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THESE GUYS SPENT THE LAST THREE YEARS
GETTING READY FOR THEIR NEXT FIGHT.

In the name of making 4th Edition, we've offered up countless
of our own characiers for use as punching bags and chew foys.
Now it's your turn.
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You know where to get ‘em. e
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All rademarks are property of Wizards of the Coast, Inc. ©2008 Wizards.



http://www.koboldquarterly.com/admaster.php?aid=156

L STORE!

MoV (BT
da

suamod  (EIE0D

13s disva STED

SHIALIVHVHI

But if you don’t have a friendly local game store, you can get all this online at Warehouse 23!
The Warehouse has the full line of Steve Jackson Games releases, plus lots of online exclusives.
We also have a fine selection of products from other game companies, plus some strange,
hard-to-find items that we think you might like.

WE KNOW WHAT YOU WANT!
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From the Mines

Dispatches and (omplaints

Attention to Detail

Dear KosoLb,

I just read issue #5, and I wanted to
tell you what an amazing job you did.
This is the first issue I have read, and
if this is any indication of what can be
expected on a regular basis then I am
certain you are on the path of success.
I plan to subscribe soon and hope that
I can sponsor a subscription for one of
our fighting soldiers abroad too.

I loved the equal amount of content
for both the player and the DM. I also
enjoyed how everything was written
in a non-specific setting way so as to
make it as easy to introduce in any
world as possible. I especially liked
the real-world origins of Jezebel. I love
attention to detail like that. To me it
just adds to the overall quality of the
article.

Also I enjoyed the article on “Maxi-
mizing Your Monk.” Honestly, I have
always overlooked its stunning fists
ability until now.

I would like to make two comments.

First, about staying B&W or switch-
ing to a color format, if staying in
B&W keeps you in a print form then
by all means stay with ic. While I ap-
preciate the fact you offer your fine
publication in both print and PDF
form, I am getting tired of so many
publications going to an online-only
format. Some of us still don’t have ac-
cess to broadband where we live!

Second, in regards to switching
content to 4E or staying with 3.5E,
please cover both until the industry as
a whole makes up its mind as to which
way it’s gonna go. Though I would like
to point out that a kobold has better
stats in 4F then in 3.5.

As a side note when my current cam-
paign ends I plan to play a kobold in
honor of you. Thank you for carrying
on the true spirit of the DraGON.

~Will Piasecki

Thanks, Will, were working to keep
the magazine interesting for everyone.
Unfortunately, the new 4E license will
not allow us to present both 3E and 4E
content at the same time, so were sticking
with 3E this issue.

And we couldn’t resist adding a little
color this issue. We'll see if we can main-
tain the advertisers who make it possible.

Dual Stat Hydra

First off — great magazine. I am glad
that you were there to fill in the gap
when DracoN/DuNGEON went the
way of the dodo.

I purchased the 4E books, and am
going to give the system a chance
despite the trolls. I want to have a
good grasp of the system so I can be
informed.

However, most of my gaming group
will probably be playing 3.X.

So I guess I am saying, please
continue to put out your articles in
3.5 content, but I think it would be
interesting to see if these articles and
modules could be in 4E format too.
The story should be able to be played
in either edition, ya know. It s still
fantasy.

~Ron Pollard

Ron, I wish it were that easy, but unfor-
tunately, the Game System License for
4th Edition content does not allow for
dual stats. So that option is closed.

Even if it were possible, it would eat up

You can write to us at letters@koboldquarterly.com or send paper mail to
Kosorp Quarterry, PO Box 2811, Kirkland, WA 98083
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a lot of pages, so... A hybrid-stat maga-
zine is pretty unlikely, barring a special
deal with Wizards of the Coast.

‘What Works

I just received the newest issue. You
asked for responses about the change
to 4e, so I am giving it. I would prefer
you not switch.

If the magazine goes to all 4e I will
not renew it. I would very much like
to be able to get new material for the
edition I likely will continue to play.

~Derek Lloyd

Thanks to everyone who wrote in for
their favorite edition. Currently, not
many people are asking for 4E, which I
guess I consider a little surprising. Unless
that changes, well be sticking with old
school 3rd Edition.

Adopted Soldier

Thank you very much for the free pdf
of KQ5!

I wasn't sure if you received my email
requesting to be added to the waiting
list (connectivity can be “iffy” here at
times) and didn’t want to send a second
at the risk of seeming pushy.

I have been selected as the coordina-
tor for Worldwide D&D Game Day
here at Bagram [Ed.—Afghanistan],
though ours will have to happen later
as the kits will take a while to reach us.

Tell all the kobolds “thank you” for
me. Your generosity and hard work are

very appreciated.
~David Cornwell
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You're very welcome (though really, it’s the
subscribers who support these subscrip-
tions directly)! The Adopt A Soldier
program has been pretty successful, and
we're happy to provide subscriptions
worldwide.

PATHFINDER, Please

I have been getting KoBoLD since issue
one and love it, but if you feel it best
to switch to 4™ edition I will have no
reason to continue to order it.

I am going with Paizo PATHFINDER
RPG so I can use all my 3.5 books that
now overflow my book shelves.

Whichever way you decide to go 1
wish you the best of luck.

~Timothy Lauchnor

Its pretty clear well lose some subscrib-
ers no matter what we do, so we'll need
it. However, since I've done my share of
writing for the PATHFINDER adventure
paths, the Golarion setting in particular
is likely ro get some support from KQ.

No More PDF

Dear Kobold-in-Chief,

I love what you are doing with KQ.
The ecology and Ask the Kobold
articles are my favorites. I received the
third issue of my subscription last week
and plan to resubscribe soon so I won't
miss an issue. But before I do, I have a
question. Will you be offering print-
only subscriptions?

I am wondering because due to my
incarceration I am not allowed access
to a computer. This means that I am
missing out on half of the subscrip-
tion’s benefit while still paying full
price. I don’t want to complain but my
access to funds isn’t what it used to be,
and I don’t like the idea of paying for
something I can’t use.

On an unrelated subject, I think you
should stay 3.5. I am certain that 4*
Edition will have some great content
but so does 3.5. T hate to say it but I
think the change to 4* edition had ev-
erything to do with profits and nothing
to do with improving a game that was
great to begin with. I's DUNGEON and
DracoN magazine all over again. They
stopped printing the magazines because

it was cheaper to put it on the Inter-
net. 'm sorry if I sound hostile but
the Wizards of the Coast ended their
contract with Paizo halfway through
my first year’s subscription to DrRagoN
magazine and I am still a lictle bitter.

Anyway, you have a great magazine,
keep up the good work.

~Darren McCracken

The number of subscribers without access
to an Internet connection is quite low, so
Jfor now, we're going to continue to offer
the print+PDF option.

Why Fight City Hall?

I am in favor of staying 3.5E. A 4E
magazine would be of no use to me,
since I will not be playing it, and the
pure “Huff” articles simply wouldn’t
be enough to justify a subscription.
(Sorry.)

Consider this as well: WotC already
has 4E Web sites, DunGEON and
DRAGON (such as they are these days),
and people who like 4E will subscribe
to them through D&D INsIDER. By
keeping KoBoLp QuaRTERLY 3E, you
are filling a niche for those of us who
are not switching. You avoid any-
one potentially saying “I already get
Dracon, why do I need KQ?”

Also, while the decision to go 4E is
irrevocable (as I understand it), the
decision to continue publishing 3E
material is not. So, if staying 3E doesn’t
work out, you can always switch later,
but if going 4E doesn’t work out, you
cannot switch back. That is, assuming I
know what I'm talking about with the
licenses.

Anyway, add my vote to the 3.5/
PATHFINDER column. You've got a great
magazine here.

~Andrew Phelps

Well, Id like to think that even if KQ
does someday go 4E, it would cost a lot
less than the $180 per year of a full-
blown DDI subscription. But you make
a good point. Why compete with the big
guys, if all your subscribers are asking for
3E? So, we're sticking with the current
rules for now.

4E supporters, send us your letters!
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“Three

Clones
Later

W] ve always loved summer as a season for gaming.
%3 % Sure, it’s hot and sunny, and you could go
e=——M outside. But it’s also the convention season, with

GenCon and Origins and all the rest. And it’s awards
season, with ENnies and Origins Awards and... Well, ok,
it’s really just those two.

Combine the publishers launching their biggest
releases of the year, and the awards honoring the greatest
games of the last year, and it’s easy to find something
great to try out in the summer months. It’s a prime time
for RPGs.

And there’s a good reason for this. School’s out.
Summer’s a good time for college students and high
school types alike to find a different reason to pull an all-
nighter. Man, I miss having the summer off for massive
gaming. Fortunately, I don’t have to miss convention
season.

My first convention experience was GenCon at the
University of Wisconsin - Parkside. The dealer room
was tiny by current standards, but I went to each booth
and checked it out. I stopped in my tracks at the West
End Games booth, where a bearded fellow was showing
off some kind of SF game. It was a new-game demo
(something I'd never seen before), and my pause in
front of the booth gave the proprietor all the opening he
needed.

“Hi, ’'m Ken. Come try out PArRaNO1A!” he said. |
didn’t need to be asked twice.

The demo was short and funny and brutal (I think
I lost three clones in 10 minutes), but I loved it and I
bought the game on the spot. It was so new, the boxed
part of the boxed set wasn’t available yet. I didn't care,
Ken made it so entertaining, and ran the system with a
laugh and a wink. How could anyone not love this game?
Humor in an RPG, amazing!

At the time, I was took my gaming maybe a little
too seriously, looking down on anyone who mocked an
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adventure’s flaws, or played Chaotic Silly characters, or
even (gasp) had too much fun joking during the game.

That demo made ame loosen up a little (though
I confess, I still take my gaming serious rather than
humorous). I took the booklets home, ran a few
entertaining games of it (more entertaining for me than
for the players, I fear, as they wanted to go back to D&D
pretty quickly after losing their first few clones).

I realized later that “Ken” was “Ken Rolston”, the
game’s designer, listed right there in the credits. Holy
cow, I should gotten an autograph! I'd gotten a demo
directly from the designer. I was sold on the value of
conventions from that day forward.

Putting together the first convention issue of KQ has
been a blast. Yes, we've done a fifth issue of a quarterly
magazine! Squeezing another issue into the schedule did
involve a lot of scrambling, but if you like it and the
con season goes well for us, we'll do this every year for
GenCon. If it goes poorly and no one cares, well, we
won'.

So please show your friends that KoBoLb QUARTERLY
is worth their hard-earned cash! With the articles in this
issue, it should be pretty easy: the truth about tieflings
from the designer who invented them, an ecology with a
Mythos spin, and knightly feats, blood magic, and more.

Share your comments on this issue’s articles, request
an article, or send us your own summer gaming and
convention stories. Did your dice melt in the heat? Did
you stay up till dawn? Let us know!

Direct your couriers, message spells, sealed letters,
and email to letters@koboldquarterly.com or to Kobold
Letters, PO Box 2811, Kirkland, WA 98083.

illolfsa%%aur

Kobold in Chief
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aracter Developments

by David “Zeb” Cook
Art by Cris Griffin

You think you know us.
All that needs be mentioned
is Caermalrath and those dark
pacts supposedly signed there
and now you think you know
everything about us. Look at the
horns, the wicked glimmer, the
glide as we pass by—irt’s all you
need to define our existence.
We are the Others, the Touched,
the Kissed, the Blessed, the
Cursed. With a single word or
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phrase, you seek to bind us.

The truth is, you know so
little about us. Your ignorance
hides behind tales, legends, and
stories that everyone knows but
cannot prove. The truth is, we
are more—much more—than
your stories, your fears, and your
dreams.

Just remember that truth is
convenient and serves many
masters.

Thus all the elements which ye

Destruction, Sin, or briefly, Evil, name,

As my peculiar element I claim.

—DMephistopheles in Faust

hile a tiefling will often
alk about himself and
his people as “we,” it is

little more than a lie. Where humans
often prefer the bond of tribe, cult, and
nation, tieflings seldom feel such affec-
tions. Through painful lessons, tieflings
have learned it is best to never trust or
rely on others.

They especially suspect those of their
own kind, since each knows exactly
why he should “never trust a tiefling.”
The idea that tieflings share a common
identity, purpose, or goal is foreign to
all but those who seek the restoration
of the glories of the ancient empire of
Caermalrath (cynics would say, those
few seek only power).

Even then, they are only bound by a
common target as each brings his own
goals and ambitions to the endeavor.

Secret Histories

What is the truth of the tiefling? Is it the
tale of Caermalrath? While for many it is
no move than a mumbled curse, scholars
of the ancient describe it as the source of
our kind. But how could we be born out
of a promise, a_few words spoken, and

a handful of spells? Are we naught but
human blood perverted and corrupted?
That would make us lesser people—and
that is the lie.

When humans barely knew of the secrer
arts, who do you think walked among
them and taught them the words of
power? Who showed them the ways of the
necromancer and the diviner? Certainly
not the elves, who hide their knowledge
out of jealousy and fear. The dwarves?
Those lumpen dolts could only hoard and
covet, certainly not generously share their
secrets with outsiders. Nor did the dark



races, the orcs and other fell creatures,

shed light on arts they themselves were
to dim to perceive. No, it was us, your
closest kin.

For we have always been among you,
sometimes few in number, sometimes
greater, as in the Age of Empire. How
else could it be, for even if we are the
product of human dabbling, the consort-
ing with devils, then certainly humans
Jfell long before Caermalrath. And where
they dabbled, we entered.

Nor are we just your polluted blood, the
product of your corruptions. Were that
the case we would have overrun the land
eons ago. No, we have been here since the
beginning, since before the age of human
might. We are old, and we know secrets
you do not.

Tieflings as a group are a proud people,
and while many do not inquire into
their origin, few if any, accept the idea
that they are an accident of human
plotting. That would diminish them
and their powers and make them
subservient to humans in the grand
order of things. Even those tieflings
who believe the tales of Caermalrath
and the Blood Pact deny any such
accidental creation. Instead they hold
that tieflings were and are the agents of
the infernal powers, given a foothold in
this reality because of the bargain the
Old Houses made with the devils in
those days.

Tiefling Bloodlines

But I am lax and beg your forgiveness.

I am Luor , Seventh Son of Malachi,
himself Eleventh Son of the Keeper of the
97" generation of House Aschenwald,
Jforemost of the houses of Caermalrath,
Commander of the Eastern Gate of

the Conquering City, and Speaker for
Grantoxices Heart-Squeezer, 37" Prince
of Hell (should He ever so call upon that
need). Know that what I write and say
is the voice of my people, and none will
question my words in these matters.

Perhaps because of their history, tief-
lings are inordinately proud of family
history and lineage. The deeper and
more detailed a family tree, the greater

the prestige for the owner. At the same
time they do not wear their lineage on
their sleeve the way many elves do. It is
simply the knowledge of their past that
provides them comfort, power, and,
when needed, status among their own.
Of course, tieflings being who they are,
it is never wise to accept their claims

at face value. Even the most orphaned
of their kind will have some claim to
greatness in their past (though never
verifiable, of course).

This passion for family does not
equate to bonds of family and kin,
however. There is no special love
between child and parent. Brothers
and sisters are no more to be trusted
than any outsider; if anything a tiefling
trusts his own kin less, since who better
knows the best way to strike at a weak-
ness than his own family?

Living Among You

Duwarves have their cavern empires, elves
their forest utopias. Even orcs build smok-
ing fortresses and live under one banner.
Yet in the centuries since Caermalrath,
no scholar ever mentions so much as a
tiefling town. Building is not our way.

It is far more pleasant and useful to live
among others. And even in your cities
you will not find us gathered rogether in
Jforeign enclaves like the gnomes or forced
to dwell in the ghettoes like half-orcs. It
is much better to live among humans,
side-by-side, so that we are accepted as no
different from your own.

Still, we have our tastes. By human
standards, a tiefling’s house is both lavish
and austere at the same time. We are
not driven by false modesty, a hypocrisy
that inflicts so many humans. There is
no fear of vanity among us. Why should
any tiefling deny themselves any pleas-
antries they can acquire? If something is
to be owned, let it be made of the finest
materials that can be owned—rthe deep-
est silks, the purest steel, the rarest gems
[from distant coasts, all are worth having
simply because they are better.

And yet at the same time, comfort
breeds weakness and, too often, possessions
become traps for their owners. No chair

should be so comfortable that you cannot
stand, no doublet fit so well that it dulls

your senses. Foolish is the tiefling who
cannot abandon his home at a moments
notice, made prisoner by goods. Humans
often complain that our homes are sparse,
cold, and uncomfortable, and their com-
plaints are a sign of their own weakness.
Our homes are sparse, so we can disap-
pear quickly when the time comes. They
are cold because we choose not to reveal
ourselves to anyone. And what you see as
discomfort is for us pleasure, the knifes
edge that keeps us keen.

Of all the major races, tieflings are
unique in that they show little inclina-
tion to build, either physical or social
structures. There is no traditional
infernal building style that marks a tief-
ling home as unique (although hiring
a tiefling architect will add a certain
flair to human building projects).
They typically occupy a house built
for another race and adapt it to their
needs. Humans sometimes denigrate
tieflings as “magpies” for this habit of
taking over abandoned buildings to use
as their own.

From the tiefling point of view,
driving away current residents or
squatting in abandoned houses is a
practical matter, by living among the
other races, tieflings do not provide
a single concentrated target for their
enemies. “Destroy me, destroy your-
self,” is an old saying among tieflings,
and indeed, the effort of rooting them
out of a community can destroy that
community in the process. Of course,
the trade-off is that tieflings give up the
support of their own kind, but this is
hardly a loss considering their general
suspicion of their own kin.

In the social sphere, tieflings do not
organize into overt political bodies.
They form no senates, councils, king-
ships, or the like to rule over them-
selves or others. Such bodies would
provide convenient targets for their
enemies. Worse, such groups require
a modicum of trust and cooperation
among their members, properties very
rare throughout the whole of the race.
They are perfectly happy to be part of
someone else’s government, although
even here they prefer the subtler roles

Kobold Quarterly 6 11



of advisor and courtier, positions where
they can influence policy without
being responsible for it.

Some humans mistake the tiefling
taste for the finest goods as the passion
of a merchant for his wares. They as-
sume tieflings must be master trades-

man at their core, since they apparently
understand the value of goods. Noth-
ing could be further from the truth. It
is part of their racial makeup, as much
as their horns or their smoldering eyes.
They have a passion for fine things,

but they have no special lust for coin
or profit. It is the quality and style that
matters most, the pride of showing the
best.

Tieflings are most comfortable when
all that they own can be packed up at
a moments notice. Thus, their love for
fine possessions reflects itself mainly
in their personal possessions—their
clothes, their armor, their weapons,
and their magic. Fine furniture, car-
riages, and statues are hard to make
disappear in the dead of night, but a
hammered breastplate, a bejeweled
tiefling blade, and an always smolder-
ing wand are easy—and practical—
traveling companions.

It is quite true, also, that tiefling gear
is uniquely uncomfortable even when
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it is custom-fitted, as any human
warrior compelled to wear tiefling
armor will testify. Even the best
made items pinch, prick, and

bite at the wearer in subtly pain-
ful ways. These are not mistakes
of construction, but deliberate,
“small tortures”—willingly ac-
cepted by the wearer.

Called Armor of Tears, a per-
fectly matched suit enhances the
senses of any tiefling who wears
it, giving them a +1 equipment
bonus to all perception-related
checks. However, the armor has
the opposite effect on any non-
tiefling who wears it, resulting in a
-1 penalty to all perception-related
checks (such as Spot and Listen).

Tiefling “style” is embodied in
personal items. Tiefling weapons
are well-known for their elegantly
barbaric twists and turns, designed
for pain as much for killing.
Tiefling armor is beautifully fitted but
agonizing. Their clothes are at the fore-
front of fashions. The work of a tefling
jeweler is dazzling but wise buyers
always ask about the hidden features—
the poisoned clasp or the razor-edged
facets of the stone. Were such jewelry
made by less treacherous hands, tielfing
work would command elvish prices,
but their penchant for deadly surprises
means all but the most discerning con-
noisseurs pass them by.

Race Relations

Some believe that because we chose to live
among you we want to be accepted by
you. They are fools. What do we care of
your people and your race? It is your ar-
rogance that presumes you are superior to
us. You say, “Tieflings are contaminated
blood of our kind.” We know, how-

ever, that we are the refinement of your
bloodline, burning out the weakness that
cripples you. Surely it must humble you ro
know you are the weaker race.

There is no doubt tieflings hold
themselves superior to all other races.
They are, after all, the product of a
what they see as a blessed mingling of
bloodlines—human and devil. While

it might seem natural to hold humans
in utter contempt, most tieflings feel
quite the opposite.

Humans: Humans are, if not a noble
race, a rich bloodstock to spring from.
Tieflings see in humans many posi-
tive qualities—the facility for lying,
the casual approach to virtue, and the
untroubled acceptance of hypocrisy to
name a few. Tieflings favor those who
are adaptable and those who have a
flexible understanding of morality—in
short, humans.

Dwarves: Tieflings view the small
races as usefully pragmatic, if perhaps
too much so. Dwarven predictabilicy—
both their passion and their temper—is
a weakness to be exploited. Tieflings
like the fact that dwarves are easy to
manipulate but seldom feel they have
much in common with this race. To a
tiefling, the dwarven passion for gems
and riches is crass and shallow, a sign
of their inability to defend themselves
psychologically from others. The other
small races deserve little more than
condescension for their cowardly at-
tachment to their staid homebound
lives.

It might seem natural for tieflings to
ally themselves with any of the various
monstrous and vile races that abound
in the world; however, tieflings view
most of them with utter contempt.

In their eyes, most of these races lack
sophistication in one form or anoth-
er—too brutish, too crass, too base,
or too lacking in the refinements of
pain, suffering, and evil. For a tiefling,
it is only natural to rule and dominate
these lesser brutes, to use them as
pawns in their plans and schemes, and
to exploit them for whatever gain and
amusement they can provide.

It is the elves whom tieflings reserve
their greatest scorn, even hatred, for.
Tieflings have no use for many aspects
of elvish culture—their sense of racial
purity, their obsessive love of nature
and beauty and their overall arrogance.
The first strikes at the very essence of
a tiefling, the second is a weakness to
not see the cruel purpose of nature,
and the third is just undeserved when
compared to the greatness and history
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Tiefling racial traits
e +2 Dex, +2 Int, -2 Cha
e Medium size
o A tiefling’s base land speed is 30 feet
e Darkvision out to 60 feet
e Racial Skills: Tieflings gain a +2 racial
bonus to Bluff and Hide checks
e Racial Feats: A tiefling gains feats according
to its class levels
e Special Attacks: Darkness or Infernal Power
e Special Qualities: Resistance to cold 5,
electricity 5, and fire 5
e Automatic Languages: Common, Infernal
e Bonus Languages: Draconic, Dwarven,
Elven, Gnome, Goblin, Halfling, Orc
e Favored Class: Rogue
e Level adjustment +1

Infernal Powers

All tieflings may take one power in place of
the usual darkness spell-like ability, rolled
from among the following during character
generation. Additional powers can be gained
at cost of 1 point of Con and 1 point of Wis
for each additional power.

01-10 Hellstep: You can move magically

as a swift action 3/day, suffering no attacks
of opportunity, up to a distance of your level
times 5 feet. This a limited dimension door
spell-like ability.

11-19 Claws: You gain a natural attack
with two claws for 1d4/1d4, using your base
attack bonus.

20-27 Stygian Hide: You gain +1 natural
armor.

28-36 Improved Resistance: One of your
resistances increases to 10.

37-44 False Friend: You gain +2 to BIuff,
Diplomacy, and Intimidate checks. The Bluff
bonus stacks with your racial bonus.

45-51 Beguiler: You may cast charm person
1/day, with CL equal to your level.

52-59 Sneak Attack: Your sneak attack
damage improves by +1d6.

60-66 Spawn of Baphomet: Your
enormous will grants you bull’s strength 1/
day as a caster equal to your level.

67-72 Infernal Pact: All your spells’ saving
throw DCs increase by 1.

73-78 Shadowsteel: You ignore the first
attack of opportunity against you each
round; it passes through your body as if you
were incorporeal.

79-84 Spawn of Titivillus: You can read
all languages and gain 5 ranks in Use Magic
Device.

85-89 Spawn of Belphegor: Once per day,
you cast slow as a caster equal to your level.
90-93 Spawn of Mammon: You may
purchase goods for yourself at half price if
you make a successful opposed Bluff check.
If you fail the check, you must pay double or
do without, and may be reported as a sneak
thief or swindler. Goods given to others must
always be sold at full price; you may never
give a gift without profit to yourself.

94-98 Heartseeker: On a confirmed critical,
you always inflict maximum damage.

99-00 Spawn of Asmodeus: You are as
smoke and can become incorporeal 1/day for
a number of rounds equal to your level.

of the tiefling past. Elves attempt to
hide from the pain and suffering of the
world; tieflings openly and willingly
embrace it. This, they maintain, makes
them the stronger, better bloodline.

The Greater Purpose

Heres your folly, that you paint us all
with the same brush—all dark and evil,
against the good of the world. What you
don'’t understand is our subtlety, that we
change and flow as shadows over water.
Good and evil are meaningless to us. We
are what we need. We can be virtuous by
our standards and do not give a damn
about yours.

So, it is unfair to call us liars. After all,
who is to say what is true and what is
Jalse? Me? You? What makes either of us
right or wrong? Truth is only in what we
choose to believe. Clinging to a belief is
what we call the “unnecessary burden of
truth.” What is true and what is not are
no more than leaves in the wind, con-
stantly circling each other, never stable.

The only thing that lasts is pain and
suffering. These are the secret truths of the
world. Pain hones us, exposes our weak-
nesses and burns them out of us. Suffering
is a gift we give others. Whether it breaks
them or makes them stronger is not our
concern.

In questions of morality, tieflings are
flexible and yet constant. While human
opinion maintains they are all damned
villains, tieflings can choose to be good
or evil. But for them, goodness is rela-
tive. Few adhere to the imposed codes
of conduct of any religion. Instead they
make their way through right or wrong
by their own moral compasses. They
have few, if any, qualms about using
expedient measures—lies, treachery,
murder, and worse—to reach good
ends. The harm of an act is inconse-
quential to the goal attained. Thus, a
tiefling sees no paradox in assassinating
for a good cause or torturing for vital
information. Indeed, they might even
find a lictle pleasure in it. With this
mindset, tieflings often find themselves
employed by those unwilling to soil
their own hands with ugly but “neces-
sary” tasks.

And then there are your gods. We are
tieflings; we have seen gods, bred from
gods, and been gods. And someday we
will be gods again. Your gods are no
greater than what we can be, so why
should be venerate them? It is better to
use our energies to become great than
waste time waiting on those who might
be great. Gods and devils only offer
promises and lies that we have seen many
times before. We have been great in the
past, and we will be great once more.

It is well known that tieflings have little
use for the gods, demons, and devils.

A vestige of that power runs through
their blood, so they already know its
taste. The trappings of religion, the
need for reverence, and the dogmatic
codes are the meaningless pantomimes
of wretches who don’t understand the
essence of the divine. Gods are nothing
more than goals—a power to ascend to
but not to revere.

That taste of power, the racial mem-
ory of what they once were, is the core
of a secret cult among the tieflings—
the Keepers of the Pacts. This loosely
knit group, for no tiefling can bind
tight to his fellows, seeks the secrets of
the ancient days of Caermalrath and
before. Each member hopes to restore
the might of that dread empire—and
sit on its throne, of course. It is a cult
few speak of, and few tieflings know
of its existence. Its members operate in
the shadows coming together in twos
and threes to sometimes share secrets
with each cultist hoping to learn more
than he reveals. Indeed it is this com-
petition between Keepers that hinders
their progress more than anything.

Tiefling Roles

What do you see when you look at me? A
Sfellow with horns, an affliction in your
eyes, or something darker? And yet we

are not all alike. Each of us chooses our
place and our part—the role we will play
amongst you. Some you see, but others we

keep hidden behind the masks of mer-

chants, tradesmen, and crafismen.

To the outside world, tieflings are often
lumped as scoundrels or merchants.
While the first may apply to any of this
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race, tieflings more often than not de-
spise merchants as a group. Those tief-
lings seen in the trade are most often
there for one of two reasons—poverty
or subterfuge. Those too impoverished
or weak of spirit may take up a trade,
but there are others who use the role of
merchant as a shield for other activi-
ties and goals. Thus, it is wise to always
question the motives of every tiefling
merchant—especially the ones who
offer particularly good deals.

Listed here are some of the roles
tieflings adopt and what might be
expected when each is encountered.

The Huntsmen of the Woods

Not every tiefling dwells in the great
cities. There are those of who dwell in
the vast deeps of the wilderness. With
gowns of leaves, feathers, hide, and
bone stitched together with spider silk,
many equate them with wild druids
or feral elves, but the huntsmen are no
lovers of nature.

Nature is their home because that is
where the ancient dark secrets are to be
found, where packs of devilish hounds
pull down game, where the Horned
Man calls together his children, and
where baleful and forgotten powers
await their resurrection.

Villagers on the edge of dark forests
whisper of the huntsmen and wisely
fear them. While all are not evil, even
the best are tainted by dark forces. As
for the worst, they offer sinister herbs
to jilted lovers, craft cursed arrows for
ambitious warriors, guide hunters to
the endless chase, and lure children
from the sheltered fields for their dark

rituals.

Oathbreakers

The oathbreakers are the rarest of

all deflings, those who have turned
their back on their own dark nature
to embrace the salvation promised by
the gods. Why have they dedicated
themselves to the good powers? Some
hope to purge themselves of their dark
bloodline; some hope to atone for the
evils they have done; and some just
find it an intriguing way to infuriate
and confound their enemies.
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It is a path filled with struggle. It is
no easy thing to deny what runs even
deeper than blood. Tiefling nature
is not to be good, as others define it.
Oathbreakers follow obsessive rituals
and exercises intended to strengthen
their will and fuel the determination
to hold to the virtuous path. These
can be grueling physical exercises,
mind-numbing sutras droned over and
over, even magical wards that deliver
excruciating pain at the first sign of
corruption. Other tieflings may look
down on oathbreakers for their folly,
but it is impossible not to admire their
self-discipline.

Contempt is a problem they always
face. Normal tieflings consider the
Oathbreakers aberrations to be pitied
or despised. Most other races look at
them and see only a tiefling to be dis-
trusted, feared, and hated. Even priests
of their own order can find it hard to
accept that they have truly reformed.
Consequently, they almost never rise in
the ranks of the priesthood and serve
only as lay followers, bearing the stan-

dard of their adopted god in battle.

The Seckers
These are the elders of the tiefling

race—or at least they like to claim so.
Seekers gather the ancient lore and
recovering their race’s lost knowledge
of Caermalrath and the ages before.
While many are also part of the cult
of the Keepers, not all Seekers aspire
to raise the ancient empire. Some
work for knowledge, some for personal
power, and some to restore the great-
ness of Caermalrath. All of them are
driven by a passion for knowledge.
Much was lost since the fall of Caer-
malrath and the Seekers see it as their
duty to unearth those mysteries.
Seekers are often dismissed as
unworldly sages with no adventur-
ing skills. That underestimates them
woefully. Only a fraction of the ancient
lore can be found in arcane libraries
and monastic cloisters. The vast bulk
of what they seek can only be found in
the most blasted and desolate corners
of the world—no place for book-
worms. A true Seeker lives for the risk

and the adventure almost as much as
for the dark lore he hopes to uncover.

The Thief of Lost Things

Of all the shapes and patterns and
styles of tieflings out there, none is
more bizarre than those few who have
descended into dark madness. For
many, it is a trap they never escape,
but a few emerge from their personal
chaos transformed in ways that cannot
be explained. These few are the Thieves
of Lost Things; once mad, they now
possess an insight into a cosmology
beyond normal understanding.

Their name is not just a metaphor;
it is a description of what they do.
Driven by their strange insight, the
Thieves obsessively collect, find, and
steal very specific items. No two are the
same, and value is not the objective.
One day it might be a tattered sandal
worn by a dead gladiator; the nexta
perfect gem from the coffers of the
local governor. Individually there seems
to be no rhyme or reason to their
thefts, yet as a whole, one senses some
hint of an arcane and unknowable pat-
tern. They never sell what they acquire.
Everything they gain is used in cryptic
patterns—mandalas of debris assem-
bled in scattered locations throughout
the world.

What is their purpose? No one
knows for sure, although human and
tiefling scholars have grappled with this
question for centuries. Such questions
would have been dismissed long ago
if it were not for the evidence that
something powerful is happening.

For, strangest of all, the Thieves are
miracle workers: they or their strange
assemblages somehow transport armies,
rebuild cities after quakes, turn deserts
into gardens and gardens into dust.
Not often, perhaps not even in a per-
som’s lifetime, but when it happens they
can change lives, reshape landscapes,
and even alter the path of the future to
some unknown end.

So there, now I've told you what I'm
going to tell you.
And you still don’t know us.

£
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Derror from Beyond the Stars
By Scott Gable
Art by Michael Jaecks

“The rural tales are queer. They
might be even queerer if city men
and college chemists could be
interested enough to analyze the
water from that disused well, or
the grey dust that no wind seems
to disperse. Botanists, too, ought
to study the stunted flora on the
borders of that spot... People

say the colour of the neighboring
herbage is not quite right in the
spring, and that wild things leave
queer prints in the light winter
snow.”

— H.P Lovecraft, The Colour
Out of Space
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rom the field notes of Sir Ran-
Fdolph Corday, mycologist to the

King (recovered from bis staging
camp in the lower Hazelwood):

Most adventurers know fungus only
as the tiny toadstools that litter the
forest floor. Sure, eating the wrong
one could be disastrous, but otherwise,
these strange growths pose no threat
except to corpses—those that are pre-
pared to return to the dirt. Mushrooms
are harmless, right?

What if I were to tell you that many
of those mushrooms you saw in the
forest were actually the same creature?
Or, that those mushrooms are really
only the “Howers” of the creature and
the rest of it lies hidden, just under-
ground? O, that this buried creature
might span 3,000 acres with a total
mass greater than any dragon? That,
my friends, is exactly what a fungus is.

Fungus is primary composed of
chitinous threads called hyphae that
branch and crisscross in a vast network
throughout the soil. These hyphae are
ever growing and secking new food
sources, which are promptly broken
down into the basest components and
absorbed by the fungus. In this way,
fungus decomposes organic matter
and performs a vital cycling of mat-
ter. While fungus proves both strange
and fascinating, and perhaps a touch
humbling, it is not typically a threat to
the living.

However, I have found incontrovert-
ible proof of an even stranger fungus.
This fungus exhibits the strangest of
behaviors and physiology. It acts with
deliberation and intent. I believe this
fungus can only be from beyond the
realms that we know.
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..when be see all the trees a-bendin’ at
the maouth o’ the glen... an’ smelt the
same awful smell.... they was a swishin’
lappin’ saound, more nor what the
bendin’ trees an’ bushes could make, an’
all on a suddent the trees along the rud
begun ter git pushed one side, an’ they
was a awful sompin’ an’ splashin’ in the
mud. But mind ye... he didn’ see nothin’
at all, only just the bendin’ trees an’
underbrush.”

— H.P. Lovecraft, The Dunwich

Horror

My initial claims, at least, are clearly
supported by various heroes’ tales

of confrontations with a “phantom
fungus.” Imagine, an invisible mush-
room! It was this phantom fungus that
I sought to study when I set out for the
dark Crinderfeld domains.

The handful of stories that mention
this strange creature are isolated to but
a few regions. Seeking out the locals
in the outer Crinderfeld Marches, 1
had hoped to discover clear evidence.
Eventually, I found a few gnomes who
had encountered and slain such a beast.
They recounted the experience of being
attacked by a foe they could not see,
never knowing what was gnashing at
their faces and defeating the beast only
through luck.

The creature’s dead body, they said,
became visible a short time later. Un-
prompted, they described it as a giant,
grotesque mushroom with a gnarled,
ropey texture. The stalk, however,
divided into four equivalent stumps
that served as a means of locomo-
tion. The top of the “mushroom cap”
opened in a gaping maw of four-fold,
radial symmetry lined with what
appeared as chitinous teeth. Ropey
knots, consistent with a rudimentary
sensory organ, clustered around this
mouth and around the rim of the cap.
Unfortunately, the remains dissolved
after several minutes and left nothing
behind. Several other accounts indicate
that this fungus may have several types.

The locals of these secluded areas
have developed a “leave well-enough

alone” attitude and avoid the phan-
tom-filled forests. They have found that
if they leave the creatures alone, the
creatures typically leave them alone.
However, according to local legends,
much larger specimens have destroyed
entire villages. Clearly, more investiga-
tion is needed.

The Phantom Fungus
and the Fungal Collective

The phantom fungus is but a single
stage in a strange and complex life
cycle. Is it an individual creature or a
part of a larger superorganism? Where
does the individual begin?

The phantom fungus is a part of a
communal organism more properly
called a fungal collective.

Violet Fungus & Shrieker

As seen among mundane fungi, the
mushroom found on the forest floor

is merely the fruiting body of the
fungus and is the result of the fungus’s
sexual reproduction; sexual reproduc-
tion in fungi does not require multiple
individuals. This temporary “fHower”
creates and distributes the spores that
perpetuate the species. Whether carried
on the wind or on passing creatures,
the violet fungus spores will develop
into a new fungal node (see below) if
they survive.

The violet fungus remains attached
to the fungal collective by its hyphae.
However, as a free action, the violet
fungus can detach itself from the great-
er organism to move about on these
durable appendages; as a move action,
the violet fungus can reattach itself by
burrowing its hyphae into the ground
wherever the fungal collective is estab-
lished. As long as it remains attached,
the entire fungal collective senses what
the violet fungus senses. The violet
fungus blindly attacks anything that
approaches it when disconnected, but
while connected, it shares the intel-
ligence of the fungal collective and may
delay an attack out of guile.

The shrieker is a separate species of
fungus that occasionally forms a symbi-
otic relationship with violet fungi and
the associated fungal collective.

Phantom Fungus & Variants

“Whatever the horror was, it could scale
a sheer stony cliff of almost complete
verticality. ...

.. 1ts invisible. .. Its a frightful thing
to have alive, but it isn't as bad as what
Wilbur would have let in if hed lived
longer. You'll never know what the world
escaped. Now weve only this one thing ro

Jight...”
— H.P. Lovecraft, 7he Dunwich
Horror

The phantom fungus is a false fruit-
ing body. Though it roughly resembles
a mushroom and arises in a similar
way, it does not bear spores and is the
result of the fungal collective’s asexual
reproduction. These structures all begin
the same, showing differentiation only
at the end of their development; the
entire growth cycle can take as little

as 12 hours. The phantom fungus is a
common result, but other variations
are also possible. The phantom fungus
serves as sentry and scout. Other varia-
tions have their own niches; all special-
ize in service to the fungal collective.

Though a phantom fungus and its
variants typically detach themselves
from the fungal collective as soon as
they can, they can re-establish the con-
nection as a move action by extending
their hyphae into the ground wherever
the fungal collective is established.
They must remain stationary when
connected to the fungal collective, but
as a free action, they can disengage and
move normally.

A phantom fungus and its variants
cannot reproduce. They arise only
through the fungal collective, estab-
lished by a fungal node. Once active,
the phantom fungus continues to grow.
The common phantom fungus is but
a first stage: a mature fungal horror is
truly terrifying to behold.

The fungal collective dictates the
behavior of all phantom fungi and vari-
ants. When detached from the fungal
collective, they are treated as “knowing
tricks or having a purpose” as detailed
under the Handle Animal skill. Treat
the fungal collective or fungal node as
the trainer; given the intimate nature
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of all communication within a fungal
collective, Handle Animal checks are
automatically successful.

Typically, a phantom fungus stands
vigilant and unmoving as a sentry,
using its natural invisibility to good
effect. When trouble arises, it acts
quickly to defend the fungal collec-
tive. While connected to the fungal
collective, it can respond to a threat in
another area. Once it detaches itself,
it loses that awareness until it sees the
threat directly or reattaches itself to the
fungal collective.

Phantom fungi may serve as scouts,
but due to their limited intelligence
when disconnected from the fungal
collective, they can offer only their
direct sensory impressions back to the
collective. They return to the fungal
collective when a mission is completed.

One last role of phantom fungi is to
collect organic matter. When times are
lean or more resources are required,
phantom fungi scour the land for any
organic matter, either living or dead.
They carry this back to the fungal
collective in their gaping maws, to be
slowly absorbed.

Fungal Node

“The colour. .. was almost impossible to
describe; and it was only by analogy that
they called it colour at all. ...

When they looked back toward the
valley... the farm was shining with the
hideous unknown blend of colour; rrees,
buildings, and even such grass and herb-
age as had not been wholly changed to
lethal grey brittleness. The boughs were all
straining skyward, tipped with tongues
of foul flame. .. over all the rest reigned
that riot of luminous amorphousness,
that alien and undimensioned rainbow
of cryptic poison. .. seething, feeling, lap-
ping, reaching, scintillating, straining,
and malignly bubbling in its cosmic and
unrecognizable chromaticism.”

— H.P. Lovecraft, The Colour Out of
Space

A fungal node holds a fungal collective
together. In a sense, it is the “brains” of
the operation, but the intelligence of
the fungal collective really comes from
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the whole of each of its constituent
parts. Clearly though, it is essential for
managing and coordinating all activi-
ties performed by the fungal collective.
Each fungal node differs slightly in
personality and extends this personality
into the collective intelligence. These
give the collective a type of hivemind.

The fungal node itself simply ap-
pears as a giant truffle, and it lies fully
underground—rtypically just a foot
or two below the surface. Its hyphae
extend from it underground in every
direction, forming a sort of a mas-
sive chitinous web. These hyphae may
stretch for miles and, together, they
form the mycelium of the fungal node.
This connects it to each and every con-
stituent member of the fungal collec-
tive. The mycelium is so extensive that
any member of the fungal collective
can extend hyphae into the ground,
while within the fungal collective’s
range, and establish a connection with
the mycelium just below the surface of
the ground.

The mycelium stretches in all direc-
tions to a range determined by the age
of the fungal node and the availability
of resources. The mycelium can extend
through any organic matter; it can-
not penetrate inorganic matter in the
same way, but it can take advantage
of minute cracks and, like tree roots,
eventually break through most natural
barriers. By secreting enzymes into the
soil, the mycelium speeds up decom-
position and absorbs the decomposed
organic material as nutrients.

The mycelium extends throughout all
available organic matter, including the
local flora. This presents an opportu-
nity to attack the affected plants, but
the fungal collective instead uses it to
exert control over the plants.

If the ranges of multiple fungal
nodes overlap, they develop connec-
tions between their mycelia. The results
are unpredictable. Often, the fungal
collectives work collaboratively and
toward the common interest. However,
when there is a sizable difference in age
among the fungal nodes, one fungal
collective dominates and, ultimately,
takes complete control. On rare occa-

sions, open hostility erupts between
two fungal collectives.

Occasionally, five or more fungal
nodes—all a part of the same fungal
collective—divert all energy to one of
their number and evolve into a grand
fungal node. This highly intelligent
creature appears to be the apex of fun-
gal evolution. It grows from the fungal
node upward and breaks the surface of
the soil as a giant mushroom, with a
distinct personality. These grand fungal
nodes show great variety in appearance
from one to another, but each corus-
cates with strange, otherworldly colors.
Telepathy allows for greater communi-
cation within and without the fungal
collective, and they can shift their
consciousness into an iridescent cloud
of spores and move about. The increase
of power with this new stage of life is
dramatic, both in its potent abilities
and the range of its control.

Occasionally, a grand fungal node
must relocate. This is not a simple
procedure and requires a tremendous
amount of energy. For an entire year,
the fungal node directs the fungal col-
lective to focus on collecting organic
macter: the fungal collective denudes
their entire range of organic matter.

This is the grand sporulation and
all plant and animal life—including
humanoids—is at risk, as the grand
fungal nodes considers all organic mat-
ter fuel for the process. With sufficient
fuel, the grand fungal node, impervi-
ous within a capsule of strange organic
material, launches into the sky in a
supernatural display of pyrotechnics.

Within this capsule, it can relocate
and start anew in any land far or
near: some claim the capsules are even
capable of interstellar and interplanar
travel. The land left behind is drained
of life and remains a barren wasteland
of gray and brittle ash, devoid of all or-
ganic material. In every case, however,
a single fungal node is left to attempt a
fresh start.

Outer Ones (Mi-Go)
“They were pinkish things about five feet

long; with crustaceous bodies bearing vast
i g
pairs of-.. membranous wings and sev-
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eral sets of articulated limbs, and with a
sort of convoluted ellipsoid, covered with
multitudes of very short antennae, where
a head would ordinarily be....
— H.P Lovecraft, The Whisperer in
Darkness

Within the larger and more advanced
fungal collectives, special caretakers
are often on hand. In a special process,
the false fruiting body mentioned
previously avoids differentiation into
a phantom fungus or variation and
begins incorporating both plant and
animal characteristics. Requiring a full
week of development, the result is a
creature known simply as an outer one.
In addition to the grand fungal
nodes, outer ones are among the only
fungi of the fungal collective capable
of communicating intelligently with
the outside world using their limited
telepathy and abhorrent buzzing ap-
proximation of speech. This makes
them ideal for the role of ambassador
to other sentient races. They are also
the only ones (aside from the capsule
of the grand fungal node) capable of
surviving the void of interstellar travel,
and they have been known to pass
along the mind- shattermg secrets of

o;; __
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things beyond that they have collected
to those deemed worthy.

Origins
“The main body of the beings inhabits
strangely organized abysses wholly beyond
the utmost reach of any human imagi-
nation. The space-time globule which
we recognize as the totality of all cosmic
entity is only an atom in the genuine
infinity which is theirs.”

— H.P. Lovecraft, The Whisperer in

Darkness

Whoever reads this likely thinks me
mad already, but I must go on. I have
spoken to them; or rather, they have
spoken to me. They are not creatures
of the natural order that philosophers
study. Yes, they have been here for eons
and have integrated well with our natu-
ral world, but they originate from far
away. Just by looking at some of them,
you can tell they are not wholly within
our world but rather they float between
two worlds.

More than that, I believe they actu-
ally draw some sustenance from other
planes. If my theories are correct, their
hyphae are rooted not entirely within
our reahty but extend into the very fab-

ric of the multiverse and draw energy
from the planes. This might begin to
explain their supernatural abilities and
amazing diversity. What if all of the
fungal collectives throughout the mul-
tiverse are connected? Perhaps there is
really only one fungal collective—mas-
sive and spanning ever greater realms.

I must go. They promise to show me
even more.

Differentiation

The fungal collective is a rich and com-
plicated array of creatures. Some are
detailed here, others are hinted at, and
still others are left to be discovered. All
its elements are able to join the fungal
collective.

Variations (on the phantom fungus)
The phantom fungus is simply one

of many variations of mobile fungus
that arise from a fungal collective. The
phantom fungus is reprinted here for
reference. In each case, the variants are
identical except for what appears under
their individual entries; note that the
invisibility power of the phantom fun-
gus is not shared by the variants.
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Phantom Fungus, CR3

Always N Medium plant
Init +0; Senses Low-light vision; Listen +4, Spot +4

DEFENSE

AC 14, touch 10, flat-footed 14

(+4 natural)

hp 15 (2d8+6)

Fort +6, Ref +0, Will +0

Defensive Abilities concealment; Immune criticals, mind-
affecting effects, paralysis, poison, polymorph, sleep effects,
stunning

OFFENSE

Spd 20 ft.

Melee bite +5 (1d6+3)
Space 5 ft.; Reach 5 ft.
Special Attacks —

Tacrics

Before Combat Phantom fungi make no preparations
before combat. They may initiate combar at the first sight of
intruders but may also simply hold ground. This is typically
decided by the controlling fungal node—-either directly if
attached to the fungal collective or by standing orders if
detached from the fungal collective.

During Combat Phantom fungi will typically wait motion-
less for the right moment to strike. Once engaged, they
simply attack the nearest foe.

Morale Phantom fungi fight to the death unless ordered

otherwise.

STATISTICS

Str 14, Dex 10, Con 16, Int 2, Wis 11, Cha 9
Base Atk +1; Grp +3

Feats Alertness

Skills Listen +4, Move Silently +6, Spot +4
Languages cannot speak

SQ greater invisibility

SPECIAL ABILITIES

Greater Invisibility (Su) A phantom fungus is constantly
under the effect of greater invisibility (CL 12th). This effect
is not susceptible to invisibility purge but is susceptible to see
invisible. They become visible one minute after death. (Invis-
ible creatures receive +2 bonus on attack rolls against sighted
opponents, ignore Dexterity bonuses to AC, and gain
concealment. The attack modifier above is already adjusted
for this.)

Skills (Ex) A phantom fungus has a +5 racial bonus on
Move Silently checks.

EcoLogy
Environment forest or underground
Organization solitary, rot (2-8), collective (9+)

Treasure none
Advancement 3-4 HD (Medium); 5-6 HD (Large)
Level Adjustment —

Engulfer Fungus, CR 3

Nothing but mouth, an engulfer fungus, also known as a
trapdoor fungus, spends all of its life underground, lying
in wait just below the surface. It tries to burrow underfoot
and swallow its prey whole with its massive maw lined with
thousands of sharp, chitinous teeth.

Always N Large plant
Init +0; Senses Low-light vision; Listen +2, Spot +2

DEFENSE

AC 13, touch 9, flat-footed 13 (+4 natural, -1 size)
Defensive Abilities — Immune criticals, mind-affecting
effects, paralysis, poison, polymorph, sleep effects, stunning

OFFENSE

Spd burrow 20 ft.

Melee bite +6 (1d8+9)

Space 10 ft.; Reach 5 ft.

Special Attacks improved grab, swallow

Tacrics

During Combat Engulfer fungi will typically wait motion-
less, just at the surface of the ground, for the right moment
to strike. Once an intruder is in range, they move to swallow
it.

STATISTICS

Str 22

Base Atk +1; Grp +11

Feats Stealthy

Skills Hide +4, Listen +2, Move Silently +2, Spot +2

SPECIAL ABILITIES

Improved Grab (Ex) If an engulfer fungus hits a smaller
creature, it can start a grapple as a free action without pro-
voking attacks of opportunity. If successful, it can attempt to
swallow on its next round.

Skills (Ex) An engulfer fungus has a +5 racial bonus on
Hide checks.

Swallow (Ex) An engulfer fungus can swallow a grabbed op-
ponent with a successful grapple check. Once swallowed, an
opponent automatically takes 1d8+9 bite damage per round.
The opponent can climb out with a successful grapple check
that leaves the opponent grappled in the creature’s maw. As
the creature is almost entirely underground, swallowed crea-
tures are unable to cut their way out but can still damage the
engulfer fungus from the inside.

EcoLoGy
Advancement 3-4 HD (Large); 5-6 HD (Huge)
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Faerie Fungus, CR 3

A thin sheet of iridescence fluttering on the wind that pops
in and out of view, faerie fungi are constantly in flight. The
presence of sentient, living creatures, however, always stirs
their hunger.

Always N Tiny plant
Init +4; Senses Low-light vision; Listen +2, Spot +2

DEFENSE

AC 18, touch 16, flat-footed 14

(+4 Dex, +2 natural, +2 size)

Fort +6, Ref +4, Will +0

Defensive Abilities blinking; Immune criticals, mind-
affecting effects, paralysis, poison, polymorph, sleep effects,
stunning

OFFENSE

Spd fly 20 ft.

Melee hyphae +7 (1d3-3 plus 1d2 Wis drain plus 1d2 Con drain)
Space 2 V% ft.; Reach O ft.

Special Attacks consume

Tacrics

During Combat Faerie fungi will typically flitter about
randomly on the breeze until intruders are spotted. Once
engaged, they simply attack the nearest foe.

StATISTICS

Str 4, Dex 18

Base Atk +1; Grp -10

Feats Weapon Finesse

Skills Hide +12, Listen +2, Move Silently +10, Spot +2

SPECIAL ABILITIES

Blinking (Su) Facrie fungi exist trapped between two worlds
and are treated as if under the effects of a continuous b/ink.
Consume (Ex) If a faerie fungus hits with its hyphae attack,
it drains 1d2 points of Wisdom and 1d2 points of Constitu-
tion. The Wisdom drain requires only a touch attack.

Skills (Ex) A faerie fungus has a +5 racial bonus on Move
Silently checks.

EcoLoGy
Advancement 3-4 HD (Tiny); 5-6 HD (Small)

Fisher Fungus, CR 3

Seemingly nothing but ropes and knots of long, chitinous
vines, a fisher fungus—or snare fungus—lies on low branch-
es or in the crotches of trees with its tentacles dangling in
silent wait of prey.

DEFENSE
Immune criticals, mind-affecting effects, paralysis, poison,
polymorph, sleep effects, stunning
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OFFENSE

Spd 5 ft.; climb 20 ft.

Melee 4 tentacles +3 (1d6+2)

Space 5 ft.; Reach 10 ft.

Special Attacks constrict, entangle, improved grab

TacTICs

During Combat Fisher fungi typically lie motionless on an
overlying branch with their vine-like tentacles dangling to
the ground, waiting for the right moment to strike. Once
engaged, they simply attack the nearest foe.

STATISTICS
Base Atk +1; Grp +7

SQ -

SPECIAL ABILITIES

Constrict (Ex) A fisher fungus deals automatic tentacle
damage with a grapple check.

Entangle (Ex) Any creature moving through an area that
the fisher fungus threatens is considered entangled.
Improved Grab (Ex) If a fisher fungus hits a Large or
smaller creature, it can start a grapple as a free action with-
out provoking attacks of opportunity. Fisher fungi receive a
+4 bonus to grapple checks.

Skills (Ex) A fisher fungus has a +5 racial bonus on Move
Silently checks.

Fungal Horror CR 13

“Bigger'n a barn... all made o’ squirmin’ ropes... hull thing
sort o’ shaped like a hen's egg bigger'n anything with dozens o’
legs like hogs-heads that haff shut up when they step... nothin’
solid abaout it—all like jelly, an’ made o sep’rit wrigglin’ ropes
pushed clost together... great bulgin’ eyes all over it... ten or
twenty maouths or trunks a-stickin’ aout all along the sides, big
as stove-pipes an all a-tossin’ an openin’ an’ shuttin'... all grey,
with kinder blue or purple rings...”

— H.P. Lovecraft, The Dunwich Horror

A fungal horror is a mature phantom fungus. Over time, any
phantom fungus or a variant could naturally develop into
a fungal horror. However, given one minute, 30 or more
phantom fungi and variants can combine their masses into a
temporary fungal horror.

Once a month, any phantom fungus or variant can com-
bine with others in this fashion. Thirty individuals can hold
the form for 10 rounds.

Always N Huge plant
Init +4; Senses all-around vision, low-light vision, see invis-
ible; Listen +12, Spot +12

DEFENSE
AC 25, touch 12, flat-footed 25
(+4 deflection, +13 natural, -2 size)
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hp 189 (18d8+108)

Fort +17, Ref +6, Will +6

Defensive Abilities concealment; Immune criticals, flank-
ing, mind-affecting effects, paralysis, poison, polymorph,
sleep effects, stunning

OFFENSE

Spd 30 ft., climb 30 ft.

Melee 4 tentacles +22 (1d12+9) and

hyphae +17 (1d8+4 plus 1d6 Wis drain and 1d6 Con drain)
Space 15 ft.; Reach 5 ft. (20 ft. with tentacles)

Special Attacks constrict, consume, improved grab, trample

Tacrics

Before Combat A fungal horror makes no preparations
before combat. They simply charge fearlessly into battle at
the first sign of prey.

During Combat Fungal horrors trample as many foes as
possible, then lash out with their four massive tentacles.
Morale Fungal horrors fight to the death unless they are in
the middle of a mission.

STATISTICS

Str 29, Dex 10, Con 23, Int 2, Wis 11, Cha 10

Base Atk +13; Grp +30

Feats Alertness, Cleave, Combat Reflexes, Improved Initia-
tive, Improved Natural Attack (tentacle), Power Attack, Run
Skills Climb +17, Listen +12, Move Silently +5, Spot +12
SQ frightful presence, greater invisibility, walk anywhere

SPECIAL ABILITIES

All-Around Vision (Ex) A fungal horror has eyes scattered
all about its body, allowing it to see everywhere at once and
giving it a +4 racial bonus on Spot and Search checks and
immunity to being flanked.

Constrict (Ex) A fungal horror deals automatic tentacle
damage with a grapple check.

Consume (Ex) A fungal horror can consume a grabbed
opponent with a successful grapple check. The fungal horror
drags the grappled opponent within reach of its hyphae and
begins to consume the opponent’s essence, dealing auto-
matic hyphae damage. In any round that a fungal horror
succeeds with its consume ability, colorful wisps of the prey’s
essence flow through this creature’s body and make it visible
until the beginning of its next round.

Frightful Presence (Ex) The appearance of a fungal horror
is greatly unsettling. Whenever a fungal horror becomes
visible—such as by its use of the consume ability or with
see invisibility—its presence takes a toll. Creatures within a
30-foot radius are affected if they have fewer HD than the
fungal horror. A successtul Will save (DC 19) negates the ef-
fect and grants immunity to this effect for 24 hours. A failed
Will save results in the target being panicked for 4d6 rounds
if it has 4HD or less and shaken for 4d6 rounds with 5 HD
or more. This is a fear effect.
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Greater Invisibility (Su) A fungal horror is constantly
under the effect of greater invisibility (CL 20th). This effect
is not susceptible to invisibility purge but is susceptible to see
invisible. They become visible one minute after death. (Invis-
ible creatures receive a +2 bonus on attacks against sighted
opponents, ignore Dex bonuses to AC, and gain conceal-
ment. The attack modifier above already reflects this.)

Improved Grab (Ex) If a fungal horror hits a smaller
creature with a tentacle, it can start a grapple as a free action
without provoking attacks of opportunity.

See Invisible (Su) A fungal horror is treated as if always
under the effects of see invisibilizy.

Skills (Ex) A fungal horror gains a +8 racial bonus Climb
checks and can always take 10 on Climb checks.

Trample (Ex) As a full-round action, a fungal horror can
trample smaller opponents (Reflex save for half; DC 28).

A fungal horror engaged in a grapple can trample at half
speed with a successful grapple check and may include the
grappled foe as a trample target. Instead of slam damage,
any creature trampled by a fungal horror takes automatic
hyphae damage.

Walk Anywhere (Ex) A fungal horror never suffers penal-
ties to movement while on a natural surface—including soil,
wood, or stone. Rough terrain is disregarded. Walls and ceil-
ings are no obstacle, and a fungal horror moves across them
as if walking on the floor: speed is never reduced, climb
checks are not necessary, and its tentacles are always free.

EcoLocy

Environment forest or underground
Organization solitary

Treasure none

Advancement 19-25 HD (Huge)
Level Adjustment —

Grand Fungal Node

“[T]he hideous thing shot vertically up toward the sky like a
rocket or meteor, leaving behind no trail and disappearing
through a round and curiously regular hole in the clouds before
any man could gasp or cry out. .. in one feverish kaleidoscopic
instant there burst up from that doomed and accursed farm a
gleamingly eruptive cataclysm of unnatural sparks and sub-
stance; blurring the glance of the few who saw it. ...

... returned the next morning to see the ruins by daylight, but
there were not any real ruins. Only the bricks of the chimney,
the stones of the cellar, some mineral and metallic litter here
and there... everything that had ever been living had gone. Five
eldritch acres of dusty grey desert remained, nor has anything
ever grown there since.”

— H.P. Lovecraft,
The Colour Out of Space
Grand Fungal Node CR 20
Always N Huge plant

Init +0; Senses blindsight 250 ft.; Listen +50, Spot +50



DEFENSE

AC 34, touch 19, flat-footed 30

(+15 deflection, -4 Dex, +15 natural, -2 size)

hp 577 (35d8+420)

Fort +31, Ref +9, Will +23

Defensive Abilities otherworldly aspect; DR 15/cold iron;
Immune criticals, flanking, mind-affecting effects, paralysis,
poison, polymorph, sleep effects, stunning; SR 28

Offense

Spd 0 ft.

Melee 4 tendrils +31 (2d6+7 plus hyphal array)
Space 15 ft.; Reach 0 ft. (250 ft. with hyphal array)
Special Attacks hyphal array, spore cloud

Tacrics

Before Combat With a network of hyphae and scattered
minions in almost constant telepathic contact, grand fungal
nodes know what happens in their territories immediately.
At the first sign of a threat, they send minions to investigate
and direct a spore cloud in that direction. In times of plenty,
they may negotiate with travelers.

During Combat A grand fungal node often strikes at the
first sign of prey with tendrils, spore cloud, and minions.
They are more tolerant if the intruders have not discovered
its main body. Intruders that move toward the main body
are met with everything the grand fungal node can unleash.
Morale Grand fungal nodes negotiate with other creatures
if the main body is threatened by an overwhelming force.
Otherwise, they fight to the death.

STATISTICS

Str 25, Dex 2, Con 35, Int 24, Wis 30, Cha 19

Base Atk +26; Grp +45

Feats Alertness, Awesome Blow, Cleave, Combat Reflexes,
Improved Bullrush, Improved Grapple, Improved Initiative,
Improved Natural Attack (tendril), Improved Sunder, Iron
Will, Leadership®, Lightning Reflexes, Power Attack

Skills Bluff +42, Diplomacy +50, Intimidate +46, Knowl-
edge (arcana) +45, Knowledge (nature) +45, Knowledge (the
planes) +45, Listen +50, Sense Motive +48, Spot +50
Languages Common, Undercommon

SQ shifting consciousness, telepathy 500 ft., territory

SPECIAL ABILITIES

Blindsight (Ex) A grand fungal node can sense vibrations
within its territory using its extensive array of hyphae.
Hyphal Array (Ex) A grand fungal node has an immense
network of hyphae burrowing through all organic matter

in its territory. Within 250 ft. of the main body, the grand
fungal node can manipulate the trees, vines, and roots as
tendrils to attack foes. It may attack a single target or mul-
tiple targets anywhere within its range. Making one attack is
a standard action and all 4 is a full-round action. Attacks of
opportunity within this range are triggered normally.

When a creature begins its turn grappled by one of the
grand fungal node’s tendrils, hyphae exert their influence
to feed on or usurp the victim. Each round as a part of its
grapple, by feeding on grappled prey, the grand fungal node
deals 1 point of Con drain and heals 20 hp. Alternately, the
grand fungal node may usurp its prey: the victim must make
a Will save (DC 31) or be controlled as per dominate mon-
ster. This Supernatural ability is Charisma based. Creatures
can regain control with a remove curse or gain a new saving
throw with remove disease or similar magic.

Additionally, the grand fungal node may raise corpses as
temporary zombies using the usurp ability. This functions as
animate dead (20" CL).

Improved Grab (Ex) If a grand fungal node hits a smaller
creature with a tendril, it can start a grapple as a free action
without provoking attacks of opportunity.

Otherworldly Aspect (Ex) A grand fungal node has a puls-
ing, throbbing chitinous body with alternating whorls and
pits and with coruscating patterns of color. This grants the
grand fungal node the benefits of displacement.

Shifting Consciousness (Ex) Due to its enormous network
of hyphae, a grand fungal node can shift its consciousness

to other fungal nodes (free action) or to spore clouds (see
below). As it shifts consciousness within its territory, its
abilities transfer to each new center of consciousness. For
instance, a grand fungal node normally has complete control
over the organic matter within 250 ft. of the main body
using its hyphal array ability; however, if it creates a spore
cloud, the ability becomes centered on the spore cloud.
Spore Cloud (Ex) A grand fungal node’s secondary form is
spore cloud, a scintillating cloud ¢jected from the main body
and containing thousands of miniscule spores. This distrib-
utes the grand fungal node’s consciousness into the cloud;
the main body retains just enough awareness that, if it is
attacked, full consciousness is restored to the main body as
an immediate action no matter where the spore cloud is lo-
cated, dispersing the spore cloud. The spore cloud maintains
telepathic contact with the hyphal array and the collective.
The spore differences from the main body are:

Always N Fine plant (swarm)
Init +4

DEFENSE

AC 33, touch 33, flat-footed 28
(+10 deflection, +5 Dex, +8 size)
hp 60

OFFENSE

Spd fly 40 ft. (perfect)

Melee swarm (5d6 plus energy drain)

Space 10 ft.

Special Attacks distraction (Fort DC 29), energy drain,
hyphal array

Kobold Quarterly 6 27



PATENTED

ELEVATION INDICATOR
MINIATURES COMBAT

ACCESSORY

QUICK AND EASY TO USE!
CLEARLY DISPLAY WHICH

FIGURES ARE FLYING AND WHERE

THEY ARE ABOVE THE MELEE.

SHOW THE ELEVATION
OF CHARACTERS FROM
1 TO 1000 FEET!

REVERSE FOR UNDERWATER ADVENTURES.
LASER ENGRAVED ON OPTICAL QUALITY ACRYLIC

AVAILABLE FROM:

WWW.EMERALDSEMPORIUM.COM

STRATUS

. INCLUDED

WIZARD NOT

STATISTICS

Str 0, Dex 21, Con 15, Int 24, Wis
30, Cha 19

Grp —

SPECIAL ABILITIES
Energy Drain (Su) Living creatures
damaged by a spore cloud gain 1
negative level. For each negative level
received, the spore cloud gains 5
temporary hit points. After 24 hours,
creatures with negative levels must
make a Fort save (DC 31) for each
negative level or permanently lose that
level. This ability is Charisma based.
Damage inflicted on a spore cloud
does not transfer to the main body. If
a spore cloud is reduced to 0 hp, it dis-
perses, and the grand fungal node’s full
consciousness immediately transfers
back to the main body. Only one spore
cloud can exist at a time. A new one
can be created as a standard action.

Territory (Ex) Each grand fungal
node controls a territory. This territory
will consist of a minimum of 1,000

ft. of dense, lush vegetation. Beyond
this central 1,000 ft., the territory is
more sparsely populated (for example,
thinning woods and grasslands) or

the densely packed vegetation may
continue. The grand fungal node main-
tains its network of hyphae throughout
the entire territory (up to several miles
in diameter). The territory represents
the grand fungal node’s realm of direct
influence. Spore clouds must remain
within the territory.

EcoLoGy

Environment forest or underground
Organization solitary

Treasure double (only inorganic
material)

Advancement 36+ HD (Gargantuan)
Level Adjustment —

Outer Ones (Mi-Go)

“They... traverse the heatless and air-

less interstellar void in full corporeal
Jorm, and some of its variants cannot do
this without mechanical aid or curious
surgical transpositions. Only a few species
have the ether-resisting wings... Those

inbabiting certain remote peaks in the
Old World were brought in other ways.
Their external resemblance to animal life,
and 1o the sort of structure we understand
as material, is a matter of parallel evolu-
tion rather than of close kinship. Their
brain-capacity exceeds that of any other
surviving life-form, although the winged
types of our hill country are by no means
the most highly developed. Telepathy is
their usual means of discourse....”
— H.P. Lovecraft,
The Whisperer in Darkness

These winged wonders have a soft,
chitinous body with many legs. At the
end of each leg is a pair of saw-toothed
claws capable of the same fine manipu-
lation that fingers allow. Where their
heads would be one sees only stubby,
wiggling antennae. Unlike most
members of the fungal collective, outer
ones are self-replicating. Like others,
however, specimens dissolve several
minutes after death.

In addition to their innate abilities,
outer ones are adept at using tools.
While they can use the tools and
devices of other races, they are excel-
lent crafters and develop much new
technology on their own.

Adventure Hook:
the North Fields of Chilton

Those that farm the north fields of
Chilton have long been known for
their flights of fancy and their moon-
shine. The recent mangling of a young
farmer, however, has brought serious
attention from local authorities. The
tale is spreading of the boy’s arm disap-
pearing almost to the shoulder into
the very air—a clear cut through bone,
blood everywhere. The lad swears that
the air itself attacked him and on mul-
tiple occasions tried to block his long,
frantic passage back to the farmhouse.

Many farmsteads have already been
abandoned in the past year due to the
phantom-filled woods beyond. The
nights are filled with strange lights and
stranger chitterings. What was only
yesterday dismissed as wild imagina-
tion is today considered with deadly
seriousness.

£
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paladins of history and fable.

Paladins in History

The term paladin derives from the
Latin palatinus, meaning “palace offi-
cial,” and is defined as an officer of the



expanded his empire, overcoming the

Saxons and forcing them to convert
to Christendom, and eventually, he
helped the Roman Church to break
away from Byzantine rulers and thus
became the Holy Roman Emperor.
Like King Arthur and Barbarossa,
Charlemagne now lies sleeping in wait,
armed and ready for the enemy. In
this case the enemy is the Antichrist,

/| and on the day he appears, Charle-
' magne shall rise and go forth to rescue
- Christendom.

Naming the twelve peers is not
always easy; subsequent authors

h . embellished tales and changed the

I names of the characters to suit their

times. Bulfinchs Mythology names them

5 “Orlando or Roland (the former the

palace. The “knightly” use of the term
is traditionally drawn from the twelve
peers (les douze pairs) of Charlemagne’s
court.

Charlemagne (“Charles the
Great) an% his Twelve Peers
King of the Franks and first Holy
Roman Emperor (Pope Leo crowned
Charlemagne in Rome on Christmas
Day, 800AD, making him the first
Western Roman Emperor in more
than 300 years), Charlemagne and
his knights are the center of a series of
chivalric romances, one of which—Ro-
land—is briefly covered in the sidebar.
Charlemagne, rumored to stand eight
feet tall and of enormous strength, was
a promoter of education and justice
(he had a pleiad—a group of scholarly
advisors to assist in his deliberations).
Briefly, the historic Charlemagne
was the son of the mayor of the palace
of Merovingians, and he eventually
became King of the Franks. Charle-
magne had a brother, Carloman, and
these brothers warred, ending with
Carloman’s death in 771. Charlemagne
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Ttalian, the latter the French form of

- the name), favorite nephew of Charle-
- magne; Rinaldo of Montalban, cousin
¢ of Orlando; Namo, Duke of Bavaria;

Salomon, King of Brittany; Turpin,
the Archbishop; Astolpho, of England;
Ogier, the Dane; Malagigi, the En-

* chanter; and Florismart, the friend of

Orlando.” You will no doubt note that
this list does not come to twelve; one
must also count Charlemagne himself
and “Ganelon, or Gano, of Mayence,
the treacherous enemy of all the rest”
and then choose from several other
candidates to make up the dozen.

Player’s Information

Paladins swear to follow a code of
conduct that is in line with lawful-
ness and goodness. Tantalizingly,
codes are not detailed in the class
description of the paladin, leaving op-
portunity for expansion. These codes
of conduct must, of course, be in line
with the nature of paladinhood and

its goals—upholding law, pursuing
good, and defeating evil. They can

also be great fun to devise. Does your
holy order have a particular hatred

for a monster type? Did giants rav-

age a temple of old and destroy it in a
single night? Does your order have a
particular penchant for horses and seek
to dazzle and amaze with trickery from
the saddle? If you have an idea you
wish to expand on and weave into your

paladin character, work with your DM
to find an appropriate solution.

Codes of Conduct
from History
History and legend offer some interest-
ing variations on codes of honor. Here
is one from the period of Charlemagne
to consider, together with brief notes on
how it may be incorporated into your
character or adventure path. A second
order, playing on the term ‘knight of
the palace’ is also given for your consid-
eration to show how an order may be
developed from a single historic phrase.

An internet search will bring up many
other examples; ask yourself how they
will fit into your adventures. For ex-
ample, does a knight visit a secret round
table of his order once per year to tell
his fellow knights of his quests? Do the
codes of the Duke of Burgundy instruct
your paladin’s course against sin? Does
your knight follow the Order of the
Fleece, the Temple, or the Dragon in his
travels?
Peer Knight
A peer knight follows the code outlined
in the Song of Roland.

® To fear God and maintain His Church

* To serve a liege lord in valor and faith

* To protect the weak and defenseless

* To aid widows and orphans

* To refrain from the wanton giving of
offence

* To live by honor and for glory

* To despise pecuniary reward

* To fight for the welfare of all

* To obey those placed in authority

* To guard the honor of fellow knights

* To eschew unfairness, meanness, and
deceit

* To keep faith

* At all times to speak the truth

* To persevere to the end in any enter-
prise begun

* To respect the honor of women (or
the dignity of men)

* Never refuse a challenge from an equal

* Never turn the back upon a foe

Use any appropriate god from your
campaign. “Twelve Good Men and True”
belong to each nation’s court, and these
paladins follow the code of the peers.



They administer justice and oversee
courts in the realm, dedicating their
lives to travelling the lands to adminis-
ter justice and vanquish enemies.

Peer Knights bear a great hammer of
office known as the Lord’s Gavel (treat
as a light hammer). They wear crim-
son and always carry great tomes to
record the justice they administer. As
such, they always have a scribe assistant

known as the Clerk of the Peer.

Knight of the Palace

The order of the Knights of the Palace
prizes the palace of its god above all
things. They seek to protect the holy
shrine, holy images, and the holy
house, while spreading the faith. They
are missionaries out to convert those
too ignorant to see the light. They love
nothing more than blessing new believ-
ers, sitting in silent prayer in their
temples, and creating roadside shrines.
Use any god in your campaign that is
lawful good.

A Knight of the Palace shall above all
things:

* Pay homage at any temple, shrine,
or altar to the god before all things. At
any image, temple, or place of worship,
from the humblest roadside shrine to
the greatest cathedral, they must spend
at least one minute per level in prayer.

* Seek, by purity and deed, to spread
the word of the god—on arrival at
any new settlement, the paladin must
spread the word of his lord on the holy
day of his church by holding a sermon.

* Teach others the will of the lord by
spreading his image—Once per level,
the paladin must create a shrine to the
god. The cost of this shrine shall be
100 gp at first level, 200 at 2™, 400 at
3, 800 at 4™, and so on. The paladin
must bless this shrine with his own
toil and sweat by succeeding in at least
a DC 10 +2/level Craft or Profession
skill check (maximum DC 40) in
constructing the shrine. The resulting
shrine gains the effect of a hallow spell
at the paladin’s CL.

* Never knowingly lie

¢ Never strike the defenseless

¢ Never abandon his mount

* Spread the holy word through deed

* Spend the last hour each day in prayer

* Be as brave as a lion

* Be as strong as an ox

* Be as wise as an owl

* Offer succor and tending to all
Knights of the Palace or their associates
who suffer any ill

* Offer service to any lord who owns
a castle or stronghold who worships the
same god. The service is one day per
level, providing it is in keeping with
the order’s beliefs, from the humblest
and most menial task to the most glori-
ous and demanding.

Knights of the Palace gain Perform
(oratory) as a bonus class skill, and
they particularly favor this skill. They
also practice the Craft and Profession
skills that enable them to build shrines.

DM’s Information

Devising codes of conduct for your
players and investing a lictle time in
detailing or modifying historical ver-
sions of knights appropriate to your
campaign adds an element of fun and
realism to your game. However, don’t
stop at the simple code and order—the
fun really begins when you consider
the definition of good and alter and
change the player’s expectations with
the paladins they encounter.

Paladins should be paladins—
namely knights of pure spirit and
fairness, bravery and generosity—and
any deviation from that makes them
something else. They may be fighters
of great goodness, but they are merely
fighters nonetheless. However, paladin
should be a name looked on with envy
by groups seeking to establish credibil-
ity among religious orders in your cam-
paign. The next order is the opposite;
consider what other #rue paladins make
of this outrage.

The Knights of Secrets

The Knights of Secrets seek out

dark tomes and spellbooks and burn
them—superficially they regard all
magic as evil and all wizards and sor-
cerers as the devil incarnate—putting
whole villages to the sword to find a
single witch and reveling in the title
Witchburners.
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As far from true paladins as possible,
these wicked men obey the will of the
church of the All-Seeing Face. Some
suggest that their reputation is a sham,
and that far from burning books, they

lage yesterday.

Questing Knights are of a holy order
of knights who never rest—their bed
is the ground, and their blanket the
stars. The Questing Knight never owns

RPGpodcasts.com
A directory of free audio & video
shows about role playing games

property or has a family, he never calls
anywhere home, for home is in his heart,
and his heart follows his god. The only
possessions the Questing Knight has are
his armor, his sword, and his horse.

Do the PCs break an unwritten rule
and offend the Questing Knight—
what do the PCs do when they realize
a knight of pure goodness is chasing
them? Can they right the wrong they
have unwittingly done, or do they turn
on the knight and face him down? Does
a paladin PC lead a quest to track down
an insane Questing Knight who calls
the Cave of Black Treants his home? The
cave lies in a forest of flesh treants (see
Green Ronin's Advanced Bestiary), and
the Questing Knight has enchanted by a
spirit naga called the Abbess of the Dark
Church of Flesh.

The Holy Crusaders

Some paladins are better described as
very zealous knights. One such order,
the Holy Crusaders, wish to remove all
heathens from the world—every man,
woman. and child. In this way, they will
cleanse the world of their

foul beliefs. These knights
have only one goal—the

gather them for their wizard masters.
This may be a bit of slander by their
enemies, or a deeper truth.

Do the PCs come upon the wreckage
of what was once a thriving peaceful
town laid waste by these knights? Do
the knights seek a special child or a
special tome, a gifted witch or a dark
artifact? The knights are remorseless
in their searching and woe betide any
who cross them. Could a group of
these knights masquerade as the rul-
ers of a city—hiding a sick skeleton
beneath a false skin of goodness? Do
the requests and tasks of his Holiness,
the Bishop of Tray, make the PCs
suspicious of his motives, and can the
PCs forge alliances with the other city
rulers to cause an uprising, or do they
become hunted rebels—wolfs-heads
with a price on their heads?

The Questing Knight

The Questing Knight is legend: his
footfall echoes along the next valley,
the neighing of his horse is just around
the corner, he passed through the vil-
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yet even this allegiance is
twisted—they give all their
wealth to the church, have
nothing to do with heirs or
family—even to the point
of refusing to speak to
relatives, and they will not
eat the flesh of animals on
holy days.

Exactly who the heathens
are can be left to you. Are
the PCs their enemies, or
have they mixed with the
heathens and need to be
cleansed by fire?
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ECLIPSE )PHASE

Your mind is software. Program it.
Your body is a shell. Change it.
Death is a disease. Cure it.
Extinction is approaching. Fight it.

AT WHAT POINT ARE WE NO LONGER HUMAN?
D A !

|

Humanity is on the brink ...

We humans have a special way of pulling ourselves up and kicking
ourselves down at the same time. We'd achieved more progress
than ever before, at the cost of wrecking our planet and destabiliz-
ing our own governments. But things were starting to look up.

With exponentially accelerating technologies we reached out into
the solar system, terraforming worlds and seeding new life. We
re-forged our bodies and minds, casting off sickness and death.
We achieved immortality through the digitization of our minds,
resleeving from one biological or synthetic body to the next at will.
We uplifted animals and Als to be our equals. We acquired the
means to build anything we desired from the molecular level up,
so that no one need want again.

Yet our race towards extinction was not slowed, and in fact
received a machine-assist over the precipice. Billions died as
our technologies rapidly bloomed into something beyond control

... further transforming humanity into something else, scattering

us throughout the solar system, and reigniting vicious conflicts.
Nuclear strikes, biowarfare plagues, nanoswarms, mass uploads

... athousand horrors nearly wiped humanity from existence.

We still survive ... divided into a patchwork of restrictive inner
system hypercorp-backed oligarchies and libertarian outer system
collectivist habitats, tribal networks, and new experimental societal
models. We have spread to the outer reaches of the solar system
and even gained foot holds in the galaxy beyond.

But we are no longer solely “human” ... we have evolved into some-
thing simultaneously more and different—something transhuman.

Eclipse Phase is a post-apocalyptic game of
conspiracy and horror. Humanity is enhanced and
improved, but also battered and bitterly divided.
Technology allows the re-shaping of bodies
and minds, but they also create opportunities
for oppression and put the capabilities for mass
destruction in the hands of everyone. And other
threats lurk in the devastated habitats of the Fall,
dangers both familiar and alien.

In this harsh setting, the players participate in a
cross-faction conspiracy that seeks to protect
transhumanity from threats both internal and
external. Along the way, they may find themselves
hunting for prized technology in a gutted habitat
falling from orbit, risking the hellish landscapes of
a ruined Earth, or following the trail of a terrorist
through militarized stations and isolationist habi-
tats. Or they may find themselves stepping through
a Pandora Gate, a wormhole to distant stars and
the alien secrets beyond ....

Transhumanity is on the brink.
Enter Eclipse Phase.
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ECLIPSE PHASE: THE SYSTEM

M Eclipse Phase uses a d100/percentile system, with some
twists. It's fast and simple; streamlined so players can
dive into the world and action without being burdened by

complex rules.

M Characters are skill-based, with no classes, so players
can customize their team roles and specialize in fields
of their choosing.

M Afocused set of psi rules enable some char-
acters to enhance their cognitive abilities.

ECLIPSE PHASE: FOR PLAYERS

M Play arole in a secretive and dangerous con-
spiracy that seeks to save transhumanity.

M Switch your body at will, from genetically-
modified transhumans to synthetic robotic
shells, optimizing your character for specific
missions.

M Back up your character’s mind and be restored
from backup in the case of death—a built-

in system of “save points” and functional Yot

immortality.

ECLIPSE PHASE:
FOR GAMEMASTERS

M A setting custom-built for numerous scenario
types, from faction-based intrigues to high-tech
dungeon-crawls, from mind-scarring mysteries
to dangerous exploration of alien worlds via
wormhole gates.

M Aneclectic assortment of intriguing factions, from
techno-anarchists to future-chasing hypercorps,
from soul-trading criminals to uplifted animals.

M Arange of NPC antagonists to choose from, includ-
ing rogue Als, extreme posthuman factions, stand-offish
aliens with their own agenda, and transhumans infected
and transformed by the virulent Exsurgent virus.

ECLIPSE PHASE: CREATIVE COMMONS

The text of Eclipse Phase—the rules and the setting—
is available under the Creative Commons Attribution-
Noncommercial-Share Alike 3.0 Unported License.
This gives fans the ability to create and share free
Eclipse Phase material—whether it's homebrew
adventures or hacks and remixes of the Eclipse Phase
rules—go for it!
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Monte Cook:
A Retreat
Into the East?

The <Master of 3E€ Speaks
After co-designing 3e and leading the PDF revolution, Cook has
mostly retived from game design — but he still has plenty to say

by Kobold Staff

Monte Cook needs little intro-
duction; he is one of the designers
of Third Edition, the creative
force behind Malhavoc Press, and

the generator of entire systems
such as Arcana Evolved and
the Books of Eldritch Might,
fantastic settings such as Prolus
and Dark*Matter, as well as
many great adventures from
Dead Gods 7 The Harrowing.
He’s also a novelist and one all-
around nice guy.

KoBoLD QUARTERLY: Does you feel
Ptolus changed the way we do RPGs?
And how?

Monte Cook: What I hoped was that
Ptolus might change the way publish-
ers approach doing rpg products, or at
least the occasional rpg product, but it
doesn’t seem to have happened. One
of the big goals of Ptolus was to make
it as user-friendly as possible. So I at-
tempted to envision how a DM uses
source material, and then re-envision
how a sourcebook might be set up to
cater to that use. Lots of indices, lots
of page references, and the inclusion
of various details and encounters often
overlooked or assumed.

I have yet to see anything like Prolus
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come along. The problem is, you have
to pour so much work into producing
something like Ptolus that you have

to end up charging a high price for it.
Despite Prolus’ success, I think people
are still leery of higher than normal
price points. But I know I'd rather pay
$80 or $100 for some new hardcover as
detailed as Ptolus (even if it is a smaller,
less deluxe book) than something done
in what is now the conventional “one
big info dump” style that we've had for
decades now.

Imagine a Players Handbook as well
organized and referenced as Prolus.
How much easier would the game be
to understand and play?

KQ: Also with regard to Ptolus:
what worked better than expected,
and what didn’t work as well? Why
one big hardcover book, instead of,
say, a boxed set or a series of smaller
books?

MC: I may be biased, but I think I it
all worked well. The only real com-
plaints I've heard have been about the
price, and that’s come from people who
don’t have it.

I¢’s one big book rather than a boxed
set because you can’t flip through a
boxed set in a store.

It’s one big book rather than a series
of books because it’s actually cheaper

for the end user that way. (Prolus
could have easily been six or seven $30
books.) It’s also easier to find things,
and easier to keep it all together. If you
write six books, you have to assume
the DM doesn’t have all six. They have
to stand apart as well as hang together.
With every part of Prolus, I know
you've got the other parts, so I can
reference them freely and make it all
much more cohesive.

KQ: Tell us about writing the Ptolus
comic book, what you thought of the
end result, how you tried to present
D&D action and magic....

MC: It was a lot of fun, and I'm
moderately happy with the end resul.
My only real qualm is that I never saw
a single page of art undil all the scripts
were actually done. Seeing my first few
pages was a learning experience, and

I saw things I could have and should
have done differently. There was also

a change of artists part way through
the series which I think kind of threw
things off a bit, but that was out of my
control.

It became clear to me early on that
representing D&D action and magic
was not going to be a blow-by-blow,
round-by-round affair. In the comic,
we see plenty of fights, lightning bolts
and fireballs, and so on, but there’s



never any real mention of how it
works. Its just a facet of the story—a
smaller part than in a typical game.

KQ: If you had only one campaign
left to master, what would it be? Do
you still run Ptolus?

MC: I'm not really sure. I always have
new ideas for campaigns, so I cant
imagine resigning myself to just one
forevermore. I run two campaigns right
now, one a Ptolus game and the other a
very-non-Ptolus game that takes place
entirely in the Underdark. I enjoy them
both very much.

KQ: What is your most useful DM
tool/device?

MC: A clock. I think one of the most
important aspects of a good DM is
timing. You have to know how long

to spend on one encounter, on one
player’s actions, on a single scene, or

a single adventure. Pacing is vital to
keeping the game moving and keeping
people’s attention.

KQ: You are known as a GM, but do
you ever play? And if so, can you tell
us about your character?

MC: Right now I'm playing a human
wizard in the Red Hand of Doom
adventure. He’s an odd combination of
bookworm and foolhardy thrillseeker.
I’'m soon to play a dwarven wizard in a
3E update of the G-series. Normally I
wouldn’t play the same class twice in a
row, but the DM of the Giants adven-
ture is using my Books of Experimental
Might and I haven't had a chance to be
on the player’s side of the screen using
those rules yet, and 'm dying try an
Experimental Might wizard as a PC.

KQ: Which game designer(s) do you
most admire, and why?

MC: Jonathan Tweet. I learned a
lot from him working on 3rd Edi-
tion D&D. He’s got a great mind for
mechanics and a way to look at the big

picture that is really useful in designing
a robust game like D&D.

KQ: What is your favorite monster,
and why?

MC: ...it’s always hard for me to pick
favorites. I guess I'll go with drow,
even though they're terribly, terribly
overused and they've suffered greatly
over the years at the hands of writers
and designers who, in my opinion, just
didn’t get them.

Basically, I ignore almost everything
that’s been done with them post D3
(Vaulr of the Drow). Gary created this
wonderful (which is to say horrible)
foe for the D-series of modules, an
enemy that you love to hate. The drow
are smarter and more powerful than
you, and they’re irredeemably wicked,
decadent, and cruel. But they are
mortal, not demons, so to use them
propetly you've got to really figure out
how a society of such creatures could
work (unless you're just using them for
a single encounter or something).

I like to play up the fact that they’re
still elves, and so they still love music,
beauty, art, and so on, but their tastes
and twisted and horrific by any stan-
dards other than their own.

KQ: What are you looking forward
to right now in RPGs?

MC: Frankly, what I'm looking for-
ward to most is just playing them with-
out having to think about the industry
and its politics, its ups and downs, and
so on. I think the tabletop rpg industry
is in for some rocky times ahead, and
I’'m not too sad that I've stepped back
from it.

KQ: What advice would you offer to a
young game designer just starting out?
MC: It just might be tougher than ever
to get into the industry right now, un-
less you want to self-publish material
in electronic form (in which case, the
door’s never been more open). My ad-
vice would be to try to get some small
pieces published in widely read venues,
like KoBoLD QUARTERLY, for example.
Get your name out there, and have
some respected credits you can use
to your advantage, and then perhaps
eventually you can get larger work
from publishers. Don’t start out by try-
ing to publish your campaign world or
your home-brewed system. It’s hard to

banging from a
thread, hundreds

of feet below

the forest floor...
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Long ago, the Hellenes and their gods purged a great evil from the galaxy.
Now that ancient foe has returned, and all that stands in their way...
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accept, it’s harsh to hear, but the truth
is, no one wants a whole setting or a
brand new game from a first time de-
signer. Have that be your ultimate goal,
maybe, but don’t try to start there.

KQ: Does you have an opinion you
want to share about 4E coming out?
MC: 4E is in an interesting but
somewhat unenviable position. It faces
challenges that 3E never had to, and I
have no idea what exactly will happen.
To be sure, it will be a success, but will
it be enough of a success for WotC'’s
bottom line-watchers to be happy? To
justify having such a large department
of people? I don’t know.

When 3E was launched, 2E was
virtually dead. (By that, I mean as a
viable commercial product, not as a
game.) The general audience was ready
for change, eager for it actually. No one
had to be convinced that 2E was a bad
game (it wasn't) in order to get them to
be excited for 3E. 2E had simply run
its natural course.

Also, 3E came out when the econo-
my was doing pretty well. People had
plenty disposable incomes to dump
on three big hardcovers. Perhaps even
more importantly, it came out when
geek nostalgia was at its peak. D&D
was showing up on TV shows, movies,
and even GE commercials. There was a
powerful zeitgeist there. Lastly, it came
at a time when the kids who played it
as teens in the 80s were now at the age
where they could sit down and intro-
duce it to their kids. The timing for a
big resurgence for D&D was just right.

Now, the designers and WotC
had nothing to do with any of those
circumstances, obviously. It was just
sort of a perfect storm situation. 4E has
none of those advantages. WotC an-
nounced the new edition while 3E was
still going strong. It has had to spend
as much or more of its marketing
push on convincing the audience that
3E is flawed as it has previewing and
hyping 4E. (3E also had Dracon and
DUNGEON magazines to help support
it and its marketing effort, and 4E does
not, but that was by WotC’s choice.)
The economy is lot shakier. D&D is

portrayed (unfairly) in the media as the
sad little precursor to online games.

So it will be very difficult for 4E to
achieve 3E’s success, and that has ab-
solutely nothing to do with the game’s
design (which I actually know very
little about). I do see that it is fractur-
ing the D&D community in ways that
3E never did, but that’s because there
almost wasn't a community left back
then—at least in comparison to now.
That’s sad to see, and I don’t think it
had to be that way, but what’s done is
done.

KQ: You're a design consultant for
PATHFINDER. What do you think of
Paizo’s RPG2 Would you be willing
to include some of your material
(from the Book of Experimental
Might, for example) in it?

MC: I think it’s interesting, and it has
its own set of challenges. Basically, they
want to put out a new version of the
game for people who don’t want a new
version of the game.

Thats oversimplifying, but it’s really
the case. Their potential audience are
the people not switching to 4E. So
how do you sell change to people who
don’t want change? You moderate the
amount of change. And that’s a tricky
tightrope to walk. Plus, they want to be
backwards compatible with existing 3E
stuff, so that limits them as well.

Frankly, the BoXM material may be
too radical for what they want to do. I
don’t know.

KQ: Most everything you have writ-
ten has been in the medieval fantasy
genre. Is that merely a favorite of
yours, or do you think that RPGs
lend themselves better to that genre
than to others?

Both. I have loved medieval fantasy
since I was very young. However, as
a genre, it’s one that has lost of lot of
its luster, and I'm ready to move on to
other things. There are other kinds of
fantasy, and other creative directions to
go in.

However, I do think that rpgs almost
need some level of fantasy to work. To
run a believable medieval fantasy game,
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I only need to read the core books.

To run a believable hard science fic-
tion game, I not only have to read the
rules, I almost certainly need to know
something about science—astronomy;,
planetary ecologies, technology, and so
on. Non-fantasy games are, by defini-
tion, rooted in reality in some way, and
you can get a portrayal of reality wrong
to the point where you lose your play-
ers. It’s hard to get fantasy “wrong,”
because it's whatever you make of it.

So it’s simply much easier for casual
players to run a fantasy game than a
more realistic one. To run a non-fan-
tasy game, you need a greater level of
dedication. (Which is great, but it’s not
nearly as common.)

KQ: What other games and systems
do you enjoy, and why? Do you find
that you develop your own house
rules from experimenting with other
games, or just through refinement of
a current game’s ruleset?

MC: I've played many dozens of dif-
ferent rpgs over the years. The only
other RPG I play with any regularity
any more, however, is Call of Cthulbu.
Pve always appreciated that game for
its straightforward simplicity and the
awesome Sanity mechanics.

My house rules (and all my game de-
velopment) comes from refinement of
the current game. Basically, if I create
something new for my game, chances
are a lot of other DMs will find a use
for it in theirs.

KQ: What would entice you to return
to RPG writing, either now or in the
future? (Perhaps as a guest author for
Open Design.)

MC: I don’t know. A briefcase full of
money? Better yet, a briefcase full of
extra time to spend on it and still do
the other stuff I want to do.

KQ: Monte, how do you interpret
“retirement” from RPGs?

MC: T think you might be poking a
litcle fun of me here. I've stated that
I'm retiring from roleplaying game de-
sign, and since making that announce-
ment, I've put out more rpg product.

If you compare the output I had back
when I was working on it full time to
now, though, you’ll see what I mean
about retirement. I haven’t considered
rpgs my full time job since about April
of 2006, about two years ago now. In
that time, I've co-written two products
and written another, about five months
of work spread across twenty four.
Still, it’s more than I had envisioned.
Leaving RPG design has been much
harder than I thought it would be,
partially because I do enjoy it, and par-
tially because I've had some cool offers
in that time I had not been expecting.
So in my retirement, I'll likely
continue to do the occasional product.
Small ones, maybe one or two a year,
if the circumstances are right. I don’t
know. It’s not like I've put any hard
and fast rules on myself. But my plate
is very full (overflowing even) with
other kinds of work right now, so that
certainly shapes my future as well.

KQ: How hard is it to run games

for Sue Cook (since she edits your
work), and how did your marriage
influence your decision to create and
maintain Malhavoc Press?

MC: It’s not hard to run games for Sue
at all. Stuff for Malhavoc always came
from the game, not into the game.

So, for example, I would introduce

the new spells and whatnot from Book
of Eldritch Might into my game, and
only after we'd used it there would I
write it up for the book. (I also had the
advantage of having two different game
groups for most of the time I was run-
ning Malhavoc.) So Sue didn’t get any
unfair spoilers when she would edit my
material.

Malhavoc would never have worked
if I didn’t have Sue at my side, doing
not only the editing, but most of the
art direction, contractor wrangling,
and other duties. It was very much a
partnership and I doubt I woul