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AcKnowlegments

t Regarding artwork, besides the original artwork
you’ll find adorning these pages, I have had to

drawn on artwork from the public domain. I
'+ believe this compliments the look and feel of our
,+ fantasy. Most of this supplemental art predates
'L 1900 - itis largely unknown and unseen, but is
| magnificent, and deserves to be taken out from
musty archives and shown to a new generation.
I hope you will find it as inspiring as I do and

B appreciate its value.

— Bob Storrar
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ere is a story, long and strange.

The tale of a man I met some
time ago. The tale, at first so
strange, yet I cannot imagine
it other than being the truth.
He told me that his name was
Ulfur.

Far in the north, in the cold grey
mountains, there lived a clan.
So secretive were they that
the nearest villages — dozens
of leagues away — knew only
myths and legends concerning
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a ghostly forest tribe. At certain times of the year,
it was said, one might catch a glimpse from the
corner of the eye, of one of their number, passing
through shadow. But these were not fairy tales,
told to keep naughty children in check. The stories

were real.

There were reasons for the tribe’s seclusion. They
were not like other people, but were unique, for
they were a clan of lycanthropes — werewolves —
if you will. But not werewolves inflicted with the
disease called lycanthropy, no, for they were born
werewolves. It was in their blood and bone, passed
down from generation to generation. They were
not, according to Ulfur, raging monsters, unable
to control their feral cravings. Theirs was not the
corruption of a cursed bite, but the divine sanction
of a powerful being. The Lupus Caelorum, as
Ulfur called them, were the servants of a heavenly
entity, put on this earth for a higher purpose. They
were not children of the darkness, but children
of the light, brought to wage war against darker
things lying unseen in the bowels of the earth.
Thus they lived far from human settlements
and never ventured down to walk among them.
They fought their war with the ancient evils of
the world, seeking not the praise of men nor the
sanction of the rulers of the kingdoms of men.
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For centuries they lived amongst the ancient pines,
a faraway fairy tale, forgotten by those who might
otherwise fear them.

Then, one day, a great hero and his companions
arrived in those chill-blasted lands. He and his
band of slayers were sure of their prowess, and so
arrogant in their “goodness” were they that they
never thought, and it never occurred to them,
that things could be other than what they seemed.
Hearing rumors of the fairy tale creatures living
away in the mountains, and drunk and full of
hubris, they set out to find this mythical village.

Eventually, and -with the help of great magics,
they found the village. Shocked at a place of, what
they thought, abominable evil, they attacked.
Normally the villagers would have easily driven
them off. But the slayers are used to dealing with
creatures that far outweighed them in strength
and cunning. They laid traps, took their time,
remained hidden. By the time the villagers
realized what was happening it was too late. The
slaughter was terrible. A great accounting the
villagers made of themselves, to be sure. Many of
the slayers were defeated, but it wasn’t enough.
The last few of the Lupus Caelorum were rounded
up in the center of the village square, where their
heads were severed, adding to the bloody trophies

of the slayers. And so the village was destroyed.
But, in the confusion, a young mother died, giving
her small boy a chance to flee.

Ulfur was that boy, and his tale of woe is true. We
travelled to that desolate ruin, where once his
people had lived. Now it is a ghostly reminder of
the arrogant ignorance that so often marks the
history of man.

But one other thing we found there. A strange
totem, freshly carved, in the likeness of a wolf-

man.

Excerpt from the field notes of Myrddyn
Undated, Location Unknown

Find the pre-generated character sheet for
Ulfur at the end of the book.
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Know this...

fear they saw reflected on the faces of those they
might protect. Such was their lot, and forever they
would have to remain in the shadows, defenders
of a world that didn’t want them.

There is that which is evil, and appears evil. Unlike: “commor Tyeanthiagy RSk e sater)

There is that which is evil, but appears good. through the bite of cursed werewolves,

each
\  There is that which is good, and appears good. wolf of heaven is born from the blood that flows
' down through the generations, still carrying the
essence of their angelic ancestors. As such, a wolf
of heaven’s transformation can be less severe
than a normal werewolf’s transformation, giving

the Lupus Caelorum more control in their bestial

. And that which is good, but appears evil.

Judge not by appearances.

Rector Precept

hen the world was
forms.

UsinG THi8 BOOK_

young there came to
be creatures of evil
and creatures of good.
Among the good
creatures were the

The werewolf race presented in this book is
designed to be a powerful reimagining of the
standard werewolf presented in the SRD. As such,
this race will work best in a campaign where all
of the characters are wolves of heaven, and where

angels, the most well

known of the heavenly
realm, but also many other creatures besides these.

AT T s —

Some of these heavenly beings walked the earth,
and sired progeny with the children of the earth.
Of these were the Lupus Caelorum, to whom was
given the triple mark of heaven, moon, and wolf.
It was they who were tasked with hunting the

the GM is experienced and comfortable balancing
a game through other means than challenge rating
alone. Check with your GM first!

THREE FACES OF tHE (WOLF

abominations that stalked the night. The wolves
of heaven walked a dangerous line though, for the
fear they brought to the dark things was the same

In their human form, a wolf of heaven looks like
a normal human, but their heritage is betrayed
by their tendency to be hairier than average, with
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thicker, muscular builds. They tend to be a foot or
two taller than most humans.

When on the hunt or in battle, the Lupus Caelorum
take on wolf-like facial features. Some even take
on the full aspect of a wolf.

CALL OF tHE Yoo

The strong lunar links of their angelic forebears
link all Lupus Caelorum to the turn of the moon.
When the moon is full, the call of the wild is
especially strong and hard to resist.

WOLF OF HEAVED CLan PACKS

ancestors and legendary clan figures. Wolves of
heaven living among humans adopt the naming
conventions of the society they live within.

Male Names: Abner, Adophus, Angelo, Bjorn,
Blair, Brice, Caesar, Connell, Dugald, Fergus,
Fingal, Gabriel, Galahad, Goddard, Grig, Howell,
Jermyn, Logan, Lucian, Magnus, Marcus, Melchior,
Oswin, Rafael, Ragnor, Remus, Romulus, Rudolf,
Ulfur, Xavier, Wulfric, Wolfgang

Female Names: Adrienne, Agatha, Angelica,
Astra, Beata, Celeste, Enid, Erica, Evangeline,
Fidelia, Gabrielle, Grace, Ira, Lana, Lucretia, Luna,
Mena, Nadia, Phoebe, Rina, Sanchia, Selina,

Ly Stella, Tessa, Theodora, Vera, Zilla
Wolves of heaven have strong family ties that

i bind them to a clan pack. Each clan pack records
its ancestry’ in detailed clan histories that are

Clan Names: Bloodpelt, Brightmoon, Dawncaller,
Greatpelt, Ironpelt, Longpaw, Moonhowel,
Nightrunner, Pureblood, Redfang,

Silentclaw, Silvershadow, Unbent, Whitefang

ii- among the clan’s most treasured possessions. Palestrider,
! Very rarely, a clan will adopt new members from

' other packs, but only if the initiates can prove
11 their Lupus Caelorum heritage and some link to

the adoptive clan.

U OLF OF HEAVER ITANES

Wolves of heaven living as a clan pack adopt
names that reflect their angelic heritage, lunar
calling, or their war against evil. Parents often
name their sons and daughters in honor of brave
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Wolg ¢ Heaven
f of Traits

our wolf of heaven
werewolf character has

certain traits deriving
from your lycanthrope
bloodline.

Ability Score Increase. Your Strength score
increases by 2. Your Dexterity score increases by 1.

Age. Wolf of heaven werewolves reach adulthood
in their late teens and can live longer than a
century.

Alignment. Wolf of heaven werewolves shun
societal structures other than that of the pack,
and tend toward chaos. Most tend towards good,
while those who don’t manage to take control of
their bestial natures tend towards evil.

Size. Wolf of heaven werewolves are larger and
bulkier than average humans, and are taller by 1
or 2 feet. Your size is Medium.

Speed. Your base walking speed is 40 feet.

Feral Form. You can take an action to take
on a feral form, with luminous eyes, fangs, and
claws. In feral form, you gain a +2 bonus to your
Strength score and a +1 bonus to your Dexterity
score. While in this form you have disadvantage
on Charisma (Persuasion) checks. In addition, you
gain the following abilities:

2 claw attacks that each deal 1d4 damage.
A bite attack that deals 1d6 points of damage.

This form lasts until you take an action to return
to your normal form, or until you are reduced to
0 hit points. You can transform into feral form a
number of times per day equal to 3 + 1/2 your
character level.

Lupine Form. You can take an action to transform
from feral form into lupine form, growing hairier,
with longer fangs, and elongated ears. This may
include taking on the form of a wolf. In lupine
form you gain an additional +2 bonus to Strength
and a +1 bonus to your Dexterity score over and
above those provided by feral form. In addition,
you gain the following abilities:

Your Armor Class increases by 1.
Your speed increases by 10 feet.

This form lasts until you take an action to return
to your feral form, or until you are reduced to 0
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hit points. To end lupine form, you must make a
Wisdom save, the DC of which is 12 + 2 for each
consecutive failed save. The DC is increased by +6
on the night of a full moon. You may choose to fail
this save. If you fail this Wisdom save 3 times in
a row, the GM may take control of your character
until the following sunrise, at which point you
suffer from 2 levels of exhaustion, and recall
nothing of what happened from the time you lost
control until now. You can transform into lupine
form a number of times per day equal to 1/2 your
character level.

oooooooooooocooooooooooooooooooco.ooocoooooooooooooo.ooooooooocoooooooooooocoooooocoooooooooooco.oootlj

Animal Magnetism: You exude a raw sexual
appeal that gives you advantage on Charisma
(Persuasion) checks for the purposes of seduction.
This ability only functions in human form.

Curse of the Moon. During the night of a full
moon you must make a DC 18 Wisdom save every
2 hours or transform into lupine form. If you have
no lupine form transformations left and you fail
this save, you transform into lupine form and
immediately lose control of your character to the
GM, following the rules given above in the lupine
form ability.

Darkvision. Because of your werewolf blood, you
have superior vision in dark and dim conditions.
You can see in dim light within 60 feet of you as
if it were bright light. You can’t discern color in
darkness, only shades of gray.

Keen Hearing and Smell. You have advantage
on Wisdom (Perception) checks that rely on
hearing and smell.

Menacing. You gain proficiency in the
Intimidation skill against creatures of your size
category or smaller when in feral or lupine form.

Regeneration. You regain a number of hit points
at the start of your turn, equal to your Constitution
bonus. You cannot gain more than your maximum
hit points in this way.

Silver Weakness. Silver is deadly to werewolves.
You take double damage from silvered weapons,
and ingesting silver powder applies the poisoned
condition to you, for a duration of 1d4 days per
dose. Your regeneration ability does’t function until
you have recovered from the poisoned condition.
A silver collar or cuffs has a similar effect on you.

Wolfsbane Weakness. Wolfsbane has the same
effect on you as silver when ingested.

Languages. You can speak, read, and write
Common and one extra language of your choice.
Wolf of heaven werewolves typically learn the
languages of the peoples they live among.
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OPEI GAIME LICEISE VERSion 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)’Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)”Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” means product
and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game

Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity; including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content except
as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with
all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based
on original material by E. Gary Gygax and Dave Arneson.

Shadows over Vathak: Player’s Guide. © 2016, Fat Goblin Games; Authors: Ismael
Alvarez, Tyler Beck, John Bennett, Jason Owen Black, Troy Daniels, J Gray, Rick
Hershey, Taylor Hubler, Lucus Palosaari, Jennifer Povey, Michael Riter, and Matt Roth.

Welcome to Scarthey,University of the Arcane. Copyright 2017, Rising Phoenix
Games. Aythor Rodney Sloan.
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Strength Bonus

Dexterity Bonus

Constitution Bonus

Intelligence Bonus

Wisdom Bonus

Charisma Bonus

Passive Wisdom (Perception)

Inspiration

Proficiency Bonus

N Strength
Race: Wolf of Heaven .

Class & Level: Monk ¢ -y Dexterity

Alignment: Chactic good 3 :'-" Constitution
Age: 26 l

Al "

Height: AT

Intelligence

Weight: +_. 300 /4s Wisdom

Background: Out/ander




Armour Class 1s/16 : Death Saves Ki Points

Initiative 1o +s / +6 . | Successes OOO

Speed ss / 65 feet

o i

37 S oo e Y Attacks &

Hit Points Experience Points

Attack  Damage /
Bonus Type

Name

Clacos x 2° dyg + s/4/2 S/as/w‘ng
Bite: Jdy, + s8/0/2 pfercfhji
Martial Ards: 1dg + s/ 4/ 2

*Acrobatics:

Animal Handling:

Arcana:
*Athletics:

Deception:

History:

Insight:

Intimidation:

Investigation:

¥ Other Proficiencies
(B and languages

Medicine:
Nature:

Perception:

Performance: Simple weapons [/ short scwords
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Persuasion: Conririon
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Martial ards
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wunarmoured moverent

Monastic tradition:
A)ca/ of the 0/9@/7 YWand

Deflect rissiles

/45////55/ Score Improvement (sZr)

Slow Fall

Etra Atack

Sz‘ann/nﬂ Strike

Ki—emporoered Strikes

MonasticT radition Features:
Open hand techrigue
Wholeness of Body

Feral form (o7 13)

( 5/040//75 eyes, 1(&/735 ) clacws )
D/‘Sadx/anz‘age on Charisma rolls

2 x clacw attacks (idy darrage each)
| x bite attack (d¢ damage)

Lepine forr

+2 bonus strength

+1 bonus dex

Ac: +i

Keen hear/‘hg ard Sense of Sme//
Menacing
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{(STARFINDER)

_COMPATIBLE |

“I FM THE BIGGEST GUN!>

Climb into the Praetor or Vindicator Class Kaiju-Hunter
mecha and take the battle to the stars.

Mecha - A Field Guide introduces two new mecha
along with all the rules for operating, customising,
and combat with these iron giants, all fully compatible
with the Starfinder Roleplaying Game. Three powered
armor suits, new weapons, and armor upgrades

expand your ironclad arsenal.
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PLaYER RACE AMO A LEVEL 6 PREGENERATED CHARACTER

Wolf ofL Heaven

UPUS CAELORUN

Know tHAtT WHICH APPEARS EVIL, BUT BARES 118 FANGS
AGAINSt THE 0ARKIJESS.

If you’ve been dying to play a werewolf inspired by
popular TV shows and movies, this is your chance.

The Wolf of Heaven race detailed here is
a potent reimagining of the werewolf
presented in the standard game and

the SRD. The children of heavenly
beings and mortals, the Lupus Caelorum
are deadly hunters and ferocious
warriors, fully detailed here
and ready to add to your
high powered campaign.
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