Cha 13

Skills:

Balance +5, Bluff +7, Climb +16,

Diplomacy +5, Hide +12, Intimidate +17, k

Jump +16, Listen +19, Move Silently +12,

Search +17, Sense Motive +17,

Spot +19, Tumble +11

Alertness, Combat Reflexes, Greater

Weapon Focus (greatsword), Power

Attack, Weapon Tocus (greatsword)

Environment:

Any

Solitary

Onganization:

Challenge Rating: k

L1

Alignment:

Always lawful evil

Advancement:

19=26 HD (Medium);

27-39 HD (Larg) .

Level Adjustment:

alignment, his alignment becomers(mi'nte_d by infernal cor- :"\_\

"-ruption one step in that directio (Chao}ic good becomes

chaotic neutral, and chaotic neutralkb omes chaotic evil.)

Furthermore the su

1 of Strength, Consti

ner perin rfently loses one point
ion, or Dexte ity. If the ceremony is

peated, the summoner’s shadow fades even more, becom-

almost unnoticeable, his a-hgnr_r;ent shifts one step closer

, and another abili

Qm/ ¢ is lost. If a person is truly

repentant after summoning these creatures, alignment changes
might be reversible at the GM’s option by a difficult reli-
gious quest and an afonement ceremony, but te summoner’s sou
remain marked and doomed in the afterlife short of direct
divine intercession.

If the ceremony is repeated more than three times, there is
a 50% chance the assassin will attack the summoner regardless
of the offering (as above in regards to method of attack).

Sorcerer Summoning Consequences: Summoning a sor-
cerer incurs the same consequences as an assassin.

Warrior Summoning Consequences: The shadow of the
summoner will not perfectly mirror the actions of the sum-
moner while the warrior is dormant. The head may look a
different direction; the arms and body might assume a differ-
ent posture—this can be noticed on a Spot check (DC 18)
so long as the summoner is casting a shadow. The DC may
be lower if someone is specifically looking for this.

Comsat

Each type of reaver has a different approach to combat,
but all prefer to catch opponents surprised or flat-footed.
Most reavers prefer to slay a target as quickly as possible.

Frightful Presence (Ex): The umbral reaver’s unsettling
presence is triggered every time it springs from the shadows
to attack. Umbral assassin and umbral warrior, Will DC 17;
umbral sorcerer Will DC 20. The save DC is Charisma-based.

Shadow Evade (Su): In a move-equivalent action, the
umbral reaver can enter any nearby shadow and Hide even if
being observed. Successful Hide versus an opponent’s Spot
check means the reaver has gone invisible. They can then tele-
port to any shadow within line of sight. This is done to gain
an automatic flanking attack.

Soul Mark (Su): Umbral reavers can use this ability
only in regards to creatures they kill. They cannot make
deals with creatures for their souls. See Infernal, Curator for

more details.

Umsrar Assassin

Assassms never talk or answer questions dunng their

_attacks although they may react with amusement to pleadmg

Beggmg by a target. Once the target is k.'llled the black-
ened silver dagger from the summoning cenemony is stabbed

into the victim’s heart. / 5
e Assassins usually appear as beautiful but extremely pale-

2 kibted forale hotni (it bodies, black hair," purp{e

eyes moving with subhme _grace. They are dressed in tight
form-fitting Ieather\qrmpr and wield a short sword. They
cast no shadow but are othefwme quite solid and real. The
armor and swords are sometimes enchanted (25% chance
each or GM’s dIScretlon) "




InrernaL) Umsrar Reavers

Combat

The umbral assassin’s primary combat technique is to use
its sneak attack (just like a rogue) to deliver an immediately
crippling wound. The initial strike, as they step out of the
target’s own shadow, is always a successful sneak attack unless

the target has extraordinary or supernatural means of detection

(such as uncanny dodge). Even if this fails, an umbral assassin
is a dangerous combatant.

An assassin must slay its target within a single week
or die trying. If its initial attacks fail or it is clearly fac-
ing a powerful target, the assassin will use its time to best
effect, lying in wait and attacking when its target is most
vulnerable. Some assassins enjoy cruelty and torment
their target prior to killing them, but they usually do

not waste such time.

Poison (Su): Injury, Fortitude DC 18, initial damage
1d6 Con, secondary damage Id4 Con. Note that a crea-
ture must make secondary damage saves every round after
initial poisoning. The save DC is Constitution-based.
Once a single save succeeds the poison deals no more
ability damage and the assassin’s weapon will not
cause poisoning on subsequent attacks against the
same individual.

Shadow Strike (Su): When the umbral assas-

sin enters the summoner’s shadow and exits from

the target’s shadow it can immediately make a

sneak attack. This initial strike is automati-

cally successtul, unless the target has an

extraordinary or supernatural detection

ability (such as uncanny dodge).

UmsraL Sorcerer

Sorcerers are perhaps the most
dangerous of the umbrals, able /
to unleash powerful spells.
Sorcerers are summoned
when an enemy is believed
to be more susceptible
to magic or if the sum-
moner desires to
destroy numerous lesser >
enemies Or an entire
building or other location.
Once the summoning
ceremony is complete, the umbral
sorcerer appears from the shadows of the target or destination
named in the burned parchment, causing whatever destruction
is required. Once the enemy or location has been eliminated,

the sorcerer leaves the blackened silver summoning dagger at
the center of the destruction.

Umbral sorcerer

Umbral sorcerers usually appear as gaunt women garbed in
semi-translucent black gowns. They wield wavy bladed daggers
dripping with poison. They sometimes (25% chance or GM'’s
discretion) manifest with one or more other useful (geﬁer—
ally offensive) magic items, and their daggers are sometimes
enchanted (25% chance or GM'’s discretion).’

Combat
Sorcerers are exceptionally intelligent, and they

take every possible advantage. They frequently
remain hidden upon manifesting and try to
discern the strength of their target, probing
with lesser spells before engaging a full-ou
attack. If they determine their target
is weak and easily overcome, they
attack with a barrage of offensive
magic in an attempt to obliterate
their target decisively. Otherwise
more indirect methods are taken
against stronger or better prepared
foes. Sorcerers always prefer to use
spells, but are also capable of melee
using their poisoned daggers. If the
summoner’s magic item offering is
useful in the attack, the sorcerer will
employ it against the targets, along
with any other magic items (if any)
they possess. If facing a spell-
caster, the umbral sorcerer will use
shadow evade, Hide, and Move
Silently to sneak up on the caster
and employ its shade leech power
to drain spells.
Poison (Su): Injury,
Fortitude DC 18, initial dam-
age 1d6 Str, secondary dam-
age Id4 Str. Note that
a creature must make
secondary damage
saves every round
after initial poison-
ing. The save DC is
Constitution-based.
Once a single save suc-
ceeds the poison deals no
more ability damage and the '
sorcerer’s weapon will not cause poisoning on subsequent
attacks against the same individual.

Shade Leech (Su): Umbral sorcerers can forego regular
attacks or spellcasting to attempt a special touch attack on an
opponent. If successful, this causes shadows to creep irito, he
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éﬂ%ef’s mind, wiping out a single prepared spell (randomly

chosen among the highest level prepared spells), or eliminating

a single daily spell slot (for sorcerers). If the sorcerer first casts
spectml hand, it can deliver this attack at a distance.
Speﬂs An umbral sorcerer cast spells as a 12th-level sorcerer.
“Sorcerer Spells /Day: (includes Charisma bonus)
6/8/7/7/7/6/3.
Typical Sorcerer Spells Known: (9/5/5/4/3/2/1)
O—arcane mm‘k, daze, detect magic, ﬂure, gkost sound, ll;gbt, mage kzmd, ray

of frost, read magic; Ist——lmrning hands, color spray, disguise seljf bypno~
tism, magic missile; 2nd—acid arrow, darkness, invisibz'lity, Speaml hand,

web; 3rd—fireball, gaseous form, lightning bolt, major image; 4th—fear*,

PG

SEPEACE L B ET W

phantasmal killer, shadow conjuration®, stoneskin, wall of fire; Sth—
cloudkill, cone of cold, shadow evocation™; Gth—circle of death, eyebite™,
shadow walk*.

*Umbral sorcerer’s always know the spells eyebite,

-“-

Tt

fear, shadow conjuration, shadow evocation, and shadow walk as

bonus spells.

Umgrar Warrior

rmiachn b w aI .

Warriors are summoned to protect the summoner,
not to slay a specific enemy, and they are therefore
commonly used by paranoid unscrupulous people
who expect an attack at any time.

After the summoning ceremony, the warrior
remains dormant, hiding within the shadow of
the summoner until such a time as the sum-
moner takes any serious bodily harm
(25% of their total hp in damage
or 10+ hp damage in a single
attack). At this point, the

warrior springs forth from

Umbral warrior

the summoner’s shadow
and attacks whomever
or whatever is threatening the summoner. It remains until the
attacker(s) or the umbral warrior has been slain. This is a
one-time protection, after which the warrior fades away. The
watrior does not distinguish between “minor threats” which
the summoner could deal with versus more serious threats. As

soon as the summoner incurs adequate wounds, the warrior

have been eliminated, the warrior leaves the blackened silve,r
dagger from the summoning cererhony on the ground by the
shin attacker(s). Bt
Umbral warriors us ifést As attractive women,
‘generally quite tall (over 6 feet), ar}d very muscular with short

3 z. spiked black hair and crimson éyes. ]%ach wields an enormous
sy | !
i featsword They are )ﬁred in chain mail composed of

24

manifests. There is no time limit on a dormant umbral warriog,

which could wait for years prior to manifesting. Once threats * .,

__to-an actual collector of infernal artifacts, these items can.-

tiny black links that shimmer darkly but make no sound. The
armor and sword are sometimes enchanted (25% chance each
or GM’s discretion).

Combat

The umbral warrior’s first priority is to protect its sum-

moner. It may switch targets in mid-fight if’ the summoner

becomes threatened by someone else. The umbral warrior is
exceptionally strong and skilled with its deadly greatsword,
which is coated with poison.

The umbral warrior has a special ability called
shade touch that can be used to neutralize the armor
of an attacker. It will only use this power if the
opponent is particularly well armored. Unlike
a shadow assassin, it is under no time con-

straints so Iong as its summoner 1s
out of danger. Once the threat-
ening party is killed and the
summoner is confirmed to be safe,
the warrior dissipates and vanishes.
Poison (Su): Injury, Fortitude DC
18, initial damage 1d6 Dex, secondary
damage 1d4 Dex. Note that a creature
must make secondary damage saves every
round after initial poisoning. The save DC
is Constitution-based. Once a single save "'.-’;‘..

succeeds the poison deals no more ability dam- o

age and the warrior’s weapon will not cause

poisoning on subsequent attacks against the

same individual.
Shade Touch (Su): With a successful touch

attack, the umbral warrior causes her opponent’s

armor to become insubstantial, fading into

shadow for 2d4 rounds. The warrior’s opponent

loses all armor bonuses from his armor. Rendering

both a shield and armor insubstantial requires two

separate shade touch attacks.

Treasure

Umbral reavérs do not carry valuables other

than the offering and silver dagger used in their o

summoning. Their blades and armor “are at least 3
of masterwork quality, often decorated and could. \ -
B

i f fetch up to ten times the hsted C?St fO[‘ short SWOI‘d

S

command prices up to one hundred times the regular cost. It

o greatsword, and dagger (respectNe t“o\type) If sold,

some cases these items are. enchanted (generaﬂy +1or'+2)

and will be worth cons1dembly /more Any alchemist would pay

quite well to get his hands on a vial of umbral reaver blood,

due to its extreme rarity.




Leﬁenos & Lore

COMMON: Umb_ral réavers are Infernals, but can be sum-
moned via a relatively simple ceremony, usually for the purpose

of assassinating someone.

UNCOMMON: There are three types of reavers: assassins,
warriors and sorcerers. The details of the assassin summoning
ritual can be attained at this level of lore.

RARE: Knowledge of warrior and sorcerer summoning cer-
emonies can be attained at this level of lore, along with spe-
cific formal names. Reavers have an ability to evade attacks and
flank enemies, which does not function in a room with bright
light and no shadows. People who have summoned reavers
show faded shadows and a mark upon their soul visible with
detect evil.

OBSCURE: Someone who has a dormant umbral warrior
watching over him can be detected by his peculiar shadow.
Warriors have an ability to make armor insubstantial, and
sorcerers have an ability to make casters forget their spells.
It is rumored that the weapons of reavers are sometimes
cursed, such that those who keep and use them attract
malevolent attention. It is also said reavers are watched over
by members of the Curate Proconsular of the Nonokrion
Order, and those who attempt to exploit their summoning
or avoid the consequences thereof may draw the attention
of higher infernal powers.

Hooks

A murder investigation that is baffling the local authori-
ties comes to the attention of the PCs, where an important
local councilman died with no signs of breaking and enter-
ing. The only clue is a single silver dagger left in his chest.
Researching this lead, the PCs learn about Infernals and the
umbral reavers. They will be able to track down the man
behind the murder based upon his peculiar shadow. If they
engage him they will find a formidable umbral warrior pro-
tects him, and if he escapes he will be fpolish enough to risk
summoning another assassin or sorcerer to destroy the PCs

before they can prove his guilt.




Iron Lich, 12th-Level Human Wizard

Fort +4, Ref +6, Will +-11

Saves:

Large Undead (Augmented Humanoid) Abilities: Str 20, Dex 10, Con —,
Hit Dice: 12d12 (78 hp) Int 19, Wis 16, Cha 16
Initiative: A Skills: Concentration +15, Craft (alchemy) +19,
Speed: 30 ft. (6 squares; cannot run) Craft (steamworks) +19, Decipher Seript +19,
Armor Class: 24 (=1 size. +15 natural), Knowledoe (arcana) +19, Listen +11,
touch 9, flat-footed 24 Search +12, Sense Motive +11,
Base Attack /Grapple: +6/+15 , Spellcraft +21, Spot +11
Attack: Slam +10 melee (1d8+5) or Feats: Brew Potion, Combat Castine, Craft
claw +10 melee (1 d8+5) or Wondrous Item, Create Thrall, Heiohten
+2 quarterstaff +12 melee (1 d6+9) Spell. Tmproved Initiative, Liohtning
Full Attack: Slam 410 melee (1d8+5) or Reflexces, Quicken Spell. Seribe Seroll
_claw +10 melee (1d84-5) or N
+2 quarterstaff +12/+7 melee ( Zd6+9) Environment: Any land and underoround
Space /Reach: L0f./10 fr. Oroanization: Solitary
Svecial Attacks: Spells Challenge Rating: 14
Special Qualities: +4 turn resistance, cold vulnerability, Alionment: Neutral evil
damage reduction 10 /magic, darkvision Advancement: By character class

60 ft., eneroy resistance fire and electricity

20, firebox vulnerability, reliance on fuel,

soul sioht, special healing, undead traits

ow many times must my research be interrupted? In
this field it seems far too many for my liking. I sup-
pose, it is my choice. I could stay in the university,
studying more ancient tomes than ancient tombs, but
out in the field is where real knowledge and history are found.
One such interrupted dig was deep within the Wyrmwall
Mountains. My team and I had spent weeks searching for the hid-
den pass that would take us to the tomb of Ardin, archwizard of
Caspia. We found the tomb and set to mapping and disarming the
many traps laid about it. After several days of this, we finally made
our way into the central chamber where Ardin himself was alleg-
edly interred with the legendary Dirgestaff of Shyrr.
For the life of me, I could not decipher the crawling script
etched into the face of the large stone doors just outside the burial
 chamber. T recall my study was cut short by a scream, followed
seconds later by another. My colleagues brandished their weapons,
and I did the same. We stood ready to face whatever horror caused
our bearers outside to shrick in such a way.
Whatever it was now came stomping toward the chamber,
nothing between the-doors saY'é.in_s and our blades. Abruptly, sev-

- eral thralls, covered in more &
- sible, sallied forth from thité

‘a hissing, steaming mon

than I had ever thought pos-
ient crumbling archway, followed
rosity that I swear had to be a small
]ack save for l:hat hldeous human skull atop it, eye sockets

i sage upon me and gestured with

a mechanikal staff. I félt my limbs and joints become rigid as a

board, held fast by its magics. Glancing around as best I could,
I saw I was not the only one affected by the paralytic enchant-
ment; we were all, every one of us, frozen in place. I remember
thinking about all that I had seen and encountered in my days,
and what an absurd way this was to end them, standing in place
like some slack-jawed buffoon.

But the iron lich stepped past me, toward the sealed tomb, and
spoke a word. The chamber door opened of its own volition, and
the lich disappeared inside. While their master was within, the
thralls amused themselves by torturing and killing my comrades.
Whether they did this for their amusement or by their master’s
order was beyond me. Lsimply prayed to Morrow that the magic
would expire before it came to my turn. I hoped at least to go down
with a fight, and perhaps take a few of them with me.

Moments later, the iron lich returned from Ardin’s chamber,
bearing two staves—the one it bore upon entering and the other
presumably the Dirgestaff of Shyrr. It hissed a few arcane words
and walked out of the tomb, followed diligently by its thrall ser-
vitors. Why did it let us live? I can only assume we were beneath
its notice. It had what it had come for—to my everlasting cha-
grin—and our presence was of no matter whatsoever. Albeit
several companions of mine lay in a pool of blood, slaughtered
like lambs, I, for one, am grateful to have survived the day, and

my encounter with an iron lich.




Creating an Iron LicH

In an attempt to attain immortality, the iron lich has sold its
flesh and replaced it with a complex, mechanikal apparatus that
sustains its existence. The soul-fueled furnace on its back pow-
ers an intricate system of pumps and pistons that give the lich
mobility and the strength of a half dozen men. Only the lich’s
skull, suspended weightless in an iron hood, betrays the once
mortal life of this incarnation of evil.

“Iron lich” is an acquired template that can be added to any

humanoid (referred to hereafter as the base creature) that can

complete the process required to create the iron lich’s mechanikal

body. An iron lich uses all the base creature’s statistics and spe-

cial abilities except as noted here.

Size and Type: The creature’s type changes to undead. Do not
recalculate the creature’s base attack bonus, saves,
or skill points. Size becomes large.

Hit Dice: All current and future Hit Dice become d12s.

Speed: Same as base creature, but the iron lich cannot run.

Attacks:  An iron lich retains all the manufactured weapon
attacks, and weapon proﬁciencies of the base crea-
ture. The iron lich also gains a claw and slam attack.

Damage: Manufactured weapons deal damage normally. The
claw and slam attacks deal 1d8 points of damage.

Special Attacks: An iron lich retains all the base creature’s spe-
cial attacks and gains those described below. Save
DCs are equal to 10 + 1/2 iron lich’s HD +
iron lich’s Cha modifier unless other-
wise noted.

Spells: An iron lich can cast any spells it
could cast while alive. These
spells are now powered by
souls trapped within the

iron lich’s soul cages. The

number of spell levels an

iron lich can cast depends

upon the number of Hit Dice

or levels worth of souls within its

=LY e ST
vk i

soul cages. Each soul will power four

times its Hit Dice or level in spell lev-
els. For example, the soul of a 2nd- /

level fighter could power one

8th-level spell or eight Ist-level

spells and any combination of

spell levels equal to 8. An iron lich with no captured attacks, but is slowed one round for each 10 points *
souls in its soul cages can cast nothing but O-level Of_COIfj damage that would have been inflicted. The 1'
spells. Caster level equal to iron lich’s Hit Dice. The effects are not cumulative. 158
save DC is based o the iron lich’s spellcasting class. Damage Rl on (Ex): An iron lich has damage reduction 10/

Special Qualities: Afire lich has all the special qualities of the ) magic. Its na“t‘ral weapons are treated as magic weap-
base cre;%ture, i)"lus darkv}i'lsion 120ft. An iron lich has = ons for the purpese.of overcoming damage reduction.

Fl‘ft’bOX Wlf’lf?’ﬂblllty (EX) Al’l 1ron 1 hS ﬁrebox faﬂs Whel’l com-

) An iron lich*also gains the following special qualities: pletely subrgergbiywater or any other hqu1d An =

L' ﬁld Vidlnerability (Ex): An iron lich suffers no damage from cold iron lich s stunned when its firebox is unlit.
9] 15 o
sl

immunify to cold, elecﬁ'iicity and polymorph effects.

e



Witﬁex (Ex): Iron liches have resistance to electricity 20 and fire 20.
eliance on Fuel (Ex): Iron liches require necrotite to funtion. They
requite refueling (roughly 5 pounds of necrotite) ever
: {»I; hours. If nogt Eefueglec{ itspnext hour of operazion 3
! is spent fatigued. After that, the iron lich becomes
“v.., - exhausted for one hour, after which it is stunned. At
this point, its firebox must be re-lit before it can func-
tion again. An iron lich engaged in strenuous activity
must refuel after 6 hours.

Soul Sight (Su): Iron liches have the ability to see souls as if per-

manently affected by the reveal souls spell (see the
IKCG for details).

Special Healing (Ex): An iron lich is not affected by heal spells.
Mending restores I hit point. Iron body cures all
damage done to an iron lich.

Spell Resistance (Ex): An iron lich gains spell resistance equal to its
ISTIDEESI.

Turn Resistance (Ex): An iron lich has +4 turn resistance.

Saves: Same as the base creature

Abilities: Increase from the base creature as follows: Dex —4,
Int +2, Wis +2, Cha +2. In addition, the base
creature’s Strength score becomes 20. As an undead
creature, an iron lich has no Constitution score.
Skills: Tron liches have a +8 racial bonus to their Listen,
Search, Sense Motive, and Spot checks. Otherwise,
same as the base creature.

Feats: Same as the base creature

Environment: Any land and underground

Organization: Solitary

Challenge Rating: Same as the base creature +2
Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment: Same as base creature +4.

Comgsat

: Magic Items Carried: Minor circlet of blasting, +2 unholy
~ quarterstaff of spell storing, scroll of chain lightning (12¢th-level).

1By Leclzerms & Lore
'  COMMON: None.

UNCOMMON: An iron lich is an unholy combination
of undead and mechanika. It’s hard to believe that any
wizard, no matter how mad, would do this
to himself.

RARE: Some say that iron liches can(con- | v’
trol both thralls and steamjacks just by

i
] L-Jg
concentrating. f\\ ) L

xOB,SCURE: It is rumoted each = ik

= 'bf__'_the infamous Lich Lords
of Cryx began existence gs an .
e
3.Vl |

o lich.

Treasure

Iron liches will always have at least double the standard

amount Of treasure, some Of WhICh WIH be found on their person.

Hooks

A wealthy landowner has been courting a local beautiful
wizard for several months now and hasn't seen or heard from
her in weeks. He would normally chalk this up to rejection, but
he hasn't even received the usual threats of violence from her.
He needs the PCs to visit her in her keep (which he won't go
near, especially after his last visit left him in the form of a fuzzy
bunny for several hours) and make sure that all is well with her
and deliver his gift of fine Cygnaran brandy unto her. The lady
wizard has recently completed her transformation into an iron
lich and couldn'’t care less about the brandy or the unfortunate
delivery boys who are about to stumble into her laboratory.

New Item
Soul Cage: These cages of metal and glass have been

enchanted to contain the very souls of living creatures. As a
standard action, the bearer simply has to open the door on the
cage, and it will pull in any disembodied souls in a 50-foot
radius. Additionally, an individual using a soul cage (or carrying
it in his hands) can see disembodied souls as if affected by the
reveal souls spell.

The cage can hold up to 100 levels worth of souls. The
bearer of the soul cage can siphon off the essence of the
souls via a special valve located at the top of the cage.
Souls can be used to cast spells that the bearer of the
cage knows but does not have prepared. A soul powers

four times its level in spell levels. For example, the
soul of a 2nd-level ﬁghter will power one 8th-
level spell or six Ist-level spells and one 2nd-
level spell, and so on.

Somewhat disturbingly, several sages have
noted that the common design for creating soul
cages should create a single-use item. However, after
it first traps a soul, the cage seems to draw its own
power from the trapped souls, somehow continuing
to function beyond what it is desigp.eci‘fo do.
Strong necromancy; CL ['Sth; Craft
‘Wondrous Item, re‘.veal souls, trap the
soul, creator cannot be good;"_

gp + 800 XP £
- 10,000 gp 1n gems;’
Weight 3 Ibs.

Price: 30,000 gp; Cost 10,000 /¢
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Medium Construct Saves: Fort +3, Ref +5, Will +4
Hit Dice: 10410420 (75 bp) Abilities: Str 20, Dex 11, Con —,
Initiative: +4 Int 10, Wis 13, Cha 4
Speed: 30 ft. (6 squares) Skills: Balance +7, Climb +10, Hide +7,
Armor Class: 24 (+14 natural), Listen 45, Move Silently +7,
touch 10, flat-footed 24 o Sense Motive +5, Spot +5
Base Attack / Grapple: +7/+12 Feats: Tmproved Initiative, Improved Natural
Attack: Slam +12 melee (1d6+5) or N Attack (claw)® Liohtning Reflexes. Run,
claw +12 melee (2d4+5) Track
Full Attack: 2 slams +12 melee (1d6+5) or Environment: Any land and underoround
2 claws +12 melee (2d44+5) Oroanization: Solitary
; Space /Reach: 5 ft./5 ft. Challenge Rating: 8
Py ’i Special Attacks: Berserk, impale 3d4+7, improved orab Alionment: Always neutral
IE Svecial Qualities: Construct traits, damage reduction 10 /magic, Advancement: 11-20 HD (Medium)
! i darkvision 60 ft., low light vision, resistance Level Adjustment: —
Gy e to electricity 20 and fire 20, spikeskin
8

he iron maiden is both an incredible creation and

be ensured to withhold the powerful and fierce spirit to be

a travesty of the soul. On one hand, it is a con- contained inside. Only the most excellent artificers are allowed

struct of unsurpassed loyalty and wit, and on the to take part in the creation of an iron maiden, and once the
other it is the enslaved body is fashioned the wizard who is the

spirit of a great warrior of the fairer binder inspects the work of the arti-

sex. This construct is created by prac-

ficer. If it is to his or her liking, they
titioners of the arcane as a means summon the spirit of a female warrior

of self-preservation, or it is created from the lands of the dead and encase

for others in positions of wealth or the Spirit in the still-cooling iron body.

authority fOlf that same reason; the

The bound spirit soon finds it has very
iron maiden is an effective bodyguard little control over her new body and

if ever there was one.

R

=

little way of exercising her will on the

This construct, at first glance, world around this form. Often, this

oL

appears to be a shapely woman, hood- moment of truth is enough to forever

ed and cloaked, as if engaged in some bind the spirit to eternal servitude, but

o v

manner of skullduggery. Looking even so the newly made maiden tends to
closer, one notices the distinct shine
of metal hither and thither and a

somewhat rigid gait and bearing.

eventually lose her sense of self; in due

t{me, the more sexless ‘she’ feels, and the

L gL

more construct ‘it’ then becomes.

‘Whenever the maiden or its master “In the weeks to follow from its

o

are threatened the construct reveals its birth, a maiden must be taught the

true nature—hundreds of razor-sharp ways of its nature and the purpose for

spikes and barbs spring from every which it was created—as bodyguard

portion of its bodx, ready to rend and assassin. The magics inherent in

and kill at the drop of a CO]:l:l,i:_
My friend Barien Caulfield of the
Fraternal Order of Wmard;)r; related the following to me:
j  “The metallic body is formed from the finest and purest
. ;-:ﬁ'gén to be found_‘_lin the ki
1N A ¢

the creation of an iron maiden give it the abilities required

= e Wy T aee rvoers

s:-.-u;m-m.

to carry out these tasks: the ability to move with a measure
of silence, to skulk about in the shadows, and the hidden
weaponry to dispatch its target. Ironically, it is the spirit that

gives the construct its gift for learning and intuitiveness that

118 &=

ngdoms; purity of the iron must
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[ron Maipen

may—in the direst of circumstances, but has been known to
have happened—-cause it to break free of its master’s will
and wreak havoc on its surroundings. The iron &N
maiden, because it has no apparatus cre- w ,
ated for the purpose, cannot speak or —

create any auditory emissions. If the

spirit in life had the ability to write,
then the maiden may do so, if it
has the presence of mind and the
permission of its master.”

The mistake has been made in
the past of allowing an iron maiden
to express itself in writing, and, some-

how rediscovering its former passions,

the construct brought the master’s

house down around him, proceeding

to tear through several bourgs of Corvis before
ﬁnaﬂy being dismantled by an immense
show of force by the city watch. -
Unfortunately for him, the incau-
tious master had been slain by the
maiden, a testament indeed that the spirit of the iron
maiden is unpredictable at best.

Comgat

Iron maidens attack only at their master’s bidding, when
they are attacked, or when they are berserk. All of their attacks
are carried out with brutal efficiency.

Spikeskin (Ex): When activated the iron maiden has a
claw attack, in lieu of its slam attack, and any creature strik-
ing the iron maiden with handheld or natural weapons suffers
1d4+S points of piercing and slashing damage from the iron
maiden’s spines, hooks, barbs, and spikes. Note that weapons
with exceptional reach, such as longspears, do not endanger
their users in this way.

Improved Grab (Ex): To use this ability, an iron maiden
must hit a Medium or smaller opponent with a claw attack. It
can then attempt to start a grapple as a free action without pro-
voking an attack of opportunity. If it wins the grapple check, it
establishes a hold and can impale its victim.

Impale (Ex): An iron maiden deals 3d4+7 points of pierc-
ing damage with a successful grapple check if it has activated its
spikeskin ability.

Berserk (Ex): When a maiden enters combat, there is a
cumulative 1% chance each.round that the bound spirit within
it breaks free and go}es'he_r"serlz}hg unbound construct runs
amok, attacking th¢'lnea‘fe$t creature) or smashing a random
object if no creatur¢ is within rea , then moving along to
R hareheny The kI_n;nd ﬁaster, if within 100 feet, can
to regain control by speaking firmly, persuasively, or threat-

Py
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eningly to the construct, which requires a successful Charisma
check (DC 15). It takes 30 seconds of rest by the maiden
)\ ik

to reset its berserk chance to 0%.

Special Healing(Ex): Iron maidens are not
affected by healing spells. Mending cures 1
' hit point.

Skills: Iron maidens have a +4 racial
bonus to their Listen, Sense Motive, and

Spot checks.
LeﬁenDs &
Y Lore

COMMON: Only a fool dares to try the
patience of a man protected by a maiden.

UNCOMMON: Iron maidens are pos-

sessed of an alien intellect, unheard of in

modern mechanika.

RARE: The maiden’s body is simply a conduit

for the spirit of a deceased woman.

OBSCURE: Excessive exposure to a
~ TGN
N\

maiden’s former life may awaken buried y b
memories giving the bound spirit free ) !

reign of its forged metal body.

Treasure 1l
An iron maiden’s body is made of the purest iron to be ,_

found in the Iron Kingdoms. A large amount such as that

found comprising the maiden’s body could fetch a hefty sum at !

the Steam & Iron Workers Union, Engines East in Corvis, or 1

Engines West in Point Bourne. Wheeling an inert iron maiden

into either one of these establishments may raise a few eye-

brows, to say the least.

Hooks

* A well-to-do wizard was recently denied membership in
the Fraternal Order of Wizardry. In retribution, he would like
some expendable hirelings to battle the head of the order’s iron

maiden whilst he engages the offending wizard. The outraged

wizard will pay handsomely for any unscrupulous ruffians will-

ing to take on this errand, no questions asked.

* A formidable wizard in Corvis has been slain by his own

iron maiden—perhaps even the spurned wizard above! The wiz-

ard somehdw- Jost control of the construct and it is now ravaging
the stfreets of the city. I o e already plowed through
) squad of Watchmen, an now an affluent noble appeals to the

rserk construct.

PC§ for help in d1spétchmg t e




Huge Animal

Special Qualities:

Low-light vision

Hit Dice: 12d8+60 (114 hp) Saves: Fort +13, Ref +9, Will +4
Initiative: il Abilities: Str 30, Dex 12, Con 20,
Speed: 50 ft. (10 squares) Int 2, Wis 10, Cha 7
Armor Class: 16 (=2 size, +1 Dex, +7 natural), Skills: Listen +8, Spot +7

touch 9, flat-footed 15 Feats: Alertness, Awesome Blow, Endurance,
Base Attack /Grapple: +9/+27 Improved Bull Rush, Power Attack
Attack: Gore +17 melee (3d6+15) Environment: Any desert
Full Attack: ~ Slam 417 melee (2d6+10) and Organization: Solitary, pair, or herd (3—16)

2 stamps +12 melee (2d6+5); or Challenge Rating: 9 -

gore +17 melee (3d6+15) Alignment: Always neutral
Space / Reach: 151t./10 ft. Advancement: 13—24 HD (Huge)
Special Attacks: Trample 246415 Level Adjustment: —

t was while traveling through the parched northern

regions of the Protectorate of Menoth that I endeavored

to discover more about the Bloodstone kaelram, a com-
“thunder-
head,” on account of the resounding blows it strikes during its

mon beast that bears the exotic moniker of

mating season duels.

These massive, powerful herbivores are
used as beasts of burden through-
out the rural north of the
Protectorate, though
their value extends far
beyond that of any
common dray beast. Judging by the preponderance of kaelram

hide tents, bowls, tankards, armor, fresh and dried kaelram
cuts, and the outrageous prices commanded for intricately
carved kaelram head studs, I would not hesitate to say that this
beast also forms a staple of the local economy.

Having ample opportunity to study domesticated kaelram,
1 must admit to the beast’s intimidating nature, for it is a mas-
sive mammal, striding powerfully atop four long, strong legs.
Its dusty hide has a smooth, pebble-like texture, and its feet
end in tough splayed hooves that grant it purchase in the arid
sands of its native habitat. Its flat face and tiny eyes are over-
shadowed by the enormous pair of tusks that juts out from its
small mouth.

Eager to observe these powerful beasts in their native
“habitat, I once agam enlisted Qulmut and set forth into the
arid lands of the southern Bloodstone Marches. A few hours
¢, we were in the process of skirting

t gestured for me to stop. Doing
was bid, I felt the ground reverberate as a small herd of
;m{loped into Vle_YV_,:AS_ I watched, fascinated, a rumbling

Kaelram Ivory Hook

bellow split the air, and the herd’s dominant male turned,
snorting, to face a lone challenger. Without a moment’s hesita-
tion, the two bulls thundered towards each other, heads low-
ered. They met head to head like living battering rams, and the
booming crack of their impact echoed across the dusty plains.
A second later, the two reared up and were viciously lashing

= each other with their tusks
(&mm __and with powerful

crushing swipes of

their forelimbs. Moments
later, the challenger lay dead. Seldom have I seen
such speed in so powerful an animal; small wonder several
Shael tribes make use of the kaelram as a beast of war.

Comsat

Kaelram are aggressive combatants, their first instinct to
charge, gore, and trample anything they consider a threat.
Should the unfortunate victim of a kaelram charge survive and
continue to move without fleeing, the kaelram will rear up on
its hind legs and proceed to repeatedly gore and stomp the
victim. These animals are so obnoxious that they seldom flee
even serious threats, save when the protection of their calves is
an immediate concern.

Trample (Ex): A kaelram can trample Large or smaller
creatures for 2d6+15 damage. Reflex half DC 26. The save
DC is Strength-based. (For more information, see the MM).

Treasure

A trained kaelram suitable for use as a beast of burden
usually sells for 500 gp. A kaelram barbarian-trained for use as




KaerLram

a war-mount and living battering ram would be traded for no
less than 1,000 gp in appropriate goods, such as metal weap-
ons and armor, if the Shael ever demonstrated any desire to
sell such a beast.

The hide of a kaelram, suitable for domestic use in the
making of items such as bowls, tough tents, or hide armor,
typically fetches 20 gp in the markets of the Protectorate of
Menoth. Kaelram meat is sold for 6 sp per pound.

The kaelram’s tusks are extremely valuable and are worth as
much as 100 gp each to skilled ivory carvers.

Lewclem)s & Lore

many artisans and once carved and polished

ON: Kaelram tusks are highly prized by

can command handsome prices.
UNCOMMON: Kaelram instinctively
judge threats based on a combina-
tion of speed and size. A smaller
or slower moving animal is far
less likely to be attacked. Standing
stock still or playing dead will

usually avert a kaelram attack.

RARE: While kaelram vision is particulatly sensitive to
motion it is otherwise quite poor. These animals are just as
likely to charge swift-moving wagons as a rival kaelram.
OBSCURE: Kaelram dung, though pungent in the extreme,
has powerful astringent properties when fresh.

Hooks

Kaelram are valuable animals, and eager to cash in on the
wealth generated by foreign demand for carved kaelram tusks,
many individuals are turning to hunting the beasts. The party
could be one such enterprising group. As if the animals them-
selves weren't enough to contend with, local Shael tribes take a

very dim view of outsiders hunting kaelram on their land. ..
y g




Abilities:

Stmall Magical Beast

Str 6, Dex 15, Con 5,

Hit Dice: % d10+2 (4 bp) Int 5, Wis 12, Cha 10
Initiative: 2 Skills: Balance +-10, Climb +10% Hide
Speed: 30 ft. (6 squares), climb 30 ft. +10* Listen +3, Move Silently +6*
Armor Class: 14 (+1 size, +2 Dex, +1 natural), Spot +3
3 touch 13, flat-footed 12 Feats: Weapon Finesse
Base Attack /Grapple: +1/-5 Environment: Any forest
Attack: Claw +4 melee (1d3=2) or bite +4 Organization: Gang (4=9), troop (10—40 plus 1
melee (1d4=2) or acidic spittle +4 2 HD alpha hunter), tribe (40—400),
. B ranged (1d4+1) including 1 2 HD alpha hunter per 20
Full Attack: 2 caws +4 melee (1d3—2) and bite adults, 1 3—4 HD alpha hunter per 50
—1 melee (1d9=2): or acidic spittle +4 adults, and 1 4+ HD alpha bunter)
ranged (1d4+1) Challenge Rating: 1/2
Space /Reach: S5ft/5 ft. Alignment: Usually neutral
Special Attacks:  Acidic spittle o - Advancement: 2-3 HD (Small); 4—10 HD
Svecial Qualities: Darkvision 60 ft low- z,gkt vision (Medium)
Saves: Fort +4, Ref +4, Will +-1 Level Adjustment: —

he lemax (or “lizard monkey™) unfortunately can
be found scattered throughout the forests of the
Iron Kingdoms. At their best they are a nuisance

of trousers drooled on. B
The trees are a home
and at worst outright brigands. Over the years
I have had more than my fair share of run-ins with these
pests, and, though individually weak, beware of them when
they’re in numbers.
A grotesque mixture of scaly skin and tufts of hair, the
main features of the lemax are its exaggerated facial structure,

thick black mane, glowing yellow eyes, and prehensile tail.
Their main weapon is an acidic spittle that they emit from a
mucous sack located deep within their
throat, but they also love to throw
rocks. Lemax have a unique but

/é

e

“wake up to find ‘your feet

Comsat

primitive Ianguaée of
hoots, howls, clicks,

and hisses.

Lemax rarely
attack head-on,
preferring instead
to nip at your heels

- (until one day you

missing). They are pers1stent ests,

always testing your nerves _iaatience. They excel at harass-

- meng, especially in the nig : hey bellow and bawl, scare

v ."'}

'rses, and they even snéak’fnto camps just to kick out your
It 1{ also not uncommon to wake from a quiet evening’s

they will most likely spit in your face.

Lemax prefer to outnumber their opponents and rarely
attack any group that they do not outnumber two to one. They
tend to use hit and run tactics and use their skills and abilities
to their utmost advantage.

rest to find your sacks rummaged through and your best pair

ut I digress.
to the lemax, and it is best to camp

in clearings if at all possible when traveling through their
territory. Another piece of advice I would give, if you wish
to avoid a confrontation with the lemax, is to leave a peace
offering outside your camp. This works only if you have not
harmed any lemax and they feel satisfied by your gift. A peace
offering should include both foodstuffs and shiny things. If

found to be sufficient the lemax will leave you alone; if not

Acidic Spittle (Ex): A lemax’s
main defense is its acidic
spittle. This is a ranged

touch attack with a 30-
foot range incre-




ment. It inflicts 2d2 + lemax’s HD acid damage, and nauseates
the victim for 1d4 rounds (Fortitude save DC 12 negates nau-
sea). The save DC is Constitution-based. Once the lemax has
used this attack, it cannot use it again for one hour.

Skills: Lemax have a +4 racial bonus to Hide and
Move Silently, and a +8 racial bonus to Balance and
Climb checks. They can always choose to take 10

on Climb checks, even if rushed or threatened.

*They use their Dexterity modifier instead
of Strength modifier for Climb checks. In
forested areas, the Hide

and Move Silent] P4 -
bonuses increase ’ * -
to +8.

---

l

T

Treasure

Lemax mucous sacks are useful to
both alchemists and arcane spellcasters and

are worth about 10 gp each. Lemax also have cheek pouches

where they store their “shiny things.” Each pouch has a 75%

chance of holding said shiny things. If a cheek pouch is found
g to contain shiny things, then there is a 75% chance that coins
: are found, 20% chance that a gem of some sort is found, and

a 5% chance that a piece of jewelry is found.

Coins found in a lemax’s cheek pouch usually number
2-20 (2d10) of a random type (1d10, I-2: copper, 3—5: sil-
ver, 6=9: gold, 10: platinum). Gems found in a lemax’s cheek

pouch vary widely in their worth. Jewelry in a lemax’s cheek

pouch varies widely in its worth as well (use the art table in

the DMG for inspir;}__t—itjﬁ'y H"\\
f N

{ . iy J
egenns & Lore
COMMON: Don't get 'spit or-by lemax—it hurts and smells

'_ : ‘-‘.;J-E;d too!

UNCOMMON: Lemax have cheek sacks where they hide their
shiny things. Their mucous sacks are valuable to alchemists
and arcane spellcasters alike. Peace offerings that include
shiny things are accepted more often than not (25% chance
of failure.)
RARE: When a lemax is pleased with an offering
or likes an individual, it regurgitates its most
recent meal as a sign of its acceptance and
appreciation.
OBSCURE: Peace offerings that include
bananas and/or other yellow things are almost

always accepted (5% chance of failure.)

Hooks

An enterprising gobber alchemist
from Five Fingers approaches the
PCs, offering to pay them
handsomely if they can
bring him no less
than one dozen live

lemax. He claims

that he needs their
acid pouches for
his alchemical
research. The
truth is that he is
going to set them
free in his former employ-

as a sweet revenge (the money
he’s using to pay the PCs is
stolen from this same for-

mer-employer).

(L thik b s o, Edrea. Heanly it on my I

esselbavim

er’s lab (he was recently fired)

R
¥
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Small Construct

Special Qualities:

Construct traits, damage reduction 10

i Hit Dice: 5410+10 (37 bp)

serricsteel, darkvision 60 ft., low-lioht

Initiative: +5

vision, regeneration, vigilance

[ Speed: 20 ft. (4 squares) Saves: Fort +1, Ref +6, Will +3
1 Armor Class: 31 (+1 size. +5 Dex, +15 natural), Abilities: Str 17, Dex 20, Con —,
3 touch 16, flat-footed 26 Int 10, Wis 14, Cha 12
Base Attack / Grapple: +3/4+2 Skills: Balance +9, Climb +7, Hide +11,
Attack: Claw +7 melee (1d4+3 plus 1d6+1 Listen +8, Spot +10
electricity) Feats: Flyby Attack, Multiattack
{ Full Attack: 2 claws +7 melee (1d4+3 plus 1d6+1 Environment: _ Urban .
g electricity) and bite +5 melee (1d3+1 Organization: Solitary or band (2—5)
plus 1d6+1 electricity) Challenge Rating: 6
’i _ Space /Reach: S/t ; Alignment: Always neutral
_':' Special Attacks: Spell-like abilities, stunning strike 1d6+1 Advancement: 6 HD (Small); 7—10 HD (Medium):
electricity L 11-15 HD (Large)
i Level Adjustment: —

hen I was still a junior scout in the

Cygnaran military, I made my first trip to
Point Bourne, and it was there that I first

encountered one of these bizarre mechagar-

goyles. I had remembered my father telling me about them
when I was quite young. He had that distant look
in his eye that he always got when speak- _.

ing of such constructs—that look that
somberly acknowledged that he was just a
poor junker who could at best only hope

to sell parts for such a creation, never possess-
ing the skill or resources to create one himself.
Clearly he thought they were impressive, and
finally viewing one I had to agree. The
mechanika I witnessed was sculpted in
the likeness of magnificent winged
feline, and it sat patiently atop one of
the city’s more garish estates.

Although there is a long-standing
craftsman’s guild in Merin that claims to have original-
ly mastered the art of mechagargoyle construction, my
father had always insisted that they bore more

esoteric origins. He claimed that only the
crafty faithful of Cyriss could have crafted
such a wonder, although I've never found

e S os v i gt o5 B T
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evidence to back up his dai_‘ﬁi"The
strange thing about these constructs
that distinguishes them so much is that their internal drive

=

:'-rro?)mes from a spirit that takes residence inside the shell of the binds them together also enables them to ﬂy, as well as exercise

construct, which is itself quite mundane. Only the most finely
constructed forms will attract an animating spirit, and once
one has taken up residence it will never leave its metal body.
Constructing a shell is a rare art, and even the best craftsmen
often find their works spurned by the fickle spirits.
Simplicity seems to be the nature of the mecha-
gargoyle. They are universal in their pur-
N pose, which is to protect an occupied
building in just about any urban city.
They are very patient creatures,
and despite the residing spirit, I've
never witnessed one bearing any personality.
The only thing they require of the tenants
whose buildings they guard is a regular
supply of processed iron, preferably in

bars. Those who fail to provide for their
gargoyles soon find them gone.

: Mechagargoyles come in all varieties
(from animal shapes, to humanoids, to
Ml ¢ven stranger things), although most

are about 3 or 4 feet in height or

length. The craftsmanship required
to construct one is the highest, and
those that bear fine and intricate orna-
mentation seem to have a better suc-
cess rate in the creation process. For a
construct, they are surprisingly nimble,
and they are quite vigilant in their guard duties. The magic that

124 &=



a few other abilities. Although intelligent, they are completely
incapable of communication (so you had better know what to

do when one lands on your stoop).

Comgat

Mechagargoyles typically initiate combat with their spell-like
abilities and then follow up with melee combat if necessary. If
overpowered, they flee, never to return to that ward. The attack
forms and damage scores listed above are those of a typical
mechagargoyle. Because forms vary widely, other types of natu-
ral attacks may be possible.

Spell-like Abilities(Sp): At will—fly (self only); 5/day—
darkness, flare (DC 11); 3 V day—qgust of wind (DC 13)), lightning bolt
(DC 14). Caster level 8th. The save DCs are Charisma-based.

Stunning Strike (Su): All successful melee strikes deal
an additional 1d6+1 electricity damage. There is no visual
discharge of electricity, even in darkness. On a critical strike,
the victim must make save or be stunned for 1d4+1 rounds.
Fortitude DC 13 negates. The save DC is Charisma-based.

Regeneration (Su): As long as they are fed a steady diet of
processed iron (at least S pounds a week) mechagargoyles heal
damage as a normal living creature.

Vigilance (Ex): Mechagargoyles are eternally vigilant and
cannot be surprised.

Skills: Mechagargoyles have a +4 racial bonus to Balance,
Hide and Spot checks.

Treasure, 7 —

¥ , i
A mechagargoylré is a treasure in|and of itself; however they

may not be pressed"tinto §érvi;;1?d will always flee if captured.

hey choose their wards spontapéously, and only leave them

when they are not prop?ﬂ}'rf'é :

Lejem)s & Lore

COM
perched atop buildings are actually living constructs that come

ON: In more affluent cities, some of the gargoyles

to life to protect the building.

UNCOMMON: These creations are mechanika shells housing a
living spirit of some kind.

RARE: If one lands on your building, then you are quite lucky.
To keep it you must feed it refined iron.

OBSCURE: The clerics of Cyriss are said to build the best
mechagargoyles, and theirs are rumored to have vastly greater

magical abilities.

Hooks

A wealthy scholar of the arts in Ceryl was fortunate
enough to have a stray mechagargoyle make his home its
ward. He was both fond of and fascinated by the creature and
maintained it well. Unfortunately, a disreputable black market
dealer in the area caught wind of the gargoyle’s presence and
decided to steal it. After capturing it three times only to have
it fly back to its previous ward, the dealer has caught it once
again and plans to sell it on the black market (for parts if he
has to). The original owner is desperate to regain his home’s

companion and is seeking help.
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Medium Undead Saves:

Fort +1, Ref +4, Will +4

Hit Dice: 4d12 (26 bp) Abilities: Str 16, Dex 13, Con —,
Initiative: +5 Int 6, Wis 10, Cha 6
Speed: 30 ft. (6 squares) ) Skills: Climb +7, Hide +5, Listen +3,
Armor Class: 21 (+1 Dex, +10 natural), - Move Silently +5, Spot +3

touch 11, flat-footed 20 Feats: Alertness®. Improved Initiative,
Base Attack / Grapple: +2/45 Lightning Reflexes
Attack: Slam +5 melee (1d8+3) Environment: Any land and underground
Full Attack: 2 slams +5 melee (148+3) _ Organization: __ Any
Space /Reach: Sf./5ft Challenge Rating: 3
Special Attacks: Steamslam 2d6+6 o Alignment: Usually lawful evil
Special Qualities: +2 turn resistance, darkvision 60 ft., Advancement: 5—8 HD (Medium)

undead traits Level Adjustment: —

ve only once had the unfortunate occasion to meet these

somehow, as they then turned in unison and retreated from our
foul undead perversions. I was in the company of some camp. We counted two of our number lost to the attack, and
fellow explorers out of Highgate, surveying one of the all of our specimens had escaped their cages in the confusion.
many unnamed Scharde Islands. We had just located a We then hastily packed our gear and retreated to our
very rare nocturnal species of primate indigenous to this island ~ boat. We spent the rest of the night anchored in the shal-
alone and had retired to our camp to study the few specimens low cove in which we had come aground,
we had captured and log our activities for the day. eyeing the shoreline intently, hoping that
the mechanithralls couldn’t swim. We

steamed for Highgate first thing the next

Suddenly, from the darkness of the trees around us
came a strange hissing, like that of a kettle boiling over.

My friend Erlin Caulfield then gave out
a strangled cry. Turning about, I saw a

morning. Someone or something had
made those terrible things, and I had the
horrible amalgamation of metal and feeling that I didn’t want to meet him.
desiccated flesh standing over poor
Etlin’s crumpled form. Looking
Comgat

Mechanithralls attack only at
their master’s behest or if they

around, I saw at least a dozen
of these monstrosities assail-
ing the rest of my party. I

quickly grabbed my trusty have been given orders to attack
bow and began firing certain beings under specific
arrow after arrow into
these “mechanithralls,”

as I came to call them. It

circumstances (guarding a door
or passage against intrusion,
for example). They never use
took several arrows to fell weapons, preferring instead to
pummel their foes.

Steamslam (Ex): Once

every 1d4 rounds, a mecha-

but one of the creatures,

so I quickly changed tactics
and used the swill our guides
had been drinking, called Finger’s
Finest, to best effect. After dpgsing

them with the liquor and Iiglé'ing them in

nithrall can use steam built up
in its mechanikal fittings to deliver a powerful slam
attack. For this single slam attack the mechanithrall’s Strength

our campfire, my ﬂaming.a'ftbws seemed to score is boosted to 22, increasing its slam attack bonus to +8

have more of an impact on our enemies, as flames generally and damage to 2d6+6.
:-‘ s‘dp_ It ismy opinion that the mechanithralls were “called off”
> : 126 &
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Le(iem)s & Lore

COMMON: None.

UNCOMMON: Mechanithralls are a hideous combination of
undead and mechanika.

RARE: The mechanithralls are created somewhere in the
Scharde Islands, and a few have even been spotted along some
of the more uninhabited coasts of Cygnar.

OBSCURE: Lord Toruk, the dragon king of Cryx, sanctioned
the mechanithralls’ creation for unknown reasons, though the

Dragon King seems to be brewing something major.

Treasure

A mechanithrall’s vanquisher may scavenge whatever
pieces of mechanika may be left on its broken
body. Mechaniks on the mainland will pay hand-
somely to have the opportunity to study the
unfamiliar machinery.

Hooks

Characters exploring

the Scharde Islands may
happen upon the hidden
lab where the mecha-
nithralls are created. The
mechanithralls’ creator
is said to be an undead
mechanik of immense
power and knowledge.
The thralls’ creator will

spare no expense in killing
the invaders or driving them

from his island.
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Small Vermin Saves: Tort +3, Ref +3, Will +0

Hit Dice: 1dS8+1 (5 hp) Abilities: Str 7. Dex 16, Con 12,

Initiative: +3 Int 1, Wis 10, Cha 2

Speed: 10 ft. (2 squares), fly 20 ft. (poor) Skills: Listen +8, Spot +8. Survival +0*

Armor Class: 18 (+1 size, +3 Dex, +4 natural), Feats: Alertness®. Ability Focus (moon dust)
touch 14, flat-footed 15 Environment: Any warm or temperate land

Base Attack / Grapple: +0/-6 Organization: Brood (5—10), or

Attack: _ Bite —1 melee (1d4-2) swarm (11-29)

Full Attack: _ Bite —1 melee (1d4-2) Challenge Rating: [ B

Space /Reach: 51/5f. Alignment: Always neutral

Special Attacks: Moon dust - Advancement: 2—4 HD (Small)

Special Qualities: Darkvision 60 ft., vermin traits Level Adjustment: —

've witnessed many a strange beast in my travels of this

world, but there are few that I'd venture to call beauti-

ful or even pleasant to look upon. Most of the denizens

of the Iron Kingdoms are fierce, with an appearance to
match. However, there is one I'd have to call an exception to
that, and it would be the fluttering moonwing. I remember one
fine evening while camping in the Scarsfell Forest, our campsite
was graced by a brood of these creatures.

As they flocked to our campfire their white bodies lit up
with a gentle luminescence that was a sight to behold. This
effect is due to the dust that coats their wings, commonly
referred to as moon dust. Of course, the other effect of this
moon dust is putting man and beast alike into a deep
slumber, which is precisely what happened to most of
my companions that evening, as the moths flittered
overhead. I managed to roll out of harm’s way and
chase the creatures off with a burning log from the
fire. The dust did make me quite groggy,
however, and I'm sure the sight of me
stumbling clumsily in the dark swing-
ing at a pack of fleeing moonwings
was something to behold as well.

Although they measure a full
meter across at the wings, these crea-
tures are little more than overgrown
moths, and like all moths they
are attracted to 'Iight. They are
nocturnal, and mo‘st travel—_ ?Z‘;
ers encounter them as the_}éf’ _'
~ flock towards a torch or Jgtff /
- campfire. They are peace-

they flutter overhead, their dust sprinkles down, putting to
sleep most who fail to scare them off. This in and of itself
isn't a danger, but being knocked out in the wilds of the Iron
Kingdoms can be deadly.

Comsat

Moonwings are capable of biting, but they only bite in
self-defense, and even then only rarely. Most of the time they
simply flee. Their real danger is when they inadvertently sprin-
kle creatures with their moon dust.

Moon Dust (Su): Any creature that has a moth fly

over its space is sprinkled with moondust. Reflex DC
13 negates. Creatures that are sprinkled with dust
become groggy and fall asleep, as the sleep spell.
Will DC 13 negates. However, all creatures
sprinkled with the dust
are subject to grogginess
even with a success-
ful Will save. Those affected
by the sleep-inducing effects are

subject to grogginess for 1d4 hours

after being woken; those who save are
affected immediately by grogginess for
4d6 minutes. Grogginess inflicts a —2
circumstance penalty to all attack rolls,
save, and skill checks. The save DCs are
Constitution-based. Creatures immune to
sleep are unaffected by this ability.
Skills: Moonwings have a +4 racial bonus to
Listen and Spot checks. *They also gain a +4 racial

bonus to Survival checks to orient themselves.




Moonwinﬁ

Treasure

The moonwing’s potent moon dust is quite a valuable
commodity, although it is difficult to collect effectively. To
do so, one must first capture a moonwing and then take care
of it. If the wings are damaged in the capture, then most

moonwings fail to continue producing dust. Furthermore,
they are very fragile creatures and die suddenly and easily in
captivity. A successful Handle Animal check (DC 18) must
be made each week to keep a moth healthy; two consecutive
failures results in death. Moonwings survive better in broods
(groups of at least five or more) as well as open spaces (such
as a cave, as opposed to a cage); either of these circumstances
adds a +2 bonus to the die roll. Additionally, they only feed

on grubs that are exotic to most areas, and food costs can run

as much as 100 gp a month. If they are properly maintained,
however, then collecting the dust is simple, as it falls naturally
from the wings (and can be swept up).

Moon dust collected in this manner has the same proper-
ties as above, except that the save DC rises to 18. Because of its
potency, a typical batch (containing 2 doses) sells for anywhere
from I00 to 150 gp. A single moth can produce one dose every
other day. A healthy captured moonwing can sell for anywhere
from 500 to 1000 gp. They do not breed in captivity, and they
seldom live beyond a year.

Le(ienDs & Lore

COMMON: Moonwings are large moths that
flock to open lights, and they can put people to
sleep with dust from
their wings.
UNCOMMON:

This moon dust is

extremely potent and is

guaranteed to at least make a
subject groggy if it doesn't knock

him out.

RARE: Moonwings are only attracted

to natural fires; light produced by magi-

cal or similar means (that does not
replicate a natural light) won't
attract them.
OBSCURE:
Moonwings can
l.ae knocke.:d out et
instantly if they catc}}-ﬁ whiff
of alcohol fumes, althou'gh‘..\_
one must get it right!

to their face to

&
_zfgect them.

Hooks

A rather eccentric alchemist in the city of Ceryl has taken
up the mission of stalking down a ring of thieves who use
moon dust to knock their marks out. He believes he

can create a smelling salts-type of antidote to coun-

teract it, although he suspects it might only be
effective versus regional species of the moth.
He is willing to pay those who can collect
specimens from the surrounding area for

his inspection.
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Nyss, Lst-Level Warrior

Special Attacks:

crevices of the barren ice and glacial drifts, there are
monolithic formations called winter stones.
They stand as a foreboding warning to trav-

elers, marking the territory of the guardians
of the north, the winter elves, properly known
as the Nyss.

Knowing of their willingness to slay

intruders on sight, I felt trepidation when I
undertook an expedition alone past those

stones. I had been instructed in dealing with

R

=

this race by a well-traveled Khadoran trader,

oL

who advised covering my weapons and bring-

ing a gift to show my intentions.

o v

I eventually made peaceful contact and
was brought blindfolded to one of their vil-

lages. The Nyss are never com-

L gL

pletely at ease with outsiders,

and I was watched at all times.

o

Hospitality has almost religious

significance with them; while

they will slay any who intrude

uninvited in their territory, once they

" -l 3
have welcomed a visitor the_y_‘&re liberal

= e Wy T aee rvoers

s:-.-u;m-m.

with food, wine, and compﬁ@'y.

The Nyss have prospergcf in their bar-

- ren frozen wasteland and have virtually no

. ;':“%"éptact with the elves of 1

os. There is no

&

Medium Humanoid (EIf) Special Qualities: Nyss traits
Hit Dice: 1d8+1 (5 hp) Saves: Fort +3, Ref +1, Will +0
Initiative: . 2Bl Abilities: Str 13, Dex 13, Con 12,
Speed: 30 ft. (6 squares) Int 10, Wis 7, Cha 8
Armor Class: 14 (+1 Dex, +3 studded leather Skills: Hide +3. Listen +0, Ride +3, Spot
armor), touch 11, flat-footed 13 +0, Survival +2
Base Attack / Grapple: +1/42 Feats: Exotic Weapon Proficiency (nyss
Attack:  Npyss claymore +3 melee (2d6+1/19— daymore)®. Iron Will
20) or short sword +2 melee Environment: _ Cold mountains
(1d6+1/19=20) or longbow +2 Organization: Patrol (2—8), hunt (9—16). war band
ranged (148 /x3) (17—60), shard (61=200), or tribe
Y ’.i Full Attack: ~ Nyss claymore +3 melee (2d6+1/19— _ (200-800)
14 20) or short sword +2 melee o Challenge Rating: 1/2
. ! - (1d6+1/19-20) or longbow +2 Alignment: Usually chaotic neutral
N ranged (1d8/x3) Advancement: By character class
i : Space /Reach: 5ft/5 A, a Level Adjustment: —

n the mountains north of Khador, amid the crags and

mistaking the two races for each other; the Nyss are very tall,
most males well over 6 feet in height, and their skin is pale as

bone. Their hair is either black or nearly white, and their eyes

ice-blue or sometimes violet.

They resent questions about their religion, but I was

able to learn a few things. They take their name from their
patron god, Nyssor, the god of winter. Nyssor is also
respected among the elves of los, but as a lesser

seasonal deity. I have found enigmatic reference of
a sleep from which he cannot wake, but do not

know the significance of this.

The major Nyss tribes number approxi-

mately a dozen, each composed of four
or five “shards,” the core unit of society.

Shards are settled near glacial lakes and
valleys, and groups of hunters travel
between them looking for game and
enemies. Traditionally, every few decades
a shard will pack all its belongings and

travel among neighbors, sharing news and

forming alliances and marriages.

The Nyss contend for terri-
tory and resources with vari-
ous tribes of fierce mountain
bogrin gobbers and ogrun con-
claves, and they have occasional
skirmishes with human barbarians and

the dwarves of Rhul.




Comsat

Nyss prefer to use misdirection and trickery to guide
foes into ambushes or traps and will always attack from
concealment if possible, first with arrows and then ¥

closing for melee.

The Nyss weapon of choice is a great
two-handed claymore. These blades are always £
of masterwork quality, and some are enchant- “§
ed. When fighting in cramped quarters, Nyss
use short swords.

Nyss Traits (Ex): All Nyss benefit from
a number of shared traits. Nyss are suffi-
ciently different from regular elves that they
do not receive normal elven traits.

+2 racial bonus to Hide, Listen, and Spot
skill checks.

+4 racial saving throw bonus versus
cold-based spell attacks.

Nyss are resistant to the effects of cold

weather and do not suffer penalties from cold
conditions until 40°F lower than normal. For
example, they experience cold conditions at
O°F and extreme cold at temperatures of
—40°F and below.

—2 racial saving throw penalty versus fire or heat-based attacks.

Nyss are particularly vulnerable to hot weather when wear-
ing any armor greater than studded leather (or equivalent),
suffering as if enduring hot or extreme heat conditions at
20°F lower than others. For example, they experience hot con-
ditions in temperatures greater than 70°F (instead of 90°F)
and extreme heat in temperatures greater than 90°F (instead
of 110°F).

Nyss are immune to magic sleep effects, and receive a +2
racial bonus to saves against enchantment spells and effects.

Nyss Claymore: The Nyss train to use this masterwork
claymore from youth, and this training, combined with the
weapon’s unusual balance, allows them to be use with the
Weapon Finesse feat. Nyss receive Exotic Weapon Proficiency
(Nyss claymore) as a bonus feat.

Nyss Claymore: Exotic Two-Handed Melee Weapon; Cost
1,000+ gp; Damage 2d6; Crit 19-20/x2; Weight 8 Ibs.; Slashing.
The nyss warrior presented here had the following ability
scores before racial adjustments: Str 13, Dex 11, Con 12, Int

10, Wis 9, Cha 8. '

Treasure 77 ™

Given their raripjz, Nyss crafted jtems are of value to collec-

. g 2 S
tors, particulatly if linscribed with Aeric runes. The most valued
are the great runed clﬁymores, ich are rumored to never lose

: 5L)eir edge nor suffer the r;_n_r:i-ges of time. All claymores are mas-

Nyss fortress

terworks and can fetch upwards of 1,000 gp or more depend-

ing on ornamentation. Nyss claymores require Exotic Weapon
Proficiency to use, having an entirely different balance from

regular greatswords.

Lejenos & Lore
COMMON: None.

UNCOMMON: The Nyss are highly territorial, prone to attack-
ing invaders in their territory without revealing their presence.

RARE: For peaceful contact, one must bind weapons tightly in

cloth, and offer an adequate gift. Once given hospitality, visitors

are completely safe SO IOI’lg as they ClO not threaten or steal from

members of a shard.

OBSCURE: Attus Kroane, a Khadoran explorer, once told of
a winter stone that sat in the heights of a glacier. Attus made

camp there and dreamt of a massive shape under the ice that

slept but did not sleep. He went mad months later, claiming

that this shape watched him in his dreams.

Nyss Characters

(‘Df information on SS as player characters, consult the

IrO{q"Kingdoms Character Gt pp- 52-53).
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Large Ooze Saves: Fort +7, Ref —3, Will —3
Hit Dice: 6d10+30 (63 bp) Abilities: Str 20, Dex 1, Con 21,
Initiative: -5 Int — Wis I, Cha 1
Speed: 10 ft. (2 squares), swim 10 ft. Skills: Swim +13
Armor Class: 4 (=1 size, =5 Dex), Feats: —
touch 4, flat-footed 4 Environment: Any desert
Base Attack / Grapple: +4/+13 Organization: Solitary
Attack: Slam 48 melee (2d4+7 plus 1d6 acid) Challenge Rating: 7
Full Attack: Slam +8 melee (2d4+7 plus 146 acid) Alignment: Always neutral
Space / Reach: 10f./10 ft. o Advancement: 7—12 HD (Large);
Special Attacks: Acid, constrict 2d4+5 plus 146 acid, o 13—18 HD (Huge)
improved orab Level Adjustment: —

Special Qualities: Blindsiobt 60 ft., ooze traits,

suspended animation, transparent

asis oozes make their home in the scattered oases

of the Bloodstone Marches. Even a trained eye can
hardly see these creatures lurking just below the
water’s surface.

' E From wandering travelers to sand beasts, the oasis ooze
i I:‘ fearlessly attacks those who dare to drink from its waters.
] L" Although not always successful, the oasis ooze is more
e than able to defend itself and its territory, as I was able to
E’ | see firsthand upon my first trip to the
:l Bloodstone Marches.
' The oasis ooze can

best be described as an ¢

amorphous organism
with transparent skin
and entrails. It usually
waits until its victim
has taken a drink of
water from the oasis
before attacking. The

Creature surges from

the water, envelops
its prey, and drags it into the oasis where it is simultaneously
strangled and digested.

Organic material (including bone) that is digested by the
oasis ooze is dissolved by acidic juices leaving little evidence to
reveal its presenée. There may however be some non-organic
materials that are not digested and instead are expelled from

the oasis ooze’s body. Spo__t: some of these materials within

- an oasis or around the wai;glf edge may be an indicator that an
. :-‘p“a?sis ooze is lurking somewhere in the waters.

oasis ooze has adapted to these conditions. It is not uncom-
mon to find an oasis ooze in suspended animation, with-
drawn into a rocky depression waiting for the next rainfall.
As Quimut warned me it is unwise to handle them while

in this state. The mere touch of water or organic mate-

rial is enough to revive the oasis ooze from its hibernation.
However, one can usually handle the oasis ooze in this state
with gauntlets or tongs.

— Cquat

T The oasis ooze strikes its
intended victims with a
pseudopod, attempt-
ing to drag them into
the water to be crushed
and drowned.

Acid (Ex): An
oasis 0oze secretes
a digestive acid

that quickly dissolves
organic materials, but not stone or metal. Any melee hit or
constrict attack deal acid damage. The ooze’s acidic touch deals
1d6 acid damage to living creatures.

Blindsight (Ex): An oasis ooze’s entire body is a primitive
sensory organ that can ascertain prey by scent and vibration
within 60 feet.

Constrict (Ex): Oasis oozes deal automatic slam and acid
damage with a successful grapple check.

Improved Grab (Ex): To use this ability, the oasis ooze
must hit with its slam attack. It can then attempt to start a




Qasis Qoze

grapple as a free action without provoking an attack of oppor-
tunity. If it wins the grapple check, it establishes a hold and
can constrict.

Suspended Animation (Ex): While returning to full size
the oasis ooze may only make a single move or attack action

each round. It may move up to its speed and attack in the same
round, but only if it attempts a charge.
Transparent (Ex): It takes a successful Spot check (DC

IS) to notice a submerged oasis ooze.

Treasure

All manner of adventuring gear might be found inside an
oasis ooze or along the edges of its pool. These items will
always be restricted to non-organic materials, however.

Oasis oozes are worth-quite-a bit on the Tron Kingdoms
industrial markets. T’Hef‘t worth ra_‘ﬁges from 200 gp (for the
smallest specimens) to 2,000 gp (fdr the largest and most dan-

erous specimens). J‘Ihe oasis oozgs if hooked up to the proper
; ,a(ﬁéyices can be milked for thei igestive acids. The milking

“process is a constant procedure of introducing food into the

: T ) T e o

Sadly, we never heard from Professor

Staroscik again qfter bis trip out east...

creature and then draining the digestive juices produced to
breakdown the material. The smaller specimens produce up to
two flasks of acid each day, while the largest specimens have
been known to produce about ten flasks of acid a day. The
acid produced in this fashion sells for about 8 gp per flask and
has many uses in industries such as printing, manufacturing,

and alchemy.

Hooks

A collector of oddities desires an oasis ooze for his col-
lection and is willing to pay well for it. If the PCs accept the
collector’s offer, they begin the trip with the collector, his wife,
his daughters, his sons, and a few selected guests. Alternatively,
a factory ’QWrier_rhay wish to recover his own beast so as to
avoid.the steep fees He is currently paying for industrial acids
on tf‘lle open market., '\\
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Special Qualities;

Qorun traits

Qorun, 1st-Level Warrior Saves: Tort +5, Ref +0, Will =2
Large Humanoid (Oprun) Abilities: Str 17 Dex 11, Con 12,
Hit Dice: 1d8+1+1d8* (hp 10) Int 8, Wis 7, Cha 8
Initiative: _+4 Skills: Craft (weaponsmithing) +2.
Speed: 40 ft. (8 squares) L Intimidate +5. Jump +9
Armor Class: 14 (=1 size, +2 natural 43 studded Feats: Improved Initiative
leather armor), touch 9, flat-footed 14 Environment: Any mountains
_Base Attack / Grapple: +1/+8 Organization: Korune gang (2—10), extended family
Attack Ogrun warcleaver +3 melee (11=30), conclave (31=100), or
(2d8+4/x3) N . town (101-1,000)
Full Attack: Qprun warcleaver +3 melee Challenge Rating: I
(2d8+4/x3) Alignment: Usually chaotic good or chaotic evil
Space/Reach; . 10f./10 ft. Advancement: By character class
Special Attacks: — Level Adjustment; +1

ver since my cruel enslavement in the mines of the

so-called “black ogrun” I have wondered how any

species related to them could be so trusted by the

dwarves of Rhul. It also puzzled me that there
are ogrun in the service of Lord Toruk,
dragon tyrant of Cryx; it is hard to
imagine two more dissimilar
cultures. This was a mystery I
felt driven to solve.

There are several ogrun

towns in Rhul with well-traveled

roads connecting to the dwarven
cities and outposts. The ogrun
are not as skilled in stonework
as their neighbors, but in some
cases have bartered for con-
struction contracts. To my eyes their
homes are well-built, each extended
family sharing a single sizeable keep.
They settle in groups of multiple
families, called conclaves, with towns
numbering a thousand ogrun at most.
Patrol duties are divided up among the ' L
~ various korune (a word which translates
loosely as “lord” in the Molgur-Og dialect they speak), which

preside over the watriors of

- community. Becoming a korune
is purely a matter of ﬁght'A'- 1
~ alty of other ogrun. Once even a single ogrun has sworn fealty

o another, that ogrun becomes a korune.

owess and having earned the loy-

",Fighfs between warriors loyal to different korune are com-
2 w2 S

Ty £ o=y, T

mon and arguably more frequent than bloodshed with outsiders.
These fights can be deadly and lack the strict rules governing
feuds between dwarven clans. Those korune who amass too
many warriors under their leadership are often set upon by lesser
rivals, keeping any one leader from gaining too much power.
Ogrun are not yet as common in human society as they are
in the dwarven kingdom; they are a far rarer sight than trollkin
or gobbers, but have gained acceptance in certain communities.
Ogrun make excellent laborers due to their size and strength, but
also face prejudices by those who view them as primitive and
dangerous. They are more likely to be found in Khador
and Cygnar than the other kingdoms, generally
settling in mountain communities.
Recognizing an ogrun is quite
easy, as they look like no other
civilized species, standing at
least 8 feet in height, some-
times 9, with long arms,
strong hands, and muscular
bodies always ready for a
fight. Ogrun live reasonably
long life-spans, almost as
long as humans on average,
with most living at least to their mid 70s and some rare
few as long as 90 years.
Most ogrun worship the same primitive mother-goddess
as many trollkin and gobbers—an entity named Dhunia—and
believe their souls are reborn when they die. The ogrun have
taken the concept of reincarnation to another level; they believe
honor (or lack thereof) in one life influences the next, and their




descendants pay the consequences. To an ogrun the greatest
possible dishonor is breaking a sworn allegiance to his korune.
However, ogrun are individually highly independent, and it is rare
for more than a few dozen to unite under a single lord.

Once ogrun have sworn oaths to a korune, they serve with
absolute devotion, and their unwavering loyalty is the most strik-

ing aspect of their culture. Furthermore, so long as a lord lives,
their progeny are expected to follow the same leader. The system
is complex, as a lesser korune may be sworn to an even more
powerful one, yet his subordinates are only loyal to their immedi-
ate lord. In the event of their korune’s death they are
freed of all obligations. They may indeed seck revenge
on their lord’s lord if they believe him responsible,
The dwarves of Rhul have benefited from this

ancestral loyalty. Many centuries ago many tribes

of ogrun swore oaths—not to specific dwarven
lords—but to entire clans. This was done when the
dwarves of Rhul saved countless ogrun in a time
of famine. Consequendy, there are entire tribes
of ogrun who consider themselves beholden
to specific dwarven clans and periodically
loan able warriors (called an oath-tithe)
to dwarven service.

This has been extended to amicable
trade and mutual protection between
the two species. Some ogrun in
other kingdoms resent this
relationship, but the situation
appears to have worked to the
benefit of both ogrun and
dwarves in Rhul. Ogrun
have proven more
than able warriors
as they have worked side by side with dwarven engineers on
constructing tracks and steam engines for rail travel as well as
having a knack for fabricating exceptionally precise cannons.

In time their reputation as smiths may exceed even that of the
dwarves themselves.

I have not investigated the ogrun of Cryx, but I presume
they are bound to Lord Toruk by similar ancient prom-
ises—Lord Toruk is not only their korune, but also their god.
These ogrun have become as vicious and bloodthirsty as their
master, and are by all accounts evil to the core. Yet they too
demonstrate the same intense loyalty and devotion. The words
for betrayal and death are nearly identical in the dialect of

."f’f. “_\j
Comsat:. =

Ogrun are surprxSm&z fas;aﬂg nimble despite their size, a
k . fagt they use to their advantage They are known for split sec-

o

these proud people.

o)

b0

ond decisions and quick reflexes. Each ogrun fights individuaﬂy,
yet they work together reasonably well when facing adversaries.
They are fond of halberds and other polearms, which they

can wield in one hand due to their size, sometimes equipping

a large shield in the other. Being well-honed warriors, they will
always take advantage of the special qualities of their weapons,
including setting for a charge, hooking to trip opponents, etc.
Their favored ranged weapon is the heavy crossbow, sometimes
fired in one hand (-4 penalty to hit).
Ogrun who can afford the expense will wear
'4 breastplate or chainmail, while others will wear
studded leather. Armor is usually decorated with
the sigil of the korune or dwarven clan they serve.

- ——

Ogrun Traits: All ogrun benefit from a num-

ber of shared racial traits.
+2 natural armor bonus, as their skin - 2

is as tough as leather. 3

i e e e R L S

+2 racial bonus to Intimidate
checks and any Craft checks

L

involving metalworking.
Once an ogrun swears
fealty to a leader or a

-

—— e i il it

&b, cause, they are virtually
incapable of betraying

those oaths (with similar 1
penalties as lesser geas if they '

do). They can choose to disobey specific

in the best interest of the sworn leader

;
orders but in all other ways must act ’
or cause. i

1

; Ogrun gain Martial Weapon
\Wy Proficiency with any one

polearm as a bonus feat.

*Ogrun gain 1d8 bonus hit points.

The ogrun warrior presented here had the following ability

scores before racial adjustments: Str 13, Dex 11, Con 12, Int
10, Wis 9, Cha 8.

Treasure

Ogrun are exceptional smiths and are known for high qual-

ity weapons as well as armor. Their armor will be too large

for even the largest humans to utilize, but their polearms are

sometimes masterwork quality. Although they prefer barter and

do not mint thieir-own coin, ogrun often keep coinage of the

kingdom-they call home, either dwarven or human.

r A

| A
Qirun CHardcters |
T more on ogrun er Ch acters, consult the Iron ;

Kingdoms Character.ﬁmde pp- 54-56). Moin
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- OLp Man of tHe Swam]o q\n

X

Medium Fey (Grymkin) Saves: Fort +3, Ref +7, Will +4
Hit Dice: 5d6+10 (31 hp) Abilities: Str 10, Dex 16, Con 15,
Initiative: +7 Int 14, Wis 17, Cha 19
Speed: 30 ft. (6 squares) Skills: Bluff +15, Diplomacy +14, Hide +14,
Armor Class: 15 (+3 Dex, +2 natural), Intimidate +6, Listen +11,
touch 13, flat-footed 12 Move Silently +11, Spot +11,
Base Attack / Grapple: +2/42 Survival +11, Swim +8
Attack:  Slam +2 melee (1d8) or Feats: Tmproved Iniliativa, Skill Focus (Bluff),
+2 club +4 melee (1d6+2) Skill Focus (Hide)
Full Attack: Slam 42 melee (1d8) or Environment: Any marsh
ALe +2 club +4 melee (1d6+2) Organization: Unique
Space /Reach: S5 ft./5 ft. Challenge Rating: 5
Special Attacks: ___Draining touch, spell-like abilities Alignment: Chaotic evil
Special Qualities: Damage reduction 10 /magic, low-liht  Advancement: —
vision, rejuvenation, spell resistance 16, Level Adjustment: —

swamp magnetism

imeon Slimewort, the Mud King, Old Gray Dick—what-
ever you call the Old Man of the Swamp, just hope you

never cross his path. My colleague, the renowned ento-

mologist Professor Golliber Humm, is the only person I
know to claim an encounter with the wicked old geezer of chil-
dren’s stories and survive to tell the tale. Whether or not he imag-
ined it, I must admit poor Humm was never quite the same when
he returned three days overdue from that trip into the marsh.

According to Professor Humm, the Old Man of the Swamp
is very real indeed, a stooped old man with a kindly face lean-
ing on a gnarled cane. Meeting by chance in the
depths of the swamp, the Old Man claimed to
be nothing more than a hermit eking out
a pitiful existence. He offered to
help the professor
locate a rather
rare specimen
of the lesser triple-winged lantern moth, “just a ways into
the swamp.”

When they reached the location, there was no triple-winged
Jantern moth to be seen. That is, until the Old Man reached
with uncanny quickness into a nearby bush, producing a speci-
men petfect in all respects. Humm, overjoyed, reached for the
creature, and the Old Man nonchalantly brushed hands with
him. An odd sensation of weakness passed over him (he attrib-

uted it to sheer delight at ﬁn 5 his moth), but he was too

~overcome with his rare ﬁnc]i m@gwe it much thought.

The Old Man offered his hand in congratulation, which

olar shook Yv1th g_r_e_at delight. It was only then he felt a

shooting pain run up his arm. Yelping, he summoned his nearby
man-at-arms, who charged the Old Man with drawn sword. The
Old Man spat a curse at Humm and vanished into the mists of
the swamp. Terrified, Humm and his protector quickly sought
the safety of a nearby village.

Legends about the Old Man abound, particularly in north-
ern Cygnar. There are even those who claim to have seen him
slain; nevertheless, the sightings continue to this day.

Comegat
The Old Man of
the Swamp attempts to
bluff unsuspecting indi-
viduals into receiving
through trade
or any other
means an
object of
value, often a
worthless handful of
gravel upon which he casts silent image. He then attempts a touch
attack. The victim does not notice unless a successful Will save
(DC I14) is made. He is also capable of attacking with his cudgel
(a +2 dub), but prefers to cast fog doud and slip into the mists and
escape. If cornered, he will call I1d4 swamp shamblers to his aid.
Draining Touch (Su): The Old Man’s touch attack inflicts
Id8 points of negative energy damage plus Id4 Con damage.
On a critical hit, living creatures hit by the Old Man’s drain-
ing touch attack suffer one negative level. The DC is I6 for

S 136 -
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OrLbp Man or tHe Swamp

the Fortitude save to remove the negative level. The save DC is UNCOMMON: Swamp shamblers seem drawn to the Old
Man, and he can control them.

RARE: The Old Man can be defeated, though his
body will vanish, and he will reappear in the

Charisma-based. For each negative level bestowed, the

Old Man gains § temporary hit points.
Rejuvenation (Su): If killed, the Old Man will

reappear in the swamp within 1d8 months. swamp within the year.

OBSCURE: The Old Man is the spirit

of a miserly old baron who once taxed

Spell-like Abilities: At will—comprehend languages,

fog cloud, mirror image, silent image; 3 /. day—gaseous form. Caster
level T0th. The save DC is Charisma-based.
Swamp Magnetism (Su): Once per day, the Old Man

his subjects into starvation. If his

resting place could be found and
sanctified, the curse of the Old
Man could be lifted forever.

can summon 1d4 swamp shamblers who will respond to
him as if affected by a charm monster spell.

Swamp Shambler: CR. 2; Medium undead; HD 3d12; hp
19; Init +0; Spd 20 ft.; AC 13, touch 10, flat-footed 13; Base
Atk +1; Grp +2; Atk/Full Atk +2 melee (1d6+1, claw);
Space/Reach S ft./5 ft; SA create
spawn; SQ undead
traits; AL N; SV
Fort +1, Ref +1,
Will +3; Str 12, Dex 11,
Con —, Int 6, Wis 10,
Cha I0.

Hooks

* Legend has it
that the Old Man has

amassed a fabulous

treasure over the centuries,
hidden in a secret tree stump
lair of items
stolen

from his victims. Rumors persist that

Skills and Feats: Climb +4, Hide +3, the legend is just a hoax, that the “Old Man” is really a local
Listen +4, Move Silently +2, Spot +4; Alertness, Blind-Fight. bandit and his entourage. But one ancient crone thinks other-
Create Spawn (Su): Any humanoid slain by a swamp sham- wise, and she claims to know where he is now; best to hurry, for

bler will arise as a shambler in I1d4 minutes. The new shambler the Old Man always moves on after a few moons at the most.
is not under the control of its creator, and is immediately able * A teenage girl, the daughter of Watchman Mitchel Filkins

to create spawn itself. is missing; the city watch is convinced she was kidnapped by the
Old Man while gathering berries in the forest. A reward for her

TI‘€&SUI‘€ return is offered.
The Old Man’s cudgel is a +2 club. It will begin to dry-rot

once removed from his possession, becoming useless in 1d4

days unless remove curse is cast upon it. After the club disinte-

grates it will reappear in his possession—or another like it, if /} 0fe ;?’ﬁ; ,/PD//”/@/L ] CAt
it is preserved. He will also have on his person 1d6 gems worth

between 200 gp and 500 gp each. In his hoard (located in a /ta% W

rotting tree stump) will be found 2d10 gems valued between /

200 gp and 1,000 gp. He will never venture farther away than Mmﬂﬁ'; %Qmm

one mile from the stump, though he will choose a new location

for his hoard every few weeks or months. Over the years he has IOJ/” 20)2—' %/Lﬂ 0@4‘@4/ {9%
visited a great deal of, djﬁb;ﬂémgdoms. ‘ & "¢ / ///
(S _: 13y Z 2 2
Le&enm_ & Lore & A e
M — - :

N: The OICT‘M&_Q of the Swamp is some kind of super- =
tural being with a deadly touch and a huge stash of treasure.




Medium Aberration Saves: Fort +5, Ref —1, Will +3
Hit Dice: 2d8+10 (19 hp) Abilities: Str 16, Dex 8, Con 20,
Initiative: =1 Int 2, Wis 11, Cha 6
Speed: 20 ft. (4 squares), burrow 10 ft. Skills: Survival +5
Armor Class: 17 (=1 Dex, +8 natural), Feats: Weapon Focus (bite)

3 touch 9, flat-footed 16
Base Attack / Grapple: +1/+4 Environment: Any underoround
Attack: Bite +5 melee (2d6+4) Oroanization: Solitary
Full Attack: _ Bite +5 melee (2d6+4) Challenge Rating: 2
Space /Reach: S/ ft. Alignment: Always neutral
Special Attacks: — . Advancement: 3—4 HD (Medium)
Special Qualities: Blindsense 120 ft., darkvision 60 ft., ore Level Adjustment: —

eater, ore seeker, scent, tremorsense 60 ft.

B ———
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: ;:1»{ Esco{rted to a mining operation, I proceeded to learn more

t was during my visit to Rhul that I happened to bear

witness to one of Caen’s truly beneficial domestic crea-

tures, the peculiar onkar. A beast of singularly ugly

aspect, the onkar is a squat biped standing little shorter
than most men, but notably broader. My initial observations,
reinforced by numerous accounts from my dwarven hosts, also
suggests that the rotund creature is little more than a mobile
mouth and stomach, albeit ideally suited to burrowing and
devouring metals.

The onkar’s thick plated hide is almost white, but
is laced with trace elements of the metals the onkar
ingests, giving the hide great resiliency and a
metallic sheen, protecting the creature
from tunneling abrasion.
Although
the beasts
are considered
too valuable to kill,
dwarves do favor the
hide of the onkar in
the crafting of boots,
gloves, hide armor of
remarkable quality, and as
decorative rugs in their dwellings.

However, what makes the onkar so valuable to the dwarves
of Rhul, is its uncanny ability to detect metals of all varieties,
particularly large quantities of ore that the dwarves themselves
can exploit. Wild onkars subsist on trace elements of metal in
soil and the veins of ores th.ntgrr encounter, while domesticated
onkars subsist on the metal waste and slag of dwarven produc-

 tivity, as well as “treats” in the form of the odd metal coin.

about this strange beast, watching as it waddled up to the tun-
nel wall and unhinged its already cavernous maw to take truly
staggering bites out of rock and soil. Its small clawed forelimbs
moved surprisingly quickly to pass excess soil and stone along its
sides. Within moments, the onkar had tunneled a full 6 feet into
the rocky soil wall of the tunnel, eating all the while, as dwarven
miners worked quickly behind it to shovel out what can only
be described as the creature’s excrement, produced from the soil
ingested only moments earlier. To my amazement, several dwarves
then proceeded to load the excrement into waiting
\\\\ mine carts. When I inquired what they intended to
> do with the thick, smooth, odorless, mud-like sub-
stance, they informed me that the onkar’s excre-
ment is in all ways like fine
clay, and therefore is used
as such. Apparently,
given a more
rocky diet,
the onkar’s
excrement is
more akin to
a sandy
cement and
proves very useful
in construction work.
Making my way along the onkar’s tunnel, I noticed that the
creature started to become excited, drooling large puddles of
saliva onto the floor, while hopping from foot to foot. Its han-
dler smiled and gave the onkar two handfuls of mixed coins
from a pouch at her belt; the creature had uncovered a vein of
iron, hence its sudden hunger and excitement, always a sure
sign that significant quantities of metal are nearby.




Comsat ﬁenns & Lore

Despite their exceptional armor and fearsome bite, dwarf- ON: Onkars eat metals, and the dwarves train them to
bred onkars are not willing combatants, preferring to flee dan- help locate ores and create tunnels.
ger if at all possible. Only if cornered and unable to burrow or UNCOMMON: Much of the finest claywork in Rhul is

produced using onkar dung (“gulg” in Rhulic).

waddle to safety will an onkar attack anyone, even then

fighting only until able to escape. RARE: Onkars are unable to digest precious
Wild onkars, on the other hand, are

more territorial, and have been known

stones, and any they accidentally ingest are
passed harmlessly. These may be recovered

to threaten intruders with displays of by those willing to do a little “digging.”

OBSCURE: If an onkar were fed

exclusively on a single metal for

huffing and stamping, charging if

the intruder fails to retreat.

Even so, wild onkars are
quick to back off in
the face of a clearly

over a year, its hide would take on
the luster and appearance of that
metal, while remaining as easy

superior opponent. to work as normal

Blindsense (Ex):

An onkar notices and

animal hide.

locates creatures within
60 feet. Opponent’s
still have 100% con-

cealment against the

onkar.
Ore Eater
(Ex):
Metl, Hooks
stone, Driven mad by sickness, a
and soil wild onkar has taken to attack-

only have a quar- ing miners, devouring their pick

ter of their

heads, biting

chunks out
T
of metal _
- mine-carts, &
and otherwise causing a E
usual hardness for purposes of - nuisance. Unfortunately, 4
being bitten by an onkar. Metal armor the dwarves sent in a squad of heavily X .
only has one half of its AC against an onkar’s bite. armed and armored warriors to deal with the beast, and none o !
. Ore Seeker (Ex): The onkar is able to “sniff out” large have returned. All that metal plate and weaponry... M
e quantities of metal in the air or soil within a number of feet :
i equal to 50 times its Wisdom score. o

Treasure / .
A trained onkar, being so useful for ore location, tunneling, z ;;044«(71,/ S 2 J 7,2?

clay and cement production, or metal waste disposal, is obvi-

ously a valuable commodity. Such creatures sell for upwards of %MQ/@ M Z s M |
450 gp or more. __,),/ i :

The hide of an onkar typ1caHy\fetches 100 gp, and can be
used as a fine rug, in the ‘creation o_f sturdy, attractive boots and %
L by » 4

Joves, or for maste%yvork hide armor.

) Onkar clay sells for L sp. pound, and onkar cement sells

U for 5 cp per pound.




Medium Undead (Incorporeal)

Abilities:

Str —, Dex 22 Con —,

Hit Dice 7412 (46 Ip) Int 14, Wis 14, Cha 18 'y
Initiative: +10* Skills: Bluff +14, Craft (small arms) +12,
Speed: Fly 40 ft. (ood) (8 squares) Diplomacy + 8, Intimidate 414,
Armor Class: 20 (46 Dex, +4 deflection), Knowledge (firearms) 412, Listen +7,
touch 20, flat-footed 14 Sense Motive +12, Spot +7
Base Attack /Grapple: +3/— Feats: Dodpe, Exotic Weapon Proficiency (small
Attack: +3 military pistol of wounding +13 ranged arms), Improved Initiative, Point Blank
(2d64+5/19—20/x3 plus eneroy drain) Shot® Ouick Draw® Shot on the Rur®,
Full Attack: +3 military pistol of wounding +13 ranged Weapon Focus (small arms)®. Weapon
(2d6+5/19—20/x3 plus energy drain) o Specialization (small arms)®
Space /Reach: S5ft./5 ft. Environment: Any
Special Attacks: Gun of the orave, eneroy drain Organization: Solitary
Special Qualities: +6 turn resistance, darkvision 60 ft., Challenge Rating: 9
dueling instinct, in:orporeal traits, liohtning Alionment: Always lawful evil
reload, undead traits Advancement: 8—15 HD (Medium)
Saves: Fort +2 Ref +8. Will +6 Level Adjustment: —

here are many tales across the Iron Kingdoms of

restless spirits, however, one of the most compel-
ling is the tale of Lach Bradig. Bradig was a regu-
lar in the Cygnaran military, and because of his

e S O e e

exceptional skill he had been assigned to a corps of riflemen.
Bradig’s troops won many victories, although by circumstance

these were all minor skirmishes. This didn't satisty Bradig at
all. He was a glory hound and, obsessed with his own marks-

manship, had to prove his skill to the entire world. Eventually
his surliness got out of hand, and he was dishonorably dis-
charged from the service.
This only made things worse. Bradig lost himself to anger

and plotted to avenge himself by methodically killing o
every member of his former troupe in a marksman's \'( ‘
duel. And this is just what he did. Bradig, a N
Khadoran by ancestry, enacted a form
of duel called “kilbricht.” This
was a ritualized form
of archer’s
duel that was
performed
by a small
number of
isolated tribes in n‘t)rthern,_ hador in days of old. It
was always performed cloge;ﬁ _'midnight on the eve of a full

- moon in an isolated area;qf_ﬂ—'ﬁon't know how Bradig enticed

. ,-‘;c;}rl (more likely) forced all d’f his former comrades into such a

Eventually an unknown gunman killed Bradig, but that

wasn't the end for him. He arose from the grave, a spectral

shadow of his former self. He now stalks all of the Iron

Kingdoms challenging well-known marksmen to kilbricht duels.

Those that accept never make it back alive; those that refuse

are gunned down as cowards.

What's worse is that it seems that some of Bradig’s victims

have arisen as undead pistol wraiths as well. They too are now

stalking the Iron Kingdoms, bringing death to pistoleers and
sometimes even other innocents across the land. I'm only glad
that my skills with a pistol were never much to speak of, as I'd
surely hate to face a mad spirit such as this one.

to shoot their opponent down quickly. If they miss they will
keep reloading as per lightning reload until they shoot them
dead. Those who refuse to duel are typically gunned down in

a public place. Do note that on rare occasions pistol wraiths

kilbricht-style duel. Those that accept participate in a
fairly traditional duel, despite the unusual setting. The
wraiths will attempt to use their lightning draw ability

wraiths will
always seek
opponents

out and chal-

Ienge them to a




Pisto1r. WraitHu

have been known to target other seemingly innocent victims as
well, though the reasons are unknown; regardless, all are still

Le(iem)s & Lore

COMMON: Those who fancy themselves to be deadly pisto-
leers may be sought out by a restless spirit. A number of them

stalk the land, challenging skilled marksmen to ill-fated duels.

UNCOMMON: There are a number of restless pistol wraiths,
but the original was a gunman named Lach Bradig. Some of

challenged to enter a duel.

Energy Drain (Su): Living creatures struck by a bullet
from the gun of the grave gain a negative level. The DC is
17 for the Fortitude save to remove a negative level. The save
is Charisma-based. Those who are killed by this attack while
fleeing rise as pistol wraiths. Those who stand their

those he slays become spirits themselves, though

ground and follow through with the duel are o Bradig is the most powerful of his kind.

granted the peace of death.
Gun of the Grave (Su): The pistol
wraith’s gun is a +3 military pistol of

"~ RARE: Those who accept these duels seldom
7 live, yet those who refuse are gunned down
as well. What's more, those

wounding. Its supply of powder and

who die ﬂeeing are

ammunition 18 endless, though the cursed to rise up as a

wraith must still load the pistol after
each firing. The bullets fired from the

gun of the grave manifest in the mate-

pistol wraith as well.

OBSCURE: The

man who shot Bradi
rial world once discharged. The gun of g
. . down was none other than
the grave and its bandolier are part of o .
- o, Corvis’s Julian Helstrom,
the pistol wraith’s being and cannot be . . .
. and Bradig is intensely afraid
removed from it by any means.

Dueling Instinct (Ex):
*When formally engaged in

of him. Those aware of this
speculate that only a bullet from
Helstrom’s pistol will put Bradig
to rest for good. What hap-
pens to the rest of the pistol

a duel, a pistol wraith is
treated as having rolled a
Al 1n1F1at1ve onee wraiths after Bradig dies is
the duel begins.

Lightning Reload
(Ex): Though the

pistol wraith needs

anyone's guess.

Hooks

to reload his gun of the X
A young promising regular

rave between shots, doing so onl . %,
fe uires a move qcti;)n ¢ ! in the Crgnapmidel)

i = ’ has just received his
third award for excel-

lent marksmanship . .

. and Lach Bradig has
also just challenged him

Treasure

A pistol wraith carries no trea-

~ o sure. However, any bullet fired by I S
a wraith remains in perfect con- Nl tilat e egcan
B ey be seused by obtain a charm that will
another marksman as a nor- v e 1 S SgLET
mal bullet (powder and such e yaﬁe TEVIEZY (I3 p

still required). The bullets

bear a +3 enchantment bonus;

walking dead and wear it
until the next full moon, Bradig
; il 1 him alone. Unf ly, h d help findi
they also add one extra damage die and increase the critical e O O R S A
R A ] . such a charm.
multiplier by one. Ammun IQD__XVIth that power would be quite
valuable, although mestémarksmen. wouldn't dare tempt fate by b

using such a poteanally' G_-t‘{rsed obje_"ct. Sl
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Huge Animal

Abilities:

Str 23. Dex 13, Con 20,

i Dice: 948+45 (86 bp) Tnt 2, Wis 10, Cha 4
Initiative: +1 Skills: Hide +1* Listen +5,
Speed: 50 ft. (10 squares) Move Silently +12, Spot +2
Armor Class: 15 (=2 size. +1 Dex, +6 natural), Feats: Alertness, Endurance, Improved Bull Rush,
: touch 9, flat-footed 14 Power Attack
Base Attack / Grapple: +6/4+20 Environment: Forest and temperate plains
Attack: Slam +10 melee (2d6+6) Oroanization: Solitary, mating pair,_or mother and calf
Full Attack: ~Slam +10 melee (2d6+6) and (2—8 HD, Laroe)
; 2 stamps +5 melee (2d6+3) Challenge Rating: 6 o
Space /Reach: 151/10 ft. N Alignment: Always neutral
Special Attacks: Rage, trample 2d6+6 Advancement: 9—18 HD (Huge)
Special Qualities: _ Low-light vision, scent Level Adjustment: —
Saves. Fort +11, Ref +7, Will +3

is a central migratory area during
their mating season, but tho

placid waters don't reflect

e i T e 10 e

the nature of these beasts
at all. Under normal
circumstances these

buffalo are docile and

rather calm. However,

when one crosses into
their area they defend
it relentlessly.

The most intimi-
dating factor, aside from

They can easily grow to 20

feet at the shoulders, and
their antlers are enormous;

this size, however, they can

ers before charging them. T

their fury, is their sheer size.

their broad shape makes them great

stealthy and will stalk trespa

n the occasional junk hauls my father dragged me
on as a boy across the forests and plains of Khador,
I learned of one of the most aggressive animals in

all the Iron Kingdoms—the temperamental Raevhan
buffalo. They are named for a lake that

N@

for butting opponents, digging, and marking trees.
In build they are massive and rather boxy. Despite

b¢ ;_nnazingly

- | b R

- are more common in foré_é;t{.'s;,@b-ut they have made territories for
themselves on the Khaddr:a'ﬁ'plains too (where, thankfully, they
't put their stealth to mu_ch use).

Using techniques of the Andulhar, one of several small and

quickly disappearing native Khadoran hunter-gatherer families,

I was able to mask my scent and venture into one of these

creature’s territories to observe it. Despite their fury they are

quite frequently continues pursuing opponents well beyond
its domain. It is known to stalk trespassers and then ambush
them, although once it rages all stealth is forsaken. It will usu-

rather docile creatures, but they are extremely ter-
ritorial. When any creature enters its territory,
it becomes enraged and chases after the tres-

grazing and foraging animals, and they

seem to greatly enjoy dust baths
in the huge burrows they dig
with their antlers. They are
solitary creatures, marking
off a personal territory
and keeping it to them-
selves. The only time I
know them to venture
beyond their boundar-
ies is during the mat-
ing season, in which
they seem to migrate to
seasonal mating grounds,
though in small numbers.

Comsat
Raevhan buffalo are usually

passer violently until they are

killed or run off, although it




RaevHan BurraLo N ':

ally open with a charge attack.

Rage (Ex): Any creature that attacks a Raevhan buffalo
while inside its territorial area causes it to go into a berserk rage
that ends in the death of one or the other; additionaﬂy, how-
ever, there is a 50% chance that the buffalo will rage at even the
mere sight/scent of an intruder in its domain. There is a 75%

chance a raging buffalo will continue to pursue opponents well
beyond its territory. The buffalo gains +4 Str, +4
Con, and =2 AC during the rage. .

Trample (Ex): Reflex half DC 20. The ¥
save DC is Strength-based.

Skills (Ex): Raevhan buffalo can be
surprisingly stealthy for their size. They
have a +4 racial bonus to Hide checks
and a +6 racial bonus to Move Silently
checks. *In dense forest, the Hide

bonus increases to +8.

Treasure
The Raevhan buffalo keeps no

treasure of its own. Although they are

difficult to hunt, the rare and disappear-

ing Khadoran plains people have made

a science of it, and the bounty the

beast provides can feed a

family for weeks. Their

antlers make excellent

material for tools

and weapons. It has a
hardness of 6 with 12
hp per inch of thickness, and it
grants a +2 circumstance bonus to all
Craft checks made to work it. A raw
antler would sell for as much as
100-200 gp, while materials

crafted of it might sell

for 10—15% greater

than market value;

oY )

&\k\\wﬁ

the more artistically
crafted items of the
native peoples can sell

/f

for much more.

Legenos & Lore

COM

peramental creature§,fﬁét.;1ttack an)jthing that enters their area.
UNCOMMON: They rﬁg‘rrk off their areas by digging ruts
into trees with their antlers, rubbi g their musk all over them
inthe process. T trees :3.;Jﬁ—l

ON: Raevhan bu c\ariextremely territorial and tem-

surefire way of knowing a

ffalo is nearby.

RARE: These buffalo are actually inactive during the mid part

of the day, and one has a good chance of sneaking by their ter-

ritory during that time.

OBSCURE: Raevhan buffalo are unusually tolerant of the

Khadoran burrow rat (not a true rat, mind you), and one may

disguise their scent with the musk of these creatures to pass
through a buffalo’s territory unharmed.

e

-

Hooks
Usha Makara, the
eldest of the wan-

2\ ing Andulhar
plains family
is enter-

ing into
) her last
l; days, and
. she must
make
her pil-
grimage
// to the
family’s
ancestral
gravesite. This
trip must be made
on a stretcher made of
the antler and hide of a
Raevhan buffalo. Unfortunately,
most of the family’s warriors are lame
or old and cannot bring one down.
They are looking for someone who can
help them take down one of these crea-
tures so that Usha can make her trip.

Do you see how it lifts its nose towards the rising
sun? That is because they can smell the coming sunlight.
The day that the Raevban fail to look towards the rising
sun will be the first day of the Ravaging, as prophesied in
ancient times. For my people, L-think that duy is coming soon,
my friend,

— Asad Makara, the last of the Andulbar warriors

-
-
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Medium Fey (Grymkin) Saves: Fort +3, Ref +8, Will +7

_Hit Dice: 2d6+3 (hp 10) Abilities: Str 10, Dex 14, Con 10,
Initiative: +2 Int 14, Wis 13, Cha 17 :
Speed: 30 ft. (6 squares), swim 20 ft. Skills: Bluff +6, Disouise +6, Escape Artist +6
Armor Class: 15 (42 Dex, +3 deflection) Hide +7, Knowledoe (nature) +9
3 touch 15, flat-footed 13 Listen +6, Move Silently +7, Spot +6
Base Attack / Grapple: +1/+1 Survival +6
Attack: Rusalka blade +4 melee Feats: Toughness™, Weapon_Finesse
(1d4+1/19=20 plus poison) Environment: Any marsh
Full Attack: Rusalka blade +4 melee _Organization: Solitary or covey (2—3)
b9 (1d4+1/19=20 plus poison) Challenge Rating: 3
Space /Reach: S5 Alignment: Always chaotic evil
Special Attacks: _Doison, spell-like abilities, unearthly lauphter Advancement: 2—4 HD (Medium)
Special Qualities: Unearthly grace Level Adjustment: -

nown as rusalka, or occasionally as “bog nymphs,”

Kingdoms, be wary of anything that seems out of sorts, lest
these malicious creatures make the marshes of the you find yourself at the mercy of a rusalka.
Iron Kingdoms (especiaﬂy those of

Khador) their home. They are

said to be the spirits of young women
or gitls who have succumbed to the
hazards of the swamps. I, however,
have found them to be less lost souls

and more malevolent spirits.

Comsgat

Rusalkas avoid combat whenever possible, only
entering into it to protect themselves or their dens.
They use their unearthly laughter to stun oppo-
nents—either to gain time to get away, strike

b ;;:.:"_ While traveling the bogs and marshes of the Iron

with their daggers, or both.
Unearthly Laughter (Su): Unearthly
Laughter (Su): Once per day, a rusalka

The rusalka’s natural appearance
is quite grotesque—a warped and
cruel visage sitting atop the shapely
body of a woman. They rarely appear in can emit unearthly laughter that
leaves her opponents stunned for
1d442 rounds. Victims must

be able to hear the unearthly

laughter for it to take
effect. 30-foot-radius, Will
DC 14 negates. The save DC is
Charisma-based.

Spell-like Abilities: At will—dis-
Quise seb‘; Il / day—ballminatory terrain. Caster
level 10th. The save DC is Charisma-based.

Unearthly Grace (Su): A rusalka adds

her Charisma modifier as a bonus to all her

their natural state, however, and often take
upon themselves the guise of a beautiful
lass, using glamours to appear as a member

of whatever race suits their purpose.

Able to change the very appearance of
a landscape, the rusalka weaves her powerful
illusions like a spider spins her webs. She can
make a road look like a wetland and a wetland
look like a road. She can make a pool of quick-
sand appear as a peaceful glade to stay the night
in (a glamour that once cost me a driver and an
entire chest of priceless Orgoth texts).
saving throws, and as a deflection bonus to her

Not a few have perished by this pitiless crea-
ture’s deceptions, but a rusalka has more than just Armor Class.

her glamours to kill you W1¢Het dagger, for one,
drips poison, and her unsetﬂlng laughter can stag-

Treasure
Rusalka Blade: A rusalka blade is +1 dagger that drips with
magically produced venom. Each blade is bonded to a particu-

ger even the sturdiest of men.




Rusairka

lar rusalka (storing her soul if she is slain) and will not work H OOKS

for anyone else, instead acting and appearing as an ordinary 5 -
dagger, though a detect magic spell will indicate that it is magical A gentleman's daughter has gone missing, and the FCs
N el o8 ) i e daboer rritst are requested to help in the search for her. They are asked to

make a Will save (DC 17, 19 for those who have been
possessed before) or be affected by a magic jar spell as

return with her or at the least with news of her. Of course

what the PCs don’t know is that the Iady in question has
been taken over by the soul of a rusalka and is heading
toward her “birthplace.” Can the PCs save the gentle-
man's daughter from the fate that awaits her? Are they

cast by a I0th-level sorcerer; the dagger is the recep-
tacle for this spell. If the attack succeeds, then the
soul of the rusalka takes over the victim’s body and

o . . . already too late?
the dagger regains its magical properties until such

time as the victim regains control or is slain, where-
upon the rusalka’s soul returns to its place inside
the blade. A female humanoid that successfully
saves is immune to the attacks of the rusalka
blade for a year and a day.
In order to return to her true form

the creature must return to the place
where she was “born” (which may
or may not be where the rusalka

was slain) and drown the
victim. Once dead, the
woman’s body splits open

il

—l

and the rusalka is reborn.
Destroying the blade before

the rusalka is reborn restores

the woman’s soul to her body and
destroys the creature.

The rusalka blade is usually
made from antler or bone.
The magical poison in
the dagger can be used 3
times per day.

Poison (Ex): Injury,
Fortitude DC 12, initial and
secondary damage 1d6 Con.

A rusalka blade is

a rarity in the open

market due to its

malicious nature and

the limitations of its

magical power. grmm—
A collector

of oddities

however, may

'
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be willing to

purchase one

for as much as

7,000 gp.




Special Qualities:

Ithough I've not yet had the opportunity to study one

in great detail, I believe the saqu to be a rather large

member of the raptor family of birds. Standing some
E ifteen feet tall, these enormous avians eat anything
smaller than them that they can catch. Usually this is limited

to wild hoofed animals if the birds are ranging in the plains or
large rock lizards if they are ranging in mountainous areas. If a
saqu should chance upon some delectable humanoids wandering
in its territory, then it will

e S O e e

certainly take the oppor-
tunity to add some variety
to its diet.

The jagged-billed saqu

is bilateral in its coloration.

Their dorsal side is dark gray in
color, and the ventral is a whitish-
tan. The light-colored underside

is no doubt an adaptation that
helps to confuse their prey, as it
allows the bird to blend in with the
skies overhead as it swoops down
upon its quarry. The bird’s

head is topped by a crest of
feathers that stand erect
when the bird is in a
state of excitement,

be it courting a mate
or hunting an over-

inquisitive scholar who g i
wants nothing more than to"' RS-
¥ st:udy the magnificent beas{'f
~ The saqu probably mate R ke o many

.s do. Though I've never seen a juvenile saqu,

now pinned under one (or both) of its massive claws.

Large Animal Low-light vision
Hit Dice: 5d8+15 (37 bp) Saves: Fort +7, Ref +5, Will +3
Initiative; +1 Abilities: Str 18, Dex 13, Con 16,
Speed: 30 ft. (6 squares), fly 60 ft. (average) ¥ Int 2, Wis 14, Cha 6
Armor Class: 14 (=1 size, +1 Dex, +4 natural), Skills: Listen +10, Spot +10
touch 10, flat-footed 13 Feats; Flyby Attack, Multiattack
Base Attack / Grapple: +3/+11 Environment: Temperate mountains, hills, and plains
Attack: Bite +6 melee (2d6+4) Oroanization: Solitary or pair
Full Attack: Bite +6 melee (2d6+4) and 2 claws Challenge Rating: 4
+4 melee (1d6+2) Alignment: Always neutral
Space /Reach: 10 ft./.10 ft. Advancement: 6=8 HD (Large); 9=15 HD (Huge)
Special Attacks: Ravage Level Adjustment: —

much less a nest, I believe they nest on high rock ledges or sim-
ilarly well-hidden locales. They probably lay clutches of 2—3

eggs in a large nest composed of feathers and branches.

Comsat

Saqu are not taken to soaring as many birds of prey do;
they instead perch on high cliff faces or hide amongst tall foli-
age while looking for prey. They then swoop down upon their
prey, pinning it to the ground while they snap at it with their
powerful beak. Often this will stun or kill the prey immedi-

ately They will also dash their
stunned prey against large
rocks or fling it several
yards to further injure it.

Ravage (Ex): A

saqu that hits with a
claw attack against a
Medium or smaller

creature can attempt a

grapple as a free action
without provoking an

attack of opportunity
as though it had the
improved grab abil-
ity. Once it achieves

a hold, it can fly off

with the prey and auto-

matically make a bite attack

each round in lieu of a claw attack.

oz It also gets this automatic bite attack if
it chooses to stay grounded, as the prey is




The saqu can drop a grabbed creature

Hooks

as a free action or toss it as a stan-
dard action. Flung creatures travel
20 feet and take 2d6 points of
damage. The saqu often leap

upon the unfortunate

creature again if it
still moves.
Skills (Ex): Saqu

have a +4 racial bonus to

devour him.

Listen and Spot checks.

L egenps
& Lore

COMMON: Saqu are essentially
enormous hawks.
UNCOMMON: Saqu are not nec-

essarily man-eaters; they'e just not

1

very particular.

RARE: Saqu are sometimes drawn to
shiny objects.

OBSCURE: A significant part of
the saqu mating ritual is the
presentation of impres-
sive food by
the male to the g
female. This
coupled with
their fondness for shiny objects spells bad
news for adventurers in metal armor.
Time to cover up that chainmail!
e )

Treasure

There are many parts of the saqu that may
fetch a fair price in the market. Their tail feathers, while
not fanciful, are enormous in size and can be made into
great fans or dyed and fashioned into all manner or decora-
tions. Their sharp talons can be made into crude spears if
lashed to poles. As many carnivorous birds do, saqu regurgi-
tate indigestible portions of their food in the form of com-
pact, oblong pellets. These pellets often contain small items
of interest if the saqu has partaken of any humans in their
diet. Anyone lucky enoglg_h, to locate a saqu nest—particularly
from a pair that has.taken to eating humans—is in for a real

find. They will undlouBte,_dly find all manner of small, human-

wrought objects which have faﬁi_deep into the large branches

(_}ﬁking up the nest. - Sac s i o Ir

® The PCs are part of a caravan traveling through some
grasslands bordered by an imposing mountain range. As they
pass particularly close to the range, a male saqu swoops down
and snatches a member of the caravan, possibly a PC. It’s
a race against time now, as the PCs must hurry to their
comrade’s aid before the saqu’s mate or hatchlings

* A rich but eccentric Llaelese merchant
is in the market for living saqu eggs. He's
paying well, but no one is sure just what
he’s up to. In reality, the mad merchant
plans on raising saqu on farms to
harvest their meat and featheres.

The entrepreneur will

meet an untimely
(and somewhat
amusing) demise
a few months
later while trying
to ride a “tame”
saqu, and the
PCs may be
called on to help
deal with a farm
tull of angry
giant birds.

i
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Satyxis, Lst-Level Warrior

Int 10, Wis 9, Cha 12

marred only by the horns that
protruded from her brow.

As she kicked a Cygnaran
marine off the length of her
sword, our eyes met. In that
moment, amongst the smell of
spent gun charges and coppery
blood, I felt absolutely lost in her
gaze. She seemed to ignore the battle
around her and came at me, her weapon
poised to end my life. I defended myself
with all of my skill, though I could not take

my eyes off her.

Luckily, a steam frigate from Mercir inter-
rupted the raid with a blast qf grapeshot. The
last I saw of the satyxis walé-._(?'r raven hair flow-

ing behind her as she leapi:'{?é the deck of her

~own ship. I still relrem bR Fice. as clearly as

ey
'

=4

! e b%tde happened yesterday. 1 have never seen
-, : Ev‘ P

Medium Humanoid Skills: Bluff +6, Diplomacy +3,
Hit Dice: 1d8+2 (6 bp) Gather Information +2, Intimidate +3,
Initiative: - 3% Jump +2
Speed: 30 ft. (6 squares) Feats: Multiattack
Armor Class: 15 (42 Dex, +3 studded leather), _
touch 12, flat-footed 13 Environment: Warm land or warm seas
Base Attack / Grapple: +1/4+3 » Organization: Solitary (Chosen of Toruk 10th-level+),
Attack: Longsword +3 melee (1d8+2/19-20) cohort (1d6 human pirates and one 2nd-
Full Attack: Longsword +3 melee (1d8+2/'1 9-20) level satyxis), raid (2 coborts and one
and headbutt +1 melee (1d6+1, nonle- th-level satyxis), or crew (3 raids and
thal plus daze) N ) one Sth-level satyxis)
(11} Space /Reach: St/ fr Challenge Rating: 1
L Svecial Attacks: Headbutt 1d6+1 nonlethal plus daze Alignment: Usually neutral evil
| I»‘ Special Qualities: Beouile, darkvision 30 ft. Advancement: By character class
PR Saves: Fort +4, Ref +2, Will —1 Level Adjustment: +2
i j Abilities: Str 15, Dex 15, Con 14,
i
:
} ) histling blades, pistol shots, and the boom- anything more beautiful and terrifying.
< ing of cannons rang around my ears the first The satyxis are an ancient warrior race. Once famous for
g | 2 time I engaged a satyxis battle-witch. Pirates  their honorable traditions and prowess in battle, they led a life
i ' had boarded our ship, and a fierce woman of conflict and heroism. As it happens, a fight between Toruk
;I i of unearthly beauty was leading the raid. Despite the thunder and the dragon Shazkz devastated the homeland of the satyxis
ik and racket, her presence was stunning. Her stance was that centuries ago. Dragon fire and spilled dragon blood tainted the
:! | of a master, her blade moving land and ultimately the satyxis bloodline as well.
' ‘ 8 with Iightning speed. Her lithe The women survived somehow, but the men were
form and perfect beauty were rendered monstrous and deformed. Over the ages

this dragon-blight has crept further into their
blood, making the women strong and
the men now non-existent.
After the blight took hold, satyxis
women learned it was best to mate
exclusively outside of their own blood-
line. Myth and records show they often
; choose to seduce their most
capable opponents (traditionally
known as chosen) into father-
ing their children. Once with
child, the satyxis mother leaves
the chosen male and retreats to her
homeland to give birth. Daughters are
treated as warriors with a birthright—
the sons are brutally sacrificed.
Today, the satyxis homeland is lost,
though it is thought to be close to Cryx.
In the modern day, the women the Orgoth




Satyxis

and the surrounding waters. Select daughters are

called “reaver witches” are well known on that dark isle Le €nDns 8,. L ore
]

MMON: The satyxis are a race

Of warrior women found near the

chosen by Toruk to serve his will as assassins or
worse. Pirate crews also value the satyxis as elite
officers—Axiara Wraithblade is perhaps the
most infamous and reviled up and down the
Broken Coast.

Shattered Coast between Cygnar

W and Cryx.

UNCOMMON: Beware what
sailors call the “satyxis’ kiss.” It

is a savage headbutt.

RARE: The satyxis dwell on a
hidden isle in the waters between

Comsgat

The satyxis are imbued with an unnatu-

AT o

ral grace, and most are highly skilled in Cygnar and Cryx. This isle is

swordplay. If during a battle a Satyxis dis- a dangerous jungle, filled with
covers her chosen, she engages him in a ritual
battle. This sword dance tests the skill of the man,

and should he have the mettle, she will beguile him

treacherous creatures. In the center is

the city of Satyx.

OBSCURE: Satyxis males are sacrificed
to keep the bloodline strong. Should a

with her charms and take him as loot.
Beguile (Su): The feminine beauty of the satyxis can i
g1 al( ) o dy ) Y chosen man father a satyxis son, he must
entrance male opponents. Once per day a satyxis can A =
PP P Y Y also be found and sacrificed. This is done

attempt to beguile a single male as per a heightened
charm person spell, Will DC 13 negates. The level
of the heightened charm person spell is equal
to 1/2 the satyxis’ HD rounded up. Caster
level equal to satyxis’ HD. The save DC
is Charisma-based.

Headbutt (Ex): A common
trick used to deadly effect is to
lull a man close enough to make

in a rite to strengthen the satyxis blood-
line further.

Treasure

Satyxis who have mated with a chosen
often leave valued trinkets or gold as a
reward for the services of their chosen.
There is a 10% chance per level (of the

chosen) that the item left behind will be
magical. These gifts are often carefully

him think he is going to receive a
kiss, only to be met with a vicious
headbutt. A satyxis deals 1d6+1
nonlethal damage with a melee head-
butt attack. If the headbutt attack
inflicts 7 or more points of damage,

selected and usually pertinent to the
class of the chosen. {

the victim must make a Fortitude Al \ H OOKS &
save DC 11 or become dazed ] )
l’ A man contacts the <4
for one round. The save DC ) F =24l
. i players claiming to know o111
) is Constitution-based. ; 45 M
o > 3 the location of the Isle . b2
Skills: Satyxis 1t
] of Satyx. The man does i
gain Bluff as an ; A
i - in fact know where the Al
automatic class skill. : " f itH
Th . ; o island is—he has spent a year trying to a8l
S TR UEIR find the woman who beguiled him and left '
presented here had . 4 -4
’ : him heartbroken. He wishes to find |
the following abil- ¢ { A = = - her and their daughter. i 1
"% .sclorcel.s a e J ; _ . i R Of course, he doesn't k)
racial adjustments: : 5 h i |
- ave to let the par
e \ | . R A i .
12, Int 10, Wis 9,,Cha 3. i { ’ \ i

3 s
” ) J ¢ !
- _—Satyxis CHaracﬁgrs (}/ Gy e r\
(\;} The satyxis favored class-1 ighter. Satyxis leaders are typi- Nor= i : f (\_/

'c/aﬂy ﬁghter/ sorcerers,
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- of a threat to a
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y i Qgg?‘.rn you that the effect of a fright in the woods can be

e gyfll-armed group, but

-w‘ub -3 iR s &

Tiny Magical Beast Special Qualities: Darkvision 60 ft., low-lioht vision

Hit Dice: 1410 (5 bp) Saves: Fort 42, Ref +6, Will +0

Initiative: 42 Abilities: Str 8, Dex 19, Con 10,

Speed: 40 ft. (8 squares) o Int 4, Wis 11, Cha 4

Armor Class: 18 (42 size, +4 Dex, +2 natural), Skills: Hide +12, Move Silently +12
3 touch 16, flat-footed 14 Feats: Ability Focus (sonic shriek)

Base Attack / Grapple: +1/-8 Environment: Any forest

Attack: Bite +2 melee (1d9—1) Oroanization: Pack (5-20)

Full Attack: ~ Bite +2 melee (1d9—1) and Challenge Ratin: 2

xr claw —3 melee (1d2—1) Alignment: Always chaotic neutral

Space /Reach: 2 12 t./0 ft. Advancement: 2 HD (Tiny); 3—4 HD (Small)

Special Attacks: Sonic shriek Level Adjustment: —

othing could lead a more bizarre existence than

devastating. My venerable friend and guide of many years,
the screecher, a small carnivorous quadruped Tumalok (Morrow favor his soul), had slain many a daunt-
inhabiting the forests of Cygnar and Khador. ing foe in his career. But poor Tumalok had stopped to, er,
They can be recognized by their flatish, wedge- relieve himself in the woods—had his need not been so great

and his bladder so old he might have paid heed to the pack

on his trail. Alas, the old tracker’s heart could not withstand

shaped heads, widely spaced eyes, two-clawed feet, and short
stumpy tails, and there couldn't be a more irritating beastie to

be found in the wilds.

Screechers spend their day tracking larger animals—not

the shock of being so rudely surprised.

The only thing of value that they possess is the lung-like
to mention unsuspecting explorers innocently going about organ they use to produce the harmful blast. The large sac
their business—through the bush. The nasty little monsters found in the creature’s thorax is prized for its use in creating

are silent as the grave as they

Ordic bagpipes and foghorns on

creep about behind their prey. great steamships (little difference
there, I might add.) One in good
condition can be

sold to the right

buyer, usually in

They wait until the victim stops Ordic PiPES' musical

for a quiet moment, perhaps to

instrument or torture
sleep or graze (or to rest upon

a log in a serene sunny spot to implement.’ Either way,

light one’s pipe). Then the vicious thank the screecher.

a port town.
little vermin, having crept close
by their prey, emit such a furious
shriek as to terr{fy the victim half
out of his wits.

I have observed the horrid
screechers stun much larger
animals with the blast,

then attack in a

Comsat

Screechers follow their prey
through the forest, hiding in the thick

pack, tearing it to
bits with their
claws and fangs. undergrowth and moving silently, often hunting
They may in coordinated packs. When the victim is unaware
not sound much ! \ or its attention occupied elsewhere, the screecher

i i ‘ emits a high-volume shriek designed to stun or even kill
weaker opponents. A stunned opponent is then attacked by the

screecher or pack and devoured.

¢
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OBSCURE:
Whistling, screech-

ing, or playing a musical

instrument in the same key
in which the screechers wail can
actually trick the animals into
believing you are one of their pack.

Of course, that means they might follow

you around as if you were one of their own—but
Sonic
Shriek (Ex):

The screecher can

it beats being eaten!

Hooks
* Amblin Orofisk, a shipbuilder in Five

Fingers, is building a new sailboat for a rather

emit a sonic shriek twice per day

that is loud enough to leave opponents
stunned for 1d4 rounds, Fortitude DC 12
negates. The save DC is Constitution-based. flashy noble, who would like it to be pos-
Those with a Constitution of 12 or less who sessed of a horn that can “shake the
fail the Fortitude save must save again with a very ocean floor.” A
number of screecher

air sacs would do the

trick, especially a very
big one, and there’s a reward for bringing in

two dozen of the things.

—4 penalty or fall unconscious for 1d4 rounds. Victims with a * Gymnoddy the master piper is opening a college. He

Constitution of 6 or less must make a third Fortitude save with needs three dozen air sacs from screechers, only that greedy

a +4 bonus, or die instantly of heart failure. Opponents who shipwright Amblin Orofisk seems to be buying up all in a 100-

are aware of the screecher gain a 48 circumstance bonus to each | 4. 4. o Bringing him as many as one can (no questions
saving throw. The sonic shriek only affects living creatures.

Skills (Ex): Screechers have a +6 racial bonus to Hide and
Move Silently checks.

asked) will garner a rich reward.

’ ’
Treasure - L e i) Gomes JHe Gereechon
Screechers carry no treasure. The air sacs with which they

generate a blast of air are worth between 25 and 100 gp—usu- M Mm ba/ Z : (74,40::‘/

ally more if they are sold in a port town where boat horns or

sirens are in higher demand. Killing a screecher with a piercing . ¢

or slashing weapon destroys the air sac 75% of the time. Tl /Y a%/toﬁgq_ & ac
Lacs. g/; ,Z/ e2Cr ﬂ,/ea/;, BEJQ

Lejenns & Lore S e
COMMON: Screechers_g;a-fr-ugrating creatures that stun prey //%744/"* < 2 m

by screeching; they can E)e found\ih}many forests. "l’
UNCOMMON: Sq.‘_'reec‘hgs travel in packs, and they always _ : i @
attempt to surprise ‘their prey. i & 4

\ ; =1 i 2
RARE: The creature’s thoracic sac can be sold to horn or musi- LIRS b

instrument makers. . (%
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Laroe Undead Saves: Fort +2 Ref +3, Will +7
Hit Dice: 841243 (55 hp) Abilities: Str 21, Dex 13, Con —,
Initiative: 5 Int 8, Wis 12, Cha 14
Speed: 40 ft. (8 squares), burrow 10 ft. ) Skills: Hide +0* Listen +12,
Armor Class: 22 (=1 size, +1 Dex, +12 natural), B Move Silently +12, Spot +12
touch 10, flat-footed 21 Feats: o Tmproved Initiative, Skill Focus (Hide)®,
Base Attack / Grapple: +4/+13 Toughness
Attack: Claw +8 melee (1d6+5) Environment: Any desert and underground
Full Attack: 2 claws +8 melee (1d645) and Organization: Solitary (plus 2—20 skeletons of various
bite +3 melee (1d8+2) o o types under its control)
Space /Reach: 10 ft./10 ft. R Challenge Rating: 9
Special Attacks:_ Breath weapon, create spawn, friohtful Alignment: Always neutral
’.i ) presence, improved orab, rend 2d6+7 Advancement: 9—16 HD (Laroe); 17-32 HD
& ! Special Qualities: Damage reduction 5 /= darkvision 60 ft, e (Huge); 3350 (Gargantuan)
. ! - undead traits Level Adjustment: —
i

i
i . epulchral lurkers were created to guard tombs, agreed, but two of our comrades, Gable Hornt and Figan

i temples, and other places of import found in the Blaiy, wished to press on. After a heated discussion, the two

BlOOdStOI’le MSIC}]ES. Most sepulchral lurkers are decided to press forward Whlle the rest Of us set up camp a

linked to a particular place, although my guide little farther back in the ruins.

Quimut has told me that some of these creatures roam the

Bloodstone Marches freely.

We watched them start across the sand occasionally stop-

ping to pick up something from the ground. When they had

n

i

l 3 Sepulchral lurkers are frightening creatures, the mere sight crossed about halfway, the sands and skeletons shook to life. A
i of one is enough to shake most men’s resolve. They are hunch-  sepulchral lurker and half a dozen skeletons suddenly erupted
| backed beasts standing 8 to 9 feet tall with clawed and power- from the ground around them, barring their way back to us.

ful arms. Their skin (where there is any) is a dull I started towards our doomed com-

reddish color, and their bones are dark ochre rades, but Quimut took out his

red. Where their monstrous hearts should wat-fan and barred my way.
The fight (if you can

call two men fleeing for
their lives such) lasted

be beats a humanoid heart pulsing with

R

=

powerful necromantic magic.

oL

Sepulchral lurkers are found o :

where treasure, sand, and skeletons less than a minute, and

o v

within seconds of death,
the flesh of the two bod-

ies dissolved away, leav-

meet, and such was the case when
a group of adventurers and I
ran into one in the remains of

a ruined tomb. Quimut warned e ing behind two perfectly

L gL

against our entering, but hungry polished skeletons. Its work

finished, the sepulchral lurk-

® er and its skeletal cohorts
(including our lost

;: «\, :o.. o= comrades) burrowed

o

fOI‘ the knowledge we were

seeking, we pressed NS
L]

him to go forward. L3
After winding our = =®

way into the ruin,’ their way into the

= e Wy T aee rvoers

s:-.-u;m-m.

we came to a place sand where they await

where the sandstone i the next set of adventurous

floors gave way to the minéled sight of ancient sand and

. ;.:is:ééttereql skeletons. Quimut said he would go no further. I the warning I left on the tomb’s archway.

souls to come along. I only hope that those who do will heed

1




Comagat
The sepulchral lurker usually
attacks from a hidden posi-

tion, most often erupting

from out of the earth. The
skeletons under its command L.
are used as distractions, while
it weakens foes with its breath
weapon and slays them with its vicious

claws and bite.
Breath Weapon (Su): 30-foot cone of
weakness, usable once every 1d4 rounds,
1d6 Strength damage to all living crea-
tures, Fortitude DC 14 negates. The
save DC is Constitution-based.

P <

Create
Spawn (Su): A humanoid or monstrous
humanoid slain by a sepulchral lurker rises as a skeleton under
the sepulchral lurker’s control in 1d4 rounds.

Frightful Presence (Ex): This ability automatically takes
effect whenever the sepulchral lurker attacks or charges. 30-ft.
radius, HD 7 or less, Will DC 16 negates. The save DC is
Charisma-based.

Improved Grab (Ex): To use this ability, a sepulchral lurker
must hit with a claw attack. It can then attempt to start a grap-
ple as a free action without provoking an attack of opportunity.

Rend (Ex): A sepulchral lurker that hits with both claws
latches onto the opponent’s body and tears the flesh. This
attack automatically does 2d6+7 points of damage.

Skills: *Sepulchral lurkers receive a +4 racial bonus to Hide
checks while in its native environment due to its coloration.
Further, a sepulchral lurker can lie under the sand with only its
eyes and part of its hunched back showing, gammg a +10 cover
bonus on Hide checks. T

W

Treasurc; ey
Sepulchral lurkers are oftf:(fe wardens of very valu-

- ‘@e treasures, which can-run-the gamut of one’s imagination.

There is also frequently treasure left behind by victims
killed by the sepulchral lurker (and subsequently
raised as skeletons).
If killed, the sepulchral lurker’s heart
¢ turns into a porous rock. If powdered
and ingested, the stone allows the
person who consumed it to add
= 7 42 to the DC for all saving throws
against spells from the school of
Necromancy that they cast. This
effect lasts for 10 hours. Each
sepulchral lurker heart produces
10 doses, which sell for about
200 gp each.

A sepulchral lurker’s claws can
be made into masterwork daggers
for the cost of a normal dagger.
The claws have a hardness of 10
and 20 hp.

<
"“s
'1

jem)s & Lore
COMMON: None.

UNCOMMON: A huge undead beast may be found guarding
treasures hidden in the Bloodstone Marches.

RARE: These sepulchral lurkers are often accompanied by the
risen skeletons of those they have slain.

OBSCURE: A sepulchral lurker’s heart is a potent necromantic
ability booster.

Hooks

A necromancer in disguise approaches the PCs in the hopes
of hiring them to hunt down a sepulcl:ffiﬂ‘urker and return
its heart to him. If the offer is accepted, the PCs will receive
a map that leads them to a tomb in the Bloodstone Marches
(perhaps even ‘the one mentioned by Viktor Pendrake). There
they £ ﬁnd a sepulchral* l.urker, but—more importantly—they just
mxght discover what it w‘?xﬁ guarding.
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Sﬂaft Wl Ht

Medium Undead Saves: Fort +1, Ref +3, Will +5
Hit Dice: 5d12 (32 by) Abilities: Str 16, Dex 15, Con —,
Tnitiative: +2 Int 13, Wis 13, Cha 15
Speed: 30 ft. (6 squares), burrow 5 ft. Skills: Climb +7, Craft (blacksmith) 45, Hide
Armor Class: 18 (+2 Dex, +2 natural, +4 chain +10, Jump +11, Listen +9, Move
shirt), touch 12, flat-footed 16 Silently +10. Profession (miner) +9,
Base Attack /Grapple: +2/4+5 Tumble +4
Attack: Heavy pick +6 melee (1d6+3/x4) Feats: Ability Focus (oravel vomit). Power
or claw +5 melee (1d4+3 plus 2 Attack, Weapon Focus (heavy pick)
Constitution damage) o
| Full Attack: Heavy pick +6 melee (14643 /x4) Environment: Cold underoround
.!_ and claw +0 melee (1d4+3 plus 2 Oroanization: Solitary or small band (2—6)
s II 1 Constitution damage): or 2 claws +5 melee Challenge Rating: 5
L (1d443 plus 2 Constitution damage) Alignment: Usually chaotic evil
| I»‘ Space /Reach: S/5fr. Advancement: 6—10 HD (Medium)
PR Svecial Attacks: Constitution damage, oravel vomit Level Adjustment: —
i j Special Qualities: +2 turn resistance, create spawn,
E i darkvision 60 ft., undead traits
: i haft wights are dangerous restless dead, jealous of all grimy, black-nailed fingers, and their touch saps the health
g | i life and hateful towards those who walk the tunnels of those they claw, making breathing labored. Worst of all
i ' where they met their doom. They arise from miners is the ability to vomit a stream of gravel. I have no doubt
;I i who have been buried alive, trapped under the weight that they use this to suffocate victims in a horrible parody of
It of stone, suffocating on gravel and sand. their own deaths.
:! T had doubts of their existence until the Divided Peak We observed with interest that these undead miners had
' ‘ : Mining Guild invited me to investigate an abandoned mine continued in their work, burrowing tunnels,
shaft deep in the Cardare Mountains. I first got a look at their and mining ore. It is uncertain if there is

most recent victim, pulled up from one of the deeper passages. a larger purpose to such excavations.

Their lidless eyes
are pitch-black, —
like holes, and

their mouths hang”

_ drool from their lips.

';.',._ .

their skin is unnaturally pale and emits a bitter chill. Their
arms and legs show signs of

broken bones, but this does not
inhibit their movements.

open, allowing sand to

He had a gruesome hole punched right into his skull, appar-
ently from a mining pick. Even more horrifying was seeing
the sticky gravel that completely filled his mouth and throat.
We ventured into the tunnels and got a better look at
these crafty creatures. In a dark passage it would be easy to
mistake one for a living miner. But upon closer examination,

) l\““\

‘” tﬁﬂﬁ]ﬁl‘r ‘ "',

They wear tunics of crude metal links, shaped in undying

wicked mining picks (identical to heavy picks), but they are

just as dangerous with their claws.

I've heard reports from other min-

ing companies of shaft wights

disrupting mining operations,
provoking tunnel collapses,
extinguishing lanterns, and
ambushing miners.

Comeat
Shaft wights
are skilled at
stealth, prefer-
ring to strike
those who are alone.

They frequently wield

1encq from scraps Those without picks attack with long,
o -

.“ g
_:,* 1% -

.,..-ﬁ-:

Constitution Damage (Su): Each successful claw attack
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inflicts 2 points of Constitution damage. Victims reduced to O Le €nDns 8,. L ore

Constitution die immediately.

COMMON: Shaft wights are undead created when miners suf-
focate to death after tunnels collapse upon them. It is rumored

Gravel Vomit (Su): Twice per hour, a

shaft wight can spray a foul mixture of

gravel, sand, and brackish liquid from its they can be heard mining deep in abandoned shafts and will
mouth. 5-ft. line, damage 2d8, Reflex half
DC 14. The save DC is Constitution-based.

Create Spawn (Su): Any humanoid

attack anyone who ventures too close.

UNCOMMON: Shaft wights can vomit gravel on a person,
causing injury and potentially suffocating the victim.
They also have a touch that drains health.
RARE: Those who die with their mouths filled with
gravel from a shaft wight will arise as one themselves

slain by a shaft wight via its Constitution

damage or gravel vomit special attacks

becomes a shaft wight in twelve hours

unless attended by a cleric who must within approximately 12 hours unless attended to by

cleanse the body with holy water. 2 dhdte widh holy e

OBSCURE: Shaft wights are working toward some
common goal, perhaps attempting to unify their

Spawn are under the command
of the shaft wight that created
them and remain enslaved
until its death. They do not
possess any of the abilities
they had in life.

Skills (Ex): Shaft
wights have a +8
racial bonus to
Move Silently /
checks.

tunnels and create their own unliving society

beneath the earth. The more shaft wights who

gather in one place, the more organized and

cunning they become.

Hooks

The threat of shaft wights could compel

& a concerned mining guild to seek out PCs
& to investigate. A good start is the discovery 4B
X D oy 5 oAz '
Fe of a body slain in their traditional fash- 3

ion. These undead are rare enough that

they are not well known, and the corpse

might suddenly go “missing” when it

rises to join its brethren.

Treasure
Shaft wights hoard valuables they

take from their victims and also keep

Alternately, shaft wights expand-

ing tunnels might eventually break
into some other underground area or

ore and precious metals from their .
e p buried tomb that the PCs are currently
mining, Use standard treasure values,

80% of which will be in the form of

raw ore or ingots instead of coin. They

exploring. This dungeon crawl just got

a whole lot messier!

show some crude ability to shape metal,

sometimes crafting armor oggyracelets

and rings, repairing their mining picks,
and so on. These crafged

items could be sold to

- L]
-

someone with

peculiar L4

tastes.
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 stupor beside two gnawed—open kegs! Furious (and not a little
y‘ﬁﬂiagrqu at havmg SO much of the precious powder ruined),

Tiny Magical Beast Specuzl Qualltm' Darkvision 60 ft.

Hit Dice: 1d10+2 (7 bp) Saves: Fort +2, Ref +3, Will =3

Initiative: +1 Abilities: Str 4, Dex 13, Con 14,

Speed: 40 ft. (8 squares) o Int 5, Wis 5, Cha 10

Armor Class: 13 (42 size, +1 Dex), Skills: Hide +10, Move Silently +4, Swim +1
3 touch 13, flat-footed 12 Feats: Ability Focus (explosive)®. Weapon Finesse

Base Attack / Grapple: +1/-10 FEnvironment: Warm and temperate marsh

Attack: Claw +4 melee (1d2—3) Oroanization: Solitary or troop (3=8)

Full Attack: ~ Claw +4 melee (1d2—3) and Challenge Rating: I 3

; bite —1 melee (1d3-3) Alignment: Always neutral

Space /Reach: 2 12 t./0 ft. Advancement: 2—4 HD (Tiny)

Special Attacks: Explosion Level Adjustment: —

f the notorious skigg I tell a cautionary tale: it is a

the two wizards elected to dissect the offending creatures on

story of two proud wizards of ancient Caspia who the spot to retrieve the lost material.

met untimely ends. Gunmen and alchemists are But when the hot-tempered Bosc approached them, the

advised to remember this anecdote. skiggs growled menacingly—it seemed that to a skigg, powder

Skiggs are pleasant, furry little creatures that migrated to is as powerfully addictive as rageseed! But

the Kingdoms as stowaways on Orgoth ships centuries ago. ~ - growl or no, the angry mage landed a sav-

Treasured as pets, skiggs once lived in great abundance in
the Kingdoms, balls of mottled fluff the size of a small
dog with stumpy legs and somewhat squat little bodies.

age kick on the first in his path.

And the beast exploded.

Well, Morgan found the scorched
Good-tempered and a ferocious enemy of the rat, many Bosc far too amusing, collapsing in
a household kept skiggs as pets. They were prized by the gales of laughter. Alas, in his rage, Bosc
Royal Cygnaran household as well and kept the laid hold of an engorged skigg, hurling it
storehouses and armories free of pests. at Morgan with all his might. It missed
Prized until, that is, the use of alchemical her by a wide margin. Had it only
blasting powder became widespread. missed the rack of kegs above her
Two Cygnaran mages, known only as head, the tale would be less tragic.

It is said that the entire city of

Caspia was deaf for a week and

Morgan and Bosc, were charged with
finding a safe method of stor-
age for the Caspian militia’s
stash of the volatile stuff. A
clean dry warehouse seemed to
fit the bill, and barrels of powder

were laid in, rack after rack, red and

a day, and sailors in the Gulf of
Cygnar reported a rain of brick and

mortar hitting the decks of their

ships out at sea.

Needless to say, this is why
black, floor to ceiling. , ’ ) ‘ we give an angry man “a
Of course, skiggs were o S — ¥ k7] 72 A = L: = skigg’s berth” to this day.
introduced to keep the - A

storehous e rat—free.

Comgat

Skiggs avoid combat

Well, imagine Morgan
and Bosc’s surprise “when they L
entered the cavernous room: 'tﬁe next unless cornered or provoked, however they are far more
morning to find a dozen broﬁted skiggs lying in a groaning temperamental after having eaten blasting powder. They attack
with their claws, though their tendency to explode when

engorged can be far more deadly.

£ 156 o
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Explosion (Ex): Any full skigg (one that has consumed 2
pounds of powder) that is struck with a weapon or receives
similar physical damage from a magical attack (magic missil,
fireball etc.) has a 50% chance of immediately exploding. 10-ft.
radius burst, damage 5d6 fire, Reflex half DC I4. The save DC
is Constitution-based. Skiggs that consume a mixture of red
and black powder explodes spontaneously for half damage.

Skills (Ex): Skiggs have a +4 racial bonus to Swim checks.

Treasure

A bounty on skiggs is usually in effect wherever blasting
powder is produced or stored. Skigg pelts can fetch as much as
20 gp each, depending on the area.

Legenns & Lore

COMMON: Though banned as pets by royal decree, many feral
skiggs still inhabit the sewers, woods, and fields around towns.

UNCOMMON: Skiggs were-banned because-of continued

(and often deadly) bt’e-ak—ins to bT‘agting powder storage houses.

RARE: Striking a powder-fed skigg can have explosive consequences.

OBSCURE: Powder in a skigg’s gut (up to 10 pounds) can be
recovered within I hour of ingestion, though it needs to be

washed in strong grain alcohol and thoroughly dried.

Hooks

* Bandits have hijacked a big caravan of powder destined
for an army outpost. Unfortunately their lair is infested with
skiggs, and a tense race is on to see whether the PCs, the ban-
dits, or the skiggs get to the powder first—without blowing the
place sky high.

* Someone has set a troop of skiggs free in the local
armory! Now, why would they need to cook up such an

obvious diversion...
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Abilities:

i

; I . he Iron Kingdoms only recently became aware

i of the threat known as the skorne when Vinter
Raelthorne IV came to Corvis accompanied by
' them in his recent assault. I, however, have been
¥ aware of them for some time. My faithful guide
; - to the Bloodstone Marches, Quimut, has

g encountered them several times and has
told me a bit about them. I also took the

opportunity to interrogate a few prisoners

among them after their recent invasion in
my home city.

The skorne are very similar to men,
though there are legends that their ancient
history is tied with that of the elves—mind
you, it indicates not whether they are related.
In general, the skorne are stronger,
taller, and slimmer than the
typical Caspian but differ little
otherwise anatomically. In
appearance, though, they are
quite savage, sporting rugged
features, tattoos, and bald heads.
As a people, the skorne are civilized,
but torn by their ruling class’s blood-
thirsty nature. Quimut—who once
narrowly escaped sTavery at s_kgrne
hands—tells me that they hd@ a very

stratified society with a small ruling

. caste They are also sharply'(divided
. g‘iﬁ&o several factipns led by various

Skorne, 1st-Level Warrior Str 15 Dex 11, Con 12,
Medium Humanoid Int 10, Wis 9, Cha 8
Hit Dice: 1d8+1d8* (bp 9) Skills: Climb —4, Intimidate +4, Ride +4
Initiative: +0 Feats: Tron Will Weapon Focus (Tonosword)
Speed: 20 ft. in half-plate (6 squares): Environment: Warm desert
base speed 30 ft. Organization: Squad (2=5, plus one 3rd-level sergeant),
Armor Class: 19 (+7 balf-plate, +2 heavy steel shield), platoon (2—4 squads plus two 3rd-level
touch 10, flat-footed 19 sereants and one Sth-level lieutenant),
Base Attack /Grapple: +1/43 or company (2—10 platoons plus five
Attack: Longsword +4 melee (1d8+2/19-20) Sth-level lieutenants and three Sth-level
vl Full Attack: Longsword +4 melee (1d8+2/19-20) captains)
‘" Space /Reach: S fr/5 ft. _Challenge Rating: I
" 'i Special Attack — Alionment: Usually neutral: invaders usua
1 Special Qualities: Skorne traits  Advancement: By character class
! Jr.: Saves: Fort +3, Ref +0, Will +1 Level Adjustment: +1
i

warlords, and most of their time is occupied by civil infight-
ing. I reckon this is one reason why we've never seen much of
them in the Iron Kingdoms. They are also fairly technologi-
cally advanced, possessing their own form of alchemy and a
seemingly unique and powerful understanding of the arcane,
particularly of necromantic and offensive magics.
As a warlike nation, the skorne are able warriors.
Slavery is a popular thing in their culture, both among
men and beasts. Anyone captured by a Skorne slaver or
regiment can expect to be back on the field of battle
in no time, this time sporting a collar and chain
and perhaps even some strange augmentations
to boot. He will also have the pleasure of
fighting alongside a number of vile
Marches creatures enslaved
=7 and trained for combat.
Though the skorne have
yet to become recognized as
a great threat, I can foresee
this status changing soon.
Raelthorne’s involvement with
them is an ill omen indeed.
From the prisoners I interrogated
I was able to glean only sparse
details. They refer to him with near
mythical respect for his crossing of the
Stormlands, a subregion of the Bloodstone
Marches that may very well be the most deadly
tract of land on Caen. Quimut tells me the Stormlands
are one of the few things that has kept this vile civiliza-




Skorne

tion at bay. Raelthorne seems to have penetrated this inhospi-
table land and gained a great deal of respect because of it. If
the skorne continue to follow him, I fear we may soon find his
dark, oppressive shadow arching all the way from the Marches
to the distant Scharde Islands.

Comsat

The skorne are very capable in combat. As a civilized race,
they have developed combat techniques and strategies similar
to those found among the other civilized races of the Iron
Kingdoms. They possess firearms and similar armaments,
though they differ in alchemical operation from those found in
other regions; they are also slightly less advanced. War beasts
and other manner of combat-trained creatures are somewhat

common among them.

Skorne Traits (Ex):

— Racial Skills: Like humans, skorne receive 4 bonus skill
points at Ist level and I extra skill point at each level there-
after.

— Racial Feats: Skorne gain a bonus feat at Ist level.

— *1d8 bonus hit points. Skorne are naturally rugged individuals.

— Prejudice Penalties (see below): As a foreign and hostile
race, skorne are hindered socially.

Prejudice Penalties: When in human, elven, or dwarven
lands, or when interacting with people from such places
who lack extended exposure to skorne, all skorne suffer a
—6 circumstance penalty to all Bluff, Diplomacy, Gather
Information, and similar social skill checks due to the
racial prejudice that is extended them. At the DM’s discre-
tion, there may be situations where these penalties will be
waived or halved.

The skorne warrior presented here had the following
ability scores before racial adjustments: Str 13, Dex 11, Con
12, Int 10, Wis 9, Cha 8.

Treasure

Skorne are known to keep just as wide a variety of treasure
as any human culture, and they tend to value many of the same
things. Members of the lower castes of their society, however, are
far less likely to possess valuables than those of the upper caste.

Slaves bear no treasure at all (unless, of course, you’re a slaver).

ngenns,ﬂ e
CO!

ON: None prior t('i;.'the events/of The Witchfire
rilogy. Afterwards, th(e\re is a mysteribus, malicious human-

% s -
! '9 race that has emerged-from the Bloodstone Marches.

UNCOMMON: These people are very similar to humans,
though taller and far more savage in appearance, many with tat-
toos and bald heads.

RARE: These people are called the skorne, and they come from
a very hostile society that if properly organized might pose the
single greatest threat to the Iron Kingdoms.

OBSCURE: Vinter Raelthorne IV has allied himself with

a strong skorne faction, which he is using to reclaim his
Cygnaran throne. Those who know Raelthorne expect this is
just the beginning.

Hooks

A foolhardy Caspian noble who fancies himself an explorer
recently decided to venture a journey into the Bloodstone
Marches. He was quickly attacked and subdued by a band of
skorne soldiers. Luckily, one of his servants managed to escape
and find his way back to Cygnar. His master has surely been
sold into slavery, and the servant is desperately seeking help in
rescuing him

“No commander, those precautions won'’t be necessary. The Cygnarans
won't be expecting us. They don’t know the threat of the skorne,

but trust me . . . they soon will.”

— Vinter Raelthorne IV] to one of his skorne lieutenants
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_-_'.both defensively and offenswely Enemies
t try/to attack it find it dlfﬁcult to strike the spine ripper

Medium Magical Beast

Fort +8 Ref +7, Will +2

Hit Dice: 6d10+18 (51 bp) Abilities: Str 20, Dex 14, Con 16,
Initiative: il Int 4, Wis 10, Cha 9
Speed: 30 ft. (6 squares) Skills: Hide +7, Jump +8, Listen +3,
Armor Class: 20 (+2 Dex, +8 natural), touch 12, N Move Silently 47, Spot +5
flat-footed 18 Feats: Alertness, Endurance, Improved Natural
Base Attack /Grapple: +4/49 N Attack (claw)
Attack: Claw +9 melee (2d6+5 and poison) Environment: Any land
Full Attack: 2 claws +9 melee (2d6+5 and poison) Organization: Solitary or band (2—5)
and bite +4 melee (1d6+2) Challenge Rating: 6 -
Space /Reach: 5 ft/5 ft. » Alignment: Always neutral
Special Attacks: Tmpale, impaling charge, poison ) Advancement: 6—8 HD (Medium); 9—12 (Lare)
Special Qualities: Darkvision 60 ft., low-lioht vision, scent, Level Adjustment: —

spine defense

here are few creatures here in the Iron Kingdoms

that roam far and wide enough to call the entire

continent their home. The speckled widow bear

is such a creature, as is the Josan swooper, and
it troubles me that I must add the aggressive spine ripper to
that list as well. These beasts have been spotted as far north
as Ohk, as far west as the Scharde Islands, and my assistant
Edrea tells me that they are even known in the for-
ests of los. The spine ripper looks somewhat like
a very top-heavy and muscle-bound bear
with a huge maw and massive claws.
Yet it's named for the many spines that
bristle across its body, and for all its
ferocity, it’s a simple creature that
lives only to hunt, forage, and feast
on just about anything. While
they seem like little more
than beasts, they are in truth
more advanced; I've even wit-
nessed primitive signs of evolu-
tion—tool use, simple
communication, and
even teamwork.

Its wicked spines, I
have noted, are built
for far more than
just intimidation. g
The spines jutting
from its body serve the crezﬁ:ure

without being hurt, and the beast is quite adept at maneu-
vering those spikes so that opponents are unable to success-
fully flank it. But what one should be far more concerned
about is the spine ripper’s ability to turn those spines around
and use them as lethal weapons—especially if it's making a
diving leap at you!

Another even more deadly type of barb is found on the
thumb claw, and it bears a mild, but effective poison. Victims
struck by it immediately find their coordination and strength
sapped from their muscles. This is usually enough for the

spine ripper to overcome most prey.

Comsgat

In combat the spine ripper prefers to stalk
solitary or obviously weaker prey. It attempts
stealth until within about 100

feet or so when it charges. It
relies primarily upon the use of
its claws and spines. Although
not particularly intelligent,
the creature is somewhat
cunning and uses a mild
amount of strategy.
Poison
(Ex): Claws,
Fortitude
IDICIED).
initial dam-
age 1d4 Dex, secondary dam-
age 1d4 Str. The save DC is Constitution-based.




Spine Ripper

Impaling Charge (Ex): A spine ripper deals 3d4+5 points OBSCURE: Spine rippers are strongly attracted to the scent of

of damage when it makes a charge. If the spine ripper hits a the uncommon food spice vetlum, which can be easily used to
Medium or smaller creature with its impaling charge, it can throw them off of one’s trail... or on to someone else’s.
then attempt to start a grapple as a free action without provok-
ing an attack of opportunity.
Impale (Ex): A spine ripper deals 3d4+5 points of piercing HOOKS
damage to a grabbed opponent with a successful grapple check. Llael seems to be having a far worse spine ripper problem
Spine Defense (Ex): Any creature striking the spine rip- lately than most other kingdoms, and Prime Minister Deyar
per with handheld or natural weapons takes 1d4+5 points of Glabryn has recently placed a bounty on their hides of 20
piercing and slashing damage from the ripper’s spines. Note gold crowns per scalp. As of yet, few adventurers have stepped

that weapons with exceptional reach, such as longspears, do not  forward to collect, but entrepreneurial individuals could collect
endanger their users in this way. Furthermore, opponents do quite a bundle under the right circumstances.

not gain a flanking bonus against the spine ripper, though sneak
attacks can still be made.

Skills (Ex): Spine rippers have a +4 racial bonus
to Hide and Move Silently checks.

Treasure

Spine rippers are not known
to hoard anything of
value, however their spines
tind many uses, from
dart shafts, to sew-
ing needles, to
harpoon heads.
They can fetch
anywhere from
Scptodgp
depending on
the type of
barb and the local
market. Their venom
likewise is valuable, although dif-
ficult to extract. It fetches as much as 15-25 gp
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per effective dose.

Leﬁenns & Lore
COM

about any land and any climate.
UNCOMMON: Spine rippers hunt largely
pre-dawn and in the morning, and they are

ON: Spine rippers can be found in just

usually quite groggy in late evening,

RARE: Biannually, spine rippers

migrate to one of two dozen

ancestral mating g;o'uﬁds,

where groups number-«,
ing into the hundteds
¢an be witnessed in--

P

.. _howling revelry.




Tiny Elemental (Fire) Saves: Fort +3, Ref +7, Will —1

Hit Dice: 1d8+3 (7 Ip) Abilities: Str 10, Dex 20, Con 16,

Initiative: +5 Int 10, Wis 8, Cha 10

Speed: Fly 60 ft. (ood) (12 squares) Skills: Disable Device +5, Hide +15,

Armor Class: 17 (42 size, +5 Dex), - Move Silently +9, Spot +3
touch 17, flat-footed 12 Feats: Stealthy

Base Attack /Grapple: +0/-8 Environment: Any locale near machinery

Attack: Bite +2 melee (1d3) Orpanization: Solitary, pang (2=9), or

Full Attack: ~ Bite +2 melee (1d3) swarm (10—16)

Space / Reach: 2 12 ft./0 ft. Challenge Rating: 1 o

Svecial Attacks: Scalding bite Alignment: Always chaotic neutral

Svecial Qualities: Boilino frenzy, darkvision 60 ft., elemental Advancement: 2 HD (Tiny); 3—4 HD (Small)
traits, immunity to fire, vulnerability to cold Level Adjustment: —

ot a lot of folks know about wizard’s coal, a rare,

nasty-smelling alchemical reagent. Alchemists use it

in potions, and wizards use it in flame-based spells;

hence the name. When I was a youth, my father had

He and my brothers had cobbled together a steamjack,
a smaller model made from scavenged parts. The thing was
a heap of junk, but the engine my father put in it had been

lifted from a union caravan in the dead of the night—it was

g e ey 2 ot

top notch quality and ready to go.
With the help of a shady mage type he knew, Father

bought about twenty pounds Of wizard’s COQ.I.

amount of fuel would be needed to keep
the jack running longer and cleaner.

Once the firebox came up to tem-
perature there was some sort of reac-
tion in the steam plant. (Of course, we
stood well back not sure what would
happen. Father may have had some cock-
eyed schemes, but he was a stickler for
safety.) As we watched the primary
boiler started to bulge, and boom!
Clouds of stinking steam shot
everywhere. Amaz‘fngly, the steam
rapidly coalesced into a sﬁ

- of little winged transluéei_

X g ¥
- with broad jaws. gl
.',Ihe{creatur_es_"pou‘r_ed into and out of the engine for a

easts

this theory that it could be put to use as a fuel for steam engines.

f’/v\gm

This batch had been alchemically treated . o S Sy S are enough of them, they can boil a
to burn slowly (it usually goes up in %.\; ! r\r"? steam engine over and disable it, or
a burst). His theory was that with an A v ! worse cause it to explode.

infusion of wizard’s coal a much smaller e A \QW Steamlings can be found in

full hour. Once the wizard’s coal burnt low they flew off into
the night, howling and dancing. Thereafter you couldn’t run
a steam engine in the area without the things showing up and
boiling over the whole works. Finally we had to move out and
tind a new place to set up shop.

Only during my studies many years later did I discover
what had happened. Father had inadvertently awoken a nest
of steamlings. Steamlings are elemental spirits that sometimes
lay dormant in wizard’s coal. If tainted wizard’s coal is heated
slowly to combustion temperatures, the steamling awakens.

The things eat steam, and they also have
an innate ability to heat water. If there

nature on rare occasion, near hOt

@%Sﬁ%ﬁ
épqgif can be found in close proximity.
[ o :

springs or other places where wiz-
ard’s coal, water, and intense heat

Comsat

Steamlings are rambunctious, chaotic, and driven by
impulse. The primary concern of a steamling is to feed on
steam and spawn. Unless attacked, a steamling will
go about these activities. Steam engines are

open feasts to steamlings. They infest a steam
engine as soon as they hear it, often ruining it
or causing it to burst.

Scalding Bite (Ex): Steamling bites are nasty and hard to
heal. If a steamling bites unprotected skin it can leave a blister-




; (-\RARE: A steamling\\san be killed'if you throw a bucket of cold
~ | ter on it. (Damage 2d6 cold, Reflex half DC 15.)

ing mark that takes twice as long to heal naturally. Steamling
bites will not affect creatures immune to or protected from fire-
based attacks.

Boiling Frenzy (Ex): Steamlings infest steam engines if
possible. This can disable a steam engine temporarily, or at
worst cause a catastrophic explosion. Make a Disable Device
check, adding a +10 circumstance bonus for the steamling’s
frenzied thrashing and feeding. A +5 synergy bonus is added if
there are S HD or more of steamlings involved. If the result of
the Disable Device check is 20 or better, the engine is ruined,
and can no longer function without being repaired with a suc-
cessful Craft (steam engine) check (DC 25).

If the Disable Device check is 30 or better, the steam
engine explodes within 2d4 rounds of being infested. 30-ft.
radius burst, damage 5d6 fire, Reflex half DC 16. The explo-
sion does not harm the steamlings at all.

Skills (Ex): Steamlings have a +2 racial bonus to Disable

Device checks.

Leﬁenns & Lore

COM

steam engine.

UNCOMMON: Steamlings come from tainted wizard’s coal,
which is sometimes agci er'ltall);ﬂr}figd in with the regular coal

ON: Steamlings are nasty little bastards that can ruin a

used to fuel steam erflgirrés._ If an engine starts to boil over it

might be due to steamlings co?éwake—best to shut it down.

ards and alchemists. Steamlings leave a faint dweomer of magic
on the coal they sleep in. Detection spells can reveal them.

Treasure

Steamlings don't have lairs or treasure. However, a chunk of
wizard’s coal tainted with a dormant steamling can be used as a
component in fire-based spells. Using the coal as a component
consumes the creature’s life force along with the coal. This
imbues the spell with the effects of the Maximize Spell feat. A
single chunk of tainted wizard’s coal is about the same size and
weight as a small rock and is worth about 700 gp.

Normal wizard’s coal is regularly about 10-IS gp per pound
and is typically only of value to alchemists and some spellcasters.

Hooks

An enterprising wizard is cultivating steamlings and has a
moderately sized swarm. He has found a way to train and feed
them, and has been buying all the wizard’s coal he can to use in
a get-rich-quick scheme. Sadly he has not been able to control
the steamling appetite for steam. A few steam engines at use in
the area_b&vé-been ruined in highly suspicious accidents.

OBSCURE: Tainted wizard’s coal is highly valuable to some wiz-
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Large Magical Beast

Fort +13, Ref +8, Will +3

atzylwurms are a remarkable group of predators

that roam the less tamed lands and waters of the
Iron Kingdoms. There are two dominant varieties,
“painted” and “pale.” (The painted form, being
less dangerous, will be described more fully in a future work.)
Painted tatzylwurms make their homes mostly along the
remote rivers and shorelines of the Iron Kingdoms,
but can also be found within bogs and
mires. Though not as aggressive as their
cousins, these creatures are still

quite territorial.

The highly aggressive pale
tatzylwurms make their homes
in the most secluded areas of the
Iron Kingdoms. They are fearless
and unyielding creatures, attacking
anything and evé_rything that comes within
their territory. Their scales are an indistinct grayish
color, perfect for concealing themselves within the shadows.

Capable of leaping great distances, the pale tatzylwurm
has been known to make leaps of up to 20 yards in order to
catch its prey (this fact was discovered as the result of the
research of a colleague of mine, Professor Coriandr Jagus,

- who spent the better part of six months studying tatzyl-

wurms of all sorts)

According to Professor Jagus, pale tatzylwurms subsist upon

" He even reports having wit-
d eat, at least in part, a tree-clear-

Hit Dice: 10410460 (115 hp) Abilities: Str 31, Dex 13, Con 23,

Initiative: 5 Int 6, Wis 10, Cha 10

Speed: 40 ft. (8 squares), burrow 10 ft., climb Skills: Balance +4, Climb +10, Hide +-0*
40 ft., swim 40 ft. Jump +35% Listen +4, Move Silently

Armor Class: 26 (=1 size, +1 Dex, +16 natural), N +3* Spot +4, Swim +10
touch 10, flat-footed 25 Feats: Alertness, Improved Initiative, Improved

Base Attack / Grapple: +10/+24 ) Natural Attack (bite), Power Attack

Attack: Bite +19 melee (2d8+15 plus paralysis) Environment: Any land and underground

Full Attack: Bite +19 melee (2d8+15 plus paralysis) Organization: Solitary, pair, or pack (3—6)

Space /Reach: 10ft./5 ft. N - Challenge Rating: 12

Svecial Attacks: Brreath weapon, friohtful presence, poison Alignment: Always neutral

Special Qualities: Damage reduction 10 /magic and piercing Advancement: 11-15 HD (Large): 16—25 HD
or slashing, darkvision 60 ft., immunity - (Huge); 26—35 HD (Gargantuan)
to acid, fear, and paralysis, low-light vision Level Adjustment: —

All types of tatzylwurms have a wide array of weapons at
their disposal, most notably their organization when working
in packs. They are adept at herding fish, animals, and even
humanoids into “kill zones,” as Professor Jagus puts it, where
other tatzylwurms wait.

In combat pale tatzylwurms rely primarily upon their pow-
erful jaws, paralytic poison, resilient hide, and strong
bones. They use their acidic breath rarely,
and only for defense. Professor Jagus

believes this to be because their acidic
breath spoils the meat, and I am
inclined to believe his assessment.

Comsgat

Pale tatzylwurms rely upon their
powerful jaws to weaken and kill their
foes, while their nearly seamless scales

and reinforced bones protect them from
harm. They rarely use their breath weapon upon prey, prefer-
ring to save it for self-defense.

Breath Weapon (Su): The pale tatzylwurm can spew
forth a cone of acid once every 2d4 rounds. 30-ft. cone,
damage 6d4 acid, Reflex DC 21 half. The save DC is
Constitution-based.

Frightful Presence (Ex): During its attacks and charges,
the ferocious tatzylwurm is a terror to behold, Ieaving its foes
shaken for 3d6 rounds. Will DC 15 negates. The save DC is
Charisma-based.




Immunities: Pale tatzylwurms are immune to fear and fear-
like effects. It is also immune to acid and paralysis attacks.

Poison (Ex): Bite, Fortitude DC 21, initial damage paraly-
sis 1d4+3 rounds, secondary damage 0. The save DC is
Constitution-based.

Skills: A tatzylwurm can always choose to take 10 on
a Climb check, even if rushed or threatened. *Pale tat-
zylwurms have a +20 racial bonus to their Jump checks
and have double the normal vertical reach when jump-
ing. In areas of heavy undergrowth, they gain a +10
bonus to their Hide and Move Silently checks.

Treasure

Weaponsmiths can use pale
tatzylwurm bones to make
masterwork weap- -~

- :
-
: gt
-2 -

ons for the cost of
a normal weapon
(see PHB for
more details
on special

and superior
items). One
pale tatzyl-
wurm provides
enough bone to make a single masterwork
two-handed melee weapon, two masterwork one-handed melee
weapons or longbows or heavy crossbows, or four masterwork
light melee weapons or shortbows or light crossbows. Note
that the bone may also be used to create non-weapon mas-
terwork items as well. All items made from the bone are con-
sidered to have a hardness of 8, 15 hp/ inch of thickness and

have damage reduction 5 / piercing or slashing,

Legenns & Lore

COMMON: Tatzylwurms are reptilian predators renowned for
their leaping ability.

UNCOMMON: Tatzylwurm hides are valuable to most any
armorsmith. Their bones are similarly of worth to weaponsmiths.
RARE: There are dozens of different species of tatzylwurms
in the Iron Kingdoms, each with its own unique abilities, but
all can jump great distances. '

OBSCURE: A tatzylwurm’s kidney holds juices that can be

used as a potent antitoxgn.

Hooks

A pack of pale tatzylwurms has taken up residence in the

local area and has killed quite a number of farmhands and
livestock. The local authorities approach the PCs and request
their help with the beasts. If the PCs refuse, then there is
always the possibility that they run across the pack in the
middle of an attack on a farmstead or that the tatzylwurms,
having tasted hired hands, ambush the party.

In order to smdy the beasts, I had to become as a gbost, invisible and
unheard. I suggest that those who wish to hunt them do the same, else they

find themselves in the terrible jaws of a tatzylwurm.

ot Professor Coriandr Jagus
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Medium Monstrous Humanoid (Tharn)

Space /Reach:

Hit Dice: 6d8+18 (bp 45); 6d8+30 (hp 57, in Special Attacks: —
chaos frenzy) Special Qualities: Chaos frenzy, darkvision 60 ft.
Initiative: +6 Saves: Fort +5, Ref +7, Will +5 (F/R/W
Speed: 30 ft. (6 squares) +7/+7/+10 in chaos frenzy)
Armor Class: 15 (+2 Dex, +3 hide armor), touch Abilities: Str 18 Dex 15, Con 16,
12, flat-footed 13: AC 17, touch 10, o Int 8, Wis 10, Cha 8
- flat-footed 15 (in chaos frenzy) Skills: Climb 45, Intimidate +5% Jump +6,
Base Attack /Grapple: ~ +6/+10 Listen +2, Survival +5
Attack: Greatsword +10 melee (2d6+6 /19— Feats: Improved Initiative, Power Attack, Track
20) or greataxe +10 melee (1d124+6/ Environment: Temperate forest
x3): or claw +12 melee (1d4+6) Oroanization: Family (2—5), pack (6—20), or
Y~ __(while in chaos frenzy) L band (21-40)
Full Attack: Greatsword +10/+5 melee Cballenge Rating: 4
(2d6+6/19— 20); or greataxe Alionment: Usually chaotic evil
+10/45 melee (1d1246/x3); or 2 Advancement: By character class
claws +12 melee (1d4+6) and bite +7 Level Adjustment: +2

melee (1d6+3) (while in chaos frenzy)

ears ago, I was on a mission that took me inside
the Thornwood. It was difficult raising men to
accompany me, since traversing this boggy wood

was largely considered suicide. More than once I've

e i T e 10 e

been asked: “Why not just put a pistol to your head and pull
the bloody trigger, Pendrake?” [ 18

Suddenly, the barbarian issued a thunderous bellow, and
next I knew at least half a dozen of these savages bounded
from the darkness. They were something more than just
painted men. Bodies corded with thick muscles, they crossed
distances in great leaps. One of them piled into a man next

_»| to me, and I was too late to save him from having his

That one never fails to make r
me chuckle, but it doesn’t )

dissuade me much.
Ah, but the Thornwood,

yes. .. I recall an observant

scout announcing we were |5/’

being followed. I put the

camp on alert, instructing

the scout and some of his

companions to Iay a trap.

Later that evening, we'd

snagged what appeared to

be a barbarian. Snared in netting,

suspended from a shadowbranch’s

bough, a huge man with painted skin

strained at the thick ropes and cursed us in
choppy Khardic. I s?crutinizi%gs tattoos, fascinated

by the intricate sigils; many'.

them represented

- aspects of the Devourer. M_%gan reciting what I
knew about the ancient Tharn that once inhabited these woods

e t}{ousands but who were presumed to have been destroyed.

throat torn out by long black claws. The savage turned
its head toward me, and yellow eyes reflected the
campfire light as it displayed a slavering mouth-
ful of wolf-like fangs. I raised my
shield and braced for the attack
that never came. Whether the
bestial men conceded our much
greater numbers or for whatever
i other reason, the slayer of my
retainer bellowed a command,
and two of them quickly pulled
down their companion from
our netting. The savage in front
of me then threw the dead man
over its powerfully built shoul-
ders—as did a couple of the others
I assumed, noticing afterward we were

[2:-______’{ miss.ing three men in all—and they Ioped

off into the darkness. No one seemed eager

to give chase, and I sure wasn't going after them alone (admit-

tedly I entertained the idea briefly... but I may as well have

166 &



.. to their victims.

put a pistol to my head and pulled the bloody trigger!). Le €nDns 8,. Lore

Had we just been waylaid by remnants of an ancient people
COMMON: The Tharn were once a barbarian tribe in the

Thornwood region.
UNCOMMON: The barbaric Tharn are a cursed lot who are
said to eat people.

known as the Tharn? I must admit I believe so. Barbarians of
any kind are extremely rare in Immoren proper these days, and
the Tharn must truly be on the verge of extinction. I surmise

that's why they were so keen to recover their man. In any case, I'm

entertaining the idea of finding some hearty souls to accompany RARE: The knights of Cygnar supposedly wiped the Tharn

me back into those damnable woods to see if I can uncover more. outiagesayopCE RS

Now where’s my bloody pistol? of these Devourer-

revering sav-

ages teside in the

Comsat
The Tharn \
have the abil-
ity to “channel
the Wurm.” While they often
tend to engage their opponents

Thornwood to
this day. After
enduring the
Ten Ills imposed by
Morrow ages ago,
they turned toward

traditionally with sword or axe, dark and savage

the barbarians willingly eschew their magics irl OHh
blades for their chaos frenzy, which they
call the Gift of the Devourer.

Chaos Frenzy (Su): Tharn can enter

to survive.
OBSCURE:
The Tharn have embroiled

a barbarian-like rage that brings to the themselves in a sinister pact of

surface their more bestial nature. While some sort, and they must ritu-

frenzied, they gain denser musculature ally bestow one soul to

and a thickened hide. Twice per i 59 ) - =) the dark forces during
day, tharn are able to chaos > / ¢ v v/ 7 :
] : . p g d certain moon cycles.

(The three moons of

Caen have a complex

frenzy with the same dura-
tion and effects as barbarian
rage, except that they also dance, but a correct align-

gain the follow- ment will occur on average

ing benefits: a +4 once every three months.)
bonus to natural
armor, a +5 bonus
to Will saves (instead
of a +2 bonus),

Traveling through or
the scent ability,

near the Thornwood,
/. . the PCs are attacked
PAYZ SRS~ I~ Ri - e by a band of

¢ 7~ /‘* P, M 5 N T = bloodthirsty

% ‘
the chaos frenzy ends, they must make new Survival checks

wolf-like fangs, and sharp

black claws. Tharn can track

via scent while in chaos

frenzy; however, once -

barbarians.

Their apparent

to keep tracking their prey via normal means.

Skills (Ex): Tharn have a +2 racial bonus to Survival
checks. *Tharn use their Strength modifier instead of their
Charisma modifier for Intimidate checks.

leader wields a peculiar greatsword that emits waves of power.
Scrutiny reveals it to possibly be a long lost weapon of a great
Cygnaran knight who had fallen in battle ages ago when the

royal order. fé’)ug}_lt tribes of barbarians called the Tharn some-

2 U ' where-within the Dragenspine Peaks. It is believed that the
LR \ orderiwould pay substantially to reoain the blade.
reasurc . ) e T T o8
-t { S s
The only treasu{\? to be found/among these depraved savages & : f\
is '}he various weapons-and o__tb,e%tems that formerly belonged AL ; bt /(\\_/
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- It doesn't take much to arouse the

Special Attacks:

Large Animal Deadly sprint, maul
Hit Dice: 12d8+84 (138 hp) _Special Qualities: Tmproved scent, low-lioht vision
i 1Bl Saves: Fort +15, Ref +9, Will +2
40 ft. (8 squares) : B _ Abilities: Str 32 Dex 13, Con 24,
20 (=1 size, +1 Dex, +10 natural), Int 2. Wis 7. Cha 6
touch 10, flat-footed 19 Skills: Listen +6, Spot +5, Survival +2*
+9/424 _Feats: Alertness, Awesome Blow, Improved Bull
Claw +19 melee (2d6+11) or Rush, Improved Narural Atrack (claw),
slam +19 melee (1d8+16) Power Attack
Full Attack: 2 claws +19 melee (2d6+11) and bite _ Environment: Any forest
+14 melee (1d8+5); or 3 claws +17 _ Organization; Solitary, pair, or pack (3—6)
melee (2d6411) and bite +12 melee Challenge Rating: 9
(1d8+5) (when mauling); or slam +19 Alignment: Always neutral
melee (1d8+16) Advancement: 13-16 HD (Laree); 17—24 HD (Huge)
Space /Reach: 10 ft./5 ft. Level Adjustment: —

he woods of the Iron Kingdoms are regions rife

with predators and other dangers. (My assistant

Edrea tells me of the great splendors of wooded

Tos, but we in human lands know better than to
tarry under that dark canopy.) One of the fiercest terrors to
stalk the woods is the Thornwood mauler, a colossal beast that
stands 14 feet tall when on its hindquarters. It takes its name
from the dreaded wood in northern
Cygnar, although it is far more
common in the Scarsfell Forest.

Unlike its smaller cousins,

the Thornwood mauler has a
very rough and rugged hide, and
it has a most unusual snout. They
are roving hunters and scavengers,
and they've been known to wander
absolutely incredible distances, even
across terrains they wouldn't nor-
mally be found in. The renowned Cygnaran
hunter Alten Ashley, a close friend of mine, once survived
an encounter with one in his homeland, only to nearly be
killed by the same beast (identifiable by the
unmistakable scars he had given it) in a
trip abroad in Khador. Another pecu-
liar habit of the Thornwood mauler is
that of it digging itself deep burrows
to sleep in—a good mark_:t;tf' ndicate

you'e on one’s path. ;qujﬂ."

Gobber tribes lacking metalworking
ability make tools from flint or even
the claws of beasts like the mauler.

you do it’s usually the end of the line. They are incredibly
strong, and they have a penchant for mauling their prey beyond
all recognition. They also enjoy ramming their enemies and
tossing them into the air before they are summarily pounced
upon. Fortunately, these

creatures are a little bit more
foolish than most, and a
clever person can outwit
them and beat a hasty retreat.

Comsat

Thornwood maulers attack to feed, but

they are almost always hungry. They often

stalk prey for a short while, tracking it

from a distance before charging into

combat. They prefer to use

their maul ability, killing

opponents one by one until

all are dead.
Deadly Sprint (Ex):

Once per hour, a Thornwood

mauler can move four times its
normal speed (160 ft.) when it makes
a charge. If the Thornwood mauler’s

charge attack hits the attack’s critical

threat range increases to 18—20, dealing

triple damage on a successful critical

hit. The Thornwood mauler becomes

fatigued after a deadly sprint and has its




speed quartered (10 ft.) for one minute.
Improved Scent (Ex): As scent, but all ranges are tripled.
*Thornwood maulers have a +6 racial bonus on Survival
checks when tracking by scent.
Maul (Ex): The Thornwood mauler can maul an opponent
with a barrage of attacks. As a full-round action the Thornwood
mauler can make an extra claw attack, but all of its

attacks that round suffer a —2 penalty.

Treasure
The hide of the
Thornwood mauler is
prized by armorsmiths
wishing to craft

hide armor. A
full hide might
sell for around
200 gp. All hide armor con-
structed of a mauler’s hide
has an additional +2
AC bonus and sells for
three to four times

normal market value.

Leﬁenns &
Lore

COMMON: Thornwood
maulers are fierce and powerful

predators that are usually found in

i

wooded areas. HOO
UNCOMMON: They have an incredible KS ] T k :
sense of smell, and if one is stalking you, it’s best to get down- ) A vain and pompous Caspiiy so}cmhte' hassgoticil iy )
: X " into some trouble claiming that he is a skilled enough hunter i
wind of it quickly. ]
IF bei ked b e it i to track down and slay a Thornwood mauler, and he’s been 3
EoE: feadti2ceed by @ mattlet, 1t 1S best to curl up mnto called on it and dared to follow through. The noble is look- t

a ball. This prevents the beast from attacking with its maul ing for a band of established ACYSIEE NI SR

ability. If you're extremely lucky, it will become frustrated and him and “assist” in the huntiliic WOHERCINNEE e

leave you alone. . .
pay is quite good.

OBSCURE: Many maulers seem to migrate between

Thornwood in Cygnar and Scarsfell Forest in Khador,

although they only make this trek once every several years. “The trick to dealing with a Thornwood mauler is quite easy. Simply

Why exactly they do this remains a mystery. bend over and stick your head ‘tween your buns; then thank Morrow

v “fof the ride and kiss em goodbyel Har, bar!”
= S004%8 f
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Thrall (Risen) Skills: —
Medium Undead Feats: —
Hit Dice: 1/2d12 (3 Ip) Environment: Any
Initiative: +4 Organization: Any
Speed: 30 ft. (6 squares) - Challenge Rating: 1/4
Armor Class: 12 (42 natural), touch 10, flat-footed 12 Alignment: Usually neutral evil
4 Base Attack / Grapple: +0/+0 Advancement: [—2 HD (Medium)
i £ Attack: Slam +1 melee (1d46) Level Adjustment: —
' 5 Full Attack: Slam +1 melee (1d6)
3 Space /Reach: 5f/5 fr. o Thrall (Warrior)
'E;. Special Attacks: — ] Medium Undead
| 1) Svecial Qualities: Darkvision 60 ft., undead traits Hit Dice: 1d12 (6 bp)
i s  Fort +0, Ref +2, Will +2 e +5
‘i" Abilities: Str 10, Dex 10, Con —, Speed: 20 ft. in breastplate (4 squares); base speed 30 ft.
g 'I‘I Int 2, Wis 10, Cha 4 Armor Class: 18 (+1 Dex, +2 natural, +5 breastplate),
"-'; . Skills: Listen +4, Spot +4 touch 11, flat-footed 17
' : Feats: Alertness, Improved Initiative®. Liohtning Base Attack / Grapple: +0/4+0
1 ReflwcesB, Weapon Focus (slmn)B Attack: Battleaxe, heavy mace, or longsword +1 melee
Environment: Any (148)
Organization: Any Full Attack: Battleaxe 41 melee (1d8/x3) or heavy mace
Challenge Rating: 1/3 +1 melee (1d8) or longsword +1 melee
Alignment: Usually neutral evil v (1d8/19-20)
Advancement: =2 HD (Medium) Space /Reach: St/ f.
Level Adjustment: — Special Attacks: —
Special Qualities: +2 turn resistance, darkvision 60 ft., undead
Thrall (Slave) ) traits
Medium Undead Saves: Fort +0, Ref +3, Will +2
Hit Dice: 1/2d12 (3 bp) Abilities: Str. 10, Dex 12, Con —,
Initiative: +0 Int 8, Wis 10, Cha 6
Speed: 30 ft..(6_squares) Skills: Climb +0, Hide 40, Listen +2
i Armor Class: 12 (+2 natural), touch 10, flat-footed 12 Move Silently +1 Spot +3
Base Attack /Grapple: +0/+0 Feats:  Alertness, Improved Initiative®. Liobtning
Attack: — . ReflexesB, Weapon Focus (battleaxe, heavy
Full Attack: — mace, or lonosword)®
Space / Reach: S /S . Environment: Any
Special Attacks: = Oroanization: Any
Special Qualities: Darkvision 60 ft., oblivious to living, Challenge Rating: L/2
: undead traits Alignment: . Usually lawful evil
 Saves: ‘j.' : _Fort +0, Ref +0, Will +2 Advancement: 2—4 HD (Medium)
‘ Abilities: ¥ Stf:IO, Dex 10, Con —, Level Adjustment: —

[nt —, Wis 10, Chare
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THraLL

he art of necromancy becomes a morbid fascina- much of an individual thrall’s capability by seeing the symbols
tion for the majority of its practitioners. It is not laid upon it. New glyphs spied on a vanquished foe can be
to be taken lightly, and I trust that all who read this  examined and possibly added to a necromancer’s own library.
consider at length and with prudence the informa- Laying a glyph on a thrall is a procedure very akin to crafting
tion I am about to present. a magical item. It takes a great deal of time, and burns much
The “rise” of glyph magic—if you'll pardon the epigram—  of the caster’s will and energy, taking life from the caster and
has enabled those who dabble in the dark art a way to create a depositing it into the creation.
different breed of unliving. Most of you have at least heard of Despite the unusual method of their creation, thralls are
these abominations, if not encountered them. They are called still undead. They are subject to the same rules. They can
thralls—a newly extensive class be turned, rebuked, or controlled, as any other undead. The

strength of the glyphs determines how hard they are to turn

S
, s

of undead of varying levels

of ability, power, and and dispel—not the shape of the body.

intellect, which T will

> It is my understanding there are six basic types

¢ of thralls—risen, slaves, warriors, lieutenants, bane
thralls, and skarlocks—but, as stated, how thralls are
constructed can vary, and every thrall is as unique as

endeavor to cover shortly.
First, each and every
thrall has one particular
thing in common—that the necromancer that created it.
is, the way they are created. Risen are the simplest possible thrall; if the source
This amalgam of necro- materials are fresh they bear a resemblance to zombies;
mancy and glyph magic if old, skeletons. They only dimly perceive their sur-
can be simple or complex roundings—these risen—and they are driven by all
depending on the cre- undead’s ancient hate for anything living. They do
ator’s ability and desire. not understand orders or perform useful work—all
To create a thrall, a they can do is simply wander about in misery,

necromancer needs to attacking the living whenever they encounter

them. Skilled

necromancers

assemble the required
body parts and enchant
them, laying glyphs of power have little

on the collected bones and use for such

even the flesh, if
applicable. Many

unsophisticated servants. Usually these are the

invention of untrained dabblers and necroman-
of the basic types tic apprentices.
are the simple Next are slaves, a step above
skeleton guard, the risen in complexity. Slaves
which has only are near-mindless
a few of the

most modest

automatons. They
can be given simple
glyphs, while verbal orders, which
a necromancer’s they follow without
master creation 1s question. They are,
normally covered from for the most part,
head-to-foot in arcane tat- unaware of their
toos yielding terrible powers. It is the environment, and are
glyph magic that determines the thrall's characteristics; incapable of discriminating between
it appears the body type is incidental. A “fresh” thrall is by no other beings. I'have had occasion to closely scrutinize this type

means any better than one ra‘ftEd from aged bones, for it is the  of thrallfor one can walk right up next to it and be ignored

glyphs that make all ehe/difference. entirely. They seem to have no perception of anything living
There are familiés o'ff‘glyphs thqj't determine the thrall’s besides their creator. e
strength, its combad\skill, its resistance to clerical turning, a (U_nlike slaves, thrall warrigrhlre quite aware of the living.
ide host of its varig)‘us\_ﬁczthe_r yjria;utes, even its intellect. A These aLre-t_he basic compat troops, slow-witted, but smarter =
‘nécromancer with a skillec-l"e_ye might be able to determine than the sla;}eé;‘they can easily perceive their surroundiﬁgs, for
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Thrall (Lieutenant)

Thrall (Bane Thrall)

Medium Undead

Medium Undead

Hit Dice: 2d12 (13 hp) Hit Dice: 4412 (26 bp)

Initiative: ) Initiative: +5

Speed: 20 ft. in breastplate (4 squares); Speed: 20 ft. in balf-plate (4 squares);
base speed 30 ft. base speed 30 ft.

Armor Class:

18 (+1 Dex, +2 natural_+5 breast-

;11'mor Class:

20 (+3 natural +7 balf-plate),

plate), touch 11, flat-footed 17

touch 10, flat-footed 19

Special Qualities:

+2 turn resistance, darkvision 60 ft.,

undead traits

Base Attack /Grapple: ~ +1/+2 Base Attack / Grapple: +2/+4

Attack: Greataxe +3 melee (1d1241/x3); or Attack: Greataxe +5 melee (1d12+3/x3) or

! oreatsword +3 melee (2d6+1/19-20) ) - heavy flail +5 melee (1d10+3/19=20)

Full Attack: Greataxe +3 melee (1d12+1/x3); or Full Attack: Greataxe +5 melee (1d12+3/x3) or
greatsword +3 melee (2d6+1/19-20) o heavy flail +5 melee (1d10+3/19=20)

Space /Reach: S/t Space /Reach: S /5 ft.

Special Attacks: — Special Attacks: —

Special Qualities:

+2 turn_resistance, darkshroud,

darkvision 60 ft., undead traits

Saves: Fort +0, Ref +3, Will +3 Saves: Fort +1, Ref +4, Will +4

Abilities: Str 12, Dex 13, Con —, Abilities: Str 14, Dex 13, Con —,
Int 10, Wis 10, Cha 8 Int 10, Wis 10, Cha 8

Skills: Climb +1, Hide 42, Listen +5, Move Skills Climb 42, Hide 41, Listen +5, Move
Silently +2, Sense Motive +3, Spot +5 Silently +0, Sense Motive +3, Spot +7

Feats; Alertness, Improved Initiative Lightning. Feats Alertness, Blind-Fight, Improved
Reflexes™ Skill Focus (Sense Motive)® Initiative®_Liohtnino Reflexest, Skill Focus
Weapon Focus (oreataxe or oreatsword)® (Sense Motive)® Weapon Focus (greataxe

Environment; Any _or greatsword)”

Oroanization; Any Environment: Any

Challenge Ratine: 1 N o Organization: CAny

Alionment: Usually lawful evil _Challenge 3

Advancement: 3—95 HD (Medium) Alignment: Usually lawful evil

Level Adjustment: — Advancement: S5=1 HD (Medium)

_Level Adjustment;

-'_sunple plans, and work together to execute them. Warriors

~communicate someﬁow thr u

: "Phered by any modern scholar.
' - Lieutenants are much hk_ the warrlors, but the apphed

hissing, teeth clacking, and
f speech has yet to be deci-

lect heretofore unseen in the basic convention of necromantic

art. They speak the Ianguage of the warriors, yet are also able

to understand the language of men, and I have encountered

lieutenants on two separate occasions that were capable of

speaking some limited Cygnaran. The lieutenants coordinate

the efforts of the other lesser thralls, issuing orders, and I've




THrarLs

even witnessed them come to the aid of their comrades in peril. ~ Necromancers are ever wary, tirelessly combing the realms,

Similar to lieutenants in wit are the bane thralls, but they probing for new and deadlier types of glyph magic, and I have
are far more powerful in the physical sense. These abomina- no illusions that there are other types of thrall beings not
tions are used primarily as undead shock troops and guard- recorded here. Anyone who has proof of other kinds is wel-
ians of most prized possessions or dark secrets. The tendency come to pay me a visit at the university; even necromancers are
among necromancers is to encase the bane thralls in heavy welcome, but best leave your skarlocks outside.

armor—half-plate seems to be the most common. The

trademark of this type of thrall, aside from being
Comsat

Those thralls that are capable of

of sturdier make, is a dreadfully dark
pall their very being emanates; this
pall has both

demoralizing

combat generally only do so at the

bidding of their creator or if a specif-
and anti-healing ic set of circumstances (dictated by the
characteristics. I creator) occurs. Slave thralls

have experienced are incapable of

the touch of this combat
hair-raising gloom, and are
and it is very cold easily ut
and quite unpleasant. down. The
Skarlocks are the uncontrolled

nastiest thrall I've risen attack any

encountered, for they living beings in
are a spellcasting thrall their vicinity, seek-
generally considered a ing only to destroy all life
necromancer’s masterpiece. they encounter.

Skarlocks have the abil-
ity to cast any spell their

Bane tHrairL

Dark Shroud (Su): Bane

master knows, given that
g g& thralls constantly exude
the power is bequeathed \ . i
. b an aura of nigh-tan-
unto them by virtue of . Y . s
. ALY gible gloom in a 10-foot
inscribing the neces- = )\\ i
Th y &\ radius around them.

sary runes. The
Y Y Those that enter a

bane thrall’s dark

shroud receive a —I

are capable of
more reasoning

and cohesive .
circumstance penalty to

gyl than all attacks, saves, and
all other
checks and cannot
thralls o
regain hit points or

com- oy )

4 ability score points by any
bined, ARk

means while within the shroud.

and |
AR . SkarLock
this is likely so a skarlock properly knows how to position its Spells: A skarlock can be imbued
magic to have the most damaging effects on its adversaries. I with the ability to cast any O—2nd-level spell its creator knows.
have witnessed four of these creatures—speaking to each other  These spells mustibe imbued by its creator and can only be
in a series of clicks and hi esﬂlﬂhave come to call thrallspeak—  drawn from the creator’s repertoire. A skarlock learns and casts
simultaneously toss bolts of Iighf,\ ame, and acid in a concen- spellsi" as a 6th-level soreerer.
trated effort against one _:‘I}ighty bagjbarian chieftain, laying this Typical Spells Known\(\6 / 7/5; save DC 11 + spell level):
opponent low before he swung his‘axe even once. O—{daze, detect magic, flare, mage handopen /close, ray of frost, touch of

\ Thus far, these are-the Variygs of thrall I have had occasion  fatigue; Lst—chill touch, mn?t/ mor, nlagic missile, ray of enfeeblement;

i 4 \ v Fl

to’encounter in my travels, not to say this is the full menagerie. 2nd—ghoul touch, scorching ray. A

i
1
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Thrall (: §karlo;k)
' Medium \Undead

Hit Dite: 6412 (39 bp)

Initiative: 4R

Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 Dex, +5 natural),

touch 11, flat-footed 15

Base Attack / Grapple: +3/+3

Attack: ~ Slam +3 melee (1d6)

Full Attack: Slam +3 melee (1d6)
Space /Reach: 5f/5f,

Special Attacks: Spells

Special Qualities:

42 turn resistance, darkvision 60 ft.,

undead traits

R e L T S SR 0 e oG

Saves Fot 42, Rf 5, Wil +5

Abilities: Str 10, Dex 13, Con —,
Int 12, Wis 11, Cha 12

Skills: Climb +6, Concentration +9, Hide
+5. Listen +5, Move Silently +7,
Search +5, Spelleraft +13, Spot +5

Feats: Alertness, Combat Casting, Dodoe”
Improved Inz’tiatin, Liohtning
Reflexes™ Mobility, Skill Focus
(@ SpellcmfI)B

Environment: Any

Oranization: Any

Challenge Rating: 4

Alignment: Usually lawful evil

Advancement: 7=9 HD (Medium)

Level Adjustment:
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SrLave
Oblivious to Living (Ex): Thrall slaves are incapable of

sensing living creatures, except for their master, and as such
are unable to react to the actions of living creatures or attack
them. Thrall slaves only obey commands from their master

or undead minions that their master has indicated.

Lejenos & Lore

COMMON: Thralls are rune-covered undead creatures that

are created by necromancers for a variety of foul purposes.
UNCOMMON: Thralls are not the mindless undead that
you may believe. Many thralls are given intelligence on par
with most living people.

RARE: Some thralls have supernatural abilities and can cast
spells like wizards.

OBSCURE: It is thought that if one were to somehow remove
the runes from a thrall that it would be rendered inert, but the
marks set themselves deeply into flesh and bone.




THrarLs

TI- c asur c components for thrall creation include, but are not limited to,

he dead ins of the bei be ani d and
The only treasure commonly found on thralls is that which P AN R A

X concoction that is used to mark the body with the necessary
they carry. This is normally mundane arms and armor, but -y I J

e . i runes and sigils. These components incur a monetary.cost of S
can be more substantial in that the more intelligent thralls are

W . o N gold pieces per hit point of the thrall.
ble of wield fte .
T s The character can increase a thrall’s Hit Dice, abilities, and

special abilities/qualities by spending an additional XP
HOOKS amount equal to the total XP spent for the base thrall divided
by the number of hit dice of the base thrall. The exact effects

The PCs are hired to investigate a local necromancer’s ) . } , i i3
of increasing or changing a thrall’s special attacks or qualities

abode that seems to be the source of the undead plaguing a

nearby settlement and surrounding forest. Unknown to the are subject to the DM's discretion.
townsfolk, the necromancer is long dead and his most prized Thrall Type Prerequisite
creation, a skarlock, has taken on the role of master of the .
B lock i fering the ofh s Risen Caster level 9th
tower. The skarloc is now gat ering the other remaining Slave Caster level 9th
thralls (mostly warriors and a few lieutenants) about him to )
d . Warrior Caster level 10th
estroy the nearby town, for he needs gruesome supplies. Can _
the PCs defeat this enterprising thrall and his servants before Lieutenant Caster level 10th i
they descend upon the town and destroy its inhabitants? Bane thrall Caster level 11th : :
Skarlock Caster level 13th L 3
1 ’
New Feat ﬂ i
Create Thrall N
The character is
s skilled in thral-
lic magic
and can cre-
; ‘ ate various
v forms of thralls.

Prerequisite: Spellcaster level %2 O

9th, access to animate dead

spell.
Benefit: The char-

acter can create

any thrall whose
prerequisites he meets.
Creating a thrall takes one
day for each Hit Die the
thrall possesses.
The character st
must spend 25
XP per hit point
of the thrall to
be created.
The material




P ——
e 'y

_Special Qualities:

Large Magical Beast Darkvision 60 ft., low-lioht vision
Hit Dice: 4d10+12 (34 bp) Saves: Fort +7 Ref +5, Will +0
Initiative; +1 Abilities: Str 19, Dex 13, Con 17,
Speed: 40 f1. (8 squares), climb 20 f1. ol Int 10, Wis 8, Cha 7
Armor Class: L7 (=1 size, +1 Dex, +7 natural), Skills: Climb +12. Hide +4, Search +6,
touch 10, flat-footed 16 B Spot +7
_Base Attack / Grapple: +4/+12 Feats: Multiattack, Weapon Focus (claw)
Claw +8 melee (2d4+4) Environment: Usually underoround
2 claws +8 melee (2d4+4) and bite +5 Organization: Solitary
melee (1d8+2) and when attached tentacle  Challenge Rating: 4 ;
A touch +5 melee (absorb magic) Alignment: Usually neutral
Space /Reach: 10.1t./10 ft. Advancement: 5—8 HD (Laree); 9—12 HD (Huge)
Attacks: Absorb magic, attach Level Adjustment: —

he thrullg is a beast once encountered by a close

friend and associate of mine, Mitchel Filkins of

the Corvis city watch. One foggy night, Filkins

was busy pursuing a known Gertens errand-boy,
who was running a cache of blasting powder filched from
a nearby alchemist, when the lad ducked into a sewer inlet.
Familiar with the dangers of the Undercity, Filkins was hesi-
tant to give chase, but give chase he did. The pursuit endured
for some time before the miscreant plunged through a hole
rent in the wall of a particularly large tunnel that opened into
a large, flooded conduit.

Just as it seemed that Filkins had the malfeasant in hand, a
terrible frothing occurred before them in the placid waters of
the pool in which they stood hip-deep. A great beast erupted
from the muck
and grabbed
hold of the
boy. With arms
like corded wood it
tore him to shreds, at the
same time snatching the small cask the [
boy had strapped to his back with two e
tentacle-like appendages protruding from
its head. As it smashed the lad’s pulped body

into the brickwork of the sewer wall, its tentacles probed all over

o@

the cask, gently crushing the wood as if it seemed afraid to spill
any of the contents. It appeared to be feeding on the blast pow-
der! Its body heaved in some- cind of ecstasy as it (I have come

to surmise) absorbed the m ic from the powder. This “feeding

- frenzy” gave Filkins all thﬁhﬁfle he needed to get the bloody hell

out of there.

himself was quaking in fear, Filkins could only relate to me
the following: it stood a good eight feet tall, perhaps more,
and was vaguely reptilian in appearance. Its hide is greenish in
color, and the palms of its claws and undersides of its ten-
tacles were covered in saucer-shaped discs. Whether these help
the creature in climbing vertical surfaces or might somehow be
a part of its feeding process is open to speculation.

This beast should be avoided at all costs. Any sightings
should be reported to myself or to one of my university col-
leagues. It has been seen several times since Filkins' report, and
there are undoubtedly many more left unreported. I sincerely
hope that only one of these beasts exists, as the prospect of a
nest of such monsters dwelling under our noses is enough to
frighten even the boldest among us.

Comsat

The thrullg attacks primarily to
defend its nest, when hunting, or in
the presence
of magical
auras.
Absorb
Magic (Su):
Once a thrullg attaches itself to a victim, it can use its tentacles to
absorb magic directly from the victim, if they are a spellcaster, or
from magical items possessed by the victim. If the victim is not a
speﬂcaster and has no magic items, the thrullg releases it in favor
of more magical prey.
If the victim is a spellcaster, he loses one random prepared
spell or unused spell slot upon initial attachment and an addi-
tional random spell each round thereafter.

If the victim has speﬂ-like abilities, he has his spell—like
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abilities negated for as long as he remains in contact with the
thrullg’s tentacles and for 1d4 rounds after breaking contact.

If the victim attempts to use a potion or scroll with a concen-
tration, timed or permanent duration, its effects are suppressed
while in contact with the thrullg’s tentacles and for 1d4 rounds
after breaking contact. Potions or scrolls with instantaneous dura-
tions are unaffected by the thrullg’s absorb magic ability.

If the victim is currently under the effects of a spell, its
effects are suppressed while in contact with the thrullg’s ten-
tacles and for 1d4 rounds after breaking contact.

If the victim is not a spellcaster, but has magical items in his

possession, then the thrullg can either make a touch attack against
obvious magical items with its tentacles or make a Search check
(DC 10 or victim’s Sleight of Hand result, if item is purpose-
tully hidden) to find magical items on the victim. If the touch
attack or Search check is successful, it has the following effects:

* Single-use magic items lose their magic upon contact with
the thrullg’s tentacles.

* Charged magic items lose 1d4 charges upon contact with
the thrullg’s tentacles and every round of contact thereafter.

* Noncharged magic items have their powers negated for as
long as they remain in contact gvjth the thrullg’s tentacles and
for 1d4 rounds after breaking contact.

* Artifacts do not function Whﬁ_e in contact with the thrul-
, lg’s tentacles and for 1 round afte /Breaking contact,
) (—\ \ Attach (Ex): If a‘th{gllg hit ith a bite attack, it uses its

ROA powerful jaws to latch onto the opponent’s body and auto-
(L
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matically deals bite damage each round it remains attached. An
attached thrullg loses its Dexterity bonus to Armor Class and has
an AC of I6. An attached thrullg can be struck with a weapon or
grappled itself. To remove an attached thrullg through grappling,
the opponent must achieve a pin against the creature.

Skills: Thrullg have a +4 racial bonus on Search and Spot
checks. They also have a +8 racial bonus on Climb checks. A thrullg

can always take 10 on Climb checks, even if rushed or threatened.

Treasure

Many interesting items can be found in the thrullg’s nest.
Nothing magical will ever be found, however, as the thrullg will
have already drained all such items. If it is captured or slain, the
thrullg itself will garner the attention of scholars and wizards.

Hooks

A wealthy political emissary from abroad has lost an ancient
magical artifact, and he believes it to be lost somewhere in the
Corvis Undercity. What he doesn’t know is that the artifact is
resting safely in the depths of the thrullg’s lair, where the thrul-
Ig has been feecﬁng off of it like an ever-lasting gobstopper.
When the emissary hircj_s\ the PCs to retrieve it, they find that
they’ll need to cut the thryllg’s belly open to get it out. Good

luck-and remember to briné‘ sharp knife!

3 “Lost my man Afje%\tg_{bat damn thing—popped bis,
head like & cherry, it did, right before me eyes!”
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Large Construct ) Saves: Fort +3, Ref +3, Will +3

Hit Dice: 10d10+30 (85 kp) Abilities: Str 25, Dex 10, Con —,

Initiative: +0 : RS Int 4, Wis 11, Cha 1

Speed: 30 ft. (6 squares; can’t run) Skills: Listen +8, Spot +9

Armor Class: 21 (=1 size, +12 natural), Feats: Alertness, Cleave, Power Attack,
touch 9, flat-footed 21 B Weapon Focus (halberd)

Base Attack / Grapple: +7/+18 Environment: Any land

Attack: Halberd 4+ 14 melee (2d8+10/x3) Oroanization: Solitary

Full Attack: Halberd +14/+9 melee (2d8+10/x3) Challenge Rating: 6

Space /Reach: /10 Alignment: Always neutral

Special Attacks: — Advancement: 11-20 HD (Lare):

Special Qualities: Construct traits, damage reduction 10 /magic,. 21-30 HD (Huge)
darkvision 60 ft., low-lioht vision, resistance Level Adjustment: —

to electricity and fire 20, special bealing

_end of the maidens blade, the poor sod

In appearance, a tomb maiden resembles an armored construct began to remove the expired Jek from the end of its
human woman, except that the woman is roughly 9 feet tall weapon, I took the opportunity to make good my escape. I was
and constructed of iron. Tomb maidens theoretically are a not eager to share Jek’s fate. There was quite a bit of running
precursor to the more cunning iron maidens, and they are only  that followed, and eventually I once more saw the light of day.
found in the most ancient and undisturbed crypts. They fight Evidently, the tomb maiden’s pursuit had ended, since it never
to protect the contents of said crypt, guarding it with followed me out of the crypt.

absolute vigilance, often wielding enormous halberds

but occasionally employing other large weaponry.
Comeat

The tomb maiden’s

Some time ago, I had the displeasure of
encountering one of these constructs in a
long forgotten Cygnaran sepulcher. My battle strategy is simple:
assistant and I had just penetrated attack all intruders until
what we thought was the last cham- they stop moving or
ber in a series of dust-choked leave the maiden’s
burial vaults. As I carefully assigned area. Tomb
cleared away the dust and cob- maidens have the same
webs from what appeared to be level of understanding
the epitaph of Lady Methilde

of Llorvast, a great crack

as a common steam-
jack; they understand
appeared in the wall in which
the tribute to the lady had
been inscribed. All at once, the
wall exploded in a thundering
surge of debris, a huge halberd
suddenly protruding from

the dust and darkness. One

swing of that massive polearm,

the language of their
creator, they understand

simple instructions, and

) ?‘{: they have a firm enough grasp
on their surroundings to avoid
damaging their charges and their
charges’ possessions.

Special Healing (Ex): Tomb
and my poor assistant Jek wéis:'-"ﬁnpaled. maidens are not affected by
Suspended several feet ab_ové;_:rfne on the heal spells. Mending cures I
hp. Iron body cures all damage

done to a tomb maiden.

ailed a}:)out like a great fish. As the




Lejenns & Lore
COMMON: None.
UNCOMMON: Tomb maidens are

archaic mechanikal constructs created
to guard crypts.
RARE: Tomb maidens are

ancient predecessors to the far

more canny iron maidens.

OBSCURE: A vanish-

ing breed, most

tomb maidens
that adventurers

encounter have

succumbed to
the damaging
effects of time
and rust. A
functioning
tomb maiden
will never leave

its assigned area.

Treasure

Though often rusty, a
tomb maiden’s iron remains may be sal-
vageable. A relatively intact tomb maiden
may fetch a hefty sum from collectors or from

a university. There is also the matter of the tomb A
maiden’s charges and their interred wealth. Tomb maidens

were only utilized as guardians for the most affluent of fami- %ﬂ /%4/7 94‘7245}/ @M cernay /ﬂ% 3
lies, and any who manage to dispatch the maiden will almost s ‘7&’@7@;7;/ cam%‘} Sl e i

certainly have a vast amount of riches at their disposal. ol &

Mone Ar = aves e //(70%747 57/17"’
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A collector or professor from Corvis University hires the ¥ zM niy @W Aese m/ 9

PCs to retrieve for him an intact tomb maiden. Their wealthy %W 2er 2 corice o Jhar “"’7 —Z/ Aage 3
yeese He;

o ersoralll, s DL a i samei Fgis

brought back to hifn. T]’fe tomb madiden, however, is not so W < - Z/%’:Wm S;/W— ': H

willing to comply. /;" e fw?’ Jee / ’T WWW N
) A o ; o JT,‘ \—\“‘ . )

B

benefactor wishes to study-and/or display the ancient mechan-
ika construct and will g6 to any lengths to have the maiden
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Laroe Monstrous Humanoid

Special Qualities:

Darkvision 60 ft., desionate taroet,

Hit Dice: 1048430 (75 hp) detect target, totem reaping
Initiative: +4  Saves: Fort +6, Ref +11, Will +11
Speed: 40 ft. (8 squares) _ Abilities: Str 17 Dex 18, Con 17,
Armor Class: 20 (=1 size, +4 Dex, +2 natural, +5 - Int 16, Wis 18, Cha 15
+2 studded leather armor), touch 13, flat- Skills: Balance +6, Climb +7, Concentration 410,
footed 16 Hide +8, Jump +14, Knowledge (arcana) 48,
Base Attack / Grapple: +10/+17 Knowledoe (nature) +6, Listen +10,
Attack: 2 balberd + 14 melee (2d8+6/x3) Move Silently 413, Search +-10),
or +2 longsword +14 melee Spellcraft +6, Spot +9, Survival +10,
(2d6+5/19720) or Tumble +11
claw +12 melee (1d6+3) Feats: Alertness®. Blind-Fioht, Silent Spell
Full Attack: +2 halberd +14 /49 melee (2d8+6 Still Spell, Track
x3); or +2 longsword +14 /49 melee Environment: Any
(2d6+5/19720); or 2 claws +12 Organization: Solitary or band (2—5)
melee (1d6+3) Challenge Rating: 11
Space /Reach: 101./10 fi. Alionment: Usually lawful evil
Special Attacks: Cry of the hunter, magic items, Advancement: 11-20 HD (Large)
spell-like abilities, spells Level Adjustment: —

ur parents have told us all stories of stalking

boogey men when we were young, and most of

us learned to ignore these tales. I wish I could

say that such stories were pure fantasy, but there
are boogey men out there... and theyre hunting us all. No

one kDOWS their true name, though they’ve been dubbed the

totem hunters. These foreign beings stalk the world of Caen

hunting for trophies to take back to their homeland. Legend
would hold these hunters as diabolically evil, but I have
found that they are something far worse. .. they're utterly

indifferent. The totem hunter stalks the land like it was a

bread basket hunting man and beast alike, as if they were one

and the same.

I am one of the few who has witnessed one of these

creatures and lived to speak of it. They are humanoid, but

very tall and muscular. Their skin is a dank lavender-blue

with white patches, and their heads are bald with long plain

faces. All totem hunters are masters of the mystical arts, and

they wield strange magical creations. I have also witnessed

- with my own eyes their ability to draw powers from their

“victims and turn around and use them themselves. They

it
are expert stalkers, and o
~don't relent (this I must .
However, they do seem 1

ey’ve ChOSGI’l a target, they

tffu.lly say I've also witnessed).

ear an unusual sense of honor

man who claimed to have been to the totem hunters’ home
city. He said that it was on a continent far to the south of
Immoren, and he boasted that he was the only captive ever to
escape. The whole place he reported to be a mining opera-
tion that funneled into a large, self-contained city. There
were many of these creatures there, and the ones known to
our realm were very different from many of the others, who
seemed only to be simple laborers.

There they practiced strange things, and the man was
privy to a bizarre society that was clearly very complex. He
did not discover the nature of their hunts in our realm, but
he boasted that it was little more than sport to them. He of
course claimed to be the ultimate sportsman, in that he out-
witted them. However, I must say that this man’s testimony
was highly suspect, as'T discovered him raving insane in an
abandoned ruin, and madmen do tell strange tales....

Comsat

Totem hunters are cunning and intelligent combatants.
They hunt for sport, choosing their targets carefully and pursu-
ing them relentlessly (though never fighting to the death). They
hunt either alone or in small packs, and they have been known
to make any region their hunting ground and any creature their
target (the more challenging, the more appealing). They tend
to rely on their magic items, although once they've begun totem




reaping, they rely heavily on their gained powers. They supple-
ment this with spell use where necessary. Most prey is hunted
to the death, although live creatures are occasionally taken.
Although they seem to understand Cygnaran (and other domi-
nant humanoid tongues), they never patley or negotiate with a
target, even when defeated.
Spells: A totem hunter cast spells as an 8th-level wizard.
Typical Wizard Spells Prepared (5/5/3/3/2, save DC 13
+ spell level): O—daz, flare, ghost sound, open /close, ray of frost;
Ist—endure elements, e_xp?ﬁgious retreat, jump, magic missile, true strike;
2nd—daze monster, g["or[bingl ray, spide;, climb; 3rd—di5plaremmt, hold
person, keen edge; 4th-—charm monster, locate creature.

Spell-like Abili‘t‘ies: 3/ dayffarcane mark, darkness, detect

DC is Intelligence-based.
Magic Items: Totem
hunters always hunt equipped
with magical items, which may
run the full gamut of power.
They typically employ at least one form of weapon, one form
of armor (usually not a full suit, however), one wand or rod,
and any number of other items.

Designate Target (Su): When it embarks on a hunt the
totem hunter designates ahead of time just what it is hunt-
ing. This is done by a strange ritual, whereby it writes alien
symbols across its chest and armor in its own blood. It has
no effect-in and of itself, but it designates who or what other
abilitiés will affect. The.totem hunter may designate targets

siml:_)ly by race, or they m&y‘choose individuals instead. If an

individual is targeted, then the tgtem hunter must know of
the individual and have a good idea of its location; if a racial

'__(._;:igic, light, mage hand, tead 1 r'nagic‘ Caster level 8th. The save
()

type is design'at'ed, then the hunter need only know it ‘exists




and what it generally looks like. The only thing

that may shield a creature from this ability is a

worn charm (non-magical) crafted from any body

part of a totem hunter that the wearer defeated
in combat.

Detect Target (Su): At will the totem
hunter is able to detect any creature that has been

designated as a target. It functions identically to
detect animals or plants, except that it affects targets
only (and is, naturally, not restricted to just ani-
mals and plants).

Cry of the Hunter (Su): Totem hunters can
release a booming, yet shrill cry that inspires terror
in its designated target. This effect is identical to
the fear spell. Caster level 8th, Will DC 16. The

save DC is Charisma-based.

Totem Reaping (Su): The hunter also has

the ability to gain strength and additional abili-

ties by beheading targeted victims and usurp-
ing their fading life energy. When embarking on a

hunt the totem hunter designates three levels of

targets: primary, secondary, and tertiary. The pri- Pra

mary target may have any CR, but the secondary target Sy
must have a CR of 4 greater than the primary’s, and the g
tertiary must have a CR of 8 greater than the primary’s.

There is a fourth level—master totem—>but it may be

designated at any time during the hunt; its CR must be

12 greater than the primary’s.

Totem bunter
After the totem hunter kills 3 of the primary targets, it

weapons gains a +3 morale bonus to attack, AC, damage, saves, and

skill checks; it also gains one of the target’s extraordinary,

supernatural, or spell-like abilities (within reason; DMs may

rule that some may not apply; note that the abilities of PC

classes and prestige classes cannot be gained). The totem

hunter can use this ability just as the original creature did,

although it is considered to be fully rested and recharged

for the ability’s purposes; the ability is also now considered

supernatural regardless of what type it was before.

After the totem hunter kills 9 of its secondary targets it

gains an additional 43 morale bonus as well as one of the

secondary creature’s abilities, just as above. A{_f,terhthe totem
o hu_r\m%r kills 27 of its tertiary targets (likely a difficult task

. 1t gainls an additional +3 morale bonus as iwell as another

) i ability as above. If the hunter has target{d a master totem,
o 2 r A e -
\ it n{ay now attempt to kill it. L2 Y {

If successful it enters into a state of suprerrié' a‘cfuaﬁzg;

tion. It gains no additional morale bonus, however it does

gain the use of all ‘(Lyes,.'all) eitraordinary; supernatural, and
spell-like abilities of all \(‘yes,/"lull) of the d'e'signate& -targets
it has killed. It then goes on a supreme killing rampage.
Should it fail to kill at least 12 creatures of CR level equal

-




to or gfeater than its master totem, then when it comes down
off its high it suffers 8 negative levels as the forces it was
manipulating dishonor it (it is generally considered better to
die trying than to return unsuccessful and suffer the dishonor
and loss of ability). These levels may not be regained.

It should be noted that it is extremely rare for a totem
hunter to embark upon a master totem hunt. Most do it only
once in their lifetime, and most die in the process. Those
that come home successful are revered as supreme icons in
their society—the absolute greatest honor a totem hunter
can hope to achieve.

These bonuses last for ten days, however this ten day
period is renewed each time a designated target
is killed. It may be maintained indefinitely,
however the totem hunter suffers
temporary ability loss of I point of
Strength for each day past 30. These
return at a rate of 1/day once the hunt
has ended. Should a hunter kill its mas-
ter totem, ten days is all it has; it may
not be renewed further.

Skills: Totem hunters
have a +4 racial bonus on

Listen and Spot checks.

Treasure

The magical items that the totem
hunters carry are quite valuable, how-
ever the means of recharging them
is foreign (thus it can’t be done by
common magical means). All items lose
their magical qualities within 6d6 days of the
hunter’s death. Despite this, they are quite
handy to adventurers in action, and they are
valued by scholars interested in studying
the foreign craftsmanship.

Lejenns lore. -

COMMON: None.

UNCOMMON: Totem hunters are fearless stalkers that
commonly hunt humans.

RARE: Totem hunters hunt humans and other creatures for
sport. They are intelligent and technologically advanced.
OBSCURE: The totem hunters are effectively sportsmen
from a foreign society with a city located on a deep south-
ern continent. They are also known to go on drawn out,
grand-hunts that last for weeks and span the entire conti-
nent and beyond.

Hooks

Totem hunters enjoy great challenges in their htihtls, and
thus often choose adventurers and sometimes even whole
adventuring parties as their targets. In such situafior{s, it 1s
usually kill or be killed for the prey, as the totem hunters are
unrelenting opponents. Characters may also be enlisted to
defend someone targeted by a totem hunter.
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~and unseen, as well as to‘_‘_tm},hsport captured
wvictims. Although nearly undetectable, we

Abilities:

Small Fey (Grymkin) Str 7. Dex 16, Con 12
Hit Dice: 2d6+5 (22 hp) Int 12, Wis 12, Cha 16
Initiative: P+ Skills: Bluff +7, Craft (trapmaking) +9, Craft
Speed: 20 ft..(4 squares), burrow 5 ft. (woodworking) +9, Escape Artist +7,
Armor Class: L7 (+1 size, +3 Dex, +3 natural), Hide +11, Move Silently +7, Perform
touch 14, flat-footed 14 B + 11, Search. +9, Spor +9
Base Attack / Grapple: +2/—4 Feats: Dodoc® Improved Initiative, Weapon
Attack: Claw 46 melee (1d4-=2) Finesse
2 claws +6 melee (1d9—2) and bite +1 Environment: Any
. melee (1d3=2) ... o Organization: Solitary, gang (2—4), or coven (5—=10)
Space [Reach: S ft./5 ft. Challenge Rating: 5
Special Attacks:. Trapperkin’s croon, spell-like abilities Always neutral evil

. Craft secret way

Fort +2, Ref +7, Will +5

hador is a rough place with a rich culture. The

people there respect the supernatural with an awe

and reverence that we often forget in kingdoms

ike Cygnar. During my travels through Khador
I studied the grymkin with a Tazchla by the name of Vlad
Szekta. Tazchloi are basically traveling
teachers, with a mix of priest and warrior
thrown in for good measure. The knowledge
he imparted to me has saved my skin more
than once when dealing with the grymfolk.
It was while under his tutelage that I first
encountered the trapperkin.

During our travels we came upon a village
that was having a serious problem. Czerbolge
it was called, a fishing village close to the
border of Llael and Khador. Tragically, a
half dozen of the village’s children had gone
missing in the space of two months, snatched
away while the village was asleep. One child’s
locket had been found in a stream near the
woods. In another case a strange doll was left
behind in a baby’s crib. The village elders sus-
pected a witch or demon. But then Vlad and I
found the tunnels.

Trapperkin use cleverly crafted trap doors
to sneak into homes. They can riddle a vil-
lage with tunnels that lead ;ﬁ?gach door. The

grymkin use these passagié s to travel freely

one vyith ?ghe use of magic. The tun-

6=10 HD (Small)

nels proved to us that a trapperkin was responsible for the
missing children.

By the time we had tracked it down, we both had scratches
and bruises from its various traps. Twice its snares nearly cost
me my life, and Tazchla Vlad almost lost a hand. We killed

it, but tragically it was too late for the

children. You see, it eats what it steals.

The trapperkin has a rat-like face, with beady

black eyes and sharp buckteeth. Theyre usually hunchbacks,
standing two to three feet tall. Older stories and rhymes warn
that their claws can cut moonlight, and their teeth are made of
iron. I know for a fact its bite is damn sharp, though its teeth
are not actually iron.

Their lairs are usually small hut-like structures, dug
under the boles of trees, buildings, or in tunnels and warrens.

Trapperkin in a city might take advantage of small
— crawlspaces or abandoned sections of buildings.
Their lairs are gruesome places, part pantry and

part trophy room, filled with the smell of death.

Comsat

Trapperkin prefer to use stealth and guile to invade a
community. This breed of grymkin will kidnap children in
the midst of the night as they croon a song of sleep. On
occasion one may leave a cruel effigy of the child behind.
These are made from carved wood, rotten hair, broken dolls,
and bits of bone.

If pressed into direct combat, a trapperkin does not hold
back. It employs every trick at its disposal, leading pursuers

through every trap it has, fighting viciously if it has to. It uses




its speed to its advantage and
attacks the eyes and hands of
its opponents.

Trapperkin’s Croon (Su):
The trapperkin’s soft lullaby
transforms regular sleep into a
deeper sleep from which one can-
not be roused. It has an 80-foot area of affect.
Sleepers can make a single save to maintain a regular
sleep, Will DC 15. The save DC is Charisma-based. If
they fail, they cannot be roused from sleep by any means
(including taking damage) for 1d4 hours. The trapperkin
must make a successful Perform roll (DC 15 + total levels
of creatures affected) in order to use this ability. Anyone who is
awake simply hears a soft crooning, pleasant to the ears.

Spell-like Abilities (Sp): 2/ day—detect snares and pits, entangle
(DC 12), hide from animals, pass without trace; 1/day—snare, spike
growth (DC 14), wood shape. Caster level Sth. The save DCs are
Wisdom-based.

Craft Secret Way (Su): Doors shaped by the trapperkin are
incredibly hard to detect (DC 25). These doors can be affected
by any spells that affect or detect doors or portals. Only trap-
perkin can open them without magic, although the doors can
be destroyed to reveal the passages beyond. They have the same
hardness and properties as the wall or floor they are part of.

Legenos & Lore

COMMON: The trapperkin hunts children. It eats them and
makes leather from their skin. .

UNCOMMON: Trapperkin hold children for days before they
eat them—terror make‘s_;be-mea.t sweeter to them. If a child has
been recently taken tl:l{eré: is a chance you can get to him in time.
RARE: The efﬁgie(_s' ) t‘ra.pperkin léaves behind hold a secret
treasure. The grynﬂgin sees th}is) a cruel and humorous

‘f?m of payment. \"M_____

OBSCURE: Trapperkin cannot
bear the warmth of a mother’s

e love. Should a mother or a
ﬁ

Treasure
The effigies crafted by a trapperkin are macabre

™ woman with child embrace a trap-
perkin, it will wither and die.

forms of payment. Within the hollow belly of a trap-
petkin doll is a shimmering pearl-like stone worth 100
to 1000 gp. The peatl has to be torn out, and the doll
emits a small whimpering cry as this is done.

A trapperkin paw grants a +10 insight bonus to Search
checks to find secret doors on a single person once per month.
The hand has to be properly treated and cured. The Craft
Wondrous Item feat, 125 gp, and 25 XP are required to do
this. These paws are worth 500 gp.

Hooks

A noble family’s young daughter has been stolen away while
they slept. Many indications point to this as an act by a rival
family, but something doesn't add up. No ransom has been
offered, and no acknowledgement of the deed has been made.
In fact, the rival famﬂy seems to be missing a child as well. The
children, who are actually held in a trapperkin lair, do not have
much time left. It is up to the characters to discover the true
nature of their abduction and save them before it is too late.
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Troll: Large Monstrous Humanoid

Special Qualities:

Darkvision 30 ft., poison resistance 5,

Special Qualities:

Darkvision 60 ft., poison resistance 10),

Hit Dice: 5d8+35 (57 bp) regeneration 4, scent
Initiative: 13 Saves: Fort +5, Ref +4, Will +0
Speed: 40 ft. (8 squares) Abilities: Str 19, Dex 13, Con 18,
Armor Class: 18 (-1 size, +3 Dex, +6 natural), Int 5, Wis 4, Cha 6

touch 12, flat-footed 15 Skills: Hide +5, Listen +0, Spot +0
Base Attack / Grapple: +5/+15 Feats: Alertness, Improved Initiative
Attack: Claw +10 melee (1d6+6) or laree Environment: Any land or underground

oreataxe +10 melee (3d6+9/x3) Organization: Solitary or ganp (2—6)
Full Attack: 2 daws +10 melee (1d6+6) and bite Challenge Rating: 3 o

+5 melee (1d8+3); or large greataxe Alignment: Usually neutral evil

+10 melee (3d6+9/x3) Advancement: 4—6 HD (Medium)
Space /Reach: 10f./10 ft. Level Adjustment: —
Svecial Attacks: —

Whelp, Immature: Small Monstrous Humanoid

reveneration 7, scent, spawn whelps Hit Dice: 1d8+3 (7 bp)
Saves: - Tort +10, Ref +7, Will +2 Initiative: +1
Abilities: Str 22 Dex 16, Con 24, Speed: 20 ft. (4 squares)

Int 7 Wis 6, Cha 8 Armor Class: 15 (+1 size, +1 Dex, +3 natural),
Skills: Hide 43, Intimidate +6* Listen 42, touch 12, flat-footed 14

Spot +2 Base Attack / Grapple: +1/40
Feats: Alertness, Endurance, Great Tortitude® Attack: Claw +5 melee (1d3+3)
Environment: Any land or underpround Full Attack: Claw +5 melee (1d3+3) and
Organization: Solitary or gang (2—6) bite +0 melee (1d4+1)
Challenge Rating: 6 Space /Reach: 5ft./5ft.
Alignment: Usually neutral evil Special Attacks: —
Advancement: By character class Svecial Qualities: Darkvision 30 ft., poison resistance 3,
Level Adjustment: +6 regeneration 3, scent

Saves: Fort +3, Ref +3, Will —1
Whelp, Mature: Medium Monstrous Humanoid Abilities: Str 17, Dex 13, Con 16,
Hit Dice: 348412 (25 bp) Int 4, Wis 4, Cha 6
Initiative: <1 +5 Skills: Hide +7, Listen +0, Spot +0
Speed: 30 ft. (6 squares) Feats: Alertness
Armor Class: 15 (+1 Dex, +4 natural), Environment: Any land or underground

touch 11, flat-footed 14 Organization: Solitary or eang (2—6)
Base Attack /Grapple: e/ AR Challenge Rating: l
Attack: Claw +7 melee (1d4+4) Alignment; Usually neutral evil
Full Attack: Claw +7 melee (1d4+4) and Advancement: 2 HD (Small): 3—6 HD (Medium,
- bite +2 melee (1d6+2) mature whelp)

Space /Reach: Level Adjustment: —

Special Attucles-:: Ty

5,ft,_ /5 ft.
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Troris

t all the creatures I've had the pleasure of study-
ing in the Iron Kingdoms, trolls have been some
of the most interesting. Even as a boy, where
most people saw only a race of dimwitted brut-
ish barbarians, I saw a complex and highly developed social
creature. | remember the pygmy trolls that I studied and even
briefly fell in with before venturing off to become a ranger in
the military. The things stunk like the depths of Urcaen, but
wallowing in the mud as an adopted member of their clan was
something I'll never forget.

There are many more breeds out there, however, than just
those simple pygmy trolls. They are found in all parts of Caen,
having adapted to virtually every climate. There are four prima-
ry species of troll, with many related subspecies, and one major
species of “untroll,” so to speak, that bears mentioning as well.

The most civilized form of troll is the trollkin, and they
boast a level of refinement that I doubt any other trolls will
reach. Although many of our cultures are prejudiced towards
them, I have found them capable of a peaceful coexistence with
most other peoples—a peace that the trollkin are sometimes
denied out of that prejudice. I once survived a brawl with
legendary trollkin commander
Baldemar Berg, and in my
youth I was entranced
by the angelic sing-
ing of the trollkin
performer Felda

AN

Kuonadra, who sang at a pub near the university. Both were
greater legends than many I have met among human lands.
The most basic family unit is the kith, and most trollkin
societies are clans, which are collections of related kiths. Several

neighboring clans make up a kriel, which is ruled over by the
elder kith, more formally called the Circle of Stones. Most
trollkin speak a dialect of Molgur called Molgur-trul, although
their increase in trade has prompted them to adopt human
tongues, such as Cygnaran, as well.

Among trolls and dire trolls, one seldom finds true clans
and never a kriel (although related kith still band together in
times of strife). When among pygmy trolls, one is always deal-
ing with a clan. Most other trolls simply speak Molgur-trul.

Trollkin boast one other notable sociological feature—the
trollshen. The closest word for translating this would be broth-
erhood or perhaps fellowship. In its basest form, it is a band of
male trolls who have yet to establish their own kiths, although
in modern trollkin society these have become far more refined
and developed. Most trollshen are accepted parts of the com-
munity, providing communal living for their members and sell-
ing some kind of service such as carpentry or stone working,
Unfortunately some of these fraternities are composed of thugs
and hooligans, and these trollkin gangs are the scourge of the
roads in some areas (and have earned trollkin an undeserved
bad reputation among some neighboring cultures).

Bloodline is of paramount importance to any troll. Trollkin
have by far the clearest records of and make the most distinc-
tion between their bloodlines, and one will find that most clans

consist of a single bloodline. Intermarriages do occur,

but not in any fashion humankind is used to. Trollkin
also have a practice of blood-bonding,
e, called kulgat, whereby they make a cut
in one’s hand, then one in their own,
and bring the two together so that
the two individuals become blood brothers.
This bond causes slight physiological changes in
the recipient that other trollkin can detect (by scent,
taste—yes they will pick you up and lick your arm—as
well as a general feel). This bond is granted rarely, though
the recipient is honored as a full member of the kriel once
it is. I can speak of this bond firsthand, as I received it for
the services I did a dear trollkin friend and his kith. The
fellowship it has brought me has savéa—rhy life on several
occasions (and gotten me invited to a number of raucous family
feasts as well, let me tell youl).

Trolls/aﬁ‘d'.di‘re trolls trace their bloodlines through the
passing on of bloodst’o{les, which are simply family heirlooms
bearilillg their blood nanﬁé{signiﬁed usually by a single rune),
although in recent years I ha

en many turn to denoting their

e = ka ¢
bloodlines through ancestral tattgos—a common art form

among all trolls; though cted by trollkin. Even pygm
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.‘\_ Dire Troll

"'\\ Huge M(jhstrous Humanoid
Hit Dice: 11d8+110 (159 kp)
Initi;tive: e
Speed: 40 ft. (8 squares)
Armor Class: 21 (=2 size, +3 Dex, +10 natural),

touch 11, flat-footed 18
Base Attack /Grapple: +11/+27
Attack: Claw 417 melee (1d8+8) or
oreataxe +17 melee (4d6+12/x3) or
rock +12 ranged (2d8+8) )
Full Attack: 2 claws +17 melee (1d8+8) and blte
+12 melee (2d6+4); or buge preataxe
LHLT/H12/+ T melee (4d6:412/x3);
or rock +12 ranged (2d8+8)

Space / Reach: I57./15f.
Special Attacks: Rock throwing
Special Qualities: Darkvision 90 ft., poison resistance 15,
regeneration 15, scent, spawn whelps
Saves: Fort +13, Ref +10, Will +4
Tag Abilities: Str 27 Dex 16, Con 30,
4 ' Int 5 Wis 5, Cha 10
& Skills: - Intimidate +12% Listen +4, Spot +4
Feats: Cleave, Dichard, Endurance®_Great
Cleave, Power Attack
Environment: Any land or underpround
Organization: Solitary or pair, plus I—4 whelps
Challenge Rating: 11 L
Alionment: Usually chaotic evil )
Advancement: [2—22 HD (Huge):

\ 23—33 HD (Garoantuan)
Level Adjustment: —

trolls instinctually stick to their bloodlines; rarely have I ever
seen any crossbreeding among subspecies.

4
- pygmy trolls can be difficult to put down if one is ill pre- ol
pared. They also have the unique ability to spawn whelps .
~or degenerate trolls that grow fro?&vered limb, and there
whelps at any given time. All trolls ar arg also renowned for
their resistance to pois@ns, and only a madman would eat a
£ L tr.olls cooking. Whil ‘they might c;fk toadstools up to look

't.y, let me tell you, they are hell ori the way down (and
se on the way out—ooch!). _ ;

Trolls are renowned for their regenerative powers. Even A

‘is a chance a troll will be accomp ied by several of these =N

The last noteworthy thing I should mention is a troll’s
ravenous appetite. Trolls are always hungry, and most of their

time and energy is spent trying to fill their bellies. This hun-
ger can weaken their judgment a great deal. Even the trollkin,

who are far more even-tempered than their brutish cousins,

are known for their gregarious feasts and the many meals they

eat per day.

Comsat

Troll Qualities

All trolls have the following abilities, except where other-
wise noted.

Regeneration (Ex): All trolls have exceptional regenera-
tive powers. Each type of troll converts most damage into

nonlethal damage, and only suffers lethal damage from a few
types of attack. Lost limbs or body parts can be attached or
regrown. Troll body parts do not decay. Instead, they form
into whelps, but only from reasonably intact limbs.

Poison Resistance (Ex): All trolls are resistant to poison
to a certain degree. This resistance is expressed in a numeri- 23
cal value similar to damage reduction. When ability damage %o
is rolled to determine the effects of the poison, the poison

resistance is subtracted from that number. Thus, if a troll

had a poison resistance of 5, and it ate a poison that affected
subjects with 1d4 Con damage, then the troll would be
unaffected. If it ate a poison that inflicted 1d6 Con dam-
age, it would take I point of Con damage if a 6 were rolled.

Multiple poisons affecting a troll simultaneously are rolled

separately (i.e. do not accumulate to beat the resistance); nei-

ther are primary and secondaty damage cumulative (subtract

the resistance separately from each roll). If the poison does

not inflict ability damage (for example, a type that induces

unconsciousness), the troll receives a bonus to its Fortitude

save equal to its poison resistance.
Spawn Whelps (Su): The intact severed body parts

of most trolls grow into miniature trolls known as whelps.

These trolls are degenerates and are not as powerful as a true

troll; they are always subject to the commands of their pro-
genitor. Most whelps have faitly short lifespans, although this

tOO varies per type See the U;'Oﬂ Whelp entry fo);fstats and the

1nchv\1\dual troll entry for additional spec1ﬁcat10ns _ e
) t o el
i = i o
Stanparp TroLLs S
These are the typical brutish trolls that one c?{n 'ﬁnd'_iﬁt 4
just about any livable-climate on Caen. Exceptionally adapt- -
able, trolls are clever and hardy‘ creatures. They lack tl}'e rigid
society of trollkin, usualfynberng found alone or in a kith.

They tolerate other trolls, if passmgly, but are hostile to

most other creatures. Trolls are brawny behemoths, stand-




Troris

ing as much as 10 feet tall, and ﬁlling it out with lean muscle.
Their skin tone ranges the spectrum with earthy greenish tones
being the most'common. Of course, their most notable feature
is their hideousness.

Comegat

Trolls are universally furious in combat. At times they can
be difficult to rouse, but once they commit to a battle, they
see it through. Despite their rage, they are somewhat clever,
employing strategy that most underestimate them of. Most
trolls use weapons, and many wear piecemeal or leather armor,
although seldom of crafted metal.

Feats: Standard trolls (and pitch and winter trolls) receive
Great Fortitude as a bonus feat.

Regeneration (Ex): Fire and acid deal normal damage to a
troll. If it loses a limb or body part, the lost portion regrows
in 6d6 minutes. The troll can reattach the severed limb instant-
ly by holding it to the stump; however, if the troll does not do
so within I minute of the limb being severed it can no longer
be reattached and spawns a whelp.

Spawn Whelps (Ex): Standard trolls have a 20% chance
of being accompanied by 1d4 whelps, half of which will be
mature. These whelps grow from severed body parts into
immature whelps in Id4 days and into mature whelps in
1d4 weeks. They typically die within 4d6 months. When

times are lean, trolls often eat
o

their whelps. % ) = 4
Skills: *Standard, pitch, . ~( N

and winter trolls use their
Strength modifier instead of their
Charisma modifier for Intimidate checks.

Susraces

Winter Trolls

Winter trolls are a breed of white-skinned
troll adapted to extremely cold climes. They are
far more sluggish than typical trolls and are gen-
erally the least hungry of all breeds, including
trollkin. Winter trolls love freezing their food,
often while it’s still alive, in blocks of ice to
dine on later. They are identical to standard
trolls, except as noted here.

In combat winter trolls usually command their
whelps to attack first, and once they begin a melee
they tend to open with their ice breath fol-
lowed by melee combat.

Ice Breath (Su): Winter trolls
can breathe a 20-foot-long line
of frigid cold (S ft. high
and § ft. wide) once every
1d6 rounds. Damage 3d4
cold, Reflex half DC 19. As a

W

full-round action, the troll can sweep the line through a . [30%
arc. Damage 3d4 cold, Reflex half DC 15. The save DC is
Constitution-based.

Regeneration (Ex): Fire and acid deal normal damage' to win-
ter trolls. If it loses a limb or body part, the lost portion regrows
in 1d4 hours. The winter troll can reattach the severed limb
instantly by holding it to the stump, however if the winter troll
does not do so within 5 minutes of the limb being severed it can
no longer be reattached and will spawn a whelp.

Spawn Whelps (Ex): Winter troll whelps have the cold
subtype; they are otherwise identical to standard troll whelps.

Pitch Trolls

Pitch trolls, also known as fire trolls, are a breed of troll

typically deep burgundy in color that are found in extremely hot = )
areas. They are considered hyperactive compared to other trolls, =

and subsist on a larger diet, though they are less picky in what
they eat (which is to say that theyll eat absolutely anything).
They are identical to standard trolls, except as noted here.

Pitch trolls tend to shun combat more than most breeds,
preferring to hound opponents from afar by throwing rocks
or sending whelps after them
rather than attacking out-
right. When in melee
they tend to rely on
their bite more

2] ,,
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Pygmy fiiou Lst-Level Warrior

I"\\ Small E’Iumanoui (Pygmy Troll)
“Hit Dice: 1d8+2 (6 bp)

Initiative: SEll

Speed: 20 ft. (4 squares)

Armor Class: 15 (+1 size, +1 Dex, +3 natural),

touch 12, flat-footed 14

Base Attack /Grapple: +1/-3
Attack: ~ Stone battleaxe +0 melee (1d6—2/x3)
; or shortspear +3 ranged (1d4)
Full Attack: Stone battleaxe +0 melee (1d6—2/x3)
or shortspear +3 ranged (1d4)
Space /Reach: I/
Special Attacks: —

Svecial Qualities:

spawn pyormy whelps

Doison resistance 3, regeneration 2,

Saves: Fort +4, Ref +1, Will —1
Abilities: Str 11, Dex 13, Con 14,
Int 8 Wis 9, Cha 6
Skills: Hide +6, Listen +1, Move Silently +2,
Spot +1
Feats: Alertness
Environment: Any land and underground
Organization: Kith (4—10), clan (11-40),
oreat clan (41-160)
Challenge Rating: 1
Alionment: Usually neutral evil
Advancement: By character class
Level Adjustment: +2

than other breeds, and their bite damage is 1d10+3.
Regeneration (Ex): Acid and cold attacks deal normal

damage to a pitch troll. If it loses a limb or body part,
the lost portion regrows in 2d6 minutes. The pitch troll

can reattach the severed limb instantly by holding it to the 0=
stump, however if the pitch troll does not do so within 5.‘ A

- rounds of the limb being severed it can no longer be reat-
tached and will spawn a whelp. {
.. Spawn Whelps (Ex): Pitch trolls friquently (60% of
the time) are accompanied by I—
immature whelps. The is higher because they will
jactually cut off their 6wn. body parts to keep an abundance
' whelps around to serve as an 1 altérnate food source.

eir whelps have the\fire stl';b‘i:yp Except where noted

Fl
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mature whelps and IdIO T

Sebn regrows in 6d6 minutes. The dire troll can feattach Lhe t

Stench (Ex): By releasing a powerful and horrid belches
a pitch troll can produce a terrible stench. All non-trolls
within a 20-foot radius are horribly sickened, Fortitude DC
I9 negates. The save DC is Constitution-based. Affected
creatures suffer 1d4 temporary Str damage for the next 12
rounds. Other species of troll are disturbed by this odor,
but are not adversely affected by it.

WheLps
Whelps are the degenerate offspring of trolls. They are

fairly similar, even across breeds, and they do not gain the
special abilities of their progenitors, except where noted
otherwise. For the most part they are stupid and simply

do as they are commanded. If left to their own by chance,
whelps simply go about feeding, ﬂeeing from any major
threat. Whelps are often eaten by their creators when times
are lean.

Regeneration (Ex): Troll whelps take normal damage
based on the subrace of their progenitor. If a whelp loses a
limb or body part, the lost portion regrows in 3d6 rounds.
The whelp can reattach the severed member instantly by
holding it to the stump.

Spawn Whelps (Ex): Whelps cannot spawn further whelps.

Dire TroLL

Dire trolls are the largest of all trolls. They grow to a
massive 18 feet in height, and they boast a temperament to
make that size something to fear. They are solitary crea-
tures, typically found alone or as a mated pair with several
whelps. Above all they prefer to be left alone, and unless
one bears food, a conflict can be expected. The only crea-
tures they are known to tolerate are pygmy trolls, though a
regular bounty of food must be provided. Dire trolls have
incredible lifespans, reaching as much as 300 years, though
they tend to reproduce far less than most trolls.

Comgat

Dire trolls are not incredibly intelligent, but are smart
enough to employ weapons—massive ones. They usuaﬂy
attagk head-on, once their anger has been stoked and they
seldo\m relent unless mortally wounded. !\ ]
Regeneratlon (Ex): Fire and acid deal normal damage

to a,fchre troll. If it loses a limb or body lbapt,\the lost por- 5

severed member mstantly by holding it to the stump, how-*
ever if the troll does notdo si‘x within I minute of the hmb
being severed it can no Ionger be reattached and will spawn
a whelp.

Rock Throwing (Ex): The range increment is 140 feet

for a dire troll’s thrown 'r%el_gs.




TroLls

Skills: Dire trolls gain a +4 racial bonus to Intimidate
checks. *They can also use their Strength modifier instead of
their Charisma modifier for Intimidate checks.

Spawn Whelps (Ex): Dire trolls produce only mature
whelps, and they are typically (70% of the time) accompanied
by 1d4 of them. These whelps grow in 2d6 days, and they live
for 1d4 years. Those encountered with a dire troll typically

have greater than usual HD.

sznm)/ TroLLs

yoy trélls are stunted little creatures that average around
3 to 4 feet in height. They share many of the traits of their
larger cousins, but are far weaker. Despite this, they are clever
little things that go underestimated by most civilized races.

Their social structure is a lot more muddied than most trolls;
most pygmies simply live in large clans. They tend to occupy
abandoned caves or even buildings, although those that live in
crude huts in the gooey mud flats are among the better known.
Most civilized races consider pygmy trolls a nuisance and

chase them away when they encroach upon their lands. Most troll
breeds, however, put up with pygmy trolls and may even employ
them for simple tasks. Generally speaking, pygmy trolls are the

least hostile towards other creatures, although they can certainly
represent a threat.

Comgat

A lone pygmy troll is anything but formidable;

however, pygmy trolls aIways attack in groups.
They are surprisingly capable of swarm-

ing opponents and even setting snares

and traps for them. They typi-

cally use crude weapons and
spears. Pygmy troll
whelps spawn and
die extremely
quickly.
Pygmies often
create whelps
to boost their
numbers before

Regeneration (Ex): Fire and acid deal normal damage to
a pygmy troll. If it loses a limb or body part, the lost portion
regrows in 3d6 rounds. The pygmy troll can reattach the severed
member instantly by holding it to the stump, however if _-'Ithe
pygmy troll does not do so within 2 rounds of the limb being
severed it can no longer be reattached and will spawn a whelp.

Spawn Pygmy Whelps (Ex): Pygmy trolls only produce
pygmy whelps. They grow to full strength in 3d4 rounds,
but die after 2d4 hours. Pygmy whelps are considered Tiny
humanoids and have the following stats: CR 1 /2: HD 1d8+1;
hp 5; Init +1; Spd 20 ft.; AC 14, touch 13, flat-footed 13;
Base Atk +0; Grapple —8; Atk Claw +1 melee (1d2); Full At
Claw +1 melee (I1d2) and bite —4 melee (1d3); SA —; SQ
darkvision 60 ft.; AL CN; SV Fort +1, Ref +3, Will —4; Str
10, Dex 13, Con 13, Int 3, Wis 3, Cha 3.

Skills: Hide +13, Listen +0, Spot +0; Feats: Alertness.

They gain none of the special abilities or qualities of
regional subraces, such as the rock, burrow, and vine trolls.

Stone Weapons: Stone weapons have a —2 penalty on
attack and damage rolls.

The pygmy troll warrior presented here had the following
ability scores before racial adjustments: Str 13, Dex 11, Con
12, Int 10, Wis 9, Cha 8.

Susraces

Rock Troll
Rock trolls are pygmies that live in barren rocky
areas. They possess the unique ability
to blend in with rocky surroundings,
which they use to surprising efficien-
cy. They are identical to standard
pygmy trolls, except where noted.
Rock trolls favor stealth in
combat, and they stalk prey
for great lengths of time
before they
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Black Troll

Large Undead ( Troll)

“Hit Dice: 7412 (45 bp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class:

19 (=1 size, +1 Dex, +9 natural),

touch 10, flat-footed 18

Base Attack / Grapple: +3/+13

Attack: Claw +8 melee (2d446) or greataxe
+8 melee (3d6+9/x3)

Full Attack: Claw +8 melee (2d4+6) and bite +3
melee (1d8+3); or greataxe +8 melee

o (3d6+9/x3)
Space / Reach: 10ft./10 fi.
Special Attacks: Blood drain, command whelps, feculent

decay, touch of corruption, troll bane

Special Qualities:

Blood dependency, darkvision 60 ft.,

regeneration I, scent, undead traits

Saves: Fort +2, Ref +3, Will +7
Abilities: Str 22, Dex 12, Con —,
Int 13, Wis 15 Cha 14
Skills: Hide +7, Intimidate +11* Listen +11,
Move Silently +10, Spot +12, Survival +9
Feats: Ability Focus (touch of corruption),
Cleave, Great Cleave, Power Attack
Environment: Any land and underground
Organization: Solitary
Challenge Rating: 8 -
Alionment: Always chaotic evil
Advancement: 8—15 HD (Laroe)
Level Adjustment: -

reveal themselves and attack.

Camouflage (Ex): Due to pigments in their skin, rock

trolls can blend visually into any normal rocky surface.
They gain a +12 racial modifier to Hide checks under

~ these circumstances.

Burrow Troll

Burrow trolls are pygmies nativg(rcié'sert climes. They pc;'s— 2

“sess a knack for burrowing undernéath of sand and other loose
soil. They are identical ¢
~ In combat burrow/trolls favor Swarming an opponent

{

{
X

roﬂs)except where noted.

: II om beneath the ground and tl’ien springing upon him, pref-

1y by surpnse

- ‘}ess\than 3 pints of blood every day. For each’d/ ay they fail «

__.mally They usually keep a “herd” of humanoid” hostages. -

feet in addition to their normal movement. They gain a racial

bonus of +4 to Move Silently checks while burrowing, and

they have an infallible sense of direction when burrowing.
Vine Troll

Vine trolls are pygmies indigenous to tropical areas. They

have adapted to life in the trees and are very skilled climbers.

They are well known for their poisonous bite. Vine trolls are

the most aggressive of all pygmy trolls, actively harassing and
attacking trespassers until they leave the pygmies” area. They
are identical to pygmy trolls, except where noted.

In combat, vine trolls favor stealth and guerilla tactics.
They follow opponents for miles, harassing them with darts,
spears, and whelps until they leave.

Climb (Ex): Vine trolls have a climb speed of 30 feet.
They apply their Dexterity modifier to Climb checks, and
they receive a +0 racial bonus to these checks.

Poison Bite (Ex): Bite, Fortitude DC 12, initial dam-
age 1d4-1 Str, secondary damage 1d4 Dex. The save DC is

Constitution-based.

Brack Troiis
Black trolls are the most despised of all trolls. They are

undead abominations that are a twisted mockery of other

trolls. Trollkin especially revile black trolls, and their legends

claim that they are born of a tainted bloodline—thus their

dependency on the fluid. All black trolls are solitary creatures

that live only to torment others. They commonly raid troll

and human settlements alike, murdering and pillaging as they

go. They delight in stealing command of other trolls’ whelps

and turning them upon their masters.

Comsat

In combat black trolls are shifty and clever. They try to

isolate opponents, slaying them one by one. Any survivors are
kidnapped and added to the black troll’s feeding stock.
Regeneration (Ex): A black troll’s regeneration abilities

function even in death, however they are diminished. Fire and

acid do normal damage to a black troll. Severed limbs do not

regrow, but still may be reattached as usual.

Blood Dependency (Ex): Black trolls must drmk Ao

to co\msume thlS amount, they suffer 1 POII’IC Of cumulatlve A

Strength damage to a maximum of -S5. B%ci( trolls regain 1

poigf of this Strength damage per day while feeding nor- "-..

for feeding when they can. Note that they are not restncted
to drinking humaneid blood, ‘tbough they prefer it (trollkm
blood is the most favored) 37

Blood Drain (Ex): On a successful grapple attempt, a

black troll can drain the blood of its opponent. Victims suf-

fer 1d4 Con damage ea'c_l.}é 1_;9und the pin is maintained. Any 1




troll species bitten by this attack suffers 1d4 Con drain each
round. Any troll (excluding pygmies) killed by a black troll
in this manner rise as black trolls within one week. The black
troll has no control over this spawn, and they seldom kill other
trolls in this manner.

Command Whelps (Su): Black trolls do not produce
whelps as other trolls do. However, they may possess the

whelps of other trolls. To do this they make a command
check, just as an evil cleric would versus undead (PHB). Any
rebuking success is ignored (whelps cannot be rebuked), how-
ever if command success is rolled, then the whelps fall under
the command of the black troll. The same HD
restrictions apply. If the whelps are in the
immediate presence of their pro-

genitor, then they can attempt
a Will save (DC 16) to
avoid becoming possessed.
Whelps commanded in
such a fashion begin to rot
and decay, suffering I point
of Con drain every day until
they die.

Feculent Decay (Ex): A black troll, despite its regen-

eration, is in a constant state of decay. This visage is quite

unsettling. Creatures with fewer HD than the black troll are
shaken for 2d6 rounds by its horrible appearance, Will DC 15
negates. The save DC is Charisma-based. Other breeds of troll
are not affected by this ability.

Touch of Corruption (Ex): As a standard action, a black
troll can cause the rotting flesh on its body to expand and
whip forth as a ghastly tentacle. On a successful ranged touch
attack (20 ft. range increment), the black troll poisons its
victim. Contact, Fortitude DC 17, initial damage 3d4 Str, sec-
ondary damage 1d6 Str. The save DC is Charisma-based. Any
damage done to the fleshy tentacle does not harm the black
troll.

Troll Bane (Ex): All physical attacks made by
a black troll versus any other species of troll
do normal damage to the target, ignoring
their regeneration. '

Skills: *Black trolls use
their Strength modifier instead
of their Charisma modifier
for Intimidate checks.

TroLLKin
Trollkin are the most
advanced of all trolls.
While not as techno-
logically learned, they are

.

as civilized as most. Their culture is rich and diverse with a

very strong heritage based upon bloodlines. In temperament,
trollkin are the most even-headed of all trolls, however, they

still tend to be aloof and sometimes even hostile towards

most outside cultures. This originates in their condescending

attitude towards non-trolls for having weak blood, but it is
also due in large part towards the discrimination they are often i
shown. Most trollkin clans and kriel are located on the fringes 1
of society with a few major concentrations being located JTE
between the Thornwood and the Bloodstone Marches, south- 41
west of los, and in Cygnar south of the Wyrmwall Mountains. 1 l

]

]

There are also minor concentrations scattered here and there,

such as near Ohk in Khador, and there are quite a few of them ‘1
on the Isle of Cryx.
Trollkin are about the size of large humans in build and

have a lumbering way about them. Their skin is gray with

touches of blue and green. There is a bit of variation across the

bloodlines in appearance, points of distinction that individuals

take pride in. Despite their bulky size, trollkin have remarkable

voices, and females are known for their incredible singing, while

males (at least the males of particular bloodlines) are
known for their dreaded fell calling.
Trollkin don't have the techni-

cal acumen of humans or even

gobbers, although they have

taken to using machin-

ery frequently in their

lives. They are known

for their stone working
skill, although they la
the refined artistic and
engineering abilities o :

elves or dwarves, who
both shun trollkin wo
as second rate. l%as{ 1
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its’plain and even coarse appearance, trollkin stone work is
'Iextremely affordable and noted for its durability. Trollkin labor
has comg to be recognized as cheap and dependable, and trollkin
\ are slowly*be'cdming more integrated into industrial society.

Comgat
Trollkin take to combat in many ways. They almost always
utilize weapons and, if a member of a kith or other unit,

employ clever teamwork. They are known for their toughness

and the quickness with which they shrug off a blow.

Improved Healing (Ex): Trollkin do not have regeneration.

Instead, they heal at twice the normal rate. If they feast con-
siderably while resting, this healing rate rises to three times the
normal rate. They also receive a +4 racial bonus to save versus
poison and +2 versus disease. Additionally, they still regener-
ate lost limbs, though at a reduced rate. A severed limb that

is surgically reattached heals within 1d6+1 days. A lost limb
regrows within 2d20+30 days. They die as normal if reduced
to —10 hit points.

Toughness (Ex): Trollkin have damage reduction equal to
their Constitution modifier against nonlethal damage. This
ability also provides protection against nonlethal damage from
hazardous environments, although in these cases the damage is
never be reduced below 1.

The trollkin warrior presented here had the following abil-
ity scores before racial adjustments: Str 13, Dex 11, Con 12,
Int 10, Wis 9, Cha 8.
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| Trollkin village

TrorLikin CHaracters
For more on trollkin as player characters, consult the Iron

Kingdoms Character Guide (pp. 56-58).

Treasure

Stanparp TroLLs

Trolls are known to keep any variety of treasure in their
lair. They are intelligent enough to recognize basic valuables,
and many hoard such items. Sometimes they trade these
goods for food.

Troll blood is a common component in some magical
formulae, and it typically sells for 15-30 gp per ounce. Troll
body parts may be worth more to a magician looking to craft
items that grant regenerative or poison-resistant powers; a sev-

ered limb will usually sell for as much as 200 gp.
Dire Troiis

Dire trolls keep less treasure than standard trolls, but have
a penchant for hoarding gold. They keep this to themselves
and tend not to trade it as other trolls do. They usually keep
it well hidden.

Their blood is worth even more to those wishing to craft mag-
ical items or concoctions that grant strength or fortitude; it might
sell for 50—100 gp an ounce. Antidotes that utilize dire troll blood
as a component are among the best available and sell
for three to four times their normal value.




Pyﬁmy Troiis

Pygmy trolls rarely have anything of value in their lairs,
unless it has been acquired by happenstance (usually consid-
ered half standard treasure).

Pygmy troll dung can be used as a crude fuel in lamps

(it is too corrosive for machines), and it surprisingly burns

odorless. Understandably, only those who can't afford better
fuels use it.

Brack TroLLs

Black trolls disdain hoarding valuables, unless they have
been stolen from another troll. They do prefer magical weap-
ons and utilize them if they can find them. (Ignore treasure
rolls that do not result in magical weapons.)

The blood of a black troll is a spell component prized by
necromancers. If used as a material component in the cast-
ing of a Necromancy spell, the caster adds +4 to the DC to
save versus the spell, or he can reduce by one the level cost of
any one metamagic feat for purposes of that one casting; in
either case the blood is consumed in the casting.

Alternately, one may drink the blood of a black troll
to gain certain benefits, at a cost. Consuming a single dose
grants the recipient poison resistance of 10 and regenera-
tion of S (fire and acid do normal damage; limbs regrow in
4d6 minutes) for one day. However, the recipient suffers one
negative level and 4 points of Wisdom and Charisma dam-
age, as well as a case of extreme insatiable hunger. Though

Trollkin, 1st-Level Warrior
Medium Humanoid (Trollkin)

Hit Dice 14843 (7 bp)

Initiative: -1

Speed: 30 ft. (6 squares)

Armor Class: 12 (=1 Dex, 43 studded leather armor),

touch 9, flat-footed 12
Base Attack /Grapple: +1/43

Attack:  Battleaxe +3 melee (1d8+2/x3)

Full Attack: Battleaxe 43 melee (1d8+2/x3)
Space /Reach: S /5 .

Special Attacks: —

Special Qualities:  Darkvision 30 ft., improved healing, poi-

son resistance 4, toughness, trollkin traits
Saves: Fo +7 Ref =L Wil=L
Abilities: Str 15, Dex 9, Con 16,
Int 10, Wis 9, Cha 6

Skills: Listen +1, Spot +1

Feats: Great Fortitude

Environment: Any land and underground

Oroanization: Solitary, kith (2—4), trollshen (5—20), ;

- dan (21-40), kriel (41-160) 1
Challenge Rating: 1/2 n 14
Alionment: Usually lawful neutral . :
Advancement: By character class '1 i
Level Adjustment: +1 ‘
"

the benefits wear off after a day, the penalties persist for 1d4

additional days, at which time they wear off normally.

TroLLKin

Trollkin treasure runs the gamut, but usually depends upon
the wealth and status of the individual trollkin. Their blood

does not benefit arcane smiths as does that of other trolls.
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Saves: Fort +8, Ref +6, Will +1

Large Magical Beast

Hit Dice: 5d10+20 (47 bp) Abilities: Str 25, Dex 14, Con 18,

Initiative: +2 Int 9, Wis 10, Cha 10

Speed: 40 ft. (8 squares) Skills: Hide +6* Jump +11, Listen +2,

Armor Class: 19 (=1 size. +2 Dex, +8 natural), Move Silently +4. Search +2. Spot +5
touch 11, flat-footed 17 Feats: ) Power Attack, Stealthy

_Base Attack /Grapple: +5/+16 Environment: Any forest

Attack: Claw +11 melee (1d8+7) Organization: Solitary or pair

Full Attack: 2 claws +11 melee (1d8+7) and Challenge Rating: 6
bite +6 melee (1d6+3) Alignment: Always chaotic evil

Space /Reach: 10 ft./10 ft. Advancement: 6—10 HD (Large);

Special Attacks: Poison, stench N ) 11-15 HD (Huge)

Special Qualities: _Darkvision 60 ft, link with fungi, Level Adjustment: —

low-light vision

ou never forget the smell of an urthek. The fetid,

overpowering odor seems to cling for weeks to

clothes and skin and hair. Get too close to one and

you may even find yourself losing your lunch.
Of course, it’s difficult to forget the crea-
tures at all once you've met one. Great

>

shaggy beasts, they are, standing
fully 9 feet tall and half as wide.
Beady little black eyes peer out
from under their gray, matted fur,
which hangs in clumps tangled
with filth and debris.

Their wide mouths are lined
with dozens of teeth, and their
thick fingers are tipped
with wicked claws longer
than a man’s finger. These
claws are hollow and filled
with a paralytic poison.

The urthek seem to gather in the most
ancient, darkest recesses of the woods,
where great towering mushrooms
grow and the bogs and fens reek with
decay. While it seems foolish to seek
out such a nasty beast, there are those who
hunt and trap the creatures for their pelts. I have

"3 =B il
seen a propetly cured urthek coat, and I must admit it is a fine,

luxurious garment that shimmers in the sun.

Employing one intrepid';ﬁ'elt hunter as a guide, ) daring, if
. --‘-,inly partially sane, individual by the name of Tomas Spraag,

our way around the alien trunks of towering mushrooms, it
required every ounce of stealth and expertise we could muster
to avoid alerting any nearby urthek to our presence. Peering
from beneath the cap of a partially rotted giant toadstool, I
saw the hulking form of an urthek hunched beneath a par-
ticularly virulent looking green fungus. As I watched, the
creature proceeded to reach up carefully and thrust its taloned
paws into the gills of the fungus, a
cloud of almost florescent spores
greeting its intrusion. A look
of bizarre rapture seemed to
cross the face of the urthek,
a hideous sight made all the
more foul as the creature twitched
and swayed slightly as if drugged, a

. flecking of pale green foam around its

SN
> P ¢ gibbering mouth. It was then that
: I noticed the deep raw wound
in the creature’s thigh, a wound
that seemed to be edged with a
" green tinge and closing before my
eyes. In some remarkable way, this
monstrosity was using some kind of
symbiotic link with the fungus to
heal itself, and by all accounts the
creature seemed to derive pleasure
from the act. Much to my horror and disgust, it was then that

I noticed the actions of the fungus itself and the smaller ones

at the urthek’s feet; each was pulsating and twisting slighdy,
gills fluttering, as if sharing the urthek’s pleasure.
I left then and did not return.




Urtnek

An urthek strikes with its hollow
claws, hoping to paralyze prey with its
venom. Once the prey is immobilized and
there is no further threat, the urthek will
devour it at its leisure.

Link with Fungi (Su): The urthek can attune
its body to a patch (minimum 10 by 10 feet) of mush-
rooms, mold, or other fungi. While in contact with the
fungi it heals 1d3 hit points per round.

Poison (Ex): The hollow claws of the urthek contain
a powerful paralyzing agent. Claws, Fortitude DC 16, ini-

tial damage 2d6 Str, secondary damage 1d6 Str. The save g o

DC is Constitution-based. This ability can be used two
times per hour.
Stench (Ex): Any
creature with a sense
of smell within five

feet of an urthek is sickened, Fortitude DC 16 negates. The

save DC is Constitution-based. Creatures with the scent special
ability are more strongly affected, suffering a —4 penalty instead
of the —2 penalty on all attack rolls, weapon damage rolls, sav-
ing throws, skill checks, and ability checks.

Skills: Urtheks have a +2 racial bonus on Hide, Listen,
Search, and Spot checks. *They also receive a +4 racial
bonus to Hide checks while in their native environment due

to their coloration.

Treasure

The paralyzing poison of an urthek is worth 300 gp per
dose on the black market. Each creature contains 1d4 doses
of the toxin at any g}vqmm‘e‘??%\complete urthek pelt is
worth 400 gp if uridamaged, but dnly to a furrier with the
capability of wash{Pg a\;fr;'t'y its powerful stench (Profession
urrier| check, DCZ(_))

o T

»

Lejenos & Lore

COMMON: The urthek is a horrible creature found near
mushroom patches in the darkest reaches of the forest.

UNCOMMON: Urthek like to ambush their prey, but one
can sometimes detect a hidden urthek by their smell, which has

been likened to rotting vegetation.

RARE: Urthek pelts, when propetly cured, make very fine coats.

OBSCURE: Urthek can somehow regenerate when in contact

with a patch of fungus.

Hooks

A viilage gitl is dying of a strange paralytic disease. The

local herbalist is convinced he can heal her with a mold from
thelrforest, but it grows onI;; -L‘ﬂﬁ{)e the urthek feed and replen- : E
ish th'élhsgl_ves. Her Weal}h@; will reward well a party that 1 X ’
retrieves some' of t'He_\s_téff. oo
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Medium_Aberration

Abilities: Str 15 Dex 17, Con 12,

Hit Dice: 4d8+4 (22 hp) Int 4, Wis 14, Cha 10
Initiative: +7 Skills: Climb +12, Hide +7* Listen +5,
Speed: 40 ft. (8 squares), climb 30 ft., swim il Spot +4, Swim +10

20 ft, burrow 5 ft. Feats: Tmproved Initiative, Weapon Focus (bite)
Armor Class; 18 (+3 Dex, 45 natural) Environment: Temperate or warm forest, mountains, or

touch 13, flat-footed 15

underoround

Base Attack / Grapple: +3/+5 _Orpanization: Pack (6-24); pack will include a pumber
Attack: __Bite +6 melee (2d4+2) of younger vektiss (1=3 HD) that are
Full Attack: Bite +6 melee (2d4+2) and still capable combatants, as well as several
= 2 claws +0 melee (1d4+1) . stronger and laroer ones (9—8 HD)
Space /Reach: S/ Challenge Rating: 5
Special Attacks: _Implant ego, poison ) Alignment: Always neutral
Special Qualities; Darkvision 60 ft., locate egg, shadow Advancement: 3-8 HD (Lare)

shroud S Level Adjustment: _____ —
Saves; Fort +2, Ref +4 Will +6__ . .

en my senior assistant, Lynus, learned of a
peculiar arthropod that had been killing loggers
near Ohk in Khador, we decided to investigate.

While examining the site of a recent
attack, several man-sized insectoid creatures leapt from the
trees and attacked Lynus, taking him by surprise. We rushed to
help, but one lifted Lynus in its claws and vanished into shad-
ows, which seemed to swallow the creature in living darkness.

Our party was thrown into chaos, but I restored order
and we followed the tracks of the beast. We came upon
cave openings against a hillside and heard chattering within.
While the others waited with weapons at the ready, I infil-
trated the cave. I found my wounded assistant cocooned in a
mass of some sort of fibrous substance while a smaller vek-
tiss was forcing some unpleasant looking substance into his
mouth. I created a distraction by hurling
a lit flask of oil, prompting much
chattering and panic, then

grabbed Lynus and fled.

‘We were not done with these clever creatures, for they fol-

lowed despite my attempts to cover our tracks. They struck
again from the shadows, and it was all we could do to keep
them at bay. The manner in which they had followed us puz-
zled me, and on some inspiration I decided to probe Lynus’
leg injury while the others guarded the perimeter. As expected,
there was a foreign object lodged deeply in the wound. My less
than delicate attempts at surgery served only to cause Lynus
pain. The object relented when I bathed the wound in an
alchemical mixture designed to ward disease.

I took this hard-shelled sphere and ran into the forest, tell-
ing the others to flee. The vektiss followed me, confirming
their peculiar synergy with this extracted egg. I dropped the
thing and made my way back to the group without further

incident. I do not envy those who are forced to incubate these

eggs, paralyzed and conscious all the while.




Comsat

Vektiss fight fiercely when gath-

ered as a pack, using strong mandi-

bles and small claws. If outmatched,
they flee and gather reinforcements.
The vektiss are stealthy hunters and

abduct captives to serve as hosts for
their offspring.

Implant Egg (Ex): A female
can implant an egg in a helpless
victim with a successful bite attack.
Implanting the egg inflicts and addi-
tional 1d3 damage as the egg fuses to
bone, Fortitude save DC 13 negates. The
save DC is Constitution-based. Once suc-

cessfully implanted, the eggs can only
be removed with remove disease or
a Heal check DC 30. Failure
results in an additional Id4 dam-
age to the victim. The eggs eventu-
ally hatch, even if removed from
the host, although the hatchlings
are quite vulnerable and starve
quickly without food.

During incubation the vektiss
paralyze, cocoon, and feed the
host a regurgitated substance that
slows decay after death. Regardless
of paralysis, the egg hatches in 72
hours, then remains in the host, eat-
ing and growing. This causes 1d4
damage and I point of Con drain per /
hour. Hatchlings reach maturity (1
HD) after approximately four days.

Locate Egg (Sp): All members of a pack can sense an

implanted egg from one of their females at will, as if under the

effect of locate object but with an extended range of 1000 yards.

~, = Poison (Ex): Bite, Fortitude DC 13, initial and secondary
. : damage 2d6 Dex. The save DC is Constitution-based.
-;;-u Shadow Shroud (Su): *Vektiss have the supernatural ability

to create or enhance darkness around them, deepening shadows
and facilitating hiding. They cannot become invisible with this
power, and it cannot be done in brightly lit areas; however it
grants a +8 circumstance bonus to Hide checks.
Skills: Vektiss have a +4 racial bonus on Hide checks

and +8 racial bonus on Climb checks. They can always take
10 on Climb checks,evén if rus}.l\éi
move through water at ﬁheir swim speed without making Swim
checks. They have al+38 racxal/b:jds on any Swim check to

pefform some spec1a\1 action or VOld a hazard Vekmss can

or threatened. They can

always choose to take 10 on a Swim check, even if distracted or

o

endangered.
They can use
the run action
while swimming,
provided it swims in
a straight line.

Treasure

Vektiss lairs may contain
valuables left behind from their victims. Undamaged eggs can
be sold to alchemists for 100 gp and are useful in mixtures
used to enhance divination or to mark an item for easy magical
detection. Eggs must be kept very cold to prevent hatching.

enns & Lore

MON: The vektiss are clever insect-like creatures that

hunt in packs.

UNCOMMON: Vektiss bites are poiéonous and can paralyze
a man. They capture people alive and take them to their lairs.

RARE: Vektiss can create shadows and are exceptionally
stealthy. They are known to plant eggs in captured victims,
which'c;-m be removed s_afely only by means which cure disease.

OBSCURE: A vekt1s
a great distance. Gettmg ri

ack can sense implanted eggs at

one’s trail,

Ve

o?\%e eggs will throw them off
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Warpwolf form, 5th-Level Kossite Fighter Saves: Fort +14, Ref +6, Will —1

Large Humanoid (Human, Shapechanger) Abilities: Str 30, Dex 13, Con 22,

Hit Dice: 5d104+30 (57 bp) Int 11, Wis 6, Cha 8

TInitiative: +11 Skills: Climb +12, Craft (woodworking) +3,

Speed: 50 ft. during waxing Artis (10 squares); Jump +14, Listen +8% Move Silently 43,
base speed 40 ft. . Ride +3, Spot +6* Survival +7*

Armor Class: 19 (=1 size, +1 Dex, +4 natural, +5 Feats: Alertness, Blind-Fight, Cleave, Great Cleave,
warping), touch 10, flat-footed 18 Improved Bull Rush® Multiattack® Power

Base Attack / Grapple: +5/4+19 Attack, Run®. Weapon Focus (longsword)

Attack: Claw +19 melee (1d6+10) _Environment: Any

Full Attack: 2 claws +19 melee (1d6+10) and Organization: Solitary
bite +17 melee (1d8+5) Challenge Rating: 10

Space /Reach: 10f./10 ft. Alignment: Chaotic evil

Special Attacks: Baying of chaos Advancement: By character class

Special Qualities: Alternate form, controlled warping, low—l light Level Adjustment: —

\)151011) ZMi’lﬂ?’ warpmg, TEQL’HEYMZO” 9, scent

here are tales all across the Iron Kingdoms of men

who become possessed of beasts and transform

into hideous monsters that stalk the night. In most

places these legends are based on predatory animals
that are a common threat. Professor of Cultural Studies Healy
Kirklyn of Corvis University tells me these tales serve as an
allegory to our own bestiality, but there is one such tale that is
no allegory at all. It is a tale as real as the ground beneath us, my
friends. It is the tale of the warpwolf.

I believe the warpwolf originated somewhere in northern
Khador, the work of a clever Devourer sect rooted there that
worshipped an unusual canine aspect of their chaotic deity.
They devised a ritual that transforms men into raging man-
wolves that stalk the wilds spreading death and chaos every-
where. The victim looks and seems normal most of the time,
as if nothing had happened, but he transforms into a warpwolf
when distressed or injured. There is also something at work
regarding the cycles of the moons, though I don't understand it
yet. It seems that the warpwolf has different strengths depending

“on the phases of the moons at the time of its transformation. It
also seems able to alter its body in the midst of combat to suit
its immediate needs.

The most frightful aspect of this physical change is that it
is addictive. Thos__é' who change-revel in it, experiencing a physi-
cal high like absolutely none o'tlj‘er. Alchemical retardants can
be made that will prevent the :

these once the addiction set

ge, but most afflicted eschew

Exactly how the warpwolf reproduces, I'm not quite certain.

1
en documents discus_sihg random particulars of the ritual

th ough 1 believe very strongly that

these beasts have devised a way to procreate independently. I've
heard tales of these creatures striking all across the kingdoms,
sometimes in areas where the Devourer holds no sway whatsoever.
Of course, the fact that this is an affliction that can be possessed
of any man or woman you encounter on the street (and the fact
that they themselves could travel to any corner of the realm
desired) is a fact that mustn't be ovetlooked. .. unless, that is, one

actuaﬂy wants to sleep soundly at night.

Comgat

Warpwolves favor their bite and claw attacks when in com-
bat. They immediately shed whatever clothing, armor, and items
they may have been wearing upon transforming. They retain
their intelligence completely, though they are totally lost to their
bestial hunger.

Baying of Chaos (Su): Will save DC 12. The save DC is
Charisma-based.

a WarpwoL

originally create

Creatinﬁ

Warpwolves we by a sect of the Devourer
cult, though the secrets of their creation in this manner have
been lost to the ages. Warpwolves are, however, able to procreate
on their own. The offspring is carried by the mother (who does
not change shape during pregnancy), though it must be sired by
two shapechanged warpwolves. The child seems normal until

it reaches adulthood, when it begins undergoing the changes.
Virtually all of such children are abandoned, left on a stoop or
at a church, oftentimes in a distant kingdom. Only humanoids

have ever been known to become warpwolves.
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“Warpwolf” is a template that can be added to any humanoid.

Size and Type: The base creature’s type does not change, but
the creature gains the shapechanger subtype. Its alter-
nate form is one size larger than the base creature. A
warpwolf uses the base creature’s statistics and spe-
cial abilities in addition to those described here.

Hit Dice and Hit Points: Same as the base creature.

Speed:  Same as the base creature, although a warpwolf’s base

speed changes based on the lunar phase of Artis. It

can also increase its speed via the use of the con-
trolled warping special
ability.

Armor Class: Same as the base
creature, although a
warpwolf s natural
armor changes based
on the lunar phase
of Laris. It can also
increase its natural
armor via the use of
the controlled warping
special ability.

Attacks: A warpwolf gains two
claw attacks and a bite
attack as natural weap-
ons. These weapons
deal damage based on
the warpwolf form’s
size. A warpwolf may
attack with a weapon
and a bite, or may
attack with its natural
weapons. The bite
attack of a warpwolf is
a secondary attack.

Damage: Same as the base creature. The damage of its
natural weapons depends on the size the base crea-
ture assumes when in warpwolf form. So, when a
Medium creature changes into a Large warpwolf, its

bite damage is 2d6 and its claw damage is 1d8.

Warpwolf Size Bite Damage Claw Damage
Small 1d6 1d4
Medium 1d8 1d6
Large 2d6 1d8
Huge _f}d@hh 2d6

Special Attacks: A Wéfﬁ_wolf reta\i‘hT the special attacks of

the base ¢_£eat11t_‘g_ and also/gains the special attacks
describedtlzelow The saye DC against a special attack
Y is equal to IQ;l—_I_/

Charisma modifier unless otherwise noted.

arpwolf’s HD + warpwolf’s

A warpwolf spellcaster cannot cast spells with verbal com-
ponents while in warpwolf form.

Baying of Chaos (Su): When a warpwolf bays, all creatures within
100 feet must make a successful Will save or be affected
as though by a confusion spell (caster level 8th). This is a
sonic mind-affecting effect that can be used 3 times per day.
Whether or not the save is successful, an affected creature is
immune to the same warpwolf’s bay for 24 hours.
Special Qualities: A warpwolf retains all the special qualities

of the base creature and also gains those described
below:
Alternate Form (Su): A person
afflicted with the warpwolf’s
curse transforms into a warpwolf
at certain uncontrolled times.
This change s a full round
action that draws attacks of
opportunity.

Warpwolves cannot gain the
Control Shape feat, though they
can make a Will save DC IS to
resist the transformation. The
change usually occurs during
an emotionally trying moment,
especially one that arouses anger,
and anytime the character suffers
more than 10% of his total hit
points in damage. Based on the
intensity of the situation, the
Will save DC may increase at the
DM’s discretion. Changing shape
cannot be done at will, though
a clever person could get around
that (for example, by stabbing
himself). In addition to these emotional triggers, the warpwolf
curse causes the transformation to occur once every 4d6+10
days. This change cannot be resisted (no save allowed) and may
occur seemingly at random, though usually at night.

The change lasts until the warpwolf falls asleep, which is
usually 1d2+1 days later. Due to the addictive nature of the
transformation, resisting it becomes more difficult as time goes
on. The base Will save DC to resist incteases by I for each
month the character suffers from the affliction, until the curse
becomes impossible to resist.

During—\th‘e transformation both to and from warpwolf
form, th¢ character hfals as if he had rested for a full day.
If the character is slain.in his warpwolf form, he remains
in _tb'at form in deatlh If'slain while in humanoid form, his
fe;ir.tgreé change to give s/orr%e“cﬁe that he suffered from thg v
warpwolf \gurse. : f

-




Strength; however, increasing speed requires S warp points for

each 5 ft. increase.

When the creature initially changes into its warpwolf form, the
points must be allocated as part of the transformation. The
warpwolf can redistribute these

points at any time as a move-

equivalent action.

Low-Light Vision (Ex): A warpwolf
has low-light vision in any form.

Lunar Warping (Su): A warp-

wolf’s natural armor, Strength,
speed, and initiative bonus vary
based on the lunar phases of the
three moons: Artis, Calder, and
Laris. Consult the table at below
and apply the bonus listed to

the base creature’s appropri-
ate statistics.

For example, if a creature
were to change into warp-
wolf form when Artis was new, Calder

was waxing, and Laris was full, it would
receive a +0 to initiative and speed, +10
Str, and a +12 natural armor bonus. The

Do note that a person

shapechanged into a warpwolf speed bonus applies to all forms of move-

loses none of his intellect, nor does ment if the base creature has more

he have any trouble recalling any
of his deeds while changed—he

remembers it all (and because of its addic-

than one movement type.

tive nature has a hard time fighting

it). While changed, the warpwolf is Artis Calder Laris
the essence of bloodthirsty evil, and New 40 1nitiative, +0 speed +0 Str +0 natural armor
it does everything within its means to Waning +3 initiative, +5 ft. speed 45 Str +4 natural armor

kill as many individuals as it possibly

Waxing +6 initiative, +10 ft. speed +10 Str +8 natural armor

can, For characters of good alignment,

e B s Ll in some serious Full 49 initiative, +15 ft. speed +15 Str 412 natural armor

inner turmoil.

Controlled Warping (Su): A warpwolf can also further adjust Scent (Ex): A warpwolf has the scent ability in any form.

its physical attributes to suit its needs during combat. The Saves: Same as base creature. When in warpwolf form it

wolf actually warps its body to gain an advantage in one area, gains a +4 racial bonus to Fortitude and Reflex saves.

while sacrificing an advantage in another area. The creature o AN e S e % s s, W hen Chlanggdy the warp-+,

could sacrifice some of its speed to grow more armored _ . 2y wolf’s Strength increases based on the lunar phase‘\ '
plates on its body (increasing its natural armor bonus), or it '_:.I of Calder. Its other abilities change from the base ]
might sacrifice some of its Strength-to.increase its speed to, o creature as follows: Dex +2, Con 46, Wis —4. : T

> - 7 : /
allow it to flee from difticult opppnents,) "~ Skills: Warpwolves receive a +4 racial bonus to Listen,

The warpwolf has a base P_?IS;‘PF 1d6+4 warping points Spot, and Survjyal_checks. *In warpwolf form, tl;e'

that can be used to altgr the follo lrig attributes: natural TR A e o e i ke,

s Y
armor, Strength, attack bonus, or initiative and speed. These Feats: Same as base creatiwe; while in warpwolf form the

- warping points are in addition to th¢ bonuses received from

creature gains Improved Bull Rush, Multiattack,

s . g )
._;}the luna; warping ability and are’e;gchanged on a one-for-one Dot A At Rl s b o D e s

- basis in iegards to initiative, natural armor, attack bonus, and




not have them already. Warpwolves may never
gain the Control Shape feat (as lycanthropes
sometimes do).

Environment: Same as base creature

Organization: Always solitary

Challenge Rating: Same as the base creature +2. Add +1 for
each moon that is waxing at the time of combat
and +2 for each moon that is full.

Alignment: Same as base creature; always becomes chaotic
evil when in warpwolf form.

Advancement: By character class

Level Adjustment: Same as the base creature +4

Treasure

Warpwolves hoard no particular type of treasure, though
those who turn into them might have anything imaginable.

jenos & Lore
COM

ON: A rare malady exists that makes man become
possessed of beast, turning into a horrid wolf creature that
stalks the wilds, hunting all that lives.

UNCOMMON: These creatures are called warpwolves, and
their bodies are constantly in a state of flux.

RARE: A warpwolf’s changes are a mix of control and entro-
py- They seem subject to the whims of the moons, though
during a confrontation they can change their bodies to meet
their needs.

OBSCURE: An alchemical tonic does exist that will keep

a man from undergoing the change into beast, though it is
difficult to come by, and it weakens the body even if it does

prevent change.

Hooks

A crooked and vengeful alchemist out of Fellig has redis-

covered the ancient Devourer cult’s rites to transform a man
into a warpwolf. The madman has performed the rite on
none other than his own family (four adults and three chil-
dren). So far nothing has happened, but soon they are going
to undergo their first change, warping into hungry wolf-
beasts, ready to tear the city apart.

Quicksilver Tonic: This is a silvery liquid
alchemically brewed by the Devourer cult that
originally spawned these horrid creatures. It
was used to belp victims resist the change into
their abominable other self: It does not guarantee
safety, but it considerably increases the odds of
maintaining control. Imbibing the proper dos-
age (about 30 oz.) grants the recipient a +12
cireumstance bonus to his Will save to resist the
change. Furthermore, it j)rm_:_i_mtf the addiction
from taking hold (and thus increases the save
DC) so long as it is taken on a regular basis.
In order for it to functwn it must be taken Just
before a cbange is about to take place.

It is, however, poisonous. Ingested, Fortitude

" DC 13, initial damage 148 Str, secondary

3

f

§ \ﬁo not sell it cbeap'!y.

~ damage 1d6 Str and 146 Int. Should the

imbiber fail bis s]:afecbangmg save and become

bwafpwo f tbe {mson is sbmggeal‘gﬁ'
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Only a _few alcbe’fm[al sb&g% across the lands
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Laroe Construct Saves: Tort +4, Ref +4, Will +4

Hit Dice: 12d10+30 (96 bp) Abilities: Str 27 Dex 11, Con —,
Tnitiative: +0 Int— Wis 11, Cha 1
Speed: 20 ft. (4 squares; can’t run) Skills: =3
Armor Class: 25 (=1 size, +16 natural), ) Feats: —

touch 9, flat-footed 25 Environment: o Any land
Base Attack /Grapple: +9/421 Organization: Solitary or team (2—4)
Attack: Slam +16 melee (1d8+8) Challenge Rating: 11 ,
Full Attack: 2 slams +16 melee (1d8+8) Alignment: Always neutral
Space /Reach: 10 t./10 ft. R Advancement: 13-24 HD (Large);
Special Attacks: Druid’s wrath, spell-like abilities ) - 25-36 HD (Huge)
Special Qualities: Construct traits, darkvision 60 ft., dam- Level Adjustment: —

age reduction 25 /magic, low-lioht vision,
magic immunity, meld with nature _

- druid in an uninhabited é:ié?‘bf
- northern Cygnar. During my

mong the peoples of the Iron Kingdoms, there are by a band of gobbers, and I got to witness the spectacle as she

few that arouse as much apprehension as the mysteri-  sent her two guardians into action. Despite their lumbering

ous druids. When one of these robed ﬁgures strides bulk, these things whisked through the brush as if it weren't

into town, the streets clear and the place becomes even there. When engaging the goblins, they commanded the
so quiet one might think there were a pack of gorax stalking vegetation to grab and hold the gobbers while they pounded
about. Their connections to the chaotic Devourer Wurm make  with (literally) explosive blows that pulverized the poor bug-

them targets of high suspicion, and their rejection gers. Despite the fact the gobbers were trespassing, I felt a bit

of worldly ways doesn't help either. While I don't
believe druids (at least not all druids) to be the
baby-snatchers theyre accused of being, I do

sorry for them being trounced by such powerful oppo-
nents. Those few that survived, at least, will steer clear
of the protected wood in the future I'm sure.
know they’re not to be trifled with.

One of the easiest ways to tell you are poking

Comsat

Woldwardens follow orders in combat—either

about in a druid’s territory is if you come across
a woldwarden. .. and my advice to you would be
to take your business elsewhere. Not that I need those directly given during the melee or freestand-
warn you; the sight of one of these behemoths ing orders given previously. They use their spell-
alone ought to be enough to scare most off. They like abilities primarily to slow and pin down
are humanoid constructs, in some ways like a opponents while they move in to hit them with
charged slams.

Druid’s Wrath (Su): Once every other

round, as a free action, the woldwarden may

steamjack, crafted of wood and stone, standing 15
to 20 feet tall, and emblazoned with runes that

glow furiously when they attack. Druids use these
tap into nature’s power and unleash its cre-
- ator’s wrath. This adds 1d8+4

additional damage to a normal

creations to guard and patrol important
areas, which I've found are marked off by
stones set with similarly glowing Y
runes carved in them. attack. This extra damage is
not multiplied upon a suc-
cessful critical hit.
When this happens,

all of the guardian’s runes

During one Of my more

bizarre adventures I became
% }f’

Lo

the temporary guest of a
glow with an intense yel-
low light that is discharged

het: territory was invaded
e
i s




when the blow is struck. If the attack misses, the charge remains
until a successful blow is struck.

Magic Immunity (Su): Woldwardens are immune to all
spells of the Animal, Chaos, Destruction, Plant, and Strength
domains. They are also immune to all spells that directly affect
plants, trees, or wood, as well as all shapechanging spells.

Meld with Nature (Ex): A woldwarden can pass through
non-enchanted vegetation completely unhindered and
unharmed. They also leave no trail in such an environment and
cannot be tracked by normal means.

Spell-like Abilities: 3 / day—call lightning (DC 13), entangle
(DC II),ﬂume strike (DC I4>, plunt growtk, quenzk (DC I3>, snare,
spike growth (DC 13); 1 Vi day—wall of thorns. Caster level 12th.
The save DCs are Wisdom-based.

Treasure

Woldwardens keep no treasure of their own, however
they are frequently the guards of various valuables. In
such cases, the treasure garnered could be anything
imaginable that would be of value to a druid.

LeNcIenDs & Lore
COM
incredible automatons out of wood and stone to

ON: Powerful druids sometimes construct

guard important areas.

UNCOMMON: These sentinels have the ability to
unleash their creator’s fury in explosive blows.
RARE: Woldwardens’ only true weakness is their
lack of intelligence, and it is often better to circum-
vent them than to engage them directly.
OBSCURE: Guardian creation is strictly controlled
by a mysterious organization of druids, sometimes
called the Circle, and it is rumored that high mem-
bers of the organization can wrest control of a

guardian from its creator.

Hooks

A powerful merchant out of Ohk had a son
kidnapped by a powerful druid who claims an
injustice done against her (theft). A pair of
woldwardens guards the son, and the father .7 ' &_:A -
is desperate for someone to either negoti-
ate with the druid for his s _n'gﬂ_r_gturn or
to defeat the sentinels gdarding hf‘rﬁ:fhe

father claims neither he nor his son

stolen anything, In ttguth, thie son i ;covering
5 his younger brother, \ﬁle r_e&(éef.

ave
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L influence, spiritbind

discovered the wyldgeist during one of my travels

through untamed Khador at a roadside inn where I made
4 i the acquaintance of a peculiar merchant. I recall the man
} ' distinctly. His long scraggly hair, white as ash, and his
o thin, fickle body jerking in a state of palsy while he struggled
with trembling fingers to stack his coins on the tabletop.
He vowed I'd find his tale an intriguing one: !
“At first I saw what appeared to be a green flame i
floating toward me from the shaded boughs of a twist-
ed tree. As it came nearer I could make out a figure,

g T TR

like that of a man. He was adorned in a tarnished

breastplate with a ragged black cloak flapping
behind him. Then I saw the face, that terrible,

terrible face! He wore no helm and his fiery eyes (

bore into me from his sallow, nearly transparent
features.. .. I had thought it mere superstition—
even laughed at the Kossite who had warned !
me—but this was a hollow devil indeed! Armed //
with both sword and pistol, this infernal 7/

- LA R

creature reduced my wagon to kindling,

my wagoneer to a headless corpse,

2

B R

my bodyguard to a limbless, hole-

punched carcass, and me—well,

just you look ar me!”

I was intrigued. After more
research on these “hollow dev-
ils” T uncovered the followin_g?_entry
in an old tome sent from olfg‘%%f my
Khadoran contacts: Lf' &

~ Once upon a time, there was a body

Medium Aberration Saves: Fort +4, Ref +2, Will +7
Hit Dice: 4d8+12 (30 hp) Abilities: Str 10, Dex 13, Con 17,
Tnitiative: +5 Int 13, Wis 17, Cha 18
Speed: Fly 20 ft. (perfect) (4 squares) Skills: Hide +8, Listen +8, Move Silently +8,
Armor Class: 15 (+1 Dex, +4 deflection), Search +5, Sense Motive +4, Spot +8
3 touch 15 flat-footed 14 Feats: Alertness, Improved Initiative
Base Attack / Grapple: +3/43
Attack: - — Environment: Any forest
Full Attack: B Organization: Colony (5=20)
Space /Reach: S5 ft./5 ft. Challenge Rating: 6 o
Special Attacks: Acidic mist ; ) Alignment: Always neutral
Special Qualities: Damage reduction 10 /magic, darkvision Advancement: 5—10 HD (Medium)
60 ft., paseous form, immune to mental Level Adjustment: —

beld the border forts ulong the southwestern wood called the Blackroots for
some centuries n_zfter the cessation of the Orgot}) Empire. After many years

of constant vigilance however, the Seltuk fell into disarray. Their leaders
became materialistic and greedy. They began to seize the belongings of the
outlying provinces, taking riches and collecting their hoard in
the underground caverns beneath the long-smnding fortresses.
/ In time, these leaders turned on each other, and the
LI J“ / forest guardians went to war against themselves. The once-
Y \ \ peaceful wood became wet with blood as erstwhile allies
AN now slew one another for possession of the hoards
) beneath the forts.
Finally the forest itself would no longer
have it. From deep within the Blackroots
came a haunting green fog that flowed
along the ground—ememld%olored tendrils
of mist wove around the trees and vegetation
and flowed over the fallen on the foul fields of

battle. As the mist touched the massacred breth-

ren, the soldiers rose up and clashed once more
© against those that had slain them.
1t bas never been discovered, this weird and ter-
rible vapor’s origin, but it permeated the dead men and
dissolved their bodies so only their arms and armor
stayed intact. Their one-time visages became little more
than pale, distorted, gkostly green mockeries of what
tbey had been in lg“e. These hollow devils overran the
soldiers yet living that day, then melted into the gloom. It
is said they guard the treasures of the forest still, and
those who are foolish enough to venture into the
woods with greed in their hearts will know
the wrath of those wispy green devils.
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Comsat

Wyldgeists do not make physical attacks in their natural form
and ignore physical attacks made on them in this form, unless
the attacks bypass their damage reduction. Their first action will
always be to find a dead creature and bond with its fled spirit.
If the wyldgeist already possesses such a form, it immediately
attacks to drive out the defilers of the forest it protects.

Spiritbind (Su): Wyldgeists have the ability to form a
bond with the fled spirit of a dead creature. As a full-round
action, the wyldgeist dissolves the dead creature’s flesh and
replaces it with its own body and will. Using the dead
creatures natural weaponry (or other weapons, if
any), it attacks those who have intruded upon
its domain. No supernatural, extraordinary,
spells, or spell-like
abilities are absorbed
in the trans-
feral. The
wyldgeist
uses the
speed rating
and mode of
movement of
the bonded
creature,
but retains
its own ability
scores and saves. It
can maintain this form indefinitely if not defeated in combat.

A wyldgeist in this form uses the damage rating of the
creature’s weaponry (the longsword of a fallen warrior, for
example), but uses its own attack bonus (+3 for melee and +4
for ranged). It always functions as proficient with the attack
form it uses, a result of the bond formed with the fallen host.
It also adds any bonuses from armor the host may have been
wearing (i.e., add +5 to AC if it acquired a breastplate).

A wyldgeist defeated (reduced to O or fewer hit points)
in this form is not slain. It simply sinks into the earth to heal
itself to the point where it can once again bond with a host. It
heals at a rate of I hit point per day. There is no known way to
destroy a wyldgeist permanently.

Acidic Mist (Su): Although not hostile in its natural form,
the wyldgeist’s body is composed of an acidic mist that begins
to dissolve flesh after one full round of contact. 2d4 acid dam-
age, Fortitude DC IS half. The save DC is Constitution-based.

Gaseous Form (I::/x Since its base form is composed of
mist, a wyldgeist nof bonded to a physical host share some
of ‘the characteristigs of Mereature in gaseous form, passing

rough small holes ‘and narrcwenings and having damage
?duction 10/ magic. et

Immune to Mental Influence (Ex): Wyldgeists are unaf-
fected my mind-influencing effects (charms, compulsions,

phantasms, and morale effects).

Skills: Wyldgeists have a +4 racial bonus on Search checks.

Treasure

Once it is defeated, any gear or treasure that the wyldgeist had
taken through spiritbinding will be left behind for the taking.

Lejenns & Lore
COMMON: None.

UNCOMMON: Wyldgeists are warrior ghosts attracted to feel-
ings of greed and envy.

RARE: When the wyldgeists are not active, their physical trap-
pings are secreted away inside of earthen mounds in the deepest
reaches of the forest.

OBSCURE: A little known tale claims that the wyldgeists are
not ghosts at all but rather servitors of the Green Man, the
legendary guardian of the forests of northern Immoren. They
are a ma_r,]ife&ation of the Green Man's power, taking root in

a fallen being’s psyche; “although seemingly the spirit of the

deceased has since departed.
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egends and lore represent various myths and tales
of the Iron Kingdoms. Typically these tales give
insight into a creature’s history, habits, and pow-
ers. At the core, these myths and legends should be
considered very carefully; they may save an adventurer from
a watery grave at the hands of a boatman or an eternity of
infernal servitude. An unheeded legend has been the death of
many an adventurer!

The sort of information you can gain from musty tomes,
ancient scrolls, and the legends of veteran adventurers often
varies in quality. Legends and lore are classified under one
of four types. Characters can find Common, Uncommon,
Rare, and Obscure lore depending on how well they search
for these secrets.

Common lore is easy to find. This can be the name of a
creature, what it is supposed to look like, or even speculations
on its origin. Typically this comes in the form of a tall tale
told by an old salt or a poorly written passage in an ancient
bestiary. Common lore is usually just enough to give a rough
idea of what adventurers may potentially face. A rare creature
might not have any Common lore.

Uncommon bits of lore tend to be more specific and help-
ful. Examples are vague ideas of what sorts of powers a crea-
ture may possess, weaknesses it might have, or even the vagaries
of where it might lair. Usually this lore comes in some con-
crete form. Old maps from the attics of dead adventurers or
tomes and books written by half-mad scribes are good sources
for this sort of lore. An extremely rare creature might not have
any Common or Uncommon lore.

The realm of Rare lore is the province of the damned.
This information almost always comes from firsthand encoun-
ters, survivors of attacks, or observations made by hidden
spies. Infernal tomes of summoning, a necromancer’s note-
book, a rogue apprentice’s betrayal—these can all grant Rare
Jore. This sort of information is specific and often directly
useful. The specific powers of a creature or how to counter a
special attack it makes are types of Rare lore that might save
an adventurer’s bacon.

Obscure lore comes in many forms, such as fevered scrawl-
ing found on asylum walls, dredged up secrets from ancient
writings, and the perturbing observations of otherworldly

~ diagrams. Obscure lore isn't always directly helpful— the prob-
~ lem with myths_';md ancient texts is that they often need to be

interpreted. Still, Obscure lore

ture or its fatal flaws if the

can reveal the origins of a crea-
earcher is diligent.

Legenns & Lore

What You Arreapy Know

Characters with ranks in Survival or a felevant Knowledge
skill may be aware of some facts about a creature already. The
DC for knowing a fact is based on the information’s obscu-
rity. Sample DCs are listed below under “Researching the
Unknown,” but note unless the correspondence between the
skill and the situation is amazingly good, only Common and
Uncommon lore can be known in this way. In other words, no
one with a good Knowledge score who rolls a lucky 20 is going
to pull a giant’s true name out of thin air!

What is a “relevant” skill> There is no specific answer; it
depends on the situation. Here are a couple examples.

*  When the party is confronted with a glowing slime trail
left by a magical beast, the DM makes a secret Knowledge
(arcana) check for the wizard. The result is 14, meaning
some Common knowledge is known (see chart below
for DCs). The DM tells the wizard this is a sure sign a
“frilled gobbersnatcher” is about.

e Later in their quest, the party encounters a dracodile
in a marshy area near the foothills of the Wyrmwall
Mountains. Upon spying the creature, the DM allows
the ranger (whose favored enemy type is magical beasts)
to make a Survival check. The result is 18, Uncommon
knowledge. The DM informs the ranger the dracodile
lairs in swamps and marshes and mothers are extremely
protective of their eggs.

It is up to the DM to decide what skill is relevant and
assign fair DCs. Perhaps a creature is extremely rare or new to
the area—in such a case even a skilled character may have no
chance of knowing anything about it. Characters will not get
to check for lore on every creature they see, but those who spe-
cialize in Creature Lore will be fonts of useful information.

ResearcHing tHe Unknown

Knowledge skills and Sdbvival are handy for instant recall of
common and uncommon facts, but how are the more obscure
legends uncovered? Through research, which can be a very
time-consuming prospect. Gather Information can be used for
research, as can the new skill Creature Lore. DMs may use other
skills that can be employed for research as well.

If you wish to research a creature, tomes and other relics
may provide an additional bonus. The tome used must be per-
tinent to the creature type—a tome on undead to research shaft
wights, for example. The character needs to study one week for
each +1 of the tome’s bonus he wishes to employ. For instance a
+4 tome of undead lore bestows a +2 bonus after two weks of




research. To gain the full bonus of the tome, four weeks of study
are required.

If the book contains information directly pertinent to the crea-
ture being researched (for example a tome with a specific section
on spine rippers) the research time can be cut down to one day.

Without research material, adventurers are left with guess-
work. Research time without a tome typically takes 1 week.
Adventurers spend that time dredging up facts, making contacts,
and talking to folks who might have some experience. Doing
research in this fashion is haphazard at best. Without tomes or
other specific material (scrolls discovered in play, or whatever the
DM allows), only Uncommon facts can be learned. An additional
week spent fact checking could uncover Rare lore at a +S5 to the
DC of the skill check. If no research materials are available, the
character cannot take 20 on the research.

Once the research is done, the skill check is rolled, adding all
modifiers. A character can take 10 on the skill check; taking 20
means the research takes twice as long. The DCs for legends and

lore skill checks are as follows:

* Common: DC 10

® Uncommon: DC IS5

* Rare: DC 20-25 (DM’ option)
* Obscure: DC 30+

The more unique a creature is, the harder it is to find out
specific lore about it. If information about a specific creature is
unusually rare, the DM should modify the difficulty of the leg-
ends and lore check. A suggested guideline is to use the creature’s

CR as a DC modifier for the check.

New SkiLLs

Creature Lore (Int; Trained Only)

Check: With the use of Creature Lore, the character can research
the tales surrounding creatures. In doing so, he can try to discern
the truths evident in the legends and lore surrounding specific
beasts. Using this skill, the character can perform monster
research as per the rules under “Legends & Lore.”

Synergy: There is a synergy between Creature Lore and some
Knowledge skills. A character with 5 ranks or more in Creature
Lore receives a +2 bonus to Knowledge (nature) checks that
relate to monster lore. Likewise, a PC that is conducting research
with the Creature Lore skill receives a +2 bonus if he has 5 or
more ranks in Knowledge (nature). Only one synergy bonus can
be applied to any Creature Lore skill check.

Note: This is a class skill for bards, rangers, and wizards. It is a
cross-class skill for all other classes.

New Feats ./7#\

Myth Delver [Gené;al]wi'-, ¢

The character gains %{eater\ins-i%nto the tales and chronicles
[t over from the past. '

erequisite: Bard level Ist.

Benefit: The character gains a +4 circumstance bonus on skill
checks to research lore or a +4 circumstance bonus to his
bardic knowledge check, whichever benefit is greater.

Special: This feat can only be taken once.

Sagas and Stories [General]

Having studied various myths and stories, the character is
particularly knowledgeable about a specific creature type.
Benefit: The character automatically gains Common knowledge

on any creature of the specific type chosen with this feat.
Whenever the character encounters a creature of that type,
the DM should provide the player with the Common
knowledge specific to that creature. When researching a
creature of this specific type, his legends and lore checks
take half the required time.

Special: This feat may only be taken once for every creature type.
For instance, the character can only take Sagas and Stories
(undead) once. If the character selects Sagas and Stories
again, the feat must be taken for a different creature type.

Tall Tales [General]

The character has listened to a lot of tall tales and seen a
few weird things, broadening his knowledge of strange creatures.
Benefit: The character can make an Intelligence check (DC

10) to gain Common knowledge about any creature he

encounters or hears mention of. If he exceeds the DC by
10 or more, he recalls something he’s witnessed or heard
that gives him Uncommon knowledge about that specific

creature as well.

Unearthed Arcana [General]

The character has managed to discover secrets of myth and
legend and has distilled them into concrete knowledge.
Prerequisites: Creature Lore 4 ranks.

Benefit: For every 4 ranks in the Creature Lore skill, the character
gains Common, Uncommon, and Rare legends and lore on
two specific creatures from a single specific creature category
(i.e., giants, fey, undead, etc). As the character’s skill increas-
es, so does his knowledge; every time his Creature Lore skill
increases by 4 ranks he gains insights on two more creatures
of that type.

This feat is based on specific creature type. For instance,
Unearthed Arcana (undead) gives the character knowledge

of creatures of the undead type. If he wants to learn about

Aberrations, the character would need to take the feat a sec-
ond time ‘as-Unearthed Arcana (aberrations). There is one

exception to this rule; humanoids and monstrous human-

;:)’i-ds form a singlle\gip
Special: The character can ¢ [earn the legends and lore of
Cg creature with a CR that exceds twice his ranks in the
Creature IL;orq_gI?{]!\si/ :
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The study of cosmology is in its infancy in the Iron
Kingdoms, and researchers do not have a good grasp on how
the worlds relate to each other. Despite this ignorance, there
are many fanciful theories and self-proclaimed experts. It
doesn't help that those with the best grasp on the truth are
infernalists, dabblers in dark arts who are feared and distrusted
by their colleagues.

There is no concept of “planes” in the Iron Kingdoms,
nor have wizards had the chance to dabble in planar travel.
Outsiders are exceptionally rare on Caen and travelers from
other worlds virtually unknown. It is possible the world of
Caen is quite isolated from other worlds or surrounded by
some thick membrane which makes travel there difficult.
Among the educated there is the recent theory of “realms,”
discreet pockets of reality somehow connected but separated
by more than geographical distance.

Caen ano Urcaen

The two realms known to the people of the kingdoms are
Caen and Urcaen, the lands of the living and the dead, respec-
tive1y¢ When a person dies, his soul sometimes lingers brieﬂy
in Caen, but most souls (except the restless dead) quickly
depart to Urcaen where the gods dwell. Until very recently
many humans believed Urcaen simply to be another continent
across the ocean separated by great distance from the continent
of Immoren. The dwarven legends refer to Urcaen as Kharg
Drogun (which translates as “the Land Beneath”) and describe
it as existing upside-down on the underside of Caen. To the
elves it has always been the Veld, which their legends describe
as resting between the earth and the moons. Humanoids have
no concept of Urcaen at all, believing instead in reincarnation.
Humanoid religion explains that their souls are absorbed back
into Caen between their lives.

Urcaen is now understood to be in some reality separate
from the world of the living, and almost all the gods of Caen
reside there, dwelling in isolated domains. It is unknown if the
living could survive there, as none have ever devised the means to
journey there. Urcaen is described as a largely hostile and terrify-
ing wilderness, with terrible extremes of weather and monstrous
creatures. The only protection afforded to the souls which jour-

- ney there is with the gods who have promised to shield them in

their controlled dox;pams Even  once delivered to the domain of
ceful, although it can be reward-
ing. The gods are embroiled eternal battles, and the souls of

the faithful are their soldi these fights. This is known as the

Of SOLIIS and 1t 1’135 no beglnmng or encl
4

one’s god, the afterlife is no

InTEernaL Rearms

e gods are not alone in desiring the souls of the living
to provide soldiers for their armies, nor is Urcaen the only
realm beyond Caen. There are far worse realms separated at
greater distances home to alien creatures of strange cultures
and dark appetites. These are Infernals, and they are all dia-
bolical to the core, at least by human notions of morality.

Infernal is a blanket term used to refer to all evil outsid-
ers with an interest in Caen. Infernals have played an active
behind-the-scenes role in events on Caen for millennia. They
are suspected to have played a hand in humanity’s learning
the arcane art of wizardry and also in the successful rebellion
against the Orgoth. There are even unsubstantiated rumors that

the gods of the Orgoth were exceptionally powerful Infernals.

Currency or SouLs

It is suspected the Infernals have some terrible long-range
plan in mind for Caen. Their short-term goals are simple: to
acquire as many souls as they can. Infernals are not interested
in tempting people to sin or punishing evildoers in the after-
life. Their only goal is the capture of souls by any means.

Unlike the gods, Infernals cannot create souls. Even the
gods can only do so with great difficulty and monumental
investment of power. Infernals must capture or acquire souls
by other means, which accounts for their interest in mortals.

Souls are one of the only forms of currency in the realms
beyond Caen. Infernals use souls in many of the same ways
the gods do, albeit their methods are far different. Souls or
parts of souls can be turned into warriors in the nether realms.
Infernals do this against the will of those they capture, warp-
ing the captured souls into dark and perverted echoes of their
former selves. These enslaved creatures become cannon fodder
in the battles they wage. Powerful souls (such as high-level
adventurers) create yet more powerful soldiers.

Any person killed by an Infernal will have a mark placed
upon his soul preventing it from traveling to Urcaen. The soul
becomes lost either here on Caen or between worlds, easy prey
for Infernals. The same mark is placed on the souls of those
killed in sacrificial ceremonies when summoning an Infernal,
unless the victim is specially protected. For example, paladins
and clerics are automatically protected, as are those shielded via
protection from evil. Some particularly pious individuals are also
inherently protected from marking.

Those who make pacts with Infernals and promise their
souls of their own free will also receive the mark. It is said
particularly skilled infernalists can sometimes negotiate the
souls of other people, such as their offspring or others depen-
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dent upon them. Infernalists may avoid the mark for a time, but
even skilled practitioners inevitably sacrifice a bit of their own
essence to further their trade; the art is minimizing this whilst
maximizing benefits.

The ability to mark the souls of those they have killed is

one of the primary reasons Infernals enjoy being summoned to

Caen. There is no question they are unspeakably vile and evil
creatures. Even their origins among alien realms do not justify
their thirst for blood, nor the great joy they derive from steal-
ing the souls of those in their
clutches. The more intellectual

Curators are the strata most commonly contacted by infer-

nalists. Collectively titled the Curate Proconsular, there are
6,561 of these Infernals, and they do the majority of the work
for the order. This includes one-on-one negotiations for souls.
Although noted for their intellect and powers of persuasion,
curators are well prepared to defend themselves in battle, with

formidable supernatural powers. Curators appear as human-like

entities, often with white skin, little or no hair, and odd defor-

mities such as extra fingers, bone spurs, unhinged jaws, fine
pointed teeth, and lidless eyes.

among them are just as fond of
mental abuse. Yet in the final
analysis all of these deeds are

for the purpose of acquiring
souls to warp into soldiers for
their endless battles.

Nonokrion
Orper ;

Myrmidons (frequently

termed “enforcers”) are the
lowest strata of Infernals.
These are brutal warriors with
a rapacious appetite for vio-
lence. Myrmidons arise from
the captured and tortured
souls of mortals, shaped into
deadly creatures by curators or
higher Infernals. The strength

of myrmidons is dependent “
¥

upon their former power in B

Infernal societies are
termed orders, although their
relationships with one another
are unclear. The group with which Iron Kingdoms infernal-
ists have the most dealings is the Nonokrion Order. There are
five known strata within the Nonokrion Order, but only three
have dealings with the mortals of Caen: executors, curators,

and myrmidons.

InrernaL Strata

Magnus are the rulers of the Nonokrion Order, three
in number. They are collectively referred to as the Magnate
Tritorium. Virtually nothing is known of these Infernals except
that their power is godlike.

Architects are collectively known as the Cadre Architectia,
and these are the Infernals who execute the plans of the
Magnate Tritorium. They are nine in number, and are presumed
to be similar in power to demigods. No mortals have direct con-
tact with the architects or magnus, so little is known of them.

Executors are exceptionally powerful Infernals held respon-
sible for soul quotas. These noble Infernals are eighty-one in
number and can command lesser ranks with impunity. Only
the most powerful infernalists can attempt negotiations with

executors, and doing so capries great risk. Executors have spent
millennia at the trade; ':;fgr;e crafsier than even the sagest of
humanity. Executors prééa; to delegate transactions to lower

: raref'y ii;c?e) themselves directly. They
¢ frequently portrayed as faceléss spectral beings and may dis-

ise their true form.

ranking Infernals a

life, as well as whether they i

derive from a complete soul or
simply a fraction of one. It is Nt

to the slaying of mortals.

Myrmidons are the easiest Infernals to summon, although

doing SO frequently requires negotiations with a curator. They 1
vary widely in appearance, depending upon the imagination of the ﬂ

suspected some myrmidons can grow in power, perhaps related 3 ’
|
H
i

higher rank Infernal that created them. Some appear deceptively
humanoid, others nightmarish and beastly. Their mental capacities

are similarly varied, although most are smarter than they look.

InrernaL MortaLity

Although it is not known with absolute certainty, infernal-

ists claim that true Infernals can be destroyed, although they are

ageless and immortal. Since they do not have souls themselves,

they are gone forever once destroyed. It is unknown how or if

these Infernals are replaced, nor is their process of birth or

creation understood. Myrmidons and other enforcers that are
shaped from immortal souls are not destroyed completely when

defeated, but can be harvested again and shaped once more into

their previous form or a new one. For this reason most Infernal

wars take placé among the enforcers, which are recyclable. True -
Infernals-are cautious and will do anything in their power to

preveht their own dest;ht\k)n.
[ .
i -




Quickplates are templates designed along the standard
guidelines but streamlined with quick use in mind. They are
great for fleshing out creatures meant for lesser encounters and
making secondary opponents more dynamic and challenging.

Saving Throws: In some cases, creatures receive an increase
to their saving throw bonuses from a quickplate save bonus and
an ability score increase. In these cases, the ability score ben-
efits have already been factored into the save bonuses. In other
words, if an alpha hunter receives a +1 bonus to its Reflex
save due to a Dex increase of 2, this +1 bonus is already fig-
ured into its Reflex save bonus. Note, this is a change from
how this was handled in the original printing,

ALPHa Hunter

alpha hunter is typically the dominant male in a pride,
pack, or pod of hunting creatures. Although it is typically

applied to animals and beasts, it may in some cases be applied

to more primitive humanoids or similar creatures as well. The
alpha hunter is almost always male, and he is the biggest,
strongest, and often the most cunning hunter of the pack.

< Hit Dice: Double the creature’s Constitution modi-
fier to hp.
Initiative: Add +S5 (+4 Improved Initiative, +1 Dex).
Speed: Add 10 feet to the creature’s speed.
AC: If it has a natural AC bonus, that bonus is
increased by one half.
Saves: Add +2 to Fortitude and Will, +3 to
Reflex.
Abilities: Add +5 to Strength, +2 to Dexterity, and
+2 to Charisma.
4 Skills: The creature gains bonus skill points
~enough to give it maximum possible ranks
in Intimidate (these bonus points may only
be applied to Intimidate).
Feats: Improved Initiative, Leadership*.
Challenge Rating: Increase by 2.
- Restrictions: Can only be applied to creatures that hunt
~ in groups and have some form of basic
: - communication.
Comspat | =
An alpha hunter’s mo : iﬁidable strength is in its ability
‘fi o lead others. One seld__ n counters an alpha hunter alone,

[ in most cases they co_mmand their underlings to attack

egies as the base creature, only with greater speed and strength.
Do note that alpha hunters capable of using weapons and
armor always have the best available.

Leadership: *The alpha hunter uses its HD as its level for
determining its Leadership score. Additionally, it may apply its
Intimidate ranks + Strength modifier as a racial modifier when
leading creatures of its own base type. Penalties for things such
as cruelty oftentimes do not apply to an alpha hunter’s score.
Do note that in many cases the cohort/follower relationship is
extremely rudimentary (‘cause theyre animals, see?).

BLOODtHlI‘St}/

A carnivorous creature 4s one whose love of killing has
grown so strong that the beast becomes overwhelmed with
desire and is imbued with an uncanny strength. This blood-
thirsty nature dulls the mind of the creature which only makes
it more singular in its purpose.

Initiative: Add a +2 morale bonus to initiative.

AC: Creature suffers a -2 penalty to AC.

Attacks: Add a +2 morale bonus to attack rolls,
use 1.5x Strength modifier for all damage;
attacks that already use this increase to 2x
Strength modifier.

Special Attacks:  Blood rage.

Special Qualities: Scent (all ranges doubled when following a

blood trail).

Saves: Add +3 to Fort and —4 to Will.

Abilities: Add +2 to Strength and Constitution, —4
to Wisdom.

Feats: Die Hard, Endurance

Challenge Rating: Increase by I.

Alignment: The first alignment component shifts to
chaotic, if it isn't already.

Restrictions: Can only be applied to carnivorous creatures.
On occasion it might apply to omnivores but
only those that rely heavily on meat.

Comsaat

A bloodthirsty creature always uses fewer tactics in combat
than a creature of its base type. In most cases it attacks very
single-mindedly, focusing on a single creature until it is dead
before moving on to another. It heavily favors melee attacks,
and it has a penchant for sending blood spraying everywhere,
be it the prey’s or its own. It is smart enough to attack weaker
prey, and if it has not blood raged yet, it may even retreat

.
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from melee. Once the creature blood rages, it becomes a bun-
dle of terror killing everything in sight except other members
of its own pack.

Blood Rage (Ex): Whenever a bloodthirsty creature draws
blood in combat, there is a 5% chance per hit point of damage
inflicted that it enters a blood rage. A creature in a blood rage
makes one extra primary attack per round at no penalty; howev-
er, it suffers an additional —4 penalty to its AC. It is immune to
all fear effects in this state and fights to the death. A blood rage
only ends when everything in the immediate vicinity is dead; a
bloody, carnivorous feast usually follows.

C rarty
A crafty €reature is one that is slyer and slicker than the

rest. They have a preternatural cunning that sets them apart
from the rest of their breed. Oftentimes, this gives the creature
advantages that place it into a position of prominence in its
culture, although in some cases the creature’s increased aware-

ness might make it an outcast.

AC: Creature gains a +2 insight bonus to AC.

Attacks: The creature may apply its Wisdom
modifier to attacks instead of Strength or
Dexterity if it is higher.

Saves: Add +3 to Will.

Abilities: Add +2 to Intelligence and Wisdom.

Skills: The creature gains 2 x Intelligence score in
bonus skill points.

Feats: Creature gains 3 bonus feats.

Challenge Rating: Increase by 1.
Restrictions: May not be applied to creatures that lack an

Intelligence score.

Comsat

As its name would imply, a crafty creature favors tactics to
strength in combat, oftentimes avoiding it altogether. One of
its greatest strengths is in being underestimated and using the
base creature abilities in surprising and unexpected ways.

Deep DwellLer

A deep dwelling creature is one that has adjusted to a sub-
terranean environment. Oftentimes they are lone creatures that

have wandered into suc%;g@ yvironment and have adapted,
although sometimes en re grcl')u%f creatures might have

adapted in such a mann’éig'

eed:

i |
‘G\reature gaind climb movement equal to

Se speed.

Special Qualities:

Darkvision 60 ft., lean, scent.

Saves: Add +3 to Fortitude, +1 to Reflex.
Abilities: Add +2 to Constitution and Dexterity.
Skills: Creature gains a +4 racial bonus to Hide,

Listen, and Move Silently checks.
Challenge Rating: Increase by 1.
Restrictions: This quickplate is typically not applied
to creatures of size Large or greater, and
it cannot be applied to already subterra-
nean creatures.

Lean (Ex): Food and water are harder to come by in a
subterranean environment, and deep dweHing creatures
aclapt to having less of them. They require half as much
sustenance as their base type.

Hor

While the path of evil is oftentimes the road most easily
traveled, the path towards light can be just as powerful—or even
more so. A holy creature is one that has been in the presence
of a divine aura for so long that it has become imbued with
holy might. Most such creatures have been guarding a holy site
for an extended period of time although those residing in such
areas for long periods might be affected as well.

AC: Creature gains a +2 sacred bonus to AC,

Attacks: All melee attacks inflict an additional 1d4
holy damage to evil-aligned creatures.

Special Qualities: Damage reduction 10/ magic, detect evil,
enlightened body, healing, unshakable.

Saves: Add +3 to Will saves.

Abilities: Add +2 to Wisdom and Charisma.

Challenge Rating: Increase by 2.

Alignment: Creatures of neutral, lawful neutral, or cha-
otic neutral alignments have their alignment
shifted to good.

Restrictions: Can only be applied to good- or neutral-

aligned creatures. Also note that it is far
more rare than the maligned quickplate.

Comsat e

Holy creatures usually fight as per their base type, but with :‘.
increased honor and confidence. y b

Deteg;,Ev]l zSp): The creature now inherently detects evil-—*.""'-
align(?d' Ccreatures, as pet. the spell detect evil. &

Enlightened Body (
eases; including magical dise$es, and has a poison resistance
(see pp.t188) of IS..W}Q they femain in the area that iml
them with }heipaurﬁ,lthkir aot

c A holy creature is immune to dis-

slows to a crawl (abot}t on
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Healing (Su): A holy creature can heal other creatures by

: ifs mere touch. It may heal a number of hit points per day

".\equal to its HD times its Charisma modifier. These points can
be\spre:}& out among multiple healings. The creature can heal
itself Tt can use this ability as a touch attack to deal damage to
undead; the amount of damage done is chosen after the crea-
ture has been successfully touched.

Unshakable (Ex): A holy creature is immune to fear effects.

MaLiil’mD

The powers of evil oftentimes manipulate powerful ener-
gies, and if left unchecked those energies can seep forth and
exude their influence upon the world. A maligned creature is

one that has been tainted by dark energies of some sort.

AC: Creature gains a +2 profane bonus to AC.
Attacks:

All natural melee attacks, but not weapon
attacks, inflict an additional Id4 profane
damage to good and neutral-aligned crea-
tures.

Special Qualities: Darkvision 60 ft., detect good, light sensitive,
longevity.

Add +2 to Will saves.

Second component shifts to evil.

Saves:
Alignment:
Challenge Rating: Increase by 1.
None.

Restrictions:

Comegat

Maligned creatures use the abilities of their base type,
except now they prefer to fight in darkness and use stealth and
deception as much as possible.

Detect Good (Sp): The creature now inherently detects
good-aligned creatures, as per the spell detect good.

Light Sensitive (Ex): The creature suffers —2 to initiative
and attacks made in light stronger than torchlight.

Longevity (Su): The tortured existence of such a crea-
ture is seldom a short one. So long as the maligned creature
remains in the area that imbued it with its tainted aura, its

survive, although sometimes an entire group of a particular
creature might have adapted these means together.

Initiative: Gains a +2 insight bonus to initiative.

Speed: Add 10 feet to the creature’s base speed.

AC: The creature adds its Wisdom bonus to its
AC.

Sneak attack.
Add +3 to Reflex, +1 to Will.
Add 42 to Dexterity and Wisdom.

The creature gains a +4 racial bonus to
Balance, Hide, Move Silently, Listen, and
Spot checks.

Special Attacks:
Saves:

Abilities:

Skills:

Feats: Alertness, Stealthy

Challenge Rating: Increase by 1.
Restrictions: Cannot be applied to creatures lacking an
Intelligence score or extremely large crea-

tures (DM’s discretion).

Comsat

Obviously stealthy creatures favor stealth in combat. They
usually make good use of their natural abilities as well as
their surroundings. They favor their sneak attack, especially
if attacking in numbers, and they are seldom afraid to retreat
from a losing battle.

Sneak Attack (Ex): A stealthy creature can make a sneak
attack to deal extra damage versus an opponent. This applies
whenever the stealthy creature flanks an opponent or whenever
the creature’s target would normally be denied its Dexterity
bonus to AC. Creatures immune to critical hits are immune to
this ability. A successful sneak attack deals +1d4 damage per 2
HD of the stealthy creature.

TouGH

A tough creature is able to take a lot more physical punish-

ment than most of its kind.

Hit Dice:

A tough creature gains one and a half
times its Constitution bonus to hp.

aging slows to a crawl (about one-fourth normal).

[ L

‘f/ AE\ " Gains an additional natmfalrbonus to AC ‘_
g A ! equal to its Constitution modifier.

3 Speci ) Qualities:
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J  Asits name would suggest, a stealthy creature is one that e
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Improved healing. & _/ -
Add +4 to Fortitude saves." .
Add +4 to Constitution.
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Comsat -

A tough creature fights as per its base type, but it is
harder to take down than most.

Improved Healing (Ex): The creature now heals at
double the base creature’s rate. If it has any healing special
abilities, such as fast healing or regeneration, those rates are

doubled as well.

Ursan

An urban creature is one normally found in the wilder-
ness but which has adapted to life in the city. These are
usually small creatures that have made a nest in some run-
down area and have found a means of sustaining themselves,
whether by scavenging through refuse or assaulting citizens.
They are very stealthy and secretive and can dwell in a hidden
den for years without being found. Frequently they become
the subjects of greatly exaggerated urban legends.

‘ - T T S I =
e e e e i et . . - —_

Type: The creature gains the urban subtype.

Speed: Creature gains a climb speed equal to its '%, 4
base speed. (%D Yoso Mgf—zvéﬂf%m

Special Qualities: City stealth, hidden den. m__

Saves: Add +3 to Fortitude, +1 to Reflex, and o ‘(‘7 %F&W
+2 to Will saves.

Abilities: Add +2 to Dexterity and Constitution. m ,@/" @W'

Skills: Urban creatures gain a +4 racial bonus
to Balance, Climb, Hide, Jump, Move

SHlertiyy el e Pty @( cocase, joricfioies W

Feats: Dodge, Mobility.

Organization: Changes to solitary in most cases. /f/’w DW%— é /4// e 1

Challenge Rating: Increase by 1.

Restrictions: Creatures of Medium and larger size are ﬁgx@%‘gf%w 3

not normallly allowed to use this quick-

) 1

plate (DM’s discretion). ﬁ‘% MW i

Comgat 1 {' 4
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rban creatures Vary widae y 1n com a an elir methods % / 7 / 3 9

are usually consistent with the base creature. Their movement

e e ST . 12 A R S AR

abilities are incredible, and they can either stalk prey or flee
from enemies through urban terrain with grace that few can

keep up with. Secrecy is part of their nature, and as such
they usually only engage in combat when it favors them.
City Stealth (Su): An urban creature leaves no tracks
when moving about in an urban environment and cannot be
tracked by conventional means.
: Hidden Den (Ex): All urban creatures maintain a den
- of some type. This is always in a hidden location. Anyone

~ attempting to locate it suffers a —4 circumstance penalty to
b Iai;ed‘ kill c_he_cks (such as Sea_rch, Spot, and Survival).
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Brack Ogrun as CHaracters Khadoran, Quor (written).

Black ogrun characters possess the following racial traits. — Favored .Class: Barbarian.
—= =l Strength, +2 Dexterity, +6 Constitution, —2 Charisma. — Level ad]ustment +1L
— Large size. Farrow as Characters

— A black ogrun’s base land speed is 40 feet.

— Low-light vision.

— Racial Hit Dice: A black ogrun begins with five levels of
humanoid, which provide 5d8 Hit Dice, a base attack bonus
of +3, and base saving throw bonuses of Fort +4, Ref +1,

Farrow characters possess the following racial traits.
— 42 Strength, +2 Dexterity, +6 Constitution.
— Medium size.

— A farrow’s base land speed is 30 feet.

— Racial Hit Dice: A farrow begins with two levels of human-

and Will +1. oid, which provide 2d8 Hit Dice, a base attack bonus of
— Racial Skills: A black ogrun’s humanoid levels give it skill +1, and base saving throw bonuses of Fort +3, Ref +0, and
points equal to 8 x (2 + Int modifier). Its class skills are Will +0.

Craft, Intimidate, Search, and Spot. Black ogrun receive a
+2 racial bonus on Craft checks involving metalwork and
Intimidate checks.

— Racial Skills: A farrow’s humanoid levels give it skill points
equal to 5 x (2 + Int modifier). Its class skills are Hide,
Listen, Move Silently, Search, and Spot. Farrow receive a +4

— Racial Feats: A black ogrun’s humanoid levels give it two feats. racial bonus on Search and Spot checks.

— +2 natural armor bonus.

— Special Attacks: Fierce gaze. — 46 natural armor bonus.
— Special Qualities: Blood-forged steel. — Natural Weapons: Gore (1d8).
— Automatic Languages: Cygnaran (spoken), Molgur (Molgur-  _ Special Qualities: Scent.
og dialect, spoken only). Bonus Languages: Cygnaran (writ-
ten), Khadoran, Molgur (written), Rhulic.
— Favored Class: Barbarian.
— Level adjustment +4.

— Racial Feats: A farrow’s humanoid levels give it one feat.

— Automatic Languages: Farrow (spoken). Bonus Languages:
Cygnaran, Farrow (written), Khadoran (spoken only),
Llaelese, Molgur (spoken only).

— Favored Class: Barbarian.

BO Tro as CHaracterS — Level adjustment +2.
Bog trog characters possess the following racial traits. Qatormen as Characters
— +2 Strength, +4 Dexterity, +4 Constitution, —2 Intelligence, ~ Gatorman characters possess the following racial traits. .

—2 Wisdom.

— +4 Strength, +2 Dexterity, +6 Constitution.
— Medium size.

— Large size.

— A bog trog’s base land speed is 30 feet. It also has a swim — A gatorman’s base land speed is 30 feet. It also has a swim
speed of S0 feet. speed of 20 feet.

— Low-light vision. — Darkvision 30 ft.

— Racial Hit Dice: A bog trog begins with two levels of — Racial Hit Dice: A gatorman begins with three levels of
humanoid, which provide 2d8 Hit Dice, a base attack bonus humanoid, which provide 3d8 Hit Dice, a base attack bonus
of +1, and base saving throw bonuses of Fort +0, Ref +3, of +2, and base saving throw bonuses of Fort +1I, Ref +3,

and Will +0. and Will +3.
FES Racial Skills: A bog trog’s humanoid levels give it skill

points equal to 5 x (2 + Int modifier). Its class skills are
Craft, Hide, Move Silently, Spot, and Swim. Bog trog receive
a +2 racial bonus on Move Silently and Spot checks and a
+4 racial bonus on Craft (camouflage) checks.

— Racial Feats: A bog trog’s humanoid levels give it one feat. A

— Racial Skills: A gatorman’s humanoid levels give it skill
points equal to 6 x (2 + Int modifier). Its class skills are
Hide, Move Silendy, Spot, and Swim. Gatormen receive a +2
racial bonus on Hide and Move Silently and Spot checks.

— Racial Feats: A gatorman’s humanoid levels give it two feats.

: : — +4 natural armor bonus.

- bog trog receives.Improved Initiative as a bonus feat. — Natural Weapons: Bite (1d8) and 2 claws (1d6) and tail (1d8).

~ — +5 natural armor bonus. — Special Qualities: Hold breath, scent.

~ — Natural Weapons: 2. — Automatic Languages: Quor (Quor-Gar dialect, spoken).

o Bonus Languages: Cygnaran (spoken).

— Favored Class: Barbarian.

— Level adjustment +3.
216 e st




UnusuaL CHaracter Races

Satyxis as CHaracters

Satyxis characters possess the following racial traits.

— Strength, +4 Dexterity, +2 Constitution, +4 Charisma.

" — Medium size.

— A satyxis’ base land speed is 30 feet.

— Darkvision 30 ft.

— Racial Skills: Satyxis gain Bluff as an automatic class skill.

— Natural Weapons: Headbutt (1d6).

— Special Qualities: Beguile.

— Automatic Languages: Satyxi, Cygnaran (Scharde Tongue
dialect, spoken only). Bonus Languages: Cygnaran (written),
Molgur, Ordic.

— Favored Class: Fighter.

— Level adjustment +2.

Skorne as CHaracters

Skorne characters possess the following racial traits.

— +2 Strength; skorne are slightly stronger than the typical
human.

— Medium size. Skorne are about a foot taller than average
humans and typically much leaner.

— A skorne’s base land speed is 30 feet.

— 1d8 bonus hit points. Skorne are naturally rugged individuals.

— Racial Skills: Like humans, skorne receive 4 bonus skill
points at Ist level and I extra skill point at each level there-
after.

— Racial Feats: Skorne gain a bonus feat at Ist level.

= Prejudice Penalties: When in human, elven, or dwarven
lands, or when interacting with people from such places
who lack extended exposure to the skorne, all skorne suffer
a —6 circumstance penalty to all Bluff, Diplomacy, Gather
Information, and Sense Motive skill checks due to their racial
prejudice‘ At the DM’s discretion, there may be situations
where these penalties should be halved, or waived entirely.

— Automatic Languages: Skorne. Bonus Languages: Cygnaran.

— Favored Class: Fighter or wizard. Skorne are not as adapt-
able as humans in this regard.

— Level adjustment +1.

THarn as CHaracters

Tharn characters possess the following racial traits.

— +8 Strength, +4 Dexterity, +6 Constitution, —2 Intelligence,
—2 Charisma.

— Medium size.

— A tharn’s base land speed is 30 feet.

— Darkvision 60 ft.

— Racial Hit Dice: A thatn begins with six levels of mon-

strous humano1d which provide 6d8 Hit Dice, a base attack

bonus of +6, argd base savmg throw bonuses of Fort +2,

Ref 45, and Will +5. )
Racial Skills: A n's ht;rr)aéd levels give it skill points

equal to 9 x (2 + Int modifier). Its class skills are Climb,

Intimidate, Jump, Listen, and Survival. Tharn receive a +2

racial bonus on Survival checks and use their Strength modi-

fier for Intimidate checks.

— Racial Feats: A tharn’s humanoid levels give it three feats.

— Special Qualities: Chaos frenzy.

— Automatic Languages: Tharn (spoken only). Bonus
Languages: Khurzic (spoken only), Molgur (spoken only).

— Favored Class: Barbarian.

— Level adjustment +2.

TroiLs as CHaracters

Troll characters possess the following racial traits.

— +12 Strength, +6 Dexterity, +14 Constitution, —4
Intelligence, <4 Wisdom, —2 Charisma.

— Large size.

— A troll’s base land speed is 40 feet.

— Darkvision 60 ft. ks

— Racial Hit Dice: A troll begins with five levels of monstrous
humanoid, which provide 5d8 Hit Dice, a base attack bonus
of +35, and base saving throw bonuses of Fort +1, Ref +4,
and Will +4.

— Racial Skills: A troll's monstrous humanoid levels give it
skill points equal to 8 x (2 + Int modifier). Its class skills
are Hide, Intimidate, Listen, and Spot. Trolls use their
Strength modifier for Intimidate checks.

— Racial Feats: A troll's humanoid levels give it two feats.
Trolls receive Great Fortitude as a bonus feat.

— Natural Weapons: 2 claws (1d6) and bite (1d8).

— +6 natural armor bonus.

— Special Qualities: Poison resistance 10, regeneration 7
scent, spawn whelps.

— Automatic Languages: Molgur-trul (spoken only). Bonus
Languages: Cygnaran (spoken only), Khadoran (spoken only).

— Favored Class: Barbarian.

— Level adjustment +6.

my Troris as CHaracters
Pygmy troll characters possess the following racial traits.
— —2 Strength, +2 Dexterity, +2 Constitution, —2 Intelligence,
—2 Charisma.
— Small size.
— A pygmy troll’s base land speed is 20 feet.
— Special Qualities: Poison res1stance 3, regeneration 2, spawn
whelps. g
— Automatic Languages: Molgur-trul (spoken only). Bonus 248
Languages Cygnaran (spoken only), Khadoran (spoken only) B .‘
— Favo@ €lass: Barbhrian, - - o -
—= th;:vel adjustment *2.
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egends tell of a hero of men—a man so possessed

with his thirst for knowledge that he would bare-

handed scale a hundred feet of cliff on the Broken

Coast simply to recover a perfect feather from the
nest of a massive saqu. The same man, it has been told, has
wrestled a rampaging gorax, ridden bareback on a dracodile,
and plucked the spines off a sleeping spine ripper. Nothing
could be further from the truth, and I was there to see it all.
The cliffs were much higher, the
gorax was a frenzied mother pro-
tecting her young, and the spine
ripper wasn't sleeping at all. I won't
even go into the dracodile—I had
my eyes closed half the time!

To say that Professor Pendrake
is a man possessed of a thirst for
knowledge is to say that a blood-
stalker has only a slight taste for
human flesh. By any normal stan-
dards, Viktor Pendrake is utterly
mad. Did I not know him myself,

I would think that he must be two
different men, indeed.

The man the students know,
the professor of renown who has
brought Corvis University such
esteem, is a pensive, engaging char-
acter who speaks on the subjects of
extraordinary beasts with infallible
expertise and in a tone so carefully
metered that one is nearly lured
into a trance-like state by his cav-
ernous voice. The Viktor Pendrake
I know, however, the one who pur-
sues the most fearsome inhabitants
of this land out of simple curios-
ity, bears no resemblance to that
wizened scholar buried beneath an avalanche of dusty scientific
tomes in his dimly lit study.

Pendrake began his life as the son of a junker roaming
the borders between Khador and Cygnar scavenging orphaned
machine parts and scrap metal. His interests lay elsewhere,
however, and he possessed none of the mechanikal acumen
of his brothers or father. Often, he was known to wander off
from a scavenging party, inv_'e_séigating strange tracks that he
had not yet sketched within his journal.

At the still naive age of fifteen, Pendrake’s wanderlust led

~ him rigﬁt into the middle of a violent confrontation between

skirmishing Khadoran mercenaries and a crippled detachment
of Cygnaran outriders pinned down in an almost impassable
thicket. Ever quick on his feet, Pendrake led the Cygnaran sol-
diers to safety, easily traversing trails only known to someone
who had haunted the region as thoroughly as young Viktor
himself.

His obvious resourcefulness and natural wilderness
expertise immediately garnered Pendrake employment in the
Cygnaran army as a junior scout.
Happy to leave behind the life
of a junker, Pendrake joined the
scouts and quickly rose through
the ranks. He was given com-
mand of an entire company of
Cygnaran rangers just before his
twentieth summer. Sadly the com-
pany met a miserable demise, but
this event marked the beginning
of a legend.

Pendrake’s scout company
was deep in the heart of Khador,
working a patrol circuit that
monitored the deployment of
this violent kingdom’s most elite
units. The scouting company had
just completed its assignment,
and Pendrake prepared to move
his men back to Cygnar, carrying
with them vital intelligence des-
perately needed by the war council
back home. A traitor in their
ranks, however, sold the company
out for a handful of crowns.

A full battalion of Khadoran
regulars ambushed the scouts,
and in the end, all were slain save
Pendrake.

With only two parchment tubes containing the criti-
cal intelligence grasped in each hand, Pendrake ran for the
hills, the crackling report of Khadoran rifle-fire chasing him.
Eventually finding the lowlands, Pendrake wound up caught
between a small horde of pygmy trolls and the bloodthirsty
battalion. With only his instincts to save him, Pendrake
stripped his body bare of his tattered clothes and covered him-
self in thick mud and leaves. Mimicking the stunted trolls, he
waded into their pack and lost himself among their numbers.
The Khadorans, seeing little to gain in engaging the scores of
creatures, withdrew from the area to continue their search for




the elusive scout. For three weeks, Pendrake lived among the
pygmy trolls, eating, breathing, and sleeping as one of their
kind, until the battalion of regulars gave him up for dead and
abandoned their search of the area.

Weeks later, Pendrake dragged his weary form to the gates
of a border fortress and handed over the crucial documents.
The look of disbelief on the faces of the gate wardens is some-
thing I myself have grown accustomed to in my eight years as
Pendrake’s assistant.

For his valor, Pendrake was offered any reward the king
could provide. Without hesitation, the brave scout asked only
for a sponsorship to Corvis University. The sponsorship was
granted immediately, and at the age of twenty-one, Viktor
Pendrake became the first junker ever admitted to the Corvis
University, Department of Extraordinary Zoology.

The good Professor Fulgar Wynham took Pendrake under
his wing, perhaps seeing something in him that he missed from
his own youth. Pendrake quickly became the professor’s most
prized student and was given increasingly more prestigious
assignments to catalog this or recover that—challenges which
Pendrake always rose to, seemingly without effort.

Within a few more summers, Pendrake earned his residency
at the university and took his place among the most elite aca-
demics within the realm. In time Professor Wynham passed
on, and his title was bestowed upon the learned Viktor—
Professor Pendrake, High Chancellor of the Department of
Extraordinary Zoology.

Today, Pendrake divides his time between lecturing the up
and coming minds of Corvis University and the pursuit of
insanely inspired quests to catalog every wild creature that stalks
the hills and forests of Caen. His latest and grandest work,
the first volume of the Monsternomicon is now complete, and I
daresay that nearly half of those entries came within a farrow’s
whisker of ending not only the good professor’s life, but my
own as well.

For now, my path remains tied to Viktor Pendrake, and by
Morrow, I hope it is a long path indeed! Though I've never
thought of myself as the “field research” type, no scholar
worth his salt would walk away from a chance to adventure
side by side with the legendary Professor Pendrake. I have seen
exotic places that no other man may ever see again, and I have
witnessed with my own eyes fearsome monsters engaged in
behavior that would turn most men white with terror. But just
between myself and the pages of this journal, of all of the fan-
tastic beasts that I have seen, Professor Viktor Pendrake may be
the most extraordinary creature of them all.

From the memoirs of Lyﬁu%:eﬂmu\ml:lior assistant to Professor Viktor

Pendrake, Universitj: of Cj;gpar) Department of Extraordinary Zoology
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Comsat

In combat Professor Pendrake is a terror to behold—not
for his blazing weapons or the bloodlust in his eyes, but rather
for his determination and absolute lack of fear. Pendrake usu-
ally charges into combat headlong, most often opening up with
a volley of arrows followed by close melee combat if possible.
Although he is audacious, the professor is quite crafty, and he
wins his fights quite often through trickery or manipulation.

His preferred weapons are his composite long bow (his
lucky long bow, the first he was commissioned as a junior
scout) and his short sword (an ancient relic found on a sub-
terranean quest). Both are traditional weapons of a Cygnaran
ranger. He has also become a master at the elusive aldar’s
chain—an exotic weapon native to the sailors of Ord. The pro-
fessor also frequently carries a pistol or rifle with him when in
the field though he admits he has little skill with firearms. y

When sheer bravado and might will not overcome a situ-
ation, Pendrake turns to his allies and his resources, both of
which are quite extensive. He is also not afraid to admit defeat
and retreat when the situation warrants it.

Allies & €nemies

Lynus Wesselbaum (Rgr6/AdvSchI): The professor’s
senior assistant, Lynus helps Pendrake in most everything he
does. Although he possesses the courage of a typical book-
wormish student, he can never refuse an adventure at Pendrake’s
side, and he truly hopes to one day fill the professor’s shoes.

Edrea Lloryrr (Rog4 /Sor4): Pendrake’s other close assis-
tant, Edrea is quite the opposite of Lynus. Overcome with wan-
derlust, she left Tos to explore the world. Pendrake came upon
her in the clutches of a dire troll, and after saving her life he
found that he just couldn’t get rid of her. Edrea turned out to
be as smart as she is adventurous, and the professor has made
good use of her help despite her not being a student. Although
open with the professor, Edrea is outwardly shy, aloof, and mys-
terious (as is typical of Isoans) to most she meets. Like Lynus,
she is often present when the professor is out in the field.

Saxon Orrik (RgrI6): Once an ally and mentor, Orrik is
now one of Pendrake’s greatest enemies. The professor stud-
ied under him when first inducted into the Cygnaran military,
and Orrik taught Pendrake much of what he knows of being
a ranger. Their relationship went well until Pendrake blew
the whistle on Orrik for committing a number of atrocities
in the course of -his duties. Orrik is a power-hungry warrior
who, despite being ejected from the milftary (circumstantial
evider:;ce prevented fuﬂ“cgiction), still serves as one of Vinter
Raelthorne’s most 10)'7.;11 tr
the(sI_(pr_ne). He thinks Pendrakey fool for devoting his work
posterit;l and yvoulﬁ__glajl{y cach the “boy” a lesson, should he
have the chance. ‘\f; i )2 it s
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member of the Corvis branch of the Fraternal Order of

4 leardrgz "His exploits as a wizard are quite well known,

“.and he has made himself a welcome adventuring partner to
Pepilra_ké many times (the two get along famously). He has
also been helpful in procuring access for Pendrake to the
order’s extensive library. Those who have played The Longest
Night will remember Thain as one of the three wizards
romping through the streets, fighting off the hordes of
thralls during the Longest Night massacre.

Natalia Casale (Ari6): Natalia is the wife of one of
largest and most powerful merchants in Corvis (and all of
Cygnar for that matter), and she secretly runs its operation
through her spineless, puppet husband. Although a ruthless
woman, she has proved quite a resource to Pendrake who has
in turn done various favors for her company. She also draws
quite a bit of water in the circles of Corvis’ wealthy elite.

Gusten “Chilly” Vilchmanker (Rog7): While he’s not
the type one would find at a high society gathering, Chilly
is still a well-connected man in Corvis and beyond. His
knowledge of Corvis’ underworld and—most important-
Iy—the traffic coming in and out of the city is extensive,
and Pendrake relies on him for many tips. He can typically
be found loafing around the docks.

Mitchel Filkins (Ftr8): One of Corvis’ finest,
Mitchel is a proud member of the Corvis Watch. In
many ways he’s a beat guardsman like his colleagues, but
Mitchel has been around long enough to see everything
the city has to offer. He knows every nook and cranny of
the ancient city (above and below ground) as well as the
faces and rap sheets of most of the town’s crooks. Filkins
assists Pendrake frequently on his Corvis-based romps,
and provides other services as he is able.

Proressor Viktor Penprake

Male Midlunder Rgr5 /AdvSch9: CR 14; Medium human-
oid (5 ft. 1T in. tall); HD 5d8+9d6+42; hp 123; Init +2;
Spd 30 ft. (6 squares); AC 24, touch 17, flat-footed 22;

i ~ Base Atk +11; Grp +12; Atk +15 melee (Id6+4—/19—20,

|

+3 short sword) or +16 ranged (1d8+1 /x3, Pendrake’s

Skills & Feats: Balance +8, Climb +8, Craft (small arms) +5,
Creature Lore +26, Decipher Script +16, Diplomacy +8,
Gather Information +16, Handle Animal +14, Heal +4,
Hide +8, Intimidate +8, Jump +3, Knowledge (geography)
+14, Knowledge (nature) +11, Knowledge (tactics) +14,
Listen +9, Move Silently +13, Profession (professor) +12,
Ride +4, Search +9, Spot +15, Survival +16, Swim +8,
Use Rope +6; Alertness, Exotic Weapon Proficiency (aldar’s
chain), Point Blank Shot, Rapid Shot, Sagas and Stories
(humanoids and monstrous humanoids), Sagas and Stories
(undead), Skill Focus (Creature Lore), Track, Unearthed
Arcana (aberrations), Unearthed Arcana (magical beasts).
Languages Spoken: Caspian, Cygnaran, Khadoran, Llaelese,
Molgur (Molgur-trul dialect), Ordic, Quor, Shyr.

Possessions: +4 dracodile hide armor (no armor check or move-
ment penalty), +3 short sword (ancient Orgoth blade), +2
fog drake fang dagger, aldar’s chain, Pendrake’s lucky bow
(composite longbow, +3 luck bonus).

SpeciaL AgiLities:

Favored Enemy: Gobbers, trolls. (Note that this represents
more of a deep knowledge and understanding of these
creatures garnered through experience, rather than a burning
desire to hunt them.)

Favored Terrain: Forest. This grants a +1 bonus to Hide,
Move Silently, Spot, and Survival checks in his favored ter-
rain and also reduces the terrain movement penalties in the
favored terrain to the next highest fraction (xI /4 becomes
x1/2, x1/2 becomes x3/4, and x3/4 becomes xI).

Field of Study: Field Scholar of zoology

Base of Operations: Cygnaran Royal University’s Corvis
branch; Title: High Chancellor of the Department of
Extraordinary Zoology

Scholarly Reputation Score: +13; Works written: The Gobbers
of Caen, a twelve part series (currently eight volumes com-
plete, each +2 tome of gobber-specific lore); Genera and Species
of Southern Trolls (+6 tome of troll-specific lore); On the Habits
of the Dragon’s Tongue and Black River Humanoids (+2 tome-of

lucky bow); Full Atk +3 shortsword +15 /+10/+5 melee ﬂ’/\ -monstrous humanoid lore); Training Techniques fpr’tké Two-headed

(1d6+4/19-20, 43 short sword) or +16/+11/46 ranged
- (Id8+1 /x3, Pendrake’s lucky bow); SA favored enemy gob-
bers +4, favored enemy trolls +2; S
agamst all odds, base of operatiofs, easy)alhes <1mproved>

- +24, favored terrain forest +2, ﬁeld scholar of zoology, pen
scholarly work, scholarly-répi 3, wild empathy +10
(6 magical beasts); AL CG; SV F;t +14, Ref +15, Will

F1

adventurers zeal, i\

I; Str 12, Dex 15,{Con* 16 Tnt 18, Wis 13, Cha 20.

Seni

ArgN+4 tome of argus lore); Scattered Notes'\ on the Nature of the
Unmbral Reaver (unpublished, +2 tome of outsider lore) 3
. e
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allous fingers ran through gray hair, pausing straggly hair and wrinkled skin spoke of many years; his

to scratch an aged scalp. The man sighed, then steady gate and firm posture told of a confidence that knew

looked back up at the lock he'd been studying no frailty. “Kootler, give me the hammer,” he barked, his

for three minutes. It was set in a massive bronzed bearded face showing no patience.
metal door, covered with overgrowth, and bearing religious The young man dropped his backpack and began root-
symbols lost to most. ing clumsily through it. “This hammer?” he asked a moment |

“Well, can we get in?” A young man asked in a not- later, handing it to him. 7

so-enthused voice. He was wearing a large backpack and “Well, how many did you bring, boy?” 4’;
fidgeting heavily as he stood behind the old man. “Professor The youth looked confused. “Just that one, sir.” 51
Fincher...?” The professor stared at him, arms crossed, for a long e_.‘—‘

The old man stood up, wiping the pause. The boy squirmed. “Well, are ya going to give me the . ) 1

sweat from his eyes with the backs spike, boy!” 2
£

“Spike? Spike . ..” He rooted frantically through the 1 i
pack. “You didn’t say—" ;

of his sleeves before putting his
glasses back on.
Although his

faded,

~ “By Morrow, boy. Do you
\‘ § \W =M 4 know how many course : l :
A QIF‘E /4 it credits you're getting for !
/// / ,// 7 b ) g g E
1 FL{/W{ /f 7 Wi being my assis- i
‘ v " tant?” The boy
l b
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kept rooting
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The
professor grabbed the boy and stood him up, taking the dag-

. _ ger fromchis belt himself.

With dagger and hammer, the professor stepped up to the

ioh the pack. “Stop that and give me your dagger.”

door an@i began pounding on what appeared to be a locking
mecharnsm He struck several times, each time harder than
“Blasted,
the professor cursed. “Couldn'’t leave a key

the last, but the great steel door did not budge.
infernal temple!”
in a place that wouldn't sink under a swamp, so now you got

He brought the ham-

mer down with a vengeance, this time snapping the blade in

to make me do it the hard way, eh!”

two. With an angered howl and one swift motion the profes-
sor tossed the hammer aside, pulled out a stout pistol, and
blasted the door.

Despite the rolling echo of gunfire, the click of the trap
switch going off could still be heard. A volley of arrows
blasted from a dozen holes in the door, peppering the air
with darts. The assistant shrieked and fell backwards against
a tree. He lay there motionless, his sweat gelling on his skin,
and several moments later was picked up by a set of hands
and manhandled to the ground.

“Get up, boy. Damn it, we haven't got all day,” the profes-
sor demanded. There were several darts sticking out of the
professor’s clothes, but he seemed completely unharmed. The
boy looked up and saw the professor’s hat nailed to the tree
above him by two darts. The boy glared at his professor as if
he was a mental patient. He was stuffing items back into the
boy’s pack, seemingly unaware of the near fatality thatd just
occurred.

Before he could speak or argue, Kootler was being shoved

Tasre 1-1: THe Avventurinﬁ ScHorar

Class  Bonus Fort Ref Will Luck
Level Attack  Save Save Save  Bonus
1 =0 =0 12, A2, +1

Sl +0 TS SRl
2 Sl TS Sl

+3 +1 +4 +
+4 ) o5 +24
+5 P e e +3
+6 FRPENREI, 6 +3
+6 : h,é s oy

+7 +4
*Agamst All Qdds
d& .
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into the now open doorway. “Come on, son. No time to
dally. Remember, we're doing this for science,” the professor
said before stepping into the temple himself and shutting the
door behind them. As the boy plunged into the cobwebbed
darkness ahead, he mused all too late that this was definitely
not what he had imagined when signing up for a “semester
of intrigue and adventure” as a professor’s assistant.

“If you think that was fun, boy, just wait till we wake the
bane thralls up,” the professor commented almost enthusias-
tically as he patted the boy on the back, shoving him farther
into the darkness.

Description

All of us thirst for knowledge to some degree, yet for
those whom we call scholars that thirst develops into a passion
that shapes and encompasses their lives. For most scholars,
this means years of intense study, keeping locked up in a bed-
room, study, or library surrounded by tomes, charts, and other
curiosities. For the adventuring scholar, this just isn't enough.
They need to indulge their passion for knowledge firsthand,
and their hunger for that knowledge often takes them to places
undreamed of by most. After all, somebody has to visit all
those strange places they write about in those many books.

Adventuring scholars are a special breed. They have spent
years in study, and they most often hold some sort of mun-
dane position at a university or museum, but they are by no
means bookworms. They are hearty adventurers that can run
with the best of them—only instead of exploring the myster-
ies of the world in search of treasure or power, they do it for

Special
Field of study (field specialist +2/+I), base of operations,
against all odds .

Exotic weapon feat

_—Benus language

+3 ARl +4 +2;“f.

Adven\qrers zeal
°\ Easy allies field scholar (+4/+2; may take Ib)

Bonus/language \‘ =

Y Peg/scholarly work

Easy allies (improved)

Bonus language {' N

Field master (+6/ +3; may & take 20)




Apventuring ScHorar Prestige Crass

knowl_édge. The primary tools of the adventuring scholar are N Ot 4BLE P ersons

wit, determination, knowledge, and a touch of both brawn and : . : =
; : Lorant Neci (Ari7 /AdvSch6): Lorant is one of the
luck. With these they delve the mysteries of the world, unlock- ; . ! ) ; : ]
* world’s foremost historians and, in particular, is the most

i hat fc Id d fathom. y;
B = A O ore o atiop learned scholar on the Orgoth Empire in all of the Tron

Kingdoms. He is also one of the most prodigious scholars

In t He Iron Kin DOMS about when it comes to penning scholarly works, and his

) ; . tomes range far and wide, having been translated into several
Adventuring scholars in the Iron Kingdoms come in all & ! g 5%

o : . languages across the kinedoms. He works primarily out of the
varieties. The Iron Kingdoms boast several major centers of guag g P Y/

Merin School of Learned Sciences (a small academy, but one

higher learning, including the Caspian Royal Academy, Corvis

that has secured some powerful independent financing and has

University, the University of Mercir, the Merywyn Academy,

P e School of Learned been able to do some important work because of it), but he

Sciences, Fredek University does a great deal of travelitig

) hod more. While B = throughout the kingdoms. He’

has contacts in every major

there are many professors at TagrLe 1-2 Gasy AlLies

these universities, only a few Currently Neutral Friend Confidant Ally
have what it takes to be an Antagonist 30 40 50 60
adventuring scholar. Of course, Neutral 20 30 40 50

university in the land, and many =
people seek him out for his
counsel on all matters historic.

) . . He is also known for being
they aren’t restricted to institu- Friend 40

tions of Ieaming‘ Adventuring Confidant 30 wound very t1ght for a bookish

scholars can be found working type and is pronctoiEEREREy

temper.
Coriandr Jagus (Sor7/
AdvSch5): Coriandr Jagus is

among the few adventuring

independently, hiring out

to wealthy patrons, or even
doing research for large guilds

(for example, the Steam & Iron Workers Union has contracted

' . . . scholars who have made creature lore their area of exper-
adventuring scholars on several occasions to assist in private

B o), tise. He grew up in Caspia, the son of a respected professor.

Coriandr, however, did not have his father’s patience for the
classroom, and when he began discovering his natural talent for

TasLe 1-3 SCHOLarLy ‘Works

Level of Tome Length of Reputation Maximum
Tome Bonus DC Time Bonus Number
Basic +2 20 2 months +1/2 12 works
Advanced +4 26 6 months +1 8 works
Master +6 Bil I year +3 S works
Grand Master ~ +8 J7 3 years +5 3 works
Legendary +10 42 10 years +10 1 work

“Level of Tome” indicates the level of the knowledge put into the work.

“Tome Bonus” indicates the bonus that the tome will bear once the work is finished.
“DC” indicates the difficulty class of the die roll, and “Length of Time” indicates how
much time must be spent in the creation attempt.

“Reputation Bonus” indicates the bonus to the adventuring scholar’s Scholarly Reputation
once the work is completed, and “Maximum Number” indicates the maximum number of
times this bonus may be applied to the scholar’s score. A scholar may create tomes beyond
this maximum, but he no longer gains any bonus to his Scholarly Reputation score.




igic, he began to discover his love for running where the wild

things roam, so to speak‘ ]agus is known for his penchant and

% talent fo(‘immersing himself right into the middle of whatever

1t is he’s Studymg, be it through stealth, guile, or magic—usu-
auy a co}hbmauon of the three. He and Professor Pendrake
are qulte familiar with each other and share a great deal of
mutual respect, though they have no preference for the other’s
methods.

THe Anventurin9 ScHoLar

Hit Die: d6

Ret{uirements

To qualify to become an adventuring scholar, a character
must fulfill all of the following criteria.

Knowledge or Lore (any): S ranks.
Gather Information: 4 ranks.

Profession (teacher, curator, etc.): S ranks.

Feat: Skill Focus (any Lore or Knowledge skill).

CLass SKiLLs

Balance (Dex), Climb (Str), Concentration (Con), Craft
(alchemy) (Int), Decipher Script (Int), Diplomacy (Cha),
Gather Information (Cha), Jump (Str), Knowledge (all skills
taken individually) (Int), Listen (Wis), Lore (any, e.g., Creature
Lore) (Int), Move Silently (Dex), Profession (Wis), Search
(Int), Speak Language (Int), Spot (Wis), Swim (Str).

Skill Points at Each Level: 6 + Int modifier.

Cuass Features

Field of Study: Every adventuring scholar has a specific
scholastic field that he or she specializes in (“general knowl-
edge” cannot be selected). This field of study is always some-
thing that the scholar is very passionate about, and his research

3 ~ in the field is both personal and very rewarding. Usually, they

will also have some sort of special focus within that field that
is just kind of a pet subject (no additional bonuses for it, how-
ever).

Field Specialist: At Ist level the adventuring scholar is/*

~ considered a specialist and gains a +2 competence bonus to all ©:

Knowledge and Lore skill checks r
- specialization. They also receive 4 +1 synergy bonus to chec

d to his or her field of %(
Sz

of other skills when they are dlrecﬂy volved in some way
with the field of study,Flrthe the scholar can attempt
an untrained skill che¢k on any K Kno ledge or Lore skill check
lated to his or her fi ld of study

1eli Scholar: At th level che

dventuring scholar is con-

sidered as a true scholar in his or her field. The competence
and synergy bonuses for this ability rise to +4/+2 respectively.
The scholar can now take I0 on any Knowledge or Lore skill
check related to his field of study, even if circumstances would
normally prohibit him from doing so.

Field Master: At 10th level the scholar is a master of his
or her field. His bonuses rise to +6/+3 respectively, and he
can take 20 on any Knowledge or Lore skill roll related to his-
tield of study, regardless of circumstances.

Base of Operations: The adventuring scholar also starts
off with some form of base of operations. This place is
almost invariably tied to the scholar’s profession and is usu-
ally a university, museum, or similar institution of culture or
knowledge. The scholar can draw upon this place for resources
(within reason), but he must also pay it the respect he would
any other place of employment. Adventuring scholars who
abuse their role may have it revoked (at the DM'’s discretion).
This starting point is usually the beneficiary of most of the
scholar’s studies and trophies from the field. Although scholars
may be sponsored by wealthy benefactors, they cannot sponsor
themselves, even though they may bear the wealth to do so.

Along with this base of operations comes a Scholarly
Reputation score. This score is measured in ranks, just as a
skill, and can be added as a circumstance bonus to Charisma-
based checks (such as Diplomacy skill checks or attempts to
influence NPC attitudes [see Table 1-2]; it does not influence
extraordinary, supernatural, or spell-like abilities) to influence
fellow scholars, students, aristocrats, and other educated indi-
viduals who are aware of the scholar’s work and importance to
the scholarly community. The base modifier for this ability is
equal to the adventuring scholar’s competence bonus as a spe-
cialist, scholar, or master of his field (+2, +4, or +6 respec-
tively), though it can be increased by penning scholarly tomes.

Against All Odds (Ex): Adventuring scholars are known
for many things, but their luck is legendary. An adventuring
scholar gains a luck bonus that applies to all saving throws
(see Luck Bonsu in Table I-T). It increases as the adventuring
scholar gains levels, though the bonuses are not cumulative (at
3rd level it is +1, at 7th level'it is +3, etc.).

Exotic Weapon In their travels, adventurlng sc}relars are

AT known to pick up “all sorts of unusual knowledge and abilities

At Zna\level they gain Exotic Weapon Proﬁc;ency as a bonus'
+ feat. Ch01ce of weapons varies greatly, althngh versatile anq]

adventurmg scholars PICk up many Ianguages They galn a i-._

cleve Weapons are the most favored. N

~
onus Languages In then: immense amount ofvstqdy,

bonus language at leV'eIs 3,6, : and 9.

Adventurer’s Zeal (Ex): Ac Brd Tevel th adventurmg schol-
ar gains adventurer’s zeal, a thlrst for adventure that pushes him
beyond his normal limits through sheer bravery. He now adds

; a2




his Charisma bonus to his AC. This bonus represents a preter-
natural level of courage and occasional wanton abandon. This
bonus applies even when wearing armor, as well as when flat-
footed. It does not apply if the scholar is immobilized.

Easy Allies (Ex): Adventuring scholars are also well known
for their ability to find old or make new allies just about
anywhere. In any populated location, the scholar can make a
Gather Information check to see if he can locate an existing
ally or create a new one. Use the Easy Allies table (I-2) to
determine the DC of the check. First find where the NPC
(either the individual being affected or the general level of the
local populace) falls in the “Currently” column, then roll. The
scholar adds his Gather Information bonus, as well as a +5
competence bonus, to the roll. Look across the line to find
the highest DC beaten by the roll. The most positive attitude
level achieved with the roll is the type of ally found, but at this
level the “Aﬂy" column is ignored (a Confidant is the highest
that may be achieved). This relationship usually only lasts the
duration of a particular scene or act of an adventure, although
if roleplayed properly it could last longer. DMs are encouraged
to mind the limits to which NPCs are willing to go to help
people; a Friend, for example, wouldn't be willing to take a fall
for a PC, while an Ally most definitely would.

This check can only be made once per location, per visit,
and it cannot be used more than once on the same NPC (and
can only be used on a particular NPC at the DM’s discretion;
against many it won't be applicable). The scholar cannot take
10 or 20 on this roll. It is up to the DM whether the ally
found is an existing acquaintance who happened to be in the
same area or if it is a new ally altogether.

At 8th level the adventuring scholar’s ability to find allies
increases. Use the same chart as before (Table 1-2), but this
time successes in the “Ally” column are not ignored. Success in
this column indicates that the scholar has made a lasting ally
that will continue to help the character well beyond the cur-
rent adventure. Furthermore, the scholar’s competence bonus
increases to +10. The same restrictions apply.

Pen Scholarly Work: At 7th level the adventuring scholar
can attempt to increase his Scholarly Reputation ranks (see
“Base of Operations” above) by writing scholarly texts. To
write a text the scholar must invest a great deal of time into
research, study, writing, and revising. The length of time
depends on the complexity and depth intended to be covered -
by the text; this also determines the DC to create the text.

Consult the following chart and make a Knowledge
skill check. The scholar absolutely must have the specific
Knowledge skill relating to the subject of the intended text. If
this text is within his field of study, then his field competence
bonus applies to the roll as well. No synergy bonuses apply,
and he cannot take 10 or 20. The roll is made at the end of
the period of work, and failure indicates a waste of time (the
work is incomplete, inconsistent, or just Plain wrong in some
way), although the scholar can attempt the work again with a
+5 competence bonus due to the previous research (no shorter
time, though). Additional adventuring and work may be done
during this work period, but only very briefly; the scholarly

work must be the main focus during this time.

Byt AN
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t e hadn’t even been out in the bush for two
54 5 weeks before we'd found them—a pack of
gorax. We came across them in a clearing a

: night’s shot north of the Dragon’s Tongue,
: Fﬁl and the bastards were a hungry lot. Theyd taken down a
Raevhan buffalo and were tearing it to shreds. Just how that
poor beast had wandered this far I'll never know, and seeing as

it was half-eaten, I doubt I'd ever find out.

“There, the big one, the one with the red stripe, that’s

i the one I want,” the dark lanky one said to me tugging on

! my coat. He called himself a bone grinder, and the scions be

i ' damned if I knew what shore he washed up from. By his dress
i I'd say it was a far cry, and by his mannerisms, I'd say it was

}

even farther. But he was paying good money, and my ill-luck at
the time prompted a need for the job.
} “That's not a stripe, you fop, that’s his lunch,” I said, but

; the fool didn't seem to care. He was eyeing the beast up and

i rubbing his hands together, watching it with that one big eye
i and a feral grin.

I turned to the men. They were a sorry bunch of Khadoran
expatriates, but they came with their own longarms, which
meant they were good enough for this job. “Alright boys, let’s
take ‘em out. Leave big red to me!”

Before the smell of rifle shot had even cleared my nos-
trils he was in there, standing over the twitching gorax that
had been feasting a moment ago. With a shallow, eager

chuckle he produced a long, jagged knife and went to

work. A moment later, his hands dripping slippery
red, he lifted up and beheld a large freshly severed
heart. -
“Ob, yes,” the lanky one cackled, “This will
do quite nicely...”
—Master hunter Alten Ashley

Description

Bone grinders are a mysterious lot to say the least. They are
magical practitioners who shun traditional alchemy and seek
to perfect their own secret arts by curing and magically prepar-
ing body parts. They come from distant lands and guard their
knowledge carefully and zealously. They are known (among
those few who know of them) for their spell components that
can enhance spells as well as their handy magical charms, and
bone grinders are not afraid to turn their abilities towards
making a profit. Their magical tokens and spell-enhancing
concoctions are well respected and tend to fetch a high price
because of their rarity.

Most bone grinders split their time between adventuring
and creating tokens and components. They are more skilled in
combat than most spellcasters but only by comparison. Most
bone grinders are smart enough to ally with a band of adven-

turers or hire one to accompany them

on their treks. They always participate

» in their own monster hunts, both so
4/% that they can trust their own instincts
,? =%~ in finding the right creature and so

that they may extract any body parts

\y themselves. A bone grinder never buys

_— a‘\ \

secondhand parts.

Bone grinders are usually
regarded with suspicion, sometimes
fear, and curiosity at best. They
are usually not well liked by other

magical tradesmen for the competition
they bring to the market. Their tokens
are easily used by all, and their spell
enhancers are well-liked by those
@ spellcasters who have discovered
y them. This competitive apprehen-
sion is compounded by the cold
indifference bone grinders tend to
treat most with. Spellcasters are a
curious lot, and it’s quite frustrating
when a fellow magi-
cian keeps his secrets

so well kept.




In tHe Iron Kingpoms

The bone grinders of the Iron Kidgdoms are silent and

mysterious. It is believed that they originated from somewhere
on the Scharde Islands, though precisely where is unknown.

There has been no evidence suggesting they either are or aren't
tied to the Lord of the Wyrms. It is known that their appear-
ance in the Iron Kingdoms is somewhat recent, though, again,

just why that is remains unknown. They have been encountered
primarily in Cygnar and Khador, although their reputations for
wide-ranging monster hunts are already well established.

The Fraternal Order of Wizardry has a very high interest
in the bone grinders, and several of their members have already
come to know their enhancing spell components. Use of these
concoctions, however, has been banned by the Order until their

true nature (and more about the bone grinders themselves) can
be learned. The highly secretive Thaumaturgical Brotherhood
of the Arcane (a small society of alchemists based in Fharin) is
also very interested in the bone grinders, although they are split
between a desire to learn their secrets and to eliminate some

potential business competition.

NotasLe Figures
Terill Thayer (Wiz7 /BnGr6): Terill is a bone grinder

who has been seHing his wares out of Corvis over the past sev-

Tagre 1-1: THe Bone

A

rinoer :
Class Attack  Fort Ref Will Wil
Level Bonus Save Save Save Special Spells !
It +0 +2 +0 +2  Bone grinding (enhancers), favored monster, +1 level of existing arcane i
Tra spellcasting class : ;
2 +1 +3 +0 +3 Expert bone grinder +2 +1 level of existing arcane it
spellcasting class ¢ ¥
3 +2 +3 +1 +3 Bone grinding (tokens), bonus feat — M

Bone grmdmg (greater enhancers), expert bone —

4 +3 +4 +1 +4  Expert bone grinder +4

S +3 +4 +1 +4 Favored monster

6 +4 +5 +2 +5
grmder 15

% +5 S +2 ! +5  Bonus feat

8 +6 /’}7'6-/\ 2 SEORS Bone grmdlng (greateq tokens) expert
grinder +38 !

9 +6  Bonus feat :

Expert bone grinder +10, vored rﬁ”op.s't&

eral months. Except for his appearance—that of an oily, dark :
skinned man with a strangely angular frame—he hasn't been

noticed by too many of the citizens. But there are those with

much more than a passing interest in this stranger. The local
Fraternal Order of Wizardry has taken note of him and has
been buying things from him to experiment on. Other more

nefarious individuals have noticed as well, and Terill has been
the target of several lethal encounters. Due to a rather unusual
circumstance, he managed to make an alliance with the Gertens
crime family, the consequences of which could be anyone’s
guess.

Lysimache Marpessa (Wiz8 /BnGrI): The daughter of a
wealthy Caspian socialite who enjoyed little more than doting
on his daughter (having seen his wife pass away), Lysimache has
been afforded many advantages in life that women are not typi-
cally offered. Her study of wizardry is a prime example of this.
Though quite intelligent and an apt student, Lysimache has a
wild streak that can’t be tamed. Her adventures have taken her

o e g

wide and far, and they have made her the Iron Kingdoms’ fore-
most expert on bone grinders. She has traveled with several and

has even begun to learn some of their skills. She has also learned

their tight lip and isn't spilling any of the beans. Just what she

PR T &

plans to do with her newfound knowledge is anyone’s guess.

————
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+1 level of existing arcane
spellcasting class

+1 level of existing arcane
spellcasting class
N

+1 level of existing arcane
spellcasting class
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~ Hit Die: d6
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“~Jo qualify to become a bone grinder, a character must ful-
fill all of the foﬂowing criteria.

Knowledge (arcana): 6 ranks.

Creature Lore: 5 ranks.

Craft (dissection): 4 ranks.

Survival: 4 ranks.

Craft (alchemy): 4 ranks.

Feat: At least one metamagic feat.

Spells: The ability to cast arcane spells of 3rd level or greater.
Special: Must find a bone grinder and convince him to teach
you his secrets. Good luck.

CLass SKiLLs

Concentration (Con), Craft (alchemy) (Int), Creature Lore
(Int), Decipher Script (Int), Handle Animal (Cha), Knowledge
(all skills taken individually) (Int), Listen (Wis), Move Silently
(Dex), Profession (bone grinder) (Wis), Search (Int), Speak
Language (Int), Spellcraft (Int), Spot (Wis), Survival (Wis).
Skill Points at Each Level: 4 + Int modifier.

Crass Features

Track: Bone grinders receive Track as a bonus feat.

Favored Monster (Ex): At Ist level, a bone grinder selects
a favored monster type. This is a creature type that the bone
grinder is more familiar with, having gained a greater insight
into its habits, mannerisms, and usefulness. He gains a +2
bonus to Bluff, Listen, Sense Motive, Spot, and Survival checks
versus a creature of that type. This bonus also applies to dam-
age rolls, though ranged attacks only gain the bonus when
within 30 feet. Additionally, it can be added to Craft (alche-
my) checks when bone grinding parts from a favored monster.

At Sth and 10th levels, the bone grinder selects a new favored
monster type, and his previous bonuses rise by an additional +1.

Bone Grinding (Su): The hallmark of the bone grinder,

this is a process whereby specialized materials are rendered ¢

- down into spell enhancers and tokens. Creation of these 1tems

s similar to the creation of other magic items, but a bit easier

\-.‘i'in some ways. Unlike magic item f?tién costs to the bone'
financial investment.

: reqt!u;é a Craft (alchemy) check.

g_rinder usually involve far more labor ¢

AH bone grinding att
' raft (alchemy) check, the
> rinders progres\l'isstaﬂed the check fails by five or

of the XP cost that he would've incurred if he had successfully
completed the enhancer or token.

Bone grinders can make spell enhancers beginning at Ist
level. At this point, the bone grinder can only make lesser
enhancers. Lesser enhancers utilize metamagic feats that require
a one or two level spell slot increase when used. At 3rd level,
the bone grinder learns how to create lesser tokens. At 6th
level, he can make greater spell enhancers, those that require a
three or four level spell slot increase. And finally, at 8th level
the bone grinder can craft greater tokens.

Expert Bone Grinder (Ex): As a bone grinder gains more
class levels, his skills at bone grinding increase. At 2nd level,
the bone grinder gains a +2 competence bonus to all Craft
(alchemy) and Craft (dissection) checks made as part of the
bone grinding process. This bonus increases to +4 at 4th level,
+6 at 6th level, +8 at 8th level, and +10 at 10th level. This
competence bonus only applies to Craft (alchemy) and Craft
(dissection) checks related to bone grinding and are not added
to any unrelated Craft skill checks.

SpeLL €nHancers

Bone grinders are best known by their fellow arcane practi-
tioners for their spell enhancers. These alchemical preparations
duplicate the effects of metamagic feats. Spell enhancers take
various forms, though most are odd lumps or dried up concoc-
tions, depending largely on the material used and the prefer-
ences of the bone grinder. Lesser spell enhancers duplicate the
effects of metamagic feats requiring a I or 2 level spell slot
increase (Empower Spell, Enlarge Spell, Extend Spell, Silent
Spell and Still Spell). Greater enhancers duplicate the more
powerful metamagic feats, those requiring a 3 or 4 level spell
slot increase (Heighten Spell*, Maximize Spell, Quicken Spell
and Widen Spell).

*Spell enhancers for Heighten Spell are slightly different
than other spell enhancers. The bone grinder sets the maxi-
mum level for the heightened spell when creating the enhancer.
In other words, a spell enhancer created to heighten a spell to

6th level, could be used to cast a Sth or lower level spell as a
Gth-level spell,

.

Usmc) €nHancers B

Each spell enhancer is created to duphcafe one specific

A metarnaggic feat for a chosen school of magi /c, 'selected by

the bgne grinder at the time of its preparation. The arcane

__spellcaster must have the spell enhancer ready while casting -
his spell, using it much like a material component, and the A

enhancer is consumed by the spell energies. The beneﬁt of the
metamagic feat Eotncart no additional cost'i in spell levéls, Easte
ing time, or XPs to the spellcaster

The spell is cast as if the spell-caster himself possessed
and had used the feat in. q' estion If the feat for some reason
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has prerequ151tes then the user must meet those prerequisites
to use the enhancer.

The cost in spell slots listed in the metamagic feat is mul-
tiplied by 1.5 rounded up (for most it goes from +1 to +2).
Do note that if the arcane caster is required to prepare spells
ahead of time, then this enhancement must be incorporated
into the preparation (thus increasing the spell slots it takes
up). If the caster decides to cast the spell without enhancing it,
then it uses up a lower level slot, but onIy if one is free; if one
is not, then it uses the original higher slot.

Creation Restrictions

To ensure that he harvests the components properly, the
bone grinder must make a Craft (dissection) skill check while
harvesting parts from monsters. The necessary skill DCs are
listed along with the other creation requirements. Once the
parts have been harvested, bone grinding can begin.

The Hit Dice of the monster the body part came from
must be at least twice the level of ‘spell slot required to cast
the augmented spell. In other words, add the metamagic feat
spell level increase to the spell level and multiply by two. For
example, the Silent Spell metamagic feat uses a spell slot one
level higher than the spell’s actual level. So, a Still Spell enhanc-
er (+1 spell level) developed to be used with 2nd-level spells
would require a major organ or prominent body part from a 6
HD monster. Spell enhancers developed for higher level spells
can always be used to enhance lower level spells.

The feat the enhancer emulates and the school of magic
are both set at during the enhancers creation, and it makes no
difference if the spellcaster using the enhancer possesses the
feat or not. However, the bone grinder creating the enhancer
must have the feat in question. Only one feat is every imbued
in any particular enhancer.

Parts from certain monster types are best suited to enhance
specific schools of magic. While the creature type/school
of magic combinations listed below are optimal, they are not
required. Using parts from other types of creatures imposes a
+5 DC penalty to the Craft (alchemy) check.

Abjuration: Aberration; or augmented subtype
Conjuration: Outsider; or air, earth, extraplanar, fire or
water subtype

Divination;
Enchantment:
Evocation:

Magical beast; or air subtype
Fey or monstrous humanoid
Dragon; or cold or fire subtype
Illusion: Fey or humanoid
Necromancy: Undead; or evil subtype
Transmutation: ~ Animal or plant; or chaotic or shapechang-
er subtype

Exactly what part is used is more a matter of style or fla-
_-vor than anythmg else. The only restriction is that it must be

~21 major Qrgan or feature, and the bone grmder must remove 1t

himself. Typical body parts last 2d4 days before them becon'ie:
too rotten to use. Curing agents, such as embalming fluid, can
extend this “shelf-life” to 2d4 weeks, but the Craft (alghemy)
DC increases by +3 for every week between the harvesﬂ and
actual bone grinding. =

Embalming Fluid: One pint of embalming ﬂu1d is enough
to preserve a single body part; however, the bone grinder must
have an air-tight container large enough to hold the organ.

Price 20 gp per pint.

€nHancer Creation Costs anp DC

The process for creating spell enhancers involves special
alchemical compounds known only to bone grinders and the
application of arcane energies. These reagents cost one-fourth’
the price of the spell enhancer. The creation process need not
take place in a lab, but the bone grinder must have all of the
necessary materials present and be left undisturbed for the
duration of the process.
Craft (dissection) DC: 15
Craft (alchemy) DC: 15 + creature’s HD
Price: Creature’s HD x 50 gp
Creature’s HD x 12.5 gp
1/25 of the price

4 hours (a maximum of two spell

Cost to Create:

XP Cost:

Time:
enhancers can be crafted in a day)

Tokens

At 3rd level, the bone grinder can craft lesser tokens from
creature body parts. Tokens are minor magic items that grant
some slight bonus. Unlike enhancers, they can be used by anyone,
not just arcane spellcasters, and they are permanent magic items.
At 8th level, he can craft greater tokens, which provide higher
bonuses than lesser tokens and can also grant special abilities.

The methods for fashioning tokens are similar to those
used in creating spell enhancers. The primary difference is that
tokens are usually fashioned into something easily worn or
carried. Only four lesser tokens, or two greater tokens, can be
used at any given time. F

Not all tokens are worn. Tokens that give bonuses to skill
checks, ability scores, saves, and natural armor must be worn,
generally tied in the hair or worn on bracelets or necklaces.
Tokens that give bonuses to melee and ranged attacks must
be tied directly to the weapon, while those that bestow armor
bonuses are usually tied to any armor already Wotjjn. 2 :

A Craft (alchemy) check must be made and XP costs are 4
incurred as well. Lesser tokens can be fashioned from creatures }"- "

of any HD, while greater tokens can only be rrjde.from cr




s than it is to one that grants an armor bonus.
I'reature parts intended for use in crafting tokens must
- be kept fresh, and follow the same guidelines presented under
Y Creation(i{estr_ictions for spell enhancers.
\ :
T@Ken}Creation Costs anp DC
Tokens are much like wondrous items and their prices
should be determined using the same guidelines from the
DMG. However, the monster hunter reduces his cost to
create and the effective price based on the HD of the crea-
ture he uses to craft the token. Lesser tokens crafted from
creatures with I to 3 HD have their cost to create reduced
by 10%. This 10% reduction is also factored into the
price when determining the XP cost. Even so, bone grind-
ers almost always sell their tokens for the standard price, no
matter how much they might have saved. After all, it was
their hard work that brought down the big nasty critter that
allowed them to save on costs. Using parts from a 4 to 6 HD
creature reduces the cost to create by 20 percent, while parts
from 7 to 9 HD creatures reduce the cost 30%. So, a lesser
token that grants a +5 bonus to Move Silently checks would
have the same price as a cloak of elvenkind. Its price is 2,500
gp and the cost to create is 1,250 gp and 100 XPs. A bone
grinder using parts from a spine ripper, a fairly stealthy 6
HD creature, would only pay 1,000 gp and 80 XPs, though
he'd most likely still charge 2,500 gp for the finished token.
See Table I-2 for full details on the cost reductions for
lesser and greater tokens.
Note: Bone grinders do not risk permanent hit point loss
for creating tokens that cost 200 or more XPs. They do suffer
this penalty for normal item creation as per the rules in the

IKCG, Chapter Five.

Table I-2: Cost Reductions from Creature HD
Lesser Token Greater Token
Creature HD Creature HD

11=3) 11-14
4-6 15-18
7= 19-22
10-12 23-26
13+ 274F

Reduction in
Cost to Create
10%
20%
30%
40%
50%

Lesser Tokens
Nt Craft (dissection) DC: 15
Craft (alchemy) DC: 20

{

‘Pnce
2 tokens are t erg the 150% cost increase

s in the Iron Kingdoms

duced further by crea-

g (seé T{lble' =7 above)
1/25 of ‘the aé)
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as per Wondrous ]Q;m}the DMG; however, S

Time: I day
Sample Abilities (choose one)
+35 bonus to one skill
+2 bonus to one type of save (Fortitude, Reflex or Will)
+1 bonus on all saves
+1 attack bonus (melee or ranged)
+1 damage bonus (melee or ranged)

+1 bonus to AC

Qreater Tokens

Craft (dissection) DC: 20
Craft (alchemy) DC: 30
Price: as per Wondrous Items in the DMG; however,
tokens are exempt from the 150% cost increase
to creating magic items in the Iron Kingdoms

Cost to Create: one-half the price, reduced further by crea-
ture’s HD (see Table I-2 above)

1/25 of the adjusted price
I day
Sample Abilities (choose one)
+10 bonus to one skill
+4 bonus to one type of save (Fortitude, Reflex or Will)

XP Cost:

Time:

+3 attack bonus (melee or ranged)

+3 damage bonus (melee or ranged)

+2 bonus to one ability

+2 bonus on all saves

+2 bonus to AC

User gains darkvision 60 ft.

User gains poison resistance S

User gains scent special ability

User gains spell resistance 5

Create a permanent spell enhancer for one school of
magic (cost to create = creature’s HD x 350; base price =
2 x cost to create)

6 xamPLe S}i)eLL

Hancers & Tokens
Spe 1 enhancers, especially those for a par}acular school
A agic, are difficult to come by due in pﬁrt to the generally

(ot

recl ive nature of bone grinders. Even when ohe.i _is found, &
= ava11ab1hty is always limited by what the bone gnn&er has 11 mi

stock. Some bone grinders arge a premium for enhancers and

tokens made from esﬂzeaaﬂy dan‘gerous or rare creatures far
above and beyond the actual valtie of the enhancers (as much
as 500 to 3,000 gp extra).




Sampge €nHancers

Vektiss Héart (Still Spell): This black crystalline substance
was formed from the heart of an unusually large vektiss (8

HD) and enhances any Abjuration spell of 3rd-level or lower
with the Stll Spell feat.

No aura (nonmagical); Bone grinding, Craft (alchemy) DC
23, Still Spell feat; Price 400 gp; Cost 100 gp + 16 XP.

Frost Worm Blood (Maximize Spell): A vial of this thick
blue liquid enhances any Evocation spell of 4th-level or lower
with the Maximize Spell feat.

No aura (nonmagical); Bone grinding, Craft (alchemy) DC
29, Maximize Spell feat; Price 700 gp; Cost 175 gp + 28
XP.

Sepulchral Lurker Liver (Silent Spell): This cured organ
from an exceptionally large sepulchral lurker (16 HD)
enhances any Necromancy spell of 7th-level or lower with

the Silent Spell feat.

No area (nonmagical); Bone grinding, Craft (alchemy) DC
31, Silent Spell feat; Price 800 gp; Cost 200 gp + 32 XP.

SampLe Tokens
Dracodile Tooth Token: This token is normally a neck-

lace or anklet adorned with several dracodile teeth. A lesser
dracodile tooth token grants a +5 luck bonus to Swim
checks, while a greater token grants a +10 bonus.

Lesser token; No aura (nonmagical); Bone grinding, Craft (alche-
my) DC 20; Price 2,500% gp; Cost 1,250 gp + 100 XP (stan-
dard), 750 gp + 60 XP (40% reduction for 1T HD creature).
Greater token; No aura (nonmagical); Bone grinding, Craft
(alchemy) DC 30; Price 10,000* gp; Cost 5,000 gp + 400
XP (standard), 4,500 gp + 360 XP (10% reduction for 11
HD creature).

*Even though it only costs the bone grinder 650 gp to create,
most bone grinders will still charge the maximum price for
these items. They may even charge more if the dracodile was
particularly hard to bring down.
Dolomite Scale Token: This large flat rock-like token is
normally worn as a necklace. A lesser dolomite scale token
grants a +1 bonus to natural armor, while a greater dolomite
scale token grants a +3 bonus to natural armor.
Lesser token; No aura (nonmagical); Bone grinding, Craft (alche-
my) DC 20; Price 2,000 gp; Cost 1,000 gp + 80 XP (stan-
dard), 600 gp + 48 XP (40% reduction for 12 HD creature).
Greater token; Bone grinding, Craft (alchemy) DC 30; Price
8,000 gp; Cost 4,000 gp + 320 XP (standard), 3,600 gp +
288 XP (10% reduction for 12 HD creature).
Trnll Liver Token: Ground and condensed into paste, the
oll h]ver token is normally kept in a glass vial worn on a
e‘ck_lasc,:A 1esser troll liver token grants a +2 luck bonus to

Fortitude saves, while a greater token grants poison resistance

S. Greater tokens can only be made from exceptionally tough
trolls or from dire trolls (the example uses a mon*ster\of a
dire troll, 20 HD). )

Lesser token; No aura (nonmagical); Bone grinding, Craft (alche-
my) DC 20; Price 2,000 gp; Cost 1,000 gp +'80 XP (stan-
dard), 800 gp + 64 XP (20% reduction for 5 HD creature).
Greater token; No aura (nonmagical); Bone grinding, Craft (alche-
my) DC 30; Price 8,000 gp; Cost 4,000 gp + 160 XP (stan-

dard), 2,800 gp + 224 XP (30% reduction for 20 HD creature).
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y daughter was one of the first to go. It wasn't
until four more had gone that we realized we
were being hunted. We didn't really know much

about them, except that being hunted by them
meant certain death, at least for the likes of us. Soon a stranger

passed through and told us that they were called spine rippers
: 3 and that it was unusual for a band of them to set up shop like
Y this. He was the sixth to go.

It wasn't until they had killed a dozen and a half of us that
1 we found help. He too was a stranger in our town, but as we
: came to know, he had fol-

lowed the spine rippers here.
- He was an odd one. Had that A

eerie silence about him, that kind of

&
¥ quiet a man gets when he’s been out

- alone in the wilds far too long. He had

long, ragged dark hair and more scars than

I'd seen on any man; I'm sure that each
i bore an exotic tale. His dress seemed
Khadoran, but I'd say that the man was
from Cygnar based on his accent. With
him he brought a sack loaded with parts
and pieces for making traps, and he had
slung across his shoulder a rifle the
likes of which I've never seen in all

my days. His price was a thou-

sand crowns plus expenses, and

H we had little choice but to pay it.

: E { Young Brenner went with the
i

stranget, to show him where the

creatures had attacked and been

seen. Even in town we could hear

their cries and howls,
. those feral beasts bay-
3 ing as they became

% the hunted, their

calls being drowned

out only by the

crack of rifle

shot as they were
hounded through
trap and ambush \ _
alike. He came back before =)

the night was even throtgﬂjg;n?g‘ N ¥ /"/\? :}\/\ Ll ks

in tow, his face ghost white. \

The man threw down a bundle of Isjev—
ered heads, seven of the%eir toq,gués all

N

lolling out, their beastly faces locked in final terror. “A thousand
crowns,” he said, his face like slate, “And my horse needs reshoeing.
I leave in the morning.”

I'd much rather he sat and told us the story of how hed slain
these seven beasts who'd plagued us for so long, but as we say
around Skirov, “When a man saves your neck, don't expect him
to pat your back.” In either case, with enough liquor we eventu-
ally coaxed it out of poor Brenner. Come closer, and let me tell
you of this amazing hunter. His name was Adagin Bracht...

= —Morgov Kelmak, Wailing Stars Inn of
" Skirov

Description
Most people
gitir Q run away from
s
monsters. Call it
fear, call it com-
mon sense, call it what
you will, running to safety is the
first thing most people think to do
when threatened by a wild beast (or
worse). Well, monster hunters tend
to have just the opposite reaction.
They make their living hunting
down the beasts of the wild. They
are expert trackers and able warriors,
and they tend to be far more at home
out on the trail, sleeping in the mud
and cold, than in some cushy inn or
study. Needless to say, they are also
some of the most fearless
fighters in all the land.
Just what motivates
the individual monster
hunter varies quite
a bit. Some liye or
grew_.ui:) in areas
:Wﬁere wild creatilt_e_s
oof some sort were a
constant threat, and they took up arms
to fight the predators. Many suffered v
some sort of trauma early on at the J
hands of a wild beast and have dedi-
_ cated themselves to eliminating such
threats. Still others are adventurers with
an indomitable wild streak who thrive on
themselves becoming the greatest predators.




In the Iron Kingpoms

Most monster hunters in the Iron Kingdoms are found

. somewhere on the frmges of society, many within Cygnar and
Khador, with greater concentrations in untamed regions such as
the Wyrmall Mountains and Thornwood Forest. A great many
of them can be found as the lead huntsmen of small mercenary
bands or cohorts. In Cygnar most local magistrates pay monster
hunters for their services, though the particulars vary a great deal.
In Khador, monster hunters find that they must contract them-
selves to the military as specialized mercenaries if they want to
see pay; the contracts tend to be quite loose, however, so there’s
little difference in how they operate.

There are very few cases of organized monster hunters in the
Iron Kingdoms. Most are short-lived parties that disband after-
wards. The Gray Blades of Ohk still exist today (having been
founded originally to fight off a heavy population of nearby
trolls), although they function more as an elite mercenary group,
only occasionally taking on monster related jobs (only a few
members are true monster hunters).

NotasLe Persons

Alten Ashley (Rgr9 /MonHtr7): Alten Ashley is perhaps the
best known monster hunter in the Iron Kingdoms. He has hunted
in virtually every hostile environment of known Caen, and he has
more tales to tell of distant lands than most men would garner
in five lifetimes. He has also hunted just about every kind of
creature one could imagine. .. and many one could not. The only
thing that comes close to exceeding Ashley’s reputation for hunt-
ing is his reputation for obnoxiousness. While certainly not mean
spirited, he’s so boisterous and gregarious most who meet him
would just as soon leave him to his monsters.

Arturo “Trollslayer” Kasimir (Ftr9 /MonHtr6): Arturo is
the leader of the Grey Blades, a mercenary group based out of

TasrLe 1-1: THe Monster Hunt_er
Class  Attack Ref

Level Bonus Save
It +1 +0
+2 +0
+3 i
+4 +1
+5 il
+6 +2
+7 =2
+8 £,
) B8

Will
Save
+0
+0
Sl
+1
+1
45
A4,
32,
S8

Fort
Save
+2
)
EES)
+4
+4
EE=S
HES)

Special

Fearless
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Ohk. The group was originally founded to combat a heavy p

ulation of trolls in the area, but once the menace was secured,
the group stayed together and sold their services as mercenaries.
Today, they have become well known for their exploits),lboth as
mercenaries and as exterminators. Arturo is one of the most
skilled monster hunters among them and is an excellent leader
and tactician. He was born a poor farmer and saw his entire
family butchered and eaten by trolls, save for his niece Eva (upon
whom he dotes endlessly whenever he has the chance, despite
her being a grown woman now). This prompted him to become
a monster hunter, and his ferocity in battle has earned him the
nickname Trollslayer. In battle he wields the legendary hamme
Trollkrieg, which is capable (among other things) of overcomi

any troll’s regeneration ability.

THe Monster Hunter

Hit Die: d8

Reclmrements

fill all of the following criteria.

Base Attack Bonus: +4.

Creature Lore: 5 ranks.

Survival: 6 ranks.

Feat: Skill Focus (Creature Lore or Survival), Track.

CLass SKiLLs

Climb (Str), Craft (Int), Creature Lore (Int), Handle Animal
(Cha), Hide (Dex), Jump (Str), Knowledge (nature) (Int), Listen
(Wis), Move Silently (Dex), Profession (Wis), Ride (Dex),
Search (Int), Spot (Wis), Survival (Wis), Swim (Str), Use Rope
(Dex).

Skill Points at Each Level: 4 4+ Int modifier.

Favored monster, improved tracking +1

Skilled trapper

Exotic weapon proficiency, improved tracking +2/scent
Penetrating blow +1d4

Favored monster

Exotic weapon proficiency, improved tracking +3 /-2 full speed

Penetrating blow +2d4 o~ iaa
Exotic weapon proficiency, improved trackmg ld'4f lmmumty

Favored monster

To qualify to become a monster hunter, a character must ful—
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s Features

45 otic Weapon Proficiency: Monster hunters receive Exotic
Weapon Proﬁc1ency as a bonus feat at 3rd, 6th, and 9th level.

“This is typtcaliy used to learn some sort of specialized weapon
fhr subduing creatures.

“Favored Monster (Ex): At Ist level, a monster hunter selects

a favored monster type (aberrations or magical beasts for exam-
ple). Humanoids cannot be selected as a type, but an individual

~ humanoid species can. Dragons and outsiders cannot be selected
in an Iron Kingdoms campaign. This is a creature type that the
monster hunter is more familiar with, having gained a greater
insight into its habits, mannerisms, and combat techniques. The
hunter gains a +2 bonus to Bluff, Listen, Sense Motive, Spot,
and Survival checks versus creature of this type. This bonus also
applies to damage rolls, though ranged attacks only gain the
bonus when within 30 feet. This ability stacks with a ranger’s
favored enemy or other similar abilities.

At Sth and I0th levels, the monster hunter selects a new
favored monster type, and his previous bonuses increase by an
additional +2.

Improved Tracking (Ex): Monster hunters are accomplished
trackers and receive several bonuses to their tracking ability. At Ist
level, they receive a +1 competence bonus to all Survival checks
made to identify and follow tracks. At 3rd level, the competence
bonus increases to +2 and the monster hunter gains the scent spe-
cial ability (see MM for details) when tracking favored monsters.

At 6th level, the competence bonus increases to +3, and the
penalties for tracking while moving decrease to —2 at normal speed
and —I0 at twice normal speed when tracking favored monsters.

At 9th level, the competence bonus increases to +4, and the
monster hunter is no longer affected by spells or special abilities
that cover tracks, including pass without trace and trackless step.
This manifestation of improved tracking is a supernatural abil-
ity. Benefits that apply to the monster hunter’s favored monster
types also apply to any favored enemies or favored monsters
gained from other classes.

._ Fearless (Ex): At 7th level a monster hunter is no longer aftect-
ed by extraordinary, supernatural, or spell-like abilities that invoke
fear caused by creatures with a CR equal to or less than twice the
character’s monster hunter levels (thus, a 7th-level monster hunter is
still affected by fear-causing effects of CR 1S creatures and above)
They are still affected by fear causing spells as normal.
Penetrating Blow (Ex): When fighting one of his favoqed

- monster types, a monster hunter can make a strike that expl(nts '

;- one of the creature’s weaknesses, ¢ f;g extra damage. At 4t}1
level, the monster hunter’s penetrating bl;.w$ inflicts an addi-

~ tional +1d4 damage. At thiis increases to an additional
+2d4 damage. This ability can only‘be used to enhance one

njst be declared before the

‘is made. If the atfack missgs, e ability cannot be used

nh a.mt any other attadks t}w()ﬁnd This abLhty cannot be

" clee attack per round,iand its use

AN

used against constructs, elementals, oozes, or undead.

Skilled Trapper (Ex): A monster hunter becomes very
skilled in the construction and use of mechanical traps for hunt-
ing purposes. These are typically the types of traps one builds
on the trail to ensnare or injure a creature. A monster hunter can
create simple traps at one-fourth the standard cost and amount
of time. They can create moderately complex traps at half the
cost and time. Complex traps still require full time and financial
expenditure. Furthermore, the monster hunter gains a +4 com-
petence bonus to all Craft (trapmaking) skill checks involved in

the creation of such traps and snares.

ear anp Iraps

Because of the special nature of what they do and the perils
involved, most monster hunters come to rely on gear and traps
to a great extent. Listed here are some examples of gear and
traps that monster hunters might use in their adventures. Do
note avaﬂability of items such as these is extremely limited; in
many cases these might be custom-made items that the monster
hunter had requisitioned personally.

car

Trapmaker’s Kit: A compact kit containing tools good for
making traps. Includes: collapsible shovel, hand drill, collapsible
saw, utility knife, IS feet of wire (30 gauge), I5 feet of wire
(18 gauge), flint and tinderbox, oil (6 0z.), corrosive acid (3
oz., damage 2d4+2 acid, 3 splash), IS feet of wick, putty (S
oz. ball), charcoal stick (for marking things), 4 candles, handy
leather case. Weight: 12 Ibs. Cost: 175 gp.

Net Launcher: Basically a crossbow-like contraption fitted
to launch a net at an opponent. Treat as a normal net, but range
is increased to 25 feet. It requires 2 full rounds to fold the net
and I full round to load. Weight: 10 Ibs.; Cost: 175 gp

Slip Dagger Harness: This is a harness that is attached to
the inside of the forearm. When the hand is jerked appropri-
ately, a dagger placed in the harness slides down into the user’s
hand. This allows the user to draw the dagger as a free action.
Weight: O Ibs.; Cost: 15 gp.

Sleep Gasi ik gray chalky StICk that looks like a carldle, when
lit this item releases a gas that puts creatures to sleEp The gas -
ﬁlls \£O foot by 10-foot area within 3 round's though this wil
disperse within I round with even a mild wind. All breathmg
creatugés within the area are affected. Inhal&i Fortitude DC 18,

initial damage I Con, secondary damage unconscxous for IOd6

"~ “minutes. Affected creatures will sleep for 10d6 mmutes, unl(-;SS

physically roused. Prematurdy wakened creatures are groggy
and suffer a —4 penal‘t_y to, all skill checks, attack rolls, AC, and
Reflex saves; if they rest (sﬁ“stfﬂ) they must make another
Fortitude save or fall back asleep. We1ght. 0.2 Ibs. per stick.

- Cost: 200 gp per stick.
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Tearjerker: Tearjerker is a volatile alchemical liquid that Hot Grease: A slippery alchemical oil substance that burns
immediately turns into a gray vapor as soon as it comes in like all hell when it comes in contact with the skin. A typical
contact with air. It is kept in small vials that are usually thrown dose (15 oz.) will cover one S-foot by S-foot area. Anyone walk-
against a hard surface to release the substance within. The gas ing through it must make a Reflex save (DC 15) or fall to the
will fill a 20-foot by 20-foot area within S rounds. All creatures ground; a —2 penalty is assessed to the roll for each-iricrement of
exposed to it with olfactory or visual sensory organs suffer —6 to 10 above the creature’s base speed it is traveling. Creatures that
all skill checks and attack rolls. Spell-casters attempting to cast fall on the substance suffer 1d4 damage per round (maximum
spells that require a verbal component suffer a 50% chance of S rounds) unless they are able to wash the substance off (note
spell failure due to coughing and hacking. Those that succeed at that it doesn't burn literally; no fire damage). It has no effect on
a Fortitude save (DC 18) suffer only half of those effects. Tasks objects. Note: Leaving spiked objects all over the ground makes
requiring extended vocal activity (such as singing) become impos-  this even more fun; impose a —2 penalty to the Reflex save, and

sible. These penalties fade at a rate of =2 (=10% for spell fail- the spikes attack at +8 melee (as if a trap, basically) doing 1d3.
ure) per half-hour. Weight: 0.2 Ib. per vial. Cost: 500 gp per vial. ~ damage. Weight: I Ib. per canister. Cost: 200 gp per canister. Rt

Launching Flares: These standard flares are designed to Ferret and Hunter’s Musk: Though it may sound like the ‘1 : i
be launched into the air via an alchemical propellant. They are name of a tawdry romance novel, this is an old hunter’s trick. The" ]
conical little devices with a rod attached to them that sticks hunter spends time collecting a few vials of his own sweat, which ‘%
into the ground. A wick hangs from the bottom that burns he dumps all over a trained ferret that is let Ioose on the trail.
down in two rounds when lit; some versions ignite when a Because of the ferret’s own heavy smell, it must be kept freshly H

string is pulled, making them useful as alarms when paired with  washed (most hunters go through this trouble because ferrets are f

a tripwire. Flares have an upward range of 1200 feet and emit such reliable creatures for these purposes). The

enough light to be seen for approximately 2 miles in clear idea is to throw creatures stalking you off of

night visibility, half that in daylight (only with

clear line of sight, in either case).

Blighted Trollkin

(see page 55)
This surly fellow played

Flares may be used as impromptu

weapons, but they are quite clumsy.

Because it can only be loosely

L

aimed, the flare makes its own
attack roll at +5 ranged

too rough and had to be sepa-
rated from the rest of
his draconian pals.

with a range increment

of 20 feet (low because
they tend to sidewind

too much to be effective

at a great distance). A
creature struck by a flare
suffers 2d4 fire damage;
additionally, there is a

10% chance per point

of damage done that the
flare becomes wedged (either
in the creature’s armor or body
itself). A wedged flare does an
additional 1d4 fire damage
per round for three rounds.
Weight: 1 Ib. per flare. Cost:
8 gp per flare..

TR R S ey B
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your trail. A following creature must make a Wisdom check
.(DC 20) or follow the new trail. Note that this can result
in a dead ferret. Weight: Approx I Ib. Cost: 150 gp for a
trained ferret, but it requires food and TLC.

Traps

Swinging Log Trap: A log suspended in the air, set to
swing down and strike all creatures within a certain area
when triggered. CR 2; mechanical; location trigger; manual
reset; Atk +8 melee (3d6, log); multiple targets (first tar-
get in each of two adjacent 5-ft. squares); Search DC 20;
Disable Device DC 18. Can be constructed with materials
in a trapmaker’s kit.

Swinging Log Trap (spiked): A version of the above,
but with spikes all over the log. CR 4; mechanical; location
trigger; manual reset; Atk +10 melee (6d6, log); multiple tar-
gets (first target in each of two adjacent 5-ft. squares); Search
DC 20; Disable Device DC 20. Can be constructed with
materials in a trapmaker’s kit, plus iron or wooden spikes.

Lasso Trap: A rope lasso that typically slips closed over

the foot when the trapped area is stepped on and yanks the
victim from his feet. CR 2; mechanical; location trigger;
manual reset; Atk +10 melee touch (1d4, see note); Search
DC 20; Disable Device DC 18. Note: On a successful
opposed Strength check (Str 30) the lasso yanks the crea-
ture off its feet and 10 feet above the ground. The creature
is considered helpless until it cuts itself free. A creature that
succeeds at the opposed Strength check is considered
flat-footed until it cuts the rope. If it attempts to
move, it must make another opposed Strength check.
Can be constructed with materials in a trapmaker’s kit.

Blast Trap: This is a simple but deadly trap, consist-

ing of a rifler’s keg of blasting powder set to be triggered,
usually by a tripwire. CR 5; mechanical; location trigger;
no reset; alchemical item (4d6 fire, 20-ft. radius burst,
DC 16 Reflex save half damage); Search DC 20; Disable
Device DC 24. Market Price: 300 gp.

Steel Jaws: A classic used by hunters across the con-
tinent, this is a large metal circle lined with steel “teeth”
that clamps shut when the pressure plate in the center is
triggered. They are usually tethered or chained to a fixed
object to prevent escape. CR 2; mechanical; touch trig-
ger; manual reset; Atk +15 melee (3d6); Search DC 18;
Disable Device DC 20. Market Price: 50 gp.

Notes: Creatures caught in the trap can attempt to pry
it open with an opposed Stfigﬁgth check (Str 30). Failing

the check results in an additional 1d4 damage as the trap

L

but only at one-fourth its normal base speed and suffers I

point of damage per hour of movement.

Alternately, creatures can attempt to sever their own
limbs to escape. The creature must inflict one-fourth of
its total hit points in damage to itself. No attack roll is
required, but a Will save DC 20 is. A creature with a sev-

ered foot can only move at one-fourth its normal speed.

Such traps come in different sizes. The example given
is designed for trapping Medium creatures. Trap sizes and
damage are as follows: Tiny, +7 melee, damage 1d6, Str
20, Price 12 gp; Small, +10 melee, damage 2d6, Str 25,
Price 25 gp; Large, +20 melee, damage 6d6, Str 40, Price
120 gp.

Set Gun Trap: This is a simple trap whereby the hunter

sets a gun to go off in a certain direction, usually when a
tripwire is pulled. Any gun can be used so long as there is
someplace to set it (it must usually be lashed in place). The
range on such an attack is almost always considered to be
point blank. CR I; mechanical; touch trigger; manual reset;
Atk +10 ranged (2d8/19-20/x3, military carbine); Search
DC 20; Disable Device DC 22. Market Price: 650 gp.




The following tables are provided to
help DMs find appropriate encounters

in an environment. Creatures are grouped

according to their environment and are

ordered by Challenge Rating. Creatures

from the Witchfire Trilogy appear in ital-

ics. The first list details creatures that

may be found in any wilderness environ-

CR

1/4
1/3
1/2
1/2
1/2
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ment. Infernals, Dragons, and unique
creatures are not listed in this index.

ANY WILDERNESS
ENVIRONMENT

Thrall slave (thrall)
Risen thrall (thrall)
Pygmy troll whelp (trolls)
Thrall warrior (thrall)
Trollkin
Pygmy troll (trolls)
Skigg
Thrall lieutenant (thrall)
Troll whelp, immature (trolls)
Buzzard beetle
Dregg (night only)
Gorax

Sythyss, Ist-level elven
aristocrat (eldritch)

Argus
Bane thrall (thrall)
Mechanithrall
Troll whelp, mature (trolls)
Husk
Skarlock (thrall)
Black ogrun
Trapperkin
Galvanite sentinel
Gear wyrm (animaton)
Hollowed
Spine ripper
Torfnbﬂﬁ?ﬁcféﬁ\‘
Troll (trolls)

Blighted trollkin, Sth-Jevel
fighter @ragon

14

45

CR
1/3

CR
1/2
1/2
1/2

Disembodied
Dread
Black troll (trolls)
Huge dragonspawn (dragons)
Tron maiden
Rip cutter (animaton)
Pistol wraith

Warpwolf, Sth-level Kossite
fighter™

Chain runner (animaton)
Dire troll (trolls)
Totem hunter
Woldwarden
Pale tatzylwurm

Eldritch, 9th-level elven
fighter

Iron lich, 12th-level human

wizard

Gorgandur
**See entry for CR notes

COLD AQUATIC
Dragon fish

Great oyster

Progeny, Ist-level commoner
(boatman)

Swarmp squid (freshwater only)
Boatman

CoLD FORESTS
Bogrin (gobbers)
Elf, losan

Lemax

Winter troll whelp, immature

(trolls)
Screecher

Winter troll whelp, ;n.ature 3
(trolls)

Rachvan buffalo
Urtkigl{_
Winter troll (troﬂs)

CR

1/2

1/2
15

CR
1/2

N NN

CR
1/2
1/2

IS

CR

1/2

1/2
IL5

CR
1/3
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Wyldgeist

Thornwood mauler

CoLD HILLS
Bogrin (gobbers)
Dwarf, Rhulic

Dolomite

CoLD MARSHES
Swamp gobber (gobbers)

Progeny, Ist-level commoner
(boatman)

Swamp squid
Rusalka
Boatman

COLD MOUNTAINS
Bogrin (gobbers)
Nyss
Ogrun
Rock troll (trolls)
Shaft wight

Dolomite

CoLD PLAINS
Gobbers
Nyss

Dolomite

TEMPERATE AQUATIC
Dragon fish
Great oyster

Progeny, Ist-level commoner
(boatman)
Swamp squid (freshwater only)
Bridge troll
Boatman
Fog drake
Hull grinder
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TEMPERATE DESERTS
Bogrin (gobbers)
Burrow troll (trolls)
Farrow
Assassin fly
Dune prowler
Qasis ooze
Kaelram

Sepulchral lurker

TEMPERATE FORESTS
Bog constrictor
Bogrin (gobbers)
Devil rat
Elf, Tosan
Lemax
RazorbatT
Burrow-mawg
Farrow
Moonwing
Screecher
Tharn
Vektiss
Rachvan buffalo
Urthek
Wyldgeist
Thornwood mauler

T See IKCG pe. 367 for quickstats.

TEMPERATE HILLS
Bogrin (gobbers)
Dwarf, Rhulic
Razorbat.r
Burrow-mawg
Farrow
Moonwing
Saqu

Dolomite

T See IKCG pe. 367 for WS
)

{ ¥ e
TEMPERA';EJVTARSHE§.J
Bog constrictor

C%nz leech. w }

Swamp gobber (gobbers)
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Bog trog
Gatorman

Progeny, Ist-level commoner
(boatman)

Swamp shambler ¥
Swamp squid
Rusalka
Boatman
Fog drake
Dracodile

T See the Old Man of the Swamp entry for

quickstats .

TEMPERATE MOUNTAINS
Bogrin (gobbers)
Dwarf, Rhulic
Razorbar T
Farrow
Moonwing
Ogrun
Rock troll (trolls)
Saqu
Vektiss

Dolomite

T See IKCG pa. 367 for quickstats.

TEMPERATE PLAINS
Gobbers
Burrow-mawg
Farrow
Moonwing
Saqu
Raevhan buffalo

Dolomite

‘WARM AQUATIC
Dragon fish
f‘_' Great oyst\z}
_ Satyxis
Proéen&_lst_—_l vff commoner

L€}
(boatman)
Swarmp squid (freshwater only)

Boatman

Hull grinder
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‘WARM DESERTS
Bogrin (gobbers)
Burrow troll (trolls)
Skorne
Assassin fly
Skorne warhound
Dune prowler
Qasis ooze
Kaelram
Sepulchral lurker

Skorne war beast

‘WARM FORESTS
Bog constrictor
Bogrin (gobbers)
Elf, Tosan
Lemax
Moonwing
Satyxis
Vine troll (trolls)
Screecher
Vektiss
Rachvan buffalo
Urthek
Wyldgeist

Thornwood mauler

‘WAaRM HILLS
Bogrin (gobbers)
Dwarf, Rhulic
Moonwing
Satyxis

Dolomite

‘WARM MARSHES"
Bog constrictor
C';?une leech
Swamp gobber (gobbers)
\‘B’og trog 3

Gatorman

- Progeny, Ist-level clornmonéf

{bo_atmé_n) i
Swamp squid
Rusalka
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1/4
1/3
1/2
1/2
1/2
1

Boatman
Dracodile

‘WARM MOUNTAINS
Bogrin (gobbers)
Dwarf, Rhulic
Moonwing
Ogrun
Rock troll (trolls)
Vektiss

Dolomite

‘WARM PLAINS
Gobbers
Moonwing
Satyxis

Dolomite

CIVILIZED AREAS/URBAN
Gremlin
Gobbers

Steamling
Cask imp
Trapperkin
Bridge troll
Mechagargoyle

Warpwolf, Sth-level Kossite
fighter™

Totem hunter

UNDERGROUND /DUNGEON
Thrall slave (thrall)
Risen thrall (thrall)

Cavewort
Devil rat
Thrall warrior (thrall)
Burrow-mawg
Pygmy troll (trolls)
Thrall lieutenant (thrall)
Troll whelp, immature (trolls)

Dregg

Gorax

Onkar

Sythyss, Ist-level elven
aristocrat (eldritch)

AN L L R s R 0 L W
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Bane thrall (thrall)
Crypt spider
Mechanithrall
Troll Whelp, mature (trolls)
Skarlock (thrall)
Thrullg
Tunnel terror
Black ogrun
Shaft wight
Vektiss
Cephalyx
Drudge, Sth-level fighter
(cephalyx)
Galvanite sentinel

Troll (trolls)

Blighted trollkin, Sth-level
fighter (dragons)

10

Boneswarm
Dread
Huge dragonspawn (dragons)
Iron maiden
Excruciator
Pistol wraith
Sepulchral lurker

Warpwolf, Sth-level Kossite
fighter™

Dire troll (trolls)
Pale tatzylwurm

Eldritch, 9th-level elven
fighter

Gorgandur
**See entry for CR notes

HAUNTED /MAGICAL
Thrall slave (thrall)
Risen thrall (thrall)

Thrall warrior (thrall)

Trollkin
Thrall lieutenant (thrall)

Sythyss, Ist-level elven
aristocrat (eldritch)

Bane thrall (thrall)
Skatlock (thrall)
Thrullg

Galvanite sentinel

Gear wyrm (animaton)

Blighted trollkin, Sth-levelies
fighter (dragoﬁ?)

Boneswarm
Disembodied
Dread
Black troll (trolls)
Rip cutter (animaton)

Pistol wraith

Warpwolf, Sth-level Kossite
fighter™*
Chain runner (animaton)

Eldritch, 9th-level elven
fighter
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/ downloading the enclosed graphic files and/or by returning the Confirmation Card as pre-

,d in the file “card.pdf,” the Licensee (“You") accept to be bound by the following terms

conditions:

Copyright & Trademark

%aids of the Coast, Inc. retains title and ownership of the d20 System trademark logos, the
0 System trademark, and all other copyrights and trademarks claimed by Wizards of the

- C_oast in The Official Wizards of the Coast d20 System Trademark Guide found at www.wizards.

d20 (the “d20 System Guide”), incorporated here by reference.

nse to use

e hereby granted the non-transferable, non-exclusive, non-sublicensable, royalty-free

license to use the d20 System trademark logos, the d20 System trademark, and certain other

~ trademarks and copynghts owned by Wizards of the Coast (the “Licensed Articles”) in accordance

« with the conquns specified in the current version of this License and the d20 System Guide.

3: Agreement not to Contest

By making uselof and/or distributing material using the d20 System trademark under the terms

of this,License, You agree not to contest the ownership of the Licensed Articles.

4. Quality'Standards

The nature of all material You use or distribute that incorporates the Licensed Articles must

comply with all applicable laws and regulations, as well as community standards of decency, as

further described in the d20 System Guide. You must use Your best efforts to preserve the high

standard and goodwill of the Licensed Trademarks. In order to assure the foregoing standard

and quality requirements, Wizards of the Coast shall have the right, upon notice to You, to review

and inspect all material released by You that uses the Licensed Articles. You shall fully cooperate

with Wizards of the Coast to facilitate such review and inspection, including timely provision of

copies of all such materials to Wizards of the Coast. Wizards of the Coast may terminate this

License immediately upon attempted notice to you if it deems, in its sole discretion, that your use

of the Licensed Articles does not meet the above standards.

5. Termination for Breach

In the event that You fail to comply with the terms of this License or the d20 System Guide, You

will be considered to be in breach of this License. Wizards of the Coast will attempt to notify you

in writing by sending a letter to the address listed on the most recent Confirmation Card on file, if

any. Except as otherwise specified herein, you will have 30 days from the date of the notice (the

“cure period”) to cure the breach to the satisfaction of Wizards of the Coast. If no Confirmation

Card is on file, you will be considered to be in breach of this License immediately. If, at the end

of the cure period, the breach is not cured, Wizards of the Coast may terminate this License

without further written notice to You.

6. Effects of Termination

Upon termination, You shall immediately stop all use of the Licensed Articles and will destroy

any inventory or marketing material in Your possession bearing the d20 System trademark

logos. You will remove any use of the d20 System trademark logos from your advertising, web

site, letterhead, or any other use. You must instruct any company or individual that You are

or become aware of who is in possession of any materials distributed by You bearing the d20

System trademark logos to destroy those materials. You will solely bear any costs related to

carrying out this term of the License.

In Wizards sold discretion, Wizards may allow You to continue to use the License for Licensed

Articles which otherwise comply with the terms of the License.

7. Penalty for Failure to Comply with Termination Instructions

If You fail to comply with the Effects of Termination, Wizards of the Coast may, at its option,

pursue litigation, for which You shall be responsible for all legal costs, against You to the full

extent of the law for breach of contract, copyright and trademark infringement, damages and

any other remedy available.

8. Updates

Wizards of the Coast may issue updates and/or new releases of the d20 System trademark

logos without prior notice. You will, at the earliest possible opportunity, update all material

distributed by You to use the updated and/or new version of the d20 System trademark logos.

You may continue to distribute any pre-existing material that bears an older version of the d20

System trademark logo.

9. Changes to Terms of the License

Wizards of the Coast may issue updates and/or revisions to this License without prior notice.

You will conform in all respects to the updated or revised terms of this License. Subsequent

versions of this License will bear a different version number.

10. Updates of Licensee information

You may transmit an updated version of the “card.pdf’ Confirmation Card at any time to Wizards

of the Coast.

* 11. Notices to Licensor:
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c/o Publishing Division

Atin: Roleplaying Games Department
PO Box 707

Renton, WA 98057-0707

12. No maintenance or support
Wizards of the Coast shall have no obligation whatsoever to provide You with any kind of mamL
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13. No Warranty / Disclaimer
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1 OPEN GAME LICENSE Version.0a 3

i The-followmg text is the property of Wizards of the Coas}, Inc. and is Copyright 2000 Wizards of
oast, Inc (“Wizards”). All Rights Reserved. Vi

ions: (a)"Contributors” means the copyright and/or trademark owners who have con-

Open’ Game Coment (b)”D rivative Ma!enﬁl” means copynghted matenal |nc|ud|ng
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PARTICULAR PURPOSE, USE OR MERCHAI TABILITY WIZARDS OF THE COAST *

tion, 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 i
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 descrip-
tions 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 indicat-
ing 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 condi-
tions may be applied to any Open Game Content distributed using this License.

3.0ffer 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 copy-
ing, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as
to compatibility, except as expressly licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game Content does not consti-
tute 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. ey
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 e A
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 govern-
mental 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
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Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original
material by E. Gary Gygax and Dave Arneson.

The Monsternomicon: Volume 1-Denizens of the Iron Kingdoms, Cop @n 2002, Privateer
Press, Inc.; Authors: Matt Staroscik, Doug Seacat, J. Michael Kilmartin, Brett Huffman, Rob
Baxter\B%Iin Chapman, Jon Thompson, Andrew Flynn, Joseph Milfer Matt Wilson.

\

The Mons(ernomlcon Volume 1-Denizens of the Iron Klngdéms V3.5, Copynght 2005,
Privateer Press, Inc; Authors: Matt Staroscik, Doug Seacat, J. Michael Kilmartin, Brett Huffman,
Rob Bajter Colin Chapman, Jon Thompson, Andrew Flynn, J&seph Mlller Matt Wilson.

—

“The Monsternomcion: Volume 1—Denizens of the Iron Kingdoms V3.5 content is Trademark mﬁ
copyright© 2002 Privateer Press, Inc S
The Monsternomicon is publlshed under the 'Open Gaming License and me> D20 System
Trademark License. All game mechanlei in thi: } book are open game content, mcfudlng monster
attributes and special abilities, new equipment, new feats, new skills, prestige classes and other
material derived from the SRD. Descriptive text including stories, characters, proper names and
other depictions of the Iron Kingdoms or its inhabitants is all Privateer Press product identity and
may not be reproduced. All artwork is always product identity and may not be reproduced. All
product identity is copyright ©2002-2005 Privateer Press.
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“For generations men have feared the shadows of our realm, told tales of things that go bump in
the dark, and cowered behind locked doors through the cold, lonely hours of night. I have stalked
the wide expanses of Immoren now for several years hunting these shadows and sounds, and I

have come to one conclusion: we’re all going to need some bigger locks.”
—PROFESSOR VIKTOR PENDRAKE

Follow the famous Cygnaran scholar, Professor Viktor Pendrake, as he takes you
deep into the darkest recesses of the Iron Kingdoms™ seeking terrors unimaginable.
Pendrake has catalogued over 80 fascinating finds—creatures mundane and legendary,
spectral and mechanikal. The Monsternomicon™ is naturally a great tool for terrifying
your players, and its abundance of details are sure to fire up any campaign.

Winner of four EN World RPG System Awards (including Best Cover Illustration,
Best Interior Art, Best Graphic Design, and Best Monster Supplement), the popular
Monsternomicon Volume 1 - Denizens of the Iron Kingdoms has been updated for version 3.5.
Within these pages you can:

* Learn about the monstrous inhabitants of the Iron Kingdoms described in rich
and incredible detail. Each creature receives no less than two fact-filled pages
including adventure hooks, arcane creature lore, and more to give your adventures
a running start.

* Draw inspiration from the gritty and terrifying illustrations by the award-winning
Privateer Press art team that bring each creature to life.

e Explore a thoroughly updated appendix that includes prestige classes, new game rules,
wilderness encounter tables, and information for using unusual races as characters.

e Challenge players of all levels with the wide variety of fearsome creatures. The
Monsternomicon is the ultimate bestiary for any d20 campaign.

Requires the use of the Dungeons & Dragons Player’s Handbook, Third Edition, published by Wizards
of the Coast, Inc. This product utilizes updated material from the v.3.5 revision.
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