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My kulvrak is gone. ‘How’ does not matter. If I am to be
- thrown into a sea of creatures who hide from battle in
words and cities, then I will walk against the tide until I
. am tested. And [ will fight.”
A SKarren .. ....% Jx eliBe e teid s STRT RN »
—AK’thar, skarren barbarian Physical Qualities
' A Playing a Skarren
ou are reading the first in a series of products called Skarren Adventurers
he Races of Violet Dawn. Each of these products will Skarren Racial Feats
. present one of the races from the world of Avadnu Bloody Surge
d allow you to bring a bit of Violet Dawn into your Crushing Head-butt
urrent campaign. Each book in this series is very Dizzying Head-butt
lig t on history and back story from Avadnu as we Environmental Resistance
e you will just dropping this race into your Final Strike
eekly game. Skarren Heritage, . . .2 .. T % SIS "l
; e sole reason for your purchase of this product Skarren Vigor L
arn more about Violet Dawn, fear not—for Threatening Presence
h Aze an upcoming series of adventures and a Paragon Path (Blood Reaver)
per campaign setting currently in the works. We Blood Reaver Features
ealso created a Violet Dawn Wiki where you can Blood Reaver Powers
'habrldged version of this race and freely New Weapons A
: orld of Avadnu in greater detail. If you Weapon Properties. 4 s .. oSS .
e&sted in learning more, visit the wiki online Pair® 1. Y e TS A SR A .
f p://wiki.violetdawn.com Parrying $
stly, we just want to send out a heartfelt Weapon Descriptions. . ...............
‘?' Scott Rouse for listening to the third party Bontam Stigk. .. 7. .. e siha j IEE
s and the D&D community and providing us Broad Dagger.......... 5. a1 ' ."“. . }
Q-. license. It may seem like a thankless Gauntlet Sword . ... .50, S
ur efforts do not go unnoticed. Thank you. Kurahsatas. 3. S50y e e
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; _ adlc warriors who are dedicated to the ways of
nj combat.

RACIAL TRAITS
Average Height: 6'4” — 7’
Average Weight: 250-350 1b.

Ability Scores: +2 Strength, +2 Constitution
Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, Skarren

Skill Bonuses: +2 Athletics, +2 Perception

Head-butt: You can use head-butt as an encounter
power.

Toughened Hide: You gain a +1 bonus to AC.
At 21stlevel, the AC bonus increases to +2.

No Fear: You can reroll a failed saving throw against
fear effects.

s &

Skarren Racial Power

i-lead-butt

You dlrive your bone-crested head into your
opponent’s body.

Encounter

Minor Action
Target: One creature.
Attack: Strength vs. AC (melee)

Hit: 1d8 + Strength modifier damage.

Increase to +4 bonus and 2d8 + Strength modifier
damage at 11th level, and to +6 bonus and 3d8
Strength modifier damage at 21st.
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Melee touch

Al

id bestial, skarren were born from the spilled
he war god Kriig. Blind to their origins,

hard lives that flow with the cycles of nature
ements. The true focus of their existence,

is combat. In all their travels, it is the thing
most, and their ambition is little more than
1ate and die gloriously.

rren if you want...
\% ge but cunning warrior.
force and ferocity over strategy.
lic ~',. m e face of oy erwhelming odds
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4 tobea member of a race that favo
fighter, paladin, and ranger classes.

PHYSICAL QUALITIES
Built naturally large, skarren are made of solid:
and sinews. Their features resemble those of anei
statues—chiseled and weathered—and their skin-
is hairless, leathery, and rust-colored. Hard bone
protrusions extend from their foreheads down ¢ }
the bases of their skulls. These crests are as tough
as stone, granting protection and the potential for .
crushing head-butts. Skarren eyes are yellow or
o
orange, with vertical black slits for pupils.

Skarren embrace the laws of nature and shun mos
clothing. A typical skarren wears only a loincloth fc :
hygiene Females typically hunt nude, covered only
in mud, sand, or leaves for camouflage. In especially
frigid climates, skarren may don furs or skins to
prevent freezing, which they consider a “zikk’ tul ,
or “lazy death.” Armor is generally only worn in the =
thick of a massive fray, and strictly to prolong the
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fight beyond the initial chaotic clash of forces. Lone =
skarren at risk of facing unusual threats occasionally

make exceptions, wearing protective gear to offset the
effects of magic or eldritch monsters.

PLAYING A SKARREN
Skarren are a fiery, ruthless, and blunt people, ofté ;
more animal than humanoid. Many of their emotio;

are expressed through violence—disapproval and = ==

anger are almost always followed by an attack, hui
is physical and sudden, and speech is short and directs
A solid punch to the jaw or a clawing bout of wrestling!
can be either a sign of friendship or a brutal show of "8
dominance. Y,
Battle is the most sacred act to skarren, and
approach it with primal reverence and joy. Ferocit
and utter fearlessness mark skarren tactics, and it
rare to see skarren retreat or surrender. In the mids
of battle, victory and defeat become inconsequent
and skarren have little concern with living th \ 5
any particular engagement. Death in combat:
the whim of the world as they fight from mome
moment, savoring every strike, parry, wound,
To skarren, the fight is all. > 5 -
A skarren tribe (called a “kulvrak’—literally tr
as “living storm”) never stops moving except tok
or fight. Kulvraks seek conflicts to join or confli
instigate, and often circle impending battle sit
predatory beasts, finally atteck}}

RS, TP Yed - X
Ry el 28 o B

“

11CI]
-

\

\




/ | S 4 . R, e . Yy

SKRARREN =

?r-‘-' s:ronger Life in a kulvrak is hard and intense, carry their stereotypes of other races with ”“ , al
fierce loyalty while harboring sporadic, often while they may change with continued exposur to oth
ly, infighting. A skarren may freely leave thekulvrak  cultures, the stubborn skarren mind rarely comes toa!
t personal guidance in the way of the elements or true understanding of non-skarren. Nonetheless, while
'-';. =on-one combat. On occasion, kulvraks send skarren their warlike nature keeps skarren wary of all around =
Lquests foreseen by slave prophets or kulvrak leaders. them, an individual who demonstrates martial prowess ==
" Skarren acknowledge the existence of the gods, but can gain a skarren’s respect regardless of race or culture: =
*do not see them as objects of worship. Instead, they » 2o
:,‘ 1ew gods as worthy opponents waiting to be battled Skarren Charcteristics: Adaptive, brutal, cunning, ==
in the great tournament of the afterlife —the Taakran. driven, instinctual, laconic, savage, strong, stubborn
‘ . When a skarren is defeated in this tournament, it is :
. 'e elieved that he or she is reincarnated on Avadnu Male and Female Names: Ak’thar, Bokk'vrill, Durth; y ~f
2 to practice further. Skarren see the elements of the Kishil, Kyatull, Silith’kell, Torbokk, Tull'vrak, v
S natural world as the only forces they must obey, and Ty'vaekk, Viniak -

I use them as an example in their lives and their fighting
ityles. They may ask Avadnu for something, but it is Skarren names always have meaning. A child is
S understood that no answer should be expected. named based on events in the parents’ lives during
" Skarren despise all forms of organized and settled childbearing, an occurrence in early childhood, or
& civilization—especially the works of humans, whom they (more rarely) some prophecy about the child foretold ==
~ Pelieve despoil Avadnu. “The cages of man” is a common by a seer. There is no difference between male and
8 skarren phrase for human cities. Lone skarren often female skarren names.
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R :':_'_'- D VEnTURERS
skarren adventurers are described
TS
i AK't] har is a skarren fighter who, as a child, was
ehind by his kulvrak in the aftermath of a great
Wlthout his brethren to protect him, he struck
1 nto the world to meet his end head-on—but
“har thrived in isolation, forging himselfinto a
al instrument of survival. He grew into more of
sast than a skarren warrior, so much so that little
Jthan sheer rage and bloodlust now drive his
ill. Only the concern of his traveling companions can
I trol or focus him.
“Kyatull is a skarren paladin covered from head to
& t0e in mystic tattoos signifying her divine allegiance to
rug: The soothsayers of her kulvrak sent her on harsh
als of purification at an early age, believing Kyatull
da destiny. Now she wanders the earth, stalking the
natural forces that plague Avadnu and springing upon
onstrous prey. Her single-minded drive astonishes
er companions, but Kyatull doesn’t worry about what
hers think. She'll fight alongside allies, even protect
‘them, so long as it serves her mission—but no longer.
* Viniak is a skarren ranger who has developed a taste
: aspects of civilization—not politics or soft beds,
ut wine, herbs, and well-crafted blades. He revels in
::Sgever he can, and enjoys the challenges that life on
oad brings. He laughs and roars in combat as he
Sp JB skulls and pierces hearts, and takes the most joy
/] e sees non-skarren lusting for combat the same
way e does

Wﬂﬁ‘ﬁE*D (AGEATS

ODY SURGE
i
t your most desperate moments, your unshakable
l will gives you the strength to keep fighting.
qui sites: Skarren
: When you use second wind while you have
Jor less, you heal an additional 1d8 hit

»

ardened the bones in your skull by dehberately
our head against rocks, fusing your crest’s
9 a devastating weapon.
lis tes Skarren, head-butt racial power
: The damage from your head-butt power

m d8 to d.1o:

g G HEAD-BUTT
b
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Dizzvin Heap-Butt

You have further perfected your head-butt tec i ]

leave a lasting impression on your foes.
Prerequisites: Skarren, head-butt racial pow‘
Benefit: If you hit a foe with your head-butt p

the target is dazed until the end of your next turn

-

EnviRonmENTAL RESISTANCE t
Your time spent in the wilderness allows you to easz‘ ]
with the elements. A

Prerequisites: Skarren -

Benefit: You gain resist 2 fire and resist 2 cold. I
addition, you gain a +4 bonus on endurance checks t
overcome environmental dangers (see the D&D 4e
DUNGEON MASTER’S GUIDE).

FinaL STRIKE
Not even the grip of impending death stops you from
striking back at your opponents.

Prerequisites: Skarren

Benefit: When you are reduced to o or fewer hit
points, you can immediately make a basic melee B,
attack with a +2 bonus to the attack roll before falling =
unconscious. R

!;A

SKARREN HERITAGE RL-
The call of battle burns in your veins. When using the tool
of your proud heritage, you become a fearsome embodiment,
of combat. ‘

Prerequisites: Skarren

Benefit: You gain proficiency and a +2 feat bonus
damage rolls with thar-chaks and kurch-ats.

%

SKARREN VIGOR
Seeing your enemies crushed grants you a surge of vigo ‘,
spurring you to even greater heights of ferocity. ,

Prerequisites: 11th level, Skarren n

Benefit: When you score a critical hit you gain
temporary hp equal to 1 + Constitution modifier. In
addition, increase your healing surge value by
Constitution modifier.

THREATENING PRESENCE
All who stand against you cower at your will.
Prerequisites: Skarren
Benefit: You can use Intimidate as a minor 2
in combat. In addition, you gain a +2 bonus to all
Intimidate checks. :




SKRARREN

PARAGOD PATH

ther day breeds another battle.”

11"'.equisite: Skarren

> -~
! ‘feputation of your people is well known among
yther races. Few armies can match a skarren
tulvrak’s ferocity on the battlefield, and even fewer
ge foolhardy enough to try. But although all skarren
e treated cautiously and given a wide berth by
eivilized” people, it is the blood reaver who truly
t %hes terror into the hearts of those
tunlucky enough to cross his path. Only the
-*..,,_ 10st powerful and determined skarren
ecome blood reavers; in any glven
culvrak, only a handful of warriors ever
hieve this feat.
- When a skarren believes he is
~ ready to rise as one of his kulvrak’s
‘champions, he engages in a ritual
Known as the pass of blood. The initiate
sled alone into the desert, stripped bare
ind chained to a rock. The kulvrak’s shaman cuts deep
Gashes into the initiate’s chest and shoulders with a
_f-‘,; e shard or bone dagger. The ritual not only draws
Willing skarren’s blood, but is said to purge the
itiate of any taint of civilization.
] he initiate is left to fend for himself for seven days.
At he mercy of the elements and under the hungry
/ aze of desert predators, he must break free of his
hains and endure alone in harsh surrounds. If he
urvives the trial, the kulvrak returns to find him a
inged being—one who carries a renewed pride and
ferocity wherever he wanders, and who wears the
s of his ordeal like a badge of honor.
As a blood reaver, you have endured the pain of
; ", al and are among the mightiest of all skarren
ors; a great red mountain who towers over your
thren and all lesser beings on the battlefield. You
ate your life to becoming an embodiment of rage
he power of the storm, unleashing your blistering
alts upon all those who dare to challenge you. It
our strokes that carve the way to victory for your
ak and your battle cries that rise the loudest over
attle

, -~

P

BLOOD REAVER FEATURE
Fiery Wrath (11th): When you spencT ana A
point to make an attack you gain a +4 bonus to \

damage roll. On a miss, you deal damage equal to youss===

Strength modifier. pt
Unrelenting Tide (11th): While you are bloodled
gain a +2 bonus to saving throws.
Walk the Earth (16th): You ignore the effect of
difficult terrain on your movement.
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Rending Gash
Your strike draws a deep and bleeding wound.

Blood Reaver Attack 11

Encounter ¢ Martial, Weapon
Standard Action =~ Melee weapon
Target: One creature

Attack: Strength vs. AC

Hit: 2[ W] + Strength modifier damage, and the target
takes ongoing 10 damage (save ends).

Weapon: If you are wielding a kurch-at or a thar-
chak, the ongoing damage increases to 15.

Special: The affected creature is considered bloodied
until the ongoing damage ends.

See the Wind

N Your extensive time spent in battle allows you to

sense the ebb and flow of combat and avoid your

opponent’s attack. You anticipate your opponent’s
next move and turn his attack against him.

Daily ¢ Martial
Immediate Interrupt  Personal
Trigger: You are hit by an attack

Blood Reaver Utility 12

Effect: You take no damage from the attack that just
hit you and can shift 1 square as long as you remain
adjacent to the triggering enemy. The triggering
enemy grants combat advantage to you until the
end of your next turn.

\ 3
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Cornered Beast Strike Blood Reaver Attack 20

You draw strength from overwhelming odds, striking
out at any enemy within range.

Daily ¢ Martial, Weapon

Standard Action  Close burst 1
Target: Each enemy in burst you can see
Attack: Strength vs. AC

Hit: 2[ W] + Strength modifier damage, and you push
the target 1 square. If you are bloodied, the attack
deals 2[ W] extra damage.

Weapon: If you are wielding a kurch-at or a thar-
chak, each attack deals additional damage equal to
your Constitution modifier.

Miss: Half damage.

Special: You gain a +1 bonus to the attack roll for
each enemy that is adjacent to you.
: ShiaAde

 NE WEARODS)

The skarren employ the use of their own unique
weapons which are detailed below. This sectior
utilizes the rules for weapons (see the D&D 4e PL
HANDBOOK).

WEAPON PROPERTIES

There are also two new weapon properties which ar

listed below. -
Pair: A paired weapon grants youa +1 bonus to hit

when wielding the same weapon in each hand.
Parrying: A parrying weapon provides a +1 bonus t

Ac, Wleldmg more than one parrying weapon does

not increase this bonus.

WEAPON DESCRIPTIONS

Bontam Stick: Traditionally used in Touvran rituals
skarren youths utilize bontam sticks as training ™
weapons. They are often used in pairs and are decorate
with brightly dyed valikiri feathers onbothends. =

Broad Dagger: Created by the skarren who call the
weapon ak'vril, broad daggers are starting to see use
among other races. These heavy broad-bladed daggers
are not balanced well enough for throwing, but with
the added mass they deliver devastating blows. A
rogue proficient with this weapon can treatitasa ===
dagger for the purpose of the Rogue Weapon Talent
class feature. R,

Gauntlet Sword: Various versions of this weapa
exist from the skarren crafted silithan made from =
the carapace of a haklaa to the fine steel equivalent ,\
employed by exotic weaponmasters. A gauntlet sword?
incorporates a piece of armor that protects the forea
and several sword-like blades that extend from the =
wielder’s fist.

Kurch-at: Developed by the skarren and used b
their females when hunting, a kurch-at is a handl
with a curved shortsword-sized blade protr ding -
from each end. While awkwardly balanced} \ /8
also be thrown. o

Thar-chak: For skarren, a thar-chak is more ’- a
just a weapon-—itis an embodiment of their way
A thar-chakis a 6-foot-long haft with pick axe h
facing opposite directions at the ends. A thar-¢
double weapon (see the D&D 4e ADVENTURER'S VA

"~ -




Prof.  Damage Price Properties

Bontam Stick Mace Off-hand, pair
Broad Dagger! Light blade High crit, off-hand
Kurch-at Heavy blade, light blade ~ Off-hand, heavy thrown

Damage Price Properties

Light blade Parrying

Prof. ©Damage Range Price Weight  Group Properties
B Thar-chak +2 d12/d8 - 40 gp 151b.  Axe, pick High crit, off-hand

~ "Arogue proficient with this weapon can treat it as a dagger for the purpose of the Rogue Weapon Talent class feature.

¥
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THAR-CHAK

BONTAM STICK




FOR BLOOD AND BATTLL!

The Inner Circle debuts its 4th Edition support with our Races of Violet Dawn
product line. This first entry in the series focuses on the skarren, a new playable
race for 4th Edition campaigns that can easily be dropped into any setting.

Inside this PDF are the complete rules for adding these brutal warriors to your game,
8 new racial feats, a racial paragon path called the Blood Reaver, and new weapons.

or use w1th the 4th Edition

ROLEPLAYING GAME

Requires the use oglhe D&D Player’s gandbook Monst%r Manual,® and
Dungeon Master’s Guide™ Player’s Handbook®™ 2, Monster Manual® 2, Adventurer’s Vault™ >
core rulebooks, available from Wizards of the Coast, LLC COMPATIBLE
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