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lhj_\_:n fweny-fwo years M‘@Zs’_ .

st | care across a tattered mansal on some University back shelf entitled the “Tome of Bmsfc | per

muamﬁw kmm SI-MPZJJ as PI@HEJL [ was youHp and ;hl[b'd with drearns gf adventure and mmiuﬁaht}' in those Ja)'s I'm rather embarrasse il -m
- Foched that misty old chapbook wnder my armt and prowpily hfted it from the University’s possession (it is still in my collection today) ), and -@ﬁﬂf dev
q ..'a] bit of it mfwr}zﬂ} on my first smenster bunt. In your “hands you hold the gatherum of my great many nofes- and Experionces collected over g':' past
Sl Flerein you will find detailed observasions and recollections of creatures both breathtaking and mghmamfa I bave strove to be as accurate. as pénb!’e i

L b’u! and 1y fﬁfﬁ!‘dl bﬁt cannol puarantee the ACCUTACY gf cach and FUErY 101 Of this tome, S‘x‘IH I %pr’ you will f nd this Monfmfnomimn as vafaabfe ?
as essential as I have fbumf Holden's agzd' but mrf!spr'usafxfr "Tome of Beasts.
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ﬁiedmm-s:ze Construct

#10(22kp)  HitDice: 6d10 (33 b))

i (-+4 Dr:xl : Imtmtwe ARt e (-EEDEXJ,__ w
N Speed: T

21 (+4 Dex, +8 natwral, -1 sz)  AC: 2 (+1De, +5 natural)

Bite +8 melee . Att{&d{s : 2 chains +11 el
Bite 1d8+7 Damage: Cbam Zd{)—f*?

L ft.by 10 ft./5 f Face /Reach:

ﬁ !;yjfr/wﬁ

| Energy discharge 1d4-1, greater Spe{ml A;tz_:;]gs Cfmzm constrict, preater dis-

dispelling, trample 14347
Absolute magic resistance, con- ecml Quaftttes Absolute magic resistance, con~
struct, bardness 10, null ﬁe struct, bardness I,_S,‘rmﬂ ﬁcf{f

4 o 60 i md:us speﬂ consumption
__H)ET-I-I,R;E,F -l-_?_j_V_ﬁ_mF Sm.’zs Sk | Jort +2, Rf,f 7, TT:H 3%

Str 20, Dex 18, Con —, Ahhttes gt:r 20 D.f,"c A4 C o —

N e . Int—,Wis 1, Cha I

Efﬂ:»& mggmvcd rab

Chmate e/ Ler fermm I Aﬂ_;k? fami'
Orgamzatwn s 12 olzm_t\- -3
> Challenge Rating:
‘ ___lﬂmurmf Alignment: f-li u.swc neutral 5
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tend, ﬂj‘e wizard Thain Raleah, is a i 5 dropped immediately.
‘oppoenent when something raises his ALY He told me the tale of a small
; ] ' ke branch of the Fraternal Owder of

had been assaulted by one of these

creatures after a brother was con-

d‘.lci'n‘jg unsanctl toned Exp_‘.rlmcnts

in a nearby scrap vard. Two of

the five resident wizards were

lost to the creature and two oth-

® ers permanently scarred; the sutyivor—Dhe responsible for

the ereature—hasr't been heard from since

As Thain explained to me, theyare not 11"12'1:,: CILALTES, NOT

05 face went pale andhis tone . creations of any intelligent being. They are strmge copstruers




Animatons

born of latent magical encrpy and are the ultimate bane of all
who tamper with magic or wield enchanted devices. Under cer-
tam circumstances—which aren't entircly undcrstood—magical
residue can animate pieces of worked metal, usually in the form
of debris, into certain recurring forms, Fields of energy that
:mrpletef}’ suppress magic surround these animatons, and they
have even further abilities that can cause permanent loss of
magical enchantment.

Though I've heard tell of others, there are several more
common recurting forms of animaton, each with slightly vary-
g abilities. I have heard primarily of three varieties: the large
=nd serpentine gear wyrm, the bizarre rip cutter (which resem-
Ble< a pile of flailing chains wearing a suit of armor), and the

small but deadly chain runner (a humanoid form, com-
posed largely of chain and wire). Though they each
Save their own distinctions, the visage of a walking
gele of junk 15 a haunting one indeed.

They are all universal in their basic behavior, which
seems to be seeking out and E:ed_{ug on magical ener-
zizs. This is how the branch in Fellig was assaulted and

Samaged so horribly; the wizards present were rendered

Gear Wyrm

smpotent and unable to

Ahey mied
2o defend it with ph}'bi—
cal force, but in this regard
he anmmaton was exploiting
shess weakness. Unfortunately, only a
Sew men occupied the Fellig site at the
fame, and the assaulting animaton seemed
2o be of greater power than is
LL‘_{!LL o
Fve never heard tell of an ani-
maton demonstrating any real mtelligence, but there seems ro
B¢ = certain instinctive behaviot pattern present in all. This is
wiss pigqued ory mrerest i them most, as T had hoped it might
shed light on my rht:prﬁ{;n instinctive behavior i livin ¢ crea-

f Y
mes. Flowever, study has been slowt These constructs are

eseechingly rare, Ustially Only occupimy in places where great
el enerpies havedbden woouphn 1 have encountered 2 fow

simong the juak-strewn batdlefeldsalong the Llacl-Klhudor bor

der, as well as in a few scattered ruins, bur in all cases my Com-
panions and I had to put the terrors down before they ran
armuck.

Comgsat

The following abilities are common to all animatons.
Absolute Magic Resistance (Su): All spells cast upon or
which would otherwise directly affect an animaton have no

effect on it whatsoever, and no

amount of spell ercngth Ay
overcome this.

Greater Dispelling
(Su): All animatons may
cast dispel magic at will, as
a normal action. They
cast this as 7th-level wiz-
ards; however, the}-‘ reCeIve

a L‘.ompctenc_y bonus to the
die roll equal ro their hit
dice. Furthermore, if they
exceed the defending DC by
15 or more, there is a 1%
chance per HD of the anima-~
ton that the dispellig will become
permanent- 1f cast upon an iten,
that item loses its magical proper-
ties: if cast upon a target affected
by a spell, that spell may never
affect that rarget again; if’ cast as a
counterspell, that spell is perma-
r‘Jt‘IlL‘I} removed from the caster’s
spell list; creatures using spell-like
abilities lose those abilities; and so
on. To remove this effect one must
have restoration Casr b}-' cither-a clerie
of Morrow with Ascendant
Corben as a patron or a cleric of
Thamar with the Magic
domain.

_1.':)0 note that,
though an anima-
on I’i‘t;l}' TECS
oguize
a spell,
magic itetn, ot other .
¢ inTment, it does r‘.iif-{.‘I.)‘ng"!'l‘fm_’Th*f what s gomg on. [t uses

this ability out of fostinct srde

wont target spectiic
% 1
Herms, ofics intentionaliy L

Null Field (Su): -‘\”_lm!i‘:'.;'.{.::'I‘.r e Sty
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Superior dispelling

Absolute magic resistance,
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_ﬁrzld 200 ft. 7 mdms ggeff

 consumption, spell turning

Fort +3, Ref +6, Will -2

_ St 21, Dex 21, Con —,

Int— Wis 1, Cha

imafe Z Terrain:
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L0

Af‘wm:s nmrmf
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pelled simultanecusly 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 animarons are not smart enough to heal themselves inten-
tionally this way.
qear Wyrm

Gear wyrms are the most base of all animatons and seem
to possess the least amount of instinct. Generally, they slither
and roll about looking for nourishment and attacking anything
that comes near it. They use their dispel abilities less often and
frequently employ physical arracks.

Energy Discharge (Su): Whenever a gear wyrm is struck
b}' a ph}’sical blow, the magical energies it has consumed burst
torth slightly, in the form of crackling blue lighming that
affects all in its threatened area for [d4-1 damage. All crea-
tures, except that which made the affecting attack, may make a
Reflex save (DC 10) for half damage. Creatures immune to
lightning are not immune to this effect (it’s not true lightning),
though spell resistance functions equivalent to hardness (of
equal numerical value) against it.

Trample (Ex): A gear wyrm may roll over and effectively
trample any Small size or smaller opponents for Id8+-7 bonus
points of damage. Victims who don't make an attack of oppor-

Reflex save (DC 16) for half damage.

tLT.l'lIl‘\ may m'lkn

R]P Cutter

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

Chains (Ex): The nip cutter
" wields 1ts chains as if it had the
Weapon Finesse feat, and it may
perform all of the special
\ moves normally allowed with
such a weapon, except that it
may never drop them.

Constrict (Ex): With a suc-
cessful grapple check, a rip cut-
ter deals ITd4+5 damagc to any

grappled opponcnt*of ;
MCC‘J.LLII}.-SL(ZE o 511]2.“61’
Improved Grab (Ex): -

e For this ro take effect, the

riP cutter must score a su‘o-
I R i




cessful atrack with one of 1ts chams. It may then attempt to
constrict the vicrm.

Caain Runner

Althuugh they are stmple-looking constructs, chain runners
demonstrate a surprising instinctual cunning. They rely almost
entirely on their dispelling abilities, seeking out and attempting
to permanently debilitate spell-wi elding beings. They tend to
avoid physical combat.

Spell Turning (Su): Any spell cast upon a chain walker
from outside of 1ts null field is instantly reflected upon the
caster once it reaches the null field (it botinces off of 1t, so to

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

Treasurc

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 components of
magical items that have (only) dispelling or antimagic effects.
Items made of these parts cost half the XP to create.

. :Ammfttcm PIE(IE"'\ are also Prme:l b) scholars and m/ers who

Legenns & Lore

COMMON: Tt is known that there is a rare type of construct
that can arise without a builder’s hand, though only of former-
ly crafted metal parts.

UNCOMMON: Animatons are animated and powered by
latent magical energy. They possess the unique ability to sup-
press magic.ll enetgies.

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

OBSCURE: There are rumors that a particularly clever under-
ground band of elves have been performing experiments to
I‘T!I.I'Ig an ;1nim;1[_011 in'[.(.) l}{’.{rlg, —I_}TL";S ["Lll' 1.11(’.}' hil\'(_’ b(_’en LITIS11C—
cessful, but they theorize that if they can replicate the condi-

tions of their genesis, L'he)' can unleash one of their own.

Hooks

An estranged wizard out of Fiyve Fingers has decided he
wishes to perform some experiments upon an animaton. He
currently searching for someone to help him capeure one,
although doing so might prove a nigh impossible task because

of their peculiar resistances: Rumor has it that this is .d-'w_

himself,

“This walking pile of j‘uﬁk at’t nothur. My znrfmﬁmﬁfﬁ;w_‘ ;

‘Jvmrw bas ;msr?r‘ e :fowﬂ 1\«’6 boyv h&s_ wz\w .
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uring a trip in the northern lands of Khador a The most notable thing about an argus is thar it has rwo
number of years back T was called upon by an old heads, which enables it to do several things ar once. So it can
friend to help the Khadoran Free Soldiers League rack and guard at the same time, ear and sleep ar the same
dispatch a slaving ring run by black ogrun. It wasnt  time, or even rip your sofa to pieces while doing the same to
d:le type of thing I usually get into, but I owed this friend a your entomology textbooks! Both of its heads have distinct
muple. of debts, so I joined in. The slavers had personalities, and it is perhaps the only creature I have ever met
Iaidecl many villages, and the cruelty of the ] that is good at keeping its own company. They have short
- ogrun masters had ruined many lives. All - = thick fur, usually colored a dark brown to a glossy black.
- told I helped rescue a hundred souls VA The argus dogs were first found as marauding
- from their iron mines, Gemenus, an ¥ . ' kW= acks in Khador. It wasn't long before specimens
mguspup was a gift from the sol- A - ) - made their way into keeps and noble houses to act
X ; as guard beasts, and the argus is now even the
official symbol of the Khadoran Free Soldiers

League. The

elite
trackers and
rangers of the league are
often trained to handle these dogs,
These hardened men have wept
open.[}' at the loss of their canine d}argcs,
so valued are the dogs among them.

The argus 15 a dmgeroue. mm:ml whcn found in the wild,

e 5 B




They are incredibly intelhgent,

and groups of them are
deadly. The packs
can eommuti-
cate with a W
series of yips S g
and yowls and w
employ all of the W ’é
breed’s distiner o :
abilities to bring )
down prey. Wild
argus hunt in pairs or packs
and have a very strict hierar-
chy. A pack will often stalk
their prey for days before
moving in for the kill.

Comgsat

An argus is typically nsed as a tracking dog or traveling
companion. It is usually commanded to bark and then atrack
those who assault its handler. An argus on the atrack stuns irs
prev with its bark and then rakes the prey to the ground with
'l-q its grappling bite. y
- Doppler Bark (Su): The doppler bark is a fear-based cone
v attack that paralyzes its prey. The cone extends 25 feet from the
argus. Anyone caught in the cone must make a Will save (DC
12} or be paralyzed in confusion for 1d3 rounds. Tt may do
this once per day.

Grappling Bite (Ex): If an argus manages to successfully
artack with both bites, it begins to tear apart its prey with its
- 1aws, Ireat this as an improved grab. It may use this against
k erearures Larpe or smaller. However since both jaws are used in
doing this, ¢ gains no attacks and may only grapple while 1t
ases this ability.

LegenDs &Lore ;

COMMON: The :}fgus’,r,a a rwo-hcllded dog that is sometimes
used as a tracker am:i war hotnd.
COMMON: l_ht batk of
rm;it:t!ng you pazalvzed‘ﬁ)r‘a

N arous can addle your mind,

w moments——plenty enotgh

time for it to pounce you and tear youapart.

RARE: If you see one of these dogs in Khador, don't kill it.
There’s 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 ferch as much as 1000 gp. Pups are worth

around 250 ap amue In Khador the 1111111‘11'\ values these J.Ug:i
immensely. lhcr\ 15 a standing bounty on bringing in live argus
(100 gp)), and bringing in wild ones will fetch you double or
triple depending on their size. Injured specimens will be healed
by beast-tenders; the cost of healing is usually deducted from
the }‘mm!'\'.

The argus is considered a

;\Jl 1 I‘Ild] b!\ 1 I } L

a beast for purpoeses of the Handle

Hooks

A merchant has come to town selling afgus dogs to the
noble houses of the area. These are speciatly trained to respond
to the merchant and his rogue friends. Fhe rogues are using the
dogs to d;nb]e the gu.lrds and families s they are easier to roh.
Howeter, a former Kh"ldm‘ free leagner has becomie aware off
the pI.ms of the rmrc‘hm[\ He has recruited the party to help
hirstop the thieves;
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Vérmm assassin fly wmir:csszs

Fort 3, Ref +2, Will +0

.eml Attangs_ :

Qualities: A

first came across this specimen upon my maiden voyage
into the fringes of the Bloodstone Marches. While trav-
eling through the canyons, my group came across an
@ unconscious sand beast. The creature’s lungs labored 1n
:.- the Scorch.l.ng air, I asked my trusted guide Quumut what could
haye felled the creature. He replied with a single word, “khal-
paut.”’
This crypric answer left me wondering what he meant, but
I did not have to wonder for long before we heard one of our
- maveling companions cry out. It was Michacl Chanwiller, a
~ gaunt but determimed student of mine. Curious to a fault he

 had approached the fallen sand beast before being told to and

: by dcmg so had lost his hﬁz

; Sk__t Hs

Str [, Dex I5 Con 12,

Int_— Wxs 30 (Jm 2

Abilities:

H:dc +28 Lasrm +4 .Egor 7 -F_

: AE‘I lity Fo focus J':POImH /zm‘Pfarir)
_ Waapon Finesse (ting)

I eats:

Amr desert
Sofu,u:\, pair, or nest { IL—Z_OI)

Cf:mate / Te prrain:
Ofgamzatwn

Alignment; _ 4st neutral _

Advancement:  —

Assassin flies have a crimson carapace and fine black wings
that blend into the rocky terrain of the Bloodstone Marches.
They also have a wicked stinger used to both implant and po-
son their victims. The male’s poison is a mixture of potent
blood and nerve toxins, meant to prepare the body to host the

female’s eggs.

Comsat

Assassin flies hide within the crevices of canyon walls or
rocky outcroppings and wait for unwary creatures Lo come
within range. The males attack anything wi thin an 80-foot
radius of the nest, while the females only venture out of their
nests in order to implant eggs.

Poison (Ex): The male assassin fly's sting injects

poison nto the victim's l\ody f‘orc‘ing them to
make a Fortitude save (DC 137
initial damage 3d4




t:n‘xpozary*(:onsﬁmnon, secondary damage 3d4 temporary
Intelligence.
IIﬁplent (Ex): A female assassin fly that hits with a sting
~ artack imjects eggs into the apponents body. The affected crea-
. ture must succeed at Fortitude save (DC 13)
o avoid implantation. Often

the female assassin

fly uses this
ability on
UNCONScious,
helpless, or dead
ereatures {which ger no
saving throw ; this attack injects 1d10+8 eggs and
feaves an inflamed crimson ring around the area
where the eges have been injected. A remove
disease spell rids the victim of the eggs, as
does a successful Heal check (DC 20). If the
check fails, the healer can try again, bur each
atzempt causes [d4 points of damage to the
pattent. Lhe eggs hatch after a day, at which
ame the vicrim falls mereasmgly fll (-1 permanent
damage to all ability scores for every 8 hours the infes-
tation continues J. Drinking a draught made from blood
polyp leaves kills off the larvae within the body ninety
percent of the time, but also forces the vicum to make a
Fortitude save (DC 13) or suffer [d4-+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 hunr,

Assassin Fly Weaknesses: After an hour in a humid envi-
somment, the assassin fly's speed slows to 20 ft., and their
mmaneuverability drops to average. If an assassin fly's wings actu-
ally get wer, then it loses the ability to fly. Incense made from

P blood polyp root also repels assassin flies with its acrid smell.

Treasure

The assassin fly's poison is highly prized on the Tron
Kingdoms black murkets. Each dose of poison is worth 750 gp.
Assassin fly egos are also poisonous if ingested and force the
consumer to make a Fortitude save (DC 11) or suffer 2d4+1
temporary Constitution mitial damage and 2d4+1 temporary
Inrelligence secondary damage for each egg ingested. Assassin
Ay eggs sell for about 180 ap.

ed with eggs until the larvae emerge from the victim's corpsae

RARE: Assassin flies have delicate wings that react poorly n
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.

Hooks

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

to early graves. He leayes a
dead assassin fly upon his
vicrims as a calling card, The’

PCs are approached by the

local lawmen (or some criminal ele-

ment) whe will pay them handsomely to
locate and capture the assassin.

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

make oblivion that much move bearable”—— Khal-paut, assassin
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Sa8+15 (36 bp)
SHL(FL Dex)

20 fi.

16 (+I Dex, +5 chainmail)

By weapon + 7 melee

Longsword 1d8+5; or greataxe
1d12+5

Tnt 12, Wis 10 Cfm8

e L e

Cra ft (W&iporzsmrrfg) Eor £
-+ 3 Smrfb Aok Emmm'zm’ +6

mer Atmcfe Skd Foms Cmfr

4 weaponsmrtb)

Climi [ i,

Organization:

Any land and underground
Smithy ( D) ), forse (2—4),

Dy fr/10ft
Fieree gaze ce G
Blood-forged szl

Fort £7R7 2 Will +1
dex 13, Con 16,

e

ﬂt dark hran of a biack
sdd me out for some of

1y supposed comrades

T:sr_mb[e their ogrun cousins
w.xys Mustr obnmslpthey are the same size and gen-

= __foundry (5-10)
Challenge R Ratt _g__ J

Alrgnmmt

oz e gmau) rre:It;‘rJ_e-xr

Admru:ment

6—15 HD (Imge)

M_,._._:h. o e

Dispose of any weapons you may find in their lairs—the steel
is cursed, I'm sure of it.

Comasat

Black ogrun charge mto 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 opposttion, they will rum,

but they hold grudges for a long

time.
Fierce Gaze (Su): Anyone
meeting the stare of a black

il H T R

duce we Fapons and steel
tise slaves and evil

ogrun is treated as
g

. b-:ing under a bold person spell. The

ogrin must make a ranged touch attack
at +1 to lock its gaze with its opponent. The gaze can initially
cesstul Will save (DU 2 This aveids the
effects of the gaze altogether, A held victim remains trapped

be broken with a suc

until the black ogrun looks away or the gaze is otherwise bro-
ken

Blood-forged Steel (Su): Any weapon wielded by a black
ogttn has a 10% chance of bcing cursed, forged with Seerer
riruals and the blood of tortured slaves. Weapons that are




blood-forged are treated as masterwork quality, as are all black
ogrn weapons, The weapens infect anyone who
wields them with blood steel madness (see
below). Black ogrun are immume to this
effect,

Blood Steel Madness
Infection: Contact
DC: 20
Incubation: 1d4 days
Damage: Once the wielder of a blood-forged
weapon is a.ugered or irritated l‘lu’}’ must make
a Will save (DC 20). If ['h(’y fail, they burst
into a rage of hatred and bloodhust. They will
attack anyone within sight, friend or foe. Treat this
as a barbarian’s rage that lasts 2d4+4-4 combat rounds.
The only way to exit the rage is to let it run its
course. Onee the rage is over, the infected passes out
and awakens 1d4 hours later: there is a 50% chance
they will have no memory of the rage. The disease
can only be cured through magical means or by
destroying the weapon that caused it. Smmply
removing the weapon from the wielder’s posses-

sion will not cure the madness.

Treasurce

Black ogrun always produce
masterwork weaponry. When sell-

mg weapons they always make at least one blood-fo

ged weapon
available—usually the finest looking one. They typically have
standard treasure, bur all rolled weapons will be of masterwork

guality.

LeqenDs & Lore

COMMON: Black ogrun are vile distant cousins of the reg-

ular ogrun found i Rhul, Cryx, and other kingdoms..
UNEOMMON: Although the black ogrun are brutal
slavers, they produce weapons of imeredible quality. Weapons
sroduced by black ogrun smiths are valued ll‘:i‘:.’.-{]::l‘li.':[ll. the Iron
.'--‘;;;\;doms_
RARE: The stare of a black ogrun can fix even the bravest
men in place; Never meet their gazel
OBSCURE: The ﬁ“!.
: ]

o Normally diseplned wariiors with these

- .7 1o 1
st weaponry of the black

been known e go mad, Riling evervone in their path.
e D THIness i‘! ]‘I'T“.‘.l':-!-\lﬁrh DEAT. AT
1
A

Hooks

* A connection has been drawn between a human arms deal-
er and a number of bloody arracks—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. .. but they are mot of black ogrun make.
Who 15 the smith and how did they learn the black ogruny’
secrets? Where 1s he getting his blood from? Is there a black
ogrun L‘.mtspii';u"\‘ afoot, and what is its ultimate g-;}a[T

* A more reputable merchant in another ity has accidental-
ly allowed some captured blood forged wea pons out ot his
51'10}‘, He needs to recruir some can=dg vpes to track down the
weapons and retrieve them covertly, so as to prescrve his reputa-

1
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Rake +15 meler 3

Rabr 14615 and ability store fo;;

S by S5f/5fi
Ability score loss

sp!ﬂdet abzfxtffs 5oatmmi N

weaknesses S o)

Fort +9, Ref +8, Will +4

o Il'““_.

herever there is water to be found you have the
chance of crossing paths with an urshan, or in
layman’s terms a “boarman.” Born from the
pairing of a man and a sea witch (at least
ording to rumors), these creatures prowl lakes and marsh
(:Fenn Marsh being a nomble example ) offering to ferry
to the other side.

éb_izities_: Str 21, Dfx I3 Cbn ik

Int 33 Wzs 1'3 Chz 10

Sk:ﬂ's APPraise +9 Bl iff -HO Hﬂi’f

£ Listen - H2 5Potw + 12

_I%ajs: % Aﬁzfzry foms ( abrft{y Score fos:_:)

G I:mate / fermm Am’ a;}_ﬂam )

Organization: Solxram (plus )—?S“:prgger

w(:ﬁaﬂengf Ratmg
Aljgmment: 45\*@’5 lawful ewil
Advancement: 810 HD (Medium-size) _

men, they usually seek out solitary lives in the Iron Kingdon‘ls’
more remote regions,

The very touch of a boatman can kill a man, and it is said
that those slain by its touch rise from the dead. These progeny
appear as bloared and corrupted corpses and are m nainly used
as a distraction. 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 boar to a warery death.

My first (and only) ferry ride with a boat-
man carme during a visit to

my residence in Corvis. lt




SRR

was ev‘enmg, and I was. seekmg a fmy back to my home in
southern Corvis (I h:l::l just finished 2 wonderful conversation
and dinner with the good Father Pandor Dumas upon church

: history and was too pleasandy 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 grimn.

“Where to, gov-

‘na?" said the fer-
ryman with a
creaking voice and
appraismg look.

After giving him directions
to the pier nearest my home,
we made great time across the &
Black River. It was a most
Peaccﬂ!l moonlit evening, and 1 soon found
myself settled in and quite drowsy. A fog

rolled in,

Through my half-hazed mus- ¢
mgs | unexpectedly felt something J
quite queer crawling up the backs of my legs. My

VEars

of experience proceeded to pull me out of slumber and into the
present predicament that I was in. 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 1f [ wanted to make it o the
closest dack that I should start bailing. As I pitched the water
aver the sides I saw something move beneath. I paused.
f There just below the surface drifted a drowned man, his
flesh pale and bloared and his eyes murky. In gh:ls[]}' 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,
bat 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 camptire
af good old Draven Corenghast, a junker T knew m my youth),
I said, “T have a bargain for you."’

“A bargain is it then?” replied the boatman, his fingers justa

breath away from my lips. The water stoppcd rising, The h ands
~ that had been reachmg for me retreated back into the waters.
~ “What bauble will Think quickly,

you give me for safe passage?

for Lq_z) o eug[’:t I'murs llm% It I8 dm:mased or um:ﬂ ths bo& i

After the exchange, he agreed to return me to my residence.
Needless to say I bought a new pair of boots; and thoughis 38
travel by ferry (after all Corvis is my place of residence) I do so
only with those whom I know and trust.

Perhaps the best advice 1 can give you when dealing with a
boatman is to bargain with him. He has a weakness for deal-
making and it might just save your life. Then again if you can't
figure out what he wants, you betrer take your chance with the

progeny and jump ship.

Comsat

The boatman depends upon his expertise and: withering
touch to keep himself alive long enough for his boat to sink.
Boatmen fﬂ*qucntl}r call forth
fog to obscure the vision
of their company and

use it to their
advantage in artack,
Once the boat has

sunk they join

their progeny
in the waters and attack their opponents relentlessly.

Ability Score Loss (Su): A successtul rake attack forces the
victim to make a Fortitude save (DC 17) or suffer 1d4+4-1
points of temporary Constitution damage.

Create Progeny (Su): If a boatman’s slam actack drains a
humanoid or monstrous humanoeid of their Constitution
(brought to O or less), then the victim rises as a progeny within
1d4 days A boatman may create and control a number of
progeny eqqﬂ to his Charisma score. The newly raised pmgeny
is under the command of the boatman that creared it and
remains enslaved unril its master dies or dismisses it, at which
time it perishes in a pool of murky water. See below for more.
on progeny. : =

Boat of Shades (Su): Once a day, a boatman may. C.aﬂ torthe =
a quasi-real boat, This boat fmlc[iongv"é?&é%ﬁﬁal boat does i
and 1s under the complete control uf t}}e boarman. The boat=
man may spmd a free ACLION Lo weakeﬁ;tbr b;}at, at which t' .

is kll]_u.'l




Bargnm' Boatmen have a weakness for making
'to'bargain, haggle, or any other such activity the
ds all hostlities (even the sinking of the boar)
| is miade or a minate has passed. A boatman is
¢ the deal for one day; afterwards he is free to act as
:VVhe'n 2 boatman first picks up a rraveler he chooses
a single yaluable item that he will haggle for (this
\ should be something thar can be seen by the

\ boatman and may be of either sentimental or

\ monetary value) and will settle for nothing

less.
Progeny Tcmp:_ate
Progeny are the risen victims of a
boatman's drain attack. They
appear as drowned corpses.

Hit Dice:

Increase to

Speed:

AC:

Attacks:

Damage:

Special Qualities:
Saves:

Abilities:

Challenge Rating:
Climate / Terrain:
Orga.nizzlti(m:
Challenge Rating:
Alfgrmlent:
Advancement:
Combar

d12.

Same as base creature plus swim 30 fr.
Natural armor improves by +2.

A progeny gains a rake attack,

Rake 1d6

Undead, progeny weakness

Same as base creature

Strength increases by +2. As undead prog-
eny have no Constitution or Intelligence
scores.

A progeny gains Alertness, Improved
Iniriative, Toughness, assuming that the
base creature does not already have these
feats.

Same as base creature

Any aquatic and marsh

Gang (2-8)

Same as base creature +1

Always lawtul evil

These creatures lurk just below the surface of the

water waiting for their master to call them forth.

They grapple with their opponents in an attempt to

pin and drown them.

Progeny Weakness (Su): Progeny can-
not survive outside of water for more
than I minute. If made to do so

they dissolve into a murky




- prtmen k:eéflmﬂ hlclclen (and often: aquatlc) lalrs that
_g}n: contain aniy manner of treasure gamcd from pasts vic-

: DMW coit: A boatman can create a dﬁ'ﬂii?g coin once per
' da}i,”r}us coin grants its possessor the ability to cast a single
it spell as a 7th-level cleric. The coin is good for only a
srngle use and rusts away afterward. Boatmen usually carry
0-2 (Id3-1) coins and use them to locate their vietims.
vaiﬁt'ng coins sell for about 400 gp each on the open markert.

Leﬁenns & Lore

COMMON: Evil spirits haunt the waterways, offcring rides to
the unwary. Beware unfamiliar ferrymen!

UNCOMMON: Boatmen are accompanied by undead min-
ions—those who they have drowried. Some boatmen are even
so bald as to haunt the waterways of cities,

RARE: A boarman's progeny will be destroyed if it is dragged
fron the water. If a boatman takes a shine to one’s posses-
sions, he may accept a bargain—the item for one’s life.
OBSCURE: Boatmen can blend into rural societies, posing as
reclusive river-folk. They may inhabit distant homes or even
open shops, all for the purpose of locating new victims and
new items o acquire,

Hooks

* The PCs are approached by a well-to-do merchant {or

other personage ] who has lost a family heitloom to a boatman.

The PCs may be hired to simply reacquire the heitloom or o
frunt the boatman down.

* Through their adventuring, the PCs have acquired an
~ unusual item and are now being followed by a boatman who

. wants to possess it. The entity has even set up a small shop in

'_Medmmdzze Undead

“Hzt Dice:
Initiative:

1412 (6 bp)

+4 ( +4 Improved
Imtratwe)

Speed: 30 ft, swim 30 f.
AC: 12 (42 natural)
Attacks:  Rake +1 melee
Damage: __ Rake 1d6+1
Face /Reach: Jft. Er} J ft. /5_ﬁ 5
Special Qualities:  Undead, progeny wmkmss
Fort + 0, Ref +0, will
= .J.QQ " -
Bt _.....:Ili.f_f;m]fﬁf 10, Cha 10
Feats: | Alertness, Improved
_Initiative, Tougbiess

S

I?Jts sam}_?loe uses a Ist—fevel buman commoner

_as the base creature.

N LY e
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the ocal area. People have started disappearing and the local
authorities may hire the PCs to find out what is causing the
disappearances.
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248 ( 9 ;IJE)

+6 (—1-7 D.:’x T lmprmred
Inmatwe S
30 ft, swim S0 fr._

19 L+2 Dex LG natumf + 2

p:mmeai armor)

Special Qualities: ""Imm seent

égy_gs A hrrt 1 (} Ref E52) Wﬂ 1 Vil =

zﬂnhtzes SW 12, Dex 14, Con Ll Irrr "
) W'zs 8 Cha EU

Skifis_:. v ” dec +5 ; Move SIEL’?I"}.'FS

Feats:

b daws —]—3 met’se bite +1

mrlfc or Igz weapon +3 J'IIL’I{’.{’
or +4 mng&cf -
Cfaw‘jéi—fl—l 51tf M-F or

z II battleaxe 1 d(g*f’f or s}'on‘ ﬁﬂ;f:
i:fg SR
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- think I am one of the few wavelers of the Iron
Kingdoms who has ventured a peaceful encounter with
the danperous swamp-dwellers known as bog trogs. Of
course, we don't often hear about the violent encounters

Eha-:l with such creatures, because few who encounter them live
to tell of 1t——so I'd have to consider myself doubly lucky.

My guide was a tradesman who made part of lus business

?ﬁdtﬂmg camouflaged gear made by . )
'_' g Emg craftsmen ( while there 1

Chmute /ﬂ{gﬂfﬂ{p b W’?mn or tﬁrrwt{ n}aﬁb :
; 3), pod (5=-20), bmzd
e Ayt "\/()O_“IOJ még O_IOO’ BN
Challenge Rating: 1

Alignment: Lmaﬂv nmtmf evil

Advancement: By L‘Fm_mfteaf__ ch;ss ;

not as bloodthirsty as some others out there, such as the horrid
dregg. They are 1solationistic and very territorial. T understand
that ih()\t in the Fenn Marsh near the Mirewater River ;lrld
Fennmar Lake area have a bitter lengthy bloed-feud with near-
by gatormen, who can be just as stubborn and bloodthirsty
when it suits them. The gatormen might have overtaken them
long ago if it weren't for the sheer numbers and tenacity of the
N bog trogs; I must admit that T was stag-
gered by the concentrated volume of the
bog treg population in such a small area.
Bog trogs are also known to have similar
conflicts in that region (and in oth-
Pas ers) with swamp gobbers, who con-
* sider them dire enemies (and the
two being so similar in some ways, 1
.~ don't blame them).
Though humanoid, bog trogs are
very reptilian, even fish-like, in appearance,
with skin that is a dank green and brown
in its natural state. Their culture is
advanced enough to have mastered tool use.
and adopted a basic mfrastrucrure,

—though they are still primitive com- i

pared to humans of even the nearby:
~;gatormen; the SWaIp. g@bbcrs I)emg ;
much more advanced than both.




Comgat

Bog trogs are able and surprisingly clever combatants. They
abways attack in numbers and make heavy use of stealth and
surprise. Onee engaged they are unrelenting and merciless,

Camol:iﬁ'age (Ex): “Bog trogs can change the pigmentation
of therr skin at will to match their surroundmgs. Doing so is a

8

full round action and grants a +6 bonus to Hide
checks. Armor that does not match the environment
cuts this bonus to +2, th()ugh bog trogs
311‘“05'_ TIEVET WEAT _SLICI'I

armor (what piecemeal *
they do wear is cam-

ouflaged to match already ).

Feats: Bog trogs receive
Improved Initiative as a bonus
feat.

Skills: *Bog trogs receive a +8
sacial bomus to Hide checks :
when submerged. They also
receive a +4 racial
bonus to all Craft
checks when it
comes [0 Camoti-
Slaging anything;
adstonally, they
mmay use their Dexterity
Somus as 1 modifier to
soe skill roll in lieu of

+hess Intelligence

Seaus due to
therr innate '
bk forit. ¢

Treasure

Bog trogs, though notoriously vicious and difficult to deal
weiis are well respected for their acumen when it comes to cam-
seiaang. Bog trog parkas, though hard to find, grant a +4 cir-
Senstance bonus to Hide checks when worn in an appropriate

" aonnent; they can be worn over armor, but impose an add:-
ol -1 armor check penalty. Such parkas rend to sell for 50
& 200 sp, depending on availability. If one has the connec-
Sees. they might even be able to hire bog trog craftsmen out

S astom camonflaging assignments (such as, say, camnuﬂ'xg--
e 2 bunker). Irems: Coaﬁ'&ﬂed"m\ such I.Vplcanv add +35 or
‘mere to the Spot DE. Paym
d rypically n‘lmh%:@ some

ent forsuch chores varies widely

L egenns & Lore

COMMON: Invisible creatures stalk the waters and trails of
deep swamps, capturing any who venture too far and leaving o
SUTVIVOLS,

UNCOMMON: These creatures are strange humanoids called

-

bog trogs, and they can change their

skin to blend i with
their surroundings.
RARE: Bog trogs are
MOST active during the
morning and evening
hours, and they are far
mote loath to pursue
trespassers during the
peak hours of day. If
they are encountered, an
overt dl‘ﬁplil}-’ 0}. Taw
strength will win the
respect of a bog trog party,
and if played up correctly
could lead to a peaceful
patley.

OBSCURE: Bog trog
legends speak of a truly

mammoth bog trog

lizard beast called
Ashiga. He was defeared

centuries ago by the

giant Ulmer (who him-

self disappeared cen-

-

turies ago ) and buried

himself dee P t“]t?t_‘P

beneath Stke Dulra {the Great Swamp of bog trog legend)

where he sleeps even today. Rumor has it that the bog trogs

have never ceased their search for Ashiga, who they dearly hope

toa “'RKC I1.

Hooks

A wuodsman m]gin‘l“\ ot u[ Pumt Bmlrne ]1.1:. gm-;e 11158 57
'ng in the Greater (J\'gnm.m ared, and itis mspected r_hat a tnbc
of ravenous bog trogs has captured hm.fhe TS f“!mtly e

paying a healthy ransom to anyore wIm can return i, alive oL
dead | Lurcf—fr‘rbl) ,Lilve 3 The truth of th :
has goné “off his md\er, believing himself to be a fictitious

steer is that the ma

lizard: scd risen from L }tbaen {relared to Aslnga pmhaps. i
W h.l:s maore is that the m 8

hog Lmqs beilwe hun ;md hﬂﬂ: ;

adopwcu-um as theit hyme deity.
too wrlfmg\to part Wrt,f:lf?%?r\tmf




Giaut (Aquam)
6IS+18 (45 p)
+0)
i s 20 ft
14 (-1 size, +5 natural)

Forr +3 Rﬁf +2 Will +2 8

91?' 7() Dex ZO Con 16
Iﬂr -F ch 10, C}m 6... AE
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M _Muftzarrafk Powrr flttack

fib:lt}ges

Skills:
I‘eats

Bite +8 mff.e.-z 2 rlaws

+6 mzfee

Climate / Terrain: Tz emperate 1 m@nan and ruril aquatic

Bite 1d8+5, claws 1d6+2

501{:1‘51:?} ol

Organization:

~ Spbyr/I0f
Grmshmg_f'nrf

-.“Ampbzfuous Bndgf—rapgmo
Néquwsmn 60 i

regeneration 3, scent

5 a man of science I truly enjoy debunking rumors,
and just recently my studies have killed the persistent
- rumor that bridge trolls are related to the other
embers of the woll family. True, a bridge troll
resembles a troll, and the anatomical properties are similar.
Hewever the creature is far more primitive, and it is either an
. amphibious throwback or another species entirely—which I'm

ot yet sure. Bur, this creature 1s not a true troll in the scientif-

- ic sense, as are trollkim, dire trolls, and the like. Not
that taxonomy matters much when
~one is leaping at you, trying to

bm: ycur head off!

Cbaumgf Ratmg

Usmﬂy m:utml evil

‘7.'—12 HD (fafg{l,_

13—18 HD (Hug)

Alignment:

Advancement;

for unsuspecting prey to walk by. Luckily, the creatures are as
dim as they are strong, The behavior of a bridge troll is very
predictable—if the beast is hungry it bounds upwards to
attack when good-smelling prey walks overhead. This makes
them manageable for organized parties, but they are deadly to
the unprepared.
Bridge trolls have distensible jaws, filled
with rows of sharp teeth that
can snap forward to make a
_ %,:__._: deadly biting attack.
=" The skin is gray and
pebbly in texture. Its claws and feet are
n ,:u: webbed, and pores in the rough skin allow it
< to breathe underwater, like a frog, Their hide
< also has some interesting mimetic quali-
ties—they actually have the ability to deaw
strength from stone or wood. By tapping
3 a bridge with their knuckles, they can
make their skin take on the proper
¢ ties of the structure, hardening
" them against physical blows.
While bridge molls no
= longer plague Merywyn
as they once did, they can still be a danger durmg
the wet months, and a few are stll slain every spring when the
waters of Llael rise. Even today that kingdafn has a standing

bounty of 100 CLOWnS on the_i‘r grotesque heads—bue I assure _-

you, thete are much easier ways to earn your keepl




Bridge trolls can eat fish and offal, but when one gets the COMMON: The vile bridge trolls Turk under bridges in wee
zasre for land-mear it begins to prey exclusively on people and arcas. They'll snatch you up right quick if yon aren't carefull
domesnic ammal:. The beasts tend UNCOMMON: Watch out for the creatures” snapping bire,
o attack fone travelers or They can open their mouths wider than a dwarven shield and
smmall groups of people, but NE bite your arm right off:
older specimens may = ) > RARE: The creatures make a distinct tapping noise before
Save learned to avoid it - S ps p ) they attack, as they somehow absorb the toughness of
the smells of & 2 > = 2 nearb\ wood or stone.

Serning pitch and & o i 2 )‘f"‘-'a OBSCURE: Under the peaks of southern Rhul, there 1 A
Slasung powder i ; o ) == a massive mother bridge troll. She dwells in an under-
that accompany E‘ : Y : ground lake fed by the Black River. The bloated troll o
armed parties. : . N2 L spawns a few more of these foul creatures eacl year.
They prefer to 3

sizack by surprise, ' ] ;
Leaping from a sub- e ‘ h LA = J TI'CHS ure
=erged hiding spot if " : i
passible.
Amphibious (Ex):
&}:jge trolls can breathe
egually well in water or air,
Bridge-tapping (Su): Once

per day a bridge woll can tap

The intact hide of a bridge troll is usually far
more valuable than anything that might be
dredged up from the beast’s often-watery lair. A prop-
ctIy skilled craftsman can craft the hide into a ]'aci(er or
cloak that wears like simple clothing but is quite resistant to
attack.
The jacket or cloak provides damage reduction
4/41. It takes a good portion of intact bridge
troll hide, the Craft Magic Arms and

scone or wood to gain the protec-
#e properties of the materi-
2L If a bridge troll taps
wood, it gains the effects of a
Sesiskn spell as if cast by a 7th-
‘el druid. If a bridge troll taps stone,
= smbues the creature with damage W, ANt 7
sedaction 10/4-5, and absorbs 20 rotal - iy _ . ——
Soints of damage before the benefit fades. : i
Seisge mrolls cannot mimic wood and
s=one at the same time, Note
= r when this occurs
e bridge troll's skin
Somee changes accordig
%0 the marerial mimicked, ‘ : - P
“hsuch not enough to grant = . St S = 4000 f
== true camoutlage. : : : -
Gaashing Bite (Ex): A bridge troll can
ke 2 great bite attack thar distends its jaws further to take
& Sasger bite our of its preys domg +8 additional points of
age if the attack is successful. Tt may do this frecly as a full-

Armor fear, Craft (leatherworking),
50 XP and 200 gp to prepare. This
cothing 1s bulky and cannot be
Z/7l,  WOIn Over armor. A bridge troll
garment
 bestows no
special
value o
armor class. Spell-casters
: value these
ey, hiohly and
most will

gladly pay up to

e inflict normal damage to rlck]f()l"'es of passmg vans. In che latest attack it even
: and '1t£ a caravan gl:a::d i dd" of the Iocal mﬂagc is fr
oth score to determine tha{ tht. beast will sdon ; : :
o receive a +8 racial itself] and: wanits 60 fec
_CfesP:cabIe beasi’ &




1L0+2 (7 bp)
S Dex)
3'0 ) ft., burrow 10 fi.

16 (+9 size, +4 Dm/ T

thfz +6 Ifm’ffﬁ 2 cliws +I me’fe::

Bm: Ld6-1, claw 1d4-1
Y ft. by 0 i, /O {r

Scmt
f‘o'rt —I—4 R_f +6, Hr il —H
Srr 8 D&x 18, Con IJ

urrow-mawgs are despicable little creatures with a
severe hankering for flesh. Some people call them
Jand piranhas, for they swarm and consume meat just
: like those ravenous fish. T have personally wit-
nessed them strip a fair-sized ox of its meat in the
Th qpan of a few breaths, and I shudder whenever 1
: "&ﬁﬂk of what these beasts can do to a man. There
ire stories of these creatures catching travelers at
_ mght leaying nothing but fattered cloth and
2= ]_)_Qﬂ_es as the unfortunate person’s sole remains
come first light,
= In appearance, these fiends resemble a blend
Getween a badger and a large bat. They are cov-

he end of each powerful limb.

long as a man's finger, and

; however, is their strong,
of sharp, serrared fangs—
g"‘-'mawg‘" I'm not sure.

o sawing through not

nt 4, Wis 12, Cha 6

Lzstfﬂ -i-)_"* Spot - -]-9Ajr

~ Weapon Finesse /Ezrf) I’I’egporz
Fm.-zsse (cﬂz\y

(,Itmate Z_Termm ._ f;rr{EEfare .fs;'ésrl__f!zﬂ wpfams amf

Ry _ underground
Organization: __ Pﬂfff (10-20) or mob (20-40)
Cballengf Ratmg e -
Alignment: .AZ ways neutral

Admnrement 8, 2:3 HD (’Ifm,'

can grind through a grown man's forearm in less than two sec-
()ndﬁ.
Hints of burrow-mawgs in the vicinity are in the wildness
(){: their movements and their :.cn*ntmz_ 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. 'I'hf:}‘ rely almost solely on
their remarkable sense of smell and hearing
whenever abroad during the daylight hours, for
I thm ese creatures are nearly blind except at
{ mg]‘nl Junng which a m: 1wgs vision is 512—
A X « nificantly acute. In fact, these
\é beasties m*.arly ;1Iw;1}-s surface
# at night, preferring to hide
away in their burrows and sleep
during daylight. One way to
@ keep these creatures at ba}' is
with light, but if’ they have
not eaten in some time, light
v ™ or no, the creatures will eventual-
A . [ \\“ ly o_vercome the}'r m{sgivir‘lgs 1 3
‘ order to sate their ravenous app_et_tte_,

- /) \ Some use this voracious ;_;.Ppetite

into d:mgu for food. In faet, it 15 surmised that durmg times

against them, for they will fearlessly venture

of scarcity they tend to eat one another. So this, Louplcd with
the fact that burrow-mawgs will leap into a flame p1t o Lhasc :
after meat, is most likely what kccps r_hc populatxon of thest'




Comsat

Sesrow-mawgs attack immediately at the first scent of food
= = sopears thar they have sufficient numbers to bring down
e oy

RBage (Ex): As soon as a burrow-mawg pack smells prey, it
s o a berserk rage. Individual mawgs gain +4 Str, +4
e and 2 AC.If half of the pack is killed during combar,
s each creature may make a Will saye (DC 15) to end its
s =ad fee. Any creature that remains enraged fights until

"

i or its opponents are dead.

Ligbt Blindness (Ex): Abrupt exposure to bright light (such

i s=mlight or a light spell) blinds burrow-mawgs for I round.
Th? also suffer a —I circumstance penalty to all attack rolls,
e, and skill checks while {)Pcrating m brighr_ Iighr.

Shills: “Burrow-mawgs receive a +4 racial bonus ro Spot

' Lssten checks. The Spot bonus only applies under low-light

Sker conditions.

Areasurc
Occasionally items of value such as gems, coins, and other

utrow-mawg dens or anywhere

& creatures paﬁ?@ﬁe lﬂlt a renal Iancl [ocateCI at tju
i, i, with the hormone that gives the

ing the adrenal gland of a

of the consumer by =2

(4
Legenns & Lore
COMMON: Nore.

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 mon ths.

RARE: Earing the burrow-mawg adrenal gland boosts the con-
sumer’s physical prowess. This attribute-enhancing organ, how-
ever, Is rather addictive.

QBRSCURE:

ing sounds locared in their chittering, although their “language”

The creatures communicate through minute click-

1s SCC‘lllii'lgl\' not very CO].']JP].L‘.X,

Hooks

Burrow-mawg adrenal glands have become the drug dis four
among the local nobility. The glands are valued :_anlungg. the
nobility not for the benefits one gains i combat after consum-
ing them, but for the high that comes with the increased physi-
cal ateributes. Suffice to say, these: nabies aLe paying handbonm{y

for fresh lmrr(m -MAWg CArcasses.
“Those. m\r\' f: tile mmugfmar have a hmm’ 50 &&rnH: ther be tap ﬂams&f

b v il o swtmmgoer . Ol 5 ey ol oo, Uy go

!‘Fm H EVER £al fsmIJ‘ uhgw TWJ fif - et @ faste, frlk} aﬂ SEIE gf £
.t}'mg ?fse they'll leap overa o ff OF £V tm:g}‘: infer @ dracodile’s mw_@a
after mm.t fbm e m.sa‘e:ef“A fﬁn{i gv‘m'&rr ! Dupant; Cygnanin




1d8-1 (3 hp)

Str 6, Dex I5 Con 22
Iﬁt-— Wss IO C}"m ZO

F2 (12 Dex)

10 ft, fly 40 ft. (g00d)

16 (+2size, +2 Dex, +2
natural)
Bite +-0 melee
Bite 1d4-2

Cf:mb +IU ths +Z4

Clzmate i Tfﬂam: )
. Q?'gamzanoit_._ -

fﬂ?’ 0e SWartt

Swarm ( 5—
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__|2_jt by 2 /ﬂ T
Armfb S(y‘tm ffesf: flesh b fmrmw

Il tﬂ! V?’?III?‘I zmm M?‘!Iﬁf&'

Fort +1, Rf}‘ +2 Wiﬂ

cavengers are part of the natural world, but some are
more vicious than others. Your average vulture or jackal
will flee the sight of a man. But some carrion eaters
ate not so easily frightened.

One time I agreed to help in the gruesome task of f search-
in g}ﬂ‘le site of a recent battle near Fellig for the body of the
son of a friend of mine. In one of those typically hushed up
border skirmishes, several hundred merce-
bt ries working for Cygnar had been slain,

long with at least as many in
E her company work-

bugs are exceptionally
black exoskeletons

nly a blunt mace or ham-

Challenge Rating: =2

Ahgnmeﬂr fﬁgys nmtm?

Advancement

tles landed upon them and began to burrow into their flesh,
softening their skin with an excretion from their mandibles.
Several died in the space of minutes before we were able o fall
back and get under cover. I had never seen so many beetles in
one place before, and we were not properly equipped to deal
with them. They must have gathered from miles around, drawn
by the stench of so much death.
When we returned the next day, cau-
tious and properly armed, all the bones
were picked clean as if the battle
had happened a hundred

)('e ars ago.

Comgat

Buzzard beetles hide amid corpses, eat-
ing them at their leisure. They become
~ highly agitated if disturbed and will
attack anyone who ventures too
close. They fly quite well and will
dive to artack, then latch them-
selves onto skin and begn to burrow
into their victim until slamn.

Attach (Ex): When a beetle makes 2
successful bite attack it attaches itself to its vietim and will
begin to soften flesh whete it has landed. Any successful attack
on the beetle will knock it loose, unless it has begun ;’Q_biz_m%:xw. :
Those wearing metal armot covering the ma]erlt} ot their skin
{such as full plate mail) are tromune to this.




Soften Flesh (Ex): Once the beetles atrach, they emit a
fluid that causes flesh to break down and turn to liquid, which
the beetles drink for sustenance. With corpses this is a slow
process, but when agitated and attacking, it is greatly accelerat-
ed. If the victim fails a Fortitude save (DC 10) they take 1d3
acid damage. This saye must be repeated each round the beetle
1s atrached, although it will temporarily exhaust its fluid supply
after 4 rounds.

Flesh Burrow (Ex): The round following success with soft-
en 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 they are attached. The beetle can be pried loose by suc-
ceeding 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.

Immunities (Ex): Buzzard beetles only take half damage
from piercing or slashing weapons.

- Treasure

-

a buzzard beetle can be
«organs that produce its

LegenDs & Lore

COMMON: Buzzard beetles are a variety of scavenger that
artack the living as eagerly as the dead.

UNCOMMON: Blunt weapons have the most impact 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 atracked.

OBSCURE: Alchemists will pay handsomely for intact bodies
of buzzard beetles, as there is a mixture derived from their

excretions that can ward off petrii"actlon and paralysis effects.

Hooks

After a merchant wagon is attacked by some bandits, the

picked clean, When checking closer'
hiding buzzard beetles.




20644 (11 ky)
+3 ( G De:x)

T
natural)
Bite +3 melee, 2 cdlaws +2
melee NG

Im' 7 Wis 10, (ba zz
_ Climb +5, Escape 4fﬁ.ﬂ.fr._m
 Hide +16, Listen +5, Move

___Szlmtlv 1—2 Opsrr Iofks +r‘)
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Iﬂebﬂgtmg’bmp

Emal Quahtws Dmnken domination, mtoxtcarf’d

i mggg_r_}y sf’apz-«rbangf
Saves: Bt 12 Ref 16, Will 13

ne evening I was enjoying ale at the Falling Star
with my friend Mitchel Filkins of the watch. He
was several flagons ahead, but I was surprised when
he lurched to his feer and began singing at the top
uf his Tungs, eyes stramning from their sockets. He then made
= ﬁ"ﬂ: mistake of manhandling one of the tavern girls.
Soon he was unconscious on the ground with
an ugly knot on his head thanks to Dando,
- thz bullish bartender.
2 My hunch that something was amiss
~owas Qonﬁrmcd When another man beg;m

» it in the
er's arm before scram-

C@;mate /T Termm : "1?1'1; Io.':aff near fe.::gs 9}‘ * ff SE8

Orgamzatwn Sofer‘am‘

Challenge Ratmg s MO L

A_lzgnmmt. W T U\imgb fbaorrr Hmtmf .
Advancement: 34 HD (Tiny); 5-6 HD

il Sma“;

. O

made me giddy. When I managed to catch up, it had already
tound the room's drain, jumped into the grate, and was sucked
down like so much ale!
Cask imps, as I have learned, entertain themselves from the
shelter of their casks by spying on the emotions of people
drinking nearby and controlling their actions. They usu-
ally just choose to embarrass their chosen victim,
but some are malicious and compel more danger-
ous actions. This becomes more likely as the
grymkin nears the bottom of the barrel and
gets grumpy. These imps only need alcohol
for sustenance and can go through five gal-
lons of wine or ale a night. This can incur a
considerable loss for the tavern owner if not
discovered quickl}'.

Comsat

Cask imps have sharp teeth and claws,
and are prone to rages if removed
from the casks where they cnjo‘;

g pick]ing themselves m Prodi.—

gious amounts of alcohol. They .pref'er Ty

flee if discovered and use their mehmhng burp

and shape-change :;.bd.ltics to get away =5
I_nebnatmg Burp (Su): Once per day. the cask i imp can-

bchll fmth a cloud of magzcaﬂy chargcd gas Thocc W;thm a




|

10-foot radius must succeed a Will save (DC [3) or be over-
come by laughter, falling to the ground and unable to perform
any actions for [d3 rounds.

Intoxicated Empathy (Sp): If happily immersed in alcohol,
a cask imp can sense anyone who is drinking within a [00foot
radius at will and pick up surface thoughts (similar to detect
thoughts’.

Drunken Domination (Sp): This power requires 5 minutes

of uninterrupted effort, but allows the goblin to take control of

anyone within 100 feer who has been drinking at least three
sutt drinks within the last hour and fails a Will save (DC 16).
This power 1s similar to dominate, allowing a bonus for actions
against the person's nature. However, there 1s a cumulative -1
penalty for each drink past three drinks consumed. Another 3
minutes of uninterrupred effort are required to switch targets.

.Shape—change (Su): Twice per day the cask imp can turn its
body into ]Equid, usually used to enter a cask of alcohol.
Turnmg mto a liquid requires 8 moye-equivalent action, and
they can be harmed in this form. They can rerurn to their nor-
mal shape ar will.

Treasure. 7 "
T %ﬁtealmd tash fine bottles of wine,
These stashes are d.lfﬁs_cult to find
“a _l_:n_lm'd and forced to bar-

gain for its freedom. Their taste in alcohol is impeccable, and
they will always steal the most expensive bottles available.

LegenDS & Lore

COMMON: Cask imps are alcoholic supernatural creatures
that break into raverns for beer and wine.

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

RARE: Cask imps can control the minds of dranken people
near them and can turn into liquid to help them escape.
OBSCURE: They keep sccret 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 fmimersed.

Hooks -

* The best way to spring cask r_mps o party 15 Wbﬂel.fhe‘y :
-best if one PC is

ﬂmk;

are celebrating’ing local tavern. U'his w

tecruited-€6 participate as the dominate
- §r:ver_al Pat_tic’ulaf?}n alicious cask inips inhabit a C
ed a bad reputation. The PCs |

tavern, which has sinee ¢

hlré’db}« the né‘;r\'(')u.'iﬁlprqpr_l'l::i‘m: ty find out '“‘ha_.t s hehmd
before the gify-coxmtil*g]&fﬁé “him down. o

ez
{=




.Mpmtms Humanoid

448 (18 kp)
sl Dex)

Knowfedgs (ana} +9, Listen -_
+6, Qeafrf" +7, Sense Motiy Mot:w.’

+5 Hea mg +6 _Sgot +3

30 1t fly 10 fi. (average)

14 (-1 Dex, +3 studded

leather)

4 prosthetic weapons +7 melee

@msth:nf weaE my} Imn
Will, Multidexterity,

Multiweapon Fi ng:tmg,. Weapon

3 Prosthetic blade 144

Finesse @rostbstic weaponry)

S by Sf/5f

_Gr _El'afomek

Darkvision 60 ) ft,, rzfeﬁat]mww

chirurgery, command drudge
“Fot +1, Rt +7, Wil 48 _
Str 10, Dex 16, Con 10,

Int 18, W:s H Cba I6

Cmft ( augmenmrwn) +

Challenge :Réfi‘né T D]
Alignment: _ Usually lful evil
Conrmtmtwﬂ = _I_)_Ipfomacv _

IémPemre undfggromid
Clave (1-4, plus 1-8 S
dmdges) Convene (5—12, plus
9—20 drudges), Collective

(1226, plus 20—40 drudges)

Advancement; =8 HD (Medium-size);

I-12 HD (Lare)

e wizard Crimnebule put it best when he referred

to the cephalyx as “the mind-rapers.” The creatures
enslave and twist their caprives with a perverse sci-

ence. Sadly I have seen the handiwork of the
o0 'c}.osely.
ebule and I discovered a cephalyx set-

shoulders in a spid_ﬂ'—iike

The mind-rapers can sense your thoughts and twist your
will. With a thought they can hold you in place,
N while their drudge servitors overpower you, The
| best way to parley with these abominations 1s with a
pistol.
Cephalyx drudges are held in check with
savage modifications and make fearful rein-
"\ forcements to their master’s will. A “helmet”
| of brass and crystal seems to be surgically

implants seem to grant the drudges with
increased strength and perception.
I witnessed a myriad of augmentations o

7 them. Each was crudely fastened in place with
stitches, rivets, and even screws. The poor crea-

they were human or something. é]se
Perhaps there is some ancient boqk that =

alludes to the goals of the cephalyx, but whatcver mtmvaﬁes
them is c»zrtamlv bevoﬂd my own sPemhaon '




Comgat

Any encounter with the
cephalyx is likely to turn into a
brutal melees While drudges
engage opponents in ‘ph}’sical combat,
the cephalyx use their formidable men-
tal abilities.

Cephalomek (Sp): At will—daze, detect
thoughts, mage band, mage armor; 2/ cay—rhold per-

som, suggestion. These are as the spells cast by a
6ih-level wizard (Saye DC 13 + spell level).
Telepathy (Su): Cephalyx can telepathically
communicate with any creature within 200 feet
that has a language.
Command Drudge (Su): Cephal}'x orders
&0 a drudge are more compelling than a domi-

sate person spell. A drudge will follow cephalyx

selepathic commands as closely as possible, no matter

Sow saicidal.
Chirurgery (Su): The modifications made to a
drudge grant them increased st:rength, HEW Weaponry,
and enhanced senses, The grafts and implants also
mclude a cephalyx “helmet” The helmer usurps the
crudge’s will and places them under the toral com-
mand of its masters. The following template can be
aoplied to any humanoid of Medium-size or
smaller.
CepHaJ_yx Drunc’e
Special Qualities: A drudge rerains the hit
pomts and level of its former self. However it
Sases aceess to any feats, class abilities, spells,
or spell-like abilities thar it may have had
poor to being enslaved. Racial abilities
are nor affected.
it Dice: Increases by one die
type o a maxi-
mum of 1dI0.
Speed: 30 fi.
AC: +4 to natural
armor class
Specmal Amtacks:  There is a 10%

chance that a slave will

access to the surface world, zaiding villages for slave
stock. A surviver of a raid bas recounted the tale and ™ &
has bepged the players to help him resetie hiis family. :

have a mechanical imb similar to those
L0 2 tephalyx. It sp, this grants the

s 4 \{x(‘ :

Saves: Same as b_ase Creatinc s

Abilities: Str +2, Dex +0, Gon

+2, Int -4, Wis -4, Cha -8
Skills: 44 to Listen,
Search, and Spot checks
Feats: Endurance,
Toughness (x2)

implanted with a helm_el;,
the full effects of the com-
mand drudge power will not
take until a week has passed.
During this time treat the character as if under the
effects of a dominate person spell cast by a 7¢h-
level wizard. Removing the helmet does I1d12
points of damage, and Id4 points of
Intelligence, Wisdom, and Charisma are lost (for

each a Fortitude save of DC 20 negares).

Leqenos & Lore

COMMON: Cephalyx are creatures that dwell in
deep caverns and underground realms.
UNCOMMON: The cephalyx employ mental absli-
ties that can cripple or bend one’s will.

RARE: Cephalyx have absolute command over their
slaves, If they catch you, you will join their number.
OBSCURE: The acolytes of Cyriss have a standing
enmity with the cephalyx. How this began, and
what the enmity is abour is a mystery.

Treasure

The vaults of the cephalyx are full of treasures
seized from the unfortunates they have taken into
bondage. Trear these ill-gotten gains as standard
treasure.

Hooks

Cephalyx haye begun wif‘.r:gmz\:aﬂ{hole to gam

-+

b

e

If a player characrer is :
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ese large arachnids are more
a nuisance than anything, as
they feed not on the living,
but rather on the dead.
[magine, one spends months and
months poring over ancient
\ tomes in search of the resting
place of Warlord Kyarna of
Qrgoth, only to ﬁnall)-’ get there
;11-|d ﬁnd |.}'ll’. L()ﬂ-lb \"j(}la"l’.fl b}'
blasted spiders! They're every-
where! Theyve sucked dry the
bones of every visible corpse
and filled every chamber with
thick webs, One can't venture a

step without disturbing a colony

of their young or slipping in a
- pile of their effluvial droppings!
\th ﬁ:a.sting on these Calr—
i ts f}‘lﬁ} first crack open the
mies of the fallen with their
“oversized mandibles, then
¢ a very powerful digestive
which the}! use to dissolve
v tound within. They then
lved martow and move
bone. In this manner, they

,archmlﬂgcal fnd. 1 hme

spxders have aqm— :

Int — W;s ” C?Ja' 3 o
S mleth 40 ?* szr —|—9%. '

Jump +7, Moﬂf Tzfmih' PR :
Spot +7*

‘_I}njgem!g and warnm ﬁ?lfﬂf{g@tffj{f_ i
_ Colony (2-5) ¢
(6 i I;

Orgamzatwn / 0!’ Swarin
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Advancement:

Luckily, the spiders only attack the living in self-defense
and are therefore little threat to the common man. Adventurers
such as myself, however, are another matter. The crypt spiders
do not take kind]y
grounds. They will not hesitate to band together to take on a

to any who disturb their homes or feeding

foe that poses a threat to their colony. Although they continue
o Spin webs., whidﬁ m;ly I'lt.?:].‘l‘k("}'l [);u:k Lo 1.heir e;lriiel' E\‘i)]L‘l—-
tionary days as hunters, they do not use them for hunting pur-
poses. The webs merely seem to provide a shelter for the spi-
ders and their young,

Crypt spiders are about as long as a man 1s tall and stand
at abour half of that, but I've witnessed them squeezing
through openings about half that size in search of prey. In
appearance, they are possessed of nearly translucent skin that
allows one to see the pulsating organs beneath, and their enor-
mous pair of oversized mandibles used for cracking open
bones extends outward from the head.

Comgsat

Crypt spiders usuaﬂ}' avoid combat, I:hough thfy will attack
if they feel threatened (unfortunarely for adventurers and del=
ing scholars, this includes disturbing their “food™). If pressed,
they will release their acid spray.

Acid Spray (Ex): Once per day, a crypt spider can evacuate
its acid bladder in a jer from its mouth. This attack does 2410
points of damage to one target 1 a-S-foot radius CI.IIC‘CE[Y e
frone of the spider. A successfiil Réﬂf:"( saye {:DC 18) halves




Skills: *Crypt spiders receive a +4 racial bonus to Hide and
Spot checks. Fhey also receive a +8 competernice bonus to
Climb and Move Silently checks when using

their webs.

2 J
Legenns & Lore
COMMON: Crype spiders feast upon the corpses found in
tombs.

UNCOMMON: (fryp[ spidc[s 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 ealls for the brain of a crypt spider, which may

allow the imbiber to inherit those memories.

Treasure

I'he erypr 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-dirch defense.

Hooks

Professor Pendrake himself 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 1s that the entire tomb 1s mfested with

a erypt spiders, more than the good professor and his assis-
tants can handle. Time 15 of the essence on this mission, as
there are many other parties interested 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 the ruin.

L Aenis7 fo%fzwﬁ/
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low wbolc stite good, skulls of A@vgggrg}_r_tg_r_;gw __21-40 HD (Huge); 41— 60
hate, soul furnace, spawn undead HD (1 Co ossal‘

Cornstrut, cold cmd  fire resistance

f all the mercenaries I've worked alongside in my Fifteen feet of kettle-black greasy iron and a gut full of
travels, the Ironhands are cerrainly some of the s soul-burning mechanika, the
most interesting. They're specially trained mercenar- _ { Deathjack supposedly resembles a
X tes working for the Steam & Iron Workers Union, 1 : steamjack made from the night-
¢ fy'picaﬂy perform tasks like track- mares of a madman. Its head is a
down rogue steamjacks and han- % horned helm with glowing eyes
i though sOmetimes Lhcy do more J ‘ : [W that sits between massive pneumat-
ic shoulders. A hybrid of machine
and vile necromantic 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
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

and the furnace vents give off a dark greasy
ash as it burns its victims, :
It hias been seen as close to Coryis as the
Widower's Wood, and as far away as the mountains

of Khador. Mention of it has been recorded in tales that go
back as far as two hundred years. I've even heard mention of a
tome thar may reveal the nature of its function. An ancient
hook called che Librum Mekanecrsss has been rumored to hold
thu, secret, Thts dusty manual su dly details. q._migfmg of




mechanika
with ancient Orgoth rites. The damnable tome
could be a key to unlocking the mysteries of the Deathjack.

Construction

Creating a Deathjack s possible. The creator needs to use
the procedures outlined n the Librm Mekanecrus. Learning these
procedures costs 1,500 XP, To begin crafting a Deathjack the
creator must meet ail of the requirements for crafting a golem
2 defined in the M 'ié?feu as :
whe rome, which inpluds fnany despicable acts, including human
sacrifice, \ e :

Howing the procedures in

Comeat

The Deathjack is eypically

encountered on the out-
skirts of civilized lands,
raiding small communi-
ties, and sometimes even:
armed caravans or

patrols to fuel irself It

anything it sees, Iris not

~ awithout guile, howeverJt -

can and will retreat from
fights it cannot win. [t will often

= b

use its mecrovent to thr;ow up: a screen of charnel ash to cover
7 Y

it5 escape. A :

4 he Deathjack cannot weatlicr the wrath of the blessed ax‘}d
sighteogs. A properly armed or with blessed or hlvi e
Weapons cag casily per{@ﬂaf&,ﬁl e Dieathjack’s armor. I wall
attack those that bear such weapans with all of its atieht

B

i




m-tg l:hmg within the ash doud must make a
{e save (DC 20) each round. Creatures of 3 HD or less
10 points of damage with a successful save, while those

die immediately. Creattres with more than 3 HD thac
theit saving throw take IdI0 points of damage as the ash
s and eats their flesh. A successful save results in half
e,
he ash doud is heavy and thick, and attempts to disperse
ith magical winds are half as effective. Visibility in the
dlotid is 50%, and the ash cloud should be treated
artia] COVer.
: 'Ixnpmved Grab (Ex): The Deathjack will
sften grab opponents in combat. Once it
Has o fiem enough grip, they get
tossed into its furnace through a
~ black iron hatch.
. Swallow Whole (Ex):
See swallow whole,
MM . Once the
Deathjack has
its quarry
in its
grasp;
they are
tossed
mto its
furnace,
& Inalﬁc the furnace
. ndividuals will take 4do
_ points of fire damage per round. In
dition the mgested must make a Fortirude
; 2 20) each round in the belly of the beast, or
evel. It is possible to force a way out through the
yjackc’s furnace hatch with a Strength check (DC 25),.
- made from the inside of its belly are atfecred by its

Destruction clerical list as a 1 7th-level cleric {mcluding the
number of spells available). They must make a Congentration
check at +10

These grim lanterns also empower the jack with the grant-

if they are struck while casting:

ed abilities of the Death and Destruction domains: death toudh,

and smite as a 17th-level cleric. If not casting spells the skulls of
hate make a soft chanting noise, and the flames inside of them
glow a hellish red.

Soul Furnace (Su): The soul furnace metabolizes life-
force. This horrid engine can hold one living creature of
Medium-size, or two creatures of Small size. Although the
Deathjack’s infernal engine can keep it going without souls 5, life
energy can repair damage done to the construct.

For every level the Deathjack drains it can heal 1410 hp. It

can store hife force like a battery, holding up to 20
levels of energy in the furnace. It can expend
these like charges (1—4 charges a
round as a free action).
-I‘h ¢ Enﬁ"g:}' ]’162115
[.}“: COn-
struct
1d10 hp
per charge
spent.
Usually
when
encountered it
has 5-10 charges
stored in its fiery gut.
These dissipate slowly, at a
charge a day, if unused.
Spawn Undead (Su): Any
crearures slain by the ash vented
from the Deathjack’s-furnace rise again
in 24 hours as fu.ll--:.LrL’nglh zombies or skele-
tons with a +4 turn resistance. Imbued with a
dark appetite these creatures will slowly wander to
areas of civilization to feed off of the living. Washing a
corpse mn hol\ water or c‘hling bless on the corpse will Pl event.

it fr’}m ﬁz.mg LIP as l()ng as L]‘u I)Ie:.:.mg takes pl 1Cc—§a\f!ljm‘n T_Fu:_-";-

M,/fﬁ:sr ]7 hours afeer death. e e

} Thi: Deathjack’s fiendish nature aﬂm&s
es Qfgoc}d with great power. Once pefr dx 1',

t [0 a4 ‘smglt mcl(:'e

\\

L ~enns & Lore

O GM‘VION The Deathjack is an horridly evil cie\:u: that ki

indiscriminately. It *;TP.% Lhc[hfe of the [mng o powrr its tu
THICES, ¥
UNCOMMON: Iu. engme& can' vent a caustic life- drammg ash
that can kill 2 normal man in an instant. This ash has necro-




-3 anuc"‘pmpcmes that cause the dead to rise as hungry sham-
—blmg beasts. Wasiung the ash from 2 corpse with holy water
will preyent it me psing, Those corpses that do rise up are
djﬂicul't to fEI:IL‘l[(c. or turm.
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, L‘-h’ey may make powerful talismans if removed
from the Deathjack’s still frame.

OBSCURE: Destroying the Deathjack permanently may be
difficult. More than a few tales speak of its destruction, but
- 1t artses 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 once per day can use the domain
aranted ability from the Death or Destruction list (depend-
ing on the skull held) as if’ they were a 12th-level cleric.
Every time a skull is used it shifts a character’s alignment one
step closer to chaotic evil; a Will save (DC 20) negates. The
DM may choose the path taken, but it usually is the quickest
Toute.

Onge a shift to chaotic evil 1s complete, the affected is
compelled as if by a gas spell (cast ar 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 their soul. It will then make its way

towards more souls for consumption.

The skulls themselves are impermeable to harm and can-

not be destroyed by any regular means.

;gg.giﬁ{-ouﬂ?ing areas before the creature devas-
wﬂ:h its wrm:ﬁ Ornerv old folk thar




; _-Undead ( Incorporeal)

Saves:

Fort +2, Ref +3, Wﬂ +8

6412 (39 bp)
+5 (+1 Dex, +4 Improved

Initiative)

30 ft., fly 30 ft. (perfect)

13 (+1 Dex, +2 deflection)

Tncorporeal touch +4 melee; _91'

% claws +4 melee

51‘1’-——- D&x 23 Con —
Im‘ IZ IVs I( Chilos

Dgﬂmﬂan' +I I Iﬂfzmrdggz“ T
L Krwwfea’ge (Arcana)
+7, Listen +9, _Egjzsc I&Iﬁnw

+12, Spot - +9

Abilities:

Energy drain; or claw 148

against ethereal targets

5fslnr‘§fr/5_ﬁ A
Eneroy drain, speﬂ—ftkf abzfirzes

Imnmved Imrmrw

ain:_Amland
Solitary

Undead, darkvision 60 ft.,

10 / =1 +4 furn resistance,
reiven Etl?f‘m

he disembodied are to be both feared and pitied.
They are the shades of priests who lived their lives
with the outward appearance of goodness and
light. Naturaﬂy were it truly so, rhcx would not
51£ﬂ:er the fate of the disembodied, for such priests committed
tmspcakablc acts unbeknownst to their flocks and were never

IHCOTLUO?‘L’{II dama (4 Tﬂdﬁlﬁ OH

_.QE’_E!!-?ngf_,liﬂf?fg_{,_.., 7

Alz;gnmenr- Always fawfuf e“uzf S Soele

7-12 HD (Medmm~sx<_)

Advancement:

N

usually interred in a erypt, will only cause the spirit to follow.
To trulv defeat these foul defilers, 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 “grear
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. T
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 s, hoarding arms, Armor, and
other relics in the tomb. If that 1s inspiration fot some to seek
out the ;alaces where these l:hmgs,pm tbexr maeasy rmt, he

deadly o




e lilic dlscmbﬂdled can do no physua.[ damage at all against
the hvmg, They instead attempt to drain the life-force of the

hvmgwu:h_

‘ncorporeal atrack. Ethereal attacks

attacks and vice versa.

Energy Drain (Su): Living
creatutes hit by a disembodied's
claw attack suffer one negative
level. Each time a negative level is
bestowed, the disembodied’s hit
points return to full if it has
been damaged. The Fortitude
saye to remove a negative
level is ar DC I5.

Spell-like Abilities:
3/ day——animate dead, cause

fear, darkness, death knell, pro-
section from good: 1/ day—
slay living. These abilities
are as the spells cast by
a 10th-level cleric (save
DC 12 + spell level),
Rejuvenation (Su): A
disembodied cannot be per-
manently killed unless its
physical body is found and
destroyed. If its incorporeal form
is defeated, it will return to
the locarion of its corpse
at full serength within
2412 hours.

Tura Resistance (Ex): Disembodied have +4 turn resist-
amce If it is successtully turned, the disembodied returns to its
Body for 30 minutes before it can move again.

30% chance of contain-

against the éfsembod.led function as normal e

_angry to discoyer such a fiend had mmmtered their local ;:hx.m;h

_ ";demc CISSS«-in addi-

Leﬁenns
o

COMMON: The

disembod-

ied are

the ghosts
of priests
gonie bad.
UNCOMMON:
Destroying the

corpse of adis-
embodied with

fire, holy water,
or acid will kill
the spirit.
RARE: The

g 4 mere touch of
/ these vile creatures
¥ cankill

OBSCURE: Unless its
physical corpse is burned
or doused with acid or

hol}' water, a disembodied
will return to haunt the area
where it is buried.

Communities who discover their lctﬁmgrﬂ}i inhabired b? '
one of the disembodied often find thes:nsel\es na bind. T' hevr&:

unbekno»u;bt o rhem. They are usuaﬂy'mpabk of dezﬂmg
with khe deadly spirit 1§ their midst and also embqrrassed t%&ai
such a Thmg coutld have h pfned under their noses. Hir

party of adventurers to quietly 2l :
be themﬁ;st choice, v %

‘.'. J' !
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Chmare T Termm
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Ar_y Pfamc beﬂs mzrf mounm;m
_ Solitary or rutting group

IOﬁ En,: IOﬁ/I‘ifr
Imfmwa' crmf“v constrict, ren(_f
Dﬂrkwsmn 60 ft} :famagf:
redufrwﬂ )J/ +1, music

sensifvity

o st confess that I find the dolomite, or slag hound as it
is known in Rhul, to be a eruly fascinating creature.
These huge. jagged jumbles of rock and dirt are usual Iy
mistaken for a pile of rubble,
though in reality they are slow moving,
dim-witted crearures found in uninhab-
-‘ ~ited rocky plains and low mountain
- foathills.
The migration of the dolomite during
1ts mating season once per decade is a won-
= ar:r to behold (if you happen to have quite a |
bit of leisure time ). Shambling bipedal
thcy shuffle across the plains in slow intri-

b3
g\softly and swmgmg their mas- ?‘

(5 10)

Cballmge Rat:ng

{Eiwa]}s_ nmrmf ok
1324 HD /Huoej, D550
T H ) (nzfoanmmt

Al lignment:

Admmement

o

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.
Omece it has devoured all it can find, the dolomite will
move on, usually ignoring all else.
They will defend themselves if arracked, but will
not pursue a I‘t‘.I:t'eaL'fng foe. T have never seen a
delomite fall in combat, nor, oddly, have T seen the
corpse of one. They leave no spoor, so what
becomes of the merals they consume I cannor rell.
They do have one curious weakness—music,
which will cause the dolomite to stand as of
entranced. Stranger still, they seem to have
a taste for good music. They will not usual-
ly respond to my bawdy tavern songs (admit-
tedly, I sing like a crow ).
_I‘he}‘ dfd resp(md [";.wt)rab])‘ to
the harping of Wythsten Farill,
Y, the famed performerfrom
Five Fingers who accompa-
nied me once on safari to
chronicle my adventures.
A I will never forget the
i sight of poqr'Ma_stcr
Larill singing frantically
ACTOSS dm'ste’ppes w_ith
several tut-crazy dolomites in tow. Oh,
we told the van young theépi:;ﬁ all he had 1o do was stop .
sing_ing._ Eventuatly:




Comgat

Dolomites artack unly if provoked or if they are near mertal-

lic magical irems.
Improved Grab (Ex): To use this the

dolomite must hit with a successful

a
=

slam artack. It can then attempt
Lo constrict or rend.

Constrict (Ex): A dolomite
mflicts 2d12 points of dam-
age with a successtul grap-
ple check against Large or
smaller creatures.

Rend (Ex): A
dolomite can tear a
Medium-sized or
smaller creature
from limb to
Iimb after a
successful
grab. v auto-
Tn.uic:l]]_v

milicts

246+10

pomts of damage
-

3= round until
the creature is dead. Tr
will only do this to obtain enchanted

armor or other items on the creature’s petson.

Music Sensitivity (Ex): Music sung or played on an instru-

ment will cause the dolomite to stand as if entranced. A suc-
cesstul performance roll (DC 15 will cause the creature to
smempt to stay within 50 feer of the music’s source until it
stops. Poorly performed music '\'unsuccess-ful skill check) does
mot atfect the dolomite, though a truly botched performance
may enrage the creature at the DM's option.

Treasure

A dolomit.esgw;-qi’iﬂ‘ﬁ}'f‘rmgm magic 11::'ems it has con-
sumed, though some wliif eventuallyy (after 100 years) be
gestroyed by the Ct%aﬁm::%!gl‘adaﬂy slow digestion. There’s a
0% chance of 1-2\random itemé.

. S

Leﬁem)s & Lore

COMMON: The dolomite lives exclusively in
rocky areas. ’
UNCOMMON: Dolomite gizzards
& sometimes contain magic items made
L\ of metal.
& RARE: They like

music, and a well-

played song can
stop a magic-hunt-
ing dolomite in its
tracks.
QOBSCURE:
The
dolomites
were called
“the hounds
of Menath”
in ancient
times, and
records of
their exis-
tence predate
the Orgoth
mvasien. It 1s
written that
they were created
by Menoth to remind
men that magic is a

curse as ()ﬁ'[‘ﬂ 45 a

blessing. Dolomites will not attempt

te consume a magic item enchanted by the Church of Menoth.

Hooks

The dolomite’s insatiable hunger for m'agic drives it to con-

sume dozens of items during its 2,00@‘}?mh&tm1950mz ate

family heirlooms: a count wants the familys fabled mace {lost

by his foolish son} returned from the gtic of one that lives in

the not-too-distant loothills and will pa}’Wffu for its return.

Some areartifacts: a dolormte on the border with the

Protectorate of Men_r,_:tf{\‘ﬁ reputed to have eaten the powerful
{ v LN, 1Ty x : 3

Mail of Carunder (-£3 hain rr)@gf\:?immfm:ss i unformmately, the

creé‘surq:_a are revered m tilg )I—’mtm?(_\mi:e and e is forbidden te

S G :

“. “; ‘\M.JJ

harm thems,
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racodiles, often called dragodiles in the lands of

Khador, are usually the top predators in whatever

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

ularly vicious killers that are ever hungry and fear-
5 They ate not whc]l}-' predicable, however, and they are

k- - ambush predators that can be submerged several feer away

“without their prey having the slightest inkling that they are

“ever so close to a sudden, vio-

~ lent death. OF

. course, if

- nests are large areas—asu-
“been cleared of most debris
motmnd of mud and var-
Gl:hle lays her eggs. If she
not leave the nest site,

ﬁ gard}eqs of a.mf imme-

Challenge Rating:
Ahgn ment:

Azwa')’s ﬂmrmf < A
3 I 3—?0 IID (Hu‘ggz_ 21—3()
HD ( C argarzman\i

Advancemenr

from the nest and will be similarly close to her young once
they are hatched.

I should rake a moment here to address the “legend,” as
Lynus calls ir, which is circulating about my encounter with a
dracodile and my subsequent “riding” of the beast. T must rell
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
traveling through Widower’s Wood towards a popular breeding
ground of the Tyners toad (named for

the explorer that
discovered and then was later killed by the extremely potsonous
amphibian} when we were suddenly attacked by an exceptional-
ly large dracodile. On one hand, we were fortunate that the
thing lunged at our pack-mule, Daisy, instead of us, astride our
horses. On the other, my lucky bow and joﬁrnals :(which=\;ver;é--
fortunately sealed in a water-tighe satchel) were lashed to
Daisy's side, and bugger me if 1 lose two of my most Prued
possessions to an oversized wall lizard! Prudence be damned, T
leape into the water affer the beast, a dagger firmly clenched
oy teeth, T suppose I was riding the dramddg ar one pcmlr, bw:.;
that was Iust a matter of circumstance. It was the t:imwst Wﬁ}?




T E‘tﬁ%ﬁé’s‘ eyes. Wﬂ:{‘t :ﬁiy blade! To the detriment of my :

cholarl sméﬁnh'tles T must admit it was terribly fim, though T Treasure

. sl;ﬁfm]l my E}’GS at Lynus's calling it a legend, deSPItC how true Female dracodiles often bring their prey back to: thtlr fest,
some of the circumstances may have been. so their young can eat in relative safety, Here can be found l‘h&?

£ remains of many adventurers, swarnpies, and other mter]oper:_:.

C o t Numerous man-made items are sure to abound in these danger-
OmBa OUS nest sites.

Dracodile hides can be made into masterwork hide armor.

A dracodile will usually hide partially submerged while wait-
ing for its prey to come within striking range and then burst
out of the water, jaws
agape. It will reserve its
. breath weapon for larg-
er or more dangerous
prey (such as fully

armored and

g Aot g 8, et bome ity 1y P28 S TV T L e P

armed adven-
turers!).

Breath
Weapon (Su): Up to four times a day, a
dracodile can breathe forth a noxious doud of swamp gas
and a minute amount of its own digestive acids. It takes the
form of a cone 50 feet long, domg 3d6 points of damage
and causing confusion, per the spell. A successful Reflex save
(DC 20) results in half damage and the rarger is not confused.

Improyed Grab (Ex): If a dracodile hits a Large size or
smaller ereariire with a bite arrack, it can attempr to grab the
creature and drag it 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: *The dracedile receives a +10 racial bonus to Hide
checlks when submerged.

Legenns & Lore

COMMON: Dracodiles are monstrous reptiles that lair in
swamps and marshes.

UNCOMMON: Female dracodiles are cxfrcmclv protective of
thmeggs and young and will go to any length to kill those that

ur -zte:unbo:d: for any lenQLh of
that you don't ler the engine G nau}..— SE t‘ht:msclves‘.ab b}g game him

e
I\mgciom&




SIT 6, Dex 18 Csn 1'2

LS+1 (5 bp)
+1 (+1 Dex)

Swnn 0
19 (2 size, + -1‘ Dﬁ:'x i

natural) s
Bite +6 melee

frm{})‘ swarm

! Keen scenit

here’s rarely a single ome [ can recall almost losing
a body part to a beast in all my adventures. No, it
wasn't when I pinned a gorax into submission with
a cowherd's cudgel, not was it when a
 crazed Ordic merchant sent his steamjack
pounding after me with an oversized ham-
mer, dcsﬂoymg half a warehouse
and an entre pier in the
process (sinking itself to
 the bottom of the
~ chanmel as well).
i No, it was one
- of those viscious littlc

randered
1o Corvis one
ience), and I had
knocked overboard
fime, but when 1 felt the school swarm
ST L‘mubkz The little bastards ate one of
and they sent a load of my
river. But it was when T was
finger hanging, cocked to
y; [ had just made
mas at the time, and he
rants fixed me back up
though, and the cur-
irch in my ﬁng_er, remind-

as [ was. Dragon fish are

Im L, Wz< IO Cf'a 2

e s

H:f;‘f +‘_(“ Izstm +) 5}30: {*9

Wfaljltmn Finesse L‘bttr,:)

Climate / Terrain: _Any agy Ltﬂ_%:;:_:._m_.H._
Oprganization:  School (72—12) or pack (13-36)
C'baﬂznge Ratmg [

*Uwa)s nmrmf

-3 HD (Tiny); 4—

(Small)

truly wicked little creatures with extremely sharp teeth and an
endless appetite. Their real danger 1s when a school of them

swarms and begins to frenzy. | can't say T've ever seen anything

. come out of those churning waters alive.

Comsat

Dragon fish always
attack i numbers.
Their teeth are
extremely sharp and

their appente endless.
They will swarm any
submerged 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 advan-
tages. They no longer make individual attacks, and instead one
attack roll 1s made for the entire swarm. This attack roll gains
+2 to artack 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 DMs
oprion some attacks may affect an entire swarin, although this
usually atfects a swarmed target too.

Frenzy (Ex) If the targer is a creature that shcds blood,
then there is a cumularive 5% cliance per point of damage
done that the swarm will frenzy. A frenzied swarm is able ro
make two attacks per round. instead of one, at o f\.m] i




Each fish in the ﬁ'el:lzy, however, suffers -3 to its AC. The fren-
Zy may mot be ended W'ﬂ]ingy. and 1t continues until all crea- HOOKS

tures that enter the frenzy's threatened area are dead (and usual- The Smokino Gobber, a middle o the roac weit
Iy completely consumed). The frenzied swarm will attack

rant in Five Fingers, has recently changed ownetship as =

Y absolutely any moving object, except for themselves.

_ the eldest of the Porthan brothers
Skills%; Dragon fish gain a 44 racial bonus to Listen, passed away. The younger brother,
Spot, and Hide checks. They gan an additional +8 circum- Chase, has taken over the business, bur
stance bonus to Hide checks in murky water. unfortunately he completely Tacks
the business sense of his late

elders. He

has declared

Treasurc

this month
P Dragon fish keep no treasure, however they S

i 5
Dragon's

] are a delicacy in Five Fingers and the surround- ,
Tooth

ing areas, and restaurant patrons will pay heavi-
Iy for them. A fisherman craft y enough to catch
SOme can expect o sell them for 5 to 10 gpa

fish (restaurants sell them for double ro

triple that). Their teeth are also T\f‘[cm.th -
highly sought after as needles for anfi i
therr extreme sharpness and offering

: : Slates of
unique flexi- plates of

biliry

“handy in

dragon
fish (pre-
some crafts). They pared with
[_\’Pfca.“}’ sell
for as much AW

as I gp apiece;

the house’s
secret
recipe) at

¢ bargain
there are sever— th g

srice of a
al dozen 1n 3 L

Crown a pl.lt{‘.,

mouth, though

; ot
many will be : 7 ; o - i

eat each night, clean-

and the entire

town has

mrm:d ot 1o

ing him out usually before

LegenDs &

evening even starts. Chase is

Lore desperate for fisherman with the guft and skill to catch
him a mother lode of dragon fish, and he will pay quite hand-
COMMON: Dragon fish are deadly aqu;lFi.: predators that are somely for it (wasting his mheritance in the process),

typically found in fresh waters.
UNCOMMON: Despite their small size, their bite is deadly, ; iE : ESete
and when a school of them frenzies, the circumstances are @71{#/‘5:; < 04‘:(%‘ 24Le i3
grave, S
RARE: Dragon fish only frenzy when there’s blood in the S5 /Q_F;_p;;:;fik “%?MM S AF AL L
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rdinary fauna all through this tome,
entity of the kingdoms thar I would be
Bl‘t() add Moreover, it merits an entry akm

the arégon. Fortunately they are few in number and
ﬂiﬂikﬁ.proximity to civilization.
"orks of art illustrate the dragon, ancient dwarven

. And I, weeping at the sight of the land laid waste,
Witnessed the Black Wyrm fell then ‘von us,
Bore wp two score and eight,
And all went screaming 1nto the maw.
Swords and spears were nothing to ir,'
And their skins were boiled from the bone.
A Sreat Bltgbr-'fBrir_ggﬁ; the terrible Father of Dragons,
oruk of the Black Scale had been beckoned,
it ding his Mountain on the Isle.. "
-~ —Book I, The Wyrmsaga Cyele

 More than mere Iegcnd and far from just “wyrms,” some
have been regarded by men of ages past as gods.
their power is such that entire civilizations have been

ed, others enslaved—or Blighted—by the will and actions

: bemgs chlay. dragon-worship is limited to the island

of 'Cry_x, for in that dark corner of the realm the
son Toruk rei'gns sapreme. Without a doub, he is
' ent, and he relishes the homage paid
in his name on the isle, and the
p_!_:m_sts just the same as Morrow
His following hails him as the
est of gods; they say all less-
ice read a grisly flesh-bound
that suggests these dark

t thousands and thou-
‘eate servants worthy of
despicable creatures—so
the very first dragon
{ nurtured them, but
o0 great and they
The dragons rebelled

and there was a great struggle. In his rage and indignation,
Toruk destroyed all bur 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 cvcntuaﬂy the Father of Dragons 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. Eventually, they atracked
one another, for the dragons knew that n consuming their
brethren, they would grow in power (a point of interest I will
touch further upon in a while). But in this new havoc, Toruk
easily found his offspring and once more fell upon them with a
vengeance. It tock an alliance of all the children to drive away
the father, and so the progeny made a pacr that if Lord Toruk
were ever among them again, they would drop their quarrels
and join against him who had made them. And 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 eventual-
ly 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 presence
firsthand. It was the very dragon mentioned above, Toruk the
Mighty Lord of Dragons—or at least | 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 bad-
lands. Having heard his terrible roar echoing throughout the
vale, chilling my bloed and touching my soul in ways no other
beast or monster ever has, T 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 con-
fused for one. Dracodiles or the various breeds of drake or
taczylwurm, or even the fear-inducing dune prowlers of the
Bloodstone Marches, they 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
endured invasion that Toruk chose to assaulr western Cygnar, a
people already beser and weakened. Where the ancient dragon
laired before this, only he could say, but | suspect he came
from the east, from beyond the dreaded Stormlands. His
motives for founding Cryx and ruling as a god king are simi-
larly obscure, but it 1s clear he has a rapacious desire f :
quiest and emlavement. Forover a rhousand yea,r% the Westm i




yet ﬂia‘-dia'gpn’s patience cutlasts the [ives of men, He appears
o mﬂy grow stronger with each century, twisting the islands
into a nightmare by his yery presence.

Indeed, my visit to Cryx revealed a warped and barren
scene. 1 his was Toruk's territory, and nature had given way, as if
made ill by the mfluence 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 everything within their thorny clutches. Even where the
squalid inhabitants managed to erect a farmstead, the crops
were withered and unpleasant to behold, corn of strange colors
and bloared kernels, wheat colored purple 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 1s said the smugglers of Blackwater pay
well for food from the mainland. Now I can see why.

But 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 these 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 even
beyond that twisted island and its corrupred
populace, other terrible creatures, tainted as
it were by the influence of the dragon, roam
Immoren. It is rumored that minions are
created from the zitagon's very blood; in facr,
and these “dragonspawn” follow the bidding
of their master without question. Indeed,
secords of a dragon's territory encroaching
sipon the borders of Cypnar tell of sightings
ot draconic servitors. T he militia of the
west is known for employing bands of
spawn-hunters, and these specialists venture
o the dragonblight, attacking and exter-
munating the spawn and the blighted. The
muddled journal of such a spawn-hunter,
ene Baingrave Bowmantle—an obviously -
semu-literate and blustery bravo—rells of
mot one dragon but two in the far-flung
morth roughly two centuries past, As best |
=0 translate, these dragons clashed m a ter-
sorial dispute in the mountains that are i
o both Khador and Rhul and the skir-
mushes of the bta&ts ﬁﬂﬁm Spa wn laid

E vears

their recurring battles and withdrew to their individual lairs,
The dwarves of Rhul call the dragon of ther region
Seylfangen (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 Ha.lfaug; to be exact, T should say this 15 a like-
ly misnomer, as dragons are sexless and spawn asexually—a
topic broached 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 1ts sort—campaigned into Halfaug’s lair, that she was sent
fleeing northward into the icy floes of the Windless Waste. To
this day, that mirror-scaled terror has not been seen, bus Iatcl}’
there have been whispers of a dark and winged shape looming
over those hoary peaks north of the towering timbreland called
the Scarfells. Many fear the worst: that either Halfaug has
returned to claim the north, or that Scaefang, Lord of the
Black, has emerged from some deep, dark lair. Either would be
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Wyrmwall. The truth of this tale T find difficult to credit, bt
: [ have witnessed the effects of drag- the root of it is a recurrence in many dragon tales: they tend o
felt the icy grip of a supernatural fear toy with mortals—even powerful ones—for their own devious
ends. Old timers throughout the west think this dragon keeps
a vigil from its mountain peak, gazing roward Cryx. If chis is
in truth Blighl‘.ergl'mst the Seether, 1t can only be guessed that
iv_, ﬂa.me and fog that has melted flesh he peers westward in anticipation of an attack by the
Mmms and armor, even devastated . renowned Father of Dragons.
~beamed Orgoth galleons. One pas- : ; R ) If my resources are accurate—I take pride in
sk 11 of The Wyrmsaga Cyde reads: . s the fact they often are—and if I were to harbor
the vast, magnificent beast smote the a guess, the Seether, and the rest of his kin
fleet with buffets of his sandbar I ' : for thar matter, must remain vigilant for
erewith unleashed burnmg oil 3 } : S 25 one thing above all others: an attack by
terrible snout that burned the very "3 - 2 § (g one of their own. Sloth would likely
= e great coast for seven nights ; i i 1y Y mean dearh if one sudh as
_&ay's."' J . : & Blighterghast did not often keep his
1e above passage i particular brings : _ “Jl4i3, draconic wits about him, for above
a beast called Blighterghast, a CARE 28 | things dragons hunger for other
i g dragons. It has to do with the very
rmwall Mountains of Cygnar. Miners from Orvin 3 source of their lineage, the powerful,
1 to have seen this beast. Thty suspect 1t lairs in the rwist- immortal lifestone (see “About

\

Lifestones™). In each dragon’s heart is a

north of Highg_atc, an area infested with boggers,
, and drakes, and avoided by all who claim to know large fist-sized gem of sorts. These are shards from the very
,’ mounta.i.m I wou]d have d isrnissecl the rumors as drake heart of the Father of Dragens, Lord Toruk. I have read they
emanate a foul aura and it is my belief that these lifestones are
the very source of the dragonblight effect and exceedingly pow-
ﬁl:_tght-—calered fog roﬂ_mg down the mounrains |:h:lt burm erful:
fire. Eirsthand, have I viewed evidence of beasts slain by
= rangers, and firsthand have I seen the ghastly burn marks The coveners bade us touch it not!
The stone plistened softly there,
wayward huntsmen. The suryiving woodsmen's skin was Amidst the ruined beart of the dead wyrm.
their eyes burned shut, and they retched horribly. T 1t smoldered, a thing of pure evil
Ji”[} as a L_I:‘rnpﬂﬂl'\‘ WE rﬂ[‘ffd QUT gauﬂﬂrff.i
,_r!u shield our L:\‘(S_::'
nembrane of their bronchials was atterly destroyed. And whispered oaths to the ereator
3 _smel}l painful for them to endure, and the aling While the pines bent and blackened,
. Strappecl to thur beds. It took them four weeks And the vorens of the dale fell from on bigh,
tca]d e "I sth rhoqe fools in the mlll- Rash Prince Arworn {'bmgzd' his banners take it up.
g o But their hearts failed as a warrior reached,
And f‘fs f ame ;.ms muﬁ‘éar in a trice,
1k, w1th voices a mere WhlSP[‘l {
are dnsmg You can't figh( the = ;

unstoppable... and hon- ci:fc 6n the lifestones, hut what this ef*ﬁ:c& may be T ca:rmot“
PP ’d :

stand this." nfortunately, the Warmsag does little to enlfghl:e i

I:hme who have read the translations know well that the
doomed coven never m: d‘_r_: #eimto the norehlands:

J
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T Fipieoier inth the *frozen deep.
I voas rold [ s:ﬁoﬂfa'_ BIVE escort,
And Fbmrwi!l;i'qgg_nf.m; my horer,
Much aware the Red Prince was wroth
And should seek 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 T can say in hon-
esty dragons are to be feared the most. I'd rather engage in a
Eilbricht 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 in 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!

Comsat

All dragons possess the following attacks and abilities
from MM: bite, claw, wing, tail slap, crush, tail sweep, grap-
pling, breath weapon, frightful presence, immunities, spell
zesistance, blindsight, 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
zaint the land and creatures around them. The dragonblight
may extend for miles around their lain, depending on the age
and power of the dragon. Effects of the dragonblight
sclude: tamted water, stunted vegetarion, fouled crops and

game, stillborn infants, and strange weather patterns. The

effects of the blight on creatures is represented by the
“Slichted” template below. A dragon’s blight zone depends
o the dragon’s Hit Dice; the zone extends one mile for every
£6it Die the dragon has. The blight takes time, however. A
Seagon must settle or lair in one area before the blight has

=oy noticeabls effect. For the first 2d6 rounds anything with-
i several feet of a settled d.mgon bl.ights, and then it grows,
spreading a mile at a time every ID4+] days, until it reaches
she dragon’s maximum blight-zone.

Rﬁgﬂ:mﬂm (Ex): Acid inflicts normal damage on drag-
ons, Aﬁmtm;damagemgthﬂ at the rate of 20 hp per
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bath been snuffed where the Lord of the
in that place where all light doth
to wind.”

author

beast with barbed, leath-
‘than the jai'gest man and
uncls his form, and
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_Will, Multiattack, Power Attack,
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Cltmate/ fermm: SANE 4

Organization: ___ Solitary

Challenge Rating: 60
Alignment: Neutral evil

Advancement: _ Special

touched, but when burned it gives off the same hot ash similar
to Scaefang’s terrible breath, the fiery deathdust.

Scaefang is also called the Soul Eater, the Ravager, and the 3 e

Lord of the Black. Dwarves have a variant spelling of this

dragon’s name: Scylfangen (shil-fon-gen). .
Breath Weapon (Su): Scacfang’s breath weapon, called deah-

dtist, 1s a clcmd of ash and burnmg embn:rs This daud deais

tion in which it was dn:ected at a movement rate of Z{)
r;om:mnes moting for 50 rmmds Stri:mg wm&s x:an‘d"' '




inflicts 4410 points of damage per round to any that come within
its I70-foot radius (Fortitude save, DC 44 This coud will cling
to the gnmmd 1ff Scaeﬁmg opts fo shed it au:ld will remaim active

- for 45 rounds aftérir is shed, Tt will then cool and solidify into a

dark coal-like substance that, when burned, will give off a cloud
of deathdust. One chunk of roughly 6 inches in diameter will yield a
20-foor cloud that deals 2dT0 pomts of damape per round
(Férlimde save, DC 24 and persists for 1d4+1 rounds.

Fﬁghl:ﬁll Presence (Ex): Radius: 360 feet, affects: crea-
tures less than 45 HD, DC 44,

Cofossal Dragon (Fire) Skg{f_g{“ B,
Hit Dice: 48412+500 (1032 bp) Lk
Imtmm_ggﬂ 4 (- Improved Initiative) )
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; fand at Highpate, but it was a fair distance yet. Everything
ﬁmﬂﬂagn bellowed. I keard young Pidgen holler, ‘Looker astern,
f?ffﬂ}?f an ochre baze on the bovizon that spef.l!ed our doom.”

— Captatrr Leukas Guster, logs of the Sea Raven

- span of a lone-masted war 5100]:1 and pearl—culorcd
5 ,a&long as an Ordic destrier. He 1s well known for his
underbelly and the deep orange webbing of his wings. In
to emanating fear, Blighterghast emits a pungent and
c aur.a that sailors claim oft heralds his arrival; it is a strong
Tike “hot pepper on the wind,” according to the log of
( 0 Leukas Guster. I gather this 1s a quality of
_f&lfgh;%St's breath, a smoldering and reeking naphtha
to by many as hells acid.
lighterghast is also called the Seether, the Old Ravager, the

Breath Weapon (Su): Blighterghast’s breath weapon; called
bell’s arid, is an adhesive naphtha that deals 25410 points of
damage, Reflex save DC 49. The following round anything hit
b}/ the n;lph tha :1(‘1d.iLi0n:1]]}-' takes 15410 p()im:s of (‘]al‘nzlgc
(DC 49). A full-round action can be spent attempting to
extinguish the flames (Reflex save, DC 49) before additional
damage is taken. Immersion in water extinguishes the flames.

Hell Shroud (Su): As a standard action, Blighterghast may
excrete an acidic miasma that obscures vision and burns flesh, The
doud inflicts 5d10 pomnts of damage per round to any that come
within its 180-foot radius (Fortitude save, DC 49) and also pos-
sesses obscuring qualities of the fog doud spell (caster level 48).
Blighterghast may also blow the doud mn the direction he wants it
to go, fanning it with his wings, or release it mid-flight, where-
upon it will travel in the direction he was flying. The hell shroud
has a movement rate of 30 feet and lasts for 50 rounds.

Frightful Presence (Ex): Radius: 360 feet, affects: crea-
tures less than 48 HD, DC 46.




Colossal Dragon (Fire)

__30.Wis 25, Cha 27

e
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“Morrow, deliver us from the ravges of that wm'eecf beast! No fongfr consent
b ﬁ'ﬁfdﬁfp&ﬁ’d mﬁﬁﬂg ber mkmo of the ca, f No I'omrr concede the toiler
.  the pestilence of the field, We beseech you! Give us deliverance f from
i t}f the Fost Mol‘bfr prm;’_wﬂf pwpfe the ruin of dragun::r A

(and Sudies of e Oh of
‘raki sﬂvﬂ da,ws

and of “...such a swiftness i the ether she doth outpas
very shadow.” In addition to fear, Halfaug emanates a stifl

heat that did turn their spears and armor te slag .'md death
befall them as the w.lrband choked, their final gasps xtx; =

intense sh:uds of crimson flame in their ears, 1

{ll'ld Eyf‘}
H-ﬂﬁmg 15 also called ‘Vynnhch, Ftchstﬁw

Mother, and curious!

came about as entire ber
encased in ice. Of pote, a le
‘tive exists, pmmng her as O




the Nyss refer to her in their native tongue as
ingfor, which means either “Great Fire Wolf " or “Great
e Wyrm,” if memory serves.

[ ‘dSea.ting Aura (Su): As a standard action, Halfaug may

' are an aura of extreme heat (150-foot radius) that is hot

ough to quuefy metal, let alone flesh. This aura inflicts 2410
ints of damage per round, Fortitude save DC 39.

g destroyed by the intense heat. Enchanted items are
1 a saving throw. An item in a character’s possession gets
character's saving throw, unless its own 15 higher.
: tful Presence (Ex): Radius: 360 feet, affects: crea-
than 40 HD, DC 38.

-beasts of lepend indeed exist, and the

e Lord Toruk, the Father of Drag(ms, _»»:r/'

tower on the Isle of Cryx

ﬂﬁle their surroundings, as fhev i

on and misery. Txéub

OBSCURE: To destroy a dragen, one must destroy its life-
stone, or it will regenerate into a newborn dragon. Extreme
cold may have some destructive or torpor-inducing effect on a
lifestone, and, conversely, heat quickens the regenerative
process; this is more believed than proven.

Treasure

Dragons are ancient beasts that have amassed prodigious
treasures. Ameng 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 dou-
ble 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 -_aptured‘}_}ack i,
those woods and.jmplore for aid in fescuing any of those wha"
live “"ﬂ%e} had been investigating reports of dark and tmstec{
creatures lairing in the wood, bur were not pﬂepm‘ed tor whaf
they fptnd. Several dozen dragonblighted r@chcrs have a biold=
fa_st,at the base of a lofty mountain. Escorted by a gm:rled

be it fauna or ﬂma b=
R el : ; 5 huutcr in sLarch of dtagenspawn, the scouts :11::?:1‘;1]5>tedL to oqst




spawn. All other damage a:egem:ra;es

Dr aﬁ OI’lSP awn ; Regeneration (Ex): Acid inflicts normal damage on

- Dragons have-the ablity to spill their own blood i order ) sy 5 0{ Zhppertouns fl
to create mimons of undying loyalty—the dragonspawn. The Special Abilities PR
drag’{an";dd_e_s this at will; it never Bappens ;.pomaneously,'Thc 1d8 Roll Abilit}'_‘ _:_‘.f‘ -
number of dragonspawn and their Hit Dice is-determined by J-3 None ‘_ 1
the dragon’s Hit Dice. A dragon can create a number of Hit 4 Same brearh \wea}por; as creator, damage !
Dice mm:h of spawn equal to the dragon’s Hit Dice, but no equal to one-fourth spawn’s HD, dﬁrati'o.ﬁ_._- :
spawn may ever have more than one-fourth the dragon’s Hit (if any) equal to spawn’s HD (in muntfs)
Dice (rounded down). For example, Halfaug, a 40 HD dragon, 5 Same aura or emanation as Creator, dmgg
could create two 10 HD spawn and four 5 HD spawn (total- and duration same as spawn breath weapen
ing 20 HD)), but no more, Doing so comes at no cost to the Shave

c].tajgun, unles:s the c?ragon is injm:ed .to beflow half of its l_“-t 6 Spell resistance cqual to spawn’s HD-Z b
Ezmmé]at l;vh.ldi,ptjru;te t;: spawn’s hit points are pu].}ca_:l directly Tohroie Teltiericn etk £ el (HD- 38 .
m the dragon’s. agon may opr to eat any of its spawn, 2)/+1

however, and regain the lost hit points, Dragonspawn, no mat- 5 Rl on et e multipie

abilities; if 8 is rolled again, roll for anoth= e _

er ability, and so forth

ter what their form, are considered magic:ﬂ beasts (see MM for

morte informarion ).

All spawn possess the following abilities:

B]J.ndmg]:ﬂ: (Ex): Despite havmg 1o eyes, a c].ragonbpawn 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 Arms

1d6 Roll Feature I1d6 Rell Feature

12 Biped, no tail I-2 Two arms

34 Quadruped, with tail 3-4 Two arms and wings
3 Snakelike tail, no legs 5-6 No arms, with wings

Biped, with tail

Claw Bite Movement*® Base Hit
Damage Damage _
— = 5 fr., fly 20 fr. (good) 1/8 410 +2 natural
nutive 1 1 10 ft., fly 40 ft. (good) _dIo i
2 I 20 f, fly 40 &. (good) - dIo
] 1d3 20 ft., fly 40 ft. (good) - 1410
[ 30 ft., fly 60 ft. (poor) Sl
40 fr., fly 70 ft. (poor) B
40 f., fly 80 f. (poor) :



15 an example of Blighrerghast's spawn. It is

ag!cal Beast (Fi?‘f) b
L0d10+40 (95 kp)
-1 (-1 Dex)
0 ft.

19 (—I Dt’}n +10 natumlj

) .cfaw: +16 melef Im‘c

Claw 1d 8-4—2.;" Shite 2d4+3
JfibSf /Ioﬂ

Breath weapon, dama‘ge reduc~

twn 8 / +I mmmmtws

- e ARt o 445k 1

regeneration 2 stnfes ~ -
foﬁ+” Rf+6 Wil 2
- Sir 24 Dax 8, Gm I“:) Int

,,Ws 7 Cfm 8

Hide —I—O Lzster: -f-3 Movf *

Szlentib

Mu!tmrm;:k

2 mi' and una’m;g:mmd

7

Nmrmfr;':f?_f_ll
Nﬂﬂn‘;’-

before taking the additional damage (Reflex save, DC 19).
Immersion in water will extinguish the flames.

Tue Bricutep

Those that dwell close to a dragon for an extended period 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, often sprouting horny, bony ridges, and ther eyes
darken and assume a snakelike demeanor, 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 crearure that is becoming blighted leaves the area of
effect of the dr'lgonb]{gLnL it ceases the transformation, but will
ONCe ag: ain br_gm ch: ulgmg should it re-enter the bl |g]'11. zone. If
the individual has consumed some of the dragon’s blood, howev-
er, the effects are irreversible and unstoppable.

The amount of time it takes for a creature to become blight-
ed varies from dragon to dragon, but it is usually close to one
year’s time of near-constant exposure. A creature that has been
].lvmg in a blight-zone for a time (designated by the individual
dragon) must make a Fortitude save equal to [0 + _ the dragor's
Hit Dice + the dragon’s Constitution modifier. Qomc dragons
have found a way accelerate the blight by having their minions
drink of their blood. This is a chgs‘rou:-. process; the drinker
must make a Fortitude save equal to __ the dragon’s Hit Dice +
the dr.igi)n"-, Constitution mn)d'iﬁt‘r (£8] '&I-TI'I}'J]) survive the LOn-
sumption of the blood. Success means that the 1mb1ber“r.~. Srell on’

" their, way to becoming blighted and irreyocably dofnmm:ed by Lhe

é‘_

will of\l;he dragon; failure obviously results in q particalady -
. pamful Heath. Partaking of the blood of a drgg;m has the eﬂ:eﬁs
of the,dominate monster spell on the {mblbér swith the cavear®
that AT the dominated creature actually manages t make {ts s.

“~throw to resist the effects of the dragom bloed, the amgtm

choose to exert its will ence r;gam the following round, if it
chooses. Inevitably; the dommateﬁ md:wdu:d mﬂ cor et
dragons greater will : ; :

Note, that ll'u.s




i aﬂe!:t\s mm“ﬁfcaruﬁis and that ﬂlﬁm are ma.n} other forms of
hhghl:. Often, the dragcnbhght will create unique creatures or
affect an entire g’ou b in an entirely different yer hnmogenom
manner. The b[ight of Toruk, for example; has created a race of
horned warrior-women, the Satyxis. [DMs are encouraged to cre-

ate their own. umique blighted creatures or groups of creatures
with abilities differing from those listed below. - -

Ci‘e'atmg a Brightep

“Blighted” is a template that can be added to any corporeal
creature (hereafter referred to as the “base creature”). The tem-
plate 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: +4 natural armor due to leathery, scaly

skin.

Attacks and Damage: The blighted, if they didn't have any
already, oain sharp claws and teeth. The
damage of these attacks is listed below and
corresponds to the creature’s size. Crearures
with natural atracks better than those listed
below retain their old damage rating.

Size Claw Damage Bite Damage
Fine o S
Diminutive I i
Tiny 142 1d2
Small Id3 1d3
Medium-size Td4 Id4
Large 1d6 1d6
Huge 1d3 2d4
Gargantuan 246 2d6
Colossal 248 2d38
Special Qualities: The blighted gain the scent ability plus the
following:

Darkvision (Ex): The blighted gain darkvision 60 ft. If thebase

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

Regeneration (Ex): Fire and acid inflict normal damage on a
blighted creature. All other damage regen-
erates at the rate of 2 hp per round.

._"Teﬂ Resmtm:lce (Ex): The blighted gain spell resistance equal
to their Hit Dice.

As base creature.
The blighted gain +2 to Constitution, but
suffer —4 to Wisdom,

As base creature.

The bhghléd gain the Alertness feat due to
i hmghmncd senses.

Advancement:

Sample BIJ(.,HtCD

Same as base creature,

1
This sample uses a'Sth-level trollkin fighter as the Bag creaml'e

creature already has darkvision, 1t 15 now doubled.

Trollkin
Medmm-szze Humanotd ( Troﬂ)

HitDic. 510420 (47hy)
Initiative: -1 (-1 Deg
Speed: . 30ft
AC: : 13 (-1 De.x +4 natural)
..:‘l'rt:acks w o Dl melee, bite +5

3 WH  melee
Dumage:  Claw 1d4+2, bie 14442
Face /R‘_mcﬁ 5t by S fr. / ) b

.,‘SP“:’.‘EFEE __Q_tfg_f_t_l_‘_:_gg_ _Pqﬂ(wszon 60 ft., immuni-

fIES ImP?‘O%’Ed f:mfif& EOISO?I 4

resistance —F re‘gmmztron 4

Saves: of +0, Wi
A_{nf:tfes SI?' 34 Dtx z% Con
Feats: Affmress C reat fommde _—
et Mu tmtmde POWE’?’ AuaJe

A Uﬂn foms {;@q}»\j w__f.ﬂ
e o _Bos(i).
_ﬁ;;tz;é;/fefmm = Any Iamf amd Q;J{%:Qu;a;{ -
Organization: ___ Solitary, gang (2-—4), park_

'"p_ 6), band (9

_,4 J;.

Challenge Rating: -
Lawﬁt ewl L
B’y fﬁaﬁutﬁ‘ fi'ass

Alignment:

Advancement:




5412 (32 p)
] (=1 Dex)
30 ft.
24 (=1 Dex, +15 natural)
Hand&lad.e +8 melee

Izmé s Handﬂe Amma] +3

er}p +8 Ride +5 Swim +8
4333';?1556 _Cfmw Coyflﬁatl LS
 Reflexes, Mounted Combat, Power

Attack, Weapon Focus (hndﬁfag‘}

Hamfwade 1d8+5 melee

St by )ﬁ/jﬁ
Umfmd afm’kwsmﬂ ( O ﬁ jsm'

S, Dax 9 Con == 0

It z'z TWis 12, Cha 10

£ all of that the ancient Orgoth left behind, per-
haps nothing speaks of their potential cruelty as
plainly as the dread. These magically created abomi-
nations were designed as servants to the wealthy
-U.Werﬁﬂ, though T fear 'the}r functioned more often than
t as bodyguards and assassins.
" Dread appear as horribly mutilated humanoids, their blis-
d flesh mterwoven with shards of shining metal and various
m‘y, often completely replacing their hands and arms.
se ‘Orgoth necromancers to instill fear on the
ind to terrify resistant populations into sub-
3 g£ I:}Jese creatures (ofceu still recogniza-

‘;‘ﬁith the sacri-
; prured by
in the pages

t they have not remained

he kingdoms. 1 do not
Sf their construction, but

Climate / Termm “dny land
Orgamzatwn Soffrm_"_y

Challenge Rating:
Alignment: Afwgys nmmﬂ evil

By character dlass

Iﬁzs exam_pfe uses a Sth-level ?Jumanig;:ter as

3 the base creature.

I encountered one along the border of Ord not too long ago.
It did not seem to be under direct command, and I found no
master nearby. It may have been wandering aimlessly for hun-
dreds of years, bur after I slew the thing (it was a close call, let
me tell you) it seemed. .. fresh.

CREATING DREAD

The process requires a Small, Medium, or
Large living humaneid. The subject, who must
be completely restrained, is prepared by the
casting of resist elements (fire) followed by perma-
HenEy 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 1s 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 mternal damage per round, regardless of
the effects of resist elements.
After the subject reaches O hp and before death at ) Bp, -
the spells gentle repose, dominate person, and soud bind (requiring a - “
black sapphire of 1,000 gp per HD) must be suaessﬁzﬂv mst =5

upon him.




"

metal used in its construction.
The meral 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 cﬁrnbiri‘;g"gﬁikes, lantern holders, or shields) may be welded
or simﬂaﬂy affixed to a dread’s frame without causing it dam-

age.

Hit Dice:
S?eedz

AC:

Special Attacks:

d12

Same as the characrer.

The dread has +15 natural armor.

A dread retains all the character's special
attacks and also gains those listed below.
Fear Aura (Su): Dread are shrouded in an
aura of fear. Creatures i a 60-foot radius
with less than 4 HD must succeed at a Will
save (DC 10 + 12 dread’s HD + dread’s
Cha modifier) or be affected as though by
Jear as cast by a sorcerer of the dread’s level.
Special Qualities: The dread retains all the character's special
qualities and gains those listed below. It also
gams the undead type.

Damage Reduction: Dread gain damage
reduction 5/+1.

Turnmg Immunity (Ex): Dread

cannot be turned or rebuked.

Spell Resistance (Ex): Dread gain

spell resistance 28.

Same as the characrer.

Dread gain +2 to Str and suffer —4 to Dex.
Being undead, dread hayve no Constitution
score.

Skills:
Feats:

Same as character.

Same as character.

Comgat

Dread are intelligent if uninspired
cmnflatants. If they are guarding an area with traps or
mr.al hazards, they will atr.emp: to lure invaders
~ into them before - moving. in for melee combat

Fear Aura (Su)' See abt.we.

bur they carry no treasure for its own sake. Far more valua
would be any Orgoth loot that a dread may. be guai‘dij:tg—"ché
are a few ancient caches hidden within the Iron Kingdoms.

Legenns & Lore

COMMON: None

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, can cause the bravest hero to flee in terror.
OBSCURE: Dread are still being creared today, b}' a small
group of evil Cerylian wizards intent on rediscovering the

Ol’g() [‘.i'l rS arcane secrets.

Hooks

The underworld of a major city is abuzz with reports of a
terrifying creature of flesh and iron. Have the local cutpurses
sturnbled onto an ancient Orgoth ruin beneath their very feet—
or has a crime lord begun creating his own dread in order to

expand his territory?




rort +’4 R:_?f *1-1 W

24842 (11 k) bl Sw16, Dex 12,Con 12,
45 (+? Dex, +4 ]mpmved Iﬂ!_S Wis 8, Cha 10

T T — Y T

S0fe. SRR B
18 (- +I Dex, +4 nammf +3 Feats: e Impmwd Imtiar:w

 grmored pfates)

2 daws +4 melee, bite -1 Climate / Terrain: Any underground or nocmrnaf
melee; or by weapon +4 melee land

e et e YT i e i T

 Claws 1d2+3, bite Id‘:l tI;  Organization: Sguad (6—12) band
or forearm bl E'Jfadg Id(—’r 3 ot (?2—3() borszC_O—IO( }'

Iongspear 1d8+3 _C baﬂmge Ratmg - 2
SfboRf Alignment:

L Jg?}t sensitive, frmso::fnst Iow~ A‘{"‘.‘;’.‘."‘r’ﬂ?ﬂt{,_,,..

e g

I—gbr vision, scent, wnfemnglz

_vision, cfamage recfucrwn 5 / -H

“-'qn 3

here are not that many creatures out there that and catacombs that seemed to stretch for nules. Just how far 1
make me realize just how Tucky we civilized peoples  care not to fathom, though the dregg’s equipment-—--midcd
really are. It seems that in most cases nature has booty, all of it—scemed to come from all corners of the king-
some way of keeping the dark doms.
nations of the n_igi'lt in check, for - There were some light sources down there by which
vithout them we'd surely be overrun. It is - T could see my captors, and T must say T've never wit-
e Munthat saves us from the WIEthCd SN e %~ nessed anything like them. They are abour the size of
. i 2 normal human and bear normal humanoid
appendages, but their bodies are as gaunt as
could be imagined—the skin stretched so
tight that in many places bone actually pro-
. trudes through, almost as if they'd been
iy flayed. They had long bony snouts and
bent haunches, which gave them a feral
grace. Their eyes were milky white and
seemed capable of moving independent-
ly-—a trait that makes them hard to sur-—
prise in combat. Their hodies were
pierced with metal rings and barbs all over,

even through the bone, and T saw that many had

re in its eyes. The chaos fastened armored plates to these piercings. ['ve never seen a
time my band had been  creature that seemed to be in a more pamful narural state,
ers feasted on the stll- though they seemed to revelin it
T hmr speech was T:\mnd——a sickly chortie punu.tured b} :
: unds in '&ﬁzhackéf




their throat. T couldn't glean very much of their culture while T
was captive. They.stay'ed m groups at all tmes, 1t seems, and all
that I witnessed were warriors of some sort. The leader of the
~ band rhar attacked us was a true terror who fought with a pair
£ ot long wicked blades strapped to his forearms, and even his
licutenant,'-gica'l:l}’ a sorcerer by trade, was a wicked combatant
as well. T eare not to imagine what sort of horrid deity those
beasts might wcrship, thcugh I saw no overt signs of religion.
"The only thing keeping these creatures in check is the sun-
light. 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 thar day.
“ At the time T had acquired a small sunlight beaming clockwork
locket. They had raken 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
Motrow that 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 sinkj.ng mto dusk.. . .

Comsat

Dregg are very skilled combat-
ants. They always strike in groups,

5 . S
group dynamic, usmg well-
coordinated attack patterns. They
are raiders by nature, striking
only at mght (unless they are

encountered under-

and they work well in a

groand |, using guerilla
ractics where possible.

Light Sensitive (Ex):
Direge suffer -2 o ini-
native and attack
zolls made in light
seronger than torchlight. This penalty rises to -4 in extremely
Seighe light. Direct sunlight is even more mhibiting, causing
therr skin to blister and doing 1d4 points of subdual damage
per tound. Dregg rendered unconscions in this fashion won't
die of exposure, but won't regain consciousness until it becomes
dark again.

‘Masochist (Ex): Dregg delight in phvma.l pain, and it has
-'q:llte an tmusual eff’tt-' i - Any spells, abilitres, or skalls

ms a +2 morale bonus to

ceasecl {or 2d4 minutee in

]m_n thetr r.mks o

{it does not stack per multiple effects). This bonus is fest

meednwly if the dtegg is healed in any way.

Wide-angle Vision (Ex): Dregg are able to move their Lyts
about independently of each other. This wide range of vision
makes it impossible to flank a dregg; rogues may still use sneak
attack, however.

Treasure

Dregg prefer treasure that has a direct milirary application,
such as weapons, though they are known to keep anything thar
seems valuable when fht‘.}’ commit a raid. Most items, however,
are secreted away to well-hidden underground vaults. It is
rumored that 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 under-
ground in many regions
throughout the king-
— doms.
UNCOMMON: The
. dregg have an intense
aversion to sunlight.
RARE: Dregg revel in pain so
much that 1t actually srrmgrh—
ens them, making them
fierce combatants.

W OBSCURE: Dregg are so
: vile that even Toruk, the
" Lord of Wyrms has been
unable to recruit them into his
< armies. In fact, they seem to have no
#e=  Lllies whatsoever, attacking whoever and

‘v\'}‘l atever Lh ey ‘;)} ease.

Hooks 2 |
There have been dregg sté,htmgs %Mm of Csorvxs :

the watch has hem
nﬂJw Ofﬁaéf has

e of the tinder-

and people are disappearing, Unfos

wnstructed not to mvestigate the matter, ¢
in his }w'ld t?nl 'ﬁc t‘]regg weill L]lmInaE
w urld >£‘L1m that have taken root there, T

Iil' rvis might face an infestation th-.
popu]ace ‘seveml Of the'

the dre'gg are left
um.ha].lenged however,
]em LE!,.I[ COLL l_'] Lhrulten t ht’an;

before thev\mke Irm]d J@‘ i \t"n:;_m’luoklng for advem:u




6dlO+24 (5Thy)
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. 201, fm-rmw 10 1.
17 ﬂI size, +1 Dex, —I—?
natural)
2 daws +8 melee, bite +3 mielee
Claw 1d6+5, bzte 1d8+2

St 21, D;;__H Conld
Int 6, Wfs 12, Cha 14

Hide +OJik Ltstm +5 Mm'f

SIZEI;II )J +4 S‘mrcfa +U Sgot :{-5

Sk;ffs

Cllmatrz ar l}rmm
O Organization:
C baﬂenge Ratmg

Am desert D<o
Sofzmry pair, or pack (4— 10)

rend 2J6+7

Irmorsense

T
Sﬂmal Qualities:

B9 Ref 6, Wil 13

Une Prowlers are true terrors of the Bloodstone
Marches. Able hunters both above and beneath the
sands, they can be formidable foes and even valu-
able allies. They are more intelligent than they

gght first appear and are patient, even meticulous hunters.

. Dune prowlers stand between 8 and 9 feer tall, with thick

dish skin covered in dark bristles. These bristles are sensitive
‘wibrations carried through the sand and aid in the loca-

7 to burrow, the dune prowlers weapons are its

: %mmd claws and speed Few men can

m beneath the sands,
eekly drink of water.

i un S
""(& \r'// 1! - A

vmaﬂ_} n‘{i‘tsz L A T
; 7—16 HD (Large); 17-32
HD /Hugf) 33-50 HD
_ (1 Ga-(gantug_f n)

within their territory where they sometimes bring back coins
and other goods.
A dune prowler’s lair is quite an amazing site to see, being
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 like-
ly a mate will be found and kept.
Trinkets and baubles adorn the outer rmm of
each lair (I recommend not disturbing these
ornamentations), while further inside it 1s
- much more utilitarian. Beware, however, of
: entering a dune prowler’s den; it is usually
- guarded, and if young are present, then the
temale stays in the lamr
while the male for-
', ages for food.

\\\.

Another
)\ | Interesting trait
of dune

/ N e \ Jr\ prowlers is

their ritual-

istic battles over territory, lairs, anci
mates. One on one combat for dominance is a common rjcaiz- :
rence among dune prowlers, but rarely resules in the sheddmg :
of blood, thotugh whea blood is shed the batﬂe bec{)m,es Gﬁﬂ =

~ to the death. These clashes are maml!{,' for ciommam:t md m

set the hlerar&x} of a Pad;




Though I have not seen a tamed dune prowler, my guide
Quimut has told me that there are individuals that have trained

them as beasts of burden and even mounts. | must say thar I
prefer my pack mules and horses.

Comsat

Sand beasts are remarkable hunters, using the sands o con-
ceal them from their prey. They relentlessly atrack with both
claws and bire. A dune prowler will usually retreat if it is suffer-
mg 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.

Rend (E:x): A dune prowiler that gets a hold rends its oppo-
sent’s flesh, dealing an additional 2d6 +7 damage.

'I'temotsmse (Ex)‘ 5 asts anromatically sense the

i ; jéct rhat is in ditect contact

s EOth-:_mi_cm and affinity
racial bonus to Hide

Treasure

Armor smiths can use dune prowler hides to make armor.
Armor made from dune prowler hide has no special properties,
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 5 gp each.

Finally, dune prowler eggs are considered a delicacy in some

portions of the Iron Kingdoms and sell for about 5 gp each,

Hooks

* An armor smith who desires a batch of dune prowler
hides for his business approaches the PCs. He is wxﬂmg o pay
for a small expedition to the Bloodstone Marches and has
offered to share in the profits of th"é“‘v‘éﬂﬁi.&:'with the PCs. - _

* A caravan from Iernon (Jrag has 'ne, missing, and. thc 3

or baubh.s that lhf dun%-

lairs. ¢
>

oW lers have brought back t‘u Ehett




—|-7 (—I 3 Dex +4 -.’mpm‘védw

Imtmrwz)

30 ft.

26 (—’1—3 Bl ) natumf +5

elven cfmm +2 ring of protection)

N

Di isguise +6, Handiﬁ: Amﬂml

+8 sz.'f —Hb jumf +8

~ +9, Ride +8, S:

ftstfm +12, Mm)g gfffﬂf;y

?.ense Motwe +) pot 207 7%
e Ma ical Dm#tfe -6

Afz:rtmss Bfmd' Fsg;‘ut Comﬁar _

Touch +15 melee; or +2

Iongmom’ +18 / =13 mefee or
+1 ritual dageer +1 5/+ 0

+13/+8 mnged

Touch r)cf‘H—tﬁ qncf abilit score ._

loss or bngm‘ord IIdS HI or
_iiggger 1d4+-7; or ston‘bow Idé

/Reach:

?jrb}jfr/j'_ﬂ

= .Sp.mal _Attafks

me?&’ or mastfﬂvorr{’ S}Jom’mw :

gastug Com hat R ﬂ&xt’s

Ability score loss, create sythyss

Undead, +4 turn resistarice,

dafkwswn damage rfffmtmn

I5/—|—I

wn rmz.fs MmN~

__ties, speﬂ~hke abzhtws spell

resistance, el efa’m.-:k weakmsses

__Fort 16, Rj +8 Wzﬂ +_5
Sfr 23 De.x 1L Con =

Int 17, Ws 15, Cfm 16

Bluff +9 Cfmrb +r5

17:15 exangpie uses @ 9!]3 im’f sfwn fig;h‘ﬁ’f‘ as rh: base fmztme

s are a mysterious and
‘many secrets yet to be dis-
‘men, Not the least of
and my limited expe-
path of many a myste-
enid was that of the
years, though in
thand, My elven assis-
the tale of er(js :
0 a dark temptation

W:darkened oht on

Ofgamzatwn.

Challenge Rating:

‘A_lg‘gnment

; .ﬂ.i;gézzztz Efﬂ%ffi{x.z‘rfféﬂfm____._._.

~ Weapon Focus (longsword),

Weapon Specialization

_(longsword)

Chmate / fermm_:

Any lrma’ zmd un{f_{fgmuna'
Sogiram e ————— T
ks

Nmtmf fwf

Advancement:

Magtr Items :

By fhzm; ter Lfass

Bag of bofdm‘g *’Dﬁe ?J émorf:_f :
 shielding, cloak of elvenkind, +1

ritual dagger, elven c}mm §—2

longsword, ~+-2 ring of protection__

the streets of Coryis, it was Vyros Thossor himself that I

stumbled across. ..

or I should say, who stumbled across me.

I'll not divulge the derails of the encounter—1 think I'm

endangering myself enough just by indluding this entry—buel

will impare a few details, should any of my readers stumble
upen one of these yile abominations.

Eldritch are elves who live on in unde;-m:h Though f\e HOL :

discovered the reasons, there are many elder elves who ShoW‘ S

intense fear of dymg and the eldnitch is one result Qf that.

These b(‘l.l'lg‘i are *:cemmgl} aPPmac.be& hy dzark voices that




live on etermally, Their bodies become warped, their skin shriv-
cled and decayed, though m truth they are stronger and faster
than they were in life. Smarter too, it seems, as eldritch are cun-
amg creatires. They feed off of the life essences of other living
creatiires and seem to be able to drain this energy in different
fashions, as suits their whims. They also gam an increased affin-
ity for magic, and I have witnessed thewr narural powers myself,
Lastly, eldrizch are capable of creating undead minions that they
call sythyss, which obey their master’s will entirely.

For all of the mystery that surrounds the eldritch and the
land they come from, know this: they are evil. Completely and
entirely. An eldritch lives to hunt the living, and lest someone
puts it down, it will g0 on domng just that. .. eternally.

Creating an €LpritcH

Eldnitch 1s a tcrhpla.te that can be applied to any elven crea-
ture. Its type changes to undead, and it gains all of the follow-
mg abilities:

Hit Dice: Increase to dI2

Speed: Same as base creature

AL Gains +5 natural armor bonus
Damage: Eldritch gain a touch attack that uses

nepative energy to deal 2d4-4-6 points
of damage to liying creatures; a
Wil save (DC 10+ 1/2
eldritch’s HD + Charisma mod-
ifier) reduces the damage by
half: Upen a successful touch
attack the eldritch may also
choose to use its abil-
1ty score loss atrack
as well.

Special Arracks: f\bflii}' score
loss, create

sythyss

¥

i i e b S R

Special Qualities: Undead, +4 turn resistance, darkvisios

fr., damage reduction [5/+1, illﬁﬁluﬂiti.ﬁg. :
spell-like abilities, spell resistance, eldritch. ;

weaknesses

Same as base creature
Increase as follows: Str +10, Dex +6, Int

+2, Cha +4. As undead creatures eldrireh

Saves:

Abilities:

have no Constitution scote.

Skills: Eldritch receive a +6 racial bonus to Blaf =
Disguise, Hide, Listen, Move Silently, . i
Search, Sense Motive, Spot, and Use Magie _:
Device checks.

Feats: Eldritch gain Alertness, Combar Casting,
Improved Initiative, and Lightning RﬁﬂE‘X@S{
assuming that the base creature meets the,
prerequisites and does not already have
these feats.

Climate / Terrain:

Any land and under-

ground

Organizarion:

Solirary

Challenge Rating:

Same as characrer +4

Alignment:

)‘\IW’FL}’S neutral evil

Advancement: By character

cl A58




v after mskmg a successful touch atLaLk. The victim must
a Fortitude save (DC [0 + [/2 eldritch’s HD +
ma modifier) or suffer 1d4+1 poim's of temporary
miage to one ability score of the eldritch’s choice,
Create Sythyss (Su): An eldritch may only create and

trol a number of spawn equal to its Charisma modifier. If

it may choose ro raise the creature as a
~ sythyss, The newly raised sythyss is
under the command of the eldritch

t created it and remains enslaved
until its master dies, at which time
 the sythyss crumbles to dust.
Barkvision (Ex): This ability
" teplaces the character’s low-light

ton and has a range of 120

JImmunities (Ex):
Eldrirch are immune
o cold, elecrricity, and

polymorph.

Spell-like Abilities:

At will—barge self,

charm person or animal,

ebill tosch, dispel mugic,
ac;din’ons refreat, profection
_from good: 3/ day—alter
.vg;' charm 110FIsTES, bold per-
spun, !'rmisibifi'ty, baste, SHg-s
 gsiton, confugion (uge 1of);

; _i:{dav—!mm\u curse,

-‘?'zkgf death, dominate
firger of ¢ death, hold monster. These abiliries are as the speL:.

o a Ldth-level sorcerer (saye DC 10 + spell level +

a modifier),
SPEﬂR‘;m{.mnCe(Ex)

gk

uf enrlreh org'um

yes.r an eldritch must
~murders. If it fails to
vorh damage per week until
tch cannot fall below I Str.

CLpritcn Cnaracters

Eldritch are always neutral evil, which causes characters of
certain classes to lose their class abilities. In addition, certain
classes suffer additional penalties and bonuses. Clerics and pal-
adins lose their ability to cast divine spells and class abilities,
but gain the following special abilities:

Aura of Desecration (Su): This
despoiling atra acts as a permanent dese-
crate spell centered upon the eldritch and

emanat{ng out o a range of 25 feer.
Rebuke Undead (Ex):
Eldritch gain the ability to

rebuke undead as an evil

A S 4

cleric equal to their
current cleric or pal-
adin level with a +4
circumstance
yonus to rebuke
checks.

Word of
Despair (Su): This
ability can be used
once per day for each

level of cleric or pal-
adin 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 opponent, who
must succeed a Will
save (DC 10 + 1/2
eldritch’s HD +

Charisma medifier) or

be paralyzed with fear for 1d4 rounds.

Eldriceh have spell resistance 11 + .—»r"‘ SytH S§

A wth)s% is an undead servant created ]:w.a.n eldritch. Thl:}
- do nog ‘gain the horrid rotring changes thmR an eldritch undci‘- :
gocs»'but they do gain a deathly pallor someﬂm\c&acmmpaméd ;
[w other markngs. :

Thcrease to d12
Same as base crearure
2 naniral armor bonus

Hit Dice:
Speed:
AC:

Gains +




. st aside. An unknown magician
- secreted the severed member away and

Attag@ NE Syﬂryss gam a slam attack
Damage: ( Slam 1d6

Special Qua]:nés:_Undead darkyision [20 ft., immunities
-

Same as base creature

Abihuw Increase as follows: Str +4, Dex +2. As
undead creatures sythyss have no
Constitution score,

Feats: Sythyss gain Alertness, Improved Initiarive,
Toughness, assuming that the base creature
meets the prerequisites and does not
already have these feats

Climate/Terrain: 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

Comgat

A sythyss will obey its master's commands to the letter in
combat.

Darkyision (Ex): This ability replaces the character’s low-
light vision and has a range of [20 feer.

Immunities (Ex) Sythyss are immume to cold, electricity,
and polymorph.

€LpritcH Artlract Tne
Hanp or T&DHCj

The Fland of Tadhe is an ancient lonian artifact. It once
be[cmgad o an eldricch named Tadhg, an elf rumored by many

1o have been the first eldrirch, He was slain by an elven hero of

old, and .c[uni.ug the battle the eldritch’s hand was severed and

 fashioned it into a

Sythyss
Medmm-suz Undeacf B s A agle -
Hit Dice: fdl 2 +3 (94 F:p}
Initiative: +9 (’ £ Dex " efary

: Impmvcd Imrtatwe}
Spefd 30 _f.r
AC: Vi ) D;x + mig_turzz_l
Atmcks 51&;1: +3 mefee

Damage: _ Slam 14643
Face/Reack ____ SfbySf/5fr
Special Qualities: _ Undead, darkvision, elven

it

mrs mmmmncs

S 17, De_x 50, ol —
Int IU Wis 16 C?m 17

Ap_pmtse +4, D ﬁé)fma_gi +7
=L famﬂr Ammaf +7 Li isten

AE Rxdf +7 Spor +2. 1.

Improved Initiative,

i ik rmess

I ror.z- | Wzﬂ 1 0L£0f3r1£’5<

” ﬁ ability as if he possessed it himself: it works exa
Al as described, and the user must make a 's'uc::essﬁjl
y I touch atrack to employ it. The much :m:éck need
¥




i=size Undead (Semi-incorporeal)

LLdI2 (71 bp)
13 (+3 Dex)

- 20, fly 40 fi. (average)
L9 (+3D&x +4 natural, —I—)

 deflection) e
Wicked implement +- 10 mielee;

3; Stf 20, Dex !6 C'cm— Int

5, Wis 15, Cha L5
Hsaf +I_2J Hide +6

fr:trfrzzdats -H 7 Krwwfsdgs

(mmmrm ) + 13 Smsz’ Motive

HS

or 2 daw +10 melee, bite +5

Wifked xmpfmwnr Icfé-i-j or

faw Id(+5 !'ere M‘F—l-)

S by S5 ft / S e
IIIIIIII In ”Emo‘ued gmf) Emgenng tom___nt
fax?rwack i

Ufzdmd rfpffnzsfatt sad ism, 1.
i) turn resistance, damdgf

rzdum_on 10 / +- I

fxor:c W-’E‘apon P@ﬁcfmg_ ( tor-
tm‘e zmpfemmrs) Grmt

forfztua’s I?’O?l H’IH Li gbtmng

Ref ffxes Skigghf?{, us: Profession

_ ( rortuﬂzrf

Cl mare / Termm 2 uridﬂrﬂr@ttnd

Orgamzatzon Softtam

Challenge Rating: 9
Alignment:

_Aiways eutral evil

Fort +5, Ref +8, Will +11

Advancement: 12-22 HD (Medium-size)

1 encountered this creature while at an Orgoth fortress
reheological dig. Several exquisite examples of weapons and

v rﬁ strapped to

3 B

dark form fleating

cause suffering, and clasped in one clawed hand was such a
device. The fiend set upon the professor, and we all felt an
explosion of pain. Mest of the guards huddled into feral
balls—weapons forgotren—as the attending thralls stepped
forward.
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 com-
. Pa.ni(ms to gaLher their wits—
¥ but before we could finish it
the creature escaped through a
small tunnel. | know not if it per-
?_ished or continues its datle prac-

"\ tice elsewhere.

accordingly, finding perma-
nent Imrb where Lht:y B.;ve a

rz;ad}' suppl}r Uf vlcn.ms lhey f(‘t‘d upon pam and can. mgencr»— _: S




vieﬁths&:fér Iqmgz:r'-thé_n_:a yéar and sometimes slump mto pro-
l:ractcd periods of inactivity. Their strongest desire is to pry out
each victim's cieepe_st secrets, which they note in meticulous
journals, written i archaic Orgoth or other forgotten tongues,
i Excruciatars commonly know dozens of different languages and
seem to have an innate knack for learning new ones.

Comsat

The excruciator is an
mielligent. seli=willed
undead capable of long-
term planning. It uses lesser
undead for defense and flees if
overwhelmed, attacking again
when circumstances are favor-
able. Tt prefers taking single
victims alive and will employ its
skill to wrest information from
them about other potential victims
or enemies. It is s:‘mi--incorporcal.
having physical limbs and weapons bur
an incorporeal torso. It walks slow]y
and clumsily but is able to fly well.

Improved Grab (Ex): To use this
ability, the excrutiator must hic with its
claw attack and can attempe this even on
Medium-sized creatures. Subdued victims
are usually strapped into a nearby torture
device.

Lingering Torment (Ex): Excruciators can
opt to make weapon and bite attacks as subd-
ual instead of regular damage, with no penalty to hir.
These subdual attacks are particularly painful; their
Weapons are all destgned to mayitnize pain. Anyone 5uffcri1‘1g
subdual dmage from an excruciator receives a -4 circumstance
penalty to Conecentration or similar skill checks (which includes
seloading a firearm).

Painwrack (Su): It nor engaged in combat and the excrucia-
tor has an incapacitated victim, it can cause projected pain onto
amyone within a 60-foot radius who fails a Will saye (DC I7).
1 he excruciator must first succeed on a Profession (torturer)
kil check at a DC of 18 + the Wisdom modificr of victim,

1 he effect is exactly the same as the spell symbol of pain within
w5 radins. I the excruciator succeeds the check by L0 or more,
there 1s a—4 penalty to. effect. Thisdasts for an addi-

CHECIALOT can regenerate

> others by inflicting its lin-

Treasure

Although not attached to items. excruciators keep and stor

possessions owned by victims—which can accumulate into an’
mmpressive horde, Their imaginative tormure devices sell we]]“m.
certain collectors. The oldest excruciators may also have vk
able weapons or coins from the Orgoth Empire. The best treas-
ure of the excruciator is its journal(s), some of which contain
extrernely valuable information to

i}‘.(JS(‘. “’1’]_0 can 1'ranslate T."hcﬂ’l.

Lecjem:)s & Lore

COMMON: None.

UNCOMMON: These
intelligent spirits haunt

Orgoth Tuins or sometimes

relocate to other abandoned ror=
ture facilities. They choose lairs
thar have functioning {or

= repairable)) torture implements,
RARE: Victims killed by
excruciators rise as thralls in
service to them. More powerful undead
are also sometimes enslaved into serv-
ice.

OBSCURE: True excruciaters
arise from the evil souls of
Qrgoth torture masters, who
conducted dark rites during

interrogations. They know innu-
merable 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 possibic to bargain to be
spared l})’ an excruciator b}' promising to bring other victims

who know more valuable information.

Hooks

Adventurers are hired by an inflaental wizard of Cm‘}_‘l £Q

investigate an old Orgnt‘h complf'x i the ﬁV}YmiwaH Moimtains,

He secks a number of books kept ﬁ?'ihﬂfﬁéﬁd nquisitor vs'fho.-_ .

had run the prisons. These are actually the journals of an excru

ciator, and the wizard 15 an infernalist seeking lore for dark bar

gaﬁlsﬁ lot only will Eli-éq%:d'vgtitumrs\fﬁce the excruciator, b‘at :

will have to deal with the:rxepx loyer—once the books are in =
histhands, he will try to elnunaty them by sgtuﬁndiiing_inﬁd

S

sk
myrmidons.
: i




24816 (15 bp)
+1 (+1 Dex)

3() ft. 348

(+I D_r'x +6 ?mmmmi'j

Gore +1 melee; or gr“&;rrfu&

+1 m.efzg, or shortbow +1

Str 12, Dex 12, Con: 16

vz 5

fm Z(J H/rf IO (f:a IU

Stfmrfy +.2 Smfcb +5* §E§f¥
""k

Alertness

ranged

Amf tmzprmtf land

Climate / Terrain:

Gore Icf8+f or gm;_ztffué

la d f O-H' or sboﬁbow l 4176
/Reach: 5]‘: l_ry5jr /5 fr
§E al Quahttes _3_:,‘_@»‘%_ -

 Fort +6, Ref +1, Wil +0

Te farrow are half-man, half-boar creatures that
have the mtelligence and wit of a man and the
ferocity and temacity of a boar. A rypical farrow
stands at about the height of a man, but walks
with a stooped posture that gives it a shorter appearance, Its
= bt)dy is covered with bristly dark hairs over similarly
= Elark skin. Its arms end in mannish hands, and
e its feer end in the cloven hooves found amongst
common barnyard swine. The face 1s a strange
mockery of human and boar: two surprisingly

mﬁm_‘-luoking eyes set behind a large pig

tith. The tusks are more pro-
%-ﬂ]ﬂ male members of the
ve as a sign of dominance,
r both. Whatever the case

ot e III{IT?II{} S—ZQZ
Challenge Rating: 1
Ahgmm’nt

Of_;gamzanon

xmaﬂv nq{th_’gf

B_y ffmmctfr class

Advamement

the victims of their incessant ambushes of foreign invaders.
The origin of these beasts is unknown and may remain so.
Cyganaran 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
regmn of Llael. Some believe there is a mad wizard
lulkmg 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 acrually
not certain, but when I asked
for his name and he rt:p]iECI
with a series of grunts and
squeals, I decided ro call him
* Groth.
I met Groth while T was
hunting a particularly large dra-
codile that had been terrorizing a
swampie village. To hear the swampies
talle, the creature must have been the

size of Lord Toruk himself! Id soon find out just how close ta

the truch they were, [ had been searching fruitleﬁbl} for &3ys .
wﬁen I hearcl Lhr: sound oi— st:m‘lethmg verv large —




like hu.manmd c;mght in the jaws of the largest dracodile T had Skills: *Due to their unsurpassed sense of smell, the fariow:
eyer seen! The ‘only thing keeping the unformmare creature recetve a +4 racial bonus to Search and Spot checks.

from being eaten was a thick, totem laden staff stuck Farrow CHaracters

in the upper and lower jaws of the great
Tzard. T frnmedfatcl}’ decided that T

cotldn't allow such a tenacious crea-

The tarrow’s preferred class is barbarian, and S

most farrow chieftains are barbarians. Farrow
e e i ot OE me, shaman are usually adepts and prefer spells
and fired several arrows mto the dra- that aid in combat and stealth,
codile, That got 1ts attention, and
the boar-man was able to

escape its toothy maw. [ then

L@gennsé?
Lore

COMMON: The farrow are
half-man, half-boar monsters.
UNCOMMON: The barbaric
farrow are little more than ani-

waded in with sword and
dagger to finish the beast
off. Whar an exhilarating
battle!

Afterwards, T was able
to ask the creature its name

and where 1t came from. [ mals that have learned to walk

soon found that it was a

L upright.

“he,” and we decided that hus : s , : h RARE: The farrow are actually
name was Groth. He actually ' : capable of moderate civilization.
spoke a smidgen of Cygnaran Some farrow tribes have been able ro keep
mixed n with all the grimting and their stolen firearms in working order,

squealing. Groth apparently was a

but have yer to learned how to manu-

shaman amongst his people, who facture ammunition. Watch out for
live in the deepest reaches of

Widower's Wood. This noble soul
felt that he owed me a debr of

them when they are on the hunt for
more bullets.

OBSCURE: The farrow were created
gratitude for saying him from the centuries ago as a slave race for a
dracodile and offered to enchant

the hide of the beast to protect

deranged wizard.

me should I run afoul of any

Treasure

As the farrow are fond of

more dracodiles in the
wood. As T could not

drag the enormous carcass out of the SWamp —though I wanted
B i ; . ; :

. 8 AT N T e Al o W, W 3 ey
o, what an enotrmous specimen! 1 agreed il Erorthito raiding human caravans, adventurers will often discover various

e i Pl e e e T spent the next human-wrought items amongst a farrow’s belongings. These

few days with Groth in his wattle and daub hut, and we became ™2 TAnge from magical armor and weapons to far more mun-
fast friends dane objects.

[ oceasionally wear the armor to this day—though it often

smells of swamp gas on particularly hot, stagnant days—and I{[ OOKS

always manage to pay Groth a visit whenever [ venture into X

B e

Widowers Wood. The PCeats onavell it i QY@RE{H b Tial
- the farrow leap up from themr }udmg”piam:on the roadside :
_ = and ambush them! This particalar Lriba has been able to kefp'
ComBat o s & its piundercd ritles in working order ane d is wil lling to use

The ﬁmw mi‘}!f agmh e ’fmmf. or ﬂl‘tdf.k thm»on their newest ﬂ:ﬁ:t PCs who investigate may learsy.
il : thar 1 hum.m wuard le the Erlbe and has been tlsmfg fhm




. ical Beast (Agquatic)

Str 19, Dex 10, Con 18

6£IO+24 07 f;P)

- ..u....__......_____

3th Swirm 30}3‘ _
15 (-1 size, +6 natural)
Bite +9 melee, 2

claws =LA

B;tz 2d6+4, claw Id6+7

Int 3, Wis 10, Cha | IS

H:d.e -1—3 Its!m ’r3 Mow

f*mpemrf marsh and aquatzc 5

Qoffrag) or rfum% (2—4)

e e e

szmate / lerram.-
Ofgamzanon

j_fr by 10 ﬁ 75 ft.
! Bellow, zmpmvsd ‘gmﬁ _
@E"E?ELQ‘;‘_‘?{‘,{EE{_.  Amphibions, fog breath, mist
i R
Saves: L 2

—— e

egends and tales fascinate me, as the origins of such
things often lead to distant truths. One tale T believe
to have a core of truth is a legend told by the
swamples r_h:u: live in Widower's \Vood near

=i omna]ly I dont lend much eredence to the tales of mbrcd
swa.u-rp folk, but even T have to admit that something massive

- probably dwells in the swamps near Coryis. If Voorie does
exist, my coin says she’s a fog drake.

Fog drakes are bloated draconic creatures with speckled
g' - skin, Although they do have wings, they are too small and
-:ﬁaz‘.blc to support flight. I hypothesize that they help in ghding
fhﬁgﬁgﬁmter. rather: tbzm the air. They tmd to settle near

to have a way of peaceably
nees ate akin to the rela-
mal allies, but allg}ldy

tor these afllmm‘es,msﬂy

Cbaﬂenge Ratmé”

U <;mﬂ£} nmrmf evi E

Ahgﬂment A
Grmrer ;fm}ee 7—1? fﬂ)

Advancement:

and it has been a documented source of destruction for more
than one gobber tribe that pushed its luck.

The fog drake gets its name from how it hunts 1ts prey.
The creatures can operate n thick fog, usmng it to their advan-
tage when hunting. The eyes of a fog drake can see clear
through the thickest mist. It 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.

Comgsat

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 traveling

over land for long distances. It is actually relatively
m=S™e  easy to appease one, but once one is engaged m
\ combar, it is a fight to the death.
Amphibious (Ex): Fog drakes can breathe
equally well in water or air,
Fog Breath (Su): Fog drakes can
emit a cloud of fog from their gills.
This cload expands to 100 feet in
radius. The fog it breathes lasts
for 24 hours and takes abour 30
seconds (S rounds)} to produce. It can do this. 3 times et day.
The et’fects of rhm fog are ::xacdy the sanie as the effccts ot

the ufz:mnﬁg Tnist r.'pe]I




Improyed Grab (Ex): To use this ability, the fog drake
meeds o hit with a claw attack. It then pulls its prey inro its
powerful jaws for a bite attack,

Bellow (Su): A fog drake can release a horrible roar. Anyone
caughr in the path of its roar (a 40-foor cone) must make a
Reflex save (DC 17 or be knocked back 5 feet and take 1d6
points of damage.

Mise Sight (Su): The fog drake can see through any mist or
o2 (natural or magical) as if’ it were clear air.

Leﬁem)s Gliore

COMMON: These huge beasts dwell in the swamps, lakes, and
sarshes of Cyonar. They are very terrirorial, and usually are big
s=ouch to eat a calf whole. They are slow and sluggish unless
smgered,

DNCOMMON: Fog drakes can huft mist through their gills
s= mouth. The sound this makes is very distinctive and is a

sood warning that you are being stalked by one of these beasts,
BARE: Drakes collect treasure, though it's not clear why they
= this. This treasure is usually deposited in hidden pits they
wse o secure their hoard.
" DESCURE: Fog diakes don't like to hunt. If you can offer up a
] Hﬂl}' Lalled béaﬁt, il 1S THOTe ]ikﬁl}‘ to take the uffcring than to

‘serss an attack.

drake can be snIcI to an

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 anyene with the Brew Potion
tear, 5 XP and 125 gp.

The massive beasts eat their kills and deposit the waste m a
pond or pit a few hundred feet from the lair. Searching through
this is a disgusting but rewarding rask. Those searching the offal
must make a Fortitude save (DC 12) or contrace filth fever. ;
Searching will uncover standard treasure from the lairs of regu-
lar and greater (7—12 HID) drakes and double standard treasure
for grand (13—18 HIDY) drakes.

Hooks

A fishing community has recently had trouble with the local
lf?’i“ﬂd:}]') Ik(’ monster. TT] le‘t_'Ll‘].]l-I;) ik g{]bb(.’r I.TII'IDE }13."; 'ﬂ‘lt’)v{tt{ in :
nearby. The tribe has managed to placare a fog. drake lmng in
[ht waters of lhe lake. It helps them desl:tov ] £

the PCs to find the beast and pui‘ a

gobbers how /ever ate mLerprmmg S iler
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ost adventurers, soldiers, and scoundrels consid-
er a suit of armor to be a good
thing to have against your
: back, but I know of one
‘case when it certainly is not. I once
!ps%i_t:l:rssed a bizarre spectral creature
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Advanfement

even if piccemeal. Tt attacks sluggishly, but steadily and
doggedly, atracking creatures with its shocking abilities,
feeding off its victims’ latent electrical
/ energy as it does so. If facing a lone
opponent, it will use its electrical bolr abil-
ity, but it will revert to its electrical field
ability if facing multiple opponents.
= It is intelligent enough to select
\ weaker prey and to flee a los-
| ing battle, although it isn't very
ﬁ:—:“/} capable of recognizing subtle
/ f-’-f threats or using much strategy.
Animate Armor (Su): The galvanite
% ) sentinel has the supernatur;ll abi]ity to
'/ animate and occupy a suit of metal
“armor as a full round action. It will not

. choose heavily damaged suits, and it always
A favors a full suit, picking up additional F 2
pieces if necessary. A suit affected by this
ability receives no saving throw -4
= unless it is in another’s possession or
= is a magic item (save DC 15); itmay
not animate a:worn suit. While occupying
an animated suit the incdf‘pm’eﬂ creature itselt may =
" not be rargeted except by atracks or abilities that specriical
1)( affect sncorporeal ereatures {thus every thmg affects thie

armotr ﬁrst; The galvanite wnrmcl gnms borms hp eq‘uzl w0 the




armor’s AC bonus times 10. Tt retains the
armor's hardness. The galvanite
senrinel is never
affecred b}' the
armors limitations,
such as armor

check penalty, reduced
speed, etc. If it ani-
mates magical armor,
then it may use the
armor's abilities
normally (and it
may now
only be 9
seruck by
weapons that match
the armor’s
bonus). Tt may
Dot animate

ariviacts or

sarelligent Ve } )
mmagical items. = 1 (
When the I
==mor’s hp 15
depleted the

SEIROTL 15

Secomes yalnerable ungil it antmates a new suit of armor,
Electrical Shock (Su): The galvanite sentinel may use this
=hilsty i one of two ways. The first is an electrical bolt with a
samee of 80 feet that does 1d8+-5 damage, or it may create an
iecmnical field in a [0-foot radius about it, which inflicts
286+ damage to all i it. A bolt is considered a ranged touch
sseacke. When the field is discharged, all in the affected radius
wuzy make a Reflex save (DC 15} for half damage; this 1s
=epeated at the beginning of each round if the field is main-
£=ned. Firing a bolt 1s a normal ateack action; creating the field
% 2 move-equivalent action, and it may be sustained indefinitely
‘=evement cut to 5 feet for duration), It may never use both
ssmultancously. The galvanite sentinel always crackles with blue
elecerical energy: this may not be hidden nor diminished.
Immunities: When occupying an animated suit of armor
\ o5 salvanite sentinel has all of the tmmuniries of a construcr,
; eseept mmmuity to mind-influencing effects; however these are
ot when the armor is destrayed. It is always immune to electri-
ol areacks. \

Galvanite sentinels never col

snmetxma_es!isy axmawnmg&faismaf grmor thae na*_y

S

destroyed, at which point the galvanite sentinel's incorporeal self Leﬁe nns Gr LO re

(_Tnfortuila'tr}‘y_.
these are usual_l}'
destroyed in subduing
the creature, but it
might also collect
plecemeal pieces of smaller
armor, such as rings and
bracers, that may go
undamaged.

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
tound in ruins and other such locations, although somerimes
they wander into civilized areas.

RARE: Galvanite sentinels feed oft of latent energy found in
living beings, and their appetite seems endless.

OBSCURE: These creatures have a knack for sn.ifﬂng out mag-
ical suits of armor, and they get quite voracious when occupy-

ing one.

Hooks

the wilds of southern Cygnar, killing e and lofe trav
ers. This is no monster, but in truth a:@ivﬁ_mte st:htinéiﬂ‘»a-_t 1
animated alsu-i{' of! magical demmon armor. w%s_gained Fuﬂ Hse
the al_'r_}lol'g abilitics,'s;}‘d its hi_gh magical bonus means Lﬁ:zt_

4 3 e -
most iweapons can T even \l{arm 1L,
i ;

{_ \ ; "’55/“'\\
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ot many people are aware of the secretive gatormen

who oceupy 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
of oversized gators from time to time (though you

ve found them to be
yond all else——patient
:i:ag eraps, and this is how
up the Black Riiver into
Atlire, an eNcounter was
ously shady bend that my
?bris.___j_\ud that’s when

.:Sﬂ‘ffi‘f Quaf_:'tfgs: Dnﬁ{wswn 30 ) ft., hold 5?&1&5
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(20-50)

C.‘:aﬂen‘ge Ratmg 2

Alignment: —— Usually n.-f_u__tfgiw

O@ar_:_ization:

Advanrement _ _B}J character class

They herded us into their village, and I was able to learn a
great deal very quickly. Their tribal society is stereotypical in
many ways. They are presided over by a shaman (who typically
keeps a few acolytes under his wing), and males and females
adopt the usual tribal roles.

T Childrearing is a bit more of a communal thing,

Like most reptiles, gatormen (or I should say

gatorwomen ) lay egos, and these are kept in a large

e incubation mound in the center

)XP of the village. The young are

forced to grow up quickly,
and half of the ranks
F" of any hunting party
.. are typically made up
* of juveniles (brash
md eager to prove them-
selves, I'll note as wel]}
Despite their fierce nature, garormen are not overl}'-‘
malicious creatures. They are far more intelligent than one
mig}lL assume, and L}xe}' can cerLainTJv be reasoned with (I IIESE
warn you of their incredible stubbornness, however). The
shaman leading the pod that had caprured my crew was a wise
and crafty old lizard. He saw benefit in alic)mng us to bargaim
for our lives——and thar benefit j juist 50 happened to be -y
enchanted R hulian master foreman's goggies Acqumrﬁg that

handy ool had been quite a ta‘:L - all toid 1 ﬂuﬂk I much




prgfer ac'ruaﬁy Paving a head to wear gogoles upon! In the end I'd

have to say that my crew and I were quite luck}u Many gator-
men tribes prefer ta kill first and ask questions later and would
Just as soon have taken tribute as demanded it.

Comgat

Fall-grown gatormen are capable
oppenents, with claws, a powerful bite,
and the ability to use tools. Small
groups af gatormen will
often sneak up on

© ememies by swim-
ming undefwater
or leap up from a
watery ambush.
When a large-
scale attack is
needed, they are
quite capable of
lbrmmg well-organ-
1zed combar units
that are often sup-
ported by a
druid shaman.

Gatormen
will often try to
Larch onto smaller
orey and drag them underwater to drown. They are less likely to
do this when using weapons, but i’ they are ﬁghiing in or near
warter the chance increases greatly. They will also frequently
attempe trip maneuvers with therr tail attack,

Hold Breath (Ex): Gatormen can stay submerged for a
mumber of minutes {not rounds) equal to their Constitution
score. After this time they begin making Constitution checks as
normal, but only once every mintite.

Improved Grab (Ex): A gatorman may use this ability after
= successtul bite atrack. Creatures held while submersed are sub-
ject to drowning. g

Skills; * Gatormen receive a +3 racial bonus to Swim
chedks. .-‘-\ddl'l:it‘m:ll.ly, they receive a +8 racial bonus to Hide
cisecks when submerged.

TIreasure

Because of their bﬂlﬁ;'fof.a:’;ﬁanding t‘ribt.;te gatormen
smghr have ' wide ygric@of v:a_{uab]cs 4t any given time {con-
sadered double stanaaiﬁ@ém '

: urt:j Ehey favor weapous over any

rtem tf)(mgh (;m: Wﬂl" ,}&_'hav_c to pry them from their

Lecenns & Lore

COMMON: A secretive race of walking mtellrgem gators 1§

known to skulk about in some marshy areas, wavhvmg travelers,

UNCOMMON:
Gatormen are a
tribal race that

keep to themselves,

or trade with others on occa-
s10M.

RARE: Gatorman
tlesh tastes kind of
like chicken.
OBSCURE:
These creatures
are lead by
shamans who claim
to speak to the
spirits of the

’ ’\,_ swamp and who

\ control all
aspects of tribal

life.

Hooks

* Kent Lawley is among those
fortunate enough to have encountered a tribe of Black River
gatormen and lived to tell abour it, He accomplished this
through no feat of strength or guile, but by giving up his fami-
ly’s most prized heirloom as tribute—a fantastic longsword
called Sraffiright. Lawley wants his family treasure back more
than anything in the world, but unf'"orlunarcl}'_. the tribe’s
shaman, Ata’halne, has taken a shimng o it |..aw.h=y will pay
quite a handsome sum to anyone who can return it to him.

* The Villmiew foundry of Lesser Cygnar has been having a
bit of a gator problem lately, as workers have been disappearing

while on the job. The toundry’s foreman hires the PCs to elimi-

nate the problem, but the PCs soon encounter a garorman
shaman who explains that the foundrtys n’umFF 15 poisoning
their waters. The workers aren’t too interested. in parleying at
first, and the gatormen will (mlv gwc them one pass at a peace-
ful resolution. i he-PCs mustrhing quhkh? to find a s.nluﬁon
before the‘ r;\.u riins red. i

(fc ésrce 7’?’; Felar j@?sa.y = // e /a.x.e:/?j;_.' :{M,-x.
e,_f ﬂc(.«/«{ fwﬂc,g/ ML '7('/;; pere‘,.,]éﬁ‘

but are known to atrack *

et

b s B 1.y




' ffgmaﬂmd (Gobber)
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- Abil Gobber—Str 9, Dex 13, Advancement; By character class _

n my grandfathcr's day if you spotted a gobber near They are small, ranging from three feet with the common gob-
town, you'd put a crossbow bolt in its gut first and ask bers up to almost four-feet-tall bogrin. Gobbers have smooth
questions later. Prejudice still greasy skin that has the unique Properw of changing col-
iounds, and even in places where a .y ors like a chameleon. This works best if they are naked or
et wagon can sell its wares, people watch ! : ) wearing lictle clothing. Their natural skin tone 1s greenish
! 11; and. keep a hand on their 2 Y A 1  gray. Most gobbers live shorter lives than humans, wi th the
' average gobber living into their sixth decade. [t 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
commeon human language of theix
region, usually Cygnaran.
Tocal atricudes toward
gobbers vaty consxdﬁtabl} _
Nea.r Corvxs, Swamp gcbb st :




(%osser‘fsﬁ_ |

VS S ‘/“ T -
treacherous. As in most places, these gobbers are more interest-
ed i 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.

Yer gobbers are becoming increasingly widespread and
zccepred_. and the most common variant carties on a nomadic
sradstion between human aties. Some dress in gray hooded
-[‘\}ridlﬂs trff}ll_f‘d V'[a &:LICI'EEITI}' (Fo) charlgﬁ C()I{,)r-‘; lil‘:.la Ehfir Own
sk ﬂ‘m}' travel in ]‘mge /Agons, containing ever}-’t'hing t]')f)-‘
own. These wagons are covered with hangf_ng pots, tools, and
other items for trade, clanging loudly enough to be heard from
far away as they creep down the road.

These particularly sociable variants of ‘the common g&}bbcr
s sometimies called "scavenger gobbers" and have a repuration

$or picking among trg.sfgﬁ{;ps junk yards‘. Qver a period
of weeks [ observed’ qﬂggm_up wot!
el together 4 functional steam engine

dﬂ.ﬂg on _L'hem later, I learned
E%\]J i Btand} and wine, which

<ing in the Corvis serap

COMUTION _géib'bers, aidwéghwpmfer to settle mitl

b e

was in turn traded for a collection of weapons, including cross-

bows and eyen several old pistols. Quite a profir given they
started with trash; reminds me of the proclivities of certam
junker relatives of mine.

There are more primitive gobber variations in several loca-
tions, including the aforementioned swamp gobbers commen in
the Widower's Wood. Even these gobbers establish tenuous con-
tact with the nearest dominant species. in order to barter with
those whe could use their wares. Nonviclent by nature, com-
mon gobbers are capable of defending themselves and some-
times misunderstand the violent way other races respond to

their acts of theft. :
Much of the traditional distrustof gobbets is due ro the
second breed, bhf‘._,bmgrin, or boggers. These are a distinctly dif-
ferent stock "of gobber, flearly a foot taller and weighing almost
half :;g;{—in. They are strong physically and far mere appressive:
Bogg&rs can be recognizei ‘E)y the pronounced ridee of bml_e': iy
alopd their skulls, starting atfhdbridge of the nose and enfi’m'g :
at the back of their craniu, Boghin are just a3 adaprable




distinct vasieties of bogrin found in the mountains, bogrin can be vicious when their courage is up: I saw a tribe

ik desert wastes. They are particularly well entrenched  set an entire mining camp afire in the Cardare Mountains,

s Wyrmwall Mountains as well as the northern laughing while their victims screamed and burned. It was a
(%:Khadol and Rhul. chilling sight to behold.
‘ conduct b!nody ambushes against other races when Note on Lexicon: Some of my colleagues have criticized
i 'l:ht}' ‘can overwhelm them. They are usually cow- me for my preference for the colloquial term "gobber.!" It is
‘and avoid a direct assault, stacking the odds in their favor  true that goblin is the proper name for these creatures, however
gobber has become so universal in Cygnaran and other tongtes
that [ see no need to fight it. There are few outside the halls of
ad of night. However, even though most are brutal and academia who sull refer to them as goblins, and all gobbers I
lent, there are some bogrin who have become integrated have spoken to prefer the less formal term as well.
0 eivilization and amended their ways. It is far less common
to find this breed dwelling among humans compared to their
mote intelligent and peaceful gobber relatives. ComBat
I All gobbers have an intuitive knack for alchemy. Some scav- . -
: ) : ; Most goblins are cowardly in battle, but ambush travelers
enger gobbers have been accepted mto machine and alchemy 2 .
_ Q‘nﬁps in Fharin and Ceryl, where they have

octx:z‘si{)naﬂy, L‘..‘;'Pl’.CIIH"‘\' in winter when food supplies
3 have run low. Ambushes usually start with some sort
provet as capable as any humans working ; = 2
= : e : of trap, followed by a barrage of darts or other
there. Skill at least with primitive alchemy is : g :
= g ; ; ranged attacks before charging with melee
also prevalent with the bogrin, which are > S
o _ S weapons.
~ noted for creating excellent flammable concoc- = \
— . . . (1(!{)[)&‘1'5 r:ll‘r_‘]\' ;lll.ill.hk d QJ"I'(}LT.P (Jl more
tions as well as some ingenious poisonous i M
o2 than ten opponents, unless they have over-
- gases. - i g
& ) s whelming numbers. Their goal in most
Donlt let a few positive ; ;
: ) cases is to surprise the enemy and make
experiences with civilized J

gobbers blind you ro
their danger in

the wilder-

‘ness. Lhe

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
Calilier rogue similar conditions,
+1 racial bonus to
savfﬂg throws vs.

POISOTL.
E




+2
racial
bonus

on

Alchemy
checks. Gobbers
have an innate
cuniosity and love of
mixing substances and
expermmenting with their
etfects. They do not automati-

cally have ranks in Alchemy without
traming, however.

+2 racial bonus to Escape Artist and
Move Silently checks. Gobbers are taught
from infancy the ways of stealth and wriggling
loose from capture.

*Camouflage: Gobbers can blend mto their surroundings by
subtle changes in skin color. This grants a 14 circumstance
banus to Hide checks, adjusted down dependmg on how much
skin is covered. (+4 for virtually nude, +3 for 2
=2 for half covered, and +1 if 75% covered.)

0 \.0\"&]‘9(1

= AT

Common
qOBLll’lS (' CTOBBers )

These are the most numerous, mtelligent, and socially

adept gobbers. There are several yariants of this breed, bur all
shiare the same physiology and basic nature. They stand just
ever 3 feet tall, with green skin by default, although they some-
simies use their camouflage ability to match their pigment to
thie skin of humans with whom they have regular contact.
Those who deal yegularly with humans are easily spotted by
sheir noisy trade wagons that sexve as bath 2 home and a

- source of livelihioad. Nomadic gobbms Trmel in tnbe% of

: ngdnm.a.ﬁ

sometimes protect them. Some tribes have formal treaties

anteeing their right to travel the roads and sell their waré‘s‘
Most gobbers are nomadic, although families may settle dow:

in human towns if thC} are able to find a niche f_at the

and some gobber villages have SPLUNg up Bear hur_mm ot

There are partienlarly lar ve gobber towns on the ourskires &
Fharin in Cygnar, Berek in Ord, and Khardov in idm&os
enjoy locations noted fm lively ‘merchant trade xmttf apm
kets.

The most notable Pﬂrmtme variant
which are ntl.th&l"()li’i in ‘narsh}* TEAITL ACH
rech;swe gcbhm& are




R

b '_.es";m_d' attacks, although primarily for the
quiring food or useful items. Swamp gobbers are

: A&Ept at stalking the grasslands and bringing
¢ game by steering them into pit traps. These plains

‘be the ancestors of the modern urban variant.

lymere muscular and stout. Bogrin have a distinct ridge
ne the length of their skulls. Some boggers are fond of
markmga such as ritual sears or tattoos, particularly if
g ternitory with trollkin. Although they are less bOCIab]t_
i gobbers, bogrin sometimes ally themselves with
i races for purposes of survival. This is particularly
mon in the Scharde Islands, as well as the Wyrmwall
GumEains. There 15 a Iougstandmg rclanouslup between

c most numerous are the mountain bogrin, noted for

pe tribes (called "kriel"™) and extremely aggressive

‘mto territories for long periods of time. They
Omes m cave networks and abandoned mines.

ear a goed source of prey.

bows. A fayorite tactic is to atrack 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, PH). Some bogrin have rigged their villages with firetraps
and are willing to destroy their homes to kill invaders. Forest
bogrin are noted for mixing potent poisons and have devel-
oped 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 doud but with a +4 bonus to sav-
ing throws due to its non-magical nature. 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 gob-
ber traits above except as noted.
Immune to the dangers of natural extreme cold or heat. This
makes them perfectly comfortable in any temperature from
0-1107 F, suffering none of the regular exposure conse-
quences.
+-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.

C{OBBGI‘ CHaracters

For information on gobbers as player characters, consult

the playable race appendix (pp. 236).

Treasure

Gobbers keep wharever they have managed to acquire by
scavenging, raic]ing travelers, or tradf_ng. They prefcr barter to
coinage, although leaders sometimes keep a stash of currency.
The homemade weapons of the civilized gobbers are of sur-
prisingly g(mcl quality, afrhough often made of inferior sub-
stances like bore or ari amalgam of lesser metals. Some gqb—
bets have specml Ponchos that smell. pecuhar but,&[fSw ﬁlﬂ

.. ‘33:5-?' t]lc Bloodstonc 1\r’Ielrr:l'lcs, buffracfﬂ\ mouﬂqge bonus as if rhev were nake(# The} are secre-—%,
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ashes mclud.mé\m
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funcron for non- gobbers but can be Patchecr tbgd‘ter
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““receptive to enchantment,
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Leﬁem)s & Lore 29
COMMON: Gobbers make thievery a habit, i .

bur most aren't particulatly viclent.
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 aldlem}f and provide
2o0d fortune to wizards who take them in as assistants.
OBSCIURE: A Knowledgeable wizard of 9th-level or
Sugher can create an enchanted human-sized robe from
shee gobber ponchos for 1,000 gp which provides a +4
mumst'z.m_e bemm to the and Move Sllemzly checks.
Tius is ".-ﬁefemﬁ to as a mwbe of poblerkind,

CHE b A Tt




3d8+6 /f 9 bf’/
+3 ( I Dfx +:‘ fﬁ Zf”m'fj’{m__
Imuanw)

30 ft

13 (-1 size, =1 Dfx e

e

nat ml )

2 claws +5 ;?x.-;lra

Fort +5, Ref +0, Wxﬂ +1

Saws

AI‘!IItﬂeS Str 18, Dex 8 Con I4 Inr 5

Wis 10, Cha 5

ktﬂs
Feats

Any fan;i' o;f wziergro;md

Ci'zm;—r:/lewam e
Sﬁfﬁ??}%_f?ﬁfﬁ or pack (2=5)

Organizarfon:

sl
2fiby S f/10f

e gorax Is a distant cousin to the ogrun, though
mote animal in mstinct and habit. In appearance
they resemble some mad ¢ross between an ogrun
and a bear. These may be, m fact, the

direct precursors to the ogruns that are grow-

g in number today, but unlike their
‘brainier (albeit barely) cousins, the gorax
18 a breed on the decline. They have
suffered in past decades from being
hunted for their young, Up untl 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!”

 wasa ca]l oﬁm hea[cl on battle-

in smaller numbers. &
rotghout the larger

: gs——i_s.'g_gta_}_(_piii ﬁghtmg

Cbaﬂenge Rating: M =

Lmaﬂv nmmu' eutf

46 HD (Lage)

Al:gnmmt

dva ncetmen t

T have witnessed such an event myself not so long ago, and to
see money changing hands as these roaring, slavering brutes
tore each other apart for the entertainment of the masses
produced a sinking feeling in my stomach. T don'
know why I feel a certain sense of pity for
these beasts—perhaps it is because, 1n
my npini()n, thn:y are so much more
* animal than monster. Just recently
these bartling creatures have
become common fare in the
" Corvis Arena (1 thought T 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 extermi-
nated when thc}’ cross mto
human territory, which may be for
the best since whenever this hap-
. pens the results are generally ugly.
Gorax are meat-eaters most definite-
ly, and man can often be found near
the top of the menu.
One last interesting fact for this
entry; “like stink on a grax”isa
= well known phrase, but it may
SUBPTISE anyone not in the know that
the distinct smell of a porax is not just from: its sweat—and
whatever other odots it’s been rolling in—but from its saliva.

For men, saliva is nrerely a digeseive aid—and sometimes a dis-




e

gLi'ﬁtimg missile of indignation for those of lesser breeding—but

for the gorax, saliva is a distinctive marker thar is used for two

primary reasons. One, i a pack envitonment, gorax spit on

their food in order to claim it from other members of the pack.

And the other reason is for attracting mares. During
the mating season, the
female gorax pro-
duces as much
as seyen

times the

normal
saliva,
drooling con-
stantly, Not

a particular-
Iy endearing
quality to us, to
be sure, but i
drives gorax
males simply
wild—or shall =

I say, wilder.

Comsgat

The gorax will attack
anything that they perceive
as prey or a threat. Only the promise of sparkling
shiny objects can throw them off a Kill... sometimes.

Leﬁenns & Lore

COMMON: The gorax is a primitive cousin of the ogrun.
UNCOMMON: Gorax collect shiny trinkets. which the male
Sorax uses to court females.

RARE: Young porax can be tamed and tramed, but few remain
s such service roday. The}' have a tendency to go berserk under
peessure—there (s a S% chance that when a gorax has lost half
w5 hit points it will go mad and atrack the closest livi ng target.
OBSCURE: Anyone who meets a gorax 15 adyised to throw
Sown a handful of cg;" ot othe shuny objects and flee. If the
gorax fails a Will sqt'c Q@C 37, the {shinies” will make the crea-
cure lose interest m§atmc§ﬁg,[ﬁf tc.'rinporari]y;]‘ Tt ¢ngaged m
mmbat OF prmmztmé-ctﬂas,

otic will be completely useless

Treasure

There will always be at least Id4 gems of yarying worth

and other shiny objects scattered about the gorax’s filthy laie.

* During a
Venture o
the under-

ground of a
large city, the
PCs somehow
find some among
them—or all of
them—setzed
and tossed

i]'] [ a d(’(’.}']

. pit. A crowd

gathers
around, look-
ing on and jeer-
q ing_. as a gate
‘5 in the oppo-
L 3 - -
[ site wall rises
~ up and a gorax
(or two or three)
comes rushing at them

wirh I')[{)O['{J"I]RI' 1:11 if& )’CHO“‘

eyes. Coins start getting
. .k tossed back and forth above.
The fight 1s on!

* A flustered farming community has had the
il pleasure of a pack of veracious gorax settling in the woods
above their fields. The pack has already dragged off a few vil-
lagers, and the beasts are just too formidable for the farmers to
fend off with their sund ry assortment of picks and firebrands.

They'll serap together what coin they can if the PCs would be
so good enough as to rid them of this flesh-hungry nuisance:

Z(/ ;ﬂ?ajgé e <7
/a;/( Jw eaer / d—cﬂ—.
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35d10+10 (542 kp)

+8 (+4 Dex, +4 Impmwd

Initiative)

20 i fmfmw 2({_}‘1 sSwitn 20

ft

36 (=8 size, +4 Dex, +30

natural)
Bite +42. mielee, ram +40 1{1&133

critsh +4O ;‘?lffﬂf md sfap 4'4()

miclee, tail sweep + }40 ngrffe_

Bite 4d3+15 ram 7(38-‘ {
crish 4d8-‘-22 m:l slap

3d8+ 22, mzl | sweep 2 dé i ??

""__"40 f By 80 fr e

| improved gr ‘Ih s I"_‘LW}"’E

Damage reduction 20/+3,

scent, SR 25, frightful presence,

here are some things in this world that you simply
don't trifle with, They trifle with you. And when
they do you are at their complete mercy. The
Iegendary Gorgandur is one such creature.

P 2,

IT‘L’?HOYSEH SE

“Tort +33, Ref +25, Will 13

wfﬂztfmes 5:1 40 Dex 18, Con 30

=, A Inr 8 Wra IO C fm INS‘
Sfe:ﬂs . Ermf; +25 I isten + 1'2

 Search +12, Spor +16
Blind~fight, Combat J&f exces,

Great For ﬂma’; Impmved

Cﬂtrml f’E’zte/ Erm'ea.'
Imtmtwa Power _4{1_‘51_{{«

Imj)_m?ea' Bull Rus:“ Lron sz
Multiattack

méﬁ';r‘:'at;/iéfmin- Any &na’ ;md under;gm&nd

mgamzatzon SL" ZI?(IQI

iC hallenge -REE.L@

Alignment: Afwa}'* newtral
Advancement: 36+ HD _f’ Cofos¢

may. From what I have heard from reports, these creatures do
not go out of their way to seek out victims, but do not hesirare
to obliterate those foolish enough to
raise their ire. 3
If you're brcathing, then you've
pmbabl}-’ never witnessed a
Gorgandur mn person, though I
g have had the opportunity to
speak ro one or two rare sur-
vivors. They are colossal ser-
pents that dwell deep in the
earth (near subterranean watim
pockets in volcanic areas,
¥ believe). Every few decades
they wake from their shumber
" and unleash themselves upon
" the worldito canse widespread destruction
and eat the inhabitants and lvestock of sev-—
e ::ral rowns while thcyre acit it. Iwe




When a
Gorgandur engages
m combat it attempts
2o kill and then ear
everything, and that’s
generally what it does. It
wall artack first with a
blast of corrosive shudge,
then 1t will set to smash-
mg everything to pieces.
Should some force man-
2ge o do critical damage to
the Gorgandur, it would flee
back from whence it came.

Corrosive Sludge (Su): A
Gorgandur can spit forth a
corrosive goo in a 100-foot cone. This does 45d12, damage ro all
m the area. Those affected may make a Reflex save (IDC 3T) for
half damage. It may use this atrack once every Id6-+I rounds.

Attacks: The Gorgandur’s crush attack affects opponents of
Large size or smaller, and it affects as many creatures as can it
smder its body (see Face/Reach). Those creatures thar fail a
Reflex save (DC 31 are considered pinned; those that fail to
escape take crushing damage each round. The Gorgandur's tail
sweep affects a S0-foot diameter half circle at the creature’s rear;
creatures of Small size or smaller are not affected by it. Affected
exeatures may make a Reflex save (IDC 31 for half damage.

Earthquake (Su): By slamming itself down upon the ground
as hard as can be, a Gorgandur can cause an earthquake. This is
&2 all ways like earthquake cast at 20th-level, except that any fissures
aoened do not close, as the effects are permanent.

Frightful Presence (Ex): A Gorgandur produces a constant
Sow rumbling that inspires terror in all creatures within 300 feet
- deafened creatures are still affected). They must make a Will save
I 31) or suffer the following: Creatures of 15 HD or less are
shaken for 6d6 rounds; creatures of 10 HD or less are panicked
S 646 rounds; creatures of 5 HD or less _becomre. trightened for
36 rounds. This is a fear affecr,

Improyed Grab (Ex): To use this a Gorpandur must make a
saccessful bite attack.

Swallow Whaole {Ex) With a successful grapplc check, a
Gorgandur can swallow any creature of Huge or smaller size that
zhas a]ready gmbbed Onee swallowed, creatures suffer 3d8+15

' d as well as 2d6 acid damage per
] empt to hack their way out by
zard (AC 20). Mascular
ctims must cut themselyves

c_zg_ui'hdtr:_.c‘_m-swmﬂovg

- meqrthl

sixteen Medium-size, thirty-two Q:ma}], A8

- /-" s:xt\!—i()ur ]m), one hundred and twen-

. / ty-eight Diminutive, and two hundred !
and fifty-six Fine opponents.

Tremorsense (Ex): A Gorgandur

can sense the location of any-

Mg ke thing in contact with the

gmund withm 300 feet.

Treasure

If you see a
» Gorgandur and you ger
away from it with your,
- life, consider that treasure
;i_\ enough. There is, however, a
strange tale of a survivor who

claimed the fallen tooth of a Gorgandur. Several wealthy collec-

tors offered him a king’s bounty for it, but the individual, a
hunter by trade, kept the tooth as an eccentric artifact.

Legenns & Lore

COMMON: Ancient legends tell of colossal serpents that live in
the earth, venturing forth rarely and with destructive consequences.
UNCOMMON: These beasts are called Gorgandu[_. 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 HID 2!
upon an unsuspecting world.

Hooks

Gorgandurs lairs, and they haye bcguxi-
thing. The _ghasﬂ} ritual requires the . { i
sacrifices 3s well as collecting several Forgam ancient. artifact
a tall order, but this secifﬁ?owerﬁal enough that it just might.
mThePCs are caﬂecfm 1:05:__" em T}xecatd:‘lsthar shot

ai:!out'n dcrzan vgmng - pa' 0

kit

in sxghz. Vo




1/2.d6 (1)
+2 (+2 Dex)

ISmaﬂmsf‘;mpmr 7 meffe or.

bite -2 melee; ‘oﬁf_{ﬁgg_siagﬁspmr
4 ranged
.. Smaﬂ sbompmr Id4~-1‘; or bite
1do-4

2K fi by 2 4fi./0f.

Glitch

e 90 rr dfwre“ma}‘ga

airal mwsdvff:tv

Fort 4-0, Ref +4, Wr f +z_

eviled by mechanics, engineers, and priests of Cyriss,
grcnﬂj.ns are the bane of steamwork, clockwork, and
other complicated metal devices. Nor only are grem-

lins mﬁ]rnous for ruakmg constructs such as steam-

In my L‘fforts to uncover more information abour these
Cﬁy .dcspiscd grymkimn, | made provision to accompany
ss Haolm, one of Corvis's six expert exgremlinators, on one

ines that I assumed were present to
down. Aliss informed me that not

Abzlmes Str 2, Dex 15, Cﬂﬂ s

It 10, Wi 11, Cha 8

Skills: — Balane +5, (*z;mz +7, Craft.
5 V0 e (junk rﬁfta) 3 Dzsabff i
Device +10 f.irldf‘ +13 ]umf)

:':I_H{ffﬁﬂwi, Mow Szfzntl

+3, Open Lock +5, §pot —|—5

Alertness

Climate [ Terrain:  Utban
Organization:__ Gan‘g i ?——5; f“f{%, (Z:“__ ,mg?'
me" (21 I—— 30)

C;mﬂenge Ratmg
Alignment: fi!’wmrs rbaonf mutmf

Advancement: 12 HD (Tiny)

comical appearance, with a disproportionarely large round head
balanced precariously atop a scrawny neck, a rorund potbelly,
and short spindly limbs ending 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
eereme.I}' Iong poinwd ears, and a cm-ane.Le. 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 Jockpicks, 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, b}’ ph}'sfcaﬂy merg-
ing with an appropriat.c and tully operational device, often-
times ruining it in the process. At the end of a week thus
me.rged‘ 2 new gremlin is born, and both parent and duplicare

emerge from the device. Particularly
,,-—én;? S 8  large devices, such as those used in
G factories, may be plagued by a
number of merged gremilins, lead-
ing to continual malfunction and
eventual collapse. It is of no comfort to the
cngmeew of the kmgdoms that grcmlms donot
merge with inert or broken down machmm:}.
“and the mgmm irritation m further aggya




\
&y the fact that merged i

gzemlins are best removed by a skifled @11&

Comgsat

While not parl:icularly violent, gremlins do enjoy torment-
inz other beings by making devices malfunction at mopportune
ssoments, sneaking up and prodding them with spears before
Heeing, leaving caltrops on seats, and so on. When faced with
s serious threat, they prefer to flee:

Glitch (Su): A gremlin may cause a brief malfunction in a
sinple complex device such as a steampress or cross-

Sow. Simple items like swords
c=nnot be affected.
Nonmagical, unatrend-
=2 srems automatically
mazlfunction, while
==gical or attended
sems must make a
fornmude save (DC
10 to avord mal-
Smction. If
the check
ascceeds, that
Sevice cannol
S affected by any gremlin's
shech power for a day. Once
2 grembin uses glitch, it can-
= use it again for 1d4

Device Merge (Su):
iace per month, a gremlin
=== physically merge with
= mechanikal device. A magical or attended device may make a
Sosmiude save (DC 10) to resist the merge. Once merged, the
wemlin can use its glitch power on the device at will, and also
W eorhs some of the elements of the device, compromising its
Segniny; the device's hardness is reduced by 1 per week, and irs

peocreation.

Natural Invisibility (Su): A gremlin may become invisible
& standard action, although it does not remam mvisible if it
macks, A grﬂnlms m\rr:.:hlllt} does not affect cars.
terity modifier for Climb
6 to Clinb, Jump, and Listen

expensive ) exgremlinator utilizing the appropriate paraphernalia.

S points are reduced by 1 per day. This is a gremlin's means of

—

Treasure —

Gremlins are not known to acquire and

hoard material possessions, beyond those worthless
items they craft out of scraps of metal, discard-
ed nails, and other industrial detritus.

Legenns & Lore

COMMON: Cats and gremlins loathe each

other, and cats can even see

mnvisible gremlins.
UNCOMMON:

Grcmlins are noc-

turnal; they can operate during
the daylight hours, but find it
uncomfortable.
RARE: Arcane spellcasters have
been known to acquire gremlin
farmiliars. Tf such an mdvidual
calls for a familiar in an appro-
priare location, and is of at least
Sth-level, a gremlin may answer
the call ar the DM's discretion.
OBSCURE: Cyriss bears a particular hatred for the monkey-

wrenching grymkin and grants her clerics the ability to tum

unmerged gremlins, as other derics turn undead.

Bt

Hooks

Rumors abound that rival engineers and
factories somefimes attempt to 'sahot:_lgﬁ;eacﬁ
other’s wotk -bv inmdudn’g Qrtmlh‘;s__'{jﬁ(th._ hie
premmcs The Charactei's could be :

melq}’ed to covertly dro one or

l:\m’grem]ms nto & &acwn, fﬁ\ e
rcvcnt\such sabom e.‘ L ¢
P SRS s
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Special Qualities: _

T wbofe

Darkv:szcm 90 fr r;g;ﬁg@‘fo;t
Bsient, SR 17
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+7, Spot +8 e
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Any nonHaﬂuatzc

Unique pair (a always appmfs

with Flay)

Alw 5 ff)aorrr mf

Med’z um-size Fﬂ_@gmﬁiﬁ)

6d6+12 (’33 fap)
S22 Da)
g -
i (-1—2 DfDC + natm‘{{Q“M‘
" Bite +6 melee

Abilities:

szmate / Iermm

_ Bite special Sy
SOty SO s
 Constrict 1d6+2, fear aura,

in frox'fd gmb puppeteer
Darkvmon 90 ft., rfgmemnon
5 SR 17

fé;}'+4 Rf +7, Will +8
Str 37 Dfx 15 Cmr [H
Int 14, HES 33 ija 32

Bafancr: +9 ( f;mfi —I—(J
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Itsten +5 f\/fow Szﬂenr{y +9
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Any non-aquatic

Unigue pair (always appears
 with Gristle)

6

_ Abways chaotic evil

L T

old chilling tales of the
ough the jaded and
'maj{ scoff ar many such
Lon, my investigations
ST OULTAgeOus STOTies
rare few cases a terri-

and hearths to scare both children and adules, often recount
the foul depredations of a pair of grymkin known only as
Gristle and Flay. I have found these tales to be but shallow
resentations of the true hotrors of these legendary fiends.

I have recorded tales that place these monsters in locations
as diverse as the mountain footpaths of Rhul, crossroads




Sowels of the Corvis Undercity. It seems the wretched pair
know no boundaries, though why they range so far remains a
systery. Similarly, their aims remain unknown, beyond the obvi-
ous relish with which they inflict pam and suffering upon those
unformunate enough to attract their attentions.

It was upon my return journey to Corvis, following my suc-
cesstul expedition to uncover more knowledge on the bridge
trolls of Merywyn that T discovered the tales of Gristle and
Flav to be all too much a realiry.

A mere three days’ ride outside Coryis, the merchant’s cara-
w20 with which I was traveling was set to camp down for the
meht, as dusk was gathering. Guards were ser, a campfire stare-

- = and I made ready to sertle for the evening. It was then that
kit Yale, our merchant host, spotted a hulking cloaked figure,
Jeep within the shadows.ars

e of the c':impﬂtc's light. The
] enge 1ssued; the ﬁgurc
seemingly unconcerned, What

‘and my blood wurn o ice.
al a nightmarish creature, a

grotesque mask of insane amusement, his mouth far too broad,
full of far too many teeth. His skin was crawling with disturb-
ing tattoos that writhed and rwisted, and as we watched in
stunned horror, his skin peeled away from his bc)dy wetly, to
stand on its own, hollow and smiling. The camp immediately
became a confusion of screaming panic, as guards and travelers
alike fled in blind terror. The guard next to-me became hyster- -

cal, and it was all I could do to prevent him from funning and =&

hopetully defend him from Gristle and Flayy.shoufd ﬁle_y_.chom-'{
to attack. As I watched helplessly, the geymkin began to hunt
i ». gt SESgn

wift and jerky motions

g I"i__{‘:r_,::

my fellow travelers.
Flay moved with the hortifyingly

a marionette, ieapf_ng upon a guard At

~skin fitting averher fear-wracked bbd'y’

1'ealiz;1_tjﬂﬁ”rthm she was still entirely aware occurred 1o me wh
T locked into her horrifie éyes. Sickeningly, as Flay Bég;_flr_l 1

mo\;g_.!.he began to make b Apaye in step with him. _Gtistlé :
tjluifdmci_-_a strugg]i;lg‘p,_w!:/‘cham ifl)}}is skinless fists, his swi

grin growing broad;-:r I;is.‘w;ﬁ:igy\_cwa_y r_tcd closer, still fi :
sheath around the female guard. Flay reached dewn -wiér
B e




1 retrieved a dagger dropped in the panic, and
owly cut up the merchant bound in Grisdle’s
ard, aware of the horror she was mflicting
led pireously, her cries drowned out only

wmg thc mcwhng unfortunate, the ﬁend s stomach
accommodate a meal little smaller than its

W. I.mpers ceased. With a lurch, he then pu,lcd frct,
1er m.u.ncd form, and the horrific pair danced gleefully

ravels have brought me into contact with many beasts
, both fair and foul, but few encounters have etched
clves mto my mind with such brutal clarity.
and poor, young and old, those alone and those in
» have all been the victims of Gristle’s and Flay's night-
ish attacks, the only common link being that of one or

capricious whims. They have been known to appear sud-

ly and dramatically, ambush or stalk victims patiently, and

ti\itﬂ:l.d.isguisc themselves to move amid the unsuspecting, Flay

:'.?DVc'ring Gristle, the two concealed beneath cloak or robe and
mei or hat.

nore rasdy dealt with. The duo preﬂzr-; to toy with lherr
s, wiinging every ounce of terror, pain, and misery they
of—seldom is anyone killed outright.

the corpse-like appearance of the pair, it is not

£ the two grymkin and has
into submission, *
them, or grabbmg aneL
. fhared torment.
an aura of revulsion with
t}:{an. S5H l;i'ml ]00;&
save (DC 14\ or suffer

the effects of fear for 10 rounds.

Tmprt)ved Grab (Ex): To use this abﬂity, Gristle must hit
with a slam attack.

Swallow Whole (Ex): With a successtul grapple check,
Gristle 1s capable of comfortably swallowing opponents of up
to Medium-size or smaller that he has grabbed. Once swal-
lowed, the creature suffers 1d6+2 points of crushing damage
per round, as well as 5 points of acid damage from digestive
acids. Provided it has the means, the creature may cuc its way
out by doing 10 points of damage to the gizzard (AC 12),
The hole is closed up after the creature exits; any other swal-
lowed victims must cut their own way out. Gristle may swallow
one Medium-size, two Small, four'lqin}', eight Diminutive, or
sixteen Fine or smaller opponents.

Regeneration (Ex): Fire and holy or blessed weapons and
water deal normal damage to Gristle. He can regrow a lost
limb or body part in 3d6 minutes, or he can reattach a severed
limb instantly.

Flﬂy

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
:Lt.L:lck u_sing in‘lprm’ed grab:‘,v‘ ﬁtl'.{ng tighﬂ}' armmd T.l'mm like a
second skin, controlling all their actions (using puppeteer),
forcing them to perform terrible deeds while they remain com-
pletely aware of everything they are forced to do while within
hum. His fun over, he then constricts around his victim, crush-
ing them to death, He will not engulf victims in spiked armor,
lest he damage himself.

Constrict (Ex): Flay may constrict an opponent that has
been successfully grabbed with a successful grapple check, deal-
ing 1d6+2 damage.

Fear Aura (Su): Flay emanates an aura of chilling fear with
a 60-foot radius. Any creatures with less than § HD that look
at Flay must make a successful Will save (DC 14 or suffer the
effects of fear for 10 rounds.

Improved Grab (Ex): After a successful bite attack, Flay
may engulf .m} Meditim-size or smaller humanoid opponent.

_ Puppeteer (Su): Any victim suceessfully CIIS];Q&HIC.C]. by
I‘I;l} wih improved grab must make a Will save (DC 157 or

*'_4_ subject fo the effects of dominate person. ’Ihc effects last. as <.

long: .1';, ‘Flay remains wrapped around the vﬁ_ﬁm
Regenemuon (Ex): Fire and holy or blessedt wear
e rdea) hormil damage to Flay. He can regrow a

or body part in 3d6 mnutcshmr hf cam rvattach a sev’em-:l i

instantly.




Treasure

Giristle and Elay have never shown any mterest in acquiring

or carrying possessions of any kind, beyond any garb mcy tem-
porarily disguise themselves with.

Legen_ns & Lore

COMMON: Gristle and Flay are two legendary grymkin,
Giristle being skinless, Flay being

Gristle’s tattooed and independent
skin. Tales of the hideous depreda-

tions of the two are common in

all lands. Gristle and Flay only ever attack at night, and v
at the break of dawn. s
UNCOMMON: Anything encircled by an unbrokeu uglg Df
holy water is safe from their attacks. Similarly, (J].]liat:]_l/ﬂ’lld Flay

cannot enter hallowed ground.

RARE: Gristle and Flay can be destroyed b} ﬁrc and weapons
and water blessed and made haly, but they always reform a year
and a day after being destroyed, in some remote, seemingly ran

dom locale. .
OBSCURE: Legends have it that Gristle and Flay are but two

of three grymkin brothers, the other being Spi_nai,

a skeleton-like grymkin. How Spinal came to
be banished or separared from Gristle and

Flay is lost to the mists of time, but rumors

have it that the pair still
e —

s seek their absent brother.
ey ko
D N
6y Hooks

Recently, rumors

abound that Gristle and

Flay have been sighted in the

IJD\ rinthine \th)[LI‘a of the

b, Corvis undercity, but as

of yet, the grymkin have

not atracked anyone.
What might
1.}]({}' I.)f.f

doing or

locking

for, and

why have they not
attacked?
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© came across this creature but once, many years ago while the mark that will free me of my long vigil?"
~ prospecting high in the mountams of Rhul. A 1 assured him I did not.

fearsome being 1t was, 20 feet tall and as Z= . ""Ah, then thar is sad,” said the giant, bowing

broad as a tavern, with great three-fingered , Z = his grear head. "Bur it is passing pleasant to

fists clutching a greatsword taller than a ciola S ey have company. What fares abroad in the
tree. Most striking of all was its head, com- N world?"

p ringed with six dark eyes. Upon its é A 2 5 _ I expounded upon the king-
ete were also—amazingly—eyes. =S 3 y ; doms in great detail, until long
issively it regarded me as I = 4 - e after the sun had set. Late in the

I+ sheathed and o . T : evening, curiosity overcame my man-
e of peace. / : I = ners, and I ventured to inquire about
ed into the D T o =N ; jur | A the nature of the secret behind the

' ' . : ' doors.
"It is a power and a posses-
sion far beyond your ken,
small mortal," the giaﬁt
answered. "My master
named me Gorgolorbaramamiare: ‘He
who bars the gates of reason! None shall pass
who bear not the mark.”
That night I slept under the watchful gaze of the
unblinking giant, and when I awoke, 1 left him to his Iung
vigil, promising to return one day.

T have pml&ered Iong a.nd hard about - my encounter mth 3 -




(%uarniem (_?mnt

doors. However, there is
sometli'ing about his
name that strikes a chord.

Leqenns & Lore

COMMON: None.

UNCOMMON: There's a giant in the mountains of Rhul
guarding an ancient treasure,

RARE: The giant gnards a door that
has long shur away a grear evil.
OBSCURE: There are a handful of

Guardian Giants, each tasked with

T know I have come across
it in previpus research,
though where eludes
me now. If I could but
remember why it rings
so familiarly. ..
.~;e¢urfng an item or befng of
unimaginable power and pure evil.
Compat e
The guardian giant
wields a 4+ Gargantuan

Any giant failing would be dire,
but if all were
to fail it is said

¢ that a force
greasword. He prefers to g ¥
5 - more sinister
disarm, subdue, or inca- l I
i than even the
pacitate attackers. He

will fight to the : l?_mgon
death if he is I\I?'Jg would
arise.

unable to prevent \ g

mrerlopers from

entering the portal
by peaceful means,
Spell-like

Abilities: At will—
-L'_im, mmpfebﬁﬂd L‘ln—’
gmages, identify, charm 2%
serson, arcane lock,
camaudience / clair-
seyarnice, fonpues,
Semensional anchor:

3/ da[\'—zfamma!t

Hooks

* What lies

}'ﬂ'—"""-"-'_-fﬁfﬂ’ vision, ; iz behind the door in the mountains? A weJlL‘hy scholar

ssseall, guards and wards, mass ) wants to know and will pay anything to find out if’ the rumors

smggestion; I/ day—-vanisb, mass charm. These abilitics are as the of a massive treasure hoard are true, A share of the loot will go

spells cast by a 20th-level sorcerer (save DC 13 + spell level). to the party if they are successful and speak of the mission to
Hypnotic Stare (Sp): The giant can hypnotize up to 3dI0 5 one.

5D of creatures three times per day as per the Ist-level spell * The Dwarves of Rhul have long kriown of the giants

?;mﬂ“lzg cast b}’ o 20ﬂq—level SOLCCECT v }'Jresenc& -_rhE}"vc hcurd of : an t‘.xpl:dl'ti(m £ c)pen C}‘IE‘.dOGI“-‘-.'

All-around Vision (Ex): *The six eyes circling his head give  4nd would like to prevent it; whatever’s behind thae deor should
e guardian giant a +10 bonus to Search and Spot checks. Due stay there if a beast of such power is its. guardién. Thepatty: iSs
£ his nature as a guardhan, he recetves a +6 bonus o Sense must stop this investigation, but the ‘ﬁm‘fm it may be too ;
Monve checks. He receives +4 bonus Listen checks, and he late. .. =
cmnort be flanked. - -

“T am a-Ward and a warning. Woe beride those Who seek fo &fi’m r?':t_m;f' i
enter this unbatlowed place. " — The piant Gorgoloroaramamiatt =

- Treasure?

g T Tl
1l be valued ar 45,000 op. S
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Energy a’mm consume organs

n the realm of Ord, in a dark, rough wood not too far

from the city of Five Fingers, | once encountered a cult

of worshipers known as the Cult of the Despoilers.

They are believed a horrid offshoot of the questionable
Culr 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 usuall}‘ absent from most
Devourer enclaves. This cult was responsible for many depravi-
ties, but one that s still lurking about today 1s a breed of
restless dead known as the hollowed.

These unfortunates were victims captured by the cult and
rortured in a slow deach. 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

v_thro'ugh death. Instead the victim would rise several dayﬂ later

: : wl begm a horric

'{:)ust ence of undeath m which its only pur-

lcor all of_ their decayed
suck the life right out of
aal otrgans intact. They favor
e where possible. They can
ed traveler will know that

Afzgnmmr

~ Abways ::baonc evil

Ad'vancement 53-8 HD Mfdif:f.'ﬂ-s i)

ancient rumors hold that if a hollowed actually completes
its entire set of organs m “one moon,” it will come back to
life. Secondly, it is said by the cult that these reawakened
creatures are l‘}LithFu]s ui‘ the Devourer ;md carry out the
practice of its cult in true form—stalking cheir former
friends and loved ones for consumption and posing as living
members of society. I've never seen this tested, but [ can
only fathom the terror of such a creature rerurned to living
existence.

The second horrifying fact is that these creatures have
been encountered in all corners of the Tron Kingdoms—
which doesn’t really say so much about the terror of the
hollowed as it does abour just how widespread the activities
of the Cult of the Despoilers had been. Of course, no one
rcall}’ knows for sure what exactly happened to the cult. All
we see today are their horrid, walking dead ereations. But

that doesn't mean they're not out there somewhere....

Comsat

Hollowed have been known to use various techniques in
stalking their prey, most of them devious. Some will lie seill
and motionless along the side of the road until someane
comes o inspect' ILI'IEITI, while O[‘hers wﬂl sh;lmble about
concealed under a cloak until it gets close enough to attack
a victim. Whatever straregy it uses, it WJ.[I only use one, :mcl‘
this attack mode usuallv bears some sort ef echo nl‘ ﬂie

creature’s former existence. In any case;. when




Energy Drain (Su): The strike of a hollowed deals one
megative level, This may be removed by a Fortitude save (DC
Consume Orga&s [PS(»On._e victim 15 killed, the hol-

fowed will rip opery the’ &.‘ﬁes[ cwnﬁ
organs whaole. The | MS Jaw. L‘?ﬂ'lmgcs like a snake's zmd
srrecches to accommcxh Call mgém The order L)F mmmnptmn

docs not mam:r, ail o;r:ganst nge l‘?emSé:]va in th

Fl‘l'lC,E begm COI]&UII]:UJ.‘J’

the spmalftorcl} lt W}ﬂ onlv consume |
Its mﬂl race. (usuaﬂ} h




IPIE kills may be necessary. Upon complction the hol-
tfs :och" transforms, the chest and stomach cavities closing
. up and Hﬂe nght skin enshrouding the body.
 The creatire then becomes an intelligent undead that is a
dark mc&rnanon of its living self. Tts Intelligence rises to its
prwlous level minus 3 (or +5 to the existing Intelligence if its
~ previous Intelligence 1s unknown), and the creature regains the
use of all skills (at half their value) and feats it knew (or +20
skill points and +3 feats, if previous
unknown). Its memory returns, largely
intact, however it regains none of its
previous emo-
tional self
{and cant
remember
anyt.bing
about it);
thus no
alignment
change (it
stays chaot-
ic evil). The
creature
then lives
only to tor-
ture those it
knew i lite
and consume
the flesh of its
own kind.

Extraordinary

and supernatural
class abilities
{including spell-
casting} are not
perurned. It never
reverts to its earlier

ombat, its thnards burst
forth spon the ground mn a

i ‘mth.ef stalle its former Fa::ml
}r m@‘re On tO ser L{P
ough, absolutely all will
irtually all reawakened of
WGX‘S]'.‘Llp of the Devourer

_—
T Pt
gt

(rhough, the}' in truth draw their energies from Thamar),. The}'

have access to the Chaos and Destruction domains.

Treasurc

Hollowed do not actively seek new valuables, although they
may possess any number or type of items from their previous
existence. They are sometimes found to possess cult artifacts
such as hunger stones or manuals of damnable corpulence.
Hunger Stone: These are small stones usually
hung from a chain about the neck that have small
gaping mouths sculpted all about them and
which bear a tainted holy symbol of the
Devourer Wurm. Anyone who dons one of
these items or has it placed on their person
must immediately make a Will save
(DC 19 or be overcome with insa-
tiable hunger, eating until they
vomit, then eating some more
tor days on end. This aspect
of the stone is an
Enchantment (compul-
sion) effect; crearures
immune to such
effecrs are
noc
affected
by it.

However,

all creatures
that wear the item are

subject to its emaciating

effect; each victim suffers

permanent ability loss of

one Con per da}r i:save DC
I9 to resist each day) as the

stone sucks their life essenge

away. The Enchantment ,zgpcr& of the
stone convincm them that"this wasting &

Fan snnp]} temove che store \11" poamble‘} The Bodtes of Ehcrs:e

who die of this effect ::tumhle © ash wv;hm 1d4 ha its ﬁf
death. AR
Manual of I)ammblc ‘Qm:pulcncc‘ Thcs‘é mys&:f:rwus .
tomes are said to contain the secrets of creating gimﬁmt&,-'




well as ~éve&n"s‘l':-r;.«.rigei' 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,' 2¢h-
level or higher). .

Legenr)s & Lore

COMMON: The hollowed ate 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 physt-
cal connections of the Devourer to Caen and thar all of their
grisly meals are not filling their own bellies, but racher its. In
truth, their destructive undead energies are being harnessed by
Thamar, t}mugh to what end is anyone’s guess.

Tue CuLt

The Cults of the Devourer Warrm are as mysterious and
varted as they come, but this in turn reflects the nature of the
Wurm itself. It is a being of nature and chaos thar 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 hollowed possible,

Hooks

Sects of the Despoilers’ cult can be found in all parts of
the realms, a.lthough they seem to be more common in Khador.
When discovered, local officials always séek to have them
wiped out, usually hiring adventurers for the job.
Unfortunately, many of these adventurers are never seen
2gam... at least not as they were known in life.
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,VQ SPcﬂt 1T\Q.ﬂy a io\_‘.fﬂc)' trﬁ."eling dﬂwn thE ti.VEI:L-‘. Of t.he

Iron Kingdoms, and I've seen many things that would

send the weak of heart scurrying to land. The most star-

tling and perhaps most dangerous of such creatures I
encountered while sailing the Dragon's Tongue aboard the
steamship Palaxis, captained by the great Khadoran Halford
Bray. His ship was torn asunder from below by a dreaded hull
grinder. I was whisked ashore by a freak current, but the cap-
tain made a stand with his ship that would have made even the
legendary Dirgenmast Captans of Ord give a stout salute.

Although T believe it to truly be an abnormal fish, the

beastly hull grinder sports quite a demonic visage. A massive
15 ﬁ:ét is typical of its length, although the more wizened cap-
. tains whrsper of beasts as long as 30 feet. The hull grinder has
: a:mi barbs all along its body, and massive jaws

5 all unusuaf gT’O“’tﬂ even Im a

Challenge Rating:
A Itgnment

Alwavs neutral

12-24 {@ﬁﬁg@g 24-32

Advamemenr

When attacking, the hull grinder will wait on the bed of
the river, kicking up mud it necessary for concealment, until
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. A successtul ram attack by the hull
grinder (charge mancuver) mitiated from
more than 30 ft. increases the critical hit
to 17-20/x3 for that artack alone.
: Blindsight (Ex): The hull
grinder can function at full
capacity in complete darkness
through hearing, smell, and sensitivi-
Ly to vibrations in waret.
Improved Hearing (Ex):
When submerged, the hull
grinder can hear sounds at _
~ incredible distances, as far as 2 miles in How=
ing water or 5 miles in still water, Because of this sensitivity,
all sound based attacks deal double damage (a save for half, if
allowed, does only half damagc j and force an mmmediate R’tmat
from the creature. A Imll grinder never retreats, however, fm

s Tair and wx]] defend it to the death. Thay recewe = +6




Skills: *Hull grinders gain a +8 racial bonus to Hide

checks in muddy or dark water.

Treasure

The long barbs of the hull grinder are prized by sailors for
their durability, lightness, and the fact thar 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 (bur 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 T0-20 gp.

Hull grinders keep no treasure, though sunken ships litter
the riverbeds near their lairs and may contain anything tmagina-

ble.

Legenns &’L‘@Iﬁ

COMMON: Hull gnr&@: hide in hmdd;, or dark water ancl
alwaw attack: by' 5 _ /’i
GNLOMMQN rHe;;_W ryterri

‘Rguia.r area :lunUundmg

RARE: They are sensitive to sound and can be scared off easi-
ly 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 pro-

voked.

Hooks
* Legends speak of a hull grinder mating pool far up Lhe_

waters of the Black River. Clearly no sane captain would ever:
venture there, however this is just what the ill-fated Captam. :
Elarus Monstroone did with the legend 'Eeﬁklm family
treasury aboard when fleeing fearless ¢

ever braye those dangerous waters,

much the old Berklaires of Corvis:{

worth.

that rt’ hfs in thq bc_

: Tongue mm’f
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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. T 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 rentmate
for watch duty when he found the body.

Studying the remains, 1 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 bccn viciously pummeled while being bit-

g swsnla,@,l;’if insects. Suddenly

e had been found!
mr_ades and 1

ngblade and charged.

vhat we saw shocked us all.

spxdms of all sizes
mg' aﬁ abeut it.

Ckaﬂrznge Rating: 4
A_lwq}s n_mfrmf

9—1' 1 HD '%dmm’ sz<_)

Ahgument
Advancement:

thudded into the creature’s tough, dry flesh, and a horde of
flying spiders came bursting forth from the thing’s body. The
rest of us engaged it with whatever weapon we had at hand
and scon brought the thing down. As much as it disgusted
some of my companions, I had to know what this thing
was. I 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 home for a coleny of spiders. Deep
inside the chest cavity T found a large cocoon of
thick webbing. As soon as I had pierced the
2y outer coating of webbing, an enormous spi-
der the size of a trollkin’s hand exploded
% forth from the cocoon. T quickly evaded its
attack and put it down with my blade.
1 speculate thar this “heart spider” is
%, like a queen in a beehive for the husk,
that it gathers all of the other spiders
(many of different species) about it for
: protection. 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.

ComBat




Swarm (Ex): As a

swarm from the husk’s body and onto the body of any creature

free action, many small spiders can

engaged in melee with it. The swarm attacks as a separate crea-
wure with the same attack bonus of the husk (+6 melee), does
Id4 points of damage, and can only attack one Medium-size
creature at a time. This potsonous attack {(DC 15} has initial
and secondary damage of 1d6 Strength. Individual spiders in
the swarm generally have I-2 hit points and an armor class of
15. There will be 10-30 of such individuals in a swarm.

Hive Intelligence (Ex): The husk is in reality a colony of
spiders controlled by the heart spider thar inhabits and ani-
mares a Medium-size humanoid corpse. The myriad spiders
that make up the husk exist only to feed and protect themselves
and the hearr spider. A heart spider separated from the hive will
not survive for long, as the hive is its only protection. It also
spins a cocoon of webbing around itself while lairing in the
chest of the husk, through which the smaller members of the
hive can feed it. If the heart spider is encountered outside of
the husk, it has 4 hp, an AC of I4, and has a weak non-poison-
ous bite (1d2 damage). Destruction of the heart spider or the

husk results m the hive's sersal. &
Fire Vulnerabj.hty ) Thé‘ lsk's dry, parched flesh caus-
es it to take doubler damaﬁe e artacks unless a saye is

< succceds m a save al“t’cmpt

: husk has more in 1mmi than ﬁmdmg

Legenns & 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 Ltems of wealth -
adorning it, depending on the wealth :

Hooks

The PCs. Waviset up camp when
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I escaped that encounter with my own soul intact I'll never
know.
A complete treatment of the curators and their infernal
\dney Arkhim, gone mad in ilk is outside the scope of this tome, but I will mention a
S Loand and gagged, and few of their particulars here. Infernal curators are those des-
ned to use my soul as a ignated to negotiate contracts with infernalists (rhosrc"fdcﬁs'ﬁ' |
ms Unforrunately for enough to practice summoning them), make power plays for :
or the particulars of the the Tnfernals among the nations of men, and harvest as
_ nal terms of etiquette many mortal souls as possible. They are cunning and powez A
s whole existence seen any- ful mamgu.[ators and only a dmc foci would | attempt to
chqp was. I“Ime were: lever:{be over one thrcmgh an i fe‘l‘nalrs{“ contract. Any gains




Fortunately, curators can only typically make = it closes off the warehouse, ete.) Evergthing

3 ] j “
7 ;F;J} gets dark, there are strange sounds and hgl;mje,

N
f‘\;@‘;]‘)
-~ . &:-

; 2
4

their way mnto this realm when directly sum-

moned, alth ough that summons bears little con- distant cries and the rarding of chains carher

trol over them. Although humanoid in appear- heard, a wind picks up where there should be

ance, they are always physically warped in tortur- none, and so forth. These circumstances cannot be

ous ways. They boast an extremely wide range of dampened, and the summoner becomes trapped in

supernatural powers, and I have word that they this area (doors lock, debris blocks escape routes,
are universally masters of the arcane arts as etc.; escape by mundane means 1s mlpossiblc}
well.

unless the curator wishes otherwise. These cir- R

cumstances also grant the infernal a +4 cir-

Comsgsat

Curators tend to avoeid direct con-

Any spell cast to overcome any of these
effects {for example, a divination to

i locate the summoner, a teleporta—
flict; when force s necessary they will : % P
ki tion to escape, otc. ) must over-

usually call upon the powers of a i N
A ; e come a spell resistance of 20 %
myrmidon Infernal. If forced to k
£ the curator’s HDD,
defend themselves, they tend to y ;
* z e Infernal Discerning

rely on their spells and spell-like abilities, i
: : Beast: *Curators are some-—
although many are masters with melee : ; :
o ! tmes accompanied by a small infernal
weapons as well. oy 2 o
that has the innate spell-like ability to

Curator Quatities detect lies at will (as per the spell discern

These are abilities commeon to all lies, cast as by a [2th-level cleric). Forms

mfernal curators. vary, but all are small, bizarre abomina-

Equipment: All curators wear +4 magi- tions; they communicate with the curator
g :

cal leather armor thar, because of its strange through relepathy. The bizarre natare of

design, incurs no penalties to movement or these creatures adds an additional 42, circumn-

stance bonus to the curator’s Intimidate

casting. Their weapons additionally are usually
magical, although the bonuses and special abilities of checks.
those weapons vary. Typical weapons of choice Languages (Su): Curators understand
mchude greatswords, seythes, spiked chains, or fal- all forms of verbal, somatic, and written
chions. They may be carrying additional magical communication with complete proficien-
cems if it suits their needs at the time. cy, and they may communicate through
Immunities (Ex): Curators are immune any form, so long as it is a physical pos-
o all mind-in []ure.ncfng and charm effects sibility; should it be i.mpossiblc, tclcpa—
=s well as poison. They also can suffer thy will be used.

Life Essence Bargaining (Su):

e environments of both Caen and
TTrcaen, as well as those of their Occasionally curators will accept life essence =
as payment for a service. This benefits the
individual curator and is thus not their =~
primary objective, but 4 eurator is dlwa):b
glad to boost B pOWEL. An mternal

e domain, without penalty.
Infernal Presence (Su):

“When a curator answers 2 sum-

=ons, the immediate environment
becomes warped. This has a maxi-
=um range of 500 feer, how-
=wer 1t restricts itself to the
smmediate area (for

=zample, if sum-
j
moned in a room,

= closes off the

Soom, i s kS
smoned in a warehouse




it could boost its own Constitution by I point. All
: E ints batgained away in this fashion are lost perma-
irrevoeably.
'_\é c Mastery (Su): Their close relationship with
ﬁ%.mag allows them to use two of the following feats on
single spell without having to pay any of the costs (no
fﬁ{;ﬁ:"gﬁed level costs, etc.): Empower Spell, Enlarge Spell,
Exrend Spell, Heighten Spell, Maximize Spell, Quicken Spell,
t_Spcl], Still Spell. They may use additional metamagic
feats cbcy7ond two) to enhance a spell, but they must pay half
* of the listed cost for using it. They may use metarnagic feats
not listed here, always only paying half of the listed cost for
~ the enhancement.
- Pain Touch (Su): As a standard touch arrack, all curators
can cause excruciating pain in a target. A struck targer immedi-
> dv suffers 1d6+2 subdual damage and must make a
"Farm"ude save (DC 21). Those who fail suffer one point of
tempotary Constitution loss and suffer a penalty of -2 to all
atracks, skill checks, and saving throws for 2d6 rounds. This
.'-'Pena.lt} is cumulative with subsequcnt attacks.
Resistances (Ex): Each curator has resistance of 20 to two

©of the tollowing: acid, cold, electriciry, fire.

Telepathy (Su): Curators can communicate via telepathy
~ with any creature within 90 feet that is capable of understand-
- ing it, though they usually choose to spcak aloud.

: Darksight (Su): Curators can see clearly in absclutely 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 collect it. Anyone under the effects of a protection from
Ispeﬂ 15 tmmune to this effect under involuntary circum-
es only. Paladins, dlerics (of all kinds), and other religious
M&n PC classes are immune to this ability, though they may
his immunity voluntarily. Ar the DM's option charac-
tha w]:ule not paladins or clerics, who are particularly
oht be allowed a Will save (DC 25) to resist this.
S such as bcarmg a holy symbol or being on holy

Rt ;he ‘DM’s option, add a circumstance bonus ‘_4/\

Abiliti : zﬁt WlIL—tmane mark detect magrc mﬁ' ‘bila'*"

!byd magie, JmH 'Ptrson ?gg--
, telepors-without error,

Spells: All curators have the spe]l'—ca_stiu.g abilities of wiz--
ards equal in level to their hit dice. Virtually all curators sée—
cialize in one school of magic, although general abilities vary
greatly. The schools of Conjuration, Divination, Enchantment
and [llusion are slightly more common than others.

Spell Resistance (Ex): All curators have a spell resistance
of 10 + their HD.

Summoning (Su): A curaror can summon additional
Infernals to Caen in certain circiumstances. One is when it del-
egates its contractual duties to a myrmidon level Infernal for
execution, in which case it summons the necessary myrmidon,
instructs it about its duties, and then departs. Another is as a

defense mechanism whereby the curator summons a myrmidon

to fight in its place by literally swapping places with it instan-
taneously as a free action (the myrmidon comes to Caen, and
the curator returns home).

Special ization

In addition to those qualities common to all curators, every
curator bears some form of specialization. A typical curator
will have 1d4-I of these abilities. What follows are merely
examples; some are far more common than others.

Tricks of the Trade (Ex): Because of their individual per-
sonality or because of advantages garnered in past deals, cura-
tors oftentimes have a specialty area when it comes to bargain-
ing. 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:

Contagios Wrath: The curator has a knack for stoking the
fires of anger within an individual. They gain a bernus when
vengeance upon another is at stake m a deal.

Deferred Payment: These Infernals have a penchant for setring
circumstances up for greater future gains, rather than immedi-
ate gains, and will take deferred forms of payment that often-
tumes seerm quite innocuous. They gain a bonus versus subjects
whose needs are very immediare.

el Connected: The infernal has many connections on Caen.

It gains a bonus when negotiatmg in regards to setting deals “P.

through human {or huimanoid)) contacts. R
Bargaining Chips: The infernal has established a_‘,-&‘easure
hoardof some sort somewhere on Caen thﬂtfll: uses in negot-
atm;‘) does not desire wealth itself). lt gamp a bomm

* wealth ds the desired gain of a contract.




spellshﬁéé‘st by ‘the ._E[ifrator during that particular negotiation.
Additionally, the curator gains a +2 circumstance bonus to
Bluft, Diplomaty, Gather Information, and Sense Motive

checks against the targer.

Nocturnal Terror (Su): Once the Tnfernal has sealed a
contract with a given mdividual, 1t may ré’appgar in that indi- 20,
vidual's dreams, turning them into horrid nighl,"ﬁlarcs at the o
center of which is always the curator. The Infernal may not use 9—' 77 st
any special abilities while in these dreams, nor may it be affect- DR

ed in absolutely any way. Curators frequently use this ability to é £ % M 7 m

terrorize dealmakers into making further deals and committing

acts outside the bounds of their agreement.
Once the victim completes its contractual
obligation, the Infernal may no longer exercise
this ability over them.

Pain Lightning (Su): The infernal may shoort forth

streaks of purple lightning from its fingertips. These

function just as the pain touch abij]ity, except they
have a range of 30 feet. The artack is made as a

%‘;wé//@ M%/'mgfﬁm 7
L e g

) ran,gcd artack, not a rouch arrack. The lightning

bolts may be kept fixed on a target, however a new
artack roll is still required each round to affect the
target again {don't forget the cumulative penalties),

“That simple, eb? I just sign bere, and you’'ll take care of
everything, right?” — The infamous Ciarda Isachal, upon

signing f;erﬁrst i?g‘frnaf rontract

2*7«4 — Urkoroion
e
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= Saves

hese infernal hounds are some of the most horrify-

ing beasts I've ever had the displeasure of meeting,
Several years ago, I traveled to Ceryl to meer with
an acquaintance of mine by the name of Leander
Ambrose. Leander was going to
shed a little light on the nature
of infernal contracts for me. He
himself was no infernalist (or
so | thought), but rather more
_of a scholar and expert on the
subject. i
T arrived at Leauden plush
 apartment over a eurio shop in
the Trade D:smct remiy i or
some’ insightful
I dimbed the wmxlen txtem.:l
stairwell ro the top floor of e -
building, 1 swore | heard somme :

['was not at all ready for what

overed window, | witnessed a

two horses si tting in the cen-

C'lzmate / Iermm
()fgamzutzon

;1@_ J!'m*m.r
Sofxtm_"}

wa}’s LLMR? evit

43%?1??1_-?“?- e

3 35—18Iﬂ)ga@f‘ 19-22
HD (Huge)

Advancement:

ter of Leander’s disheveled study. It was coiled around the
motionless body of Leander. Anger seized me and 1 leaped
completely over Leander’s posh Ordic divan and stabbed art the
creature’s back. That got its attention, but accomplished very
litle else. It quickly released
Leander and struck at me like a
swamp viper, and a wave of
undoubtedly magical fear washed
over me, dropping me to my rear,
The creature then abruptly leapt
over me and fled out the door. T
shook ofT the magical terror and
gave chase as far as the door.
With one look ourside, I could
see no sight of the beast m the
adjacent alleyway.
Looking at Leander’s corpse,
I saw thar he had been h_idé'ui.xs]y
tortured then killed. Multiple
bite wounds riddled his body,
many 'o_f his bones were crushed,
and his throar had been torn out. Exploring his aparement, [
found what could only be explained as the 'mppirigg. of an
infernalist—one that makes ,pacts with foul beings not of our
world. Fll not 20 1nto a_i_xy more gruesome details :




" Tve donea bit of research in the time that has passed since
that dreadﬁ:ll'da}_’ and found that these beasts are called soul
stalkers. Tnfernals use the stalkers to collect souls marked and
barred from the afterlife. I

comings and goings, but given that Infernals must be sum-

il 48 A s

don't know the exacr nature of their

moned to this realm, I can only infer thar they are somehow
included in the minutiae of some infernal contracts. They may
not be L‘[uly summoned by infernalists, but rather they may pos-
sibly be created on the spot when Infernals need souls collected
from Caen.

Fortunartely, T believe that these stalkers are here to ferch
specific souls. They don't wander the countryside, slaying all in
their path, l'hough it seems that their masters aren't overly con-
cerned if the stalkers manage to kill a few innocents along the

way o I.'I'J.C‘i.l' quarry.

Comesat

|I Infernals use soul stalkers to collect souls, and the stalkers
rarely let anything get in the way of thar task. If someone or
something stands in their path, the stalkers will typically
attempt to circumvent the obstacle, but at tumes they will plow
right through who or whatever stands in their way. After collec-
tion, the stalker confines the souls within its body and then
returns to its master.
Soul Hound (Su): Soul stalkers have the uncanny ability to
detect any marked soul in their vicinity. This ability works like a
constant loate creature spell and functions as if cast by a [4th-
level wizard. This ability, coupled with their scent ability, allows
them to track virtually anything, anywhere.
Improved Grab (Ex): To use this ability, a soul stalker must
hir with a bite attack. If it gets a hold, it can constrict.
Constrict (Ex): A soul stalker deals 4d6+7 points of dam-
- age with a successful grapple check against Large or smaller
creatures.

Invisibility (Sp): 3 / day—This ability functions like the
invisibility spell, as if cast by a 14th-level wizard. This ability can
be used only on the soul stalker.

Frightful Presence (Ex): This ability makes the stalker's
presence disconcerting to its foes and 1s triggered whenever it
arracks.

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 thar range,
they treat all targets as being totally concealed.

ated by other Infernals whcnevcr thcrc 1sa glut af souis to b
collecred.

RARE: Soul stalkers are generally sent to fetch the infernally
marked souls of the dead, but are also sometimes sent to ¢
the souls of the living. They do this through ghastly acts fJF
torture.

OBSCURE: If your soul bears no infernal mark and you “Cross
pams with a stalker, simply get out of the way. If youu: lud('y

it will 1 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 weeks, and
he now
needs can-
non fodder
to protect him
from the infer-

n J.[ I'l()L'Ll'ld i
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hesitate to discuss these fiends, but ir ts my duty as a
scholar. First, I:I‘LCV are Inf%mals creatures of pure evil
w]';(_) do not ordinarily walk our world. Even more fright-
ening, the charm used to bring a reaver into service is so
simple a child could do i, and it involves a price on the soul
which can never be repaired. I have not studied infernalism, but
I do know other such creatures require powerful spells, elabo-
I rate contracts, and delicate preparation. Not so with umbral
reavers. | believe thc}-’ have worked out some ancient pact,
beyond the scope of any single generation of mortals, whereby
they have more reacly access to our world, able to come here
i when called, even by the powerless and uninitiared.
4 I have never seen these Infernals first hand,
thankfully. But I have spoken to reliable
witnesses who have seen them appear
from nowhere, dispatch their targets, and
vanish. Reavers are definitely not human,
bur they imirtate our form. Gender is a
choice for l:hem—ﬂlthouah they defi-
mitely prefer the female form, perhaps
} because the majority of their targets are
male. I suspect their true form is as empty
I_' of detal as the shadows from which they

draw their power. Individuals have proper
names, though 1 do not wish to repeat any
of them here.

All reavers have an affinity for shadows,
mto which they can leap to evade their oppo-
nents. They have great capaciry for stealth. If you
warch an umbral hop into shadow, watch your back, for
she will spring upon you from anywhere there is darkness.
Eeeping to a room with bright lights and no shadows is
2 good defense. Be warned they are not directly
weakened by light, but it does rob them of certamn
powers.

Umbral reavers employ wavy-bladed weapons,
wiich they keep coated in noxious poisons. All
zeavers can climb nimbly, and possess unnatural
gmckness and strength of limb.

They are most commonly called for the task of
=mrder, and [ 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

Sargamer's shadow is diminished as a visible mark of this pact.

jest _c} all Infcr.mls £0 sttnmon
e ﬂla.glc Research 1s sull

Usmbral

assassin

" summoner smha&ow and appears aj .

; b{QQdi ne. 2;

contract to bc bargained, :md the price on one's sou.l is auw
matically paid.

The following lists the basic summoning ceremony used for &
the assassin; adjustments for the other reavers follow. A L

Umgsrar Reaver Summoning Ceremony

Assassin: In a darkened room with no windows, the sum- -
moner lights a black candle made with the blood of 2 winter
calf. Next to the candle an offering is placed. The offer-

have signiﬁcant personal value to the summoner. In the

flame of the candle, the summoner blackens a dagger of v

pure silver and uses its edge to cut his palm. Using

his own blood, the summoner writes the name of

his enemy on a piece of parchment. Pressing the
wound of his hand against his heart, he says the j

following aloud: "By my blood, by my shadew, by

my sotd, 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, i

the reaver will artack the summoner, whose
soul will be enslaved if slam. 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 teleport without error), 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 prerend to

be going after the summoner's target but will

instead s]ip into the shadows and acrack the SUmS
moner the moment he is vulnerable. :

Sorcerer Ceremony Changes: The sorcerer ceremo-
ny is the same except the following: [} The offering must be
an enchanted item, preferably with a historical connection to

the summoner's bloodline. 2) The name written o che pa.rchw

ment must include the formal name of a

er, along thh the name of the cnem,

the end of the ccremon) the wnb

on the/pard'sment to plot its. attaJc.

ex;cegt ﬂ1€ foﬂ .
@z@ i n s



3 (+3 Dex)

I3a’8+52_[1 10 ;‘Jg‘{

cation becomes: "By my blood, by my shadow, by:rri}r soul, I
beg for protection!" At the end of the ceremony, the umbral
warrior retreats into the summoner's shadow and is dc'mrm_:mt_.-.
until the summoner is injured in an atrack, at which point it
Springs into action,

Consequences Or Summonin(i

A in: While the reaver is active, the summoner will cast

40 ft., climb 20 fr

: _Sg;::zf A;twacks

ngml _anhtzes

_fort +12, Ref +11 Wil +9

Aﬁ:h;r;

Skzﬂs
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no shadow. Once the victim or assassin has been slain, the
summoner's shadow will become permanently faded. This can
be noticed by knowledgeable clerics, paladins, or dabblers in
infernal lore on a Knowledge (infernal)) check (DC 207
Enacting this ritual places a mark on the summoner's soul
(detectable with detect evif) and they will not be prorected in the
afterlife by their cleu) (even if evil). If they are not already of
evil alignment, their alignment will become tainted by infernal
corruption one step in that direction. {Chaotic good becomes
chaotic neutral, and chaotic neutral becomes chaotic evil.)
Furthermore the summoner permanently loses one point of
Strength, Constitution, or Dexterity. If the ceremony is repeat-
ed, the summoner's shadow will fade even more, becoming
almost unnoticeable, and alignment will again move one more
step toward evil, and another ability point will be lost. If a
person is truly repentant after summoning these creatures,
alignment changes might be reversible at the GM’s option bya
difficule quest for their church and an afonement ceremony, but
their soul will remain marked and doomed in the afterlife
short of direct divine intercession.

If the ceremony is repeated more than three times, there 1s
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 sorcer-
er 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 dif-
ferent direction; the arms and body might assume a different
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.




17 for assassins and warriors and 20 for sorcerers.
Immunities (Ex): All umbral reavers are immune to cold,
poison, and petrification attacks. They take half damage from
fire and clectricity and cannot be blinded,
Darkvision (Ex): Umbral reavers have darkvision 60 feet.
Shadow Evade (Su): In a move-equivalent action, the
umbral reaver can enter any nearby shadow and Hide even if
they are being observed. Successful Hide versus an opponent's
Spot check means the reaver has gone invisible. Thc}' can then
teleport to any shadow within line of sighlx This 1s done to
gAIT an automaric ﬂa.nking attack.
Poison (Su): Reavers have the supernatural ability to

maintain a coating of poison on their blades. This is an injury

a Fortitude save {DC 18), and failure

causes the temporary loss of one ability score, which varies by

POI.S on EI'I at requlres

reaver type. Each round larer, if a following save is failed, there

15 cumulative ability score loss. Once a single save has been
made the poison ca
strikes with the poisoned weapon require further saving
throws.

Umegrar Assassin

Assassins never talk or answer questions during
their attacks, although they may react with amuse-
ment to pleading or begging by a target. Once the tar-
get is killed, the blackened silver dagger from the sum-
moning ceremony is stabbed into the victim's heart.

Assassins usually appear as beautiful but
extremely pale-skinned female humans, with lithe
bodies, black hair, purple eyes, and moving
with sublime grace. They are dressed in
tight form-fitting leather armor and wield
a kris short sword. They cast no shadow
bur are otherwise quite solid and real,

The armor and swords are sometimes
enchanted (25% chance each or
GM's discre.tion}

Combat

The umbral assassin's
orimary combat technique s
o use irs sneak arrack (just

ike a mgue\: to deliver an

mmediately crippling wound. The initial strike, as

r,]4 [

wy step out of the target's own shadow, 15 always
ccessﬁ;i sneak atrack unless the target has

extraordmary or supernatural means of detection {such as

geToUs Lomhata.nt.
*‘m assassin must sia)« LS rargc’t within a single week ot die

muaimttacks £nl ot they are clearly famgg a

uses no further effects, nor will subsequent

smcanny dodge ). Even if this fails, an umbral assassin is a dan-

powcrful target, the assassin will use its time to best effect,
lying in wait and attacking when its target is most Vuhlcrab‘
Some assassins enjoy cruelty and torment their target pnor to
killing them, but they uxud]]} do not waste such time,”

Poison (Su): Assassin poison causes the temporary loss of
1d6 Constitution m the first round and 1d4:on follewing

rounds (if subsequent saves are failed).

Umpgral. 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 summoner desires to

CICSIZI'()}’ NUMErous IESSE?t' enemies or an t‘ﬂ[‘il'ﬁ

building or other location.

Ol‘lC(‘ thC summoning CCI‘EI’HOIIY is

complete, the umbral sorcerer will appear

trom the shadows of the target or destina-

tion named in the burned parchment, caus-

ing whatever destruction is required. Once

the enemy or location has been eliminated,

the sorcerer will leave the blackened silver

summoning dagger at the center of the

destruction.

Umbral sorcerers usually appear as gaunt

women garbed in a semi-translucent black

| gowns. They wield wavy bladed kris dag-

gers, dripping with poison. They some-

times (25% chance or GM's dlqcret10n\

manifest with one or more other useful

(generally offensive) magic items, and their

kris dagger is also sometimes enchanted

(25% chance or GM's discretion).
Combat
Sorcerers are exceptionally mtelligent,

and they will take every possible adyans

tage. They frequently remain hidden

upon manifesting and try to dis-

cern the strength of their tar-

get, probing with lesser

before engaging a ﬁxﬂ-

attack‘ 1t thgy deter




use shadow evade, Hide, and Move Silently to

the caster and employ its shade leech power to

Pm.sén (Su) Sorcerer poison causes the temporary loss of
6 nggth in'the first round and 1d4 each following round
a subsequent saves are failed).
Shade Leech (Su): Umbral sorcerers can forego regular
tracks or spellcasting to attempt a special touch atrack on an
‘opponent. If successful, this will cause shadows to creep imto
the target's mind, wiping out a single prepared spell (randomly
- chosen among the highest level prepared spells), or eliminating
- a single daj.ly spell slot (for sorcerers). If the sorcerer first
“casts spectml-ﬁand, it can deliver this attack at a distance.
Spells: Umbral sorcerers can cast arcane spells as if
they were sorcerers of 12th-level (save DC 15 + spell
level). They always know the spells greater shadow conjuration,
e ‘gmﬁer shadow evocation, shades, shadow confuratior, and shadow
evocation as a bonus in addition to other known spells.
- Sorcerer Spells /Day: (includes Charisma bonus)
6/8/7/7/7/6/3.
Sample Sorcerer Spells Known: (j9/5/5/4/3/2/1')
- O-—arcane mark, daze, detect mayic, flare, ghost sound, light,
miage hand, ray of frost, read magic; Ist—>burning bands,
ki rbang( self, color spray, hypnotism, magic missile; 2nd—
darkness, invisibility, Melf's acid arrow, spectral hand, web;
3rd—7ireball, gaseous form, lightring
bolt, major image; 4th—phantasmal
killer, wall of fire, shadow conjuration,
stoneskin; Sth—cloudkill, cone of cold,
- greater shadow conjuration, shadow
“evocation; Gth—circle of death,
greater shadow evocation, shades.

Umerar. Warrior

Umbral warrior

- Watriors are summoned to protect the summoner, not to
specific enemy, and are therefore commonly used by
ﬂ'unsc'rupulous people who expect an attack at any

ﬂle shadow of the summoner until such a

er tskeq :my senous Bad}l} harm 25%

tke mmor lll sprm ; forl’h from thc surn:r.rlon— $i

Ve is dareatemng ﬂae

er incurs adequate wounds, the warrior will manifest. There is
no time limit on a dormant umbral warrior, which could wait
for years prior to manifesting. Once threats have been eliminat-
ed, the warrior leaves the blackened silver dagger from the
summoning ceremony on the ground by the slain attackeri:é.}
Umbral warriors usually manifest as attractive women, gen-
erally quite tall (over 6 feet), and very muscular, with short
spiked black hair and crimson eyes. Each wields an enormous
kris greatsword. They are armored in chain mail composed of
tiny black links that shimmer darkly but make no
sound. The armor and sword are sometimes enchant-
ed (25% chance each or GI
Combat

's discretion).

The umbral warrior's first priority is to
protect its summoner. It may
switch targets mn mid-fight if the

summoner becomes threatened by
someone else. The umbral warrior is
exceptionally strong and skilled with its
dcad.l)‘ kris two-handed sword, which is
coated with poison.

The umbral warrior has a special abﬂ{ty
called shade touch thar can be used to neu-
tralize the armor of an artacker. It will only

use this power if the opponent is particularly
well armored. Unlike a shadow assassin, they are

under no time constraints, so long as thei_r sum-
moner Is out of dangcr. Once the threatening
party is killed and thc SUIMIMONEr 1§ conﬁrmed to

Pmmn Su\ \Varrmr poison causes the term-
porary loss of Id6é Dexteriry in the first round

and Id4 each following round (if subsequent saves
are also failed).

Shade Touch (Su): An umbral warrior can
forego an attack in a round to attempt a touch
artack on an opponent's armor. If successful, the
opponent's armor becomes insubstantial, fading o _T
shadow for 2d4 rounds. Insubstantial armer pt_‘p-_.

-vides no protection. Rendering both argne_% and o g

shade touch attacks.™

ﬁé reasure




grcatswofd .md dagger (respective to typc If sold to an actual

collector of nfernal artifacts, these items can command prices o

up to one hundred times the regular cost. Tn some cases these
iterns are enchanted (generally +1 or 4-2) and will be worth

& considerably more. Any alchemist would pay quire well to get
their hands on a vial of umbral reaver blood, due to their
extreme rarity.

Lecjem)s & Lore

COMMON: Umbral reavers are Infernals, but can be sum-

moned via a relatively simple ceremony, usuaﬂy for the purpose

- g, W
of assassinating someone.
UNCOMMON: There are three types of reavers: assassins,
warriors and sorcerers. The details of the assassin summoning A
4

ritual can be attained at this level of lore.

RARE: Knowledge of warrior and sorcerer summoning cere-
monies can be attained at this level of lore, along with specific
formal names. Reavers have an ability to evade attacks and
flank enemies, which does not fimction 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 CW %ﬁﬁ % ﬁ

detect evil. SiiE
OBSCURE: Someone who has a dormant umbral warrior W i g a49—" 5
watching over him can be detected by his peculiar shadow. o Ui R :
Warriors have an ability to make armor insubstantial, and sor- o —

cerers have an ability to make casters forget their spells. It 1s
rumored that the weapons of reavers are sometimes cursed,

such that those who keep and use them attract malevolent
attention. It 1s also said reavers are watched over by members
of the Curate Proconsular of the Nonokrion Qrder, and those
who atrempt to exploit their summoning or avoid the conse-
quences thereof may draw the attention of higher infernal
powers.

Hooks

A murder investigation that is baffling the local authorities 4L
comes to the attention of the PCs, where an important local
councilman died with no signs of breaking and entering. The
only due 1s a single silver dagger left in his chest, Researching
this lead, the PCs learn about Tnfernals and the umbral reavers.

They will be able to track down the man behind the murder 'ZJ
based upon his peculiar shadow. T they'cng'lge him they will
find a formidable umbral wartior protects hlrn, and if he

f.smpcs he will I::a ﬁmhsh enough to r;sL summonmg another




12d12 (Zr‘i 1 A
Sapd (+4 Im}_)mved Imtmtwe}

Iﬂmaﬂve.
SPeed
AC:

0 ﬁl 51/{3 15 natural)

(arcana) +19, Listen +?f} S
9:1:)) -Hj Qean})_+10 Sens.e

Motwe —l IO Spor +10

B?‘.i’l&:" Potzon Combar Cfsn%

Cny"t T/Vondmus Il?m Cfeate

sfczms or claws +11 melee: or

- Atracks:

ertefsnﬂff +13/48 melee
Slam or daw 1d8+5; or quar-

A s Ay e

tmt_f[ Ed(+(

Ot !’V_..jﬁ' /wff D a

Umfearf ~r¥ mm ffszstanfe

(fama{ge reduftzon 10/+1

Immumtzes

Saves: il Toﬂ +4 Ref +6 Wf
Abtf:tses Str 20, Dex 10, C Cun—
Im 18, W:s 16 CFM 16

Commmg{mn +-1 1 8 Cﬂyfr

__ (steamworks) +7, I&nowkdge

Skills:

ow many times must my research be interrupted? In
this field it seems far too many for my liking. T
supp()se, It is my choice‘ 1 mulc] sl';;}f m the univer-
sity, studying more ancient tomes than ancient
tombs, but out in the field is where real knowledge and hist'or}F
are found.
. One suehdnggmupted dig was deep within the Wyrmwall
Mount:uns, My team and T had spenr weeks semchmg for the

g. decipher the crawling script
doaors just outside the

i }t\coj]:éagiles Eranidished

fe stood Yﬁaﬂy to face

“blimate e/ Ierminl; Aﬂy fcmdang una'zfg?‘ounzw% h
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2 bamcw ::fass =

Advamement

This zxumpfe uses a Ith fevel fmman w:z&ﬂias

tl!e base creature,

Whatever it was now came stomping toward the chamber,
nothing between the doors save us and our blades. Abruptly,
several thralls, covered in more runes than 1 had ever thought
possible, sallied forth from that ancient crumbling archway,
followed b}! a hissing, steaming monstrosity thar | swear had to
be a small steamjack save for that hideous human skull atop it,
eye sockets aglow. Tt turned a malevolent visage upon me and
gestured with a mechanikal staff. I felt my limbs and joints
become rigid as a board, held fast by its magics. Glancing
around as best [ could-, I saw I was not the only one alfected
by the paralyric enchantment; we were all, every one of us,
{rozen in place. T remember thinking about all that I had seen
and encountered in my days, and what an absurd way this was
to end them, standing m 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 voli-
tion, and the lich disappeared inside. While thcu' master was
mth}.n, i:hc i}u‘aﬂs amuqed rhemsclves by tommg and. kzﬁmg =




turn. | h(’)p'cd 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
wotds and walked out of the tomb, followed diligently by its
thrall servitors, 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 chagrin—and our presence was of no matter what-
soever. 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.

Creati.ng an Iron Licu

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 fur-
nace on its back powers 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
wwon hoed, betrays the once mortal life of this incarnation of
evil.

“Iron lich” is a templare that can be added to any
humanoid creature that can complete the process
required to create the iron lich’s mechanikal
body. The creature becomes Large sized, and
its iype changes to undead. It uses all the
base creature’s statistics and special

abiliries t‘.xcf_‘p{. as noted below.

Hit Dice: Increase to d12.

Speed: Same as base crea-
ture.

AC: The base creature’s

natural armor increases
by +15.

Attacks: The creature gains a slam
artack and a claw areack
that deal 1d8+3 f/
points of damage.

Special Attacks:  An iron lich retains all the creature’s special
attacks that would nor be affected by the soul Of a 2nd- fﬁ‘vfi hg}ﬂ:m Hor f‘{ampfc‘ Wﬂl-
almost total replacement of its physical power one 8th- ]EW1$P€1L or six Ist-level -
body and also gams those listed below: " spells and one 2nd feyel spell, and SO QR #

Spells: The;‘ﬁ‘i’ﬁ lichscan cast any spells it could cast s 1mn lich with no mpmred souls in its sou i
_(Vhrk‘\,fﬂlvu Tht'\t‘ spells now rely on souls to L cag\{:m Cast rmthlng but O—}ewi SP‘BH""*

p(}wef' hiem, hovae‘r The amount of spell Spﬁl’.’lﬂ]_ QU arities \»g\\
wcls the wondich can derive from a soul :

clcpmds o the level of the soul A soul WLH

Turn Res:stance {Ex}ﬂém{@1 has -I—é turn resistance.
Damage Rfducueu (Ex) Jron hdles hzw damag: seduction 10,




erabi ity (Ex): An iron lich suffers no damage from
‘bur is slowed one round for each 10 points of
ghat ould have been inflicred. The effects are not

ies (Ex):]ron liches have fire and electrical resistance

Sf‘Eéial'Hea]ing (Ex): An iron lich is not affected by heal
vells. Mending cures 1 hp. Fabricate cures 5d8+5 hp. Iron Body
r:s all damage done to an iron lich.
hance on Fuel (Ex): Tron liches need a necromantic fuel
dled necrotite to function. T hey require refueling (roughl ly 5
pmmda of necrotite ) ev ery 12 hours. If not refueled, its next
hour of operation is spent fatigued. After that, the iron lich
fﬁééomcs exhausted for an hour, after which it is stunned. Its
firebox then needs to be re-lit before it can function again. An
on lich engaged in strenuous activity or combar must refuel
after 6 hours.
- Firebox Vulnerability (Ex): An iron lich’s firebox fails when it
s cémple.tely submerged in water or other liquid. Iron liches
‘without a burning firebox are considered stunned.
Soul Sight (Su): Iron liches have the ability to see souls as if
; they had reveal soul cast at all times. They caprure and hold
"_ri_“)ese souls n soul cages to fuel their spells.
_-'-.Sz'ives As base creature.
Abdmes An iron lich suffers -4 to its Dexrerity and gains +1
to Intelligence, Wisdom, and Charisma. Its Strength is raised
“to 20. It has no Constitution score as a result of its undead

. state.

- Skills: As base creature.
Feats: As base crearure.
Climate / Terrain: Any land and underground
Organization: Solitary
2 Gflallenge Rating: As base creature +2.
- Alignment: Usually neutral evil

Advancement: By character class

.ompat
\'Maglc It;ems Carried: Minor circlet of blasting, +2 unboly quar-77
{f &p@z}f Storing, srroﬂ of chairt lightning (1 2th-level). f

no matter how mad, would-do this to himself;

RARE: Some say that iron liches can control both l:hr:l]]s and
steamjacks just by concentrating.

OBSCURE: It is rumored that at least one of the Lich Lords
of Cryx is in fact an iron lich.

Treasure

Iron liches will always have at least double the standard
amount of treasure, some of which will be found on their per-

50T

Hooks

A wealthy landowner has been courting a local beauriful
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

lf—l b orato L'Y.

New ltem
Soul Cage: These cages of metal and

glass have been enchanted to contain the
very souls of living creatures. As a stan-
dard action, the bearer simply has to open
the door on the cage, and 1 will pull in
any disembodied souls in a 50-foot radius.
The cage can hold up to 100 levels worth
of souls. The bearer of the son/ cage can
siphon the essence of the souls via a spe-
cial valve located at the top of tre sage.
Caster Level: T1th; Pfrwgwsf?es Craft:
Wondrous Item, se nvisibility, true o
mg Mm@er Price: 30,0000
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30 ft -
?4 ( +I f namml

2 {Z_a{‘n_s 4“ 12 mft'ff,_ or 2 claws
12 melee.
Slam frf(-*-j or ¢ auj 2d4+5

SabySp/5p

fmpmmf omf} mt_pafe bzrsgrk

Tace /Reach:
SPE‘IMZ‘ Att_acﬁs

SPmai Quahtws-

 Spikeskin, construct, dmrmgt
reduction I5/Jr I

Bt f? Ref *-5 Wfif i—4 )
Str 2 0, Dex 7 E}CD?I—‘ In_t

he iron maiden is both an incredible creation and a
travesty of the soul. On one hand, it is a construct
of unsurpassed loyalry and
wit, and on the other 1t 1s
the enslaved spirit of a great warrior of
the fairer sex. This construct 1s crearved
by practitioners of the arcane as a
means 0{'_ selfT--preser\';lLiL)n‘ or it 15 creat-
ed for others in positions of wealth or
authority for that same reason; the iron
maiden is an effective bodyguard if ever
there was one.
This construct, at first glance,

appears to bea 'éfﬁ'pe'ly woman, hooded
- and cloaked, as it engaged in some
- manner of sktiﬁﬂugge-r}*. Looking clos-
N £1; ONE Notices the distince shine of
~metal hitherand 't]':;ﬁi.pher and a some-
:WHJJ: rlgn:l gait aud'beanng \thmvm

10, Wis 13, Cha 4
3 Bﬂ’iﬂ]"\l?{:’ —1—7 Cfmif? -l 7'Huf£
s :’- Lzsren +3 Move e Silently
. .+{ .SB?ISE M{:twe +3 Spot +3
Improwd frufmrwe I Igbmm‘gm
~ Reflexes, Run, de

Skzﬂs

Clir;;;;{ﬂi;éfrain. .

Organization: SO_Extar}

Challenge Rating: 7

Afwm,s nmrmf

1l-16 HD ﬁ‘»fecfmm-sr{g )

Al ignment:

Admnfement

“The metallic body 1s formed from the finest and purest
iron to be found in the kingdoms; puri[.}’ of the iron must be
ensured to withhold the powerful and
tierce spirit to be contained inside. Only
the most excellent artificers are allowed to
\| take part in the creation of an iron maid-
en, and once the body is fashioned the
wizard who is the binder inspects the
work of the artificer. If 1t 1s to hus or her

warrior from the lands of the dead and

encase the spirit in the still-cooling iron
body. The bound spirit soon finds it has
very little control over her new body and
little way of exercising her will on the

\ wo'r}d ;1r()und this f‘ormA Oﬂen, L‘]‘lfs
moment of |:1'urh I eﬂmlgh Lo forever birlcl
the spint to eternal servitude, but even so
the newly made maiden tends to eventually
lose her sense of self; in due time, the more
sexless ‘she’ feels, and the more construce ‘it
then becomes.

“In the weeks to follow from its birth, a maiden must be
taught the ways of 1its nature and the purpose for whach 1t was
created—as bodvguar‘d and assassin, The magics inherent in
the creation of an iron maiden glm it :be abilltles reqmred o
Cm‘_'r}» out d-me tasks: zhe ablllt} to move vmh a memue of ]




silence, to skulk about i the shadows, and the hidden weapon-  check (DC 135). It takes 30 seconds of rest by the malden ;
ry to dispatch its targer. Ironically, it 1s the spirit that gives c} reset its berserk chance to 0%.
)\

the construct its gift for learning and intuitive- Resistances(Ex): Iron maidens have fire and

electrical resistance 20.
Special Healing(Ex): Iron maidens are
not affected by healing spells. Mending cures
¢ I hit point. Fabrizate cures Sd8-+35 hit points.

Iron body cures all damage done to an iron
} maiden

ness that may—in the direst of circum-
stances, but has been known to have
happcned——-—cmise it to break free of
its master’s will and wreak havoc on

its surroundings. The iron maiden,

because it has no apparatus creat-

ed for the purpose, cannot speak or
create any auditory emissions. If the
spirit in life had the ability to wrirte,

Leﬁenns & Lore

COMMON: Only a fool dares to try

the patience of a man protecred by a

then the maiden may do so, if it has
the presence of mind and the permis-

sion of 1ts master.” !
maiden. 3

UNCOMMON: Iron maidens are posse&sed of
) an alien intellect, unheard of in modern

mechanika.
\ RARE: The maiden’s body is simply a con-

The mistake has been made in the
past of allowing an iron maiden to express itself
in writing, and, somehow rediscover-

ng 1ts former passions, the con-

struct brought the master’s house
duit for the spirit of a deceased woman.

i R i : 2 230 OBSCURE: Excessive s maid-
through several bourgs of Corvis before finally being disman- - \ g xcessive exposure 0.

down around him, pr()cceding to tear

: e ol en’s former life may awaken buried mem-
tled by an immense show of force by the city wartch. ) . S : Lot
ories gwving the bound spirit free reign of its forged metal body.

Unf()]'t‘unatcl)r for him, the incautious master had been slain by
the maiden, a testament indeed that the spirit of the ron maid-

en is unpredictable at best. Tre aSU Ic

An iron maiden’s body is made of the purest iron to be
ComBﬂt found n the Iron Kingdoms. A large amount such as that found

B sraiding attsikvonly it e miasters bi g vihien comprising the maiden’s body could fetch a hefty sum ar the

Steam & Tron Workers' Union, Engines East in Corvis, or
they are attacked, or when they are berserk. All of their attacks Co

e Engines West in Point Bourne. Wheeling an inert iron maiden
are carried out with brutal efficiency. o

; ; ; ; : into either one of these establishments may raise a few eye-
Spikeskin (Ex): An iron maiden can cause hundreds of ! 4

brows, to say the least.

spines, hooks, needles, and barbs to spring forth from virtually
every square inch of its body as a free action, This gives the
maiden its impale attack and the option of using a claw attack H OOKS

in lieu of a slam arrack.

Improved Grab (Ex): To use this ability, the iron maiden * A well-to-do wizard was recently denied membership in
must hit with a claw artack. J the Fraternal Order of Wizardry. In rerribution, he would like
Impale (Ex): A maiden that gains a hold Jatches onto an some expendable hirelings to battle the hcad of the order’s i
opponent’s body and pulls them to its breast to be impaled maiden whilst he engages the offendin; 1
upon dozens of hideous metal spikes. This attack automatically  wizard will pay handsomely for an
deals 3d4+8 points of damage. ing to take on this errand, no questig

Berserk (Ex)‘ When a maiden enters combat, there isa ¢ A formidable wizard in Corvis h:

cumulative 1% chance each round thar the bound spirit within iron Imlideﬂgpﬁ;ﬁaps Srenithic sp{lr'

it breaks free and goes Hhe unboundconstruct runs
amok, attackmg dle;ﬁi t cxﬂtu'fc} or smashing a random

object if no creatufle is V\Ed:un rcad Y, rhcn rnnvmg J]()I‘lg e}
;\prea.d more chaos. The mgicjl‘en’s f1a
try to _rg‘g:gp“._-i:_(mt_mi :
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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-

4 : 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 herbi-

vores are used as beasts of

burden throughout 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 outra-
- geous prices commanded for intricately carved kaelram head
3 Stﬂds I wouid not hesirate to say that this beast also forms a

ortunity to study domesticated kaelram,
t's intimidating nature, for it is a mas-

owerfulfy a'top four long strong lega

rant it punhase n the arid
face and tiny eyes are over-
- tusks that juts out from its

beasts in their native habi-
d ser forth into the arid
Marches. A few hours out-
i the process of skitting a

d for me to SLOp. Domg as

Afwa_ys nmtmi

13-23 HD (Hug)

f‘ﬂggnment

Advancement: _

ram loped into view. As [ watched, fascinated, a rumbling bel-
low split the air, and the herd’s dominant male turned, snort-
ing, to face a lone challenger. Without a moment’s hesitation,
the two bulls thundered rowards each other, heads lowered.
They met head to head like living
battering rams, and the boom-
ing crack of their

impact echoed across

Kaelram I“Of)’ Hook the dusty plains. A second later, the two reared up

and were viciously lashing each other with their
tusks 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 upon
its hind legs and proceed ro repeatedly gore and stomp the vie- .
tim. These animals are so obnoxious that they seldom flec even
serious threats, save when the protection of their calves isan
immediate concern. :

Trample (Ex): A kaelram may trample Mediuni-size or
smaller targets for automatic damage. If such a target attempﬁs )
to avoid the trample, they may make a Reflex save (DC 2
take half damage. (For more mformaﬂon, see M.M}




Treasure

A trained kaelram suitable for use as a beast of burden usu-
ally sells for 500 gp. A kaelram barbarian-trained for use as a
war-mountand living battering ram would be traded for no less
than 1,000 gp in appropriate goods, such as metal weapons 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, typ-

\&

ically 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 cach to skilled .

ivory carvers.

i Leqenns &
Lore

COMMON: Kaelram tusks are
highly prized by many artisans
and once carved and

polished can
command
hand-
some

prices.

combination of speed and size. A smaller or slower movin
mal is far less likely to be attacked. Standing stock stLﬂ or Play- :
ing dead will usually avert a kaelram attack,

RARE: While kaelram vision is particularly sensitive to motion
it is otherwise quire poor. These animals are just as likely to
charge swift-moving wagons as a rival kaelram.

OBSCURE: Kaelram dung, though pungent in the extrcmc,_hgs

pewerful astringent properties when fresh.

Hooks

Kaelram are valuable animals, and eager to cash in on the
wealth generated by forcign 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

themselves weren't enough to contend with, local Shael

tribes take a very dim view of outsiders hunting
kaelram on their land...
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Stiall Beast

HitDiee 41042 (3lp)
Imtmnw: : +2 (42 Dex)
30 ft,
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AC:
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Speed:
?ml‘gﬂ?f )

Cla 1 melee; or bite ~
melee; or acidic spit +3 mngcd

~ Gang (- 4-9), rmof ( 10-40
pfns [ 2 HD alpha male), tribe
(40— }OO mrlmfmo 12 HD

Claw 1d3-2; or bite 1d3-2;

fuce / ‘Reach:

;S'Egrmf Attack;w w
Quahnes

Sy Sf/5f
- Aaa’zr spittle
: _P’grkwsxqﬂ 60 fi.
Fort +4, Rff +4 Wil +I

Inl 5 Wis 32 C}Ja IO

he lemax (

be found scattered throughout the forests of the

or “lizard monkey”) unfortunately can

Iron Kingdoms. At their best they are a nuisance
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 theye in
numbers.
A grotesque mixture of scaly skin and tufts of harr, the
main features of the lemax are its
x‘_xaggerated facm.l smeLurc*, thick
black mane, gl
eyes, and pr i
Their main w

acmﬁc spit 2d2+1 mm? nausea

beta male per 20 20 adufts 1 3;—4

HD a pba feﬂmff per r 50 aa’ufts
and 1 4+ HD alpba maie)

_ CBallenge Ratmg

Thcy bellow and bawl, scare horses, and they even sneak into
camps just to kick ourt your fire. It is also not uncommen to
wake from a quiet evening’s rest to find your sacks rummaged
through and your best pair of trousers drooled on. But 1
digress.

The trees are a home to the lemax, and it is best to camp
m clearings if ar all possible when traveling through their terri-
tory. Another piece of advice I would give, it you wish to
avoid a confrontation with the lemax, is to leave a peace offer-
ing 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

they will most likely spit in your
face. -




ComBat

Lemax prefer to outnumber their opponents and rarely

artack any group thar they do not cutnumber two to one. They
tend to use hit and run ractics and use their skills and
abilities to their utmost advantage.

Acidic Spirtle (Ex): A lemax's main defense
is its acidic spittle. This attack is considered a
ranged touch attack and has a range of 30
feet. It deals ZdZ-F.:I,/ EHD) points of acid

damage, and unless
Fortitude save ‘ ‘
(DC T0) he s

becomes

the victim makes a

nauseated
for 1d4
]'(‘!UTIL‘IS‘
Onee a
lemax has
used this
ability it
cannot
use it again
for one hour.
Skills:
*[emax use
their Dexterity
modifier for
climb checks and
recetve a +8 racial bonus to
Balance checks from their tails.
They also gain +4 circumstance
- bonus to Hide and Move Silently checks

made in forested areas.

Treasure

[emax mucous sacks are useful to both alchemists and

arcane spell-casters and are worth abour 10 gp each. Lemax also
T gp

ave cheek pouches where they store their “shiny things.” Bach

1,

ouch has a 75% chance of holding said shiny things. If a

h' .

fieek pouch is found to contain shiny things, then there is a

—ar

3% chance that coins are found, 20% chance that a geni of

| e

ome sort is tound, and a 5% chance thar a piece of jewelry is
found. T IR B

Cotns found in & lemax’s cheek\pom‘h usually number 2-20
2410 of a 1‘;111:101%1 t_y,r_;g;‘(IdIO, ‘512: copper, 3-5: silver, 6-9;

goid, I0: platinumjf‘@cmé_\fﬁuﬁd a lemax’s cheek pouch vary

wadely in theit worth. ]mcl;r% 0 a lemaxs cf-neek_pough varies

widely in its worth as well (use the art able in the DMG :

inspiration ).

& : 5 ;
L€(7€nDS & Lore

COMMON: Don't get spit on by lemax—it
hurts and smells bad roo!

UNCOMMON: Lemax have cheek sacks
where they hide their shiny things. Their
mucous sacks are valuable to alchemusts and
arcane spell-casters 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

B offerings that include
2 bananas and/or
other yellow things
are almost always
accepted (5%
chance of failure.)

Hooks

An enterprising gobber
alchermist from Five Fingers

approaches the PCs, offering
to pay them handsomely if
they can bring him
no less than ene
dozen hve lemax.
He claims
thar he
needs their
acid
pouches ﬁ)r: :
his alehemi-
cal research,
The truth is

¥

set thcr};,,&eé‘{n his former cnlpioycr-“’s""ﬁ{:}' i
as a sgeet revenge (thenoney he's using to pay the PCs s
stolen from this same for?n‘fréerriplb}’ef} el
i {:{m’{v Sspht or iy @W ~— Lymis
s

o tl':fziﬁk e likes __w:{,'l:'ukfm

TN ok
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rmmmf )
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Fb}éy Atrark Multiattack.

Abiltttes

Skills:

2 ffmw +7 melee, bite —5—5
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Attacks

éfé;ﬁate o/ fermm _ Urban

D"maﬁfi_.w_...,,,.. : faw 1d4+3, bite ld?+l

_SfbySf/5H
_ Spell-like abilities, stulmfgrng__
smke 1d6+1

C'omtm.ft .{qrﬁag_redmrmn
2()/ —H “regeneration, vigilance

forr-E-I Ref +6, Wil PVH—I—I

Sgecml Attadzs

Special Qualities:

hen I was still a junior scour in the Cygnaran

mulitary, I made my first trip to Point Bourne,

and it was there that I first encoun-
tered one of these bizarre

mechagargoyles. T had remembered my
father telling me about them when I was
quire young. He had that distant look in
his eye that he always got when speaking of such con-
structs—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 pc)mmssj,n&_tht skill or resources to
create one himself. Cicarlv he thought
they were lmp{assm:q and finally view-
ing one I had to agiee. The mechanika I 9
‘witnessed was sculpted in the likeness of
magnificent winged feline, and it sat pati iently atop one 4
of the city's more 'garish'estates'

Ahhough there 15 a long-standing crafts-
mans guild in Mgﬁn {hat,dauns to have
originally mastered rhs are o
goyle construction,
insisted that tbey' m*é &
ongim. He clai

: e crafted such a wonder,

ence to back up his claim. The

Solitary ¢ or u;nd (2— ‘___2_,,__“ b
Chlloge Rating. 6 _

Alignment: /ﬂwa},s ﬂmtmf
2—4 HD /Iuw}, 610 HD

(ﬂfedmm—s;(g) 10-15 HD

Admncement

strange thing about these constructs that distinguishes them so
much is thar their internal drive comes from a spirit that takes
residence inside the shell of the construct, which is itself
S quite mundane. Only the most finely con-
structed forms will attract an animating
spirit, and once one has taken up resi-
dence 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 spirics.
Simplicity seems to be their nature of
the mechagargoyle. They are universal in
their purpose, which is to protect an occupied
building in just about any urban city. They
are -very parient creatures, and despitc the
residing spirit, I've never witnessed one bear-
ing any personality. The only thing
they require of the tenants whose
buildings they guard is a regular sup-
pl}-' of processed iron, preﬁ:rably 111
bars. Those who fail to provide for their
pargoyles soon find them gone.
Mechagargoyles come in all varieties
; {from animal shapes, to humanoids, to
even stranger things, a.ld'iodgh'rrios'z are about 2 or 4 feecin
height or length. The crafesmanship required to construct one




is the highest, and those that bear fine and intricate ornamenta-
tion seem to have a better success rate in the creation process.
For a construct, they are surprisingly nimble, and they are quire
vigilant in their guard duties. The magic that binds them
together also enables them to fly, as well as exercise a few other
abilities. Although intelligent, they are completely incapable of
communication (5o you had better know what to do when one

lands on your stoop).

Comsat

Mechagargoyles will typically initiate combat with their
spell-like abilities and then follow up with melee combat if nec-
essary. If overpowered, they will 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 natural attacks may be possible.

Spell-like Abilities: At will—fly; 5 i day—rflare, darkness;

3/ day—fighting bolt, gust of wind. They cast these spells as an
8th-level wizard (save DC T1 + spell level).

Stunning Strike (Su): A melee strike by a mechagargoyle
deals an additional 1d6+1 electrical damage. On a successful
critical strike, the victim must also make a Fortitude save (DC
13) or become stunned for Id4+1 rounds. There is no visual
discharge with this attack, even in darkness.

Regeneration (Su): As long as they are fed a steady diet of
processed iron (at least 5 puunds a week ) mechagargoyles heal
damage as a normal livip re. e

Vigilance (Ex): Mcéhaga yles are eternally vigilant and
may not be surprlsed i+ i

Lo e

1

Treasure

A mechagargoyle is a treasure in and of itself; however they
may not be pressed into service and will always flee if capturr:iﬂ:
They choose their wards spontaneously, and only leave them
when they are not properly fed..

Legem)s & Lore

COMMON: In more aftluent cities, some of the gargoyles
perched atop buildings are actually living constructs that come
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 1t 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 % ﬁ‘jrl:unate enough

to have a stray mechagargoyle make his
both fond of and fascinared by the en
well, Unfmrumt,ck, a d:srcputable hl_
arca caught’ wind of d‘u’ garzoyle’s pre z
it f*sftel capturing it dﬁfc\:mcs only to havt it fl} back 1o it

prevmus ward, r_he Jealer has caught 1t once agam amd
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‘ve only once had the

unfortunate occasion to meet these

toul undead perversions. I was in the company of some

tellow explorers our of Highgate, surveying one of the

many unnamed Scharde Islands. We had just located a

very rare nocturnal species of primate indigenous to this island

alone and had retired to our camp to study the few speci-

mens we had captured and

for the day.

log our activities

Suddenly, from the darkness of the

trees around us came a strange hiss-

ng, like that of a kettle boiling
over. My friend Erlin Caulfield

then gave our a strangled cry.

Turning about, | saw a hor-

rible amalgamarion of metal

and desiccated flesh stand-

Jing over poot Erin’s crum-

~ pled form. Lﬁbﬁﬁg around,

I saw at least a dozen of

- these monstrosities assailing

Af ter doufsmg them With

ok

Ahgmnent Lsuaf maft: E\:‘I .
Advamement 5—_7"1 fD {Wffdzti?f_r —51{)

arrows seemed to have more of an impact on our enemies, as
flames generally do. It is my opinion that the mechanithralls
were “called off” somehow, as they then turned in unison and
retreated from our camp. We counted two of
our number lost to the artadk, and all of
our specimens had escaped their cages in
the confusion.
We then hastily packed our gear and
retreated to our boat. We spent the rest of
the night anchored in the shallow cove in
which we had come aground, eyeing the shore-
line intently, hoping that the
mechamthralls couldnt swim. We
steamed for Highgate first thing
the next morning. Someone or
something had made these terri-
ble things, and I had the feeling
thar T didn't want to meet him.

Comgsat

Mechanithralls attack only ac
their master’s behest or if they
have been given otrders to attack certam beings

under speciﬁc clrcumstances (guardi'ng a door or passage

against mtrusion, for cx'lmpl'e) Thcv never use Weapors, pre.—
ferring instead to puminel their foes. :
&nteamslam (Ex) Once every I"H Lotmds, a mechnmthraﬂ




powerful punch to its opponents. It gains a +8 arrack bonus for
the steamslam aftack only and deals 3d6 points of damage.

Leﬁenns & Lore

COMMON: Nene.

UNCOMMON: Mechanithralls are a hideous combination of
undead and mechanika.

RARE: The mechanithralls are created somewhere n the
Scharde Islands, and a few have even been spotted along some
of the mere uninhabited coasts of Cygnar.

QBSCURE: Lord Toruk, the dragon king of Cryx, sanctioned
the mechanithralls’ crearion 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 bro-
ken body. Mechaniks on the
mainland will pay handsomely
to have the opportunity to
study the unfamiliar machin-

Ery.

Hooks

Characters exploring

the Scharde Islands may
happen upon the hidden lab
where the mechanithralls are
created. The mechanithralls’ creator
1s said to be an undead
mechanik of immense power
and knowledge. The thralls’
creator will spare no
expense in killing the
mnvaders or driving them
from his island.
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 Fort +3, Ref +3, Will +0

Special Attacks:
Special Qualities:

Saves:

ve witnessed many a strange beast in my travels of this

world, but there are few that I'd venture to call beautiful

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 {luttering 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 coars their wings, common-
ly 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 1s precisely what happened to
'._1_"nost of my companions that evening, as the

maoths fhtteré&‘*{w&head. I m;maged to

Cf;qﬂengf Ratmgﬂ_ Mw "

4 Iwavs nmtmf

2-4 HD (Small)

Advancement:

Alignment:

towards a torch or campfire. They are peaceful creatures; how-
ever, when 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 1n 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 mad-
vertently sprinkle creatures with their moon dust.
Moon Dust (Su): Any
creature that has a moth fly
over 1ts space is sprinkled
with moon dust unless they make
a Reflex save (DC 14} to hop safely
" to an adjacent space; however, note that
if there are a large number of moths,
then there may not be an adjacent square
to escape to. Creatures that are sprinklea
< with dust become groggy and fall asleep, as
if affected by slezp. AWill save (DC 123
- °  prevents this; however all creatures are sull
subject to grogginess; Those affectcd by thc* _

sleep- ;.nduct_ng effeces are st_;b]e_cr__ to grogginess o =

1d4 hours after being woken; those who save are B
afft‘:f:ted mlmed.lateh; and fat 4516 mumtes thcmaftcr Thl;s o




checks for the duration. Creatures unaffected by sleep are also RARE: Moonwings are only attracted to natural ﬁr.;:i;.'.hg
unaffected by this ability. ] produced by magical or similar means (that does not repl

Skills: *Moonwings gain a +4 racial bonus to Listen and natural Ii gh t) won't attract them.
Spot checks. OBSCURE: Moonwings can be knocked out instantly if rhey
: catch a whiff of alcohol fumes, although one must get
it right up to their face to affect them.

Treasure

The moonwing’s potent moon dust is quite a valuable com-

Hooks

A rather eccentric alchemsst in' the

modity, 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

city of Ceryl has raken up the mis-

fail to continue producing dust. Furthermore, they are very ston of stalking down a ring of

L

fragile creatures and die suddenly and easily n captivity. A suc- thieves who use moon dust to
cessful Handle Animal check (DC 18) must be made each week

to keep a moth healthy; two consecutive failures results in

knock their marks out. He ;
believes he can create a smelling =
death. Moonwings survive better in broods {groups of at least salts-type of antidote to coun-
five or more) as well as open spaces (such as a cave, as opposed teract it, although he suspects
to a cage); either of these circumstances adds a +2 bonus to the it might only be effective ver-
die roll. Additionally. they only feed on grubs that are exotic to sus regional species of the
most areas, and food costs can run as much as 100 gp a month. moth. He is willing to pay
If they are properly maintained, however, then collecting the those whe can collect speci-
dust is simple, as 1t falls naturally from the wings (and can be mens from the surrounding

area {OI‘ I"II.S Ll'lS')CCthn.

gfmgﬁfﬂa«ga

swept up ).
Moon dust collected in this manner has the same properties
as above, except that the save DC rises to 18. Because of its

potency. a typical batch (containing 2 doses) sells for
anywhere from 100 to [50 gp. A single moth can
produce one dose every other day. A healthy cap-
tured moonwing can sell for anywhere from 500 to
1000 gp. They do not
breed in caprivity,
and they seldom

li\'e bC}’Ol‘ld a year.

Legenos &
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 pot;mt and, ;S'ﬁgr\ﬁ B
teed (o ab Ieast maké a
subject grogay if ‘i
it fioesn t knock -

hjfh QUL
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(Nyss claymore), Weapon fmgssg
(Nyss claymore)*

short sword +0 melee; or long-

Cold mountains

Climate / Tervain:

bow +1 ranged
V\rss claymore 2d6; or short

swtmf 1d6; or fo:;gfmw f.dcng

J
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_Eecml Qualttws ~ Nyss traits
Saves: Fort +O , Ref +2, Will +1

face / Rfacb
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Abtl:ttes S!f H Dax 13 Con g iler

T ot —d i s

n the mountains north of Khador, amid the crags

and crevices of the barren ice and glacial

drifts, there are monolithic formations

called winter stones. They stand as a fore-
boding warning to travelers, marking the terrirory
of the guardians of the north, the winrer 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. T had been
instructed in dealing with this race by a well-
traveled Khadoran trader, who advised covering
my weapons and bnngmg a gift to show my
intentions.

peaceful con-

lﬁlindfolded o

1 e'."cntually
tact and was b O

Parfol (2 —8), hunt (9-16),
war band ( ! ?—60} shard

(80—?00) or tribe
___{200-800)
Qéaﬂen‘ge ing: ¥

Ahgnment“

Organization:

Usr_,f;szi chaotic nmtmf .

Advancement: By character (lass

with the elves of los. There is no mistaking the two races for
each other; the Nyss are very tall, most males well over 6 feet

in height, and their skin 1s pale as bone. Their hair 1s either

black or ne;ll’]y white, and their eyes ice-blue or sometimes

violet.
They resent questions abour their religion, but 1
" was able to learn a few things. They take their name
from their patron god, Nyssor, the god of winter.

e Nyssor 1s also respected among the elves of Tos,
but as a lesser seasonal deity. I have found enig-
ﬂTﬂtic rf'.f"ﬂ’.r{f.nl:t ()[‘l a SIE(’.P ﬁ'()l’!‘l WI']iCI‘J ]-lc Cannol

wake, but do not know the significance of this.
The major Nyss tribes number approxi-
mately a dozen, each composed of four or
i five "shards," the core unit of society. Shards
are settled near glacial lakes and valleys, and

y groups of hunters.travel between them locking: T

for game and enemies. Tradirionally, every few ;

decades a shard will pack all its belongings and
travel among neighbors, shari.ng'ne“is a.nd ;i
forming alliances and marriages,

The Nyss contend for territory

: :md resoutees with s.’aricm:. tiibes




Cdmﬁat

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 dosing for melee.

The Nyss weapon of choice is a great
two-handed caymore. These blades are always
of masterwork quality, and some are enchant-
ed. When fighting in cramped quarters, Nyss
use short swords.

Weapon Finesse (Clay'more): This fear
usually requires one-handed weapons.
However, the Nyss train from youth with their
claymores, and the weapons are so light
(weighing 8 pounds instead of the 5 of a
typical greatsword) and well-balanced that
this restriction does not apply.

Nyss Traits (Ex): All Nyss benefit from a
number of shared traits. Nyss are sufficiently "i-
different from regular elves that they do not
receive normal elven trairs.

2 racial bonus to Listen, Spot, and Hide J "q

skﬂl;hxdm‘ e
+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 0°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 yulnerable to hot weather when wear-
ing any armor greater than studded leather (or equivalent), suf-
fering as if enduring hot or extreme heat conditions at 20°F
lower than others, For example, they experience hot conditions
in temperatures greater than 70°F (instead of 90°) and
extreme heat in temperatures greater than 90°F (instead of

110°F).

Treasure

Given their rarity, Nyss crafred items are of value to collec-
tors, particularly if inscribed with Acric ranes. The most valued
are the great runed <claymores; which are rumored to never lose
thesr edge nor wffer vﬂ’g‘é‘s*qf time. All ciaymores ate mas-
terworks and can ﬁ't’dl ppwmie of 1,000 gp or more depending
R ornammmtmm N}VS:\
Profic caenf:? o use, |
uiar greammﬂia

ympri,’s: cqulrc Exotic \Veapon

[y _d_iffi:ranr : balance from reg-

Leqenns & Lore

COMMON: None.
UNCOMMON: The Nyss are highly territorial, prone to
attacking 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 hespitality, visitors
are completely safe so long as they do not threaten or steal
from members of a shard.

OBSCURE: Artus Kroane, a Khadoran explorer, once told of a
winter stone that sat in the heights of a glacier. Attus made :
camp there and dreamr of a massive shape under the ice that
slept but did not sleep. He went mad months lateﬂ:, cla:-mmg :
that this shape watched him in his dreﬁms . 8

Nyss Cuaracter:

For info;;r’ﬁqtién on Nyss as player
pla\'able. rice appen&ix \pp 236




e mation, rmﬂsparmt i
Saves: Fort +4, Ref -3, Will -3 -
:flwéltj_l‘ilties: = Str 70 Dfx I Con 15

Clzmﬂfermm  Any desert
3 ~ Organization: Solitary

j jt By 10 ﬁ / 10 ft. Challenge Rating: 7
ngaal Attacks. ) Ir@m?gd grab, acid, constrict  Alignment: Afwa“ys nmtmf

2d9+5, aad Id 6 = {Idvqncgﬂ;grg_;.- 7—10 HD (Large); 1 I—-

Spmal Qualmes Bimdsz‘gbt 00ze, smpemfed ani~ ety __HD (Huge)

asis oozes make their home in the scattered oases of  oasis ooze has adapted to these conditions. It 1s not uncom-
the Bloodstone Marches. Even a trained eye can mon to find an oasis coze in suspended animation, withdrawn
hardly see these creatures lurking just below the into a rocky depression waiting for the next rainfall. As
water’s surface, Quimut warned me it is unwise to handle them while in this
From wandering travelers to sand beasts, the oasis ooze state. The mere touch of water or organic material is enough
-feaﬂcssly attacks those who dare to drnk from 1ts waters. to revive the oasis ooze from its hibernation. However, one can
Although not always successful, the oasis coze is more than usually handle the casis ooze in this stare with gauntlets or
able to defend itself and its territory, as T was able to see first- tongs.
hand upon my first trip to the Bloodstone

Marches. -, Nk
The appearance of e g SRR TR Comﬁﬂt
an ocasis ooze can best be S £ - iy = ) A
: The oasts ooze strikes its
described as an amor- : e A
3 : mtended victims with a
phous organism with
: ; pseudopod, attempt-
- transparent skin and

ing to drag them mto
-!:rmazls It usuallv 2 g

the water to be
crushed and
drowned.
Improved Grab
(Ex): To use this ability
the oasis ooze must hit with its slam attack. If it gets a hold ic
can constrict.
Acid (Ex): Oasis cozes secrete a digeqtive acid that dis-

solves organic material. Any melee hit deals acid d'!mage \Idf))

- : The acid does not harm mctﬂl or stone.
be some non-organic

ead are expelled from
of these materials within
an indicator that an




Suspended Animation (Ex): It the oasis ooze has no access
to water for a day or food for a month it begins to enter sus-
pended animation in order to conserve energy. For each week
that passes the oasis ooze loses I,/10th of its original size (to a
minimum of 1/ 10th} and one temporary Strength point.
While in suspended animartion the oasis ooze retreats into a
crystalline shell, however as soon as water or any organic mareri-
al comes into contact with the shell, the oasis ooze emerges.
Thereatter, the ooze gains 1 /10th of its original size and one
Strength pomnt back each round until returning to full size.
While returning to full size the oasis coze may only make par-
tial actions.

Transparent (Ex): It takes a successful Spor check (DC 15)

to notice a-submerged oasis ooze.

Treasure .

i | il o \?
All manner of é_dvehﬁ;;ﬁng' gear,hﬁgi;t be found mside an
oasis coze ot along ‘the of it pool, These items will
materials, however.

bit on the Tron King

yays be restricted to"non

“tion and s vdiﬁug”to pay well for i :

- open market

Sadly, we never beard from Proﬁssor

Staroscik again after his trip out east.

indus-
trial markets,

Their worth ranges from
200 gp (for the smallest
specimens) to 2,000 gp (for the largest and most dangerous
specimens ). The oasis cozes if hooked up to the proper devices
can be milked for their digestive acids. The milking process is a
constant procedure of mtroducing food into the creature and
then draming the digestive juices produced te breakdown the
material. The smaller specimens produce up to two flasks of
acid each day, while the largest specimens have been known to
produce abour ten flasks of acid a day, The acid prodﬁctd no
this fashion sells for about 8 gp per flask and has many uses in
industries such as printing, manuihctu;ing,_ancl .Eiic'}icmy.

Hooks

A collector of oddities desires a

lectorvs‘. eﬂ{-rf -the}r:bé_gilzl _ic trip with
daughters, his sons, 3
fact}qu owner may wish

t%'le ksg&eg fees he
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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 puz-
zled me that there are ogrun in
the service of Lord Toruk,
dragon tyrant of Cryx; it is
hard to imagine two more dis-
similar cultures. This was a mys-
tery I fele driven to solve.

There are several ogrun
towns in Rhul with well-trav-
eled roads connecting to the
dwarven cities and. outposts. The
ogrun are not as skifled in stonework
as their nmgh ‘bitt in some cases
have bartered F .
- Eracts: Tc) my eyes ‘thcu: homcs are
m:]l buxh, caci)' Xte Iy s

of the comImUnity:

et of ﬁgh[mg pm'css and

Int 9, W?s 9 C?Ja IO

e v e s e

Intimidate +5 , Jump +5

Improved Initiative

Cf:m_c_z‘rf / I'ermm . e wunfﬁ:n‘sm_"

Organization: - Korune gang (2 1), extended_
family (5=30), conclave

(10-100), town

Aty (2001, OOQL_

Challenge Rating: _ 1

Usually chastic good or chaotic evil.

Alignment:

#vanremegt_t: ety character class

Fights between warriors loyal to different korune are com-
mon and arguably more frequent than bloodshed with out-
siders. These fights can be deadly and lack the strict rules gov-
erning 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 acceprance 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 dan-
gerous. They are more likely
to be found in Khador and
Cygnar than the other king-
doms, generally settling in
MOUNEAIN Communities.
Recognizing an ogrun is
quite easy, as they look like no other civilized species, stand-
ing at least 8 feet in height, sometimes 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 mest living at least to their rm.d 705"
and some rare few as long as 90 )can :

Mosr cgmn worship the.




believe their souls are yeborn when they die. The ogrun have
taken the concept of reincarnation to another level; they believe
henor {or lack thereof) in one life influences the next, and their
ancestors pay the consequences. To an ogrun the greatest possi-
ble dishonor is breaking a sworn allegiance to their korune.
However, ogrun are individually hi ghly independent, and it is
rare for more than a few dozen to unite under a single lord.
Ongce ogrun have sworn oaths to a korune, they serve with
absolute devotion, and their unwavering loyalty is the most
striking aspect of their culture. Furthermore, so long as a lord
lives, their progeny are expected to follow the same
leader. The system is {:nrr‘plet, as a lesser korune may
be sworn to an even more powerful one, yet his sub-
ordinates are only loyal to their immediate lord. In the
event of their korune's death they are freed of all obli-
gations. They may indeed seek 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 ro specific

dwarven lords—but to entire clans. This
was done when the dwarves of Rhul
saved countless ogrun in a time of
famine. Consequently, there are entire
tribes of ogrun who consider them-
selves beholden to specific dwar-
ven clans and peri udicaﬂy 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 1n other
kingdoms resent this relati onship, bur 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 havmg a knack for fabri-
cating 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
chey are bound to Lord Toruk by similar ancient promises—
Lord Toruk is not only their korune, but also their god. These
ogran have become as vicious and bl oodtl‘ii‘rst)' as their master,
=nd are by all accounts evil to the core, Yet thev oo detnon-
srrare the same: mtenwmq and, devotion. The words for
i.\etmyal'zmd c_iegth fg‘e rﬂ&};rlv Id.e:nu al m thc Jialect of Lhu;e

proud people. ‘(‘

] W

Comsat

Ogrun are surprisingly fast and nimble despite their sizt:.a
fact they use to their advanrage. They are known fc-ur'sp_ﬁt SEC- - -
ond decisions and quick reflexes. Each ogrun fights md.tvzduaﬂy,

S

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 e'quippi._'r_i_g;_:i
large shield in the other. Being well-honed warriors, they will
always take advantage of the special q_ualitj

their weapons, including setting for a charge,
heoking to trip opponents, etc. Their favored

ranged weapon is the heavy crossbow, sometimes
fired 1n one hand (-4 penalty to hit).

Ogrun who can afford the expense WIH

Ry, Wear breastplate or chainmail, while Otl'lf_’fée
will wear studded leather. Armor is usu-
ally decorated with the sigil of the
korune or dwarven dan they
serve.

Ogrun Traits: All ogrun
benefit from a number of
shared racial traits.

+2 natural bonus to

AC, as their skin is as tough
as leather. .

+2 racial bonus to Intimidarte checks
and +2 racial bonus to any Craft
checks involving working metal.
Once an ogrun swears fealty to.
a leader or a cause, they are vir-
e, ually incapable of betraying

those oaths (with similar

penalties as lesser geas if they do). They can choose to disobey
specific orders bur in all other ways must act in the best interest
of the sworn leader or cause.

Treasure

Ogrun are exceptional smiths and-are know
ty weapons as well as armor, Their arn

not mint their OWI’l mm ogrun ﬂ&f,"ﬂ

dom thf_‘)z call home, ﬂthcr dwarven o
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Special Qualities:

Damag& ?‘edurtzon 10 / i—?
SR 15, swamp magnetism,

w]uvcrmtwn

imeon Slimewort, the Mud King, Old Gray Dick—
whatever you call the Old Man of the Swamp, just
hope you never cross his path. My colleague, the
renowned entomologist Professor Golliber Humm, is
the only person I know to claim an encounter with the wicked
old geezer of children's stories and survive to tell the tale.
Whether or not he imagined 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

- a gnarled cane. Meeting by
£ the swﬁmp, the Old Man claimed
iz - hermit eking out a pitiful exis-

i the I;&erssor locate a rather rare

7 ged lantern moth, “just a ways

there was no triple-
“hat is; until the Qld Man
a nearby bush, producing
Huumm, overjoyed, reached
nonchalantly brushed hands
akness Pa'é._séd_'.of.er him (he

fort +3 R{)’—F? WH"I“(

Str IO Dax 16 Con L5

I 14, 17, O 19
 Bluff - —I—I4 foomaw +1'2

' Listen +38, Move .
Szlmrfv +8 Spot 11
Improved Initiative, Skill Focus
B, Sl e 1)

Any mmsf:

Climate / Terrain:
Organization:

Challenge Rating:
Alignment:

Advancement:

Uﬂf?ﬁf—’

Cﬁaonf evil

too overcome with his rare find to give it much thought.

The Old Man offered his hand in congratulation, which
the scholar shook with great delight. It was only then he felt a
shooting pain run up his arm, Yelping, he summoned his near-
by 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 quick-

ly sough the safety of a
nearby village,
Legends about the
Old Man abound, par-
ticularly in northern
Cygnar. There
are even
. those who
¥ laim to

have seen
him slain; neverthe-

less, the sightings continue to this day.

Comgat

The Old Man of the Swa.mp attempts. to bluff mmlspecb i
ing individuals into recawmg f:hraugh tradc or any odier meaﬂs 3
.an_ object of yalue; ofnen a worthless handful of grayei ﬁp&n




made. He is also capable of artacking with his cudgel (a +2
cfné), but prefers to cast fog cloud and slip into the'mists
and escape. If cornered, he will call 1d4 swamp sham-
blers to his aid.

Draining Touch (Su): A successful touch attack
deals 1d4 points of temporary Constitution damage.
On a successful crirical hit, the Old Man's touch also
inflicts one negative level upon the victim, The Fortitude
save to remove this is at DC 16,

Swamp Magnetism (Su): Once per day, the Old Man
can summon 1d4 swamp shamblers who will respond to
him as if affected by a charm monster spell.

Spell-like Abilities: At will—comprehend languages, fog cloud,
mirror image, silent image; 3/ day—gasrous form. These abilities are
as the spells cast by a 10th-level
sorcerer (save DC
14 + spell level).

Rejuvenation (Su): If
killed, the Old Man

will reappear in

the swamp
within [1d8

months.

=
&

Treasure

The Old Man’s cudgel is a +2 dub. Tt will begin to dry-rot
once removed from his possession, becoming useless in Td4
days unless remove curse is cast upon it. After the club disinte-
grates it will reappear in his possession—or another like it, if it
is preserved. He will also have on his person 1d6 gems worth
between 200 gp and 500 gp each. In his hoard (located m a
rorting tree stump)) will be found 2d10 gems valued between
200 gp and 1,000 gp He will never venture farther away than
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
visited a grear deal of the Iron Kingdoms.

Legenns & Lore

COMMON: The Old Man of the Swamp is some kind of
supernatural being with a deadly touch and a huge stash of
reasure.

UNCOMMON: Sw: ?‘Aamb] seem dla“n to the Old
Aian, and he can CQZ:ﬁLthmn

ZARE- The Old Man can be defeited, though his body will
s=rush, and he will pcar m tht swamp within the year.
OBSCURE: The Oldl\\'fﬁfr is the spinit of a mu.erIy old baron

who once taxed his subjecr:, into starvation. If his res

Hooks

* Legend has it chat the Old Man
has armassed a fabulous treasure over
the centuries, hidden in a secret tree
stump lair of items stolen from his
victims. Rumors persist thar the
legend 1s just a hoax, that the

“Old Man” is really a local -
bandir and his tntouragc
Bur one ancient crone

thinks otherwise, and she
claims to know where he is
now; best to

hurry, for the

Old

Man always moves on
after a few moons at the most.
* A reenage girl, the daughrer of Warchman Mitchel
Filkins is missing; the city watch is convinced she was kid-
napped by the Old Man while gathering berries in the forest, A

reward for her return 1s offered.

ﬂCMb.




Medmm»-s:ze Aberration
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¢ I DE‘X;
20 ;‘t htrmw 10 fi.
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Bite +4 mef.ef

Saves:
Ab;htzes

Fort +5, Ref - anzH e

Str 16 Dex 8 (on 29
t° Wis H Cfm6_

Inrmt D;rectwn +4

3&:!{5;
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Afwavs nmtmf

Alignmen:

Blindsight, ore eater, ore seeker,
scent

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

:h;m 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 1s laced with trace elements of the metals the
onkar ingests, giving the hide great resilien-
cy and a metallic sheen, protect-

_ing the crea-
ture from tun-
neling abrasion. S

_ Alt'hough the beasts g

are: comidtmdj

n trace elements of metal in
unter, while domesticated
1d slag of dwarven produc-

oF the odd metal com :
pmcer:deri o Iea.rn more

T

Advancement

et 3—-11 HD M.ezfmmpszéef

about this strange beast, warching 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
mto 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
frem the soil ingested only moments eatlier. To my
amazement, sevetal dwarves then proceeded to load
the excrement into waiting mune carts. When I
inquired what they intended to do with the
thick, smooth, odorless, mud-like substance,
they informed me thar the
onkar’s excrement 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 _anci'_
proves very useful in construction work. ;
Making my way along the onkar’s tunnel, T noticed that the
creature started to become excited, drooling large pudd]es G :
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 ereature had uncovered a veir i}f
tromn; hence its mdclrn hunger and excmem&m: always a sure




Comgsat Legenns & Lore

Despire their exceptional armor and fearsome bite, dwarf- COMMON: Onkars eat metals, and the dwarves mm diem &
bred onkars are not willing combatants, preferring to flee dan- help locate ores and create tunnels.
gér if’ ar 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 safct}' will an onkar arrack anyone, even then
fighting only until able to escape. RARE: Onkars are unable to digest precious
Wild onkars, on the other hand, are stones, and any they accidentally ingest are
more territorial, and have been known passed harmlessly. These may be recovered:
to threaten intruders with displays by those willing to do a lictle "cﬁg—

gfn‘gf" :

OBSCURE: If an onkar were fed

exclusively on a single metal for

of hufting and stamping,
charging if the intruder
fails to retreat. Even so,
wild onkars are quick over a year, its hide would take on

to back off in the face

of a dearly superior

the luster and appear-
ance of that
opponent. metal, while

Ore Eater (Ex)

:\'TPI'.:IL stone, and Qoil

remaining as
easy to work
enly has a quarter of its as normal
usual hardness for pur- animal hide.
poses of being bitten

by an onkar. Metal

armaor

Hooks

1
only has . : :
; Driven mad by sickness, a wild

one ]‘121“ ) =
: . onkar has taken to artacking min-
of its AC i - L
: : ers, devouring their pick heads, bit-
against an onkar’s , ;
bi-i. ing chunks out of metal mine-
ite.

carts, and oth-
erwise causing
a nuisance.

p Unfortunately, the

—— dwarves sent in a squad e
- — :

Ore Seeker (Ex): The onkar is

o % i of heavily armed and armored warriors to
:—1}‘]{'_‘ o Snlfr our 1;1}-9_"& (1uﬂﬂt|tll’ﬁ L)]C

L : i deal with the beast, and none have returned. All that metal plate
metal within the air or soil within a number of feet equal to 50 :
. p! Wy and weaponry..

mes its Wisdom score.

Treasure

A tramned onkar, being so useful for ore location, tunneling,
clay and cement production, or metal waste disposal, is obvi-
aml\ a valuable commeodity. Such creatures sell for upwards of

450 gp or more.

The hide of an onkar typically fetches 100 gp, and can be
used as a fine rug, in thescfeation of sturdy, attractive boots and
cloves, or for master‘-voii( hide aur\lbb

an.n‘ I'z\ aeﬂs for f-'*%p per po;und and onkar cement sells

for 5 cp per pound. s _/ :

it ot
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_ Pistol +1 7/+12 ranged

_ Proficiency (small arms),
Impmvm’ Initiative, Point Blank

Pistof 2d6+5

Spbysp/S

SPecmf Attacf_as Bullets of the grave, emfg}

_dm dmm Lgf:mm‘g draw / e oad

enal Quahtzes

Inwrpormf} +7 turn fmsmn;e)___

mzdma"

 Fort +2, Ref +1L Will +2
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1ere are many tales across the Iron Kingdoms of
restless spirits, however, one of the most com-
pelling is the tale of Lach Bradig. Bradig was a reg-
ular in the Cygnaran military, and because of his
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 satisfy Bradig at

o aﬁ. He was a glory hound and, obsessed with his own

aik&manslllpx hadz to prove his skill to the entire

world. Bvencually” his surliness got out of hand,
~and he was dmimnnmbiy discharged from

the semce

nge himself

f his former

is just what he did.
acted a form of duel called
i farchers duel thatwas

5]30& on ;k_e Run, meon Foms

(small arms), Weapon

Specialization (small arms)

Clzmate te/ 1 Termm Aﬂv

e
Challenge Rating: 9
Alignment:

()rgamzatwn

fwrys M”_. v _
8—15 HD Nedmmmgef

Advur_gfgment:

Khador in days of old. It was always performed close to mid-
night on the eve of a full meon in an isolated area. I don't
know how Bradig enticed or (more likely) forced all of his for-
mer comrades into such a duel, but he shot down every one of
them.
Eventually an unknown gunman killed Bradig, bur 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 kil
bricht duels.

N\ Those that
accept never
make it back

alive: those that
refuse are gunned
down as cowards. :
W'hat’s worse is that it seems th'at sc}mg of Bfacli'v




Comsat
Pistol wraiths will always seek opponents out and challenge

them to a kilbricht-style duel. Those that accept participate in a

fairly traditional duel, despite the unusual setting. The wraiths
will atttmpt to use their lightning draw ability 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. De note that on rare occasions pis-
tol wraiths have been known to target other
seemingly innocent victims as well, though the
reasons are unknown; regardless, all are still
challenged to enter a duel.

Bullets of the Grave (Su): Although
incorporeal entities, the bullets that pistol
wraiths fire become real once discharged
(though magical with a +3 bonus),
Additionally, the weapon that fires these
bullets is considered to be a +3 military

: pistol of wounding. The powder and ammumi-
I tion supply is endless, though the wraith
‘ must still load the pistol regularly. These
items are a part of the pistol
wraith's being and may not be
removed from him by any
TNEATIS. /“r;\
Energy Drain (Su): | (4
f_i\-ing b(‘fngs struck b}’
one of a pistol wraith’s
bullets sufter one negative level. A Fortitude
save (DC 17) removes this. Those who are killed
by this attack while fleeing rise as pistol wraiths
shemselves; those kﬂled while sm.nding their

e :Pa.ted the peace of a quu,k Leath
Lightning Draw /Reload (Ex): *

oestol wraith is so skilled m the art of

5e duel that he may draw and fire
wis pistol as if he had taken a refo-
cus mitarive action without
spending the preceding round
=ssessing the combar situation, as is normally required (thus his
marive is effectively 30). Furthermore, it only takes one a
—owe-equivalent action to reload

=
Treasure ! \

Are ya feelin lucky, punk?

- Lach Bradig has also just challenged

* from <the walking deada

ai»o Add one extra damagL die ami increase the ertical v p
er by one. Ammunition with that power would be quite: va.iu“w
able, although most marksmen wouldn't dare tempt fate by
using such a potentially cursed object.

Legenos & Lore

COMMON: Those who fancy themselves to. be o
deadly pistoleers may be sought out by a restless spir-
it. 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 those he slays become spir-
its themselves, though Bradig is the
most powerful of his kind.
RARE: Those who accepr these
duels seldom live, yet those who refuse
are gunned down as well. What's
more, those who die flee-
ing are cursed to rise up
as a pistol wraith as well.
OBSCURE:
Bradig down was none other than

The man who shot

Corvis’s Julian Helstrom, and Bradig is
intensely afraid of him. Those aware
of this speculare that only a
buller from Helstrom's pistol
will put Bradig to rest for

% ‘} good. What happens to

.

the rest of the pistol

wraiths after Bradig dies i
anyone’s guess.

Hooks

A young promising regular in the (_.ygeearaa mfirtary Bﬁs }ast
received his third award for excellent 5 an%]np
3 duel. The regu
jill protect him
d wear 1t uutd the next full moon,
. Unfor fm‘rartiy. he needs so .

believes L}ml 1{ he can obtain a charm t

Bmdrg will Tea»e him al f
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Special Quaht:es: Scent, stealth

n the occasional junk hauls my father dragged me Khadoran plains too (where, thankfully, they can’t pur their
on as a boy across the forests and plains of Khador,  stealth to much use).
I learned of one of the most Using techniques of the Andulhar, one
aggressive animals in e == of several small and quickly disap-
all the Iron Kingdoms—the , I I pearing native Khadoran
temperamental Raevhan z 4 I _ hunter-gatherer families, [
buffalo. They are named i was able to mask my scent
tor a lake that is a cen- ; 2 . and venture into one of
tral migratory area TR : these creature’s territo-
during their maring i o i ries to observe it.
season, bur those - II / Despite their fury
placid waters don't 7 = / they are grazing and
reflect the nature of ; : toraging animals, and
~ these beasts ar all, ' e YA # they seem to greatly
- Under' nmmal circum- % ] il _ - enjoy dust baths in the
G i ; ! huge burrows they dig

with their antlers. They are
solitary crearures, marking off
a persenal territory and keep- 3
ing it to themselves, The oniy'
time I know them to venture beyond -
their boundaries is during the mating season, in
which they seem to migrate to seasonal matmg
grounds, lhough m small numbers.

gly stcaithy Rﬂd will _sta]k

"Thcy are mar“ common i




it becomes enraged and chases after the trespasser violently until  trees with their antlers, rubbing their musk all over them
they are killed or run off, although it quite frequently continues  process. These trees are a surefire way of knowing a buffal

pursuing opponents well beyond its domain. It is known to nearby. -

stalk trespassers and then ambush them, although once it rages RARE: These buffalo are actually inactive during the mid pare

all stealdh is forsaken. It will usually open with a charge attack. of the day, and one has a good chance of sneaking by their ter-
Rage (Ex): Any creature thar attacks a Raevhan buffalo ritory during that time,

while inside its territorial area causes it to go into a berserk rage OBSCURE: Raevhan buffalo are unusually tolerant of l;he

that ends in the death of one or the other; additionally, Khadoran burrow rat (not a true rat, mind you
however, there is a 30% chance that the buffalo will

rage at even the mere sight/ scent of an intruder

and one may disguise their scent with th
musk of these creatures to pass Lh.tough
buftalo’s territory’

unharmed.

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.
Stealth (Ex): The Raevhan buffalo can

be surprisingly quiet for its size; they receive a

+6 racial bonus to Move Silently checks.

Additionally, they gain a +6 circumstance

bonus to Hide checks in dense foreést.
Trample (Ex): The Raevhan buffalo can

trample Medium-size or smaller opponents for

2d8+9 points of damage. Victims who fail to

/ HOOKS

Usha Makara, the
eldest of the waning

make an attack of opportunity may make a
Py A

Reflex save (DC 21) for half damage. Y Ll W b

B

A . . i
Tr c a sure ndulhar plains family is

The Raevhan buffalo keeps
no treasure of its own. Although
they are difficult to hunt, the rare and disap-

pearing Khadoran plains people have made a

" entering into her last days, and she

must make her pilgrimage to the family’s ances-
tral gravesite. This trip must be made on a

stretcher made of the antler and hude of a

* Raevhan buffalo. Unfortunarely, most of the Fami?y’é

science of it, and the bounty the beast pro- " warriors are lame or old and cannot

vides can feed a family for weeks. Their o bring one down. They are locking for

. -
antlers make excellent material for tools and * someone who can help them take down one

=  of these creatures so that Usha can make her

trip. -

weapons, It has a hardness of 6
with 12 hp per ich of thick- « =~ -
ness, and it grants a +2 cr- i

cumstance bonus to all
Craft checks made to \\\
work it. A raw antler
would sell for as much as 100200 gp, while mare-
rials crafted of 1t rrughl sell for 10—15% greater than market light. The day that the Raevhan fuil to fao m&ﬁ?’
valuie; the more artistically crafted items of the native Pmples first day of the Ravaging, as PWP’I""’S‘ _

can sell for much more. - rbnu'e that day-is formng 3

»:

fls.mT M:z}am tbc last of the A
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nown as rusalka, or occasionally as “bog nymphs,”
these malicious creatures make the
marshes of the Tron Kingdoms
(especially those of Khador)
their home. They are said to be the spir-
its of young women or girls who have
succumbed to the hazards of the
swamps. I, however, have found them to
be less lost souls and more maligned spir-
its.
The rusalka’s natural appearance is quite
grotesque—a warped and cruel visage sitring
'é:tOP the shapely body of a woman. They
rarely appear in their narural state, however, and
afl:en take tlp{)w&mmsclws the guise of a beau-
10u1s o appear as a member
Q_i, whatt_:vcr_ race suits their purpose.

e véry Ijappearance of a land-

.that once cost

priceless Orgoth

iless creature’s decep—
an 1usL her gl'lmouﬁ to kl].l you

Cl Ztmatf.:/ I'ermm Any mam“

SOEu‘my or mvg-‘_ ( 2_—-3)
Cbaﬂmge Rar;rjg )

Afways chaotic evil

_2—4 HD (Medium-size)

Altgn ment:

Advamement

While traveling the bogs and marshes of the Tron
Kingdoms, be wary of an}'rhing that seems out of sorts

r? lest you find yourself at the mercy of a rusalka.

Comsat

Rusalkas avoid combat whenever possible,
only entering into it to protect themselves or
therr dens. They use their unearthly laugh-
ter to stun opponents—either to gan
time to get away, strike with their
dagger, or both.
Unearthly Langhter (Su):
Once per day, the rusalka can emit
an unearthly laughter that causes all
who are within 30 feet to make a Will save
(DC’12) or be stunned for 1d4+2 rounds.
Note that the subject must be able to hear the
unearthly laughter in order to be affected by ir.
Spell-like Abilities: At will—change self;
I/ CL\}’
spells cast by a 10th-level sorcefer \xaw, DG 12 3
spell L:vel;

Treasure

baﬂufiﬂaton' terrain. These abilities are as the

';




ed to a particalar rusalka (storing Her soul if she is slain) and

will notpwork for anyone ilse, inftead acting and appe.ariflg as HOOKS
an ordinary dagger, though a detect magic spell will indicate that it A gentleman’s daughter has gone missing, and tha pc«,;ﬁ‘e
is magical in nature. Any female humanoid touching the
dagger must make a Will save (DC 17, 19 for those
who have been possessed before) or be affected by a

requested to help in the search for her. They are asked to

return with her or ar the least with news of her. Of course

what the PCs don't know is that the lady in question has
been taken over by the soul of a rusalka and is heading

toward her “birthplace.” Can the PCs save the gentle-

magic jar spell as cast by a I0th-level sorcerer; the

dagger is the receptacle for this spell. If the attack

succeeds, then the soul of the rusalka takes over the mens daughter from the fate thar awaits her? Are Ehey

victim’s body and the dagger regains its magical already too late?

fagé;%ﬁ 9V 9,77
cosallnis

properties until such time as the victim regains

control or is slain, whereupon the rusalka’s soul
returns to its place inside che 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 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’s.

The dagger is usually
made out of antler or bone
and its poison deals 1d6 ini-
tial and secondary temporary
Constitution damage. Each
stance of damage can be
negated by a successtul
Forutude save (DC
12)). This ability is
Iimired to 3 times
per day.

A rusalka blade is

= rarity in the

open market
due 1o its
malicious L

nature and the

Lmitations of its
magical power: A ol 'f/_l h\ -
ecror of oddities ]'%ow— 5 e : s
ever, may be m]lmg{{o pm?chase f
‘e for as muichi as 7 ,QOQ gp /




5d8+15 (37 bp)

+1 (Dex)

301, fly 60 fi. (average)

14 (-1 siz, +1 Dex, +4

Skills:

’_I_Inr 2, T/Vis 14 Cfm (o

Listen +9 .Spor +)

Feats:

Climate / Terrain:

_ Mui ull Wm:k

Tmtpcmta mcm;tams hﬂ and

narumf )

Bite +6 mfffa 2 daws +4 mr:lfe

Ofgamzatwn

plains

Solitary or pair .

.._..B”"" 2d6-+4, Lf.:zw 2d8+2 _‘C}Jaﬂmge Ratrég

Alignment:

_ Always neutmf

_Advqncem_g@t

~ Fort +7, Ref +5, Will 4

Srr Ié Dex I? COPI 16

S_Pmal At?ar:ks

Ithough I've not yet had the opportunity to study over-inquisitive scholar who wants nothing more than to study
one in grear derail, I believe the saqu to be a rather
large member of the raptor family of birds. Standing
some fifteen feet tall, these semi—ﬂightless avians eat

anything smaller than

the magnificent beast.

The saqu probably mate for life as many birds do. Though
T've never seen a juvenile saqu, much less a nest, I believe they
nest on high rock ledges or similary well-hidden locales. They
probably lay clutches of 2-3 eggs in a large nest composed of
feathers and branches.

them that they can catch.
Usually this is limited ro
wild hoofed animals if the
- birds are ranging in the plains
~or large rock lizards if’ they are
ranging in mountainous areas. I a

; Saqu are not taken to
saqu should chance upon some

: : . soaring as many birds of
_ delectable humanoids wandering g )

e 4 - ~ -~ prey do; they instead
irvits territory, then it will cer- ' !

 tainly take the opporuunity to add gjﬁ;j‘;_gjjgj{;fm
foliage while looking for
+  prey. They then swoop
down upon their prey,
: pinning it to the ground
.- while they snap at it ._
£ with their powc*rfui beak. "
Often this will stun or =
kill the prey immediately.
The} will '1]50 dash r_heir




[Tty as though 1t had the improved grab
abi {iLy‘ Once it achieves a hold, it cowred a|l manner of 5rnall humarl wrought Ub;eds

fallen deep into the large branches that make up th(‘ nest.

may fly oft with the prey and auto-
matically make a bite attack each

round 1n lieu of a claw attack. Tt also
gets this autemaric

Hooks :

* The PCs are part of a caravan traveling though some

bite attack if it

ct

10055 o stay

grot l”df d a5 '] {5 C 5 W gr‘ 55 ‘Laﬂd" l 0111{* I('d bf an lI[lp(‘-_dI]EJ mountaim I‘.mge‘-As i
O ~Cy A5 T Pf ')r 15 No =} T
o

o e ‘or both) of ; they pass particularly close to the range, a male saqu
pinned under one (or both) of its : . : S
il swoops down and snatches a member of the cara-
massive claws. o A
e van, possibly a PC. It’s a race against time
I'he saqu can drop a 3 .
sl e ; now, as the PCs must hurry te their com-
orabbed creature as a free i :
2 rade’s aid before the saqu’s mate or hatch-

action or toss it as a | d .
A - ings devour him.
standard action. Flung crea- e A it £
. 2 . rich bul eccentric
tures travel 20 feet and take 2d6 Do = Iv e
; k , 2 Jaelese merchant 1s 1n
points of damage. The saqu will often ’ = S
the markert for living
leap upon the unfm tunate creature He
saqu eges, He's pay-
agan if it still moves. ; U °g8 pa
ing well, but no one

is sure just what he’s
up to. In reality, the

LeqenDs & Lore

COMMON: Saqu are essentially enormous,

mad merchant

plans on raising
semi-flightless hawks.
UNCOMMON: Saqu are

not necessarily man-

saqu on farms to

harvest therr meat
and featheres. The
eaters; they're just entreprenear will

not very pal‘t:icu-- meet an u.nt.irneh‘

lar. {and somewhar

RARE: Saqu are sometimes drawn to shiny objects. amusing ) demise a few

OBSCURE: A significant part of the saqu mating ritu- months later while trying to ride
I is the presentation of impressive food a “rame” saqu, and the PCs
by the male to the female. may be called on to help deal
This coupled with their with a farm full of angry
fondness for shiny objects spells giant birds.
bad news for adventurers in metal armor. Time

to cover up that chammail!

Treasure

There are many parts of the saqu that may ferch a fair price

n the market. Their tail feathers, while not fanciful, are enor-

mous in size and can be made into great fans or dyed and fash-

woned into all manner or decorations, Their sharp talons can be e

made intoa crude spear if Ll\hu:l to 2 polc As many carmvo- -

rous birds:do, saqu 1 !tarc‘ indigestible portions of their
tood in the form: of com;nrt, oblor ng pellets. These pellets

often contain smaﬂ:zl:ems of mtcr

t if the saqu has partaken of =~/

2ny humans in e Eket. Anyo e lucky emmglm.m locate a saqu

‘.fsr—partlcularlv ﬁom aj “that has taken to eating
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histling blades, pistol shots, and the booming
of cannons rang around my ears the first time
I engaged a Satyxis battle-witch. pirates had
boarded our ship, and a fierce woman of
unearthly beauty was leading the
raid. Despite the thunder and
racket, her presence was stun-
ning. Her stance was that of a
master, her blade moving with
Eghming speed. Her lithe form
and .peri:ect beauty were marred
_only by Ehehﬁ%ﬂ;.ﬂ protruded
from her brow.

dcﬂ?ndcd
I could not

t i.ntcrmpt-_

ThelastT

[}m:zu'y nmtr:;f evilﬂ_

Altgn ment:

Advamement Bv fbamctff cfasv

remember her face as clearly as if the bartle happened yester-
day. I have never seen anything more beauriful and terrifying.
The Satyxis are an ancient warrior race. Once famous for
their honorable traditions and prowess in bartle,
they led a life of conflict and heroism. As it hap-
pens, a fight between Toruk and the dragon
i Shazkz devastated the homeland of the Saryxis
centuries ago. Dragon fire and spilled dragon
blood tainted the land and ultimately
the Satyxis bloodline as well. The
Y women survived somehow, but the men
were rendered monstrous and deformed.
Over the ages this dragon-blighr has crept
further into their blood, making the women
strong and the men now non-exis-
tent.
After the blight tock held,

Satyxis women learned it was best

4

to mate exclusively outside of their
own bloedline. Myth and record show
that they often choose to seduce their
most capable opponents ( £ umi:uon;xﬂy
km:}wn as chosen) into fatbermg-.t’h




WALTiOrs wn:h o erEhnght—the sons are brually sacri-
ficed. -
Today, the Saryxis homeland is lost, though it COMMON: The Satyxis are 3 ace
is thought to be close to Cryx. In the modern wartior women found near the
day, the women the Orgoth called “reaver Shattered Coast between Cygnar -
witches” are well known on that dark isle ol Cryx. '
UNCOMMON: Beware “hat

sailors call the * Sal:),xm leS. It

and the surrounding waters, Select daugh-
ters are chosen by Toruk to serve his will as
assassins or worse. Pirate crews also value is a savage headbutt. :
RARE: The Satyxis dwell on e

'IIC](']R""n ]‘.'-};E_‘ in 1'11(‘ waters bctween :

the Satyxis as elite officers—Axiara
Wraithblade is perhaps the most infamous
and reviled up and down the Broken Coast. Cygnar and Cryx. This isle is a

dangerous jungle, filled with tread'n-

erous creatures. In the center is the ity

Comsat

The Satyxis are imbued with an unnarural grace, and

of Saryx. :
OBSCURE: Satyxis males are sacrificed to-
keep the bloodline strong. Should a chosen

man father a Satyxis son, he must also be

most are highly skilled in swordplay. If during a battle a
Satyxis discovers her chosen, she engages him in a ritual > ; e . ;
found and sacrificed. This is done in a rite

battle. This sword dance tests the skill of the man, and > . ‘
to further strmgrhen the Satyxis bloodline.

; should he have the mettle, she will beguile him with
I her charms and take him as oot

Headbutt (Ex): A common trick used to

deadly effect is to lull a man close

Treasure

enough to make him think he will Satyxis that have mated with a chosen

recetve a kiss. This cunning ploy often leave valued trinkets or gold as a
lures a man into a painful reward for the services of their chosen.
reward. A satyxis headbutt that There is a 10% per level (of the chosen)
does maximum damage dazes the chance that the item left behind will be mag-
oppenent. A Fortitude save (DC ical. These gifts are often carefully selected
12) is required or the subject is and usually pertinent to the class of the
dazed and loses one round of actions. hocen
Beguile (Su): The feminine beau-

v of the Satyxis can entrance male

Hooks

A man contacts the

opponents. Once per day a
Saryxis can affect a single man

zs if using hypnotism. The e
players claiming to know

the location of the Isle
of Saryx. The man does
i facr know where the

spell is maximized, as
per the Maximize
Spell feat, and is cast

ar the effective level of the
- island is—he has speﬂi: A yeaT Iymg o

find the wot whio b _:guﬁad him. :md

aryxis. Subjects with
more than 8 hit dice
—=nnot be affected

& this ability.
Females are

IEETHINE.
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Fort +1, Ref 4 +6 th

Saves:

Sir 8, Dex 19, Con 8, Int 4,
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Organization:
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Challenge Ratiﬂg. 2

Damage:
Face _/Reacf: o
Sj}maf Attacks

Bite 1d4-1, claw 1d2-1
2 ?/2ft b«,:2 z/_ﬁ/Ofr

__Som_; shrick

T oag
L S

othing could lead a more bizarre existence than the
screecher, a small carnivorous quadruped inhabiting
the forests of Cygnar and Khador. They can be rec-
ognized by their flatish, wedge-shaped heads, widely
spaced eyes, two-clawed feer, and short stumpy tails, and there
couldn’t be a more irritating beastie to be found 1n the wilds.
Sereechers spend their day tracking larger animals—not to
mention unsuspecting explorers innocently going about their
business—through the bush, The
nasty little monsters are silent as
the grave as they creep about
behind their prey. They wait
anti] the victim stops for a quiet
moment, perhaps to sleep or graze
{or to rest upon a log in a serene
sunny spot to light one’s pipe).
Then the viciou: ].lt_tlc* vermin, hw—

Ordic pipes: musical
instrument or torture
implement? Either way,
thank the screecher.

Always ffmot:f neutmf B a
Advamement

2 HD (Timy); 34 HD
(Small

Afzgnmgnr

the effect of a fright in the woods can be devastating. My ven--
erable friend and guide of many years, Tumalok (Morrow favor
his soul), had slain many a daunting foe in his career. But poor
Tumalok had stopped to, er, relieve himself in the woods—
had his need not been so grear 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 the shock of being so rudely sur-
prised.
The only thing of value that
they possess is the lung-like organ
they use to produce
the harmful blast.
The large sac
found in the
i.‘]'(’.ﬂl.ure.’:; L‘]‘z()l‘ax
is prized for its use in
creating
Llaelese
bagpipes
and
foghorns
on great steamships
(Litde difference there, T might
add.} One in good condition can be -suh':ﬁi'
to the right buyer, usually in a port town.

Comﬁat

Screcchcrs foﬂow thmr pﬁt\? thmugh the forest iﬁ&tﬁg




attempr to surprise-

their prey tnawares.
RARE: The creature’s thoracic

sac can be sold to horn or musical

instrument makers. <
OBSCURE: W'htsthng scrcechmg, (zr
playing a musical instrument in the same.

key that the screechers wail in will actually rrick the*
ammals into be].icvi.ng you are one of their pack. Of

coordinated
packs. When the

VICHIM 15 unaware Or 1ts attention

course, that means they might follow you around as if
but at least it beats,

you were one of their own

being eaten!

occupied elsewhere, the screecher emits
a high-volume shriek designed to stun or

Hooks

* Amblin Orofisk, a shipbuilder i
Five Fingers, is building a

even kill weaker opponents. A stunned oppo-

nent is then attacked by the screecher or pack
and devoured.

L
*

new sailboat for a rather
tlashy noble, who would
like it to be possessed of a

horn that can “shake the very ocean floor.” A num-

ber of screecher air sacs would do the trick, especially a very

Sonic Shriek (Ex): The screecher can
enut a sonic shriek twice per day loud enough to stun oppo-
nents who fail their Fortitude save (DC 12) for 1d4 rounds.

big one, and there’s a reward for bringing 1 twe dozen of the
things.
* Gymnoddy the master piper is opening a college. He

These with Constitution of 12 or less who fail a saving throw : io

must save again at —4 (DC I16) er become unconscious for 1d4 neleds t.hree dOZCIIl air sacs from screechers, e Lna;]g:feedy[

rounds. Those with a Constitution of 6 or less must make a Sh_‘PW”gIhE f\mlbln.n O;‘?ﬁSk seems to be bu}'m% tpd = a 100~

third saving throw at +4 (DC 8) or die instantly of heart fail- mﬁtdr\iidlj]& Bringing : I;m as r:-]an}' as one can (no questions
i asked) will garner a rich reward.

ure. Opponents who are aware of the screecher receive a +8 ey g

bonus to each saving throw. Creatures with no living metabo-

lism are immune to the effect.

Treasure :

Screechers carry no treasure. The air sacs with which they
genetate a blast of air are worth between 25 and 100 gp—usu-
ally more if they are sold in a port town where boat horns or

sirens are in higher demand. Killing a scrcc‘chc*r with a plercing

or slashing weapon will destroy thc air sac 753% of the time.
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epulchral lurkers were created ro guard tombs, rﬁ:mples,
and other places of import found in the Bloedstone
Marches. Most sepulchral lurkers are linked to a par-
ticular place, although my guide Quimut has told me

- that some of these creatures roam the Bloodstone Marches

- freely.

Sepulchral lurkers are frightening crea-

tutes, the mere sight of which is enough to

-~ shake most men's resolve. They are hunch-

. backed beasts that stand 8 to 9 feet _ :

tall with clawed and pOWeri:ul arms. * o §

d tomb. Quimut warned
f;?r'.t'h'e inowledge we were

‘Ward After winding our ﬁ'&y s

Fort +2, Ref +2, WH+?

e b il

 SwalDaUGm
Int 8 Wis 12, (73:1 {4

S ’rO* Listen -H2 Move =

 Silently - Jrzz Spot +12.

Abzhtws

Shills:

Feats:

fmﬂmvm’ Imtmmg Tougﬁnm

Cfimate / Ibfmin
O?;gamzatwn

Any a'esm amf mtdﬁr}gmund

variouts Wpas ;mdef s mnm}f)
C'E!aﬂenge Rc{m}g

fw*ff%?_* PR
9_.I..6 HD Iar;gr,) I 7—32

Alignment:

Advamement

mto the ruin, we came to a place where the sandstone floors
gave way to the mingled sight of ancient sand and scartered
skeletons. Quimut said he would go no further. [ agreed, but
two of our comrades, Gable Hornt and Figan Blaty, wished to
press on. After a heated discussion, the two decided to press
forward while the rest of us set up
~ camp a liccle farcher back in the
P Luins.

‘We watched them start
across the sand occasion-
ally stopping to pick up
something from the

v ground. When they had crossed
about halfwa)', the sands and
- skeletons shook to life. A
s sepulchral lurker and half a
' dozen skeletons suddenly erupted
from the ground around them,
- barring their way back to us. 1
started towards our
1’ *4,* » doomed comrades,
but Quimut toock out his
war-fan and barred my way.
The fight (if you can call two tmen ﬂéeihg for their Hves
sucﬁ')-lastcd less than a minute, and within seconds of their
death, the flesh of ‘the two bocﬁ}_‘s dissolyed axm;_’,.i{tajv_‘éng




——

SepueraL Lt

behind two pérfecrl}’ 'polished skele-
tons. Its work finished, the )
sepulchral lurker and its
skeletal cohorts’

{includ- : 'ﬁ‘\l {
ing . TR ) 7
pur TESTEC
lost

comrades) burrowed their way
into the sand where they await .
the next set of adventurous souls - \
to come along. I only hope that those who do will =1
heed the warning I left on the tomb's arch-
way.

Comsat

The sepulchral lurker usually .
artacks from
ahidden g
posi- ¥ ¥ *W
ron, N
most
often erupt-
ing from T e e
out of the earth. The skeletons under its

command are used as distractions, while 1t weakens foes with 1ts

breath weapon and slays them with its vicious claws and bite.

Breath Weapon (Su): Cone of weakness, 30 feet long, once
every 1d4 rounds; 1d6 temporary Stxength damage to all living
creature within the area of affect, Fortitude save (DC 14)
negates.

Create Spawn (Su): A humanoid or monstrous humanoid
slamn by a sepulchral lurker rises as a skeleton under the sepul-
chral lurker’s control in Td4 rounds.

Frightful Presence (Ex): This ability takes effect automati-
cally whenever the sepulchral lurker attacks or charges. All crea-
tures within 30 feet must make a Will save (DC 16) or become
shaken for 5d6 rounds.

Improved Grab (Ex): To use this ﬂ.bl]ll‘} the sepulchral
lurker must hit with a claw atrack.

Rend (Ex): A sepulchral lurker that hits with both daws
Latches onto the opponent’s body and tears the flesh. This
attack automatically does 2d6+7 points of damage.

Resistant to Blows (Ex) Due to its mummified body phys-
ical arracks deal only h toa 5cpulchral lurker.

Skills: A sepull;h rker, du? to 1ts coloration and affini-
w7 for burying Ltsclf in sﬁqd receives a -+10 racial bonus ro
3 ide checks wh_en its f}a‘mﬁe en]

Treasure
Sepulchral lurkers are often the

-‘ * dens of very valuable treastires, whxch
run the gamut of one’s imagination. There is £
. also frequently treasure left behind b}' ?
victims killed by the %epuichml larker
}a (and subsequently raised as skeletons), i
'\ If killed, the sepulchral lurker’s heart
turns into a porous rock. If pew=
dered and ingested, the stone allows :
the person who consumed it to-add
+2 to the DC for all saving throws -
against spells from the school of
Necromancy that they cast. This
effect lasts for 10 hours. Each sc.pu’f—
chral 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.

Lecjem)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 accomp.am‘ed by the -
risen skeletons of those they have slain. 2
OBSCURE: A sepulchral lurker’s heart is a potent necroman
ability booster. :

Hooks

A necromancer in disguise app 3

of hiring them to hunt down a s

heart to hum. If the offer is accepted
map that 1ead§thﬁn to 4 tomb in T.h
perhap;. etert the one mentionec

they ﬁnd a sePu]._hraI ker but——mrm:
tmght‘ discover what itwa Q%tllardmg
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haft wights are dangerous restless dead, jealous of all
life and hateful towards those who walk the tunnels
where they met their doom. They arise from miners
who have been buried alive, trapped under the weight

* of stone, suffocating on gravel and sand.

I had doubts of their existence until the Divided Peak

Mining Guild mvited me to investigate an abandoned mine

._ shaft deep in the Cardare Mounrains. T first got a look at their
" most recent victim, pulled up from one of the deeper pas-
~ sages. He had a gruesome hole punched right into his skull,
:apparcndv from a mining pick. Even more horrifying was

.Setmg the md&:;.wgmud that completely filled his mouth and

t their movements. Their
les, and their mouths h:mg
1 their lips. -
tal links, shaped in undying

Cfimate / Lerrain:
Orgamzatwn

on: Soffrary or smaf band (2—6)
Challenge Ratm!gw 5
Alignment:

_ Usually chaotic evil

610 fﬂ) ( Medmmm{q)

Atfmna’ment e

patience from scraps. These withourt picks attack with long,
grimy, black-nailed fingers, and their touch saps the health of
those they claw, making breathing labored. Worst of all is the
ability to vomir a stream of gravel. I have no doubt that they
use this to suffocate victims in a horrible parody of their own
deaths.
‘We observed with interest that these
undead miners had centinued in their
work, burrewing tunnels, and min-
ing ore. It is uncertain if there is
a larger purpose to such excava-
tions. I've heard reports from
other mining companies of
shaft wighl.s dfsrupring mining
operations, provoking tunnel
collapses, extinguishing
lanterns, and

ambushing miners.

Comsat

' : Shaft wights are : -
skilled at stealth, prefcrrmcr to strike those who “are Riom; Ihcv
frequently wield a pair of wmke*{ 1ining. chks £ eqr.ni o he.wy

131Gk4 Crltltal. 20/ b 5 but are ;Lx_sg as clan;bgpqugy_ with their cla




‘Constitution Drain (Su) The claws of a shaft wight cause
a temporary. loss of 2 peints of Constitution
with each hit. Victims reduced ro 0
Constitution die immediately.

Gravel Vomit/Create Spawn (Su):

: rumored they can be heard mining deep in abandoned bhllf:ls :
Twice per-hour, a shaft wight can spray a ;

and will attack anyone who ventures close. .
UNCOMMON Shaft w1ghts can vomit gravel on’ a pe:r S

foul mixture of gravel, sand, and brackish
liquid from its mouth. This spray does not
require an attack roll, has a range of 3 feet
and deals 2d8 damage to a single targer
{Reflex save for half damage, DC [4),
If a shalt wight has a victim
helpless or unconscious and then

RARE Tho.sr: who die with their momhs ﬁﬂed W

gravel from a shaft wight will arise as one themselves

within approximately 12 hours unless attended tb'.-_ja:y-
a cleric with holy water.
OBSCURE: Shaft wights are working toward some -

common goal, perhaps arrempting to unify their

slays them by spraying this muxture
into their mouth, the victim will
arise as a shaft wight in tunnels and create their own unliving society

twelve hours unless attended beneath the earth. The more shaft wights who

to by a cleric, who needs ro gather in one place, the more organized and cun-

wash out the gravel with ning they become.
holy water. This also
applies to victims

killed by Hooks

i Constitution ) T (T i o —

) drain who are L4 he threat of shaft wights could compel
subsequently a concerned mining guild to seck out PCs
sprayed to investigate. A good start 1s the discovery

weilhs wouih of a body slain in their tradirional fash-

ion. These undead are rare enough thar

they are not well known, and the corpse
might suddenly go "missing" when 1t

Treasure

Shaft wights hoard valuables

rises to join its brethren,

Alternately, shaft wights expanding
they take from their victims and also tunnels might eventually break into some
keep ore and precious metals from other underground area or burted tomb
their mining. Use standard treasure
values, 80% of which will be in the

form of raw ore or mgots instead of

thar the PCs are currently exploring.
This dungeon crawl just got a whole lot

messier!
coin. They show some crude ability to

shape metal, sometimes
crafting armor or i

bracelets and rings,
repatring their -
mining picks, and

so on.
These craft-
ed 1tems
may be sold te somcen,c{,f"‘ s

vmh pecaliar tastes. ¢
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f the notorious skigg I tell a cautionary tale: it is a
story of two proud wizards of ancient Caspia who
met their untimely ends. Gunmen and alchemists
are advised to remember this anecdote.
Skiggs are pleasant, furr}' little creatures that migrated
to the Kingdoms as stowaways on Qrgoth ships centuries
ago. Treasured as pets, skiggs once lived in grear abundance in
the Kingdoms, balls of mottled fluff the size of a small dog
with stumpy legs and somewhat squat little bodies.
Good-tempered and a ferocious enemy of the
rat, many a household kept skiggs as pets. They
were prized by the Royal Cygnaran household as
well and kept the storehouses and armories free
of pests,
Prized until, that is, the use of
alchemical blas_rihg powder
became mdﬁ?fi‘ad
Two Cygna:an mnges,
* known only as Mar

+ - were charged with. ﬁndmg a safe merhud
- of storage for ﬁ_rkz* Caspian militia’s stash of the

volatile stuff A clean dry
warehouse seemed to. fir
: tﬁe il and barreis.af‘

Im‘j Wsjﬂ_CfJa IO .
il +4, Move ?tfsnify +4 o
SwIm -H

I’Vmpon fmr:sse (f:faw

e R b e D

Anv Lind-.

: Cbaﬂenge Ratmé 1
Alz&nment

Afwaw neurmf

Advancement:

bloated skiggs lying in a groaning stupor beside two gnawed-
open kegs! Furious (and not a little chagrined at having so
much of the precious powder ruined), the
 two wizards elected to dissect the offend-
ing creatures on the spot to retrieve the
lost material.

But when the hot-rempered Bosc
approached them, the skiggs growled
menacingly—it seemed thar to a skigg,

powder is as powerfully addictive as rage-
seed! But grow! or no, the angry mage
landed a savage kick on the first 1n his
path.
And the beast exploded.
~Well, Morgan found the scorched

Bose far roo amusing, collapsing in

gales of laughrer. Alas, in his rage,

Bosc laid hold of an engorged skigg,

hurling it at Morgan with all his
might. It rissed her by a wide mar-
gin. Had 1t only missed
the rack of kegs above
her head, the tale would
be less tragic.
It is said that the entire
city of Caspia was deaf fora
week and a day, ;mcl satlors m the Gu]f
of Uygnar reported 2 rain of brick and mortar Blttmg thr:
decks of their ships out at sea. :
Needless to say, t:I-ns is wﬁ) we. gme an. an' ry man
bcﬂ:h” to Lb ' :




Comsat

Skiggs will avoid combat unless cornered or provoked; they
are far more temperamenmi after having eaten blasting powder.
They attack with their daws, though their tendency to explode
when engorged can be far more deadly.

Explosion (Ex): Any full skigg (one thar has consumed 2
pounds of powder) that is struck with a weapon or receives
similar physical damage from a magical atcack (magic missile, fire-
ball etc.) has a 50% chance of immediately exploding. This does
5d6 points of fire damage to everything within a 10-foot
radius. Anyone caught within the blast radius may make a
Reflex save (DC 13) for half damage. Skiggs that consume a

mixture of red and black powder will cxpiode spontaneously for

half damage.

Treasure

A bounty on skiggs is usually in effect wherever gunpowder

mduce& or stored. PE‘I-L‘E\LQI'I ferch as much as 20 ¢ fp
dependmg on Zf:.-,

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) break-ins to blasting powder storage houses.
RARE: Striking a powder-fed skigg can have explosive conse-
quences.

OBRSCURE: Powder in a skigg’s gut (up to 10 pounds) can be
recovered within 1 hour of ingestion, though it needs to be
washed in strong grain alcohol and thoreughly dried.

Hooks e

* Bandits have hijacked a big LBIS.‘«M- 1 _ !
it is infested with skige
‘the PCs, the bandits,

'i;;{mvmg the plaﬁ: _

an army outpost. Unfortunately thes

gs, and a tense race is on to see wheth
the ﬁk]gt’b gtE’tﬂ “the pcmd(’r first—with
hlgh .
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he Iron Kingdoms onl}' recently became aware of
the threat known as the Skorne when Vinter
Raelthorne TV came into Corvis
accompanied by them in his recent

assault. I, however, have been aware of them for

some time. My faithful guide ro the

Bloodstone Marches, Quimur, has encountered

them several times as has told me a bit abour

them; T also tock the opportunity to interro-

gate a few prisoners among them after their

feCent myasion in my home cIty.

The Sk(}fPE':ﬂIﬁ' very similar to men, though
-~ there are Iég'éﬁaﬁs‘h&féf?t'heir ancient hissmy is
tied with that of the elves—mind
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Advancement;

They are also sharply divided into several factions led by vati-
ous warlords, and most of their time is occupied by avil
nfighting. I reckon this is one reason why we've never seen
much of them in the Tron Kingdoms. They are also fairly tech-
nologically advanced, possessing their own form of alchemy
and a seemingly umque 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,
t and perhaps even some strange
i augmenrations to boot. They will
also have the pleasure of fighting
alongside a number of vile Marches crea-
tures enslaved and trained for combat,
Though the Skorne have vet to-become
 tecognized as a great threat, I can foresee this
status changing soon. Raelthornes mvn]ve— =
ment with them is an ill omen indeed. irom the Pmnnefa I
mtetrogated il was qb?e o g]c*aﬂ onl}' qpatqe details. They r&fet ;




Quimut tells me that the S‘t-.n_‘mlﬂnds is one of the few things
that has kept this vile civilization ar bay. Raelthorne seems to
have penetrated this inhospitable land and gained a great deal of
respect because of it. If the Skorne continue to follow him, 1

fear we may:seon 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
what 1s found among the other civilized races of the Iron
Kingdoms. They possess firearms and similar armaments,
though they differ in alchemucal operation from those found in
other regions; they are also slightly less advanced. War beasts
and other manner of combat-tramed creatures are somewhat
commen among them.

Skorne Traits (Ex):
~+2 Str; Skorne are slightly stronger than the typical

human.

-Medium-size. Skorne are about a foot taller than average
humans and typically much leaner.

-Bonus hit die: +1d8; the Skorne are a naturally rugped
people.

-Base speed 30 feer.

-I bonus feat at Ist level.

-4 extra skill points at first level and I extra point at each
level thereafter. Skorne are just as versatile as humans.

-Prejudice penalties (see below). As a foreign and hostile
race, Skorne are hindered socially.

-Automatic language: Skorne. Cygnaran might be learned as
a bonus language if gleaned from prisoners and the like.

-Favored class: Fighter or wizard. Skorne are not as adapt-
able in this regard as humans,

~Level adjustment +1; Skorne are shightly more powerful
than most races.

Prejudice Penalties: When in human, elven, or dwarven
lands, or when interacting with people from such places who
Iack extended exposure to Skorne, all Skorne suffer a -6 circum-
stance 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 discretion, there may be situations
where these penalties will be waived or halved.

_""“\

Treasure

are far less likel}, to possess valuables than those of el
caste. Slaves will bear no treasure at all (unless, of course,
a slaver}.

Legenns & Lore

COMMON: None prior to the events of The Withfire Trilsoy.
Afterwards, there 1s a mysterious, malicious humanoid race é‘m{
has emerged from the Bloodstone Marches. il
UNCOMMON: These people are very similar to humans,
though taller and far more savage in appearance, many with &
toos and bald heads. : :
RARE: These people are called the Skorne, and they come from
a very hostile society that if properly orpanized might pose the
single greatest threat to the Iron Kingdoms. 7
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 can expect this
to be just the begmming,

Hooks

A foolhardy Caspian neble whe fancies himself an (:xplm:&
recently decided to venture a journey into the Bloodstone
Marches. He was quickly artacked 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

fin

el

“No mmmmufﬂ; those Prrrarftions won'’t be NECESSATY. The
- N 5 - i)
Cygnarans won't be expecting us. They don’t know the threat
of the Skorne, but trust me .,
fh Vinter Raelthorne IV to one of his Skorne lientenants

. they soon will"——
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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 lonian swooper, and it

troubles me that I must add the aggressive spine rip-

per to that list as well. These beasts have been spot-

ted as far north as Ohk, as far wide as the

Scharde Islands, and my assistant Edrea

tells me that they are even known in the

forests of Ios. 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 ﬁpmes that bristle

Saves e Fort +5 Rf {—7 Wﬂ +5

Ab:lmes Str - "’U De:\ 14 ('on 16

Inr 4 Wis EO Cba 9
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Soﬁrmy or fmncf /2 e

Algnmmt
_ Advan:emmr

offensively, Enemies that try to attack it find it difficult to
strike the spine ripper without being hurt, and the beast is
quite adept at maneuvering those spikes so that opponents are
unable to successfully 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 deacﬂy, type of barb 1s found on
the thumb of the claw, and it bears a mild, but effective
poison. Any struck by it will immediarely find their
i coordination and strength sapped from their mus-
*’/r* cles. Unfortunately, this is usually enough for

% ( thE SPI‘.‘I‘IE I.‘iPPEI' [0 overcome most prey.
[/

Comsat

In combar the spine np-

per prefers to stalk solitary or =
obviously weaker prey. Tt~
will attempt stealth until
within about 100
feet or so,
whfm it wﬂf

marily upon theuseof its cla
. spines. Altfmgh not pams:uiarlv mceﬂ:gem the crea-
e usomewlut cfmmng and w )




Poison (Ex}: Claw, Fortitude save (DC 16); mitial damage
of Tdd temporary Dexterity and secondary damage of 1d4
temporary Strength,

Flanking Attack (Ex): The creature is able to artack flank-

ing opponents with its spines at no penalty. Its reach effectively

extends in 3 3607 arc about its body. It does not need ro
change its facing to attack any opponent about it with a spine
attack. Furthermore, opponents flanking the creature do not
gain any flanking bonus because they must remain on the
defensive (rogues may still use their sneak attack).

Impaling Rush (Ex): One of its favorite attack modes 1s a
leaping charge, which ends with the spine ripper rackling its
prey and impaling it. This is treated as a charge and a bull rush,
which does 3d8+7 damage regardless of whether or not 1t
pushes the opponent back. If the target is successfully pushed
back, he is also pinned. Poisoning does not occur, but may on
subsequent attacks. Victims may make a reflex save (DC

I5) to roll with the blow for half damage.

Treasure

Spine rippers are not
known to hoard anything of
value, however their spines
find many uses, from dart
shafts, to sewing nee-
dles, to harpoon
heads. They can fetch
anywhere from 5 cp
to 5 gp depending
on the type of barb
and the local markert.
Their venom likewise is

- valuable, although difficult
to extract. It ferches as much as 15-25

gp per effective dose.

Leﬁenps & Lore

COMMON: Spine rippers can be found in just abour
any land and any climate.

UNCOMMON: Spine rippers hunt largely pre-
dawn and in the morning, and they are usually
quite groggy in late evening, )
RARE: Biannually, spine rippers

migrate to one of W

ancestral m:{‘rmg grpuﬂ ;

X groups numbcung 1nto i
. {‘ hundreds can be wttﬁe&sed ‘_ ey
h(awlmg T‘E‘Ve]f}? e

the uncommon food aplte vetium W T-m:h can be e:a_sdv used i

throw them off of onc’s trail. .. or on to someone elses.

Hooks

Llael seems te be having a far worse spine ripper problem
lately than most other kingdoms, and Prime Minister Deyar
Glabryn IX has recently placed a bounty on their hides of 20
gold crowns per scalp. As of yet, few adventurers have stepped -
forward to collect, but entrepreneurial individuals could collect

quite a bundle under the right circumstances.
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ot a lot of folks know about wizard's coal, a rare,

nasty-smelling alchemical reagent. Alchemists use it

in potions, and wizards use 1t in flame-based spells;

hence the name. When I was a youth, my father had
this thcow that it could be pur to use as a fuel for steam
engines,

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 lifred
from a union caravan in the dead of the night—it was 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 coal. This batch had been
alchcrrﬁeaﬂ}’ treated ro burn slowly (it usually

- goes up in 4 _bt_n:s_t}. His rhcory was that with

' icﬂ coalesced into a :
cas”t‘s with broad ;aws,

4_@__@;5-.;___ 10, Dex ;z_o ol

Int §, Wis 8, Cha 10
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Alignment:

2-3 HD @ma ih

night, howling and dancing. Thereafter you couldn't run a
steam engine in the area withour the things showing up and
boiling over the whole works. Finally we had to move out and
find a new place to set up shop.

Onl}r 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
S——AFoe  water. If there are enough of them, they
| = can boil a steam engine over and dis-
j\'”“:‘ able it, or worse cause 1L Lo explodf:.

. Steamlings can be found in narure

== on rare occasion, near hot springs or

=~ other places where wizard’s coal,
water, and intense heat can be found in

close proximity.

Steamlings are rambunctious, chaotic, and driv_e_n by
impulse. The primary concern of a steamling is to fccd'on
steam and Spawn. Unless atracked, a st;amlmg will oo
abour these activities, Steam engines ate: open feasts
e to steamlings. They will infest a steam engine as’
| soon as they hear it, often ruining it dt-‘ém’éﬂig:




ing mark thar takes twice as leng to heal naturally. Steamling

bites will not affect creatures immune to or protected from fire-

based atracks.

Boiling Frenzy (Ex): Steamlings will infest a steam engine
if possible. This can disable a steam engine temporarily, or at
worst cause a catastrophic explosion. Make a Disable Device
roll, adding a +[0 circumstance bonus for the steamling’s fren-
zied thrashing and feeding, A +35 synergy bonus 1s added if
there are 5 HD or more of steamnlings involved. If the result of
the Disable Device roll is 20 or better, the engine is ruined, and
can no longer funcrion without being repaired with an appro-
priate Craft roll (DC 23).

If the Disable Device roll is 30 or better, the steam engine
ex‘pi()des within 2d4 rounds of being infested. This does not
harm the sr.eamlings at all, but causes 546 damage to anyone
within a 30-foor radius of the steam engine {Reflex save for

half damage, DC 16).

Lecjem)s & Lore

COMMON: Steamlings are nasty little bastards thar can ruin a
steam engine.

UNCOMMON: Steamlings come from tamted wizard’s coal,
which is sometimes acqgj@ﬂtﬂ-
used to fuel steam erifg!
'mght be dueto scé:aminf@s-

nixed in with the regular coal
. If ‘an engine stares to boil over 1t
L(\)mmg_,fawake-—best to shut it

.' ¢ d i you thmw a bucke{: of f:_@ld

RmE. A steamhng Cam br.
wiarer ont it £ this does ;

for half’ damage, DC [3),.

OBSCURE: Tamnted wizard’s coal is highly valuable to some
wizards 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 that s 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
wizard’s coal. This imbues the spell with the effects of the
Maximuze Spell feat. A single chunk of tainted wizard coal is
abour the same size and weight as a small rock and s worth
about 700 gp.

Normal wizard’s coal is regularly about [0-I5 gp per
pound and is typically only of value to alt_hemlstz. and some:

spell-casters.

HOOKS

E
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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 panted
' 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 Tron Kingdoms, but can also
be found within bogs and mires.
- Though not as aggressive as their
cousins, the&e vr:reamfes are still quite ter-

cluded areas of the Iron Kingdoms. They
Hipg ci’i:atures, al;tacking wything and

, the pale tatzylwurm has
yards m order to catch

result of the research of

andr Jagus,. who spent the

Anyland' .aﬂd under:gromtgf g

UClimate [ Terrain: .
ngamgatzon Solitary, pair, or pack (3—6)
Cﬁallmge Ratmg 12

Afways nmtml

witnessed a pack of them attack and eat, at least in part, a tree-
clearing steamjack, though I doubt the iron settled well with
them.
All types of rtatzylwurms have a wide array of
weapens 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 powerful 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 | am inclined to believe his

assessment.

Comsat

Pale tatzylwurms rely upon their powerful j }aws to wcakm 3
- and kill their fon:sx Whl{t" t?aen: earl}rs :

512‘35}W1wms of a.ll mrts) 3 :




2d4 rounds; 6d4 damage to all within the area of affect,
F@r:'timd_e save (DC 20) negates.

Frightful Presence (Ex): Whenever it attacks or charges, a
pale tatzylwurm causes its foes to make a Will save (DC I5) or
become shaken for 3d6 rounds.

Immunities: Pale tatzylwurms are immune to fear and
fear-like effects. Tt is also immune to acid and paralysis
artacks.

Paralysis: Upon a successful bite attack the victim
must make a Fortitude save (DC 20) or be paralyzed
for 1d4+3 rounds.

Resistant to Bludgeoning (Ex): Because of the pale
tatzylwurm’s resilient bones and hide, bludgconing attacks
deal enly half damage to it.
Skills: *Pale

gain a +20 racial bonus to

tatzylwurms

their Jump checks -
and have double the ‘T, 2
normal maximum - 2
jumping dis-
tance. They
also gain +10
to their Hide
and Move
Silently checks

while in natural settings.

Treasure

Weapon smiths can use pale tatzylwurm bones to make
masterwork weapons for the cost of a normal weapon (see PH
for more details on special and superior items). One pale tatzyl-
wurm produces enough bone to make a single masterwork

- weapon of Large size, two masterwork weapons of Medium-
size, four masterwork weapons of Small size, and eight master-
work weapons of Tiny size. Note that the bone may also be
used to create non-weapon masterwork items as well. All items
made from the bone are considered to have a hardness of 8, 15
hp/ inch of thickness, and are resistant to-blows as per the spe-
cial quality of the pale tatzylwurm.

Legem)s & Lore

COMMON: Tarzylwurms are reptilian pr;:dators renowned for
cheir leaping ability.
UNCOMMON: Tatzy wﬁffig hides
armorsmith. Thelr 1;011 S ALe s sum.l
RARE: There are clozenmaf diffe "nt specxes of- I:al:zylwurms in
{11 , ach with it ‘own umqm: abxhnew, bui all

valuable to mostany

7 of worth to weaponsmiths.

OBSCURE: A tatzylwurm'’s kidney holds juices thar can be

used as a potent antitoxin,

Hooks

A pack of pale rarzylwurms has taken up residence in the
local area and has killed quite a number of farmhands and live-
stock. The local authorities approach the PCs and request theit
help with the beasts. If the PCs refuse, then there is always. L]'ae
],'10.‘:51"}I.hﬂ’ that thc} run acress the Padc m_chs mlddif of :m 2
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€ars ago, I was on a mission that took me mside the  the thousands but who were presumed to have been destroyed.
Thornwood. It was difficulr raising men to accoms- Suddenly, the barbarian issued a thunderous bellow, and
pany me, since traversing this boggy wood was next I knew at least half a dozen of these savages bounded
- largely considered sui- from the darkness. They were something more than just
cide. More than once T've been ‘-'——— : ——_’| painted men. Bodies corded with thick muscles, thcy
asked: “Why not just pura __ " crossed distances in great leaps. One of them piled into a
pistol to your head and pull - man next to me, and I was too late to save him from
the bloody trigger, Wi ; = having his throat torn out by long black claws. The
Pendrake?” That one never : 5 o - savage turned its head toward me, and yellow
fails to make me chudkle, SNy, 7 : s _ eyes reflected the campfire light
but it doesn't dis.suade\.me. 15 577 SN sl - X T displayed a slavering
- much. ' I ; == : mouthful of wolf-like fangs. I
Ah, but {llc Thorm'. -ood, iy A ; v — raised my shield and braced for
')’é.‘s . I recall an observant . " Gty 2 Ty : » the attack that never came.
_scout annmmcmgwe were et sy : ” : _ Whether the bestial men conced-
= bemg followed. put the _F 3 it ' . A & ed our much greater numbers or
: cmnp of. ahur, mstrtu_{mg the scout 4 o ¢ 2 for whatever other reason, the

§_ slayer of my retainer bellowed a
command, and two of them -
qmckly Pullen‘f down their comp: anion from our nefi'mg
The savage in front of me then threw the dead man over

its powvrﬁ;ll}r built shmdder&—as dida .
7z .I meie of the others 1 assumecL nmlemg

aﬁerwaﬂi- we weré. ‘missing thre




{admittedly I entertained the idea briefly. .. bat T may as well z T

R Y . -

have put a pistol to my head and pulled the bloody trigger!). LeﬁenDS 8 Lore :
Fad we just been waylaid by remnants of an ancient people  COMMON: The Tharn were once a barbarian tribe in the

known as the Tharn? I must admit I believe so. Barbarians of Thornwood region. ;
any kind are extremely rare in Immoren proper these days, and UNCOMMON: The barbaric Tharn are a cursed lot who are
the Tharn must truly be on the verge of extinction. I surmise said to eat people.

that’s why they were so keen to recover their man. In any case, RARE: The knights of

Cygnar suppesccﬂy

N wiped the Tharn
o i

uncover more. Now where’s my bloody ey Ol ages ago, yer

S

I'm entertaining the idea of finding some hearty souls ro

accompany me back into those damnable woods to see if T can
pany

pistol? : Cx, 2 r . : a some of these

Devourer- revcrmg

savages teside in

the Thorowood to
this day. After endur-
ing the Ten 1lls

Comgat
The Tharn have the ability to

“channel the Wurm.” While they often

imposed by Morrow

ages ago, they

turned toward

tend to engage their opponents traditionally
5 : : e dark and savage
with sword or axe, the barbarians will will- ] :
magics in order to survive.
OBSCURE: The Tharn have

embroiled themselves in a smister

ingly eschew their blades for their chaos
fre.nzy, which t'he.y call the Gift of the
Devourer.

Chaos Frenzy (Su): Like barbarians,
the Tharn rage, but this rage has

pact of some sort, and

they must ritually

bestow one soul to the

somehow altered to reflect

dark forces during certain

their more bestial natures,

moon cycles. (The three

They are able to chaos frenzy

moons of Caen have a com-

twice daily just like 2

barbarian of equiv-

i alignment will occur on aver-
alent level is able g c

age once every three months.’}

to rage. While frenzied,

their bodies physically

change, gaining a +2

Hooks
Traveling through

natural armor bonus

due to a denser

musculature and thickened
hide. In addition, they
receive +4 to Sur, +4 to
Con, and +5 to Will saves.

or near the

Thornwood, the
— PCs are arfflcked F
by a band of

They also gain darkvision 60 feet,
the scent ability (MM), welf-like tangs, and sharp black claws.

weapon of a great (41 gnaran kmgh;-w
Treasurec

The only Lreasun; 5
is the various weapgns it;rd'othrr itgms that formetly belonged

ages ago “hm thc 10}‘31 mdcr fought_-f

f(;t:;;\d} ong these depraved savages

to their wcnms i s
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Tort +15, Ref +9, Will +2
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Special Qualities:
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Shllss

nammf D

2 Jaws 4'-19 mffec f?g_re +14
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Orgamzatwn So?ztmy

') Cfaw 2d6+II bite 1584-5-“_
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: Facz/Reacb 3 XL fw S_II/IO]’I
Special . Atmcks Mauf throw

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
tnauler, a colossal beast that stands
at 14 feet in height when on its
hindquarters. It takes its name
from the dreaded wood in north-
ern Cygnar, although it is far more
~ common in the Scarsfell Forest.
- Unlike its smaller cousins, the

Gobber tribes that lack ﬁ;ztalwoifki-ng
ability make tools from flint or even
the claws of beasts like the mauler.

Challenge Rating:

A Zwm}s nemmf

12-16 HD /H;ng

Aft‘gnmmt

Advanrement =

It doesn't take much to arouse the fury of one of these
beasts, and once 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 recog-
ni[ion.']*hey also enj oy ram-
ming their enemies and tossing them
into the air before t‘hey are summarily
pounced upon. Fortunately, these creatures are a lit-
tle bit more foolish than most, and a clever person can out-
wit them and beat a hasty retreat.

Comsat

Thornwood maulers
attack to feed, buc they are
almost always hungry. They
will often stalk prey for a shore
while, tracking them from a
distance before charging into
combat, They prefer to use thc‘if
maul ability, killing opponents one by’
one until all are dead

ning on all fours as a full-round action,
_ the Thornwood matler may d;mble its
specd (double speed run bcmmes 160

Burst of Speed (Ex): When run-



feet); it d_clé.s not reach the maximum speed of 320 feet until
the fifth round of sprinting, It may do this for a number of
rounds equal to 1ts Constitution bonus (7}, but once the sprint
ends it may not repeat it for a number of rounds equal to twice
its Constitution (48); it is restricted to an absolute maximum
movement of TO feet for that duration, as it rests. If the mauler
ends this run with a gore charge arrack, the threat
range for the attack jumps tol6-20/x4.

Improved Scent (Ex): As scent, bur
all ranges are tripled. The
Thornwood mauler also receives
a +6 racial bonus to all tracking
arternpts with this ability.

Maul (Ex): The
Thernwood mauler
may maul an
opponent with a
flurry of blows as
a full-round action. It makes an
extra claw atrack, bur all
attacks that round

:r'dudlng bite) suffer a -
2 penalty.

Throw (Ex): Any oppo-
nent of Medium-size or small-
er who is struck by a gore
attack that is the result of a

| charge is thrown 10 feet

f back and suffers an addi-
tional 1d8+2 damage; they are also
considered prone. Characters with

the evasion special ability who make a
successful Reflex save (DT 27) ate not
affected by this ability (though they may still suffer damage
from the charge).

Treasure

The hide of the Thornwood mauler 1s prized by armor-
smiths wishing to craft hide armor. A full hide might sell for
around 200 gp. All hide armor constructed of a mauler’s hide
has an additional +2 AC bonus and sells for three to four times
normal market value.

Leﬁenns @qure

COMMON: T horlgwoﬁ"qf manlers e fierce and powerful pred-
ators that are usuaﬂi foumi in vju:led areas.

E*NCOl\ﬂ\rIQN H hey have an jrtcredible sense of smell. and if
qm is smlkmg yot, it’s iz;esr’i:o get dewz:m ind of it: qmdd}

. 3

RARE: If being attacked
by a mauler, it is best

to curl up o a
ball. This pre-
vents the beast
from artacking
with its

maul ability, If you're
extremely lucky, it will
become frustrated and

leave you alone.
OBSCURE: Many maulers seem to
migrate between Thornwood in Cygnar and Scarstell Forest in

Khader, although they only make this trek once every se&eral
years. Why exactly they do this remains a mystery.

Hooks
A vain and pompous Caspian socialite has gorren himselt

into some trouble claiming that he is a skdled-
track down and slay a Thornw ood mauler,

“assist” in the hunt. The work is da
5o A

Tty
S

‘T}'ﬂ trick io dfal'mg wftﬁ?ﬁéamwmd maufrr is quite lﬁﬁL‘Sf i
07 a ana’ smk your E'm’d rwem y@mf hév be:ﬁ :bm% Mm Br
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/__ “hecromarcer with 1§k11fed eye ght be abile Lo daLermme

e art of necromancy becomes a morbid fascination  laid upon it New glyphs spied on a vanquished foe can’
for the majority of its practitioners. It is not to be examined and possibly added to a necromancer’s own libras
taken lightly, and T trust chat all who read this con- Laying a glyph on a thrall is a procedm‘e very akin to -éﬁyf

sider at length and with prudence the information T enchanter tmbmnq a magical irem. It takes a great deal of time,

am about to present. and burns much of the caster’s will and eriergy, Lak_mg life fro‘m
The “rise” of glyph magic—if you'll pardon the epigram—  the caster and depositing it into the source. 3 3

has enabled those who dabble in the dark art a way to create a Despite the unusual method of their creation, thrallsare-

different breed of unliving. Most of you have at least heard of still undead. They are subject to the same rules. The}' can be

these abominations, if not encountered them. They are called turned, rebuked, or controlled, as any other undead. The

~].

thralls—a newly extensive class strength of the glyphs determines how hard they are to turn

of undead of varying levels and dispel—not the shape of the body.
of ability, power, and intel-
lect, which T will endeay-

or to cover shortly.

It is my understanding there are six basic types of

Nl
/ thralls—risen, slaves, warriors, lieutenants, bane thralls,

and skarlocks—but, as stated, how thralls are con-

First, each and every structed can vary, and every thrall is as unique as the

thrall has one parucular necromancer that created 1t,

thing in commen—that is, Risen are the simplest possible thrall; if the source
the way they are created. materials are fresh they bear a resemblance to zombies;
This amalgam of necro- if old, skeletons. They only dimly perceive their sur-
mancy and glyph magic can roundings—these risen—and they are driven by all
be simple or complex undead’s ancient hate for anything living. They do not
depending on the cre- understand orders or perform useful work—all they can
ator’s ability and desire. do is simply wander abour in misery, attacking the liv-
To create a thrall, a ing whenever l'hn:*.}' encounter them. Skilled necro-
necromancer needs to mancers have little use for such unsophisticated ser-

assemble the required vants. Usually these

body parts and enchant 5 e " h e—— are the
myention of

untrained dab-

them, laying glyphs of power on
the collected bones and
even the flesh, if

L S

Next are slaves, a step above the risen in com-

applicable. Many
of the basic types plexity. Slaves are near-mindless automa-
tons. They can be given simple ver-

bal orders, which they will follow

withour question. They are,

are the simple
skeleton guard,
which has only a
few of the for the most part,

most modest - tmaware of their

glyphs, while a environment, and are

AECIOMANCEr'S TT1A8- incapable of discoimi-—

nating between other
beings. T have had

ter creation is normally

covered from head-to-foot

in arcane tattoos yielding terrible

powers. L is the glyph magic that determines the

thrall's characteristic; it appears the body type s ncidental. A one can walk nght up ne

“fresh” thrall is by no means any better than one ctafted from ly. They seem o have 1o perception o
aged bones, for it is the glyphs that make all the difference. their creater.
There are tamilies n’f%vpl»\iﬁar d:*tfrmme the thrall’s Unhkx :Ja\es, tlu

strength; irs mmba;" skilt I"ES!SLJ}.]LE to clerical turning, a

_nﬁm attr ruLea even its I.I.]I'EHLCI. A

wide host of its variow

rmlch of an individual Eﬁlaﬂs capab!.htv bl sca’m? the :-ymbhls




Thrall (Bane Thrall)
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gestures, but this manner of speech has yet to be deciphered by
any modern scholar.
Lieutenants are much like the warriors, but the applied

glyph magic mmparts this breed of thrall with an uncanny intel- mng to each other in a series of clicks and hisses I ﬁa‘_«'e come to.
lect heretofore unseen in the basic convention of necromantic call thrallspeak—simultaneously toss belts of light, flame, and.
art. They speak the language of the warriors, yet are also able to acid in a concentrated effort against one mighty barbarian :

understand the language of men, and I have encoun- chieftain, laying this opponent low before he swung  —

ECL'CCI ECLI(CHEHES on two separata occasiens 'Eh.‘ll' }ZliS AXEe even once.

were capable of speaking some limited Thus far, these are the varieties of
C}'gn;lr;mffhe lieutenants coordinate thrall I have had occasion to encounter

the efforts of the

other lesser

in my travels, not to say this is the full =~ =
menagerie. Necromancers are ever
thralls, 1ssuing wary, tirelessly combing the realms, prob-

orders, and I've ing for new and deadlier types

even witnessed of glyph

them come to the \ magic;

aid of their comrades \ 3 and T
have ne

in peril.

Similar to lieu- illusions thar
tenants in wit are the there are other
bane thralls, bur they types of thrall
are far more powe rﬁll beings not recorded
here. Anyone who

has proof of other kinds 1s

welcome to pay me a visit at the

in the pnysu_al sense.

These abominatiens are
used prim:lrily as undead
shock troops and guardians UnIVersity; even necromancers
of most prized possessions are welcome, bur best leave
or dark secrets. The renden- your skarlocks ourside.
Cy amOong NECromancers is

ro encase the bane thralls

Comsat

Those thralls that

are capable of com-

Z 11
il heavy armor—half-

plate seems to be the
meost common. The
trademark of

bar generally only do

this type of G !
; HJ R g so at the bidding of their crearor
thrall, aside e t s
e b orifa 5pcc1ﬁc set-of éir=
om being T

& cumstances (dictated by

of sturdier : e
; . N the creator) accurs.
make, 1s % 3 i ; : %
NG Slave thralls are incapable of
a dread-
il r:ombqt, and any atta::kers- will
ully

dark pall their

very bei.ng emanates; this pall has both c]cmom]izing and anti-
: thelt vicin

healing charactenistics. I have experienced the touch of this hair-

o iz i all life they cncounte.n
raising gloom, and it is very cold and quite unpleasant. s

Skarlocks are the nastiest thrall T've encountered, for they ~ Bane tI),aLL : : o -
: = blu-oud (Su} e thmfls *onstantiv"emde'aﬁ aura

are a spellcasting dqu,ﬂ?eﬁfa]anudcred a necromancers
masterpiece‘ Skal.}.otgks- Faye the abﬂ}fy to cast any spell their
miaster knows, giver; that'the poweris bequead-;ed unto them by
wrtie of mscnbmg ﬁl& necessa'
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. Reflexes, Combat Casting
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SkarLock

Spells: A skarlock can be imbued with the ability to-cast
any (O-2nd-level speﬂ its creator knows, casting the spell as a
Gth-level sorcerer. Any spells imbued are used up once the
skarlock casts them and must be re-imbued by their creator.

Sample Skarlock Spell Roster:

O-level: daze, detect magic, flare, mage band, open /close, ray of frost.

Lst-level: burning hands, cause fear, chill touch, mage armor, magic
missile, vay of enfeeblement, shocking prasp.,

2nd-level: flaming sphere, Melf's acid arrow, scare, spectral band, sum-

THOH SWarthi.

Legenns & 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 abiliries 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.

Treasure

The only treasure
commonly found en
thralls is that
which they
carry. This is nor-
mally mundane arms
and armor, but can

be more substan-




nial in that-the more mtelligent thralls are capable of wielding
offensive magic items.

Hooks

The PCs are hired to investigate a local fiecromancer's

abode thar seems to be the source of the undead plaguing a
nearby sertlement and surrounding forest, Unknown to the
townsfolk, the necromancer is long dead and his most prized
creation, a skarlock, has taken on the role of master of the
rower. The skarlock is now gathering the other remaining
thralls (mostly warriors and a few lieutenants) about him to
destroy the nearby town, for he needs gruesome supplies. Can
the PCs defeat this enterprising thrall and his servants before
they descend upon the town and destroy its mhabitants?

New Feat

Create Thrall

You can create various forms of thralls,
Prerequisite: Arcane spellcaster
Tevel th+, access
o the animate
dead arcane

You can create any thrall
whose prerequisites you meet.
Creating a thrall takes one day
for each Hit Die the thrall pos-
sesses. You must spend

5 XP per hp of -
the thrall to be

created. The material

components for thrall creation include, bur are not limit

the dead remains of the being te be animated\ :mt_:] m{l‘c:m
concoction that is used to mark the body with the necéssary -

runes and sigils. These components incur a monetary ,_,c'é)sf: c_:f 5 :
gp per hir point of the thrall. 7
You can increase a thrall’s Hit Dice, abilities, and special abili-
ties/ qualities by spending an additional XP amount cqual_ti;_x"
the total XP spent for the base thrall divided by the nuﬁibe_r--g\
hit dice of the base thrall. The exact effects of increasing ot &
changing a thrall’s special attacks or qualities are subject to the
[DM's discretion. %

Thrall Type Prerequisite
Risen Caster level 9th
Slave Caster level 9th
Warrior Caster level 10th

Lieutenant
Bane thrall
Skarlock

Caster level 10th :
Caster level 11th :
Caster level 13th
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he thrullg is a beast once encountered by a close
friend and associate of mine, Mitchel Filkins of
the Corvis aity watch. One foggy might, 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 hesitant 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 conduir.
Just as it
- seemed that

= lekms had dhe.

O 'tgnra'cle—like. appendages
"\h_ed the lad’s pulped body

e kmd of ecsta.:-.y as it '(I
agﬁ: ﬁ‘om nhe pnwde‘r,

'Cfiﬁmte /1 IEmzm gﬁ@} v i dﬁgromni’

Orgamzatmn Solitary eures
Cbaﬂenge Ratmg 4

Stana’am’ Ly
Us;mﬂv revibral

5—8 HD (qu;gz‘ =12 D

_ (Tg)

szasure

Al:gnment

Advancemmt

get the bloody hell out of there.

As he witnessed the beast in sputtering torchlight and he
himself was quaking in fear, Filkins could only relare to me the
tollowing: 1t stood a good eighr 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 tenta-
cles 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. An)’ sightings

should be reported to myself or to
one of my university colleagues. It has
been seen several times since Filkins'
report, and there are u.ncl-::ubtec]lyr
many more left
unreported. T
ag sincerely hope
that only one
of these beasts exists, as the 7 -
prospect of a nest of such monsters dwelling under our noses
15 enough to frighten even the boldest among us. :

Comgsat

The thrullg attacks primarily to defend its nest, when '
.htmnng, orin the presence of magical atras. o
Improved Grab (Ex)' To use t}ua.:-ahhty, t]'wtﬁmﬂg
hit with a claw atgack. B




Absorb Magic (Su): Upon latching onto its target, the
thrullg pulls the vicrim into its toothy jaws for a bire attack and
wraps its tentacles around the victim (if he /she is a spellcaster),
or the tentacles search over the victim’s entire person looking
for a source of magic. Often, if no source is found, the thrullg
will purposefully drop the victim in favor of another. This
attack has the following effects:

* A magic item with charges in contact with the thrullg’s
tentacles loses 1d4 charges upon initial contact and every round
thereafter.

* A magic item without charges in contact with the thrullg’s
tentacles will have its powers negated as long as it remains in
contact with the tentacles and for Id4 rounds afterward.

* If a character in contact with a tentacle attempts to use a
potion or scroll, the effects do not take effect until 1d4 rounds
after the character breaks contact with the tentacle.

e Artifacts do not operate while in contact with the l:hru]lg’s
rentacles and for 1 round after breaking contact.

* Spellcasters lose one random prepared spell upon initial

contact with the tentacles. Each round the spellcaster remains m

contact with the tentaclessthéytose an additional random spell.

Skills: *The i:hnﬂ.[é feceives a £ racial bonus to Spot checks
due to its keen eyesight anﬂ a+3 1'3.1,13.1 bonus to Climb checks
.iue to the mu]titude‘of surkem 1_:‘_5 hands and tentacles.

| auirlely

(ke

Treasure

Many interesting items can be found in the thrullg’s nest.
\othmg magical will ever be found, however, as the thrullg will
have already drained all such 1rems. If 1t is capt ured 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 doesnt know 15 that the areiface 15
resting safely in the depths of the thru].[gs guﬂet Whl:'rc tl':c
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Hit Dice: STOALO (550p) 0 o S 25, Dex 10, Con—,

e L b
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- Dnivarie = 0 L T Wis 1], Gl

3Ujr {umr mnl a z
26 (-1 size, 417 natumf)
 Huge halberd -1—23/ +8 melee _O?;gamzatwn

H;ige f:alélmi 248+10 Challenge Ranng

Bace/Reach: S ft by Sf/10f s Alignment: Abways nr:utmi _
Szm’al (Luwalmes  Construct, d@m@g_redumon Admncement 11 —)OHD Qf 3¢ 5 Im?_O

HD (Hugg)

In appearance, a tomb maiden resembles an armored good my escape. I was not eager to share Jek's fate. There was
Bt human woman, except that the woman 1s roughly 9 fect tall quite a bit of running that followed, and eventually I once
. and constructed of iron. Tomb maidens theoretically are a pre-  more saw the light of day. Evidently, the tomb maiden’s pursuit
- Girsor to the more cunning iron maidens, and they are only had ended, since it never followed me out of the crypt.
found m the most ancient and undisturbed crypts. They fight
to protect the contents of said crypt, guarding it with absolute
vigilance, often wielding enormous halberds but occasionally ComBElt

employing other large weaponry. Flivcro il sttt ma
Some time ago, I had the displeasure of encoun- S B g’_
: g . A is simple: atrack all intruders untl
tering one of these constructs in a long forgot-

5 . they stop moving or leave the
ten Cygnaran sepulchcr‘ My assistant and 1 i b ; ; &
e maiden’s assigned area. Tomb
had just penetrated what we thought was X 3 3
; ; : maidens have the same [evel
the last chamber in a series of dust-

choked burial vaults. As T carefully : T s 5t . of understanding as a com-

mon steamjack; they under-
cleared away the dust and cobwebs J ‘-

- from what appeared to be the epi- stand the language of

: - i 2 e their creator, they under-
taph of Lady Methilde of . B o \ : PR
. 4 § R - \ stand simple instructions,

Llorvast, a great crack appeared 7 . o) . a : ]
11 the wall in W}UC}! the tribute = i B and tIhq have 2 firm
to the iadv hﬁd been inscribed. B = v sienctgh grasp onCRIES T

: roundings to avoid damag-
ﬂ at once, r.ht: wall exploded in - o) a8
: = ing their charges and their

charges’ possessions.
Resistances (Ex): Tomb maidens
have fire and electrical resistance 20,
Special Healing (Ex): Tomb maidens
are not affected by heal spells. Mending
cures 1 hp. Fabricate cures
5d8+5 hp Iron bady cures all
damage done to a mmb malden.




Eegenns & Lore

COMMON: None.
UNCOMMON: Tomb maidens are
archaic mechantkal constructs
creared to guard crypts.
RARE: Tomb maidens are
ancient predecessors to
the far more canny iron
maidens.
QBSCURE: A
vanishing
breed, most
tomb maid-
ens thar
:ldvt‘.nl.urf‘rs
encounter
have suc-
L‘Llr"]_)(’f.i [
the damag-
ing effects

of time and
rust. A func-
tioning tomb
maiden will
never leave its

assigned area.

Treasure

Though often rusty, a tomb maid-
en’s iron remains may be salvageable. A
relatively intact tomb maiden may fetch a hefry
sum from collectors or from a university, There is also the

matter of the tomb maiden's charges and their interred wealth.
= . e AR ~ %‘n P.d( G}ﬂgff @ Q&L{a@aﬂml
Tomb matdens were only utilized as guardians for the most / f /(7

affluent of families, and any who manage-to dispatch the maid- ﬁ'w &, "F-'fg"%'?Ié/ o Jb 7 ﬂ? A b 4
> T = | 2
en will almost certainly have a vast amount of riches at their TR p’(,{ P enr“w;y‘%’ﬂ,

disposal. 2‘(4 },‘/ e ix/zm; et / /M =7

()jf ﬂmﬂg«ﬂg /aemé;r ff.{ﬁ.az;e

‘/7:4@“//!16140 ?/ PRy e o : o
. prrres e:w/é ?,Z’ e 4/::;@?‘_._‘ e[_,Z,LT_' .g(-
PCs to retrieve for hini an intact tgmb maiden. Their wealthy / f;’

. el
benefactor wishes t,c: amdv and/or gi.isplav the ancient mechani- tenmt ”j’“‘% z "‘M Gee, i ﬂ’"‘

Hooks :

A COH(.CL(). or Pr\)[r;a::g;\r[am (,mws Um\,L’r‘.:Iv }]m’\. the

e :
ka construct and WEU g0 T any lengths to have the maiden S “ oo / z /;1 59‘ };?",7‘7; > /7/ Z?‘“vv

}nouqht back to him The toml arden, however, is not so will-

lrig, o L(}mph : = Ty e S




10d8+30 (75 bp)
+4 (4 Dmﬁ).

Abilities:

Str 17 Dex 18 Con 1?
Int 1'5 Ws 18 Chi 15

i S g

Skills: C oncentration +IO Intuit

< ;O St
D5 (1 size, +4 Dex, +2

natural); plus magical armor

Dzmrtzon + ( Knowkc“{gg*”mw

Gzrmna) + 8, Listen +10,
Move Silently +13, Spot +9,

By weapon +12/+7 melee; or
2 claws +12 melee

Search +10, Wi Iderness Lore +7
Alertness, Blind-Fight, Silent

Bv weapors; or claw 1d6+3

Spfﬂ Sttfi Speﬂ Track

Sﬁ by jﬂ/lqﬁ

bmirer

DE’S_g?ILIfE fﬂ‘.?;gt?t totem ffﬂPIﬁig
_Fort +6, Ref +11, WAll +11_

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
Eoogty men out there... and rhey’re hunring us all. No one
knows 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 T have
found that they are something far worse. .. they'rc utterly
indifferent. The totem hunter stalks the land like it was a

bread baskethzntwg man and beast alike, as 1if they were one

eak of it. They are humanoid, burt very
; m: skiu is a dank lavcndcr blue wn:h

ers from their vicrims and

yes. They are expert stalk-

Cltmare / Terrain: Any

Orgam,zauon _ Solitary or band (2—5)
Challenge Ratn}g 11
Usuall fm@ﬁif n;jttrf{f
10-2 Q.,{@.L@j&) .

Alignment:  Usua

Advancement:

man who claimed te 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 ro
escape. The whole place he reported to be a mining operation
that funneled into a large, self-contained city. There were
many of these creatures there, and the ones known ro 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 m 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 I discovered him raving insane in an
abandoned ruin, and madmen do tell strange tales....

- Comgat

Torem hunters are cunning and intelligent combarant_s._Thg}-' 3
hunt for sport, choosing their targets carefully and pm‘sumg
them relcntlessly (lhough never fighting to the death). They




v

o d .
e

rely on their magic items, although once they've begun totem

reaping, they will heavily rely on their gained powers. They sup-
plement this with spell use where necessary. Most prey is hunted
to the death, although live creatures are occasionally taken.
:\llhough rhey seem to understand Cygnaran (and other domi-
nant humanoid tongues ), they never parley or negotiate with a
target, even when defeated. -

Spells: In addition to thtir spell-like abilities, all totem
th-level wizards. They tend
to make their spell sclcgtloﬂs fromythe Evocation and

hunters have the capa“' f

Enchantment qchof)ls, pp@.{tnma spells that assist a hunt.
9 Speﬂ -like A’!}dﬁ&xes 3/ day aarkness, detect magic, Light, mage
b«z&d’ arcane mark, mzd mfgl: Th

abﬂmes are as. spcﬂs cast bv

n ‘ﬁn 8r§1 Tevel wmu‘d £ save DC. I4 + spell level ’

Magic Trems: Totem
hunters always hunt
equipped with magfcal items,
which may run the full gamut
of power. Thcy t)-‘pfi:af])-‘
employ ar least one form of
weapon, one form of armor (usually not a
full suit, however),
items.

Dcs:gnat.: Iarge:t (Su) W hen it btk

szhuea Wi H ajtect Th totem hunnr mav deﬂgnmf; r;azg
sLmPh by race, or r_hey mayach :

md‘mdt{al is target?& then

one wand or rod, and any number of other .

_n a hunt thc :

wq—‘#ﬁﬁl;:;m"-;q;{;-v;« iy

-
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what in general it looks like, The oniy'thing

that may shield a creature from this abiiil:y is a

worn charm (non-magical) crafted from any

body part of a totem hunter that the wearer
defeared in combat,

Detect Target (Su): Ar will the totem hunter
ts able to detect any creature that has been desig-
nated as a target. It functions identically to detect

animals and plants, except that it affects targets onljf
(and is, n;lrum“y, not restricted to just animals and
plants).

Cry of the Hunter (Su): Totem hunters may
release a booming yet shrill cry chat inspires terror
in any creature designated as a target. Tt functions
identically to fear.

Totem Reaping (Su): The hunter also has

the ability to gain strength and additional

abilities by beheading targeted victims and
usurping their fading life energy, When embarking
Y on a hunt the torem hunter designates three levels
of l'arg-cts: primary, secondary, and tertiary. The
primary target may have any CR, buc the secondary target
must have a CR of 4 greater than the primar}”s, and the
tertiary must have a CR of 8 greater than the primary’s.
There is a fourth level—master totem—but it may be des-
ignated at any time during the hunt; its CR must be 12
: 4 greater than the primary’s.
Totem bunter . B After the totem hunter kills 3 of the primary targets, it
weapons 2 gains a +3 morale bonus to artack, AC, damage, saves, and
skill checks; 1t also gains one of the r';lrgtl.’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 may not be gained). The totem
hunter may 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 irs secondary targets 1t
gains an addittonal +3 morale bonus as well as one of the

secondary creature’s abilities, just as above. After the’ I(j[’ém e
fhum:gr kills 27 of its tertiary targets (likely a difficulr cask,
it gq.mB‘m additional +3 meorale bomls as v\‘(eﬂ as a.not'ner .

/’l'f :.m.cc*a:,l:ul It enters into a state of suprerné ,:u:rualh

ma} nbw artempt to kill it, o g




grcat.c'f\th'zm' o Thaster totem, then when it comes down off
its high it suffers 8 negarive levels as the forces it was manip-
ulating 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 1t is cxt‘rc‘.mely rare for a totem
hunter to embark upon a master totem hunt. Most do 1t only
once in their liferime, and most die in the process. Those that
come home successful are revered as supreme icons in their :
socicty—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 targert 1s
killed. It may be maintained indefinitely, howev-
er the totem hunter suffers temporary
ability loss of I peint of Strength for
each day past 30. These return at a rare
of 1/day once the hunt has ended.
Should a hunter kill its master totem,
ten days is all it has; it may not be
renewed further.

Treasurc

|

:

'

r. The magical items that the

I' totern hunters carry are quil:e valu-
able, however the means of recharging
them 1s forcign (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.

Leﬁenns & Lore

COMMON: None. X
UNCOMMON: Totem hunrers are fearless sralkers that
commonly hunt humans.

RARE: Totem hunters hunt humans and other creatures for
sport. They are intelligent and tcchnologicaﬂ)f advanced.
OBSCURE: The totem hunters are effectively sportsmen
from a ﬁ)rfign society with a city located on a deep south-
ern continent. They are also known to go on drawn out,

e

Hooks

Totem hunters enjoy great challenges in their hung}s_, ar
thus often choose adventurers and sometimes even whole.
adventuring parties as their targets. In such sigtations, itis = =
usually kill or be killed for-the prey, as the totem hunters ate
unrelenting opponents. Characters may also be enlisted to.

defend someone targeted by a totemn hunter.

g
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Speed 20, bumwsf
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faw Zd‘? bite 143"
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Aﬁacks

face/Rﬁ@f’?_ AR
Special Attac_ks.

wms

35;:::11 Quahrzes y Craft sm'fr wmyw;::_m
Fort +2, Ref +7, Will +5

S.E?' 7 Dex 1'6 C”

Saves:

Ahhtte;

hador is a rough place with a rich
culture. The people there respect the
supernatural with an awe and rever-
nce that we often forget in king-
doms like Cygnar. During my cravels through
Khador I studied the grymkin with a Tazchla
by the name of Vlad Szekta. Tazchloi are basi-
~cally L‘raveling teachers, with a mix of priest
- and warrior thrown in for good measure. The
:fmowl-cdge hi lmpa ted to me has saved my
en dealing with the
under his tutelage that I
apperkm

I:dem. Czerbolge it

1M 12 Chle
Bluff +r Cffgﬁ (woodworbng)
=9 fsmpe Artist f—/meIdf
L [, Move Sslmtf) +6, i, S
Pm‘orm (fbanﬂ + II Seam")

+35 “‘Eg__-lﬁ

Impmvcd Imrmtwr: Weapnm

Finesse ( fnte} Weapon Finesse

LL Zﬂ’\{ ‘(;

Climate f?%rff.t_‘zt-' Any

E‘OEH.{I?“}}; 2ang (2 4), or coven
(LIO/

Organization:

C}Julfenge Ratmg
Ahgnment

Afwmrs - mf

Advancemenr

Trapperkin use cleverly crafted trap
doors to sneak into homes. They can riddle
a village with tunnels that lead to each door.
The grymkin use these passages to travel freely and unseen, as
well as to transport captured victims. Although nearly unde-
tectable, we found one with the use of magic. The tunnels
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 chil-
dren. You seg, it eats what it steals. s
The trapperkin has a rat-like face, with beady - :
black eyes and sharp buckteeth. They're usually 4
hunchbacks, standing two to three feet tall. Older stories and
rhymes warn [hat thel.r claws can cut moonhght, and thenf S

though its teeth are not at:tua]ly Iron.

Their lairs are ustially small hut-like structures, dug undcr
the boles of trees, bmldmgs, orin tlm.nei.s and wartens,

: Trapperkln in-a city m:ght take advantage of smali cmwispﬂc«t‘s £

or abandoned sections of buildings. Their. Tairs are
cs, part Pann'} and part tmphj o0, aIl faﬂ "
ot d




Comgat

Trapperkin prefer to
use stealth and guile to
invade a t::)mn‘lunit)’. 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 will not
hold back. It will employ every trick art its disposal, lead-
ing pursuers through every trap it has, fighting viciously if
ir 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 that one cannot be
roused from. It has an 80-foot area of affect. Sleepers may
make a single Will save (DC 16) to maintain a regular sleep. If
they fail, they cannor 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 crea-
tures affected) 1n order to use this ability. Anyone who is awake
simply hears a soft crooning, pleasant to the ears.

- Trapping Ways (Sp): Dot day—detect snares and pits, entangle,

- invisibility to animals, pass without trace; 1 / ch—— —snare, spike growth,
wood shape. These are as the spells cast by a 'Sth level druid (save

-4 DC I3+ bPEH level),

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 may open them without magic, although the doors can
he dcsrro'yed to reveal the passages beyqnc[. They have the same
h.'-t'rs:ﬁiess and propcrties as the wall or floor they are part of.

Leﬁem)sf &l,o e

C@NU\/IQN° The. traﬁpgx@hﬁ/{ children. It eats them a.tlni
¥ - hakes leather from therr sk:m

TIn fact, t'tp rrval fa.mﬂy seems £o. be
: -child::m’: wh_o are actuiall

UNCOMMON: Trapperkin hold children
for days before they ear them—rterror makes

the meat sweeter to them. If a
child has been recently taken

there is a chance you can get to

% them in time. ~
L4/ RARE: The effigies 2 trapperkin

leaves behind hold a secret treasure.

The grymkin sees this as a cruel and

humorous form of payment.
OBSCURE: Trapperkin cannot bear
the warmth of a mother’s love. Should 2 mother ora

woman with child embrace a trapperkin, it will wither

ﬂﬂ{]‘. d.i(i‘

Treasure

The effigies crafted by a trapperkin are macabre forms of
payment. Within the hollow belly of a trapperkin doll is a
shimmering pearl-like stone worth 100 to 1000 gp. The pearl
has to be torn out, and the doll emits a small whimpering cry
as this is done.

A trapperkin paw will grant a +10 aptitude 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 2ps and 25 XP are require‘d to -
do this. These paws are worth 500 gp.

Hooks

A noble family’s young daugh
they slept. Many indications poink |
family, but something doesn't add
offered, and ne acknowledgemenz o
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8435 (57 bp)

+3 (+3 Dfx)

:EE{:__;iaI Qua@‘_ies:

Darkvisz’orr 3() ft _Pnfsoh"?gsi'&t~ ;

o

18 L_I size, +3D.zx +6

Saves:

Abilities:

IM[’M 1 &D

X 2 sfams +10 melee, bite by -

 melee; or Huge greataxe +10

Skill: _

Feats:

St 19, Dex 13, Con 18,

anice 5 | regeneration 4, scent

~Fort +5, Ref +4, Will +0m.:.'..'_'.

Im‘ﬁ Wxs 4 (ba 4

T Hideo +6 Listen +2, Spof +1

Tmproved Initiative

Sfam Id6—|—6 fwzre Id8+3l 01_::

Hugc greataxe | 7d8+) X

eﬂal Quahttes

- Saves:

Abtl:ttfs

5ﬁfw5ﬁ/10ﬁ

I_I__Dark vision. 60 Vit poison tesist-

ance IO njgmemnon 7 scent,

__spawn wﬁe@s

 Fort +10, Ref +7, Will +2

Stf' 22, D.ax 16 Con 24
lnr 7 }’hs 6 CB& 8

i it et

-~ Skills:

_ Imtmtwe.

Climate [ Terrain:

Any land and underground

Ofgamzatmn

: _ Solitary or gang (2—6)

3

A.Jvancment

Usually newtral evil

4—6 HD (]\ffea'mmr‘sgv)

_HW?JEI 2 Ir;tnmtuf*e Stmall Monstfeus Humanoid Imﬂ)

Hit Du:e

fftdf —i—4 Intimidate +4

 Listen -+3, Spot +3_

C tmate {_ Iéfmm

Organization:

Cf)aﬂerg‘ge Rating:

_ Endurance, Great Fortitude

Am; f.md amd una'zfgmund
Sofsm_ry or gang (” —6)
6

A_{&nment

. Advancemz_m.

Usmlfv nmrm} wa :

By cﬁamfrfr .cfass

3d8+12 (25 kbp)

AC:
Attacks: . ot o

B3 (+1 Dex, .%rf.{%é%ﬁmezé,,_

Speed:

183 (Thyp)

+5 (+1 Dex, +4 Improved

me'riativz)
20 ft.

14 (+1 Dex, +3 natural)

Face /Reacb )
Sﬂwmf Quahttes

S aves:
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Organization:

Challenge Rating:
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Alignment:

Usually neutral .mf

Advancement:
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f all the creatures I've had the pleasure of studying
in the Tron Kingdoms, trolls have been some of the
most interesting. Even as a boy, where most people
saw only a race of dimwitted brutish barbarians,
saw a complex and highly c]cvc[oped social creature. I remember
the pygmy rrolls chat T studied and even briefly fell in with
before venturing off to become a ranger in the military. The
I;hings stunk like the depths of Urcaen, but wallowing in the
mud as an adopted member of their clan was something I'll
never forger.

There are many more breeds out there, however, than just
those simple pyamy trolls, They are found in all parts of Caen,
having adapted to virtually every climate. There are four pri-
mary species of troll, with many related subspccics, and one
major species of “untroll)” so to speak, that bears mentioning as
well.

The most civilized form of troll is the trollkin, and lhe}’
boast a level of refinement that T 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 tollkin are sometimes
dented out of that prejudice. I

—
once survived a brawl

o with ]t’.gﬁndat}' trol-
7 '/I%%%& 2 lkin commander
: : Baldemar Berg, and

in my youth |

Standard troll

greater legends than many I have mer among human lﬂ.nd

The most basic family unit is the kith, and most trollki
societies are clans, which is a collection of related kiths, Sc’vcral
ne{ghboring clans make up a kreil, which is ruled over by the
elder kith, more formally called the Circle of Stones, Most trol-
lkin speak a dialect of Molgur called ]\-TUIgur—truL-although g
their increase in trade has prompted them to adopt human
tongues, such as Cygnaran, as well.

Ameng trolls and dire trolls, one seldom finds true clans
and never a kreil (although related kith still band together in
times of strife). When among pygmy trolls, one is always deal-
ing with a clan. Mest 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 yer to establish their own kiths, alihough
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 {raternities 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 reputa[‘ion AMONG some neighbnring (:u].t'lll‘f‘s:L

Bloodline is of paramount importance to any troll. Trollkin
have by far the clearest records of and make the most distine-
tion between their bloodlines, and one will find that most
clans consist of a single bloodline, Intermarriages
do occur, bur not in any fashion
‘:::{ humankind is used to, Trollkin also

have a practice of blood-bonding,
called kulgat, whereby they make a cur 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 pick up on (by scent,

taste—ves they will pick you up and lick your arm-—as wcﬂ
as a general feel). This bond is granted rately, tlwugh the ;
recipient is honmed as a tull member of the | reil once it i

brought me has saved my life on s

me invired to g number of raucous |

s

rell you’

passmg on of blaodsmrm}k‘flmh are sunplv famﬂ ' hcu‘ 50
bea;rmg their blood namc{ it d usuaih h} a smg_ Tiine
s aidloug‘ﬁm recenx }m{s ‘/If ; I g 1L
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jlomtrm Humanoid ( Troll)
: 11d8+110 (159 bp)

21 (=2 size. +3 Dex, +10

natural)

. Garoantuan greataxe
1T/ 412/ 4T melees or

rock +12 ranged

_Garpantuan greataxe

19412 rock 24648

10t by 5£/15 11,

M@lﬂ@ﬂam _ Darkvision 90 ft,, poison__

L5, scent, spawn whelps

_Fort +13, Ref +10, Will

_ tesistance 1D, regeneration

+4
Str. 27 Dfx 16 (,on %O
. HMKS 5, Cha 10
. Intimidate +12% Listen +5,
Cfmve szt Cfmw Power
Attack

[_I:zg'mm‘ I:ma' and zmdm;gmmuf

. __ng_n ization:
whelps

@_gm_ge_&ung__.ll___
{ Alignment: _"__‘,__._Uma@_g_&gpm mf el
Advancement: _____12-20 HD (Huge);
e e S S ) (Gargg;._;uan)

Sohmw or p{_m’,__pfﬁf D

seen any crossbreeding among subspecies
Trolls are renowned for their regeneration powers. | E‘en :

pyemy trolls can be difficult to put down if one 15 i1l prepared. : i

Thcy also have the unique ability to spawn “whelps," or degen-
erate trolls, that will grow from a severed member, and there’s a
chance that one will be found accompanied by several of these -
whelps at any given time, All trolls are also renowned for their
resistance to poisons, and only a madman would eat a troll’s
cooking. While they might cook toadstools up to look tasty,
let me tell you, they are hell on the way down {and worse on
the way out—ooch!).

The last noteworthy thing I should mention is a troll’s rav-
enous appetite. Trolls are always hungry, and most of their time
and energy is spent trying to fill their bellies. This hunger can
weaken their judgment a grear 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 regenerative
powers. Each type of troll takes standard damage only from a
few types of attack, and they have a numerical regeneration
level (MM). Troll body parts, however, do not decay; they
nstead form into whelps (see below), but enly from a reason-
ably intact limb.

Poison Resistance (Ex): All trolls are resistant to poison to
a certan degree. This resistance is expressed in a numerical
value similar to damage reduction. When stat damage is rolled
to derermine 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 poisen that affected subjects with
1d4 Con damage, then the troll would be unaffected. If it ate
a poison that did 1d6é Con damage, it might take I point of
Con damage if a 6 were rolled. Multiple poisons affecting a
troll simultancously are rolled separately (ie. do not agcump-
late to beat the resistance); neither are primary and secondary 3
dantige cumulative { {subtract the resistance saparately from

« each roll). If the poison is of a type that doe not do stat

darna?a (for example, a type thar induces wiconsciousne

eceives a bonus to its Fortitude save equai tg its p

tLol;,,

- fesistance.

Spawn Whelps (S;u:} Th
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MOS[.‘{X}I‘L'&”IP:“»']'I;WQ Fairly short '[ifcé'vpa'ns, although this too

- varies per type. See the troll whelp entry for stars and the indi-

vidual troll entry for addirional specificarions.

Stanparp Troiis

These are the typical brutish trolls that one can find in just

Gt

about any livable climate on Caen. Exceprionally adaptable,
trolls are clever and hard)-' creatures. They lack the rigid society
of trollkin, usually being found alone or in a kith. They will
tolerate other trolls, if passingly, bur are hostile to most other
creatures, Trolls are brawn_v behemoths, standing 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 fearure 1s their
hideousness.

Comsat

Trolls are 1_1r1iver5:l]]}r furious in C()mbzll'.. At times t}‘JE); can
be difficult to rouse, but once they commir to a battle, they see
it through. Despite their rage, they are somewhart clever,
employing strategy that most underestimate them of.
Most trolls use weapons, and many wear piecemeal or
leather armor, although seldom of crafted metal.

Fears: Standard trolls
{and pirch and winter trolls) %ﬁ
receive Great Forritude as a
bonus feat. .-

Regeneration (Ex): Fire ar'd acid <
deal normal damage to a troll. The)
regrow severed members within 6d6 min-
utes.

Spawn Whelps (Ex): Standard trolls have a
20% chance of being accompanied by 1d4 whelps,
half of which will be marure. These whelps grow
from severed body parts into immature whclps in
Id4 days and into mature whelps in 1d4 weeks.
-1_]15}’ typically die within 4d6 months. When

times are lean, trolls often eat their whelps.
Susraces

Winter Trolls

Winter trolls are a breed of white-
skinned troll adapted to. extremely cold
climes. They are far more sluggish than
rypxcal trolls and are generally the
least hungry of all breeds,
mdud.mg I:nﬂlkm. Virmter.

alive; in blocks of ice to dine on later. rhev are Idermeal
standard trolls, except as noted here. =5
In combar winter trolls will usually command d}etrlwhelp
to attack first, and once mey begin a melee they and,{'é Operl
with their ice breath, followed by melee Lombat'
Cold Subtype (Ex): See MM.
Ice Breath (Su): Winter trolls can breathe a streamiof = i
frigid cold 5 feet high, S feet wide, and 20 feer long once'every
1d6 rounds. All opponents struck by it take 3d4 cold damagf
although a Reflex save (DC 15) may be attempted for half
damage. As a full-round action, the troll may sweep the brea
in a 1809 arc; however, the Reflex save DC s 10. _.
Regeneration (Ex): Fire and acid deal normal damage to w
ter trolls. They regrow severed members in Id4 hours.
Spawn Whelps (Ex): Winter trolls 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 hyperac-
tive compared to other trolls,
and subsist on a larger

diet, though l'hty are




Fire Subtype (Ex): See MM.
Regeneration (Ex): Acid and cold atracks deal normal
w3 damage to a pitch troll. They regrow severed members in 2d6
M%m? M‘I ; Sy rounds.
§mg§ Humanmd ( Ifbll) I L S Spawn Whelps (Ex): Pitch trolls frequently (60% of the
: I (fS {. I (5 }JP) time)) are accompanied by [-2 marure whelps and [d[0

+Z /+ E vDﬁxJ e immature whelps. The number is higher because they will

actu;ﬂ]y cut off their own body parts to keep a staple of
whclps around that serves as an alternare food source. Their
whelps have the fire subtype. Except where noted here, they

?mmmi) are identical to standard troll whelps.

5 tone axe +0 ITIBIEE' = Stench (Ex): By releasing powerful and horrid belches a

pitch troll can produce a terrible stench. All non-trolls within
S:IJUTISP G {_I mq‘gt‘d 20 feet must make a Fortitude save (DC 19) or become nau-
.5!0?18 axe f ({4 f sboﬁspmf seous, effectively suffering 1d4 temporary Strength damage
1&1’8 I for the next 12 rounds. Other spectes of troll are disturbed

Fafe / Rfarb S ft. b}l ;ﬁ / 5 ft
Special Qualities:  Poson resistance 3, regenera-
e - tion 2, spawn whelps WHeLPS

Sm’es 1Y S el fort +3 Rj -'-I M’f. S .- S Whelps are the degenerate offspring of trolls. They are

Ablhth‘:’s _ St?‘ 8 Dﬂ:\ 13 CO?’I Ej i fairly similar, even across breeds, and they do not gain the
hlf 8 ]_4}’:5 IO C;IJa 8 special abilities of their progenitors, except where noted oth-

H J ‘l— I O Taer M i erwise. For the most part they are stupid and simply do as
S S ; gf T ;S eﬂ_{ﬁj LS they are commanded. If left to their own by chance, whelps
_dilentey 2 dpot w5

.,,flff.fmfﬁ. Whelps are oftentimes eaten by their creators when times are

by this edor, but are not aversely affected by it.

simply go abour feeding, tleeing from any major threar.

lean.

A Any thd mm' mrcfffgmmuf
 Kith (4—1@5 cdan

Regeneration (Ex): Whelps take normal damage identi-
cally to their progenitors, Their severed limbs do not regrow.
Spawn Whelps (Ex): thlps cannot spawn further

whelps.

- Aj’;ﬂﬂmmt Usuaﬂy fbaouc netral Dire TrOLL

Atfvamemen ¢ 25 H D (Smdl D ..,m-....-.- ’ _._ 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 creatures,

: typically found alone or as a mated pair with several’ H/Bf:]p&- 3
- Aiboye all they préfer to be left alone, and uniess one bears «

£ f food, .i\confhct can be expected. The mﬂy creamres the are

.Pmk}\r mwhat fhey Mt (Wh!ch is to say thar thay 1 e;it 5 knnwn ;'lu tolerate are pvgmy troﬂs thuugl} a regular bot

. _pans, reaching as mu-.h s 100 years, though
reproduce far less thap MOsL zm_ll_s ;

B




head-on; orice f‘heir’qngcr has been stoked, and they seldom
relent unless mortally wounded.
Regeneration (Ex): Fire and acid do rmrrml d‘u:newc toa
- dire troll. They regrow severed members in 1d4 hours.
Skills: *Dire trolls gain a +4 racial bonus to I“mm:d e,
Spawn Whelps (Ex): Dire trolls procfucf* 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.

ny Troris

Pygmy trolls are stunted little creatures thar 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 lor more muddied than most trolls;
most pygmies simply live in large clans. They tend to occu py
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
will chase them off 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.

Comegat

A lone pygmy troll is anything but formi-
dable: however, pyamy trolls always attack in
groups. They are surprisingly capable of
swarming opponents and
even serting snares
and traps for them.
They typically
use crude
weapons and
spears. Pygmy troll whelps
spawn and die
extremely
quickly.
Pyomies will

oftentimes

create -

whelps
o bobst_
their numbes
combat.

Regeneration (Ex): Fire and acid do normal damagc
pygmy trolls. They regrow limbs in 3d4 rounds. :

Spawn Whelps (Ex): Pygmy trolls may only® produce
immature whelps. They grow to full strength in 3:14 ge:u.nds
but die after 2d4 hours. Additionally, they have 41l of the fol-
lowing statistical modifiers' (bame as Immartige whelp above,’
‘except where noted here): CR T/2; small hum*mmd HD.
[d8+1; hp 5; mir +5 ( +I Dex, +—1Jmpr0ved Initiative ); Spd:
30 fr; AC 14 (41 size, +1 Dex, +2 natural); Atk 2 claws £
melee (+1 size) (Ld4), bite +0 melee (1d6); AL CN; SV Fo
+3, Ref +1, Will -4; Ser 10, Dex 13, Con 13, Int 3, Wis 3,
Cha 3. Skills: Hide +35; Feats: Improved Initiative. They gain

none of the special abilities or qualities of regional subrac

(see below),
Susraces
Rock Troll

Rock trolls are pygmies that live in barren rocky areas,
They possess the unique ability to blend in with rocky sur- -
roundings, which they use to surprising efficiency. They are
identical to standard pygmy trolls, except where noted.

Rock trolls faver stealth in combat, and they will stalk prey
for great lengths of time before they reveal themselves and
arrack.

Camouflage (Ex): Due te 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 circum-

stances.

Burrow Troll

Burrow trolls are pygmies native to-

desert climes. They possess a knack for

burrewing underneath of sand and other

loose soil. They are identical to pygmy

trolls, except where noted.

In combar burrow trolls favor SWaITH-
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Saves:

L cfaws +8 melee, T +3

melee or by weapon 18
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 Claw 244+6, bire 148+3;

_or E’V weapon
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 Blood drain, fiwlent decry,
_command whelps, touch of
- formprwn troll bane _

I scent, umfmd

Fort +2, Ref +3, W+7

Ahilities:

Skills:

Str 22, Dex 12, Con—,
I 13 Wis 15, Cha 14
__Hide +7, Intimidate +11,

_ Listen +10, Move Silently

+9, Spot +10, Wilderness

Lore +9

8

 Always chaotic ewf

Cleave, Power Attack, Sunder _

8—15 HD r’la??f}
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Burrowing (Ex): Burrow trolls have a burrow speed of 5
feet in addition to their normal movement. They gain a racial
bonus of +4 to Move Stlently checks while burrowing, and
they also gain a +8 racial bonus to Intuit Direction checks
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 prgmy 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 will follow opponents for miles, harassing them with
darts, spears, and whelps until they leave.

Climb (Ex): Vine trolls have a climb speed of 30 feer.
They apply their Dexterity modifier to Climb checks, and they
receive a -0 racial bonus to these checks.

Poison Bite (Ex): Anyone bitten by a vine troll becomes
envenomed {isave DC 12}, receiving inirial damage of 1d4-1
temporary Strength and secondary damage of [d4 temporary
Constitution.

Brack TroLLs

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 terment 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 combart black trolls are shifty and clever. They will oy to

isolate opponents, ﬂlﬁying them one ]::} one. Any survivors wi.ﬁ'_ .
be kldnappecl -and addcd to the bla-.k tmllq fecdmg st{Jck,

ion even in dearh however they are dlml

'ri f acid doynormal damage to-a black troll. SLveried hmbs
“L: regrow, Jbut seill may be reartached as usual.

BJood Dependency (Ex): Black trolls shustid

” tbaﬁ/:’a pints of BIOOd Every day For eac
= the int




though ‘they prefer it {trollkin blood is the most favored).
Blood Drain (Ex): On a successful grapple attempt, a
black troll may I"d;‘:_i_lf_n_the blood of its epponent. Victims suffer
1d4 remporary Constitution damage each round the pin is
maintained. Any troll species bitten by this attack suffers Id4

e

@ Bfacfe 'tfoftg

permanent Constitution damage each round. Any troll {exclud-
ing pyemies) 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 de. However, they may possess
the whelps of other trolls. To do this they make
2 command check, just as an evil cleric would
versus undead (PH). Any rebuk-
ing success is ignored (whelps
may not be rebuked), how- __-r.
ever if command success 45

is rolled, then the whelps fall f{’é, Their culture 1s ric_h and diverse with a very sl:r'ong heritage
; -— based upon bloedlines. 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

under the command of the
black troll. The same HD

restrictions apply. If the whelps

: . : - } originates in their condescending artitude towards non-trolls
are in the immediate presence of their progenitor, then they :

3 i . ; . it is als - in 1z t toward
may make a Will save (DC Ib} to avoid becoming possessed. for having weak blood, but it is also due in large part towards

: ot 1 : the discrimination they are often shown. Most trollkin clans
Whelps commanded in such a fashion begin to rot and decay, ¥y

losing I point of Constitution every day until they die. and kreil are located on the fringes of society with a few major
Feculent Decay (Ex): A black troll, despite its regenera-

tion, is in a constant state of decay. This visage is quite unset-

concentrations being located between the Thornwood and the
Bloodstone Marches, southwest of los, and in Cygnar south of
ding. Creatures with less HI? than the black troll who witness the W’}rm?ml] Mountains: There are also S concenfiaE
this must make a Will save (DC 16) or become shaken for 2d6 scattered here and there, such as near Ohk in Khador, and
rounds. Other breeds of trolls are not affected by this ability.
Touch of Corruption (Su): As a standard action, a troll

may cause the rotting flesh on its body to expand and whip

there are quite a few of them on the Isle of Cryx.
Trollkin are about the size of large humans i build and
have a lumbering way about them. Their skin is gray with
forth as a ghastly tentacle to make a touch attack versus a sin- touches OF_ blm‘t and green.—[here_ is a bit _Df_ VA O
gle target to a range of 20 feet. If successful, the victim is tlj“: bloodlines m a.p pea.ra.nc.e, p{}].flts of c.hs_rmctlon tjnat m_dx.- >
affected by contact poison (save DC 16) that deals 3d4 initial viduals take pltlde in. Despite their bulky size, tmnkm hava i
Stien gr_h damage and I e clary Strength damage. remarkablelvo%ces, anc.l females gre known for their mmed%
singing, while males (at least the \mglcs of parti

bloodlines) are known for their dreaglccf
g, .

Any damage done to these flesh members during
the attack does not harm the black troll.

P Troll Bane (Ex): All physical attacks made
e by a black troll versus any other species of troll
- domnormal damage to the target,

ignoring their regeneration.

Trollkin don't have tha
b

TroLLKin

= me““ aze :ﬂ?é OSE



) estqdf T 108 cIurabl].ltv Trollkin labor has come to be rec-
; .._\. g}:{zzcd ;i’é chcap and dcptndable and trollkin are slowly

be\fmmng more mtcgratcd into industrial society.
L2

Commt

Tronin take to combat i many ways. They almost always
utilize weapons, and if a member of a kith or other unit, will
employ clever teamwork. They are known for their toughness
and the quickness with which they shrug oft a blow.

Improved Healing (Ex): Trollkin do not have regeneration.
Instead, the_y 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 stll regenerate

Jost limbs, though ar a reduced rare. A severed limb that is sur-
gically reartached will heal within 1d6+1 days. A lost limb will
regrow within 2d20+30 days. They die as normal if reduced
to -10 hp.

Toughness (Ex): All trollkin are able to shrug subdual
damiage off easily. The first X pomts of subdual damage

- {where X equals the trollkin’s Constitution modifier) from any

attack is ignored. This ability protects against subdual damage
'from hazardous environments as well, although in these cases
damage may never be reduced below T.

TrorLiKin Craracters

For more on trollkin as player characters, consult the

playable race appendix (pp.236).

Treasure

Stanparp TroLrs

Trolls are known to keep any variety of treasure in their
lair. They are inteiligent- enough to recognize basic valuables,
and many will hoard such items. Sometimes they will trade
these goods for food.

Troll bloed is a common component in some magical for-
mulae, 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-resisting powers; a sev-

erec limb will usually sell for as much as 200 gp.
Dire TroLLs

Dire trolls keep less treasure than standard trolls, buthave a
penchant for hoarding gold. They keep this to themselves and rend
not to trade it as other wolls do. They usually keep it well hidden.

Their blood is worth even more to those wishing to craft
magical items or concoctions that grant strength or fortitude; it
mught sell for 50100 gp an ounce. Antidotes that utilize dire

troll blood as a component are among the best avail-
able and sell for three to four times their normal
value,




Tal

Pyc}m_y TroLLs

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 1n lamps (it is

A

too corrosive for machines), and it surprisingly burns odorless.
Understandably, only those who cant afford better fuels use it.

Brack Troirs

Black trolls disdain hoarding valuables, unless they have
been stolen from another troll. They do prefer magical
weapons, and will utilize them if they can find them. i’_Ignon’
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 m the casting
of a Necromancy spell, the caster may add +4 to the DC to
save versus the spell, or he may lower by one the level cost to
any one metamagic teat 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, ar a cost. Consuming a single dose grants

the recipient poison resistance of 10 and regeneration of 5
ifire and acid do n()l:md.l damage; limbs regrow in 4d6 mm-

Ui dpm_ and Qh_&r;_s_ma_ c!ar_nagc ui 4, as
insatiable hunger, While the benefits

25
Trollkin E
IMedmmdtze Humanoxd ( Troﬂ) .

Hit Dice: Jf&‘ﬁ:t%_\(é bp)
Initiative: -1 (-1 Dex)

Speed: ZO ft (scale mail); base 30
A e 13 ( [ Dax +4 scale ma!i}
Attacks:  Greataxe +2 melee
Damage:  Greataxe 1d12+1

Face /Rmcf) ool 5 . / 5 ft. 3
_S}Jg{;c_zl_Qiiq_kggqq; _ Darkvision 30 ft,, zmpm\'fd

healing, poison resistance 4,

 toughness

 Fort 16, Ref L Wil 10
Str 13, Dex 8, Con 15,
Int 11, Wis 11, Cb

Skzlfs __ Listen +4 Spor +4
Feats O Great Fortitude
”E_E?égg;/IET?'t;:f;W"MM’AE fami_ am{ urrdergrwmf
Organization: _ Solitary, kith (2—4), trollshen__

(Z—q) clan ?O—‘FQ) kreil
’80—360/

MRS s e i B

Al Knment. S, e €y Usulc;-ﬁv auﬁtf neutmf
Advanc By character dlass_

e

utes | for onet ?‘bwever. the recipient suff-:rs One mepative
or one ¢ gative

wear off after a day; the penalties persist for Id4 addit'cm
days, ar which time rhey wear off.

TrorLiKin

Trollkin treasure runs. the gamut, hul: uquaﬂ




Saves:

Fort +8, Ref +6, Will +1

5d10+20 (47 hp)
+? (—1‘2 DE,\;

L R
19 (-1 sz@ +2 Dex, +8

bl )

Abilities: Sir 2, Dex [4, Con 18

Int 9 W:s 10, 'C}:fa. IO

Hsde +7 Jum£“+10 fistfﬂ

1—2 Move Silently +3, Search
+2, Spot +5

Sk:IIs

2 daws +9 melee; bite +4

mefee

Clzmate [Terrain: _ Any forest

(Tam Idc‘i-l—? fnre Id6 # 3

Po;son

: '_ Speaal Aﬂacks _ % mavaat
Sreﬂfb_, link with fungi

_f_f:tﬂl _Quahtres

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 forger
the creatures at all once you've mer !
one. Great shaggy beasts, they are,
standing fully 9 feet tall and half as
wide. Beady little black eyes peer our
from under their gray, matted fur,
which hangs in clumps tangled
with filth and debris.
Their wide mouths are
lined with dozens of reech, -~
and their tﬁf&k"ﬁﬁgﬁ'ﬁ are tipped with wicked

‘ancient, darkest recesses of the woods,

-~ where great towvem}g mushro

p:crly' cured tirthek coar,
';_garmmtTthat shimmers

a5 a guide; a daning, if

Organization: Solitary or pair

_gbalferige Rattng 6
Alggnment

Afwmrs cfzaom evil

6-10 HD (Large); 11-15

Aﬁvancement

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 particu-
larly virulent looking green fungus. As I warched, the creature
s proceeded to reach up carefully and
. thrust its taloned paws into the gills
& of the fungus, a cloud of almost
tlorescent spores greeting its
mtrusion. 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 slighdly as if
clr:ugged, a ﬂcckirlg of pa_lc. green foam
around its gibbering mouth. It was
then that I noticed the deep raw
. wound in the creature’s thigh, a wound
; i that scemed to be edged with a greeh.
fies tnge and closing before my eyes. lz:.
pr = some remarkable way, this monstrosity
B was using some kind of symbioric
: B || with the tungus to heal irself,
and by all accounts the creatures.
seemed to derive pleasure from the act. Much to my hortor
and disgust, it was then that T'noticed the actions of the ﬁu:-:-— :
gus 1tseif and. the smaHer, ones at the m-ﬁxeks feet; éach Was




Comsat

Utrthek strike with their hollow claws,
hoping to paralyze prey with their venom.
Ongce the prey is immobilized and there is no
further threat, the urthek will devour it at cheir
leisure.

Stench (Ex): Any creature within five feer of an
urthek with the ability to smell must make a Fortitude
save (DC 16) or make all attacks and saving throws at
—2. Creatures with the scent special ability save at —4.
Creatures with no living metabolism are not affecred.

Poison (Ex): The hollow claws of an urthek contain
a powerful paralyzing agent (Fortitude save, DC 16)) thar

causes 2d6 points of temporary Strength damage and Q

1d6 secondary Strength
damage. It can use this _——
ability once per hour
with each claw.

Link with Fungi (Su): The urthek can attune 1ts body to a
patch (minimum 10 by 10 feet) of mushrooms, mold, or other

fungi. While in contact with the ﬁmgi it heals 1d3 hp per

I_'O{ll’ld.

| Treasure

The paralyzing poison of an urthek is worth 300 gp per
dose on the black market. Each creature contains Id4 doses of
the toxin at any given time. A complete urthek pelt is worth
400 gp if undamaged, but only to a furrier with the capability
of washing away its powerful stench (Craft [furrier] check, DC
20). :

,.,,/“ L

\

_Lecjem)s ES& Lore

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 properly cured, make very fine
coats.

OBSCURE: Urthek can somehow regererate when in conmct Pt
with a patch of fungus. ;

Hooks
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 hn+2 Ref +4 T/fof +6
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hen my senior assistant, Lynus, learned of a
peculiar arthropod that had been killing log-
gers near Ohk in Khador, we decided to inves-
tigare.

While examining the site of a recent attack, several man-
sized imsectord creatures leapt from the trees and actacked
Lynus, taking him by surprise. We rushed to help, burt one Iift-
ed Lynus in its claws and vanished into shad{)ws, which seemed
to swallow the creature in living darkness.

Qur party was thrown into chaos, but | restored order and
we followed the tracks of the beast. We came upen cave open-
ngs against.'a-'hiﬂ__si”c‘:_l\g and heard chattering within, While the
others waited with weapons at the ready, I
mﬁ]tratedt{wcm,l fcﬁmd my woundt‘.(‘l

- assistant mcoencd-'in a mass of
“some sort of fibrous substance
while a smaller \ektws was

ﬁ}ﬂ:l 1’1&:

Int 4, Wis 14, Clm IO

Skills: _ Cf;mb +I4 Hide —I*S‘i'r Ltstgn :

_+J Spot f4 Swrr_n —fIO

_ Imlﬂrovccf Imt:rﬂw

Cfimute_ Z Lerrain: ﬂmfemte or warm forz’sr

?TIOM??MHH or‘ M?id’f}:&'?‘mtﬂd

_éﬁgnizatié;;‘w Paa( (( —24_) _,E,..,‘{ w:ﬂ mffua'f a
rmmgﬂfr of younger vcktm Clj—j’_
HD) rkat are snﬂ mgfzbfc com-

lmmnb as wrﬂ as several stron _&Ff‘

ST ._ __gﬂvd_mfm;gm ones (O—8 HD/.
Cfmﬂenge Rating: 5

Alignment:  Always neutral
Advancement: 58 HD (Large)

some unpleasant looking substance into his mouth. T created a
distraction by hurling a lir flask of oil, prompting much chat-
tering and panic, then grabbed Lynus and fled.

We were not done with these clever creatures, for thcy 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 mspiration 1 decided to probe Lynus’ leg
injury while the others guarded the perimeter. As expected,
there was a forcign object lodged deeply in the wound. My less
than delicare atrempts 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
torest, telling the others to
flee. The vektiss fol-

lowed me,




firming 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 incubare
these eggs, paralyzed and conscious

all the while.

Comsat

Vekiss fight fiercely when gath-
ered as a pack, using strong mandibles
and small claws. If outmatched, they
will flee and gather reinforcements. The
vektiss are stealthy hunters and will

; . 3 ower,
abduct captives to serve as hosts for their P di
e ; . and i
offspring. They receive a racial bonus to :
Py cannot
Swim and Climb. !
he
Implant Egg (Ex): A :
fo prant gg( ) - done in
emale can implant an ege in a :
I 88 brighely

helpless victim with a successtul bite T
] 1L areas;
artack. This does 1d3 damage ! :
st however
and lodges an egg deep within <€ :
- e : it grants

the body unless the victim makes a

Fortitude save (DC 13). These

eggs fuse to bone and can only

a +8 circumstance

bonus to Hide checks.

be safely removed by casting
remove disease on the victim or
with a Heal check (DC 30), failure
resulting in an clddlL] onal Icl‘l- dam- Vektiss lairs may contain
age to victim. Bggs will eventually valuables left behind from their
hatch even if removed from a host, victims. Undamaged eggs can be
although the hatchlings are quite sold to alchemists for 100 gp and are
vulnerable and will starve quickly useful in mixtures used to enhance divina-
without food. tion or to mark an item for casy magica.l detection, Bggs must
During incubation the vektiss cocoon, paralyze, and feed the  be kept very cold to prevent hatching,
host a regurgitated substance thart slows decay after dearh.
Regardless of paralysis the egg hatches in 72 hours, then

remains in the host, eating and growing. This causes 1d4 dam- Leﬁe nns 6, LOI'e

age and loss of [ permanent Constitution point every hour. s : s
g P P : COMMON: The vektiss are clever insect-like creatires that

hunt in packs. <k
UNCOMMON: Vektiss bites ate 1
lyze a man. T ]‘rey capture people: 'zfi

Hatchlings become mature enough to survive on their own (at 1

HD) after approximately 4 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 |
airs.

RAREx \ eknsa can create shadows
stealthi. They are knowa o piant cggs

Wlnch can be mnovcd satbly onl

effect of locate object but with an extended range of 1000

yards. ' e &
Poison (Lx) Bitg, T%i‘t&tﬂdt,’ save (DC 13% mitial and sec-
ondary darnape. 2d6 temﬁmjar}__Dei
Sha&ow Sbrouci\{Su Nekn
o jCreate or ‘enhance a?h:km'sg : mnc] them; deepening: shackw.s
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ere are tales all across the Iron Kingdoms of men its transformation. It also seems able to alter its body in the
who become possessed of beasts and transform midst of combar to suir its immediate needs.
into hideous monsters that stalk the night. In most The most frightful aspect of this physical change is that it
places these legends are based on predatory animals s addictive. Those who change revel in 1t, experiencing a physi-
=7 that arte a common threat. Professor of Cultural Studies Healy  cal high like absolutely none other. Alchemical retardants can
University, tells me that these tales serve  be made that will prevent the change, but most afflicted eschew:
‘own bestiality. Bur there is one such tale these once the addiction sets in.
all. It’s a tale as real as the ground Exactly how the warpwolf reproduces, I'm not quite cer-
It is the tale of the warpwolf. tain. I've seen documents discussing random particulars of the
atpw‘o" ginated somewhere in north-  ritual that the cule originally used, although I believe very
surer sect rooted there strongly that these beasts have devised a way to procreate inde=
pect of their chaotic Pendcntly. I've heard rales of these creatures striking _aﬁ AcTo:
forms men into a raging the kingdoms, sometimes in areas where the Deyourer h ds
eading death and chaos sway whatsoever. Of course, the fact that I:Bls is an aﬂ’]l.
s normal most of the that can be possessed of any Mmar Of Womatt you e
¢ transforms into 2. zhe street: (and &m fact that they fhm:se:im :
5 heré is also some&ung
moons, thmlgh I dcmt i
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’ Creating A Warpwoq:

Warpwolves were originally created by a sect of the
Devourer cult, though the secrets of their creation in this man-
ner 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 the pregnancy ), though it
must be sired by two shapechanged warpwolves. The child
seems normal unil it reaches adulthood, when it begins under-
going the changes. Virtually all of
such children are abandoned, left
on a stoop or at a church, often-
times in a distant kingdom. Only
humanoids have ever been known

to become warpwolves.

Hit Dice: As the base creature or
d8 (as shapechanger), whichever
is higher.

Speed: As base creature; see the
Iunar warping chart for speed
increases after changing.

AC: As base creature; see the
lunar warping chart for AC
increases after changing.

Attacks: As base creature: when
changed the warpwolf gains bite
and claw attacks. For each five
points thar the warpwolf increas-
es its base attack bonus (see con-
trolled warping below) it gains
an additional claw actack,

Damage: As base creature; when

- changed the warpwolf gains bite and claw damage per the chart

below. So, if a Medium-size creature changed, it would grow to
Large, its bite and claw damage increasing to 2d6 and 1d8
respectively.

Size Bite Damage Claw Damage

e Diminutive Id3 I

Tiny 1d4 1d3

Small 1d6 1d4

Medium-size 1d8 Id6

Large 2d6 1d8

Huge 248 2d6°

Gargantian : 2d8. <

Colossal 4d6

?zhangcs lncreasmg

slain i in hlﬁ,warpwo
charactér is. slain i
_snme‘%vhat to resemble they

tties that it has, and it also gains the following: :
Baying of Chaos (Su): Three times per day, the warpwoif
release a shrill baying that causes confusion in all crearures wit
100 feet. This 1s as the spcﬂ cast by an Bth-level sorcerer {(Save
DC 10 + half warpwolf’s HD + warpwolf’s Cha med). As this

is a sound-based attack, deafened creatures are immune.

SPECial. Quatities

A warpwolf retains all of the special qualities of its base
creature and gains the shapechanger type. It also gains the scent
ability when it transforms, as weﬂ
as the following:

Alternate Form (Su): A person
affected by the warpwolf’s curse
will transform into a warpwolf at
certain uncontrolled times, This
change takes a full-round action
to perform. Warpwolves may not
gain the Control Shape skill,
though they make a Will save to
resist changing. Changing may
not be done at will, though a
clever person could get around
that (for fxample, by stabbing
themselves). A change usually
occurs during any emotionally
trying moment, especially one

thar arouses anger, and whenever
the character takes more than

10% of its total hp in damage.
The Will save DC to resist is tusu-
ally 15, though it may be
increased at the DM’s discretion.
In addition to emotional triggers,
the warpwolf will change once every 4d6+10 days; this change
cannot be resisted (no save) and may occur seemingly at ran-
dom, though usually at night. :

The change will last until the warpwolf falls asleep, whic s
usually Id2+1 da\,s later. Because t)f the d)aug i

base save DC to resist is mcre_asecl b
atfliction, until eventually resistin
impossible without alechemical ai

Upon either changing to or fre
character hea.ls-as 4t 1e had Teste X




‘because of its addictive nature have a :
hard time fighting it), While changed, L)

the warpwolf 1s possessed entirely of

e
&
bloedthirsty evil, and it will do everything within

its means to kill as many individuals as it possibly can. For
characters of good alignment, this might result in some serious
inner traurn:.

Lunar Warping (Su): A warpwolf’s basic armor, strength, and
speed attributes are not set in stone. They vary according to
the lunar alignments at the time of the creature’s changing.
Consult the foﬂowiug chart, and apply the bonus listed to the
base creature’s appropriate statistic. Laris Calder
Strength
+0 Str
+35 Str
+10 Sir
+15 Sty +

Speed

b -0 initiative, +0 speed
Waning +4 AC
Psing 8 AC
Full ~ £12AC

SU it a creature were to 'dmng*’@gﬂ:‘ﬁ"‘ldaris was full, CRICI%E
wa_xmg ancl Ar t’lS was n::w, rtm&{mcﬂ&ﬁ +12 AC, +10

+3 initiative, +5 fr. speed
+6 initiative, +10 ft. speed”
+9 inttiative, +15 fr. speed

| spled. 'l he spccd bonts apphes

.,"- \‘

"""mcrcascd IIHPLHIOLLSHCSS

actually warps its body ro gain an advmtzlge in one area, while
sacrificing an advantage in another area. The creature: mght grow
more armored plates on its body, giving it more AC, or it might
grow another limb, giving it another attack, or it might
shed some artack measures to
gain some speed necessary to
flee.
The creature has a base
combat pool of 1d6+4 points
that may be added to any of
the following: AC, Strength,
base attack bonus, initiative,
or speed. These points are in
addition to any bonuses received
from lunar warping. Points are
exchanged on a one for one basis—
one point of AC equals
one point of Strength,
equals one point of
speed, and so on. Only
ten points may be spent on an attribute
ar a time. Addirionally, for each of the
three moons that is currently full, the warp-
wolf gains another 44 to this combat pool.
It takes the creature a move-equivalent
action to make any of these adjust-
Y ments.
p N\ Regeneration (Su): Fire and
.\ ! _~ silver do normal damage to a
warpwolf. They regenerare ar a
rate of 5 + 4 per full moon per round. Severed limbs grow
back upon changing (either to or from warpwolf); rearrached
limbs may be healed instantly by holding them up to the
stump.
Saves: As the base creature; when ch;mgtd the Warpwolf gains a
+4 racial bonus to Forritude and Reflex saves.
Abilities: As the base creature; when changed the warpwolf's
Strength increases per the chart under lunar warping. It also
gains a +2. racial bonus to Dexterity and a +6 racial h{muq Lo
Con; it receives a —~4 racial penalty to Wisdom duf(;,fb its ey

ix

Skills: \I he Warpwulf receives a +4 bonus to bpot ,lsten anui
\Vl]dei;nesq checks when in its humanoid fta’tm, when in tf.b
warpsi olf form these bonuses rise to +8. : i

s o e e Creature; whrle c’nzmged Ll-te warpwuﬁlf" g:u\




Organization: Always solitary
- Challenge Rating: As base creature +2; add +2 for each
moon that is ﬂxlﬁ‘.g;,the tme of combat, - :

. Ahgj:lmamr_. Per base creature; always becomes chaotic evil
- when in warpwolf form. , E

Advancement: By character class

Comsat

Warpwolves favor their bite and claw attacks when in
combat. 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): The DC to resist this warpwolf'’s
baying 1s 10.

Treasure

Warpwolves hoard no particular type of treasure, though
those who turn into them might have anything imaginable.

LecjenDs & Lore

COMMON: A rare malady exists that makes man become
possessed of beast, turning into a horrid wolf creature that
stalks the wilds, hunting all thar 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
entropy. 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 undcrgoi.ng the change into beast, though it is dif-

ficult 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 Deyourer 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. S

QO ar'.ﬁq.thi’r_l_g has hap_'ptnecl, but soon they are goi.r.x'g.

: hefr first chgr‘;gg:,..wafping-\ into hungry Wp]f-




12d12 (66 bp)
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: Challenge Rating: I Z
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mong the peoples of the Iron Kingdoms, there are
few that arouse as much apprehension as the mysteri-
ous druids. When one of these robed figures strides
into rown, the streets clear and the place becomes so

~quiet one might think there were a pack of gorax stalking

- about. Their connections to the chaotic Deyourer

‘Wurm make them targers of high suspicion, and

their rejection of worldly ways doesn't help it at

all erther. While I don't believe druids (at least

not all druids) to be the baby-snatchers they're

accused to be, I do know that they're not to be tri-

fled with.

One of the casiest ways to tell you are poking

about in a druid’s territory is if you come across a

and my advice to you would be to

l:ake your business elsewhere. Not that I need warn

yout; the s;gth”m of these behemoths alone

ought to bt‘: & gh o scare most off They are

woldwarden. ..

Alignment:

Advancement:

33—-19 HD_(L%, 20—_1@___
HD (Hﬁge;

ern Cygnar. During my stay, her territory was invaded by a
band of gobbers, and I got to witness the spectacle as she sent
her two guardians into action. Despite their lumbering bulk,
these things whisked through the brush as if it weren't even
there. When engaging the goblins they would command the
vegetation about them to turn upon them and hold them while
they pounded with (literally) explosive blows that pulverized
the poor buggers. Despite their being the trespassers,
§ felt a bit sorry for the gobbers being trounced by such a
% powertul opponent. Those few that survived, ar least,
will steer clear of the protected wood in the future I'm

Woldwardens follow orders in combat—either
those directly given during the melee or free-
standing orders given previously. They use their
spell-like abilities primarily to slow and pin
down 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 tap into
nature’s power and unleash
its creator’s wrath: This

adds .[-:I I O—i—Z addmonal

=y
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with an ihtcnsffying }-’allow light that {s discharged when the
blow is struck. If the attack nusses, then the C.Harge remains o
antil a successful blow is struck. /W

Magic Immunity (Su): Woldwardens are immune to all i 9&% 4'9' > %‘

spells of the Animal, Chaos, Destruction, Plant, and Strength

domains. Th’e}" are also immune to all spells thar directly atfect / — "%f o e fm

plants, trees, or wood, as well as all shape--changmg spells. :

Meld with Namre_ (Ex): A woldwardt.:n can pass through 'MI—QPW i Chy
non-enchanted vegetation completely unhindered and 7 / //L,ga i
unharmed. They also leave no trail i such an environment and 9 Tt
may not be tracked by normal means. (o2

Spell-like Abilities: 3 / day—call lightning, entangle, flame strike,
plant growth, quench, snare, spike growth; 1 / day—wall of thorns. These
are as the spells cast by a 12th-level druid (save DC 10 + spell
level).

Treasure

Woldwardens keep no treasure of their own, however they
are frequently the guards of various valuables. In such cases,
the treasure garnered would be anything imaginabla-that

would be of value to a druid.

Leﬁenr)s & Lore

COMMON: Powerful druids sometimes construce
incredible automatons out of wood and stone to
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 circumvent
them than to engage them directly.

OBSCURE: Guardian creation is strictly controlled
b}' a mysterious organization of drunds, sometimes
called the Circle, and it is rumored that high members
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 powertul druid - %7
who claims an injustice done agamst her

{theft). A pairof waldw.mihﬁ*g\@rds the

son, and the father is dcgpcratc for meone
to either negotiate \$v1th tf& ch-mcl fur his somn’s
turn of 1o defcat '




+5 (—H Da,x —1—4 Imgmvm’

Imtmm )

Fly 20 . (pm%ft)

Abzlittzs

~ Str 10, Dex 13 Co hpde
Im 13 Wrs 17 Cba 18 :
Hm’; -f\ 8_ Listen + IO Mwe

511’3:1;5! +8 S.eaffb +4 Sorise

et P IRl AR .

Motive +4 Spot +8

Skills:

[5 (+1 Dex, +4 deflection)
- wa

ST Fa{e {Rgarb _
' ' Sgecml Attarks
Sfeaal Qualzt:es

Afzdtf_ fr_mst

ﬂa’u.-:tmn ?U/ {—I immune to

mmtai’ trr_fwng_f

fm't A RefA2 Wil + L1

discovered the wyldgeist during one of my travels
through untamed Khador at a roadside inn where I made
the acquaintance of a peculiar merchant. I recall the man
distinetly. His long scraggly hawr, white as ash, and his
thin, fickle body jerking in a state of palsy while he strug-
gled with trembling fingers to stack his coins on the table-
top. He vowed I'd find his tale an intriguing one:
“Ac first [ saw whar appeared to be a green flame float-
ing toward me from the shaded boughs of a twisted tree.
As it came nearer I could make our a figure, 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
I'us sallow; utatlfmnspau:ﬂt features.... I had
i ; pt:rstmon—m en laughed at the
ned me—bur this was a hol-

.S’PI?’Ifbﬂld ga.seousﬁfm dﬂ?ﬂt_lgf :

Feats

fﬂ “Emved Imtmrwr:

Cf:ma{g/ Iermm

Orgamzat:on

4?111 _fof‘est )
Cofony (- 70)

Challenge Rating: 6

Ah'gnmznt'

Abways neutral

510 HD (Medium-size

Advamement

afong the northwestern wood called the qurkmufs_ for some centuries after the
cessation of the Orgoth Empire. After many years of constant vigilance bhow--
ever, the Seltuk fell mto disarray. Their leaders became materialistic and
greedy. They began to seize the belongings of the outlying provinces,
taking riches and collecting their board in the underground caverns
benath the long-standing fortresses.
In time, these leaders turned on each other, and the forest
guardians went to war against themselves. The once-peaceful
woed became wet with blood as erstwhile allies now slew
OHE mmtbzr_ﬁ\r Passrs_rr'on Ljf the hoards beneath the
5 forts.
. Finally the forest itself wonld no longer
bave it. Trom Jerp within the Blackroots came a
baunting green fog that ffowd along the grottnd—
" emerald-colored tendrils of mist weaved around the
Y trees and vegetation and flowed over the fallen on
, the foul fields of battle. As the mist touched the mas-
=/ sacred brethren, the soldiers vose up and cashed once
¥ more against those that bad slain them,
) . 1t bas never been discovered, this weird and tervible
i ® ‘\ J,'I' vapor’s origin, but it permeated the dead men and dissolved
their body so that only their arms and armor stayed intat

/ Their one-time visage became little more than a pale, distort-
fd' ghostly green mockery of whar it had once beent in life. mse :

\ bollow devils overran the soldiers yet Tiving that day, then melted

\\ intto- the ploom. I1 7s said they giard the treasuies o ﬂx forest
mlf and thase wbmm jaalisb enmg o




Comsat

Wyldgeists do not make physica] attacks in their base form
and ignore physical attacks made on them in this form, unless
the att acks 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 ta drive out the defilers of the forest
it protects.

Spiritbind (Su): W) y]c{geistb 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 bod}' and will.
Using the dead crea-
tures natural \
weaponry (or other \
weapons, i
m}}" it
artacks
those who
have intruded
upon their
domain. No
sup(’.rn;l[:u--
ral, extraordi-
nary, spells,
or spell-like abil-
tties are absorbed in the transferal. The wyldgeist uses the speed
rating and mode of movement of the bonded creature, but
retains its own ability scores and saves, It can maintamn this
form indefinitely if not defeated in combat.

A wyldgeist in this form uses the damage rating of the crea-
ture’s weaponry (the longsword of a fallen warrior, for exam-
ple), bur uses its own attack bonus (+3 for melee and +4 for
ranged ). It always funcrions as proficient with the attack form it
uses, a result of the bond formed with the spirit of the fallen.
It also adds any bonuses from any armor the host may have
been wearing (Le., add +5 to AC if it acquired a breastplare).

A wyldgeist defeated (reduced to 0 or less hp} in this form
is not slain, It simply sinks into the earth to heal itself to the
point where it can once agamn bond with a spirit. It heals ata
rate of 1 hp/ day. There is no known way to permanently
destroy a wyldgeist.

Acidic Mist (Su): Although wyldgelsts in their base ﬂ)rm

do net attack the living, thy ir body, composed of an acidic mist”

‘the deadidoes harm any living ﬂcsh

with which they dissolf

damage Affected crea-
_f I?"t ta.ke half: dmnage -

rl*e c}nrm,[ermus of a creature in gaseous form, pwqqxng

through small holes and narrow openings and having danuge

reduction 20/+1.
Immune to Mental Influence (E x) W ’ldgel\,tb are l.m.!f— -

fected my mind-influencing effects (charms, compulsions, phzm~

tasms, and morale effects),

Treasure

Once it is defeared, any gear or treasure thar the wyldgeist
had taken through spirithinding will be left behind for the tak-

mg.

LecjenDs & Lore

COMMON: None. -
UNCOMMON: Wyldgeists are warrior ghosts attracred o
feelings of greed and envy. :
RARE: When the wyldgeists are not active,
pings are secreted away inside of 3
reaches of the forest.

OBSCURE: A lirtle known rale ¢
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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 powers. At the
core, these myths and legends should be considered
very La.reﬁﬂiy' 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 vereran ad»enturms will
“often vary in quality. Legends and lore are classified under one
b£ four types. You'll find Commion, Uncommon, Rare, and

Obscure lore, depencling on how well you search out the
secrets you seek.

Common lore is easy to find. This can be the name of a

‘¢reature, 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 pootly written Ppassage In an ancient
bestiary. Common lore is usually just enough to give you a
rough idea of what you may potentially face, A rare crearure
might not have any Common lore.

Uncommon bits of lore tend to be more specific and help-
ful. Examples are vague ideas of whar sorts of powers a crea-
ture may possess, weaknesses it might have or even the vagaries
ot where it may lair. Usually this lore comes in some concrete
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. Internal romes of summoning, a necromancet’s note-

300] a-rogu apprentice’s betrayal—rthese can all grant you
information is specific and often direct-

POWELS 0{ 4 Creature or hDW to counter a

! mzny torms, such as fevered scrawl-

Wﬂﬁspdx‘eﬁgﬁd uP secrets from ancient

5 tl'lﬂt they often need

.can reyeal origins of a

WhHat You ALreaDy Know

If you have Wilderness Lote or a relevant Knowledge skill,
you may be aware of some facts about a creature already. The
DC for knowing a fact is based on the information’s obscurity.
Sample DCs are listed below under “Researching the
Unknown,” but note that 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 our of thin air!

So, what's a “relevant” skill? There's no specific answer; it
depends on the situation. Here are a couple examples.

*  When the party is confronted with a glowing slime trail
that was left by a magical beast, the DM makes a secrer
Knowledge (Arcana) test for the wizard. The resule is 14,
meaning that some Common knowledge is known (see
chart below for DCs). The DM tells the wizard tha this
is a sure sign that a frﬂled gobbersnatcher” is abour,
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 1s magical beasts) to
make a Wilderness Lote check. The resulr is 18,
Uncommon knowledge. The DM informs the ranger that
the dracodile lairs in swamps and marshes and that moth-
ers are extremely protective of their eggs.

It’s 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. You won't get to roll for
lore on every creature you see, but characters that specialize in
Creature Lore will still be a font of useful information.

Knowledge skills and Wilderness Lore are handy ﬁarmsta;:t .
recall of common and uncommon facts, but -how are the m

for research as can the new skxll Creztun*e Lm;e BMG ‘may
qtlxgr Skluh tha]: can be e.mplz)yed for research as. waIL :




Legeﬁbs %

to monster lore, leevnse,
- the iErf:’amre Lore skilk
 havea televant Knowkdgéskiﬁ of 4 'anks or g:reatet. Only one

tome’s bonus that you wish to employ, For instance if you have a
tome on undead that bestows a +4 bonus, and you research for
two weeks, yout gain a total +2 bonus to your research. To gain

~ the full bonus of the tome youd need to spend four weeks

researching it, { To learn more on tomes, see pp. 210)

If the book contains information directly pertinent to the
creature being researched (for example a tome with a specific sec-
tion on spine rippers) the research time can be cut down to one
day.

Without research marterial, you’rc left to gucsswoﬂm Research
time without a tome typically takes I week. You spend that time
dredging up facts, making contacts, and talking to folks that
might have some experience. Doing research in this fashion is
haphazard at best. Without tomes or other specific marerial
(scrolls discovered in play, or whatever your DM may allow) you
may only learn Uncommon facts. If you spend an additional
week doing fact checking, you can try to discover Rare lore, but
at a +5 to the DC of the skill check. If you have no research
material on hand you can’t take 20 for your research.

Once the research is done you need to make a skill check and
add all modifiers to the roll. You may take [0 for your skill
check; if you choose to take 20 this means the research takes
twice as long, The DCs for legends and lore die rolls are as fol-
lows:

* Common: DC 10

* Uncommon: DC 15

* Rare: DC 20-25 (DM’ option)
* Obscure: DC 30+

The more unique a creature is, the harder 1t is to find out
specific lore about that creature. If information abour a specific
creature is unusually rare the DM may modify the difficulty of
the legends and lore check. A suggested guideline is to take the
CR of a creature and add it to the DC of the check.

New SKiLLs

Creature Lore (Int; Trained Only)

Check: With the use of Creature Lore you can research the tales
surrounding creatures, In doing so you can try ro discern the
truths evident in the legends and lore surrounding specific beasts.

Using this skill you can perform monster research as per the rules
nnder "‘Legends & Lore”

'Spccial There is a synergy between Creature Lore and some
-f\nowledge skills, A PC with 4 ranks or more of Creature Lore
:wsH receive a +2 synergy bonus to a KnQWIe&ge check that relates
2 C thar is conducting research with -

'recexw. 1 +2 synergy bonus if they

bem:s mavlle a;@?edm

- weird thmg&-f i

New Feats

Unearthed Arcana [General] :
You have managed to discover the secrets of myth and I
and have distilled them into concrete knowlédge‘ ]

Prerequisites: No less than 4 ranks in Creature Lore,
Benefit: For every 4 ranks in the Creature Lore skill you may gam
Common, Uncommon, and Rare legends and lore on WO |
ic creatures from a specific creature category (i.e. giants, fey,
undead, etc.). As your skill mcreases so does your km)wle_dg_e‘-
every time your Creature Lore skill increases by 4 ranks you gain
insight on two more creatures of that type.
This feat is based on specific creature type. For instance
Unearthed Arcana (undead) gives you knowledge of creatures of
the undead type. If you want to learn about Aberrarions you
would need to take the feat a second time, as Unearthed Arcana
(aberrations). There are two exceptions to this: humanoids and
monstrous humanoids are “bundled” together, as are beasts and
magical beasts.
Special: You may not learn the legends and lore of a crearure
with a CR thar exceeds double your base Creature Lore skill.
Myth Delver [General] .
You gain greater insight into the rales and chronicles left over
from the past. X

pretequ.isitest Bard (meA
Benefit: You gain a +4 circumstance bonus on skill checks to
research lore or a +4 circumstance bonus to your bardic knowl-
edge check (whichever is greater).
Special: This feat may only be taken once.
Sagas and Stories [General]

You've done a lot of reading and study on the myths about a
specific creature type,

Benefit: You automatically gain Commen knowledge on any

ture of that type when it is described to you. When research
monster of that specific type your legends and lﬂr’ﬂ check takes
half of the regular time.

For instance, you may only Lake Sagas
If you select Sagas and Stories again
ent creature type, -
Tall Tales [General]

You've hstent:d to a lot of |




Tauf hauls the thick and dusty book from the top
shelf. His frail arms tremble as he lowers himself
down the ladder. The book sits heavily in his arms.
" Botnd in iron and brass, it is large enough to use as a
: hield He positions it over the lectern just as his strength gives
-m_ﬁ,_. and the brass and crimson book lands with a resounding

His tired eyes peer from beneath thick lenses, Wearily he
ngs a lantern closer so he may read. His frame is bent with the
-~ effort of carrying the tome; he sits heavily in his chair. Slowly,
and careﬁ.r]lv, he opens the cover of the book. Words in ancient
C ‘ygnaran stare back at himn. The words scrawled in blood and ink
m ‘a warning,
: - “Read these secrets with fear in mind, for your soul erernal
];:hé.y soon be mine.”

A chill runs down Olauf’s back. The passage is a warning
scribed by the Agryth Vashok himself, a thousand years dead,
destroyed by the Orgoth.

Even though Olauf’s fear commands him to close the cover
ta the massive book, he doesn'. Licking his lips in anticipation he
_1?5_ the first page. Out loud he thinks to himself, “For the
‘knowledge in this book, eternal damnation is worth the risk.”

Tomes, whether they come from a musty library or long lost
ruins, are sought our for the secrets they hold. These librams of
“Jore and legend are knowledge, dammnation, and to some, salva-
- tion. Tomes of creature lore will be considered here, though the
-~ rules set down will apply equally well to any other field.
Tomes are always written with specific subject matter
- mind. The subject may be broad (trolls of the Iron Kingdoms) or
 speaific (gobbers of Widowers Wood). The DM must keep the
: _subgect of the tome in mind as research tasks are adjudicared.
: An{tlent tf:m dort tend to be very portabic Ty"plc&ﬂv a tome

reature Lore skill (or anoth-

d“{ t%us kklu, one Candd\.e mto

many weéks studying it.
or msca.rdmlg midcad,
[ _sccref:s.

bonus is gained for every week spent reading the mﬂldy book; for
a minimum of [ week. Thus if one has access to a tome with a
+4 bonus and may only read it for two weeks, they can gain.a kD
to their legends and lore check (see “Legends and Lore” for more
info) using that book.

Sometimes tomes contain detailed snippets of information
that prove immediately useful. This can be in the form of
Common, Uncommon, or Rare lore. It takes about 1 day of
reading to absorb these secrets per creature detailed. Thus, 1 fa
book held detailed lore on three specific creatures, it would take
three days to absorb all of the information.

Lastly, more than one tome can be used for research, but the
maximum benefit that can be realized from any combination of

references s +35.

Monstrous Manuai.s

THe Manual. o Kep Dram Duran

+3 Tome of Aberration lore

Ked Dram was a mage who had a fascination with the
twisted mutations found in the sewers and passages beneath
Corvis, If it burrowed, levitated, squelched, or dragged itself
along chances were Ked had classified it in this book. It's said
that he met his end while trying to study the murated leech
colonies that dwell in the fetid canals of the Undercity of
Corvis. Amidst pools of glowing sewage and half-dissolved rat
bones he was finally found. His scabby, blood-drained corpse
was covered with toothy mawed monstrosities.

The Manual of Ked is a large tome covered i a slick purple
and green hide cover. It smells famntly of some sort of chemieal,
and the cover itself is slick to the touch. If left in the dark, it
glows slightly, giving oft enough sickly green ].ight to read the
pages.

Legends & Lore

Ked Dram Duran’s manual contains Common lore on any
aberration that can be found in or near the city of Corvis.
While what creatures this entails is up to the DM to decide,
the book does contain information on the anatomy and abili-
ties of many other aberrations as well. The gruesome dt&gl:ams :
and frantically scribbled writings bestow a +3 bonus on legu“ iz
ends and lore checks that research 1berrat1cms

Toren's Ciume to Rcvcnants ano ReammatES, < T
_StH enition ) ==
+I Tome of Undead Lorvs '




Tomé3$ or

! adifenmrér Alﬂ!oug}i it has been reprmnted many times, the
' information is fairly ur.ef'uf if mot completely accurate. This

common tome offers the occasional insight mto the behavior of

the risen dead. Traditional wards and swamp folk charms
against these.creatures are detailed to some degree.

Legenﬂé:& Lore

The Guide to Revenants and Reanimates derails methods and
means to deal with all sorts of undead. This book grants a +1
bonus te all legends and lore checks to research undead.

CHronicrLes or tue Trorr Hunter

+2 Tome of Troll Lore

The chronicler Karl Gauss first began retelling the rales of
Sargov Cromme, a man tougher than steel and deadlier than a
razorbat swarm. Sargov 1s a hero of the people of Khador. A
statue of him can be found in the ary of Korsk, his left foot

poised on the massive head of Groane the Grim. Groane was a

legendary dire troll that Cromme k_iﬂe.d in a savage struggle that

lasted a month—or so the tales say. A troll hunter and self-
styled adventurer, Sargov generated endless tall rales for Gauss
to retell. Most of these tales have become more preposterous
over the years. However, in this collection of myths there are
some truths about the trolls of the Iron Kingdoms.

Legends & Lore

This lavishly illustrated book contains tales of all sorts of
fantastic whimsy. Although the truth of the matter is probably
far more bloody and grim, this book paints a picture of heroic
struggles. against vicious monsters. This book has no special
quirks, but the lore it contains on trolls is oddly accurate. This
book bestows a +2 bonus on legends and lore checks regarding
trolls, excepr for trollkin, which Cromme did not cross paths
with much.

Tome Creadtion

nverness holds the pen in his rig]'n hand, the tip poised over
paper. As he writes, he takes occasional glances back at the
limp creature on the dissection table. Sharp, jagged spines

over its limbs and back, cocking its body oddly on the table.

If it stood it would be as tall as Inverness himself, and perhaps
two to three times as strong. Luckily, it lies quite dead, festering
sword slashes and arrow wounds riddling its corpse. The killing
blow, a red-feathered arrow, stll juts from the creature’s heart.
Although Inverness has extensive knowledge of monstrous
-~ humanoids, this creature is unique and warrants further study.
: liWemess details its an:
_I_nort: tmusuai quqhn’és :

Ty, andhsketches ot diagra.rm of irs
S h wt}rks\he lwpes that t’nc adventu-

This will prove to be an interesting addition to'h
Most interesting.

The libraries of the Iron Kingdoms are vast and full of :
knowledge vital to the cautious adventurer. It is 1mpm51BIem i
detail all of the books on these shelves, but here are Provlclcd
some guidelines on crearing tomes for your campaign. Keep'i in

mind that these texts and writings aren't common em_)ugh to '_b_'e :
readily available. Tomes of [ore should be treated with the same
accord as magic items. These books unleash all sorts of informa-
tion, and that can be a nightmare for a DM trying to kcap-t::;.b;c__
on a group of rambunctious monster-hunting players. : _

Creating a tome requires a bit of thought. To add dcpﬂl and :
background to each tome you create you should consider the o
points below. These will help you breathe life into the books .md ;
possibly spawn adventures for the players to take on

‘What is the tome’s title? The title 15 often an indicator of
what sorts of subject matter it covers. Some tomes will have
highly technical sounding titles, such as Theories and Analytical
Diagrams of the Black River Dracodile, while others will have very plain
titles, such as Legends of the Gatormen. Foreign tongues also great to
employ in ritles, such as the Libram ex Grymkinae. ?

Who wrote the tome? Was it scribed by a wizened sotcerer or
written by a swordmaster of Khador? This will often factor in to
how the tome is written, whar it locks like, and where it might be
found. A short background on the writer, even a sentence thar
describes who they were will prove helpful.

Why was it written? Perhaps it was commissioned by the mil-
itary or a wealthy enthusiast; it also might have been written for
the masses, being found in bookshops and libraries. Even secret
societies like the Inquisition may require books to aid them with
nefarious plots, and this reason can often factor in to adventures
that may involve the information in a tome.

When was it written? Is the ink still fresh on the pages, or do
the pages crumble at the touch? Often books like these can be as
ancient as all time or newly written by men that are sl alive. The
age of a tome can determine the value of the information inside;
It can also determine how careful anyone handling it has to be.

+1 IGE}U "P'-
-1-2, 2500 op
-i\(% 6000 gp.
44 10,000
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‘making -sécqndéry oppenents more dynamic and challeng-

Saving TbIOWS Do note that in some cases creatures will
Ve an increase to a saving throw through both a stat
case and a saying throw bonus—the two stack. So, if an
ai@‘ hum'cr creature received a +1 to its Reflex save due to its
Dex increasing by 2, this 41 would stack with the +2 it
receives to all saving throws,

ALpHa Hunter

: An alpha hunter is typically the dominant male in a pride,
ij‘ack, or pod of hunting creatures. Although it is typically
z épp]jed to animals and beasts, it may in some cases be applied
" to more primitive humanoids or similar creatures as well. The
31Pha hunter is almost always male, and he is the biggest,

strongest, and oftentimes most cunning hunter of the pack.

Hit Dice: Double the creature’s Constitution modifi-
er to hp.
Add +4 (Improved Initiative).

Add 10 feet to the creature’s speed.

Initiative:
St
AC If it has a natural AC bonus, that bonus is
increased by one half.

Add +2 to all saves.

Add +5 to Strength, +2 to Dexterity, and
+2 to Charisma,

Abilities:

The creature gains bonus skill points

:Skills_:.-

enough to give it maximum possible ranks

in Intimidate (these bonus points may only
applied to Inumidate).

mlifoved ]_nitial:ivc, Leadership™.

strategies as its base creature, only with greater's'pééd i
strength. Do note that alpha hunters capable of using w:;aprms*
and armor will 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 medifier 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
will be extremely rudimentary (‘cause thcy’re animals, see?),

Biroonthirst

A carnivorous creature is 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 crearure, although this

only makes them more singular in their purpose.

Initiative: Add a +2 morale bonus to initiative.
AC: Creature suffers -2 to AC.

Attack:
Damage:

Add a +2 morale bonus to melee strikes.
Creature gains one and a half times
Strength modifier to damage; if the
Strength modifier is already multiplied as
such, then it is now doubled.

Blood rage.

Gains the scent extraordinary ability; all

Special Attacks:
Special Qualities;
ranges are doubled when tracking a bleed-
ing creature.

Creature gains +2 Fortitude and -2 Will.

Gains +2, Strength and Constitution and -
4 Wisdom.

Challenge Rating: Increase by I.

Saves:

Abilities:

The first alignment component shifts to
chaotic, if it isn't already.

Alignment:
Restrictions: May only be applied to carnivorous crea-
tures; on occasion it may apply to omni-
vores, but only those that rely heavll} on
meat.

Comgsat
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| areacks, and they have a penchant for sending blood spraying
'(‘:vefj/wherc':, be it their pre}rts' or their own. They are smart
enough to attack weaker prey, and if they have not blood raged
yet, then they may even retreat from melee. Once they blood
rage, they ?e_corne bundles of terror that kill everything in sight
except other members of their own pack.

Blood Rage (Ex): Whenever a bloodthirsty creature draws
blood in combat, there is a 5% chance per hp of damage dealt
thar it will go into 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 te its AC. It will keep on fighting
until -0 hp at no additional penalty, although it is not allowed
any rolls for stabilization while in this state. It is immune to all
fear effects in this state and will fight 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 creature is one that is slyer and slicker than the rest.
They have a preternatural cunning that sets them apare 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: Crearure gains a +2 insight bonus to AC.
Attacks: The creature may apply its Wisdom modifi-
er to attacks mstead of Strength or

Dexterity it it is higher.

Saves: Add +2 o Will.
= Abilities: Add +2 to Intelligence and Wisdom.
= Skills: The creature gains 2 x Inrelligence score in
bonus skill points.
Feats: The creature may choose 3 bonus feas,

e Challenge Rating: Increase by 1
Restrictions: May not be applied to creatures that lack an

Intelligence score.

~ Comgat
As its name would mmply, a crafty creature will favor tactics

to strength in combat, oftentimes avording it altogether. One of
their greatest strengths is in being underestimated and using

their base creature abilities in surprising and unexpected ways.

have wandered irito such an environment and have
although sometimes entire groups of creatures might |

adapted 1n such a manner.

Speed: Creature gains climb movement equal to
half its base movement.

Special Qualities: Darkvision 60 ft., lean, scent.

Saves: Add +2 to Fortitude saves.

Abilities: Add +2 to Constitution and Dexterity. .

Skills: Creature gains a +4 racial bonus to I—ﬁéle{

Listen, and Move Silcntly checks.
Challenge Rating; Increase by I
Restrictions: This quickplate is typically not applied to
Large or larger creatures, and obviously it do
not apply to already subterranean creatures

Lean (Ex): Food and water are harder to come b}r i
subterranean environment, and deep dweumg creatures
adapt to having less of them. They require half as mudl

sustenance as their base type.

HOLY

While the path of evil is oftentimes the road most easr.[y
traveled, the path towards light can be just as powerfu.[—-or
even more so. A holy creature is one that has been in the pres-
ence of a divine aura for so long that it has become imbued
with holy might. Most of such creatures are ones thar have becn
guarding a holy site for an extended period of time, although
those residing in such areas for long periods might be atfected

as well.

AC: Creature gains a +2 sacred bonus to AC.

Damage: All melee attacks do an additional 1d4
sacred damage to evil-aligned creatures,

Special Attacks: Hfaling‘ ;

Special Qualities: Damage reduction 10/+1, detect evil,

enlightened body, unshakable.

Saves: Add +2 to W{H‘ sayes.
Abilities: Add +2 to Wisdom and
Challenge Rating:

Restrictions:




Lates

d Body (Su): A holy creature is immune to dis-
luding magical diseases, and has a poison resistance
£ I5. While they remain in the area that
& ith their aura, their aging slows to a crawl
'?im fourth normal).
aling (Su): A holy creature can heal other creatures by
ere touch, It may heal a number of hit points per day
to its HD times its Chanisma modifier. These points may
Pﬂxﬂd out among multiple healings. The creature may heal
t may use this ability as a touch artack to deal damage
L '_ﬁndead; the amount of damage done is chosen after the
creature has been successfully touched.
- Unshakable (Ex): A holy creature is not affected by fear in
Yy capacity, magical or otherwise.

-&Li(jl’leD

The powers of evil oftentimes manipulate powerful ener-

= gi'cs. and if left unchecked those energies can seep forth and

‘exude their influence upon the world. A maligned creature is
one that has been rainted by dark energies of some sort.

Creature gains a +2 profane bonus to AC.
All melee attacks done by hand (not
weapon ) do an additional Id4 profane
damage te good and neutral-aligned crea-
tures.
Special Qualities: Darkvision 60 ft., detect good, light sensi-
tive, longeviry.

Add +2 to Will saves.

Secend component shifts to evil.

Saves:

Alignment:
Challenge Rating:
~ Restrictions:

Increase by 1.

NOHC‘_

Comesat

Maligned creatures will use the abilities of their base type,
except now they will prefer fighting in darkness and using
calil and deception as'much as possible.
; Detect Good (Sp): The creature now inherently detects
alrgnEd creatures, as per the spell detect good.
i BtSen itive (Ex): The creature suffers -2 to mmame
nade m'hght stronger than rorchlight.
) The tortured fms{gnce of such a cre-lt'urr
one.. So iang as the mal;[gncd creature e
"'f‘.-. tamted aura, its
norma.ﬁ

Steartms

As its name would suggest, a stealthy creature s one that
has mastered the arts of stealth to a far greater extent than s
typical for its race. These crearures can develop in any number
of ways. Quite often they are loners who were forced to fend
for themselves and who found ulterior means to strength to
survive, although sometimes an entire group of a particular
creature might have adapted these means together.

Initiative:
Speed:
AC:

Gains a +2 msight bonus to initiative.

Add 10 feet to the creature’s base speed.
The creature may add its Wisdom bonus, if
any, to its AC.

Sneak attack.

Add +2 to Reflex saves.

Add +2 to Dexterity and Wisdom.

The creature gains a +4 racial bonus to
Balance, Hide, Move Silently, Listen, and
Spot checks.

Increase by 1

Special Attacks:
Saves:

Abilities:

Skills:

Challenge Rating:
Restrictions: May not be applied to creatures lacking an
Intelligence score nor extremely large crea-

tures (DM's discretion).

Comgat

Obviously, stealthy creatures favor stealth in combat. They
will usually make good use of their natural abilities, as well as
their natural habirar. They favor their sneak attack, especially if
attacking in numbers, and rhc}' are seldom afraid to retreat
from a losing bartle.

Sneak Attack (Ex): A stealthy creature may 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 o AC. Creatures immune to critical hits are immune to
this ability. A successful sneak arrack deals +1d4 damage per 2
HD of the stealthy creature. -

TOugﬂ

rm,ryr than most uf its kind.
Hlt Dice:
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Speci:ﬂ‘Qu:i}ities: Improved healing,

Saves: Add +2 to Fortitude saves.
Abilities: - Add +4 to Constitution.
Feats: Endurance.

Challenge Rating: Increase by I.

Restrictions: Creatures lacking a Constitution score may

not be of this type.

Comeat

A tough creature will fight as per its base type, but will be
harder to take down than most.

Improved Healing (Ex): The creature now heals at double
the base creature type’s rate. If it has any healing special abili-
ties, such as fast healing or regeneration, the rates those are

doubled as well.

Ursan

An urban creature is one thar is normally found in the
wilderness, but which has adapted to life in the aty. These are
usually small creatures that have made a nest in some rundown
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 sub-
jects of greatly exaggerated urban legends.

The creature gains the urban subtype.

Type:
Speed: They gain a climb speed equal to their nor-
mal speed.

City stealth, hidden den.

Add +2 to Fortitude and Will saves.

Add +2 to Dexterity and Constitution.

Special Qualities:
Saves:

Abilities:

Skills: Urban creatures gain a +4 racial bonus to
Balance, Climb, Hide, Jump, Move Silently,
and Search checks.

Feats: Dodge, Mobility.

Changes to solitary in most cases.

Organization:
Challenge Rating: Increase by 1.
: Creatures larger than Small size are not

normally allowed to use this quickplare
{DM's discretion).

s

tlee from enemies through urban terrain with grace that f
can keep up with. Secrecy is part of their nature, and assu
they usually only engage in Combat when it favors ﬂlcni

City Stealth (Su): An urban creature leaves no. t:raé[ks when
moving about in an urban environment and ma; not be I:racked
by conventional means. :

Hidden Den (Ex): All urban creatures maintain a d&n o
some type. This is always in a hidden location. Anyone '

attempting to locate it suffers a -4 circumstance pena.ll:y to aﬂ
related skill checks (such as Spot and Scarth)
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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 placked the spines off a lepf_nq spine ripper. Nothing
c{}uld be further from the truth, and T was there to see it .1"‘
The diffs were much hi gher, the
gorax was a frenzied mother pro-
tecting her young, and the spine
ripper wasn't sleeping at all. T won't
even go into the dracodile—1 had
my eyes closed half the time!
To say that Professor Pendrake
is 2 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 urerly
mad. Did I not know him 111}’sclf_. I
would think that he must be two
different men, indeed.
The man the students know,
the professor of renown who has
brought the Corvis University such
esteem, 15 a pensiv«‘., engag{ng char-
acter who speaks on the subjects of
extraordinary beasts with infallible
expertise and 1n a tone so caretully
‘metered that one is nearly lured
' into a trance-like state by his cav-
- ernous voice. The Vikror Pendrake
‘Tknow, hawm:f the one who pur-
es the masx Ew:s{}me mhabxl:;mts

fjhs interests lay elsewhere,
is ._\the mechantkal acumen of
ras known to wander off
r;g s.trangc, tracks that he

n, Pmdmke s wanderlist led
&&f& @F. "maient con rrontaLmn betwem

Viktor

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 Vikror
His obvious resourcefulness and natural wilderness expert-
1se immediately garnered Pendrake employment i 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
command of an entire company of
Cygnaran rangers just before his
twentieth summer. Sadly, the com-
pany would meet a miserable
demi:ie.. but thfs event would mark
the beginn{ng of a legend.
Pendrake’s scout company was
deep in the heart of Khador, work-
ing a patrol circuit that monitored
the deployment of this violent
kingdom's most elite units. The
scouting company had just com-
pleted its assignment, and Pendrake
prepared to move his men back to
(:ygn;lr, L‘.Llrr)!l'ng wi Eh l:hem vitaI
intelligence desperately needed by
the war council back home. A trai-
tor in their ranks, however, sold the
company our for a handful of
crowns. A full battalion of
Khadoran regulars ambushed the
scours, and in the end, all were
slain save Pendrake.
With only two parchment
tubes containing the critical intelli-
gence 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 himself in thick
mucd and leaves. Mimicking the stunted trolls, he waded into
their pack and lost himself among their numbers. The
Khadorans, seeing litde to gainin engagmg the scores of crea-
tures, withdrew from the area ro continue their search for the
elusive scout. For three weeks, Pendrake lived: ‘among the pygmy
tl‘()ﬂ:. cai‘mg, hreathmg and a}eepmg 48 Ore of t]’;e‘sr kmd tmftﬁ :
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~the batralion of regulars gave him up for dead and abandoned
their search of the area.

Weeks later, Pendrake dragged his weary form to the gares
of a border forrress and handed over the crucial documents.
The look of disbelief on the faces of the gate wardens is some-
thing 1 mvse]f’ have grown accustomed to in my ecight years as
Pendrake’s assistant.

For his valor, Pendrake was oftered 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 ar the age of twenty-one, Vikror
Pendrake became the first junker ever admitted to the Corvis
University, Department of Extraordinary Zoology.

The good Professor Fulgar Wynham accepred Pendrake

under his wing, perhaps seeing something in him that he missed
trom 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

Pendrake always rose to, seeming])’ without effort.

Within a few more summers, Pendrake earned his residency
at the university and took his place amongst 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 thar stalks
the hills and forests of Caen. His latest and grandest work, the
first volume of the Monsternomicon is now complete, and I dare-

: say 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 Vikror Pendrake, and by
Morrow, I hope 1t 15 a long path indeed! Though ['ve never
thought of myself as the “field research” type, no scholar worth

-~ lus 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 wit-

- nessed with my own eyes fearsome monsters engaged in behayv-
ior 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 aﬂ,

Fromr the memoirs of Lyrus Wesselbaum, senior assistant 1o Professor Vikior
_Mmﬁ'e University gf i i Dspartment of Extraordinary Zoology

" Orok ta
o ranger.'_ﬂ%a

Comgat

In combat, Professor Pendrake is a terrof to behold—nor
for his blazing weapons, nor the bloodlust in hus e;fts_', but : o et
rather for his determination and absolute lack of fear. Pendrake
usually charges into combat headlong, most often opening up ;
with a volley of arrows, which are followed by close melee com-
bac if possible. Although he is audacious, the professor is-qdité :
crafty, and he wins his fights quite often through trickery or
manipulation.

His preferred weapons are his composite long bow Un's
Iucky lnng bow, the first he was commissioned as a junior
scout ) and his short sword (an ancient relic found on a subter-
ranean quest); both of them are traditional weapons of a
Cygnaran ranger. He has also become a master at the eluslve
aldar’s chain—an exotic weapon native to the sailors of Ond.”
The professor also frequently carries a pistol or rifle with him
when in the field, though he admits he has litde skill with

firearms.

When sheer bravado and melee won't overcome a situation,
Pendrake turns to his allies and his resources, both of which are
quite extensive. He is also not afraid to admit defeat and retreac

when the situation warrants it.

Allies & €nemies

Lynus Wesselbaum (Rgr6 /AdvSchI): The professor’s sen—
ior assistant, Lynus helps Pendrake mn most everything he does.
Although he possesses the courage of a typical bookwormish
student, he can never refuse an adventure ar 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_' o
her in the clutches of a dire troll, and after saving her life he
found that he just couldn't get rid of her. E'C_Iea furr_md out to

be as smart as she is adventurous, and thc_ p'zofe,ss__qr has 1

good use of her help, despite her not b.i:'iug' ' tllée._ﬁl_ Althoa




5'as a wizard are quite well known, and he has made
f a welcome advenmring p;m:ner to Pendrake many

Nataha Casale (Ari6): Naralia is the wife of one of largest
mmost powerful merchants in Corvis (and all of Cygnar for
at-matter), and she secretly runs its operation through her
it eless, puppet husband. Although a ruthless woman, she has
proved quite a resource to Pendrake, who has in turn pulled
variotss favors for her company. She also draws quite a bit of
water in the circles of Corvis's wealthy elite.
 Gusten “Chilly” Vilchmanker (Rog7): While he's nor the
“type one would find at a high society gathering, Chilly is still a
connected man mn Corvis and beyond. His knowledge of
vrvis's underworld and—most importantly—rthe traffic com-
ing in and our 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's finest, Mitchel is
i a proud member of the Corvis watch. In many ways he's a beat
guardsman like his colleagues, but Mitchel has been around
& l’é‘hg_ enough to see everything the city has to offer. He knows
every nook and cranny of the ancient city (above and below
gnsund) as well as the faces and rap sheets of most of the
town's crooks. Filkins assists Pendrake frequently on his
is-based romps, and provides other services as he is able.

essor Viktor Penprake

‘human RgrS/Adv Sch9: CR 14; Size M (5 ft, 11 .
5 HD 5310+9d5+42 hp 123; Init +2 ll')cx bpd 30 fr;

1.

+35, Craft (small arms)} +35, Creature Lore +22, Decipher - :
Seript +11, Diplomacy +8, Gather Information +12, Handle
Animal +14, Heal +4, Hide +8, Intimidate +8, Intuit
Direction +6, Jump +3, Knowledge (tactics) +14, Knowledge
(geography) +14, Listen +9, Move Silently +8, Profession
(pmfessur} +12, Ride +3, Search +9, Spot +9, Swim +35, Use
Rope +6, Wilderness Lore +16; 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 { dragons), Unearthed
Arcana (beasts and magical beasts).

Clerical Spells: Professor Pendrake utilizes an optional spell-
less ranger class that will be released in a future Iron Kingdoms
product.

S})eciaL AsiLities:
Favored Enemy: Gobbers, trolls. (Note that this represents
more of a deep knowledge and understanding of these crea-
tures garnered through experience, rather than a burning desire
to hunt them.)
Favored Terrain: Forest. This grants a +1 bonus to Hide,
Intuic Direction, Move Silently, Spot, and Wilderness Lore
checks mn his favored terrain and also reduces the terrain move-
ment penalties in the favored terrain to the next highest frac-
tion (x1/4 becomes xI/2, xI/2 becomes x3/4, and x3/4
becomes xI ).
Field of Study: Field Scholar of zoology
Base of OPerétions: Cygnaran Royal University's Corvis
branch; Title: High Chancellor of the Department of
Exl:raol‘dfn:lry 700]0g}!
Scholarly Repurtation Score: +13; Works written: The Gobbers of -
Caen, a twelve-part series (currently seven volumes complete, -
each +1 tome of gobber-specific lore); Genera and Species of the
Southern Trolls (+2 tome of troll-specific lore); On the Habits of the
Dragon’s Tongue and Black Rivers Humanoids (+1 tome of mon-
strous humaneid lore); Training Technigues for the Two-headed Arpus
(+2 tome of argus lore); Seattered Notes on the Nature of the Umbral
Reaver Ulnpubhshed +1 tome outsider lmﬂ . 5 aimee
ment: +4 enchanted dracodile hide a.rmm:’ f-i- 7 total
AC; +3 base AC, +4 magical enhancement; fio armo
pen'ﬂt}f : +3 ancient Orgoth blade (sholt gvord -[-3 :

53;101"5 char_n weapon thh wclght at one end and

hook /. spear at other end; may use all apecm} abll_ ; i
chain, though Lonstéércdf afi'anged weapon} "C}’gna}:a}lm
bow. the professor’s Iuﬁiky bﬂw Lmnper;iﬁe: '_;g.bow %&M
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allous fingers ran through gray hair, pausing to
seratch an aged scalp. The man sighed, then looked
back up at the lock he'd been studying for three
minutes. It was ser in a massive bronzed metal
door, covered with overgrowth, and bearing religious symbols
lost to most.

“Well, can we get in?” A young man asked in a not-so-
enthused voice. He was wearing a large backpack and ﬁdgft--
ing heavily as he stood behind the old man. "Professor
Fincher...?”

The old man stood up, wiping the sweat from his eyes

with the backs of his sleeves before
putting his glasses back on.
Although his faded,
straggly hair
and

wrinkled skin spoke of many years, his steady gate 2 d firm
posture told of a confidence that knew no f'raj'l\ty. “Kootler,
give me the hammer,” he barked, his bearded face showing no
E)a[ il’.l‘l "z o E

The young man dropped his backpack and began rcotmg il
clumsily through it. “This hammer?” He asked a moment
later, handing it to him.

“Well, how many did you bring, boy?”

The youth loocked confused. “Just thar one, sir.”

The professor stared at him, arms crossed, for a long
pause. The boy squirmed. “Well, are ya going to give me the
spike, boy!"

“Spike? Spike . . " He rooted frantically through the

”

p;lck. “You didn't Say-
"By Morrow, boy. Do you
know how many course

credits you're getting for
being my assis-

tant?” The boy
kept rooting




Hg struck several times, each time harder
he last, but the great steal door didn't budge. “Blasted,
temple!” The professor cursed. “Couldn't leave a key
Ace that wouldn't sink under a SWamp, SO NOW you got
-me do it the hard way, eh!” He brought the hammer

Dcs“pite the rolling echo of gunfire, the click of the trap
ich going off could still be heard. A volley of arrows
blasted from a dozen holes in the door, peppering the air
th darts, The assistant shrieked and fell backwards against a
e He lay there motionless, his sweat gelling on his skin,
d several moments later was picked up by a set of hands
d manhandled to the ground.
“Get up, boy. Damn it, we haven't got all day,” the profes-
r-demanded. There were several darts sticking out of the
fpfessor’s clothes, but he seemed completely unharmed. The
boy looked up and saw the professor’s hat nailed to the tree
sove him by twoe darts. The boy glared ar 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

Will Luck

Bonus*
+1

izl

Come on, son. No time to

into the now open doorway.
dally. Remember, we're domg this for science, t]"}i"_‘ professar
said before stepping into the temple himself and shuttxr_]g 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 enthusiasti-
cally as he patted the boy on the back, shoving him farther
into the darkness,

Description

All of us thirst for knowledge o 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 bedroom,
study, or library surrounded by tomes, charts, and other
curiosities. For the adventuring scholar, this just isn't enough.
They need to experience their passion for knowledge firsthand,
and their hunger for that knowledge often rakes them to places
undreamed of by most. After all, somebody has to visit all
those strange places they write abeut 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-

Special

Field of study (. (field specm]n.L +2/ +1), base of opcratlons,
agamnst all odds

Exotic weapon fear

+1 __Benus language ~

"1"2 (’/ 4 1 §
24, . Jar T s
‘% Easy allfes, field scholar r\+4/ +2; may takcfl,@)

+2

+2\\

+

+3
=iy
Sy

%
Advmmre.r’s zeal

Bonu: guage Kttt
~_ Pen schola.rly work it
Easy allies (mu.pro_vtd_) =

B()nuaizmg.m.gt ¥t 5
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3 - 1es of “!‘:]TE"Wbﬂa.m search of tréasurc Or power, thcy do it for
knowledge. The primary tools of the adventuring scholar are NOtaBLe Persons c L

wit, deterrru'.naﬁqg, kndwlcdge and a touch of both brawn and Lorant Neci (AriS /AdvSch6): Lorant is o of Lhe: 5
luck. With these they delve the mysteries of the world, unlock— foremost historians and, in particular, is the most Jeartied -
ing secrets that few would dare to fathom : scholar on the Orgoth Empire in all of the Trou ngdom -

' 1s also one of the most Pmshglom scholars about when it

comes to penning scholarly works, and his tomes range far an

_' ]-rl tHe I-ron Kln DOMS wide, having been translated into scwr:ﬂ languages across |

Ahvantivg schiotats in the lron Kingdotis some (o all kingdoms. He works primarily out of The Merin Schiool o

e : . Learned Sciences {a small academy, but one thar has secure
varieties, The Iron Kingdoms boast several major centers of ( ¥ i

h.ighcr learning, including the Caspian Royal Academy, Corvis some powerful independent financing and has been able to

L e TN e

some important work be
Mercir, the Merywyn = T““‘@ of it), but he does a grea

s ; i e of traveling throughout the
Beaderms the Mt Sehool Tasie 1-2 €asy Arties inedomis. Fe s o
of Learned Sciences, Fredek 3 : ik

Currently Neutral Friend Confidant Ally every major university m the =
Antagonist 30 40 50 60 land, and many people seek b
Neutral 20 30 40 50 out for his counsel on ali mar-
Friend J— S 30 40 ters historic, He s also known
Confidant — — o 30 for being wound very tight for a
Ally — i = — bookish type and is prone to
losing his temper.

E gt : : Coriandr Jagus
.Sor?/ Adech:ﬂ Coriandr Jagus is among the few advennu"mg.

scholars who has made creature lore his area of expertise. He

University, the University of

University (in Ceryl), and
more. While chere are many
profe.ssors at these universities,
only a few have what it takes
ta be an adventuring scholar.

-
3
)
.
e Of course, they aren't restrict-
4 ed to institutions of learning. C*—

Adventuring scholars can be
found working independently, hiring out to wealthy patrons, or
even doing research for large guilds (for example, The Steam

Z z : rew up in Caspia, the son of a respected professor. Coriands,
and Tron Worker’s Unien has contracted adventuring scholars g P pLd; P P 2

. o . ) N however, did not have his father's patience for the classroom,
on several occasions to assist in private metallurgy research).

and when he began discovering his natural talent for magic, he

began to discover his love for running where the wild things

TasLe 1-3 ScHolarl_y Works

Level of Tome Length of Reputation Maximum
1 Tome Bonus DC Time Bonus Number
B8 Basic +1 20 2months  +1/2 12 works
e Advanced +2 26 6 months +I 8 works
o, Master +3 31 1 year +3 5 works
Grand Master  +4 37 3 years +5 3 works

Legendary b 42 [0 years +10 I 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 1s finished (. \scc

"Tvmes pp 210 for more info), 5

. ‘[&C’ indicares the di ﬂﬁcult}- class of the die roll, and “Length of Time” indicates how
At in l:he crean{m atl:empt £ ; :




cak. Jagus is known for his penchant and talent
g himself right mto the middle of whatever it is
e it through stealth, guile, or magic—usually a
1on of l;he three. He and Professor Pendrake are quite
' {&m:h cach other and share a great deal of mutual
ﬂiqt_igl}.they have no preference for the other's meth-

[HC ADventuring ScHoLar

.Requirements

To qualify to become an advenruring scholar, a character

tr.r:aisl: fulfill all of the following criteria.

Knowledge or Lore (any): 5 ranks.
‘Gather Information: 4 ranks.
Profession (teacher, curator, erc.): 5 ranks.

Y Feat: Skill Focus (any Lore or Knowledge skill).

Crass Skil1s
= Alc'hcmy (Int}, Balance (Dex), Climb (Str), Concentration
{Con), Decipher Seript (Int), Diplomacy (Cha), Gather
Information (Cha), Jump (Str), Knowledge (any; Int), Listen
(Wis), Lore (. \an} ex: Wilderness Lore }, Move Silently (Dex),
Profession | (Wis), Search (Int), Speak I_angingt {Int), Spot
{Wis), Swim (Ser).
Skill Points at Each Level: 6 + Int modifier.

Ci1ass Features

~ Field of Study: Lvery adventuring scholar has a specific

scholastic field that he or she specializes in (“general knowl-

edge” may not be selected).

'&n‘..ﬁg that the scholar 1s very passionate about, and his research
ﬂig-‘_ﬁel& is both personal and very rewarding. Usually, they
_jﬂ\sf} have some sort of special focus within that field that

1t kind of a pet subject (no additional bonuses for it, how-

Thus field of study 1s always some-

er): ;

xa@‘ﬁSdcmd i spcaahst and ga.ms a+2 competence bonus ;0 .111
A @Cfgf.‘ ‘Iﬂd Lm‘e skxﬂ checks related to his or her ﬁeid_ of
i oy als 1 :z:;erg} bonus to Lhe}ks\_

=5 MStd evel it is + [ ar 7th level it is +3, etc.). =
 Field Specmbsc AL Ist level the adventuring scholar is i

Field Scholar: At Sth level the adventuring scholar is con-
sidered as a rrue scholar in his or her field. The competence
and synergy bonuses for this ability rise to +4/+2 respectively,
The scholar may also now take 10 on any Knowledge or Lore
skill roll related to their field of study, even if circumstances
would normally prohibit him from doing so.

Field Master: At [0th level the scholar 1s a master of his
or her field. Their bonuses rise to +6/+3 respectively, and
they may now take 20 on any Knowledge or Lore skill roll
related to their field 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 usually
a university, museum, ot similar institution of culture or
knowledge. The scholar may draw upon this place for resources
{within reason), but he must also pay it the respects he would
any other place of employment. Adventuring scholars who
abuse their role may have it revoked (at the DM’ 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 a wealthy benefactor, they may not spon-
sor 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 may be added as a circumstance bonus to Charisma
based rolls (such as Diplomacy skill rolls or attempts to influ-
ence NPC artitudes [
extraordinary, supernarural, or spell-like abilities) to influence

[Table I-2 below]; it does not influence

fellow scholars, students, aristocrats, and other educated indi-
viduals who would be aware of the scholar’s work and impor-
tance to the scholarly communicy. The base modifier for this
ability is equal to the adventuring scholar’s competence bonus
as a specialist, scholar, or master of his field (+2. +4, or +6
respectively), though it may be raised by penning scholarly
tomes (see below ).

Against All Odds (Ex): Adventuring scholars are known
for many things, burt their luck is legendary. An adventuring
scholar gains a luck bonus that applies to all saving throws (see
chart on Table I-1). It grows as the adventuring scholar
increases in level, though the bonuses are not cum/uhtfvcf_(‘at 2%

ic Weapon: In their travels, advcnturfng scholars a are
kﬂown to pick up all sorts of unusual knc)wlédge and abi
Ac 2l}d level rhey gain a free exotic weapenfctat. Chomt:" :
wyxﬁons varies greatly, although vcrsatdf: and clmr weaPQpé“
are the most ﬁwored




'Anveht'urin(i ScHorar PreSt‘i‘c_}e__,
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ar 5&1&?5‘%?19 '3L"l\.’erat-urer’s 7(:'11; a thirst for adventure that pushes
him beyond hismormal limits through sheer bravery. He may
now add his Chﬂnsma bonus to his AC. This bonus represents
a preternatural level of courage and occasional wanton aban-
don. This bonus applies even when wearing armor, as well as
when flar-footed. Tr does not apply if the schola" is immaobi-
hized.
_‘ Easy Allies (Ex): Adventuring scholars are also well known
: for their ability to find old or make new allies just about any-
L where. In any populated location, the scholar may make a
Gather Information roll to see if he can locare an existing ally
or create a new one. Use the Easy Allies table (1-2) below to
determine the DC of the roll; first find where the NPC (either
the individual being affected or the general level of the local
populace) falls in the "Currendy" column, then roll. The
scholar may add his Gather Information ranks, as well as a +5
competence bonus, to the roll (in addition to the Cha bonus).
Lock across the line to find the highest DC beaten by the roll,
The most posttive attitude level achieved with the roll is the
type of ally found, burt ar this level the "Ally" column is
1gnored (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
may last longer. DMs are encouraged te mind the limits to
which NPCs will be 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 roll may only be made once per location, per visit,
and it may not be used more than once on the same NPC (and
may only be used on a particular NPC ar the DM’s discretion;
against many it wont be applicable). The scholar may not take

e

10 or 20 on this roll. It is up to the DM whether the ally
found is an existing acquaintance who hdppened to, bg 1
same area or if it is a new ally altogether. }

At 8th level the adventuring scholar’s ability to ﬁL}d a.illcs
), but this.

time successes in the "Ally" column are not fgnored Stecessii m

increases. Use the same chart as betore (Table 122

this column indicates that the scholar has made a lasting ally
that will continue to help the character well beyond the current
adventure. Furthermore, the scholar may increase the compe--
tence bonus to +10. The same restrictions apply. E
Pen Scholarly Work: At 7th level the adventuring qcﬁa§at
may attempt to increase his Scholarly Reputation ranks (&ee
“Base of Operations” above) by writing scholarly texts. To
write a text the scholar must invest a great deal of time int
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 roll.
The scholar absolutely must have the specific Knowledge skill ;
relating to the subject of the intended text, If this text is with-
in his field of study, then his field competence bonus applies
to the roll as well. No synergy bonuses apply, and 0 or 20
may not be taken. The roll is made at the end of the period of

work, and failure indicates a waste of time (the work is incom-

plete, inconsistent, or just plain wrong in some way), although'
the scholar may 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.




e hadn'teven been out in the bush for two
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,

and -t}iue bastards were a hungry lot. Theyd taken down a

Raevhan buffalo and were tearing it to shreds. Just how thar
- poor beast had wandered this far I'll never know, and seeing as
it was 'hajf'leaten, I doubt I'd ever find out.

“There, the big one, the one with the red stripe, that’s the
one I want,” the dark lanky one said to me tugging on my ceat.
He called himself a bone grinder, and the scions be damned if
T knew what shore he washed up from. By his dress I'd say it
was a far cry, and by his mannerisms, I'd say it was even farther.

" Bur he was paying good money, and my ill-luck at che 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
rubbing his hands together, watching it with that one big eye

~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 nostrils
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.

“Oh, yes,” the lanky one cackled, “This will do
quite nicely...”

—Master hunter Alten Ashley

De scription

Bone grinders are a mysterious lot to say the least. They are
magical practitioners who shun traditional alchemy and seek to
petfect their own secret arts by curing and magically preparing
body parts. They come from distant lands and guard their

{
those few who know of them) for their spell components that

knowledge carefully and zealously. They are known (among
can enhance spcﬂs as well as their handy magical charms, and
bone grinders are not afraid to turn their abilities rowards
making a profit. Their magical tokens and sch—fnhancing con-
coctions 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 spell-casters, but enly by comparison. Most

bone grinders are smart enough to
ally with a band of adventurers or
hire one to accompany them on
their treks. They always participate
in their own monster hunrs, both so
that they may trust their own
instincts in finding the right creature
and so that they may extract any
body parts themselves. A bone
Y orinder never buys secondhand
)
) Bone grinders are usually
regarded with suspicion, some-
times fear, and curiosity at best.
They are usually not well liked by
other magical tradesmen for the
competition the.y bring to the
market. Their tokens are easily
used by all, and their spell .
enhancers are well-liked by those
8 spell-casters who have discovered
them. This competitive appre-
hension is com=
pounded by the
cold indifference
bone
grinders
 tend
o= [0
v\ treat
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casters are a ctitious lot, and it’s quite frustrating when a fellow
magician keeps his secrets so well kept.

In tue Iron Kingpoms

The bone grinders of the Iron Kingdoms 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 s remains unknown. They have been encountered
prim;m'ly in Cygnar and Khador, alrhough their reputation for
wide-ranging monster hunts is already becoming 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) 1s
also very interested in the bone grinders, although they are split
between a destre to learn their secrets and that to eliminate

some potential business competition,

Notarie Fiqures
Terill Thayer (Wiz7 /BnGr6): Terill is a bone grinder who

has been selling his wares out of Corvis over the past several

| months. Except for his appearance—that of an oily, dark

Tasie 1-1: THe Bone C-rr'mner

Track, favored monster, bone grinc]ing (enhancers)

Bonus feat, bone grinding (tokens)

Class  Attack  Fort Ref
Level Bonus Save Save Save Special
if +0 +2 +0 +2
2 +1 +3 +0 - 43 e
3 +2 +3 +1 +3
4 +3 +4 +1 +4 —
3 +3 +4 +1 +4 Favored monster
6 +4 L5 +2 -ES Bonus feat
7 5 +5 +2 > +5 =
R +6 +6  +2 e ,
S +6 e -6 +3 F6 Bonus feat

i
Favored monster

skinned man with a strangely angular frame—he hasn't’
noticed by too many of the citizens. Buc there are those
much more than a passing interest in this stranger. The lac
Fraternal Order of Wizardry has taken note of himn and has
been buying things from him to experiment on. Other more
nefarious individuals have noticed as well, and Terill has been 2
the target of several lethal encounters. Due to a rather urmsuzl 2
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 QF g2
wealthy Caspian socialite who enjoyed little more than dol:n‘;g\_og :
his daughter (having seen his wife pass away), Lysi.machc has
been afforded many advantages in life that women are not typl- r
cally offered. Her study of wizardry is a prime example of this.
Though quite -inte]]igenl; and an apt student, Lysimache has ok
wild streak that can’t be tamed. Her adventures have taken her
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 whar she
plans to do with her newfound knowledge is anyone’s guess.

The Bone C%r'mner

Hit Die: d6

chuirements

To qualify to become a bone grinder, a character must fulfill
all of the following criteria.

Spells

R

gt




Feat: At:‘lc:_ist one mer:amagic fear.

st The ability to cast arcane spells of 3rd level or greater,

Sp‘i__.’_ﬁi'al‘;__Must find a bone grinder and convince him to teach
}c_@ii'ﬁit} secrets. Good luck.

14ss SKilis

Memy {Int), Concentrarion {Con), Craft (bone grinding)
Int, exclusive skill), Creature Lore (Int), Decipher Seript (Int),
indle Animal (Cha)), Intuit Direction (Wis ), Knowledge
‘an ) {Int), Listen (Wis ), Move Silently (Dex), Profession
one grinder) (Wis), Search (Int), Speak Language (Int),
craft (Inc), Spot (Wis), Wilderness Lore (Wis).
Points at FEach Level: 4 + Int modifier.

Crass Features

Track: Bone grinders receive Track as a bonus fear.
Favored Monster (Ex): At Ist level, a bone grinder may
ect a favored monster type. This is a creature type that the
one gri.nder is more familiar with, having gained a greater
msight into its habits, mannerisms, and usefulness. Thcy gain a
+1 bonus to Bluff, Listen, Sense Motive, Spot, and Wilderness
Lore checks versus a creature of that type. This bonus also
: _a_'p.pl.ics o damage rolls, Lhough ranged attacks only gain the
- bonus when within 30 feet. Additionally, it may be added to
Craft (bone grinding) rolls when crafting with parts of a
- fayored monster.
. At 5th and 10th levels, the bone grinder may select a new
favored monster type, and his previous bonuses rise by an addi-
tional +1.
; Bone Grinding (Su): This 1s a bone grinder’s trademark
- With it he can create magical enhancers and later magi-
kens. Creation of these items is similar to the creation of
manical i'tefns_, but a bit easier in some ways. In all cases,
of the item is ser at the discretion of the bone
mder»gwdcbms for | pnce are hsted in the enhancer aud
_ mp 15 be ow, and most bone grinders follow t(ho:.é
ne g}:ﬂ}dé‘: }Hmwlt vary widely, and nsuaﬂ}
ore labor thén ﬁn.m i Mnt S

" ture

bone grinder ruins the raw materials and has to pay half the
original XP cost {rounded up).

SPcLL €CnHancers

Bone grinders are most well knewn by their fellow magical
practitioners for their spell enhancers. These enhancements
usually take the form of some ground up concoction, although
there is a great deal of variation (sometimes it might be a

charm, sometimes 1t might be a paste, etc.).

Usinﬁ €nuancers

Every enhancer has the effect of duplicating a metamagic
feat. Any arcane spell-caster can use them, and they are used as
material components when casting the spell. In all cases the
enhancer is used up in the casting.

The spell is cast as if the spell-caster himself possessed
and had used the feat in question. If the feat for some reason
has prerequisites, then the user must meet those prereéquisites
to use the enhancer.

The cost in spell slots listed in the metamagic feat is mulu-
plied by 1.5 rounded up (for most it goes from +I to +2).
Do note thar if the arcane caster is required to prepare spells
ahead of time, then this enhancement must be mcorporated
into the preparation (thus increasing the spell slots it takes
up). If the caster decides to cast the spell withour enhancing ir,
then it uses up a lower level slot, but only if one is free; if one
is not, then it uses the onginal higher slot.

Creation Restrictions

The HD of the menster the body part came from must be
at least twice thar of the spell it is used to modify. For exam-
ple, you'd need a part from a 4 HD monster to boost a 2nd-
level spell.

The fear the enhancer emulates is set at 1ts creation. It does
not make any difference if the spell-caster using the enhancer
possesses the feat. The bone grinder creating it, however; must
have the feat i question, Only one feat 1s ever imbued in any
particular enhancer, although.multiple enhancers can be used
s
—~__Only parts from monsters of certain types wiil’ '.cnh'a'r;
cert:u?\schools of magic. Those listed in parfﬁtheses aré fc

simultaneously remember, spell slot costs stack).

;| non—Irom Kingdoms campaigns only, as the IK tses some.

hes di fferently than other at:ttmgs Tfm matcﬁ_ _?
fol

Ab;utmon.
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tals, dragons)

Enchantment: | Fey (Fey, dragons:] ¢

Evocation: *:_ Monstrous humanoids (Monstrous
humanoids, giants, c[ragons)

Thusion: Aberration, fey (Aberration, fey, d.rabons )

Necromancy: Undead (Undead, vermin; dragons)

Transmutation: ~ Shapechangers (Shapechangers, oozes,

dragons)

Exactly what body part is used does not matter incredibly;
it's more an issue of flavor. The only restriction is that it must
be a major organ or feature, and the bone grinder must remove
it himself. A typical body part lasts 2d4 days before it becomes
too rotred to use; a curing agent may be added to the part that
extends thar period to 2d4 weeks, but this adds +3 per week
to the DC of the Craft (bone grinding) check to work it.

Creation Costs anp DC

The process of creating the enhancer involves both the
application of strange curing agents and the working of myst-
cal energies. These agents typically cost one tenth of the cost
of the item. The creation process need not take place in a lab,
but the bone grinder must have all of his materials present and
be left relatively undisturbed for the duration of the process.

Creating any enhancer costs the bone grinder a number of
daily spell slots equal to the HD of the creature part he was
working with; these slots are not used up if the Craft (bone
grinding) check fails.

XP Cost: 5 per HD of the creature being crafted from
Craft (bone grinding) DC: 15

Time: 4 hours

Tokens

At 3rd level the bone grinder may begin crafting rokens
from creature body parts, Tokens are minor magical items that
typically grant some form of slight bonus. Unlike enhancers
they may be used by anyone, not just spell-casters. They are

o

not “used up” like enhancers, but they do have a limited dura-
won. When thar duration expires, the token loses its property;

an 'exPircd token may not be re-enchanted.

T}Ie-pﬁmm‘y restriction is that only two lesser tokens or

ne greater token can be used at any given time (identical

do not stack with each other). Any tokens worn beyond
a1l to ﬁmcaan. All mkem ha\}'c i durafia_n, so it’s best to

ﬂclcpt that the bedy part in question is usually fashi

something that can be easily worn or carried.-
A Craft (bone grinding) ¢heck must still be made ;h&
XP cost paid as well. Lesser tokens can be made Of 1mre
of any HD, while greater tokens must be madcfﬁom creature
of 6 HD or greater. There'is no restriction id reg‘.mt]s o crea
ture type, though common sense should be used. A monkeys
paw could conceivably be fashioned into a token that gt
bonus to d.u.nbmg, but it probabl} couldn’t be fashioned
token that boosts AC. The same restrictions app}y to tokms.«

they do to enhancers as far as body part freshness goes (and
curing them to keep them fresh). Creating a token drains a.
bone grinder of four spell level slots per lesser token and

spell level slots per greater token.

Lesser Token

XP Cost: S0

Craft (bone grinding) DC: 5
Time: 5 hours

HD Requirement: Any

Duration: 2d4+1 days

Sample abilities (choose one):

+3 to all skill checks on any one skill
+1 to any one stat

+1 to any one type of save (vs. illusions, poisons, etc.)
+1 to all melee attacks

+1 to all ranged arracks

+1 o AC

Qrcatcr Tokens

XP Cost: 500

Craft (bone grinding) DC: 20
Time: 8 hours

HD Requirement: 6 HD or greater
Duration: 4d6+3 days

Sample abilities (choose one):

+6 to all skill checks on any one skill

+2 to any one stat

+2 to any one type of save l’cx vs. Lﬂuswns, s

disease, etc. )
+3 to all melee arracks

+3 to all ranged actacks™
42 to AC :




Troll's Tongue: User gains poison resistance 5
pell resistance 5 Sphinx’s Heart: User gains spell resistance 5
on resistance 5 (see pp. 188) Rhinoceros Horn: +2 to AC

\

Polar Bear Snout: User gains scent special qualiry

<t Ple Spetr z;@%mw S Dol
nHancers & Tokens 7@:;%,@ Y P

Spdl ED}J.EI}CCES are usuall) VCI'V d!fﬁcult Lo come b}r m

eCATISE of the reclusive nature of the bone grinder. Even when
is found, availability is even further limited by what the ” .
: grmdcr has in stock (which is limited by what he has i}ﬁ : ':':7 /éVL/
tecl down recently). Pricing tends to be around 50 gp per
 of the creature and up. Add between 500 and 3,000 gp if
~ the creature is a particularly dangerous or rare one.

“Cf:'xa /Mp f/,ea‘z/f‘_ﬂ

Sample €nnancers S i sz Lok
‘Griffon Heart (Still Spell): This rouge powder will

enthance any Abjuration spell of 3rd- level or lower with the

.--Spc]l feat. The user will have to use a spell slot two levels _/Wie ;‘wé 4%59 T

her to use this enhancer. Price: 400 gp.
- ‘Harpy Blood (Extend Spell): A vial of this tart ochre will e ‘,é /
“?Tih?nce any Evocation spell of 3rd- level or lower with the K # j il /o,@e?
1 _};tend Spell feat. The user will have to use a spell slot two lev-
¢ls higher to use this enhancer. Price: 500 gp. ' OO 3 oo
- Mummy Spleen (Silent Spell): This cured organ will 4 cash 7 g

enhance any Necromancy spell of 3rd- level or lower with the

Silent Spell feat. The user will have to use a spell slot two lev- s ﬁ?;ayé & M

els higher to use this enhancer. Price: 550 gp.

_j:‘.. Tokens ' -2 myﬁw/ﬁaw@ Moy

As with enhancers, price varies on tokens per their avail-

bility, which tends to be sparse. A bone grinder will typically

tﬁatge between 200 and 1000 gp for a lesser token and ‘6/%”9{;/ Koeorrtzss %fﬂw X

tween 1000 and 5000 gp for a greater token. Mind you,
“will depend on the bone grinder’s particular circum- L ZJJ”S_ LT

e and the buyer's apparent need.
Remembe:[ that only two lesser tokens or one greater token

y.be worn at one time. Identical tokens do not stack. A /4/ tgg,&, 7
5 ST 7

- Tokens: Lesser
'+3 o all sw:m checks
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y daughter was one of the first to go. It wasn't I'd much rather he enr. and rold us the story, of how he'd :

unti] four more had gone that we realized we slain these seven beasts wht)d plagued us for b long, but as we'

were being hunted. We didn't rt;.ilﬂy know much *say around Skirov, “When a man saves your neck, dort expect

about them, except that being hunted by them him to pat your back.” In either case, with cncugh liquorwe
meant certain death, at least for the likes of us. Soon a stranger c\'cntually coaxed it out of poor Brenner. Come closer, and Ter
passed through and told us that they were called spine rippers me tell you of this amazing hunter. His name was Adagin
and that it was unusual for a band of them to set up shop like  Brache... .
this. He was the sixth to go. —Morgov Kelmak, Wailing Stars Inn of Skirov

It wasn't until they had killed a dozen and a half of us thar

we found help. He too was a stranger in our town, but as we
came to know, he had followed the spine rippers here. He was

Descri})tion

an odd one. Had that eerie silence about him, that kind of T
£ Most people run away from monsters.

quiCt d mari get‘s whcn I'IC’S -

; ; Call it fear, call it common sense, call it what
been out alone in the wilds far b5 : :
o AN you will, running to safety
oo long. He had long, ragged dark hair ! ;| ‘
52 G : is the first thing most
and more scars than I'd seen on any man; pete ;
p : ; people think to do
I'm sure that each bore an exotic tale. His dress
when threatened by a

seemed Khadoran, but I'd say that the man was

3 b ild ), Well,
from Cygnar based on his accent. With him wild bease (or worse)

he brought a sack loaded with parts and
pieces for making traps, and he had slung

monster hunters tend to T’l;we just the
opposite reaction. They make their liveli-

. ; ; heed in hunting down the beasts of the
across his shoulder a rifle the likes of 14, Th ' L abl
N ) wild. They are expert trackers and able
which I've never seen in all my days. His ; Y P
L warriors, and they tend to be far more
price was a thousand crowns plus expens- L rJ 1 sleepi
! ; . at home out on the trail, sleeping 1n
es, and we had little choice but to pay it. : P : &
: the mud and in the cold, than in some

Young Brenner went with the -
& ] 2 cushy inn or study. Needless to say, they are
stranger, to show him where the : -

: also some of the most fearless fighters m all

the land.

Just what motivates the individual

creatures had attacked and been seen.
Even in town we could hear their cries

and howls, these teral beasts baying as ; : L
. o monster hunter varies quite a bit.
they became the hunted, their calls ; g I e
i o ! Some live or gre

being drowned out only by the crack of ) J ) g i
T s : ; : arcas where wild creatures
rifle shot as they were { i e
/ of some sort were acon

-¢ - \

/' N ook up arms to fight
\‘ \ S ‘\\»\ the predators. Many

suffcred SOME. wrt of

hounded through trap
and ambush alike. He
came back before the

stant threat, and they

night was even through,

Brenner in tow, his

face ghost white,
The man threw

down a bundle of severed heads,

seven of them, their tongues all lolling otr,
their beasdv faces locked in final terror. “A /\;
thousand crowns,” he said, his face Iike slare,

Au:ldmv’ hm:mmeds rc~hoe:mg I Ix:avt m rhe



¢ the f:rmgcs of soctety, marny Wlthm Cygnar and
ri[m:h gre

3 ater concentrations in untamed regions such as
V yrmall Mountains and Thornwood Forest. A grear deal of
will be found as the lead huntsman of a small band mer-

cenaties or coborts. In Cyenar, most local magistrates will pay

‘er hunters for their services, though the particulars vary a
areat deal. In Khador, monster hunters find that they must con-
tract themselves (o the military as specialized mercenaries if
they want to see pay: the contracts tend to be quite loose, how-
éi'rm_:, so there’s little difference in how they operare.

There are very few cases of organized monster hunters in
-E}i_g Iren Kingdoms, Most are short-lived parties that disband
afterwards. 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 merce-

2 .nary group, only occasionally taking on monster related jnbs
{ omly a few members are true monster hunters ).

Notasire Persons
Alten Ashley (Rgr9/MonHtr7): Alten Ashley is perhaps

the best known monster hunter in the lron 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 liferimes. He has also hunted just abour

every kind of crearure one could imagine... and many one

: ‘Taeie 1-1: Tne Monster Hunter

Class  Arttack
Leyel

Will

Save

Ref

Save
2 +0 +0)
+3 +0 +0
= Ay +3 +1 +1
Sl +4 +I +I
=k +4 +1 +1
Ty =47
+2-
+2

Fort
Bonus Save
+1

+2

Special

Penetral

Fearfaﬁs

could not. The only thing that comes close to excéeding
Ashley's reputation for hunting is his reputation for cbnox-
iousness. While cerrainly 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 (Ftr8 /MonHtr6): Arturo is
the leader of the Grey Blades, a mercenary group based out of
Ohk. The group was originally founded to combat a heavy
population of trolls in the area, bur once the menace was
secured, the group stayed together and sold their services as
mercenaries. Today, they have become well known for their
exploits both 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 (who he dotes on endlessly whenever he has the
chance, despite her being a grown woman now ). This prompt-
ed him to become a monster hunter, and his ferocity in battde
has earned him the nickname Trollslayer. In battle he wields
the legendary hammer Trollkricg, which 15 capable (among other
things) of overcoming any troll's regeneration ability.

Tue Monster Hunter

Hit Die: d10

Re(luirements

To qualify to become a monster hunter, a character must

fulfill all of the following criteria.

Favored monster, improved rrack +1
Skilled trapper .
Exotic weapon proficiency, meroved track +1/scent

u-?g’ﬁl ﬁv\d 441
Fav or‘ed mon ster

Exotu wcapon Prof iciency, improved track +1 /-2 fall speéd

ket

L

Penetrating blow +1d6+2
Exotic weapon proficiency, 1mpr0ved track +I / m:m:lmnry

Faxm:ed monstcr




S Al

Base .X't'tick”g(.mus" +4.
Creature Lore: 5
‘Wilderness Lore: 6 ranks.

Fear: Skill Focus (wilderness lore or creature lore), Track.

ranks,

Cirass SkiLLs

Animal Empathy (Cha), Climb (Str), Craft (Int), Creature
Lore (Int}), Handle Animal (Cha}, Hide (Dex), Inruic
Direction (Wis), Jump (Str), Knowledge (nature) (Int), Listen
(Wis), Move Silently (Dex), Profession {Wis), Ride (Dex),
Search (Int), Spot (Wis), Swim (Str), Use Rope (Dex),
Wilderness Lore (Wis).

Skill Points at Each Level: 4 + Int modifier.

Crass Features

Exotic Weapon Proficiency: Monster hunters receive
Exotic Weapon Proﬁcicncy as a bonus fear ar 3rd, 6th, and 9th
level. This is typically used to learn some sort of specialized
weapon for subduing creatures.

favomd Monster (Ex): At Ist level, a monster hunter may
select a favored monster type (for example, aberrations or mag-
ical beasts). Humanoids may not be selected as a type, but an
individual humanoid species may. Dragons and outsiders may
not be selected in an Iron Kingdoms campaign. This is a crea-
ture type that the monster hunter is more familiar with, having
gained a greater insight into its habits, mannerisms, and com-
bat tcchniqucs. They gain a +1 bonus to Bluff, Listen, Sense
Motive, Spot, and Wilderness Lore checks versus a creature of
that type. This bonus also applies te 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
abilicies.

At 5th and 10th levels, the monster hunter may select a
new favored monster type, and his previous bonuses rise b)-' an
additional +1.

Improved Tracking (Ex): Monster hunters are accom-
plished trackers and receive several bonuses to their rracking
ability. At Ist level they receive a +1 competence bonus to all
Track rolls (not just those versus their favored monster type).
3id level they receive an additional +1 bonus to all Track
Hs, and theéy also gain the scent special quality when tracking
atures of their favored type. Scent grants a -+10 synergy
to all Track rolls, though this is reduced by -2 for every
ter: the trail grows cold and an additional -2 per hour
-f:lﬁ_s--sﬁpcréc‘dcs how scent ﬁmcticin’s in MM)

“affected by extraordinary, supmnatur"li or spell-like abilities

5 I, ‘znd are now no lorlger "I”.f.’(‘tt.d by ‘;pe]]e such gsv)pasy g
trace and similar abilities when trar:kjng monstérs of [he;ir
favored type; this final manifestation of mlprovcd tralzkmg isa
supernarural ability. y

Fearless (Ex): At 7th level a monster huﬁter is no Jmlger

that invoke fear that are caused by creatures with a CR equal
to or less than rwice the characrer’s monster hunter levels (thr_.xb,‘
a 7th-level monster hunter would sull be affected by fear-cav
ing effects of CR 15 creatures and above). They are still affaﬂ
ed by fear causing spells as normal.
Penetrating Blow (Ex): When fighting a creature of his |
favored type, a monster hunter may make a strike that expf
the creature’s weaknesses, causing extra damage. At 4th level 1
adds 1d4+1 damage; at 8th level the damage rises to Id6ff~'2.
This ability only affects one melee atrack per round, and its
use must be declared before that attack 1s made; if the artack
misses, the ability cannot be used again until the next round.
This ability may not be used versus constructs, clementals,
oozes, undead, or other creatures lacking a living metabolis
Skilled Trapper (Ex): A monster hunter becomes very
skilled in the construction and use of mechanical traps for
hunting purposes. These are typically the types of traps one
builds on the trail to ensnare or injure a creature. A monster -
hunter may create simple traps at one fourth the standard cost
and amount of time. They may create moderately complex
traps at half the cost and time. Complex traps still require full
time and financial expenditure, Furthermore, they gain a +4 g
competency bonus to all skill checks involved in the creation

of such a trap (typ cally restricted to Craft checks).

ear ann Tra})s

Because of the special nature of what they do and the 1 P
ils involved, most monster hunters come ta rely on gear and -
traps to a great extent. Listed here are some cxa.mples of | gear
and traps that monster hunters might use in their ad\«entu:é&.
Do note that availability on items such as these is extrenye,
limired; in many cases these might be custom-made i

the monster hunter had requisitioned persan?_l_l_l}“,



: usmg that hand. Were someone de\«cr enough to craft a qmall

;pisml this hmnﬁsq could conceivably be customized to fit that

Sfe'ep_ Gas: A gray chalky stick that looks like a candle,
when lit this item releases a gas that puts creatures to sleep.

T‘he gas fills a [0-foot by 10-foot area within 3

o l.].l’ldS

- though this will disperse within I round with even a mild
E wmd_ All breathing creatures within the affected area must save

versus poison (DC 18) or suffer initial damage of I temporary
Constitution and become unconscious as secondary damage.
Affected creatures will sleep for 10d6 minutes, unless physical-

- Iy roused. Prematurely wakened creatures are groggy and suffer

a-4 penalty to all skill checks, attack rolls, AC, and Reflex

- saves; 1if thcy rest (sit still), they must make another poison

save or fall back asleep. Weight: 0.2 Ibs. per stick. Cost: 200
gp per stick.

Tearjerker: Tearjerker is a volatile alchemical liquid that
immediately turns into a gray vapor as soon as it comes 1n
contact with air. It is kept in small vials that are usually thrown
against a hard surface to release the substance within. The gas
will fill a 20-foot by 20-foor area within 5 rounds. All crea-

- tures exposed to it with olfactory or visual sensory organs suf-

Fer -6 to all skill checks and attack rolls. Spell-casters =1t'cen-1pl—

: mg to cast spells that require a verbal component suffer a 50%

chance of spell failure due to coughing and hacking. Those
ti:tat stcceed at a Fortitude save (DC 25) suffer only half of
ose effects. Tasks that require extended vocal activity (such as
)'beco‘me impossible. Tasks requiring precise vision (like
tig small t('xl:} become nigh impossible as well, except per-
CI bursts These penalm's fade at a rate of -2 { -

s
i

#

_. : 'hesa standard flares are designed (,o be'r: T
ia alchemu;alpropeﬂant They are

: ._ wle device “With_a rod ed to them that = g

2 miles in clear night visibility, half that in da_yljgﬁt (only with
clear line of sight, in either case).

Flares may be used as impromptu weapons, but'they are
quite clumsy. Because it can only be loosely aimed, the flare
makes its own attack roll at +35 ranged with a range increment
of 20 feet (low because they tend to sidewind too much to be
effective at a grear distance). A creature struck by a flare sufters
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 addi-
tional 1d4 fire damage per round for three rounds. Weight: T
Ib. per flare. Cost: 150 gp per flare,

Hot Grease: A slippery alchemical oil substance that burns
like all hell when it comes in contact with the skin. A typical
dose (15 oz.) will cover one 5-foot by 5-foor area. Anyone
walking through it must make a Reflex save (DC I5) or fall to
the ground; a -2 penalty is assessed to the roll for each incre-
ment of 10 above the creature’s base speed it is traveling,
Creatures that fall on the substance suffer Id4 damage per
round (maximum 5 rounds) unless they are able to wash the
substance off (note thar it doesn't burn literally; no fire dam-
age). It has no eftect on objects. Note: Leaving spiked objects
all over the ground makes this even more fun; impose a -2 to
the Reflex save roll, and the spikcs attack at +8 melee (as if a
trap, basically) doing 1d3 damage. Weight: I Ib. per canister.
Cost: 200 gp per canister.

Ferret and Hunter’s Musk: Though it may sound like the
name of a tawdry romance novel, this is an old hunter’s trick.
The hunter spends rime collecting a few vials of his own
sweat, which he dumps all over a trained ferret that is let loose
on the trail. Because of the ferret’s own hcavy smell, it must be
kept freshly washed (most hunters go through this trouble
because ferrets are such reliable creatures for these purposes).
The idea is to throw creatures stalking you off of your trail. A
following creature must make a Wisdom check (DC 20) or fol-
low the new trail. Note that this can result in a dead ferret.
Weight: Approx 1 Ib. Cost: 150 gp for a trained ferret, but
it requires food and TLC.

Trdp.s-

inging Log Trap: A log suspended in th air, set to f
down and strike all creatures within a ccrta.m\area when
- gered. GRI +8 melee (3d6); Search { D(,!}O) Disable.
(DC/IS) Note: Affects all charactcrs wxrhl‘ndmgﬂaw& area

Swmgmg Lag Tra
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foor wher the trapped area is stepped on. CR 1; +12 melee
(special}; Search (DC 20); Disable Device ( DC.18). Note:
Tnstead of domg__c_l_a_mage, the affected creature must ake an
opposed Strength check versus Ser 30. T it fails, it's swept up
into the air (suffering Id4 damage) and is considered helpless
until it cuts itself free (may take damage from falling). A crea-
ture that succeeds ar the Strength check is considered flar-foot-
ed until 1t cuts the rope; if it attempts to move from its cur-
rent location, it must make another opposed Strength check.

Blast Trap: This is a simple but deadly trap, consisting of a
keg of alchemical blasting powder set to be triggered, usually
by a eripwire. CR 6; +15 ranged (8d6 fire, -2d6 per five feet
of distance from blast}; Search (DC 207; Disable Device (DC
24, Note: There 15 a ume delay of 1d4 rounds as the wick
burns down. Addirionally, affected characters may make a
Reflex save for halt’ damage. A keg of blasting powder usually
runs between 200300 gp.

Steel Jaws: A classic used by hunters across the continent,
this is a large metal circle lined with steel “reeth” that clamps
shut when the pressure plate in the center is triggered (clamp-
ing down like a jaw basically). They are usually tethered or
chained to a fixed object to prevent escape. CR 2; +15
melee (3d6); Search (DC 18); Disable
Device (DC 20}, Notes: Creatures caught

in such a trap may atten.lpr to pry it open
by making an opposed Strength check

versus Str 30; failing such a check
results m an additional 1d4 dam-

v

age (the jaw is normally opened
by means of a crank that is
removed when the trap is set).
A creature that manages to
free the trap from its tether
may move with it attached,
but if it has an ensnared

foor, it may only move at
one-fourth of its base move-
ment score and suffers damage
of 1 hp per hour of movement.

Alternately, creatures may sever their own ensnared fim :

should they possess the means; to do so a creature must inthicr
upon itselt 25% of its total hp in damage. This is stm}lar o
coupe de grace, so no attack rell is necessary; howevcya Wi 1]]
save (DC 20) 1s. A creature with a severed foot,moves at one-
fourth of its base movement score. ik

Such traps may come in dlfferem SiZes; this listing is for a
trap designed for Medium-size creatures. Additional sizes may
be created with the following atrack, damage, and Str values:
Ty (+7 melee, 1d6, Str 207, Small <+10 melee, 2d6, Str
25}, Large (+20 melee, 646, Str 40).

Set Gun Trap: This is a simple trap whereby the hunter
sets a gun to go off in a certain direction, usually when a @
wire is pulled. Any gun may be used, so long as there is’som
place to set it (it usually must be lashed in place). The range
otr such an attack is almost alw ays considered point blank. CR.
3: +10 ranged (damage per weapon); Search (DC 207; Disable
Device (DC 22

Blighted Trollkin (see page 55)
This surly fellow played too rough and
f\  bad to be separated from the rest of his

draconian pals.




The study of cosmology is int its infancy in the Tron
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. Tt does-
't help thar these with the best grasp on the truth are infer-
nalists, dabblers in dark arts who are feared and distrusted by
their colleagues.
; There is no concept of "planes" in the Iron Kingdoms,
ﬁDl: have wizards had the chance to dabble in planar travel.
@utsu‘lets are exceptionally rare on Caen and travelers from
other wotlds virtually unknown. It is possible the world of
Caen is quite isolated from other worlds or surrounded by
s_érﬁe thick membrane which makes travel there difficult.
Among the educated there is the recent theory of "realms,"
discreet pockets of reality somehow connected bur separated
by more than geographical distance.

Caen anp Urcaen

The two realms known to the people of the kingdoms are
Caen and Urcaen, the lands of the living and the dead, respec-
tm:h ‘When a person dies, their soul sometimes lingers briefly
in Lacn, but most souls (except the restless dead) quickly
. -dep:u't to Urcaen, where the gods dwell. Unril very recently
many humans believed Urcaen to be simply another continent
across the ocean, separated by great distance from the conti-
nent 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.
Humanoxds have no concept of Urcaen art all, believing instead

ion. Humanoid religion explains that their souls
‘Caen between their lives.
derstood to be in some reality separate from
and almost all the gods of Caen reside
d domains. Tv is unknown if the living
none ‘have ever devised the means to jour-
' d largely hostile and terrifying

“weather and monstrous crea-

! : to the souls which joume}’

InremaL Rearms

The 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 distance, home to alien creatures of strange cultures
and dark appetites. These are Infernals, and they are all diabol-
1cal to the core, at least by human notions of morality.

Infernal is a blanker term used to refer to all evil outsiders
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 of Sow s

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 sins 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, albeir 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 caprure, warp-
ing the narture of their captured souls into dark and perverted
echoes of their former selves. These enslaved creatures become
cannon fodder in the bartles 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 their soul that will prevent it from traveling to Urcaen.
The soul will become lost either here on Caen or between
worlds, easy prey for Infernals. The same mark 1s Place_d on the
souls of those killed in sacrificial ceremonies when summonime
an Infernal, unless the victim is specially protected. For exam-

ple, paladins and clerics are automatically protccmd as are.
those shielded via protection from evil. Some partlculady pu:)us
individuals are also mheremly proa:cnned from ma.rkmg

Those who niake pacts-with infernals 'cmd prmmse {belr
souls of their own f’me will also receive the i

'-nculallv skdlecl mfema,llm Can se




~ most powerful infernalrcan

; i
Ieimm ar the trade, a

: of other -pcqpl:c,_. sudh as rl‘_n_éir bffspring ot others dependent

upon them. Infernalists may avoid the mark for a rime, but even
skilled practitioners inevitably-sacrifice a bit of their own
essence to further their trade; the art 1s minimizing this whilst
maximizing benefits,

The abd{ty 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 @3_’

great joy they derive from

stealing the souls of those in
their clutches. The more intellec-
tual 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 end-
less bartles.

Orper

Infernal societies are termed orders, although their relation-
ships with one another are unclear. The group with which Tron
Kingdoms infernalists have the most dealings is the Nonokrion
Order. There are five known strata within the Nonokrion
Order, buronly three have dealings with the mortals of Caen:

executors, curators, and myrmidons.

Infemeu. 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. The}' are mime in num’ber, ;.11'IC]| are pr(-:su.med
to be similar in power to demigods. No mortals have direct
contact with the architecrs 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 cancommand lesser ranks with _illnpunit}-'. Only the
mpt negr')ti':'itions with execu-—
tors, snd domg s Cﬁrm gmat risk} Executors have spenr mil-
d m crafrier s evenithe sagest of

amry Execur eféf o i g‘ite rr,msacm}ns to Iewer

Dblors Y Commei J& Joe
QT Tl s Vel
NonokKrion ez VEZ

. defeared buj;cimbe harvested agai

frequently portrayed as faceless spectr_aI beings and may

their true form.

nalists. Collectively titled the Curate Pmconsula.t there are
6,561 of these Infernals, and they do the majority of the wm:k
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 humaﬂ-]i,]ﬂ:
entities, often with white skn,
&) little or no hair, and odd
deformities such as extra fin-
gers, bone spurs, unhinged =
jaws, fine pointed teeth, and

Iidiess E}'ESA
Myrmidons (frequentdy ©

termed "enforcers') are the
lowest strata of Infernals.
These are brural warriors witch
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 life, as well as whether they derive
trom a complete soul or simply a fraction of one. It is suspect-
ed some myrmidons can grow in power, perhaps related to the
slaying of mortals.

Myrmidens are the easiest Infernals to summon, although
doing so frequently requires negotiations with a curator. They vary
widely in appearance, depending upon the imagination of the
higher rank Infernal that created them. Some appear deceptively
humanoid, others nightmarish and beastly. Their mental capacities
are simj.l;-lrly varied, all'hough most are smarter than T.'hey look.

Lnremal Mortar. 11:)/

Although it is not known with absolute certainty, mﬁ‘rnal*
ists claim thar true Infernals can be destroyed, alth ugh thc} are
ageless and immortal. Since they do not havi 1
they are gone forever once destroyed. Tt 1k

these Infernals are replaced, nor is
ation understood. Myrmidons an:
shapcd from immortal souls are noi

wars {ake place amo
Tnf’erﬂ‘l]a are ::auxf (




D&éf“én'chﬂmcters are identical to those in the PH, except
,ém noted !::eiow
_Favored Class: Their favored class for purposes of multi-
dassmg__ts fighter—per the PH. Multiclassed fighters are com-
n among dwarvenkind.
; Nmes: Dwarves have names such as Golrick, Rolgor,
‘Buren, and Damal.
; ﬁwarven Traits

Exctpt as noted dwarves of G T

f{hul are identical to dwarves
‘in the PH as regards ability
scores, skill bonuses, and other
‘abulities, The primary difference 1s
that the dwarves of the Tron
ngdoms have shorter lifespans,

Tiying to only about 160 years.
= Qathbound: Dwarves of
lawful alignment (the vast
majority) take their oaths
cxi:rtmely seriously, and they have been conditioned over mil-

lennia to obey them. For that reason, an oath taken by a dwarf
is treated as if a geas/quest spell has been cast on them, with
all the repercussions. Dwarves of non-lawful alignment do not
have this restriction, although they may pretend to. The term
"oathbreaker" is one of the worst possible insults to a dwarf.
Automatic Languages: Rhulic, Cygnaran (spoken)). Bonus
Languages: Cygnaran (written), Llaelese, Khadoran, Dol-Rhul.

: eLves_

i Elven ch’:ﬁ‘&mters_axe identical to those in the PH, except
. where noted below.
! : Favored Class: Their favored class for purposes of multi-
' is wizard—per the PH. Elven wizards are still relative-
expected to be cautious with the use of

1eiL POWCLS and are somewhat - wary of human wizards and
h bei lncautwus use of mechanika. Elves
K for disipation, and diviner specialists
%@vmarda only study the arcane

- to another class.

. Avross, Glyssor, and

are identical to elves in

Half elves are present in the Iron Kingdoms, but are extremely
rare. They do not differ significantly from the half-elves in the PH,
except that they live only to around 140 years.

Gromes, balflings, and balf-orcs are not officially supported races in
the Iron Kingdoms. Might we suggest playing a gobber or trollkin

instead?

the PH as regards ability scores, skill bonuses, and--éﬂ;é‘:‘ abili-
ties. The primary difference is the clves of the Iron Kingdoms
have shorter Jifespans, living ro only about 320 years.

Natural Diviners: Elven spell-casters are particularly
skilled at divination magic. All elven spell-casters receive the
Spell Focus (Divination) feat for free. In addition, they receive
a +2 racial bonus to Scry checks.

Automatic Languages: Shyr, Cygnaran (spoken)). Bonus
Languages: Cygnaran (wrirtcn), Llaelese.

OBBCT'S

A]igm;nem: Maost gobbers
are neutral, although they can
be of any alignment. They're
inclined towards chaos over
law. The bogrin are even
more often of chaotic align-

ment.

Religion: Gobbers are

not generally pious, and
clerics are rare among them. The majority worship the same
entity revered by many trollkin and ogrun, a primal mother
goddess named Dhunia. Bogrin usually worship the Devourer
Waurm. Particularly civilized gobbers who have spent their lives
among humans may turn to Morrow, Thamar, or other human
gods, although they will find prejudices among many members
of those faiths. There are also some gobbers who are known to
have turned to Cyriss. Those bogrin who are subjects to Lord
Toruk worship him.

Names: Both gobbers and bogrin enjoy exceptionally long
and complex names, but generally abbreviate them to a single
syllable except on formal eccasions. For example:

Borkanhekkanaken ("Bork™) or Gommaganaggat(ﬂ ("Gomm).

Favored Class: Rogue. Multiclassed gobbers and bogrin do
not count their rogue elass when determining whether they
suffer an XP penalty.

Other Classes: Fighters are common, although inclined to
use stealth and ambush to avoid straight up fights, Gobber sor-
cerers occasionally garner the fear and respect: of their tribes,
although they are rare among the bogrin. Rangers do quite well
and are noted for their skill at archery. While gobber"'bar'batﬂ :
ians are rare, they can be found among bogrin tribes: There i
not‘hmg Prah:bltmg gobbers fmm other classes (mch as Wiz~
ards), but they do not arise in Lﬁexr own cuitm:es e

need to :tpprennce Lhemselyes




. TroLLKin _
£ —= Diex -2 Ser. Common gobbers are nimble but i3
o = somw oS, Alignment: Trollkin tend towards lawful al'igﬂméniﬁs
7 Tdex 2 lne. -2 Cha. Bogrin are stronger than although there 1s a fair amount of deviation, cspeaa]ly amo'

e o Bl b are not as dever, well educared,  adventuring types. Most trollkin also tend towards ncutm{ as

- g 3 regards good or evil.

#s ==zl creatmres gobber PCs gain a +1 size
B 2 —1 swor bomus to attack rolls, and a +4 size
S8 T Eey must use smaller weapons than

e i carrying capacity is 3/4 that of Medium-

rellglous fervor just about as m
as humans do, althoush l:htE}
dor't typically worship Morrow,
I Menoth, or any of the other
gods typically revered by humans.
In ancient days the tollkin revered
the Devourer Wurm (as most other trolls
still do roday) and to a lesser extent Dhunia,
although in recent centuries, as they have
become more sedentary and civilized, they
s b to have focused more on Dhunia. The pres-

gebs. aSeced down depending on { . : MW cnce of the Devourer is, however, still felt

Bese Soeed s 20 fi
s=ssoe- (Gobbers can see twice as far as
&= st mooalight, torchlight, or sim-

el 1A G vireaal in some longer-standing traditions, and

% covered, +2 for half

among some of the more violent and chaotic trol-

Ikin he is revered greatly. There are no trollkin
churches, as wurship is a private practice among
them and religious ceremonies are the purview of

5% covered).

sl bosss 10 saving throws vs.

shamans.
Names: Most trollkin have relatively short
names with hard consonants (eg. Balasar, Drugi.
Gerlak, ete.). Occasionally, trollkin will adopt a
surname, usually the name of their kith or kreil.
Favored Class: Fighter. Multiclassed trollkin
do not count their fighter class when deter-
| mining whether they suffer an XP penalty.
I Other Classes: Although they are not
restricted from any class, monks, paladins,
druids, or wizards are quite rare among trollkin, as they have no
place in their society. Rogues, barbarians, and clerics are uncom-
mon. Trollkin sorcerers are albinos from birth who recetve many.
blue ratroos as they mature. Trollkin bards are keepers of legend
and very important for preserving the tales of each bloodline,
though they differ from typical bards somewhat.

==d Hide are always consid-
silis for all gobber PCs.
2 =csed boows on Alchemy checks.
i B 30 snate Curiosity and love
g s=iances and experimenting with
s L5y do not auromarically have

Al without lrammg, how-

! homes to Escape Arrist
checks. Gobbcrs are

e
sarsc [ anguages: Molgur (Gobberish dialect),
preme <ooken only). Bonus Languages: Cygnaran (written),
e i

Iraits (in apbition to GosBer traits Listep 2!
Trovikin Traits

3 +2 to Str, +4 to Con, and —Z-t;}
e o the dangers of natural extreme cold or heat. 5y :
g have abundant fortitude and great
r m them per’re-,dv comfortable i any temperature from
3 = ¢ ih both physical a,nd social gracefuln
= !; = ':0 HOEE[ - rd: “elf”lal’ E‘l‘pG‘?luc i == Medmn{“sme' As such, trollkin
F b\& 3 X . bonuses or pma.lnes fbg their : sme
bkecd Base spe :
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F ot e

o

g]’l ata rcduccd rate. A severcd limb that is sur-

: gggall : é:ucached mu heal within Td6-+1 days. A lost limb will

Jmnus o save versus poison and +2 versus dis-
ease. Trollkin are resistant to physical toxins
a.nd pa[hogens

: Toug]:m.ess All trollkin are able to shrug
subdua.[ damage off e ml)

(where X equals the trol-
Ikin's Constitution modi-

fier) from any attack is ignored. This
ability protects against
subdual damage from

~ hazardous environ-

“ ments as well, although in these
cases damage may never
be reduced below I.

Automatic
Languages:
Molgur (Molgur-trul dialect,
spoken only}), Cygnaran
{spoken only). Bonus
Languages: Molgur (writ-
ten}, Cygnaran (written),
Khadoran.
Level Adjustment +1:

Trollkin are slightly more
powerful than most races.

Ogrun

.Nlos'i: aidl\tt'htl;iﬁﬂg ogrun are "bokur! {which means 'ff

s "mswam"] not. h;wmg SWOTT fealt} to a Korune. Being bokur

m’mptable Far )ammg ogrtm Ieammg cheir place in the wmlcl

monly chaotic good, while those from the Scharde Islands are
more frequently chaotic evil. Regardless of chaoric alignment,
ogrun are fiercely loyal to friends and causes once they commit
themselves. It should be noted an ocath of fealty does not
change their chaotic nature, as they can still choose to change

or disobey certain orders, but always in the best interests of
their sworn lord. Even when disobeying, their loyalty is unwa-
vering and they will seek to further their lord's cause by what-
ever means they think is best.

Religion: The majority of mainland ogrun worship

e [Dhunia, a mother goddess
" credited with the creation of
Caen as well as the ogrun, gobber, and trol-

4 Ikin races. A number also worship the Devourer Wurm,
g although enly cutside of Rhul. Most ogrun of the
) Scharde Islands worship Lord Toruk. Some rare few

jj ogrun who live closely with the dwarves have come to

Y revere the Great Fathers, while there have been isolated

ny instances of ogrun in human communities turning to
Morrow or Thamar.

iy Names: Most ogrun names are short and have hard

consonants (eg. Koluk, Tokol, ere.).

Favored Class: Barbarian. Mulriclassed ogrun do not count
their barbarian class when determining whether they suffer an
XP penalry.

Other Classes: Fighters are common in egrun communi-
ties, although usually outnumbered by batbarians. Rangers are
also re]al“.iw:ly common, particularly in the northern eribes.
Ogrun are naturally spir-imal and their clerics and shaman

are well respected, bur their lower wisdom makes them
Yy less powerful than non-ogrun peers. Sorcerers are
never born among ogrun and they have no natural
arcane aptitude for wizardry. There are few ogrun
bards, rogues are rare due to their size, and there are
virtually no ogrun druids, monks, or paladins.

OcI'run Traits
+4 5tr, -2 Int, -2 Wis. Ogrun are exceptionally strong, but

are generally not well-educared and have poor natural inwition

and analytical cqpabllu') plens
Large: As Large creatures ogrun PLs have a 14.1/1: pe_\_

to AG.and a -1 size penalty to artack rolls. T}hev may tise

wcaponis in one hand or Huge weapons in twp hands. The;

* have rwice the car IyIng capacity compa.rcdf_ Medmm~ i

Creafres (not to mention havmg a h.m:’x I:Ime \ﬁth hm:m -

d—:)m'tys and ﬁlrmmre) &
Speed: Base spced is 40 fr.




the us¢ ofthe traditional weapon of their family: +2 natural
- bonus to AC, as their skin is as tough as leather.

+2 racial bonus to Intimidate checks and +2 racial bonus
to any Craft checks involving working metal. :

Korune: Once an ogrun swears fcalt} to a leader or a cause,
they are virtually incapable of betraying those oaths | WLth S1m-
ilar penalties as lesser geas if they do). They can c}mme to dis-
obey specific orders but in all other ways must act in the best
interest of the sworn leader or cause

Automatic Languages: Molgur (Molgur-og dialect, spoken
only), Rhulic (it from Rhul, spoken only) or Cygnaran (spo-
ken only). Bonus Languages: Molgur (written), Cygnaran
{(written), Rhulic ( written ), Khadoran.

Bonus Hit Die: Ogrun start with +-I Hit Die at Ist-level.

Level Adjustment +1: Ogrun are slightly more powerful
and gain levels more slowly than other races of Caen,

Racial Feat

Stronghammer Smith [General]

This racial fear is not possessed by all ogrun, but many
smiths of this race learn techniques allowing them to take
advantage of their great strength.

Prerequisite: Str 15+, Int 8+, ogrun only.

Benefit: This feat allows an ogrim to apply his Strength
modifier to any Craft (blacksmithi.ng, armorsmil:hing, or
weaponsmithing) check. The Strength modifier is cumulative
with any Intelligence bonus or penalty and is also cumulartive
with the racial bonus to meral Craft checks.

Special: This feat can only be learned by ogrun.

N yss

Alignment: Any alignment can be found, but the Nyss
tend towards chaotic alignments.

Religion: Nyss are tightly bound ro the faith of the god of
winter, Nyssor. Little is known of this faith outside the elven
tribes, and even the elves of Ios do not fully understand the
details of Nyss religion. There is rumored to have been a trai-

“tor shard which was corrupted to the worship of Thamar long

_ago, but httle 1s known of these re.negade‘& Few Nyss worship

keepers among them, maintaining an oral tradion (bards an
rarely literate unless they can convinee a wﬂlmg dm:m ttaﬂ’i
them). Rogues are uncommon in favor of rangers. altlmugh da:
Nyss do have a knack for stealth. There are some l\}'gs who
choose to become druids, still paying homage to Nyssor. bur
lack the prestige of clerics since they are notas closely linked
to Nyssor. Monks and wizards are unknown among the Nyss.
Nyss Traits .
+2 Dexterity, -2 Wisdom: Nyss are nimble and graceful,
but tend to be somewhat short-sighted. £33

Medium-size: As such, Nyss suffer no bonuses or pmagtz
due to size.

Speed: Base speed 15 30 ft.

Nyss are resistant to the effects of cold weather and do
suffer penalties from cold conditions unul 40°F lower than
normal. For example, they experience cold conditions at 0°F
and extreme cold at temperatures of —40°F and below.

Nyss are particularly vulnerable to hot weather when wear-
ing any armor greater than studded leather (or equivalent), suf-
fering as if enduring hot or extreme heat conditions at 20°F
lower than others. For example, they experience hot conditions
in temperatures greater than 70°F (instead of 90°F) and
extreme heart in temperatures greater than 90°F (instead of
L10°F). :

+4 racial saving throw bonus versus cold-based spell
artacks.

-2 racial saving throw penalty versus fire or heat-based
attacks.

Wilderness Lore is considered a class skill for all Nyss
PCs.

+2 racial bonus to Listen, Spot, and Hide skill checks.

Proficient with Nyss claymore and longbow: Nyss train
with these ancestral weapons from early on. Because of its s -
cial design, the Weapon Finesse feat may be applied to the :
Nyss claymore (a two-handed weapon).

Social Is()latmn Nyss characters suffer a —2 penalty 5
social skills i\Bluff Dlplomacy, Innuendo, etc.) when Eaﬁ( g
non-Nyss due to unfamiliarity with customs and forei n
ners. This penalry is increased to —4 when dealing w th th
elves of los. At the GMs option this penalty can be e
after prolonged time living outside: the homeland

Khadoran (spoken onlv) Cygmr g
ken only). ;
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