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Introduction

What 1s a knight withour his noble steed or a thief without
a means of escape? Without the horse, sociery would not be
as advanced or as widespread as we know it. The rise and fall
of ewvilization began on the back of 4 horse. And yer, the
average i'.-mtasr\ game would have you believe that a horse 1s
just a horse. No lnuf_.]‘:‘r_ NOBLE STEEDS: THE D20 GuIDE TO
HoRsEs, COURSERS, AN MouxNTs enables vaur PC to have
an individualized steed, complete with detailed training,
classes and levels, and unique fears to make your horse an
effective companton for .h‘]\’l'lllllrll‘lg, P].!_\'r.‘rs and game
masters alike will Find the backgrounds, historical
information, and mechanical guides in this book imrgml 1o
any campaign. Now players will be able to ereate the equine

companion of therr characrers” dreams.

Part | offers an introductory course on the common horse,

including information on coloration, size, attitude, and

|1.1_<tmj.'. Parts 2 rln‘uu_g_h 5 detat] ditferent types of animals,
from [lgh[ horses and ponies to heavy draft and warhorses.
There's information on more exotic mounts like elephants
and camels and magical and mythical ones such as Pegasus
and gl'\'pl‘lims Each classtticarion 1s broken down i}\ breed

with historical informanion and unIque game stats.

In Part &, vou'll find mmformation for crealing your own
personalized steed, Choose the classification, breed, and
class for vour mount. You'll also find 24 new Fears usable
by steeds, Part 7 details the equipment vou'll need to ride
and offers some new magical items designed to enhance

Your mount s pcrlurm.mcc.

“vervthing vou need to help your steed become an elite

B thing d to help db lit
companion, 4 Comparriot at arms, or a speedy courser that
runs like the wind 1s here. The choice is yours, and vour

mount stands outside, ready to conquer the world. What are

vou walting tor?




Part 1: Creatures of Wind and Fire

speed of mavement, the passage of
information, and the spread of civilization.
With the aid of these stalwarr allies, humanity

spread throughout the plans and mountams
as rapidly as they could cross a river's mouch,
The domestication and training of horses had
a profound impact on the people of Eurasia.
Suddenly, horizons expanded; travel beyond
the limits of humanity's two legs became
F‘f)ss'il.‘ll’- B(_'L_kﬁ.‘lli'd IJ\ llnkno“'n Iﬂ.nd.‘i. F.‘(’L‘IIJIL'

began to explore and to conquer.

The horse: a creature that ancient philosophers thought to
be made entirely of wind and fire: a creature that could run
faster than any other and whose spirit was forged in the
flames of heaven or drawn forch from the t'u.'-f‘lmg_ waters of
the sea. Thousands of cultures across Europe, Africa, and
Asia '.'.'orship this animal. Their horse-gads and -goddesses
are loval, passionare, and clever; possessing the best qu.'llillcs
of the beasts that roam the wild plains. Horses tamed
Europe beneath the reins of Roman conquerors, carried
burdens across the dark wilderness of China and Russta, and
made honf—prinl:ﬁ that became rrails and eventually great
roads that would one da}' forge the Old West.

Betore the domestication of the horse and other riding
beasts, the only methods of travel were walking and riding in
rivet boats on swift-moving bodies of water. With such

.'mirrml PGW{"R I"JLIITI.I]'LS gﬂll'll‘d o l'rl'lﬂl'l'lcll._'ll.llc INCrease i [[‘Il‘

.’\I'Chl.'OIOglt'.'ll dﬂd PillL‘DI‘JCUlD‘\'__{IL'dI E\‘ICI[‘I'ICI.‘

indicates that the horse was domesticared

about 5.000 years ago, substantially later
than other farm animals. By that time
(JPpruvimatd_\' 3.000 BCE), the dog was
humanity's companion for more than 9,000
IL‘\‘;]TS'. gl-):lt."a. f\hf[‘P. .'iﬂd I::ltrlf.' hn]d bccﬂ.
[]L‘rdl_'d I_Dr LIP\\':]['L-!S DF i‘{_)(_“_‘ .\'L’ﬂl—s bl_'l:orf [h(’
advent of the domestic horse. Relative
newcomers, ponies, mules, and horses
nevertheless altered society in rremendous
\'\"ﬂ}'ﬁ. Cl‘mnglng t_'\'l_'fl\'tl'”ng fl'(_'\l‘ll FUO\‘.{ SOLUrces
(agriculture and planting s significancly
easier with horse-drawn P].\JWS_l Lo society
(cities became much more accessible, and
those who lived far from civilization suddenly

found mformation more easily obrained).

To ride, humankind first learned balance,
stability, and training, both for beast and
tider, This was not an overnight drwln}_\mcnt.
nor did 1t appear easily; horses were
domesticated neacly 2000 years before
humans dcvcfuped sufficient rr-:hmquta o
ride them. Before thar time, the horse was a
5:lmplc beast of burden, similar to the ox, that
Wds ].L'ti:d nnl‘l" ro carry lL-)dL‘i:\. drﬂl\_" WilgDnb or

chariots, and pu]l p]ows and other field L’quipnu‘nl.

L)UI'I'ICS([C:\UOH Of- l'h[' }'Iﬂl'ﬂ(" }il'lCI th(’. frcdtinﬂ f.')l_mt?ilns {o
rlde Lll.‘ﬂn 1T WeEre massive brt‘..’lktl‘lrﬁughs n !‘JUITI.FIH SDI:“{I
development, In four ways, the horse’s contributions altered
human history - through war. travel, work, and leisure, In
thl‘.‘SL‘ r_l)l.l'l' arends, soclery (ld‘l':lﬂCL"d '.\'j[h [h(‘ :II\-I Of: [hl.‘ ]‘IO[’SCA
and our history was written from the backs of noble steeds

d I'ld IJI'.! ve ¢o I"l'iP.i]"liL’ll'IS.

War

Although war 1s not its most common occupartton, the horse
:t‘r:.linl}' ]Jm'«'ed its worth on a bacelefield. War I_nrged the
horse's spirit and drove humanity to invent the bridle and
basic saddlery (although 1t was incredibly primitive at First?}.
The horse was more agile alone than with a charior or other

war-machme behind i1, and a man on horseback made both



an excellent scout and a farmidable warrior. Speed of
movement is critical in warfare, and a smaller army with
better mobility has a far greater chance of vicrory than a
ﬁlml"mo\'mg. iargu‘t‘ farce,

The horse was by [ar the [astest, most agile and most
maneuverable addition to ancient armies, Oxen and
donkeys. although much calmer than horses, could
not compare for sheer spccc{ and mancuverability,

At fiest, the horse was used to pull charots or other
war-engines and not as a solitary soldicr's mount. The
Hittites mvented the war chariot and conquered
Mesoporamia and Egypt around 1800 BCE using horses as
their primary war beasts. Their swift-maoving chariors held
two meni one to drive and one to hght. The appearance of

[]'rL'SL' lIIlF’xlITIl“JT ill'llnl-']!.‘, ;1I'Id II'IE SPL"L\" al \\'IHL‘]T Ch.ﬂ'lﬂf—

Paces

The paces of a harse can be difficulr to rell apart

unless one is ctrained tn distingutshing them.
However, to a rider, [hl.l\ are very dlsnmtwc in
pattern, s]_wcd. and ease of riding. The first pace.
the walk, 15 very easy to maintain. The horse
simply moves forward ar a slow pace of four
beats, 1ts body swaying slightly from side to side.

The next gait s known as a trot, and i1s similar to

a human | jog. It 1s very difficult to seat a horse at borne spearmen and bowmen could deliver cherr deadly
a trot without proper stirrups and saddle because blows terrified Bronze Age foot soldiers, and many fled
the trot has only two beats. With each beat, the rather chan face them on the open fields. Cities surrendered.
horse's entire b‘“d\"“t‘igi’ti shifts Sllli‘Sfi*ﬂli-1|1f\'- and rn}'[hs were created abour the goc”:ku creatures thar

throwing an inexperienced rider from side to side loaned their strength and speed to the Hictite warriors,
: P, e <
with jarring violence. Civilizations thar did not domesticate the horse considered

Tlu‘ [hi'rd gait ol a h:_!r:n: 15 l‘.nu\\-n 45 a4 canret, th‘ Hicrrre gL‘nt‘l';lls [ bl:‘ Pn\\-r."rful immortals and [I"I(‘Jugh[

which is a much smoother three-beat pace and 15 their steeds were the eifts of the sods themselves

much easier to maintain both for horse and for - _ ; "
The horse immediately became recogmzed as a creature of
rider. The gait appears like a very slow run as the / :

harse le ips \I!L]'Iill forward in the air aftet ev ery power, whose presence on the bartlefield frightened common

smooth motion of its legs. soldiers and gave prestige ro its masters. It became revered
and identified with strength and scatus while carrle and

Last 1s the gallop, This pace is similar to a flat-
g ; : S donkeys were relegated to the peasantry, The ancient
out run in human standards, where the horse 15 ! :

throwing everything into its movements and is Mesopatamians called the horse a "creature that stands near
E

.Jtlepling_‘ o achimce &e prieh speed as possible. kings and ears In-q:hr:ur being eaten,” indicating that, unlike
|| s |_|\|_|‘1“1, a .Ju]—_[\h],[ }1_1.. : [11[[ LOome |~|ﬂ|h(3 UK})L'F l‘t‘i!_\'fﬂ ol |_'\LII'CI1.'1'I. tl'h.‘ ]‘it‘lT‘.‘iL‘ was C(!Tl&!LTIL'i'L‘CI |.1r OO
have unusual gallops that are only three beats. valuable to become food stock even m its advancing age
Specialized gaits, such as weighred walking, They were treated with courtesy, and, in many cultures, it
pacing, and the tolt (Four-beat running walk) .:;e was considered an insult ta the immortal powers of rhe
very rare and are usually used only l'nr_i.w.mdcs or world to mistrear or destrov a harse with na reason or to
spectal racing. feast on its flesh,

Individual mounted soldiers do not appear in historical
records until some 800 years laver, around 1,000 BCE.

Sl'hﬂtjlfﬁ L‘EPL}I!\ I']'Il‘ lcmg TI'IH.‘T\'.II 18] ‘[IL‘ I'L'hL]!l of I]L'L'CI]HIQ" ({8}

I_"I'L‘l_‘d 1&1"9_L‘r &IH& stronger harses ro carry an .1|':m'-r|.‘ci man.



The first horses were smaller than [hey are ':Ddd)'. and their
bodies were not desigm’d ta carry a person comfortably. The
hUTSC was bri_‘d LIP I'_T'Oﬂ"l []-IIS St}lgt‘.. b(‘{'ﬂn]ll'}g I'Int;lhr}‘ |Jrgt‘r‘
broader, and 1n many cases, thicker in both legs and body.
Ponies can carry adults — they are exceptionally strong — but
it is difficulr to ride a pony at a run if one 1s very big. For
convenience and for speed, horses were bred ro gain size and
stability and, thus, to carry larger (and armored) riders,

As in the West, the horse in Japan l‘igurcd PTOI]IIH[‘H[I_‘.J in
the military, from ar least as early as the invasions from
Korea in the st Cenrury CE. ]nlcrcstingl}', the ]apancse
never developed chariots or other fighting-engines of that
style, and it is possible that they moved directly from the
horse as a beast of burden mro using the horse as a
CC}“'\'C}"-’H‘ICC FDI' 4 SIHglE l'ldl:l'. Tht‘ I]:IPHI']L‘SC |al‘ld$t‘;ipt‘ i."’b 't'l."l"l;'
rugged, covered in hills, mountains, and chaotic terrain,

so one can surmise that they simply had no use for

(hariot-likc COnNvVeyances.

\)V.lr fS no C(]ITIFOH' FOT thl.’ hol’sl‘.’. ﬂnfl cven tl‘lOS[‘ “'hll__h are
treated with rhe urmost respect and pnc{v are still forced to
make due with sub-standard fare, dangerous conditions, and
savage marches. The horse is, in an active campaign, saddled
on average about 15 hours out of 24. Its feed 1s nominally
10 pounds of grain a day, burt, in realiry, it averages about
\'ight PL)LIT].CIS. ][ I'lﬂs no I"hl‘\' dnd ﬂnl}’ 45 |“LlL"I"l grasﬁ .lﬂd
foliage as it can pick up during halts. The warter it usually
drinks is brook water that can be found near the road of the
march, and this 1s fr(‘qucntl}' foul and muddy from the
passage ol the infantry.

Of course, sore backs are the greatest trouble that such an
animal faces during its time at war. A horse's back can get
feverish under the saddle, and che first day s march may
cause the horse's back ro swell. If the saddle i1s not placed
properly or chafes, the horse may develop boils or blisters,
and become almost unrideable. IF its back is not treated
immediately, the trouble grows on a daily basts, becoming
worse with each passing hour until the horse can no longer
bear a rider, Every night after 4« march, no matter how late it
may be or how tired or hungry the soldier s, he will first
pay attention to his steed. This 1s essenual for ca\'a]r}' forces
and leads to the old adage that the cavalry steed is rreated
better than the soldier himself. Truly unforrunate horses
suffer their withers swollen to three times the natural size
and voleanie, running sores pouring matter down each {lank.
This is a case with which every cavalryman 1s daily called
upon ta deal, Sadly, in many campaigns, that Imrse still
must be ridden until it lays down in sheer suffering under

the saddle.
Travel

After winnmg wars_and conqucring cxpansive territories all
across Europc and Asia, powfrf'ul leaders bcq;m to Hmpose

peace over their Imldings. To maintain it, though, they

Cooling Out

Caring for horses is a difficult business, and one
where 4 mistake can cost the ammal s life.
Good grooms, stablemen and trainers .spn:.nd
years learning veterinary medicine and the simplt
ins-and-outs of caring for horses.

Cooliﬂg Out

l’nssi]:\lll.' one of the most tedious aspects of
rlding horses in winter is the after-ride cooling-
our process. Tedious llwut,_h It may be, it's very
important to cool a hotse proper]v Putting it
away hot and sweaty will jeopardize it health by
allowing it to catch a chill.

Even in the coldest of weather, the horse's
metabolism (the lmrnmg of internal fuels to
produce energy ) causes it to sweat during intense
exercise, Lhis swearing can be t‘x.‘lggt‘.mn‘d by a
[ull winter coat. To cool a horse safely, one must
bcgin while seill rldinL. Fn”mvm-g the ride or
work out, '.\.lﬂ-.m the steed for ten to [ifteen
minutes will allow the heat built up in the
muscles to dissipate.

Upon dismounting, the girth or cinch should be
loosened, bur the saddle should not be removed
immediately because doing so will allow cold air
to reach the muscles of the horse’s back and may
cause cr.nnping‘. The steed must be covered with
a cooler that mdy be wool or (in more modern
settings) one of the more |1ig}1—ru_‘:|“| fabrics
designed to wick moisture from the horse and
cool it out quicker, The horse is then walked for
a few minutes like this, and then the saddle is
removed and the cooler replaced before walking
It more,

Failure to provide this sort of after-exercise care
will damage the beast. The horse must make a
Fortitude Save at DC 15 or it catches chill. It
loses 1d3 paints of —l—n.'m]wrar}.-' Constitution and
is Farigued the nexe day. It can be ridden, but
suffers all of the pcn.&l[ics for Fatigue and it does
not recover a point of Constrtution. The DC is
25 il the animal was worked or ridden hard.
.-\ddiufm.:”:.', it must make another Forurude
Save or take another 1d6 points of Temporary
Constitution Damage. This continues each day
that the animal 1s not rested. After the second
day, 1t automatically takes Constitution Damage
on 3 daily basis unnil it is properly cared for.




Cooling Out (cont’d)
Horses that rake a long time to dry can be
“thatched.” They are covered with a coaler or
blanket, with a layer of hay or straw stuffed
underneath. Rubbing \r'lgorou.f-ly with a towel also
helps speed up the drying process.

The horse should be checked frequenty to
ensure it is drying and cooling properly (Animal
Handling check DC 10). If it was worked hard,
cool water (not cold) is an acceptable means of
allowing it to re-hydrare itself. bur only after the
horse has stopped sweating. 1f the horse drinks
water that is too cold, it must make a Fortitude
Save at DC 15 or it immediately takes [d6
points of Constitution Damage. It must make
another Save at DC 13 or sustain an additional
1d6 points of Caonstitution Damage half an
hour later.

Once the character is satisfied thar the ammal's
l:(‘n'aperarun' h'.IS rrrurncd o m;\rnml ;mcl L1Es COoat
is dry, it can be covered wich a clean, dry blanket
Or Pt away without one if the wearher is warm,

Other Tips

Riding a horse until 1t 1s exhausted and cthen
putting 1t away 1s a certain means of killing the
amimal through bad care. Giving a horse cold
water while it is exhausred will do the same, as the
horse's stomach cannot ger nd of the cold warer
once it ingests it, and the stomach will burst.

Horses that spt‘nd most of their time in a stable
need daily exercise. Damp bedding can lead to
foot infections. The fumes and fungal spores,
which become trapped in sotled bedding, can also
affect the horse's health, To aveid this, the stable
should be cleaned each day and a nice thick bed
of straw or wood shavings Pm\'ldcd for the
horse's comfort.

Horses need to be shod by a good farrier every
four to six weeks. Even if the shoes have not
worn out, the hooves will have grown and need

trimming. Badly-fitring shoes can permanently

damage the horse,

e

Feed and Water

A horse consumes about 2.5 percent of its bady
weight per day in feed. Just what it needs ro eat
depends on the work 1t 1s doing; the harder a horse
works, the greater its need for high-eneray food.
The bulk of its feed consists of fodder: hay in the
winter or whenever it can't be pastured, ;zmss mn
the summer. In medieval or nledi?"dl—“k[‘h"‘dI'lt.]_‘i\'
sectings, on up through the Old West, a horse's
high-energy feed usually comes in the form of oats.
A hard-working horse (a category that covers most
adventurers’ mounts) needs about 70 percent of its
feed to be i this form, though to prevent diges-
tive problems at least 25 percent needs to be bulk
fodder. The amount ranges from 14 pounds per
day for a small pony under 12 hands high on up
to 28 pounds for an animal over 16 hands high.

A horse that does not receive enough high-energy
feed suffers a -1 Circumstance Penalty to AC .n:d
all actions that day. If this continues for more than
one day, the horse becomes Fatgued on the second
day, and Exhausted on the fourth, Each day thar it
is Exhausted that it must continue to work, it
takes 1d4 points of Constitution Damage.

Horses must be fed in small amounts constantly
throughout the day — a horse has a surprising“‘
small stomach for such a large creature, and Ihc;f
evolved as grazing antmals. Thcl,' need to be fed
at the same times each day and never before or
after hard exercise. A horse preferably should nor
eat two hours before or one afrer hard work, nor
should it go more than etght hours without
eating. If it does so, it receives a -1 Circumstance
Penaltv to AC for 1 hour

Horses like the texture, color and taste ol treats
like apples and carrots, and these are also
important to vary their feed. Horses ger bored
easily and will sometimes refuse to eat the same
feed for Pr(ﬂongcd periods.

A typical horse drinks eight gallons of warer per
day. This has to be clean and fresh: horses are
even more susceptible than humans to water-
borne illnesses. After hard work they should be
given a small quantity of wacer, but too much
right away can give them colic,

All of these requirements mean chat while a horse 1s
a powerful companion, they are not the all-powerful
l_onis of raptd transportation portrayed in some
fantasies, There is a definite limit to their powers.

) e
. e



rcqmrecf effective communication. Such need helpcd

entrench the horse's essential role in avilization,

The horse brought new speed and reliability to swift travel
and communications. M-:ssagc‘:s could be sent n da_ys where
before it took wecks or was simply impossible, and empires
were united and informed through constant disparchc‘.s. The
Persians in the 5th Century BCE, who built the largest
empire of their time, sent commands from their capital
using relays of mounted courters whom "neither snow, rain,
heat, nor darkness stays from the swift complt’rmn of their
appointed rounds,” in the words of the Greek scholar,
Herodotus. Building and mainraining empires was in early
times the principal means of encountering other cultures.
Travel and trade extended that contact and Produced the
spread of 1deas that created the civilizations of the ancient
world. Making much of that possible — perhaps all of it —

was the horse.

Travel was much faster for some, bur retained the elegant
slowness of pace that marked the Medieval and Renaissance
eras. When traveling b}.' horseback in the Middle Ages, a
wealthy merchant would not hold the reins of his own horse.
Holding the reins oneself was considered inappropriate for
anyone bur a soldier, who was trained and able to manage his
steed at great spccds. Merchants, wcalth\_; peopl{‘. and the
nobility rarely guided their own animals, but were instead
content to sit upon them and simply allow themselves to be
led by footmen and other servants. The origin of the word
“footman,” comes from being the individual on foor in a
predominantly horse-riding party, The foorman’s job was to
lead his master's or mistress's steed while he or she sar on
its back and ralked, read, or played mstruments. This meant
that the journey took much longer, but to ride a horse was
considered the prerogative of the noble class. Taking horses
was not done for speed in the journey, but for the prestige
and the relaxation of the aristocrat who needed ro do
nothing more than sit on the steed'’s back and watch the
world go by.

Leisure

Travel and war were two of the most important uses of the

horse, but when war was finished and all cthe nobles ga[hfrcd.

the horse found another important role to play — that of
entertainer. Using horses for enterrainment began early on,
with chariot racing and “tricks” trained into the horses.
Horses were raced both alone and with niders, and horse-
mansl‘lip as cliﬁcip{inc was pr.'.cticrcl by both the carly
Greeks and Persians. Horses were also used in hunting,

which became significantly easier once a mount was involved.

Hunting for sport as well as for food became a form of
entertainment among nobles, and many kinds of horses were
bred purely for this activity.

Breeding horses also became a popufﬂr leisure activity, and
many different kinds of horses were created 1n the Greek
Empire, among the Celuc pcoplus. and in other srates across

9

Injuries and Diseases

Horses are delicate creatures and fall victim ro a
number of illnesses and other hurts, Wounded
horses emit horrific screams, so terrible that no
character of good or even neutral alignment can
hear them and not immediately wish to put the
antmal out of its misery.

Break Down: A horse's legs are very delicate,
and the bones sometimes shatter when stressed
even when no direct mjury occurs. This is
meredibly painful to the horse,
modern times there is often no surgical solution.
The finely-bred horses of the 20th Century and
later are far more susceptible ro this prnblun

and even in

than the rough work and warhorses of older
times. A horse from medieval settings can smash
small buildings or people and often survive
(typically, a knight 1s “overthrown” when an
but a
modern harse would almost always die from such

opponent crashes his horse into him)

an encounter.

When the horse collides with another animal or
object, 1t makes a Fortitude Save at DC 7.
Modern ones receive a -2 Racial Pcn;lll::.J to this
check. I it 15 failed, the leg shatters, effectively
destroymg the animal, which must be put down
to save it from suffering. A Cure Critical
Jounds spell can reverse the damage.

Colic: This is a catch-all phrase for abdominal
pains. It can come from a sudden change in diet,
worms, impacted intestines or a twisted gut. In
modern settings drugs and surgery can solve this
problem, but in elder times there 1s usually nothing
to be done excepr destroy the poor animal.

Horses exposed to colic-causing infestations
such as unclean water make a Fortitude Save at
DC 10 to avoid contracting the disease, The
horse takes Ld8 points of Constitution Damage
per day thac this condition persists, It can be
cured with the right drugs or with a Remove

Disease .spel].

Mud Fever: A skin infection of the lower legs,
mud fever causes running sores that are painful
to the horse but not usually fatal. In modern
tmes, skin creams help; in earlier eras, riders
swathed infecred areas with mud (hence the
name|. The same bacteria can also breed sores on
the horse's upper surfaces known as rain scald,
which respond to the same treatment.




Europe. These horses were lauded for their clean shape, their

size and strength, or other qualities and became the
ancestors of the many breeds of horse with which we are

familiar roday.

Injuries and Diseases (cont’d)

When exposed to the disease, the horse makes a
Eortitude Save at DC 10. If it fails, it takes 1d6
points of c{amag‘e per dill\' from the sores. Salves
act in the same fashion as a Potion of Cure Light
Wounds. The animal stops receiving damage
upon treatment, and heals back 1d8 poinrs of
damage per day with a modern salve or 1d4

points per day with mud.

Set Fast: The muscles of an over-worked horse's
back and hindquarters will eventually seize up,
and, in severe cases, the horse will pass blood
its urine. A combination of oo little food and
overwork is likely to cause this problem, which is
very painful to the animal. The muscles are hard
to the touch, much like a muscle cramp in a
human, and the horse has a very difficult rime
moving forward. Once again, in modern times
there are muscle-relaxing drugs thar can hclp. but
in older serrings all that can be done is to let the
horse rest and hope for the best. In severe cases,
the horse will have to be destroyed.

A horse that 1s overworked (ridden too long,
asked ro pull something roo heavy for it, ete.)
must make a Forritude Save at DC 10, Those
that have not been receiving enough hig]1—L'|mrg__\-'
feed (see page 8). suffer a -2 Circumstance
Penalty per day chey have been underfed. A
failure causes the animal to suffer 1d3 points of
Temporary Dextertry Damage. Its Spccc{ is also
reduced b)-' 5 feet.

In addition, a horse suffering from Set Fast can
aggravate the condition. Every day that the horse
1s not simp]\' resting, it makes another Forritude
Save av DC 12, If this roll is failed, the horse
aggravates its muscles and sustains another 1d3
points of Temporary Dexterity Damage and
another 5-foot reduction in Speed.

In modern settings drugs will relax the muscles
and heal 1d2 points of Dexterity Damage upon
application. In fantasy settings a Remove Discase
spell will cure it. Otherwise, the animal must rest

p

until the damage is healed.

P
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Injuries and Diseases (cont’d)
Spllr_]ts: These are bony swellings thar appear in
t'hL‘. forelegs of young horses when thL’E.f-II"i{
begin hc_;l‘,_'}-' work, They can cause the horse to g‘n
flame, giving It a permanent Iimp. (7orrg~c[i1':'-

shoes can help somewhat.

A young horse must make a Fortirude Save ar DC
7 to avoid the onser of this condition. If r't- 5
contracted, it rakes 1d3 poimnts of D-.‘.\'terit';'
Damage every day. Special shoes reduce this
damage by 2 poinrs a day. 1F, as a result of the

shm:;. the horse takes no damage for a week, the
condition is cured.

Srrdngirs: An mfection of the I\fmph glands in
the horse's jaw, this is very p.nnti:] to the animal
an makes 1t difficult to swallow. The horse rur'ns
i Jc_*t-e‘r‘ and mucus flows freely from its nose
Sofr food and rest I]L‘I[". ' . A
antibiotics as well,

and in modern times

When exposed, the horse makes a Fortitude Save
.zr_D(f 12 o resise. If failed, it suffers 1d6 ohill'tls
ol Consttution Damage. A day later it F:nakl's
anqrhsr Saving Throw. If this one succeeds the
J.I"I.IITIJI takes no more damage from the dism-‘;c If
f.:u]rd._ it takes another 1d3 pninls‘ Iof
(,ur.mnmunn Damagv, This Process 1s repeated
until the Saving Throw is made or the 1n;|111l
dies. A Remove Disease S k :
will cure it

pell or modern drugs

-

Y

Dressage

Dressage, or the sport of riding a horse though very specific
paces, is quite ancient. It has its origins mn the military,
where horses were trained to perform .‘iPt‘CiﬂC movements
and to maintain a precise gait. Soldiers riding in the cavalry
must have their hands free to fight, and explorers often
measured the distance between two points by counting the
strides of their steeds. In order to be guided by a master
whose hands were filled with a shield and sword (or lance |,
the horse had to be responsive to subtle shifts in the nder’s

balance and leg pressure.

Training a horse for dressage 1s a very demanding art, and 1t
takes time and patience to accurately instruct the animal to
the pressures of this riding style. In the early stages of
tratning, the major objective is to have the horse carry the
rider's weight over his luuqumrl_urs. Thts improves the

“lightness™ of the forehand and makes the animal more agile



and easier to steer and stop. Any horse can pcrldorm the basic l

maovements le- drﬂssi]gf. ]I‘.l '_JL_[. s50me S[Hb}l:h— insi.'ii lhﬂ[ .1” .

of their horses receive this tratning since it 1s invaluable even

when the rider is controlling the steed wich bir and rein. The Pooka

Some primitive culrures instincrively use dressage, training The Pooka iz otie of 4 vasiety of Celticsnonttess
their horses entirely withour rein control. These horses are that appear in the shapc of horess. Baakas ame
extremely sensitive to the pressure of a rider’s leg and the Irish in origin, but their cousms can be found
f\l‘ll‘[-l'll]g IJI_ b&llHnCL’ UF‘UI-I [I'lt']r lh!fkb. Cl‘nst".]l.l.t‘n[h', rhe\' tthnghL1ul [hf CL’I[IC “’Urld. Tl‘l{."\" run al(‘rng thlf
often respond very poorly to a badly trained rider, An Short'“m'_ of lakes and ~oceans, luring unwary
equestrian that does not understand the commands he or ”‘“_":1”5 into taking a nde on [}_‘_L‘" backs. T_]-"'
she 1s mistakenly giving by shifting around on the horse's “”h}”,“““[c person who does so I'_“d'"' himself or
back or by squeezing with the ngs can confuse the anmmal herself bougd onto the back of the ESEARLE,
i rcspond sl dappe aard diseress, unable ro dismount. The }mnk;l then dives into

the water, drowning the victim before devouring
In dressage competirions, the horse and rider perform in him or her in the depths of the water.

tests that display the horse’s balance, obedience, and Hiwever: o the (Caltic Fagst of Sambain: the

; | : pooka becomes more benevolent. It will trample
they must perform a specitic set of mancuvers. Typically, blackberries into wine and grant peritioners a
they demonstrate three basic gaits (walk, trot, and canter] vision of the future.

suppleness. The horse and rider are judged as a pair, and

and move 1n a number of patrerns that includes circles and - TR WU G W8, O gk 1L keIpie P 7 S

ligure-eights, At more advanced levels, the skills and patterns uisge. None of the other mythical horses has the

bccomc more COI‘I’\F‘“L‘JK’L‘I iHC]LIL'[IﬂQ dlldgun;!.[‘i *icrpcntincs, P[ophc[[c abih[[es Ol‘ [h{: P(\oka. 5[;1[5 "'01' L";‘.Ch Of‘
ﬂ\ mz- Ll‘l(lﬂQLb .md },‘!II‘I'!LH. [Les. Amm‘l,ﬁ the more Inl:L‘rcatinb l'hl:St'.‘ MOnsters cdan be fnunc[ n Av.‘llanchc PI’ESS'H
movements are the paffe, a highly “collected” movement in sourcebook on Celrs, CELTIC AGE.

which the horse trots on the spot, and the passage, an elevated
trot that makes the horse appear to float.

Work

,‘\IL’]]OUEJ'I I‘l,l\’lﬂg PI'D\'E‘C! 1Ls \\’Dl’[l'] In war, [['R\'EI and SPDFI’..

> - -

che home. weiced soibe ditae betass joining flie regular Puﬂmg largc loads. Horses were bred from smaller ponies,

workforce. Throughout Hellenic, Roman, and early medieval not as hardy as burros or donke_vs. and therefore mcapable of

Hies. oneny snd donkivs remmensd bearing the enormous loads thar an ox could draw. Horses

the primary cart-pullers were bred for speed and stamina, not for strength

st Sl iaoikass. or mass. They ate nearly twice as much as a

The horse began donkey and required more pastureland than

ies fabire barebin oxen. Their comparatively less efficient

fatd it with digestive systems meant they were fed more

the prestige and often and [11::\' required more expensive
honors given to feed to I‘.{'LP their trim. Until heavier

horses "01_ lhcir bi"[‘Ld!\ were LTLH[Cd mn th‘ (_,LIEIL 1.'{[1(.[5, the

ﬁ,:hnng #d horse was limited to militar}' campaigns,

battlefield

ProOwess, 1']'[1.’}'

charior races, and other forms of

A aristocraric ll.lk'Lll'}-‘.

were quickly Like their Persian counterparts, the Japanese

taken by the upper Em]:wrurs used mounted couriers for their
L_lflSSI?S. Ff_'\\‘ E(JITImliniG]'Emﬂ nEthl’I(. ln [hl: ['EL\IITI O[: I:[Q]ll}' Bf[i\'i[)’.
peasants or mer- horses pulled carts but not plows since Japanese agriculture
chants in the early was and 15 centered on rice, which requires a completely
Bronze Age could different mechod of cultivation, In Japan, as in Europe, the
afford a horse, and horse was primurii}' identified with power and prlviicge.
rarely would they use although many a humble farmer kepr one to pull his cart
siich 4 noble animal in their to the local market. The basic differences in agriculture
and social factors meant that the horse had somewhat
The horses of the Mediterranean and Middle Eastern less influence on Japanese economic and political

dm'elopment than 1n the West.

fields or pastures as a worker.

Em[\ires Were too |ig|1r and small to compete with the ox in



Myth

Culrures of the ancient world evalved various mythologies
that reflected their values, ideals, and visions of the past.
The presence of the horse is common to many of them, It 1s
i'requ:.’rirl_\' represented as a powerful, incelligent, and
beauriful creature.

Roman

A Roman mosaic of the 3rd C-:nl.ur}' CE shows N{‘prum‘,
the god of the sea, and his wife being drawn across the sea
by a ream of "fnppnc.lmpus.” This beast was a horse with a
serpent tail, a symbol of his aquatic heritage. Neptune was
not a faithful husband, and he l_rcqucmly cavorted about
disguised as a stallion. In this form, he begar Arton, the wild
horse who possessed both the power of speech and whose
front feer were those of a human. Also in the form of 4
stallion. Neptune seduced the Gorgon, Medusa, in the

temple of Athena.

Celtic

Horses are tradicionally identified with the elements of

water and air, the rushing of the wind and the strong, steady

pull of the tide. From Poseidon to l‘.pon.}. the horse-gods
and —gn.\.‘ldcsscs were revered and honored by all levels of

soctety, Celoie "water-horses” or "cabbyl ushtey " are

dangerous, feral creatures that lived in the sea foam. They
would come up on land to eat the lush grasses only at high
l.h"lt‘, “_ a rider |umpcd onto (s l_‘!;u'l-;‘ It \\'nu];‘l carry rhu‘ poor
fool directly into the sea without pause, Only the strongest
riders or those with a bridle made of spider webs. could turn
the ushtey 's head away from the water and force ir to serve

as a steed.

Chinese

In China, the horse 1s one of the rwelve great creatures of
the astrological calendar. It is che key figurr for
perseverance and speed (as well as impatience), and was
the symbol of the invading Manchu dynasty, whose cavalry
won them the rule of mainland China. The Manchu
dyvnasty bt*gun to wear the familiar Chinese "quv" mn
imitarion and reverence 45 a .\_\'m[}nl of B |1(3r:&<“s tail,
Those born within the year of the horse are quick-witted,
egottstical, and clever. They are determined workers, and
can be trusted with money as well as status, bur they can
be impatient if rewards do not qu:ckl}' follow vicrories,
Horse-yvear pruple leave the home at a young age,
Prr[_.'rring it1c|-3;_wud-:nc::. and their lives are filled with
changing fortunes. They love to be the center of atrention,

bur they can be blinded by obsession and ambition.

1



Hindu
In Hindu belief, the supreme god of the Vedic pantheon

will return to Earth in the form of a white horse. The g t,od
Vishnu, has many avatars and forms, but he only comes as
the white horse at the end of the world to spu‘d the t\L!L
ol life to a close, The avatar is his tenth and strongest, and
all those who see him will fall to their knees in adoration
and 1n fear.

Horses are both a solar and a lunar creature in the Hindu
mythos, identified with both the moon and the sun in their
journeys across the heavens. Ushas, the dawn goddess, leads
the white and lovely steed of the sun in order to bring light
and peace to the w oild each morning. The moon is drawn
|.\‘. seven horses n its P.ll’h across the sk‘. and those sre n,:d:,
hﬂ‘lf hoo\f! mﬂdf C‘f "i]:‘r"‘kl“ bﬁ([‘l “hIL]-I bul’s[ fol—I'l. a

shower of stars.

Voudoun

In the Prattices of Hattian voudoun and other primiti\'c
religions, "horse-riding” is a euphemism for the possession
of a mortal body by an immortal spirit. The person possessed
ts referred to as the cb'wl (horse), and the loa is che rider
who “mounrs” him or her. Voudoun does not see possession
as a trance or a shamanistic turnover of the body: it is a pur-
poseful union of both spirits within a single material body —
a horse and its rider are a pair that works in union to achieve
their goals. The African background of voudoun supports
this. Horses appear in traditional African myth as Spirits
that are given temporary form on the Earth, but which are

created of water and wind and cannot be forever controlled.

Centaurs

Centaurs, the half-human, half-horse of Greek and Roman
mythology. were respected in those cultures as models of
wisdom and intelligence. The first centaur, Chiron, was
turned from a Titan 1mto a centaur by the god, APDHU. He
dared ro rebel against the Olympian gods and was punished
tor his arrogance. Although he was at first considered a
monster due to his appearance, he reramed his mind and his
mtellect and became a tutor, teaching both history and
maorals, and learning from the lessons of his own past.
Chiron was the teacher of Achilles, Hercules, Castor, and
Poldeuces, as well as many others — even, some claim, the
tutor to Alexander the Great. When his student, Heracles,
wounded him accidentally with a poisoned arrow, Chiron
Eﬂ\'c UP 1'““ il‘nﬂ\ﬂrtali[\' A‘; W l‘t'\-\'&]l’d I_U]— OVCTCD]‘1|1‘|}1 Ilis
carly arrogance, Zeus P[aLCd Chiron 1 the sky as the

LUI‘IbIE‘”dHOﬂ. Sagittarius.

Male and Female Symbolism

The horse embodies the symbolic and valued qualities of
both sexes and has been seen as an icon of both. The stallion
15 unmistakably potent, warlike, energetic, defensive of his

herd and unquestioning in his decisions. He is a male figure

Horse Colors
The primary horse colors are listed below.
Grey: Black skin with white and black hairs. Coat
lightens with age.
Flea-bitten: Gr.:}-' coat on white or black skin,
dcvt]uping small dark flecks with age.

Palomino: Gold coat (cthe color of a new penny)
with a white mane and tail.

Bay; Red-brown to dark brown-gold with black
mane, tail, and legs

Light bay: A variation on bay wich yellow or light
brown hairs marked with black or red mane, tail,
and legs.

Bright Bay: Another variation on bay, this tume
with bright copper or red hairs marked by a black
mane, tail, and legs.

Chestnut: Reddish gold or coppery shades with a

I‘I"I..l[ii‘llng mane and tall, A "true” chestnur has a

shghely lighter mane and tail.

Red Chestnut: A variation of chestnur, this time
much more golden-red.

Liver/Dark Chestnut: Dark, liver-colored hairs,
almast the color of a bloodstone but stll brownish.

Dun: A yellow dun has golden hair on black skin.
A blue dun has grayish hair on black skin.

Bay Brown: Mainly brown, with black muzzle,
!Egh’. mane, and tail.

Brown: Mixture of black and brown, with brown
or black lfgs. mane, and tail,

Blue Roan: Black or black-brown skin, wich white
hairs giving a bluish tinge to the appearance,
Red Roan: Bay or b.‘l}‘—l\rmvn bu:!d}.'. with whire
hairs giving a reddish tinge to the appearance.

Black: Black hairs lhroughcuh with few or no
markings or variation.

Dapple Gray: Rings of dark hatr on a light gray
coat, These may disappear with age, leaving che
horse simply a dark gray.

Skewbald/Picbald: Large irregular patches of white
and any other color bur black. A PILb?ld
spt‘uhca”v has large wrregular patches of white

an d IJI.IL k




Markings

I-iS[’Ed l_‘L’IU\l‘ dare [hE \'ﬂl'i-OLlS t}'Pt‘S Df- markings it

horse can have.

Star: A white mark between the horse’s eyes on
its forehead.

Stripe; A long thin stripe down the horse's face,
running from between the eyes to the center of
the nose.

Suip: A small white mark between the horse's
hnstl‘ilh.

Blaze: A thick stripe, occasionally covering the
entire nose or lower portion of the horse’s face.

Wbr’rffnrc: A thick blaze, covering both eyes, the
entire nose, and a majority ol the horse's
forehead.

White muzzle: A broad snip, covering all or most
of the muzzle and jaw.

Lip marks: White striping a]ang the horse's lower
jaw and lips,

Ermine: A thin band of white encircling the
horse's hoof and lower ankle,

Sock: A taller band of whire, extending above the
ferlock and onto the lowest portion of the leg.

Storﬁing: A tall sock, cxtcndmg from the hoof to
above the horse's knee.

Zebra:  Smaller markings, usually in dark tones
rather than in whire, which mark the lcg in
stripes stmilar to those of a zebra.

Dorsal or Eel Stripe: A brown or black stripe
extending down the horse's spine, and into
the tail.

— strong and proud and virile. The mare 1s fertile, warchful,
and protective of her young. Together, they symbalize the
pure p(rlarll}' ol gender.

The female aspect of the horse is seen in many cultures.
The horseshoe is a traditionally feminine s:.'mb0| and is a
conventional ﬁgure of f_cmmmirv and female scumht\' n
Hindu lcmplu: The male aspect is seen in the horse's uses
at war, which is rraditionally a male occupation, and the

l . .
horse's S[l'LT[]E‘IJ‘I ;‘il'ld courage ['I.'t.'l!.']l‘ many warrtors into hL‘I’OCS.

Learning the Horse

There are many different aspects of horses that an
drcmmpllshcd cqm‘stri,m must know. Colorations, m;lrkmgs.
the parts of the animal, and other distinctions make the
horse a very diffecent beast than any other. Knowing these
can help distinguish two similar horses from each other, and

can Ilclp to tell a young, well-bred horse from a nag.

Coloration

There are numerous colorations possible on horses, although
some are more prevalent in certain breeds. Seventeen distinct
colorations make up the general p;ﬂet[t‘ of horse-hides.
resulting in numerous Pmsiblc combinarions of mixed color.
Appaloosas, Pintos, Paints, and Albinos are not considered
colars of horse, but rather are markings upon the base color

of the animal.

Markings

The white 111;1rkiligs that occur on the face, muzzle, and Icgs
are a means of positive idencification and often breed close
to true within a lineage of steeds. They can make a horse
clearly stand ourt from all ochers of its color type. Most
m.‘u'kmgs are in white upon a darker coat, but 1t 15 not
unheard of for a horse ro have a star or other marking n

dark color on a lightly-colored coar

Measurements

The main difference berween a horse and a pony is its
height. A pony is shorter, rarely standing with its back
highrr than a normal man's head. Most punic*; are [ar
shorter than this, appearing as bulkter mules or tall donku 5.

HUT\CE\. on [}16 l)ti‘lL‘I’ h{nd are \lelli.(’ fl” ﬂl'ld can st !l’h.‘! w l[h

Mt

American Quarter Avrabian Shetland

oroupghbred
F Saddle Horse Horse Pony
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thetr backs as much as two feer over an ordinary man's head.
Pontes are also deeper through the body in relation to their
height, and the length of the head is usually equal to rhe
shoulder measurement.

Horses and pnnies are measured from the gmund to the
withers (the highpoint of the back, located between the
shoulder blades) and are measured in “hands," One hand is
equal to four inches. Horses were originally measured by the
width of a person’s hand — a guide approximately equal to
four inches, The stableman would place one hand on the
ground, and then mark another hand above i, moving the
first hand over the second. By repetition, the horse could be
measured in small increments. Ponies are all those animals
whose withers fall beneath 14 hands. A common horse
stands 15 to 16 hands high. Measurement over a hand is
considered in inches — a horse may stand 16 hands and two
inches high. The shortened term is "hands high” or “hh.”

When measuring a horse or pony 1t 15 best to ensure it is
stood squarely on solid ground since this will give the most
accurate measurement, Most stables have measuring sticks
with hands marked our upon them, to ensure that all of their
horses are measured according to the same guideline, These
measuring sticks may vary from stable to stable, so a horse
bought in Greece might be as much as a whole hand taller or
shorter than the same horse measured in India.

Pb_ys ical Structure

Conformation, or the shape or form of a particular horse,
¢an be used to determine the horse's age, soundness, and
breed. The definite shape and slope of the various parts of a
horse's body are critical to efficient movement, and serve
different purposes according to terrain and breed. An
Arabian’s hooves, for example, are suited to racing across
shit‘ting sand; a shire's hooves are hard and hcavy for
trudging over rocky plains without harm. Conformation 1s
the sum of component parts and their relationship, which
contributes to the overall perfection of the animal. The
“correct” conformarion of a horse is determined by the work
that the horse is bred to do. Well-made, proportionate
horses (of any type) are able to perform their work more
efficiently and are not disabled because a bady part is
averused, misshapen, or ill-formed. The horse's balance and
athleticism 1s enhanced. The basic parts of the horse are
detailed below.

Age

The average equine gestation period 1s approximately 11
months. During the majority of this ime, the pregnant mare
canriot be ridden, and must be left to pasture or else she will
lose the ferus (and putt’ntiall}'. her own life]. During the
first 12 months of the young horse's life, 1t is called a foal.
Foals have long legs (a natural defense against predators)
and can eat solid food ar six weeks. At two months, the foal
loses its furry milk hairs and grows its permanent coat (with

16

markings). Between four and six months, ie will wean itself
from its mother, transferring completely to solid food.

A ycarling is a horse that is more than 12 months old but
less than two years. A yearling 1s soill leggy and unstable in
some of its movements, but the frame has filled out and the
horse has nearly reached its full height, The full maturity of
growth will occur during this year, and can be measured
when the ycarlingls croup is in line with 1ts withers. Untul
that time, the croup (lower back flanks) 1s noticeably higher
and the yearling is still “coming up in front.” A horse's reeth
are also a good indicator of its age. A young horse, yearling
or two years old, will have very seraight reeth, neicher leaning
forward nor tilted where they meet. As the horse ages, the
teeth slant more and more forward, becoming long in their
“groove.” Horses are “broken” into being able to carry a
nder when they are tully grown, usually between 16 and 20
months of age.

In the middle years, a horse 1s fully grown, and neither irs
height nor body style will change significantly. A mare can
be impregnated as early as 20 months old and can safely
carry foals after two years of age. Berween three and 14, the
horse is at the peak of its physical maturity and power.

In the later years of a horse's life (from 15 to 20), it
norictably bfgins to slow i 1ts pcrformance. Its joincs may
become puffy as the circulation becomes less efficient, and
the effects of aging are prominently seen in the knees and
jaw. The corner teeth of a horse’s mouth are hardly apparent
when it reaches 15, and, by 20, the reeth slope very sharply
forward and may even slightly press against the animal's lips.
The horse may stand forward over its knees, causing it to
have a slightly hobbled appearance, and hollows occasionally
form over its eyes.

Communication

Horses are intelligent, sensitive creatures. They
communicate, both with each other and with the humans
who work with them. They excel at getting across their
desires and feelings with a minimum of effort to those who
take the time to understand therr "language.”

A horse indicates its feelings tn 2 number of ways. The ears,
feet, and eyes are the most telling characteristics, and that is
where most of thetr communication occurs. The ears show a
great deal about a horse’s instinctive feelings at any given
time, They serve as a warning, a signal to others of the
horse's opinions and thoughts abour the world around ir.
Ears laid flat back against the neck are a clear indicaror that
the horse is unhappy or annoyed. A horse with 1ts ears
pricked alert and facing forward is happy and interested.
Ears lowered slightly ro the sides show the horse 1s relaxed,
bored, or could indicate that it Feels unwell. If 4 horse is
flicking its ears in many directions, 1t is listening and
attentive and curious about the things happening around 1.

A horse can communicate with 1ts hooves equally as clearly.



When it is standing squarely on all four hooves, it 15
interested or expects to move quickly, When it 1s lounging,
one hoof may be relaxed or cocked at a gentle angle. The
horse may also cock a rear hoof very slit'-ﬂ)' 1N an anxious or
angry moment, preparing to kick out at somerhing. If a
horse is very weary, 1t may limp even if nothing 1s wrong
with its hoov es, s;mph’ expressing its tiredness through irs
ﬂlo[lﬂns. lJ‘l“ lﬂg at tl"ie 'b['ound lﬂdlc;\l(’s PIﬂ.\"lLl].nCSS ar
impatience, and repearcdl)' kicking out with a fore-hoof is
often a sign of distress.

If the whites of a horse's eyes are shnwmg, the horse is
frightened or panicked. If its eyes are mostly shur, it 1s
content and relaxed. A horse with constantly rolling eyes
may be preparing to bolr, or it may be encouraging another
horse (or a favored human) to come and play.

It is important to remember that horses are intelligent,
caring creatures. A trainer or rider should never attempr to
deal with a horse when the rider is angry, agitated, or upset.
The hotse will norice, and these emotional conditions only
make the animal fractious and uncooperative. When a horse
shies at an object and is unwilling to go up to it, the rider
shauld take a moment to show the animal chat there is
nothing to fear. If this fails, the rider should touch rhe
object himself or herself in the horse's view and thereafter
lead the horse up to it very gently. Horses respond to
kindness and mtelligent behavior and will ignore such an
object if they are first taught that it 1s not something ro be
feared. Cnmpulsion and blows inspire only greater fear in
the animal and may permanently teach the horse to be afraid
of items that are not in fact dangerous toir at all.

Types of Horse

Horses are categorized by the type of work they do. The
basic classificarions are decamled below.

Destrier: War-steed

The destrier 1s the proud
warhorse of batrle,
C;l[l’}'lng I(ﬂ]gh[.s ﬂnd
other heavily armed
soldiers into war.
They are stoic,

Prou.‘i harses with
titanic muscles and
broad backs. Many
hc;u'}' horses are

gIven war tralning,
although some are
simply used for carts,
plowing, or other
5tr€ngt1‘l"f'e}}ltt—'t‘f [asks.
Those which are trained
to be destriers (whether
light or heavy horses)

are cap:lbfc of I_lghtmg on their own behalf as well as carry-
ing thetr riders into battle.

The Palfrey: Everyday Ambler

Tht." dc,«'rru‘.r 1S [hL‘ hOl'S\" GI'. bﬂ[tll‘, buf IS nNot a COI“{DTLRI’.‘!C
mount for the "off-duty” knight. Instead, knights who are
not planning to enter baccle ride a palfrey: a shorc-legged,
long-bodied horse, which has a gentle gaic and a beautiful
appearance. The smooth ride afforded by the palfrey also
makes it a suitable mount for the wounded or aged who are
unable to mount or rnide a raller horse. Palfreys are often the
thSf 0['— Chﬂlff [0r |;1d1t35 .‘Tld nl.)bl(‘& dllk' to rhﬂil‘ grf.'d:t
beauty and their Howing. smooth gaits,

The Courser: Hot-blooded Speedster

While the destrier and pa!f‘re}' excel in power and comforr,
they are not fast horses. The need for a swift messenger
between armies or kingdoms gave rise to the courser, the
ancestor of the race horse. Coursers are strong, lean horses
with hot (such as Turkish, Arabian, or Barb) blood in their
vemns, A prmupal source of coursers in the L‘arly years of the
Bronze Age and the Middle Ages was the kingdom of
Naples. The Neapo]ilanﬁ .wquired horses from Africa and
brEd fl"lt‘l'n Lo ]_Lll'ﬂPC&n thLl\ T]-lt_ rfSLll[ was an extre le\
Ilq'[ hl.‘]r‘d: Gollght l)\ klnbs frﬂm ds ]H[ aw nl\' 45 Fnbldnd W h('}

wanted to add speed to their stables,

Pack Animals

Unlike their lough mule cousins that would stop when rired,
the packhursc IS more eager 10 p[msv and will go the extra
step, occasionally working until it dies in its traces. Despite
this level of hard work, pack mules are mare often used in
this capacity due to their ability to negouate rugged rerrain
inaccessible by vehicles or even horses.

Hunter

The hunter is a type of horse that is indigenous to Britain
and Ireland. It is not a breed because it lacks fixed common
characteristics and varies according to the requirements of
tI’lC’ L_Uurllr_\' mn '\'\'hlch il 15 riddf‘ﬂ. Hunt{'fs can come
from any stock nf_]ig]u rie:lmg horse and are trained for
many different rasks. The horse may be a half-breed or
even of completely mixed lineage. so long as it is
capable of enduring the run, jump, or srecpfuchasc of
its conditions. A hunter must be sound, well-balanced,
and quick and able to tackle any sort of obstacle that
appears in 1ts path. A good hunter is very solid in
temperament and will not balk or belt at surprises.

Hack

The hack 1s a show horse of great elegance, good
temperament, and a solid conformation, The majoriy of
show hacks are purcbrr:ds but it 1s not a requirement of
the type. Primarily, the hack (much like the palfrey) is

designed for ~|1m\mq off the horse and rider in a public



setting. Hacks were the choice of nability, who would often and a heavy shire of the same Approximate size may be over
have two: one for riding to the P.ll']( and one for riding in the 2,000 Pmmds_

P'“k Hacks make “‘”““"’I."' good show ponies and are ofren A light horse has features and a bone structure that allow for

FI‘.HI‘i(‘C{ m Ilgh[ i'il'l'.‘iﬁ.'l_gt" I'I\_'lli]g ar ]."I'L‘CESIL‘H‘] movements, Fase L}]- IICIII'IQ_- Irs I:!.lck 15 IL\HE{ .H'ld [Iiiﬂ cnuugh ro bl_.

Cob i.'{‘l'l"l‘l{'_l'.'lfl.lbll_‘ L‘L‘t\\'L’L’“ l]'l.{‘ lcgs I_'![_ 1LS I'h.‘{l_'l'. TI\L‘ fU['ITI HF '[l‘ll’

: . . _ : back fits a saddle easily and 1s long enough for a rider and

A cob is a horse that s primarily trained for harness or i A S ; .
. : 3 his or her gear to rest comfortably atop the mount. The
c.]rr:.}qc-i\ulltnq. A cob 1s the “gentleman's horse” and must g _ = a
L i] k ) : P - saddle lies behind the shoulder muscle, and the first eight
- well-proportioned, strong, and gracetul 1n its movements. - . - \:
silie il o = R G ribs are flarrened for ease of movement. The 10 rear ribs are
They are trained to step in tandem with a partner or a team e e do oL ]
i rounded and “well-sprung” (forming a rounded barrel to the
and rend to be very easveoing horses, Traditionally, 4 cob has cool : L ¥ "
- - horse's rear torso ). Light horses usually stand between 15

a thick body wirh a wide, short neck. [ts structure 1s nd 17 hh
; 7 hh,

dlS{"l’HL"J o carrying Wl_‘ll;ht .'llln.'l ]I‘ll“tﬂg I']L".l\'\' Ob]L‘C[h I';lII‘Il‘I’

than to speed, although cobs are still expected to gallop Riding horses have a Jong, low movement, and are very

when necessary. A cob is expecred to have the best economical in their gaits, This is so rhey can rravel for
manners, and it is rrained ro understand and compl\' 10ng distances with a rider and not gy AR Mim}'

with even the lighrest command of the reins. horse ]'FFJ_QL‘-“ are br_'.'»'f I.mj stnmm;ll;ls well as

speed. ¢ slope of a riding horse's shoulders 15
peed. The slope of  riding h hould

Part 2: ngbt HO‘."S.‘BS critical to this movement, and a ”goud“ horse can

bL‘ dclcrmmcd 1:‘\ I!.ZNJI(II'I‘_&_.r at lI‘IL‘ SlOPC lJt_ Fhl‘l‘f

\I'lOLI.ldL‘["- As \\'L’” a8 thl.? IL‘T‘lgil'l <iﬂ|.‘1 movement L‘}'- 1L5 Ir‘g:i,

Hot, Warm, and Cold

Horse breeds are often segregated into three
types: hot-blooded, warm-blooded, and cold-
blooded. This 1s not an acrual scientific
delineatton. Racher, 1t serves to describe the
general temperament of each horse breed.

The Arabian and, to a lesser extent, the Barb, are
the ancestors of all hot-blooded horses. These

The most common horse, and the one that was bred most light-boned, qulck-l_:_mcd antmals evolved 1n hot,
conststently, 1s the light riding horse. This is a catch-all desert climartes and are known for their difficule
category that includes ponies, L'r-bs, ,-‘\r;lbl.m:a. Barbs, and dm‘l volatile Ecmpcr;‘.munts.

many others. The three types of harses that seem to be Heavy draft horses, the style often used as war-
the most common ancestors of all other breeds are the steeds, are much calmer Horses such as the
Arabian, the African Barb, and the Spanish. Nearly all ocher Clydesdale and Percheron have large, strong
horses can trace their |1nc.ig£ from one or more of these bodies and more gcnrlc [C’“Pt‘fﬂl'ﬁt‘l_lfs- Thus,
three types. The Arabian horse and the genetically Pm\'erl_u] they are coymdcrcd l[_“: ancestors of the cold-
Barb rLﬂwd over Africa and the Middle East, and the blooded delineation of breed.

Spanish steed was the predominant horse lor the upper Ihose horses that fall into the middle, such as
[_m-c,‘{“_,lm GaREIERE. the Welsh Pony, the Cob, or the Sorraia m

N .. T addition usually to those horses of mixed bload
The main difference berween a "heavy ™ and a "light” horse 1s I ‘ .

i L e are considered warm-blooded. They are easier to
in body width and pure mass. The \\cl-_x:h-l of a horse differs saamral” bue alsp, Jipm Sonk: vleudaines
from breed to breed, bur those horses of heavy caliber are Sl s,

usually more than half again as weighty as their lighrer,

faster cousins. An Arabian, with light body structure and a
&

relatively delicate build, may weigh on the average 020 lbs. A

S{Il']ll}ll']\’ .‘;IZL'CI B}ll’b ar !'.1].".1!]!5!1 hlJTSL‘ \\'L\lllk‘] \\'(’igll 1.O6G6 H.‘ -

-



Stables

A secure stable is essential, not only for preventing the
stealing of grain, but also because horses can be stabled both
for their own protection and so that their owners and hands
can keep track of their health. Horses that are constantly in
the field may dcvclop diseases or sicknesses thar could go
unchecked for days or even weeks, weakening the animal and
possibly spreading ro the rest of the herd. The same care
that 1s given to the horse’s food and exercise should also be
devoted to krcping his bod}'. feet, and health in condition. A
horse's hooves, in particular, are very prone to sicknesses and
other dangers. Even naturally sound hoofs get spoiled in
moist pastures or by constant stabling mn a stall with damp,
smooth floors. The floors of a good stall should be sloped
in order to avoid moisture cu“ec(ing. It should be Packed
e.]rth. not smooth but Swﬁ—p;l:ked with a harder dirt beneath
it. A thick layer of straw bedding then covers the [loor.

Stables, even in modern times, are almost always built of
wood. Metal sheeting conducts heat and cold very casily. and
horses are far too sensitive to temperature changes to use a
metal-roofed or -walled stable. They also tend to injure
themselves on metal walls or fittings, The stalls should be
large enough to let the horse move around, lie down, roll
around and get up again. Around the stall should be heavy,
wooden kickmg boards - horses will shatrer lighrl)'—hui[k
structures if rhc)’ are startled,

A stable also needs adequate ventilation. Horses are sensitive
creatures who need fresh air, and stablehands will find [he:.'
do as well. A horse can expel mountains of manure, which
need to be cleared away (or "mucked”) constantly. The
bedding should be pushed to the side and the floor swept
and allowed to dry. A heavy fork ts used to pick out the
manure, which s deposited in a muck heap. The straw
removed with the manure is replaced by fresh bedding, but
r;lrcf}‘ is the entire bed removed unless it bcgms Lo rot Of
develop fungus. Older bedding is sprinkled on top of the
fresh straw in the stalls of some horses, ro discourage them
from eating it.

Avrabian

The Islamuc jibad of the 7th Century spread these noble and
delicate steeds throughour Lower Europe and into the
Ibertan Peninsula. Within 120 years of the death of the
prophet, Mohammed, the Muslim Empire extended from
China o ELerPE. Brfﬁ‘d]ng [h{' Al‘:ll‘\lan Sclff_tl\’fl‘\’ “'lth th{_‘
steppe horses produces many of the oriental type hot bloods
such as the Akhal-teke and the Turkmene. Arabians are
incredibly Fast, although their bone structure is delicare and
they are smaller than the average horse.

The Arabian's body 1s thinner and more finely boned than
other horses', lending it the appearance of being small even
if it is actually quire tall. Their hooves are very small. almost
tiny, and their legs are thin and slight without thick ferlocks

Light Horse Base Statistics

Size: Large Animal
Hit Dice: 4d8+12 (19 Hit Points)
Initiative: +1 (Dex)
Speed: 60 feer
AC: 13 (-1 Size, +1 Dex,
+3 Nartural Armor)
Attacks: 2 Hooves +2 melee
(1d441 each)
Face/Reach: 5 feet by 10 feer / 5 feet
Special Attacks: None
Special Qualictes: Scent
Saves: Fort +5, Ref +4,
Will +2
Abilities: Str 13, Dex 13, Con 15,
Int 2, Wis 12, Cha 6
Skills: Listen +7, Spot 2
Feats: None.
Climate/Terrain: Any Land
Organization: Solitary
Challenge Rating: 1
Treasure: None
Alignmem: Always Neutral

at the ankle. Their skeletons differ markedly from those of
other horses. An Arabian has 17 ribs, where other breeds
have 18. It has five lumbar (lower back) vertebrae, versus six
in other breeds, and 16 verrebrae in its tail where other
horses all have 18.

There are several things thar set the Arabian horse apart
from other breeds, the most noticeable being the horse's
unique and distinctive facial characteristics. It has a
characteristic dished profile, with a prominent eye, large
nostrils, and a small, teacup muzzle, lts head 15 tapered, and
the eyes are large and wide, with a great deal of intelligence
and curiosity, The Arabian’s broad chest, strong back, and
sloped shoulder give the horse a great deal of power desplrc
ies graceful gaits. Arabian horses come in many colors: grey,
chestnut, bay, roan, brown, and occasionally black, Most
stand between 14.1 and 15.2 hh and weigh between 800 and
1.000 pounds as adults.

For thousands of years, Arabians lived among the desert
tribes of the Arabian Peninsula, bred by the Bedouins as war



mounts for |ong treks and quick lvora}'s into enemy camps.
The Arabian, with its large lung capacity and incredible
endurance, evolved in these harsh desert conditions.
Paintings dating as far back as 3,000 BC show horses with
clearly Arabian charatceristics.

A great deal of religious significance is placed upon this
horse's features: the large forehead held the blessings of
Allah, and the Bedouins believed that a horse marked with a
white mane and tail was a gift from the gods and should
only carry sheiks. The Arabian’s customary high tail carriage
was a symbol of Prlde. like a ﬂ.lg upon a battlefield, The
gently arched neck and high crest signified courage.

Arabian horses are well known lor bemng affectionate and for
bonding well with humans. The legend of a horse thar would
only accept one rider and who laid down and died when 1ts
master was killed 1s an Arabsan one, and such things are
occasionally known to happen with the breed. A story 15 told
of the grear loyalty these horses exhibit to their masters. A

gl’L‘ILI.P L‘rf_ .'\riIIZ‘I.}.I‘I s[ecds WEere tr.uncd Lo EESPOIIC[ toa bC”

ill‘.l.d then were ].l'_‘t'[ mn I'hl: I:{CSl,‘I.‘T hi:-'ll.' ‘r\'ﬂ'h no water I.JHIII fht“r'

became very thirsty. The horses were then released near a
body of warer. Right before the horses reached the water,

their owner would ring the bell. The horses thar respondcd

and came to their master’s side even in adversity were

considered the finest and noblest of all the steeds in the

The Mythical Origins
of the Arabian Horse

There are many myths and theories concerning
the origmns of the Arabian horse. The rraditional
legends have wrapped its roots in mystery. The
Bedouins believe that the Arabian is a creature
created by God from a handful of the southern
wind. Other, more “traditional” lf‘gcnds srate
that "In the bt‘ginmng. God gave Ishmael, son of
Abraham. a gif.l: made of mist and dust, as a
reward for Ishmael's faich and dedication to the
God of his father. Ourt of the mist and dust came
the first Arabian mare. who was at the time in
foal, and produced a son.” From these two gifts
from God came the bcgmniug of the Arabian
horse. known in the Bedouin tongue as the Asil,
In all the [cgcnc{) of the deserc-dw ::”ing tribes.
the Arabian was considered a Lg‘_il_t from the
|nghcst gocls. and therefore the horse is treated as
such by Bedouin society.

20

tribe and larer
would be bred ro
pass on their grear
loyaley to their

nf_f_spring.
The Arabian was a necessity for the Bedourn pcoplc to
ensure their survival and allowed for swift transport
between oasis and wabi in the hot season of rhe deserr.
Because of this use, and because the Arabian allowed many
Bl.'dﬂuln [Tib(‘s o continue [h{'lf I‘IOITI'.lCIIC lii"i‘s[‘\'lt‘ Jncl .I\'l)ld
their enemies, the horses were considered to be of urmost
importance. These animals were cared for like children,
given the best of everything, and a man would starve rather
than give his horse nothing to eat. The head man of a
Bedouin tribe was expected to be able to relate the verbal
histories of every horse in his tribe as well as each family of
Pll:dl.'}uln }‘Il‘(‘lp]t‘.

Ll‘kt‘ MoOoSsT hﬂl'Sl.'Sl t]]t‘ .“\rﬂbiﬂl] was Pl'IIT‘I..‘lrllll\' Uﬁt‘d 111 War Jnd
for travel. A well-mounted Bedown could atrack an enemy
tribe, capture their herds of sheep, camels, and goats and be
away before an ilarm could be sounded by the watchman. A
swifr and brave horse, therefore, added to the wealth of the
entire tribe, This form of desert warfare (or outright
tobbery) was known as ghagu, and success iupcndcd on the
staminag, ;igili[}*. and sl.wu:d of the horse as well as the courage
and cunning of 1ts rider. With other breeds of horses,
stallions are held ar a |1ig|1u‘r importance than mares; the
Bedouins, an the other hand, considered mares ro be the

prizcd possessions of their herd. If a horse must be



Arabian Statistics

Arabian steeds use the standard stacistics for
Light Horses, with the following modifiers:

+2 Dexterity
-1 Strength
-3 Hit Poinrs

sacrificed, 1t would almost always be a stallion rather than a
mare, even if the mare was not pregnant at the time. Mares
are Considi’:r{:d the bt‘Sl’ mounts Fﬂr rklidmg P.‘thles bECELlSC
they will not make sounds or try to scent the enemy tribe's

horses and therefore give away the secrecy of the Bedouin

tribe's approach. The best war mares exhibited greac courage

in bartle, rakmg fierce chargcs and spear thrusts withour
giving ground.

The Bedouin are famous for their horse-racing, a pastime
that is as bitterly contested as any gladiatorial fight. Their

h(!I'SE’S race over S&ll'ld}' dLII‘I-tTS }Il'ld thmugh {hl: c;m)'on.s 0{ IhE

desert, running sometimes for hours before reaching their
goal. The great tribes get together once a year and hold
many games to test their warriors and achieve bragging
rights over the other tribe. The horse race, however, is
cutthroat and can be dangerous to all involved because the
final prize of such a race is that the winner receives the five

herd.

best horses 1n the loser's

Barb

During the war-torn 7th Century, Berber horsemen swept
through North Africa and into Spain, They were
conquerors, dominating other cultures through the speed
and efﬁcicnc‘v of their attacks. These cunning horsemen
captured the majority of Gaul, and spread their empire
thraughout Upper Africa, Tangiers, and Lower Europe.
The}; were :ml:; stopptd when Charles Martel and his
Frankish knights faced the Berber warriors ar Tours in 732.

Despite the Frankish defeat, the horses of the Berbers —
known as the Barb species — spread throughout Western
Euro]:!c. imerbrceding with the native species of pony and
establishing the cooler-blooded hotse lineages. The Barb 1s
considered second only to the Arabian as the founding
breed of the world's horse pupuhl.ion. lts Drigin;}.l
derivative, the Spanish Andalusian, provides the third basis
for the hardy breeds of Europe and the Americas.

The Barb may be the oldest form of horse, predating the

Arabian b}‘ several hundred vears of dcvelopmcnt. It t'scaped
the Ice Age and lived through the resulting change of climate
thousands of years ago and is traceable through cave
paintings. The Barb is 4 massively dominant lineage and,
when bred to the smaller Arabian or to other types of steed.
will almost always overbreed the characteristics of the other
stock. The Barb is also the predominant ancestor of the
thoroughbred, and such racing horses were originally creared
in the North African city of Tangiers, where Barb horses are
thf_' norm.

The Spanish Barb stands 14 to 15 hands high and 1s a very
sturdy horse. Their bone structure is thick and stable, and
they are far less delicate than the Arabian breed. The Barb
has a natural sizc-[o-wmght ratio and is very Proporrianal_
Their bodies are usually clean-lined and sturdy. The profile
of a Barb-descended steed is straight to slightly convex and
has changed little over the centuries. The Barb body
structure and facial shapc 1s a dominant feature, and Barb
physical features tend ro be very prcvalmt in their offspring.

Barb horses have a very distinctive facial shape. Their ears
are short to moderate in length, most often notched ar the
t!P gl\lng th{'ln P \LT'\- Cllrltd CnL‘Ilng o I:l'\(:l[‘ E"lrlnb{:s Tht,‘_‘
Barb has an expressive eye, a broad forehead, and a thick
head that rapers to a snml], curved muzzle. The neck is
arched on the top line, broad ar the base, and blends into a
shoulder of good to excellent length and angle. Their back is
short to medium n |?ngth. and the lomn 1s strong and
powerful. The croup can be rounded or slightly angular with
a medium to low tail set. The legs are medium in length
with very wide lower legs. Their knees are straight and
stable,

horse’s hooves are large and are extremely tough, much more

rarely appearing knobbed, even in old age. The Barb

cap.lblc in difficult conditions (stones, hard-packed earth,

Firdausi’s Iranian Shahnameh

In the famous Iranian text, che Shabnameb | (Kings'

H:stor\,‘l many of the chief princes of ancient

nyu have brilllaml\ named horses. The finest

q[t‘t‘ds r!lTI.Ol'Iﬂ tI'!CSE werc IJDT'[I mn hl'll‘ I‘USI‘III‘I‘E out

Ot tht. ﬂamcs on thl’.‘ Cli].‘, [l'll..lr I'ld(’l' Was hﬂl’l’l .md

I‘L"LINII'IE sl“ W ]'IO W ould LDI‘ICILICF them lII’]ElI I'h{‘\"

at last laid their head upon the ground before

their rightful shah. The greatest of these horses
were actually fire-steeds, untamable by any but
thflr Prtordalnfd rldcrq .lnd \L.‘lrlnb [IM‘ I(lnd m
anger 1f any other dared to climb aboard their

stmng backs.




ctc.) than those of the Arabian, The mane and rail of a
Berber-descended horse 1s full and thick, particularly in the
stallions. The European horses descended from chis lineage
tend to have a narrower chest and slightly angular croup,
while those descended through African or Greek heritage
possess a broader chest and rounder croup. Both tend to
have low set tails and rounded croups with short- to
medium-length backs. Both have crested, medium-length
necks. The head does show some oriental influence but is
not dished like an Arabian's head.

The Barb 1s usually a solid-colored horse of black, sorrel,
chestnut, or any of a wide variecy of shades of roan, dun, or
buckskin. Tts under-skin may be black or pale, depending on
i_amﬂy |meage: both are common. Their colorations are
widely varied and include almast any of the shades of horse.
The Barb 1s usually a beautifully colored animal and often

has large markings on whatever its base color may be.

Man_v stories of bravery are written about the Barb. These
are the horses of the Greeks and Romans, the mounts that

carried Alexander. the Grear and Julius Caesar. The Barb s

Alexander, the Great and
His Horse, Bucepbalus

The story of Alexander and his horse,
Bucephalus, is very famous. When Alexander was
12, his father was given a horse. The steed was
named Bucephalus, a term meaning ox-head,
from the shape of a mark on its shoulder. It was
quite wild and no one could ride it. Alexander
watched the horse's behavior and realized char it
was scared by the movements of the rider’s
shadow. He took the horse and turned its face
towards the sun so that the stallion could not see
his shadow and then leaped on its back. Instead
of throwing him or atracking, Bucephalus
remained calm and accepted Alexander's weight
with case. His father remarked afterwards, “Son,
find another kingdom ro rule, for it seems that
Macedonia 1s too small for you!”

The same horse carrted Alexander in his

c.\'pcdltions to conquer the lands of Phoenicia
.\nd Alexﬂndrm. Rﬂd. 1C dit_'d ['I(.’['Olc.l“}-’ mn ['l'lE
bartle ar Hydaspis River against the King of
India. To honer his faithful companion and loyal
steed, Alexander buried Buccphalus with full
honors, and established a town ar the site of the
battle, bearing his loyal horse's name.
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known for its great strength of spirit, its nobility and
stature, and its ability to become a companion. Barb horses
are “-ETF intt’“lg[‘n[. L’.‘:[[’Cmfl}-’ IUIVil], fl.nd are knﬂ\v\"n |“’]1Cn
necessary) to give their lives in defense of their masters,
Until the last days of horsed cavalry in the 1940, the
Barb remained the Prcferrcd mount for combat units in
most European armies, Thc:.- still are seen 1n ceremonial

muumcd units,

Versatile and enduring are common words spoken about the
Barb, and they are very accurate. The Barb spread throughout
Europe and Greece based on its rugged ability to adapt to
several different climates and because 1t could traverse great
tracts of land without tiring. It was essential to the f-prmd
of the Greek and Roman nations and played a very
important part in the origins of civilization as we know 1t.
Nearly 6,000 years ago, the warriors of the Greek Peninsula
established cthemselves as superior horsemen, Two thousand
VEArS JgO. I.l'lf l"dmo'l.ls Athe!liﬂn I-_.ﬂ"'ii[rl\' IﬁadL’l—. Wriler ;]:I'Id
PhllDSﬂPth. XCHL'PPJ-IOU, n]llfh Ol_ \"'1105{.’ reatisc on
equitation 1s appllcablc today, prm:it-:i the “gifted Greek
horse." The creature of which he wrote was the Barb, Even
Homer refers to the horses of the Greeks in his famous
poem, the Iiad, written abour 1,100 BCE. Artistic
impressions of the horse of that period bear striking

resemblances to the present-day Barb,

The Barb's lineages spread throughout Europe, breeding into
other species of ponies and horses. The Barb rerained its
stabulity throughout the nterbreeding processes, and many
of 1ts fospﬂng show the delimite genetic effects of their
sturdy heritage.

Sorraia

The Sorraia horse has no history as a domestic breed, but 1t
15 the last remnant of the indigenous wild horse of Southern
Greece and Africa. Although 1t 1s relaced to the Barb, it 1s
very distinct in many of its features. The Sorraia uctua“l_\'
possesses very little Berber blood and is possibly the only
family of horse that can be traced back to the Ice Age
without passing through the lineages of the Barb, the
aqfﬂbiﬂn. or [hf r\ﬂd&lllslﬂn, HO“’C\’CI’. irS PI'I:SCHCC iI‘I t!"ll__'
Iberian Mountams shows that it almost certamnly was given
the opportunity to interbreed with the Barb, and it 1s
impossible to be certain that the two did not become
intermixed ar some point in the distant past. Therefore, it is
considered an offshoot of the Barb, although it is probably
[hL’ fvil'st_ ﬂnd FIJJ'CS[ i.inf_'agf_‘ df!\'CL'nd['d I-l'On"[ l!]al T.'IUIJ].E' IJL’.QS['.
The Sorraia stands around 14 hh — just a bit shorter than
the Barb — and its physical structure is smaller and leaner.
Although the Sorraia is predominantly a wild horse, some
captured animals are broken to ride each year. These small,
hardy steeds are seen as the rabble of the equine world by
true horse-breeders and rarely claim a high price in the
dockets. Thr:}' are often used for herding fighting bulls and



other livestock or for other simple tasks. The Sorraa’s
features are very similar to that of the North African Barb,
displaying very few deviances from that standard profile.
Thc}’ PDSSCSS thc C];lssit' Bﬂl’l’) Cconvex muzzlc, 3150 l.l.:‘l.lﬂ.d U'I
the old-time North African Barb. Most are found today in
Portugal, where they live in small herds in the southern part
of the country.

The Sorraia is noted for its ability ta withstand excremes of
chimare, particularly dry, hot ones, and to survive on very
lietle forage while at the same time maintaming its health,
Tts hardiness as well at its agility and ability to collect and
work i the bridle makes the Sorraia highly valuable to
herders and other peasantry, Although the Sorrata 15 a small
horse, it is too long-legged to be seriously considered a pony
type. The legs and rorso are longer than is usual for a pony,
and the Sorraia stands just above the limit of those com-
monly considered within the pony class. Its close relative,
the Garrano pony, has a much berter reputation thanks to an
infusion of Arabian blood and is used as a work-horse more
often than the Sorraia.

Although the true Barb can be found in many different
colorations, the Sorraia is always dun, solid bay, black, or
buckskin in color, and the only white (if any) is a small scar.
ThE}' are dark in the face/muzzle area and have a black dorsal
stripe and black-uppfd ears. Other murkings are rare,
alrhough younger Sorraia have darker lines like zebra stripcs
down their legs or across their withers and lower back.
Occasionally, a wild Sorraia is found with a stripe across the
shoulders or even across the neck, shoulders, and back. Tts
black mane and tail are fringed by lighter-colored, often
almost white, hair. When they are younger, Sorraia are durker
in color and more prone to unusual markings which
disappear as they age. Some Sorraia foals are born with a
zebra-like paccern all over in dun and brown, marking their
wild heritage very fIcar]y. A handful kcep these markings on
their legs into adulthood.

The head of a Sorraia horse is somewhat long, with a conves
Proﬂlc much like that of the common Barb. The eyes are set
high. aﬂd [hf hOrSC‘IS edars are Fﬂirl.\' 10“3. A1t11augh [hOSE
Sorraa raised in the wild and then broken may show signs of
their rough past, they are a hardy breed and rarely break
down under difficult terrain, This is due to the fact that
their bodies are constructed for such dangerous travels. The
neck of the Sorraia 1s long and slender with a very slight
arch, Tts withers are prominent and well-defined, while its
back is of medium-length and straight. The Sorrata has a
clearly defined alceration from the true Barb in its tail, which
1s never held very high. not even when the horse is excited. A
Sorraia’s chest is deep and narrow, its shoulders are long,
and its croup and back are sloping but not steep, The width
of the back is not particularly large, and it can handle even

the smallest riders easily upon 1ts narrow shoulders.

Other distincrive characreristics of the true Sorraia are its

Barb Statistics
APPI}' the fo“owing modifiers to the Light

Horse Base Sratistics for all Barb steeds
including the wild Sorraia:

+1 Constiturion
+1 Natural AC bonus
-5 Spced

—

lean body structure and strong ribs. It can survive on far less
food than the Barb or any ather horse, growing thin but nor
losing its vitality for a great number of days of starvation,
Flﬂt mLL\'L"l:S hI.:IP t]'\tf hﬂrs[‘ [D conscrve f_‘ncrgy, 'E]'"_IS |{\'ing
through a long trek in difficult terrain or an exceptionally
dr}' season. In order to prevent hoof or ankle mjuries, the
Sorraia has adapted to its terrain with long legs that are free
of feathering and fetlock haie. The legs are straight, with
iong. ['Ou“d cannon bﬂncs, \’n'(_'“. L-[I_.'Finﬂd tt‘l'ldm‘t&, ll)ng:
sloped pasterns, and hard hooves of dark color. These are
minor differences from the traditonal Barb, bur essencial 1o
the Sorraia’s dcvc]opmtm in the wilderness and its abiliry to

survive under difficule conditions.

Spanish Andalusian

The Spanish horse was the premier horse throughout
Europe before the invasion of the Barb and the Arabian, and
its strength and courage are still lauded today. [t was the
favored mount of kings and princes, and its bloodline was
kept relatively pure until the invasion of the Americas by the
Congquistadores. There, the Spanish bloodline truly began,
imu‘rbrcuding with each other and with the Ptmies and
donkfys of the Americas ro create unusual strains. The
famous Lipizzaners of the Spanish school are considered to
be among the purest blooded Sp.mish horses remaining in
the modern world, and lineages descended from S}uniah
steeds are known for their incredible strength. Although
recent Spanish horses have been interbred with the Barb
SLUL"k ﬂnd lh(‘ true Aﬂdaluslﬂﬂs are ED['JSICIC['L‘d o hﬁvc’ i)
touch of Barb blood, thc}' are still considered to be the
“third true horse,” or the third lineage to which all other
bloodlines of horses can be traced.

These horses were primarily bred in the province of
Andalusia by a fanatical group of nobles who did not wish
contact with outsiders, Because of their moderate
!\'l’:l’lop}lobiil, r-ht' Andalusiﬂn I}rlﬂl’.‘d r{'malﬂ(‘& I"ﬂlll'l)-' P‘U re FO]'
several hundred years before and during the Berber artack on
Europe. The pure breed 1s also called Pura Raza Espariola



The Pure Spanisb Horse

The Andalusian was modified as a breed in the
[6th Century ( between 1567 and 1593) by
King Felipe II. Taking the standard purebred
Andalusians, Felipc altered them b}' selecrive
breeding among the purest stock, creating a very
distincr look for the horse. These more modern
Andalusians are no cheir
predecessors, although they possess a slightly
different appearance. King Felipe I formally
established the standards for the breed that are
recognized today as the Pure Spanish Horse, the
Andalusian. During these years, he decided to
bring to life his concept of the "ideal horse, the
ideal Andalusian.” He looked ar the basic horses
bred in Spain, selected those that came closestto  §
the idealized animal he desired, and direcred that
they be bred until their appearance was perfected

less pure than

in their of'FsPrmg,

("the Pure Spamsh Horse" ] in Spain. It is a strong breed.
very distinct from the other major bloodlines of Europe, and
can easily be disringmshcd even among a crowd of similarly-

colored beasts.

When the Phoenicians arrived in Iberia in 2,000 BCE and
the Greeks 1in 1,000 BCE, the Iberian c1v3|r_\,' was :l!re.ldy a
formidable force. Using the Barb, the troops from North
Africa swept through Europe and were only stopped by the
horses of the Franks. The riders and their steeds, the
original Andalusians, became famous for their courage in
ﬁgh(mg such a tremendous opponent. Hannibal, in the
Second Punic War (218-201 BCE), defeated the invading
Romans several times with Andalusian-mounted cavalry, This
mulitary use of the Andalusian harse continued with William,
the Conqueror ultimately riding an Andalusian horse in the
Battle of Hasrings in 1066, While hailed as “the premier
warhorse," the Andalusian 15 also well known for its trusting
and kind disposition. To keep their sweet temperament, it
was declared illegal to mistreat horses in Spain and Portugal,
and those who did so were put to death. This humanistic
approach 5prcad through Europe and was heavily influenced
by the teachings of Xenophon.

Andalusians have a it‘ngth__v hcritagc thanks to the Carthusian

monks, who bred the horses at their monasteries, Like many
such orders, the Carthusians held isolated locations where

their members could fast and pray without interference from R
the outside world. When chaos descended on sociery, as has L
- <

h.tpps‘:m‘d rcpmtedl)' in Spanish history, the brothers took

their breeding stock from the stud farms and secreted them

away at the wel]—pmcccted MONASCEries.,

Andalusians and their close cousins, Lusitanos, are very
popular among riders seeking stealth, agility, and speed.
The Andalusian is known for its incredible catlike agility
and intelligence as well as the extremely swift and balanced
ride. These horses are born with sleek musculatures that
make them capable of incredible acrobatics that other
horses cannot hope to match. Although relatively few in
number, Andalusians are prized in Spain and several other
countries as the epitome of the light warhorse, and they are
often the companions of knights and other sojourners.

Caligula and Incitatus

Many nobles are fond of their steeds. and some
are accused of giving their horses finer resting
places and better grain than they give their
peasants. In many lands, this is true, but.certainly
no noble ever treated his horse as well as the
Roman Emperor Caligula. Incitatus was the
horse of Caligula Gaius Caesar, who lived from
12 to 41 CE, as Roman Emperor and successor
1 to Tiberius taking the throne in 37). Caligula
was known for his irrational and cruel behavior
and was clearly mentally unstable,

To prevent Incitatus, his favorite horse. from
growing restive, Caligula always picketed the
neighborhood around the horse’s stable with
troops on the day before the races, ordering them
to enforce absolute silence. Inciratus had a
marble stable, an ivory stall, and a jeweled collar:
he also had a house, furniture, and slaves to
provide suitable entertainment for guests whom
Caligula nvited in the horse’s name. Caligula
\\'Ex‘uld invire Incitacus to dinner, where he would
offer him golden barley and drink his health in
wine from golden goblets, He swore by the
animal’s life and forrune. I

Rumors had that he even planned to award
Incicatus a posttion i the Roman government.
Roman historian, Suetonius, wibte alter
Caligula's death: "He even promised to appoint
[his horse] to the Roman Senate as a consul, a
promise thar he would certainly have carried out

if Caligula had lived longer.”




While the historical use of the Andalusian in Spain was as
a farm horse to work with the bulls destined for the
bu”rings. it was also the Andalusians thar carried Spanish
lords into barttle, They are parade horses, working sreeds,
messengers, and soldiers, and throughout their history, the
Andalusian has been known as a strong and capabk‘ steed.
As the "acrobats” and most dexterous horses, they are
often used for circus work or fancy dressage and are the
only horses capable of several of the most difficult
movements in competition,

Andalusians are used in Spain to fight in the bullring and to
work stock on the farms. They are considered one of Spain's
national treasures, an inheritance handed from father to son
through generations. The purest of these horses are
contained within the king‘s own stable, a bmcding gmund of
only the most excellent quality and lineage among the
Andalusian steeds. They are often seen in formal dressage
competitions, in competitive driving as single horse or four-
horse hirch, and in a spec:al competition of their own, the
doma vaguero, which is a unique Spanish dressage, a
formalized version of farm work. The horse is trained in a
specific reining pattern with elements of jumping, dealing
with loose bulls, and other sporting events.

The Spanish cavalry used the natural agility, flexibility,
collection and willingness of the Andalusian to great
.1dv:|nmge. These horses were presented in battle Formation,
tighrl}' ranked logether. in shoulder-1n posi[ion with shields
tro the fore. This allowed the shield o protect both horse
and nider, prcscmi.ng little to an opposing enemy to hit while
allowing the rider’s lance or javelin to be used effectively.
These horses were alsa able to perform the spectacular
movements of defense and offense called che "Airs abave the
Ground.” These are practiced primarily by the Lippizzan and
Andalusian horses since no others have the grace and
ﬂCrDba[iC dl‘.x[{‘.rf[}' | &} l,'!('_r[:i.—)rm r}'lem,

Perhaps the best quality of the Andalusian 1s the
willingness to work with a less than perfect human
companion. Andalusians are good-tempered and curious
ilnimals‘ l:agt:'r [ Ifil['n ﬂnd [o Cn}c}' [htlnsﬁlvfs [hrDUgh
physical exertion. Where other horses shy away from the
strenuous physical training they undergo, the Andalusians
look forward ro each day’s lessons as if chey are playing a
gilmf. Th{'y Dl‘}_er thcir bcst quﬂlitifs o th{"lr rldl:'fs
eagerly, even after days unexercised.

The Duke of Newcastle, in 1667, wrote of the Andalustan,
“it 1s the noblest horse in the world, the most beautiful that
can be, He is of great spirit and of grear courage and docile;
hath che proudcst trot and the best action in his troc, the
loftiest gallop, and 1s the gentlest horse, and fitcest of all for
a king in his day of triumph.”

The Andalusian 1s strong]}-’ builr, yet cx'trtmfl}’ clcgant. A
typical specimen stands 15.2 to 16.2 hh. Its head is of
medium lcngth. rectangu]ar and lean, and, in pmﬁle. is

Andalusian Statistics

Andalusian sreeds add the following modifiers to

the standard sratistics for Light Horses:
+1 Charisma

+14 Hir Points

-1 Natural AC

inghrl}f convex or straight with a broad forehead and well-
placed ears. The eyes are large and kind, alive, oval, and
placed within an orbital arch. The neck is reasonably long,
broad, yet elegant and well-crested in stallions. The mane is
thick and abundant. Well-defined withers Pl‘ﬂ(’t‘dt? a short
back; the quarters are broad and strong. The croup 1s
rounded and of mcdium—kngth The tail is usually abundant,
Iong, set low and lies tightl}* against the bod)f. The m:{jarit}?
of Andalusians are white or pale shades of gray, while only a
minority are ba}' or chestnut in color, The rare Andalusian is
colored black, dun, or palomino, and those are considered to
be extreme exceptions to the rule (and often prized for their
uniqueness ). During the e;lrl},r history of the breed, all colors
were found, including piebald and skewbald, but those traits
have been bred out of the Andalusian horse by rigorous
selection of breeding stock.

Thﬁ' Anda]usm]‘l POSSESSES a Prﬂud bl.l'[ dOCIII: [L‘mpfrﬂmfﬂt.
It ts sensitive and particularly intelligent, responsive and
cooperative, learning quickly and easily when treated with
respect and care. It s an intelligent and curious breed, prone
to hurting itself if it gets too curious abour dangerous
things. An Andalusian must be made aware of its entire
environment, or it will seek to learn about the items and
areas where 1t is not allowed to go.

Lipizzaner

One of the most interesting bloodlines that is descended
from the Andalusian 1s the umque Lipizzaner that serves in
the famed Spanish Riding School in Vienna. The
Andalusian is an ancestor of the Percheron, Hackney,
Friestan, Cleveland Bay, Thoroughbred, Welsh, Connemara
and Lipizzaner, but of all their offspring, this last 1s che
most famous. When the Habsburg I‘ami]}' lost title to Spain
in 1714, they demanded the right to retain this breed’s
lines and transferred the stock from Spain to Austria, They
established a new stud farm at Lipizza in modern Slovenia,
giving the breed 1ts name.

Grey and white are the dominant colors of Lipizzaner
harses today. Although all Lipizzaners are born a dark color,



Pony Base Statistics
Size:
Hit Dice:

Initiacive:

Speed:
AC:

Attacks:

Face/Reach:
Special Artacks:
Special Qualities:

Saves:
Abilities:

I Skills:
Climate/Terrain:
Otrganization:
Challenge Rating:
Treasure:

Alignment:

Medium Animal
2d8+2 (11 Hit Points)
+1 (Dex)

40 Feet

13 (+1 Dex,

+2 Natural)

2 Hooves +2 melee

(1d3+1)

5 feet & 10 feec / § leet
None

Secent

Fort +35, Rel +4,
Will +0

Str 15, Dex 13, Con 14,

Int 2, Wis 11, Cha 4
Listen +7, Spot 5 o |
Any Land

Solitary

1/2

N()Ilﬂ

Always Neutral

even black, their hair slowly changes as they reach their
sixth to 10th year, turning white, or a soft d;!pph‘ grey.
Since white horses were Pref'crrcd bj.: the roy.l! f:)mi[j.-" the
color was stressed in breeding. Non-whire
Lipizzancrs are extremely rare.

The Lipizzaner horse is a medium-sized steed
with a wide ribcage that is difficult for most
riders to straddle, It is a very rectangular
horse, with the bod}' l}'mg flac Against low
bur strong legs. Its lively eyes give it an
intelligent look. The ears are '.\'L‘“-Positioncd,
a thick bur muscular neck 1s set high, and

the tail 1s thick and fine. A LJPlzzaner's 1c35
dare !ﬁ[l—Dng, n'll]sc!.llnlr. bul Ser \'i‘f}' ]O“’: t[‘!t‘}'
are a short-legged steed, unlike their cousins
the Andalusian. Their hooves are very hard,
but small lor the overall size of the horse. A
Llrnzz.mer'ﬁ stride is high and energeric, a
unic[u::]}' pmucl and digniﬂh‘i action which

ﬂ'liikﬁh i[ very POP'LII&” for PJI’HL‘-{KS ilﬂd TIDb]("

57}

processions. Lipizzaners are not tall horses, averagmmg
between 14.3 to 15,3 hh, but despite the small stacure, they
P .

PI'L‘SI:]'II' 4 Very FO\\’CIFUI PICtLLI‘C F\A.‘islllg b\’ on Pﬂl’xldi,

All the best qu:lli[ws of the LIPIZZAI'IL‘I' are seen In Its
motion: its beaur}' lies in the pcrﬂ'cr grace of movement.
The steed’s imposing presence and distinct stride are
famous, and Lipizzaners are covered around the world for
their impressive bearing. This breed is often lare ro marture
but makes long-lived horses: they are fully developed at the
age of seven and can live up to 30 years of age and still be
useful for work.

There is a modesrt influence of Arabian blood thar
distinguishes the Liptzzaner from the Andalusian, This
influence is primarily found in the head in the small alert
ears and the nose. The body, set off by a short powerful
neck, presents a picture of strength with well-rounded
quarters, heavy shoulders and short, strong legs with well
defined tendons and joints. The tail is carried high (also

like an Arabian) and, like the mane, is thick and !ong.

Ponies

Ponies are shorter than horses, but no less sturdy, and they
can often carry as much as a fully grown horse. They move
differently than their larger cousins and are less graceful but
more sure-footed. Horses are also more fractious and do not

have the w“_—prcscn'.lticm instinct of the more sensible pony.

Norwegian Fjord

The Norwegian Fjord is one of the world's oldest and purest
breeds of pony. It 1s among the most commonly found
breeds in Europe and is one of very few strains

to retain the original primitive
character and color; breeding
withimn its own lines has not
significantly altered the
hardy little pony,

They

are believed

to have been
first domes-
ticared
around 2000
BCE by the
native ]JL‘OPIE of
Norway and
Denmark.
;'\rc]'mcolugic.ll
excavations at
Viking burtal
sites indicate

that the Fjord

1101'5[‘ Wwas



Norwegian Fjord. The center hair of the mane is dark
{usually black) while the outer hair is white. The mane is

generally cur short so 1t will stand erect and show oft the
unusual coloration. The white ourer hair is then trimmed

Norwegian Fjord Statistics

he ki slightly shorter than the dark inner hair to display the
rs to the Pony

following modifie

. dramaric dark stripe. The feather of the pony's legs, which
for Norwegian Fjords:

Appl}' the
Statistics extends up to the knee, should be straight and silky,
41 Constitution

The I'll:ﬂd :ln.cl l"l.fL_k Shuulcl P[’fscﬂt 4an APPCarﬂnCE 0[”
Cold Resistance 10 (Ex)

elegance without coarseness. The head is medium-sized
and well defined with a broad, flac forehead and a straight
or slightly dished face. The eyes are large. The ears are of
/ small to medium size and set well apart. The neck of the
Fjord horse is well-muscled and crested. It has lower
withers than many breeds. The Fjord horse has a compact
body with a deep girth and wide ribs. The back is short to

very important to their culture, serving many roles from : ; s
! = ! medium in length and very scrong. The Fjord pony can carry

work to travel. Throughout history 1t was used by the i S i - :
i ' a significant amount of weight despite its small size. Their
farmers of Norway as a general-purpose pony to pull carts 5 : , y p
AT T > ; ofF short Iegs are Powcrfu]. with substantial bone and dark feet.
on their hilly farms as well as a guide and assistant to help
cravelers with heavy loads. The Norwegian Fjord Horse is known for its gentleness of

: _ . temperament, willingness to wark, stamina, and vigor. Used
Earlier names for the Fjord horse have been the P 5 &

Vestlandshest (West Country horse) or the Nordfjordhest
(North Fjord horse). These names are used nterchangeably
with the Norwegian Fjord dPPEHa(iOH‘ ﬂll:hough the majority
of lincagcs do call chemselves Norwegians. However, all of Hffaflfs,s El:gbtb Labor
Heracles was sent by Eurystheus to capture and
hring back the mares of Diomedes, a Thracian
Chief (according to some sources he was the son

these names indicate the breed's geographical connection
with Norway. The Vikings used the Fjord horse as their
Pri]'nﬁn' war mount. ThL‘rf_‘erc. il‘ may hl: ﬂﬁsumcd thdt i[

affected the breeds indigenous to other countries, notably 2 :
g f of Ares and Cyn:nc and was known as Diomedes,

King of Thrace). He lived in the wild and rugged
region on the shores of the Black Sea.

the mountain and moorland ponies of Great Britain and
Iceland. One of the earliest known ponies, 1t was bred into

both Mongolian and Asian horse lineages, lending its A 4 '
£ }

: . . Diomedes kept four savage mares, to which he
stabiliry and m[c-lhgcncc to many other types. e ]

! / L fed unsuspecting strangers. So often had rhey

The Norwegian F’Ol‘d 15 a rall pony, usuall}- standiug caten human flesh that their coats were stained

between 13 and 14 hh. It has a pronounced dark stripe that blood red. These beasts were totally

runs along its back, marking it from the shoulders down
[hl’ougl‘l [hf |_‘|0n)' »S [ﬂil. Its U\'t’rr]” Colorﬂtion fﬂl1d5 o bE'—
pale, dun, or golden, with dark skin beneath the light hair.
The singular exception 15 its one stripe. More than 90
percent of all Fjord ponies are brown dun in color, though a
rare few are either reddish dun, gray, pale dun, gold, or
}-’l’.‘“ﬂ“" dun. Dﬂl'k 5(]"[1}(:5 I’]"ln']..\r AISO bl: seen over II'J.C WI'I.‘I‘lErS
of the occastonal spccimcn, Pa.r[icu[.irl\' if 1t 15 interbred with
its own line. Red duns possess reddish-brown stripes and
body markings rather than dark brown or black ones, and
gray duns have black or very dark gray stripes and markings.
The pale or white dun is a very light body color with black
or g‘ra)' SlriP(‘ ilnd l“ﬂrkingii. Thl‘ .‘p'ElIG“' dunS I]a\’c‘. d darker
'IE'”O“ StriPC’ aﬂd mﬂrkings. ﬂnd the}" ma}" ]‘1&"2 d COITIPIEt(‘.l}"
“'hltﬂ FOT.'{']()L'I(. mane, and [&‘“I. Tht‘.’ }-’t‘.‘“{‘)“' dl,l]'l 15 a ‘\r’er}" rare
color in the breed.

The Fjord pony also possesses a very distinctive mane, which
often continues down even mixed linengcs and can serve to

dis[inguish those Ponies who can trace their ancestry to the

uncontrollable and tethered by chains to a
broﬂzc I‘l‘l'.n'lg{‘r.

When Heracles arrived at the palace, the hero
took the king prisoner. Then Heracles, knowing
the brutality and suffering Diomedes caused,
took the king to his stables and threw him into
the bronze manger, whereupon the mares
devoured therr own master. This caused them ro
be calm and subdued, which made 1t easy for
Heracles to drive them back to king Eurystheus,
When Heracles led the mares meekly into
Eurystheus' palace, the king dedicated them to
Hera, and then let them go free to roam the
plains of Argos. In later years one of che
offspring from this breed was Bucephalus, the
favorite horse of Alexander the Great.




for draft work, riding. and driving. mdividuals vary in size
and weight according to use. Although there is no true
distincrion, references are often made to a "rlding" Versus a
"draft” type of Fjord, depending upon the characteristics
emphasized. The Fjord horse ranges in height from between
13.2 and 15 hands, with most individuals measuring 14 -
[4.2 hands and wcighing between 900 and 1200 PoundsA

The Fiord pon}' 15 3 strong. durablc, ar‘lt] Plcasanr-natured
animal. In addition to its strength, the breed i1s also nored
for its light and smooth gaits, which make it easy to ride.
The Fjord pony has a thick coat so that it can endure rough
winters with minimal care — an essential quality in cold
Narway or the northern parts of Europe.

Ariggeois

The Ariegeois pony lives in the Pyrenees Mountains in the
southwest of France, and 1t is known to be a breed of great
antiquity. The Ariegeots is a bald pony. unafraid and eager for
even difficult journeys. It closely resembles the horses of
Southern Gaul and was interbred with the Barb horses as
Caesar and the Romans spread north and west along the
European coast. The origmal home of the breed is the high
valley of the Ariege River, from which the pony takes its name.

One of the most noticeable things about this breed is its
]igl‘]: and delicate bone structure. Unlike the other, mughur
ponies of the northern areas, the Ariegeios ts a swift-running
but lightly built animal. It does not do well in frigid climes,
although 1t is adept at mountain-climbing, It 1s
outstandingly surefooted, and even ice-covered mountains
hold no terrars for the little Ariegeors. [n the summer, 1t will
seek shelrer part of the day and come out to graze at night.
These ponies can travel into Southern Spain, North Africa
and even the Middle East and live well on the scrub grass
that they find i those sparse areas.

Artegeois ponies have an expressive head with a flat forehead,
straight prolile, hairy ears, and bright, alert eyes. The neck 1s
Shﬂr[. Elnd [hf ShDuldCl'S S[rﬂight — 1ot to h.‘mdi(‘ he{“l':,'
burdens but instead built for speed and conservation of
energy on long travels, The back is long and strong, and the

chest is broad, with a grear deal of room. The limbs are

Ariegeois Statistics

Along with the standard Pony Base Staustics,
Ariegeois gain the Sure-Footed Feart for free.

fairly slender and short and are not always straight — many
Artegeois ponies have a tcndcncy to be cow-hocked, meaning
that their knees bend inward slightly toward each other.

The present-day spectmen stands up to 14 hands, which is
the heighe limit, although most average 13 hands, two
inches. The head should be neat and pony-like and set on a
fairly long neck, which, rogether with well-laid-back
shoulders, gives the rider a good length of rein. When
choosing an Ariegeois pony for riding, large or coarse heads
should be avoided because they are a sign of stubbornness
and make a difficult mount with which to work. A pony with
a short, thick neck should be avoided as well, for they will
never have a smooth ride. Good legs are one of the qualities
of the breed. and these must be strong with F]"m?' of bone.

The normal color for an Arlegeois pony is dark, ranging
from dark brown and chestnut re a more common solid
black. Normally, there are no white stockings and no other
markings on the head. The pony s flank may be lightly
flecked with white, in the manner of an appaloosa or a
dapple-grey, but no other markings are common. In the
winter, the coat of the Atiegeois acquires a distinctive
reddish tinge, and never grows particularly furry. The coart 1s
fine in texture, unlike the mane and tail which are harsh to
the touch and cxtremel}‘ thick.

The Ariegeots has been used as a packhorse for centuries. It
also lunctions as a small riding horse and can easily work
the land on the steepest of hill farms where machinfr}'
cannot venture, T he Artegeois is noted for its hardiness,
courage, and adaptability, but it is nor a stubborn animal, It
is extremely gentle and docile, a temperament that makes it
very popular as a children's pony even for fairly young riders.
Because it has no hot blood and is not prone to shy or scare
casily, the Artegeois is also well-suited for driving and
pulling small carcs. Further, it 1s a creditable jumper and has
the ability to tror for long distances at a steady speed.

Shetland

At least 2,000 years ago, there was a pony like the modern
day Shetland living on the islands of the same name, Like
the islanders, the pony mixed British with Viking to create a
distinct Shetland type, breeding — maost probably — with the
Norwegian Fjord pony. The true Shetland is a hybrid breed,
containing the blood of the British Hill type pony, like 4
Highlnnd or Fell/Dale of Scotland, and a Scandinavian breed
influenced by some Oriental bloodlines. The resulting pony
was first represented in a 9th Cenrury stone carving found
on the island of Bressay. It depices a hooded priest riding a
very small pony with the distinguished profile and body
structure of the Shetland.

Qut of a broad and widely diverse stock, the Shetland has
grown into a very predicrable, hardy, and constant breed.
Their background and breeding were highly influenced by
the relative 1solation of the islands on which [he}' were



-.Jrfglm”\' bred. Dcsplrc the various scrains first dm‘elnpud.
all of the ponies that lived in the Shetlands coped with an
environment that was constantly, almost unbearably hostile.
The 1sland 1s cold, bitter, and does not support much
animal or plant life. These raugh lictle ponies must live on
bad grass, hard, wet ground, and in the continual path of
the driving wind. The cold climate n—:ncuuragcd them to
conserve body hear; the resulting pony has short limbs, a
!-!"lt_'rrl' bdfk. d '[I‘lil:k nCCk, ﬂnd Srﬂa“ 24ars. Big StGL‘]{ Srar\’ﬁd‘,
ﬂ‘.igﬂe stock broke: only' the small, quick. hardy, and
intelligent animals survived.

With a maximum hmgh[ of 46 inches, Shetlands are the
pcrl'cct size starter pony for a child. Bred to pu“ ore carcs in
coal mines, Shetlands have retained an innate driving abiliry.
A well trained Shecland not only excels at dri'.‘ing_. but is a
sturdy and reliable mount for any child. One of the main
problems that the Shetland breed faced in its incipiency was
its use in the coal mines — the strongest and hardiest of
them were used as laborers in these dangerous conditions
and often died — leaving only small, mferior stock o breed
more pontes. In time, stables were built to house and breed
the finer examples of these tough little ponies, encouraging

l'ht f\'},"E o ﬂullfl!ih .'II'II.‘I fl?"i\'f once maore.

Generally, most peasants and farm laborers do not

ride their ponies, Some used by doctors or

ministers are ridden in order to visit the scattered
peasants on farms that are not near the main

villages. However, the main use of Shetlands in
primitive British life was for work, carting, or

carrying heavy loads. The majority of ponies live

i-lin.'lOSt I—[Cf out on thc SCat[AIdS, or '\\'il.‘it' P&Slurt’—

lands of the island. These ponies remain on the

scattald until the season turns and they are

n‘qmrcd for use "ﬂitring the ]:u:ats." which means

to carry recently cut strips of peat moss from the

hills to the homes of local peasants, These strips

{:1{'- PCE‘[ |: mMoOss, Manure, .tnd Drhl:r dt:c.i}'lrlg F}lrlf'”.
matter) are the main winter fuel of peasant homes,

and many commoners would have frozen to death

in the cold winters without them. Because there

were few roads into the higher areas where the peat
grf_'“', Ifh(‘_‘ PDniL’S were rﬂquifcd to ]'lﬂ\'lig-']lf_' CTO55~
L'nuf'l['r)-' mn ."l” “-"E_'B.Ihl'_'r. Shct]:]l']dfa were nc‘cdl:d dLIl’lI‘lg [l-lt'
winter more than any other time of year, and were often
found carrying heavy waven baskers filled with peat from the

deep moorlands.

The Shetland pony can be seen in all colors except spotred:
black, chestnurt, grey. bay, dun, blue roan, Pltbﬂld‘ or
skewbald. Unlike bigger horses, measured in hands, the
Shetland pony is measured by inches in height at the
withers. The smallest of the British native breeds,
maximum height reaches 42 inches, with a minimum as

small as 28 inches.

Shetland Statistics

Shetlands add rthe following bonuses to rhe Pony
Base Statstics:

+1 Strength

Fearless Feat

Hardy and resilient, the Shetland is very strong for its size.
It has a medium-sized head, a rather dished face with a well-
shaped muzzle, and a jaw capable of grazing through poor
grawth over an extensive area. | he ears are medium-sized,
and the eyes are large and kindly. The coat is thick, with a
heavy mane and rail, (.ﬂ.ﬂ‘ring good protection against the
local winter weather conditions,

Part 3: The Heavy Horse

The introduction of heavier horses bn‘.gan around the time of
the disintegration of the Roman Empire. The onginal heavy
horse was concerved as a hardier, heavier workhorse chat
would be c.i].ﬁablc of carrying and pulling tremendous loads.
Speed and sleckness would be sacrificed for rugged strength
and endurance. The brawny draft horse was developed from
horses introduced inta Europe by the Germanic tribes of the
north, where breeds tend ro be heavier than those from the
Mediterranean and the Middle East. Arabian blood was bred
out for the most part because the spectal qu;llll.ll’,'i of the
Arabian horse were not needed in these large, strong brutes.



Another major factor in the creation and use of heavy draft
horses was the introduction of the shoulder collar, or yoke,
into European carting. Where before this time, all carts were
pulled by a series of straps and harnesses and the horse was
kept between two rails, the shoulder }-'akc is an oval or
reardrop form of metal or wood that slrps over the horse's
head and sertles firmly on its broad shoulders and chest.
Exactly when this invention emigrated from China is not
clear. A variety of harnessing methods were in use to hicch
horses to carts and chariots in ancient times, but the
shoulder collar (also called the horse-collar) is far and
away the most efficient. The shoulder collar enabled
farmers to rake advantage of the horse’s greater speed and
strengrh. With a larger horse using this strong invention,
the peasants and lower classes of Europe could culrivate

bigger fields and Pul] heavier loads to market.

Another important mvention that revoluriomzed
horsemanship in Europe was the stirrup. Although
SLIrrUps may seem an obvious device, lhcy were not
created nor brought into European society unti] the 8th
Century. The stability and power they gave to the
mounted rider changed cavalry fighting dramatically.
The stirrup’s introduction also caused a revolution in
social organiznri:)n‘ Because the stirrup enabled a ht‘a\'il)'
armored man to thrust with a lance or hack with his
sword, the mounted soldier became far more deadly than
he was in earlier times. The “Great Horse" needed for a
metal-plated rider rcplaccd the light charior and
unarmored cavalry horse and ar the same time opened
new opportunities for using horses. The mounted
knight was so vital to medieval warfare that a
1.1ndnwncr's qui[ion on thf f“cudal ladder was mcasurcd

Forest Horse

The majority of heavy horses can trace their
lineage back to the now-extinct Forest Horse
that once roamed much of Upper Europe. The
Forest Horse was a massive, thick-]rgged,
herbivorous animal. It was large-hooted, enabling
it to live easily in brushy forests, swamps, or
other shifting terrain. The Forest Horse
posscssed a dappled coloration, cnabling it to
camou”age itself as much as Posﬁib]e within
shady thickets and deep forests. It was married
with other species and completely bred out of
existence through this process. None have been
seen since the 9th Cenrury.

Heavy Horse Base § tatistics
Size: Large Animal

Hit Dice: 3d8+¢ (19 Hit Points)

Initiative: +1 (Dey) |

Speed: 50 feet
AC: 13 (-1 Size, +1 Dey,
+3 Natural)

Attacks: 2 Hooves +3 melee
(1d6+2)

Face/Reach: 5 fee by 10 feet / 5 feet
Special Artacks: None
Special Qualities: Scent

Saves: Fort + 5, Ref +4,
Will 42

Abilities: Str 15, Dey 13, Con 15,
Int 2, Wis 12, Cha &

Skills: Listen +7, Spat +7
Feats: None,
Climate/Terrain: Any Land
Organization: Solitary
Challenge Rating: | |

Treasure: N one

Alignment: Always Neutral

\

by how many armored and mounted men he could suppl‘y his
lord. In exchange for his lord’s protection, the vassal pledged

soldiers or money or land sufficient to support a mounted
ﬁgh[]ng marn. ThE l:t"ud“l SYstem was bD[']'l-
A completely outficted heavy warhorse might be required to
carry up to 400 pmmds and to bear that \1‘;’15|‘11 for up to
twelve hours a cl;l}' in rough conditions, although knighrs did
not usually march or journey on their heavy destriers (chis
was damaging to the horse and incredibly uncomfortable for
both steed and rider). Knights and other noblemen wealthy
enough to have a heavy steed always possessed a secondary
mount. On long journeys, the knight would ride his highter
steed, and the heavy warhorse (sometimes laden with the
knight's gear) would follow behind on a lead.
The weight that a warhorse must carry includes barding, the
armored knight, his shield and lance, and his saddle
accoutrements (the banner, saddlebags, etc.), These weights
quickly added up, so if a knight wanted a steed that could
easily carry him and his equipment while sull maintaining a
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forthright charge into battle, he needed a supremely strong
horse. Carrying this amount of baggage could slow a horse’s

S[t‘lde. Al‘ld make ITs chargc ICSS Ei‘i‘f_‘l:[i\'l'_‘.

Large horses became exceprionally useful in warfare when
jousting arrived in Europe. The heavier weight of the horse
added a great amount to the force of impact in the knight's
lance, both in warfare and 1n the tournament. A he.’n'__v horse,
commonly called a “destrier,” weighed twice as much as a
normal riding horse; and when the knlght struck a
conventionally mounted opponent, the impact could be
dc\'ﬂs[i{tii\g. Thc dC‘SII'iEl' was SDmE[imES Shod “’it}] Slmrp
nail heads protruding so that 1t could trample foot-soldiers
in his path. The destrier was a very potent weapon, and yet
its descendants are the mild-mannered and docile work
horses of [Od.'l}' whao put therr strcngth to less brutal use.

Brabant

The Brabant is one of the earliest known heavy horses in
Europe. Bred and founded in Belgium, these tremendous
steeds were once the largest horses on the contnent,
respected and revered for their massive size and strength.
The Brabant is also known as the Belgian Heavy Draft,
taking its name from the principal breeding areas of the
original courser. As one of the first lineages of heavy horse,
the Brabant is the predecessor of many of the more famous
breeds (such as the Percheron and the Shire). The first
Brabant is mentioned in history during the 2nd Century CE,
but it would not gain 1.\0}\Lll:ll‘lli)r’ until the 7th Century. It is
known as the “Black Horse of Flanders” in popular slang
and is a favorite with both peasants (for labor) and nobles
(for battle and tournament).

The Brabant 1s an enormously heavy horse, with tremendous
musculature and a strong back and legs to handle astounding
tasks. If any breed of heavy harse can truly be said to have
|egs like tree trunks, it 1s the Belgian Hcav}', whose hzgs are
broad and thick. The original Brabant steeds can be found in
seven colors: bay, bay-roan, strawberry-roan, blue-roan, black,
dnpplc gray, and sorrel, The dapplc gray color has all but
been bred our of the Brabants in Be]gzum. and only a
handful still exists. Gray heavy horses are almost always
Percherons and shires, where the Brabant can be pickcd out
of a herd by its darker, more dun coloration.

Many of the first Brabants used on the European
tournament fields were roundly criticized for being too
thick, too low-headed, straight-shouldered, and round-boned.
There was even an expression for 1t: “the Dutchman’s type.”
But even with their faults, those early Belgians were
outstandingly strong, easy to handle, and willing workers
with amiable dispositions. A few Frankish knights began to
use them, and after their success in tournaments, the breed
gaincd an instant Popularill,'.

The common Belgian is a big, powerful horse that retains
the dr;]i'ty middle, strong hoof, heavy bone and muscling
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Sleipnir

Sleipnir s a significant figure in Norse

mythology. Sleipnir 15 an cight-leggcd gray horse,
the swiftest in the world, belonging to the chief
of the gods, Odin. He was the offspring of the
trickster god, Loki (who for a time assumed the
shape of a mare) and the powerful
stallion Svadilfaers.

ccording to the Prose (or Younger) Edda, right
after the gods established Midgard and buile
Valhalla, a certain builder offered to erect in three
seasons time a fortification so strong that 1t
would be secure against giants. In payment, the
builder demanded the goddess, Freya, as his wife
along with the sun and the moon. The gods
acccprcd on the condition that he build the
entire fortification in one winter; if, on the first
day of summer, an}'lhing were left unfinished, the
payment would be forfeir,

The builder asked if he could be permitted to
have at least the help of his stallion, Svadilfaert.
Loki agreed. The builder set to work on the first
d'.ly of winter. The srallion vacd to be twice as
‘utrfﬂ'lg a5 t]-lL bll]ld{r and “’htn summer was Unl\
three days aw ay, the job was almost finished. T hc
worried gods, trying to think of what to do to
avoid payment, directed their anger toward Loki,
Wh['l SCEInEd o b{‘ thf one “'hl) Callsf_‘d tf'll:lf
dilemma. Loki grew afraid and swore he would
arrange something that would cause the builder
to forfeir. That evening, when the builder drove
out for stone with his stallion Svadilfaeri, a
strange mare (Loki in disguise) ran out of the
woods. The stallion went frantic and broke free.
The horses ran around all night, with the builder
try ln to catch them. Because he was unable to
wurk the fortfication was not completed on
rime. Loki later gave birth to the foal, Sleipnir,
who became Odin's steed, on which he traveled

swiftly through the sky and over the Earth,

In another :m‘th when the beautiful god Balder
was killed and his ghost went to Hel, Hermod,
the Swift borrowed Sletpnir to make the
dangerous journey to the underworld to try to
brmg Balder back. Hermod rode on blupmr for
nine days, and, when he arrived at the huge iron
gate that barred entry to Hel's domain, Sleipnir
was able to leap over 1t




Brabant Statistics

Add the ll‘)”f‘pt\'lhg modifiers to the Hc;w'_\' Horse

Base Sratistics for Brabants:

+2 Strength
-1 Natural AC

? :
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and the amiable disposition of its forbearers. ,-\|t|10ug|“1 i
was used as a warhorse across the European continent, it 1s
not a hot-blooded animal and 1s, in fact, very passive. A
Brabant 1s not a ﬂg_hnng horse, although 1t carries its
master into battle, 1t is rarely successfully trained to harm
another even mn dire need. Still, ics qualitlcs as an easy
horse to handle, as a patient and fatchful mount, and as a
willing worker are well-known and greatly respected. The
breed is characrerized by a husky. barrel-like appearance and
brute strengch.

The Belgian usually exceeds 16 hands in height and is often
larger than 18 hands. It is a docile horse and a willing
worker. This steed has a relatively l.irgc head and
short, muscular legs and large quarters. The feer
are large and have mimmum feacher. In many
areas of Europe it can be Frckr:d out easily due to
its chestnut or roan coloration with white or
blonde mane, tail and points. Its weight averages
berween 1800 and 2000 pounds; some

stallions reach 2400.

Percheron

The Percheron derives its name, as most breeds
of horse do, from the area of Etn‘opc that served as the Prim.tr\'
breeding ground of the lineage. Le Perche is an old province
locared some 50 miles souchwest of Paris. It borders
Normandy on the northeast and the Beauce country, known
as the granary of France, on the east, Le Perche is a get‘lr]f.‘
rolling, well-watered and ferule place with a benign climate,
well suited to the raising of livestock. It was, thus, ideally
situated to c.lplmhzc on trade opportunities in the Middle
Ages and beyond. Le Perche managed to avoid most of the
larger wars that scarred France and Spain. and served as a
Pc.}ccfu] rvspi[e- for the wounded and for soldiers in training.
Unlike many other heavy horses, the Percheron was not
simply bred for strength but also for grace and beaury. It is
widely believed that the Arabian horse played an important
role in the dev elopment of the Percheron, lending its unique
qualities and delicate balance to the stronger, sturdier

influence of the Forest Horse and the Brabant. By the rime

el

~rd

of the crusades, the Percheron breed was widely recogrized
as uuts[.mdiug for substance and soundness as well as for its
characteristic beauty and style. The Percheron is famous among
horse breeders and noble connoisseurs as an aggressive breed,
with both determination and wiIlingm‘ﬂs to succeed. s hls[ory
as a warhorse has made it very adaptable to other climares
and to the confusion and trauma of a bactlefield. The Percheron
ts a steady animal, but more aggressive than some other
heavy horses; although it is not a dangerous or difficult
steed, it can be trained to ﬂght in the defense of its master,

.'I.l'ld o turn I'IU(J’ ilI'IC] bI[C Against an enemy i necessary.

From the warhorse (heavy saddler) to diligence horse (heavy
coacher or light draft) to the true horse of heavy draft, the
breeders of Le Perche sculpted away on their beloved
indigenous breed for hundreds of years, altering the animal
to meet the demands of the rimes and to entice the buyer.
They spent tremendous amounts of money to bring in the
best breeding stock from Belgium, Arabia, and ocher corners
of the world, and spared no expense in developing whart they
considered ro be the perfect heavy horse for all labors.

The Percheron has the spccd to trot from 7 to 10 miles per
hour, and the endurance to do so day in and day out. It 1s a
hardy breed despite the number of lighter horses in its
lineage. The light-colored grays and whites of the Percheron
were respected among traveling knights, who preferred these
lighter-colored horses due ro their visibility in a battlefield,
when their men needed ro be able to find them with-
in minutes of the call-to-arms. Due to their use-
[ulness both on the bartlefield and as courier

and coach horses, the Percheron is also




called a diligence horse. Further, the stage coaches in France
became known as “diligences.”

Percherons possess great muscular development combined
with style and action. In color, blacks and grays are most
¢ommon, but browns, sorrels, and bays appear Fairl)r
regularly, Whites and grays became popular among the
French nobility, and the king of France rode a fully-equipped
white Percheron on parade days.

In order to qualify as a strong inheritor of the breed's best
qualities, the Percheron's head should be medium-sized, have
a lean, clean cut, and be quite broad between the eyes, with
an alert pointed ear of medium size. Stallions should have a
bold masculine head while mares have a more refined,
feminine one. Percherons should have a wide, dc:fp chest
which provides for greater lung and heart capacity, but their
shoulders should not stand out prominently from the body,
or this will ruin the line of the horse and also affecr its
ability to maintain speed for long distances. The shoulder
should have a slope of about 45 degrees in order to enable
the horse to lift its head clear of all traces and reins and see
clearly despite other accoutrements. Also, a horse with a
neat, clean throar line can tolerate a lor more heat than one
that is rather fleshy berween the head and the shoulder.

Although Percherons are extremely large, they are considered
one of the most elegant of the heavy horse breeds, One
ancient horse-breeder described the Percheron as “an Arabian
influenced b}v the stone of the earth,” and, truly, the?r retam
much of the grace and agility of their distant sires in the
sands. Their movements are lower than most heavy horses,
and they tend to maintain a s[eady, graceful action in both
their runs and their trots.

Percherons do not have feathering around their ankles, and
this 15 both a cause of problems and a benefit to the breed.
Without feathering, they are less prone to certain diseases
that gather in the dampness and cause problems in the joints
and hoof, However, 1t also causes the horse to be susceprible
to skin problems on its lower legs and to get rashes and
other irritants from time to rime.

The modern Percheron often reaches 17 to 18 hh, and some
stand as high as 19 hands — although such massive
specimens are rare. TI‘II:}! are tall horses with a definite
smoothness of stride that is not common in the other breeds
OF hea"y dra{t SI.“CEEI. Niaturf p{:fL‘hCrOnS range iﬂ “’f]ghl
from 1600 pounds to 2400 pounds or more and can be
heavier if they are taller than usual.

Shire

The Shire, England’s first true heavy horse, is one of the
most famous steeds i history. Its long list of achievements
and famous members includes the first official mount of the
English kings, as well as the famous courser that carried
Richard, the Lionhearted into battle during the Crusades.
These tremendous animals are the most powerful horses in
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Percheron Statistics

Percherons receive the following modifiers to the
Heavy Horse Base Statistics:

+ 1 Consritution
-2 Dexterity

Fearless Fear

England, and the direct descendants of the horse which,
when Julius Caesar arrived in the lands of the Celts,
attracred his attention for its efficiency in war. Since those
early times, the Shire has been bred and bettered, turned
into the magnificent steed that is now popular in England
and beyond. Shires are known for their strength, athletic
ability, and intelligence.

Origially, the Shire breed was Flemish and brought over to
England with the Norman invasion. The original Shire
horses were mostly black and dark brown. with wide and
clearly notable white markings on face and feet — frequently,
all four of the Shire's legs are marked with white up to the
knees and hocks. It was tall, rangy, muscular, well-developed
at the vital points, and stood on broad, flat limbs thar were
strongly jointed both above and below, the backs of which
were heavily fringed with long hair from the fetlocks to the
upper end of the cannon, These distinctions made the Shire
a very disringuishable creature even among other heavy
horses, which tend roward Iighmr colorations, a thinner
physique, and far fewer whire markings.

Once they became common on English sotl, the needs of the
growing empire and the temper of the times caused breeders
to grab this lineagc eagerl)f and bcgin o shapc their ideal
form. The wars of England and France called for a horse of
enormous bulk, prodigious muscular strengeh, and a great
amount of docility off the field of battle. Thus, the
stockmen and farmers of Engl:md responded with one of
their finest living creations: the true English Shire.

Shires were used in the 15th and 16th Centuries as beasts
of labor and as war-steeds. However. unlike many other
countries, English knights trained their warhorses
extensively (and the mrelligent Shire took to such lessons
very well), so the two classes of Shire were very distinct. The
Shire is the largest and most powerful draft horse in Britain.
It was often used by brewers to pull beer wagons in stylish
teams as well as in weigh[-pulling and plowing competitions.
However, on the field of war, the Shire truly shone. Its
intelligence saved more than one soldier’s life, and s ability
to Pcrf‘orm comp|ex tasks was invaluable ro the wounded



Shire Statistics

Shire steeds and their descendants, the
Clydesdales, add the {ollm\'ing modifiers to the

I“:.T\"\’ i"l.f'll".‘il_‘ b;lSl’ Stﬂ[iSYiCSI
f

+1 Intelhgcnct‘

-1 Dexterity
<+ 5 Sr\ced

kmgh[, whose horse would often be able ro 20 for heIP.
ru’nlrning with the kmghl'ﬁ squircs.

The Shire horse 1s well-known for 1ts substance and bone
and is widely used in the breeding of the heavier hunter
types in England. It is not simply bred among its own
lineage, but also used to better other English ones. Even
light horses are often interbred with the heavy Shire in order
to lend the |argt'r horse’s 5rabi]it}' and stamina to the
offspring. Some of the best hunter-type horses in England
can trace their lineage back only one or two generations to
the Shire. Although Shires are not normally used as riding
horses. they were used in battle by knights and other
members of the English nﬂhiiir}-'. They are quite capablc of
the snnpfc' forms of drcss.lgc. Further, Shires can be tramned

to very complex tasks since they are highly intelligent.

The physique for this gentle and gond—tcmpcrt‘d

;1]'1”1131 lﬂCILIdL’S a L{CHSE‘.. l'(.)llI'ICIL‘d bﬂd\‘ \\'ilf}'! W

broad back and strong loins. A full-grown
Shire may have a girth around 1ts upper
torso that measures as much as eight
feet in length — a tremendous mass held
upon its shoulders and forelegs.
Naturall}' Fowcrf_u] 'hindu]uarrtrs are
supported on excellent long legs with
dense bone. Shire horses are black,
brown, bay or grey and usually have

a blaze and some white markings on
their lower lcgs and feet. A charac-
tenistic feature 1s their abundant hair
(called feather) below the knees

ﬂﬂd h(.‘lfkn',

Marture horses stand 17-19 hands

high and weigh 1900-2700 pounds,

the heaviest of the |.1rgc horse breeds.
Mares and geldings are shghtly less mas-
sive. The Shire has relatively 1.irgc, wide-set,
and expressive eyes, the nose is rather convex

I‘IRDHIAI‘I"-E‘ -I‘I'IL' siwu]dt'rs are lill'gl_' '.]1'1C| dCCP

and the body has substantial barrel. The legs are long wich
considerable feather about the feet. Tt is usually found in
b.'l}". brO\\‘n. I:‘Idck, Lll'ld gru\'.

Clydesdale

The Clydesdale, best-known descendant ol the Shire, has
made its mark on the horse commumity as a brave, stalwart,
and ]0:.'-.1| companion as well as a fierce and strong steed. It
was the first known heavy horse bloodline to be created from
Shire lmcages. and it 15 the most renowned. Clydcsdnlcs are
more sohid counterparts to the Engllsh Shire, with thinner
hair made for the hotter climes. Their broader shoulders and
squarer appearance, as well as their darker color, distinguish
them from the Shire,

The L]I)‘dcsd.ﬂc 1§ a very active horse. It is bred for constant
activity and untiring stamina, and this causes it to be an
overeager, p|ayFLt| horse with a great deal of energy. A
(f|}'dcsddlc steps with a classic hlgh lift of the feer, not
scuffling along, with every step well above the ground.

Clydesdales were bred mainly in the lowlands ol the English
territories and were most pnpular in England, Wales, and
Southern Scotland while Shires were more popular among
the colder areas such as Northern Scotland, The King of
England once lost his Shire in a war against invading French
and commandeered a \'.'Drking man’s CI}'dL‘Sd:{Ic to bear him
into battle instead. That horse carried the king to victory
and even _-ilopped to defend him when the king fell from the
saddle during a particulacly brutal contest. Because of this,
there was a law passcd in ancient England that CI}'desdalcs
were not allowed to be killed within the city limits of
London, no marter what the cause — all due to

that one horse's great sense of duty to its rider.

A C]}'dcsdnlc has open, round hooves that
are very thick in order to bear its tremen-
dous weight. Its hooves are extremely
il'l‘anrt;mt stnee many older ammals fail
due to sore ankles or diseased feet. A
Clydesdale should have a nice open
forehead, a flat (neither Roman-
nosed nor dished) Prof—ilc. a wide

muzzle, |argr: nostrils, an ime“igcm
eye, and large ears. It also has a
highly-arched neck, much more so
than its Shire predecessors and hear-
kening back to rhe Arabian blood in
its veins. [he neck should nse our of
a solid, muscular shoulder, with high
withers that are more suitable for a
yoke than for bearing a rider, The
Clydesdale’s back should be short and its
ribs high and widening our very close ro
the backbone like the hoops of a barrel. A
good steed’s quarters should be long, and 1ts

t]1igl1:i Packcd “'itl'l !TII.].&L'IC Eﬂd hil’l[‘\\-'. tlL-llI[t.‘ l:)!'?l\\'l’l:,'



“:i'lt_]'.l. Lon‘lpared “I[I‘ l‘}[er hL'l\-\ hDrSL 1”1’[‘(‘\-"3 Thl’
Clydesdale should have broad, clean, sharply developed
hocks, and big knees that are broad in front. The impression
created by a thoroughly well-built typical Clydesdale is that
of strength and activiry, with a minimum of superfluous
tissue. The idea is not to create a horse with g grossness and
bulk but one whose muscles are created out nI quality tissue

and depth as well as weight,

Th(’ most commaon L_‘Jll]r im [hl‘ Cl}'c{l‘.‘sd{llf i.‘ll‘L‘(‘d [‘1 I:‘Li}"
Black, brown, and chestnurt are also seen with roans (solid
body color with white harrs throughout the coat) in all of
the colors. The most common markings are four white
SOCkS o l—hf_' knt‘t‘s ﬂnc{ hUEk.S i]ﬂd 4 \‘l'!’.‘“"dl‘.‘f‘iﬂl‘d I:'IHZC ar
bald face. Other common colorations include light roans
and light steeds with dark legs. Clydesdales rarely have
small markings, and they tend to have wide blazes, high
Sﬂcks [ha( come HP [ ic kn(‘(". flnl:] I._'lthcr ea.‘ilh' SE€en.,
distinguishable markings aganst their darker hides,

Breton

The indlgenous I‘ll‘.‘l\’}' horse of the Asian lands .'lL"ELIH”‘I\'
prospered in the Norse and Viking areas as much as i did
on European and Astan shores, It survived as a separare
breed, however, due to the cold climates of Norway and
Switzerland, and the Shire's lack of endurance m cold areas.
For this reason, the Breton heavy horse is popular in colder
climates, and was often used by knights and heavy horsemen
in the Northern Eutopean areas where even the sturdy

Belgian Brabant does nort go easily.

The Breton horse has a long history, dating back to the time

it was brought into Europe by Aryans migrating

from Asia. It originated in the upper
mountains of China and Tibet,
migrating east with sertlers and
immigrants through the
beginnings of the 9th
Century. It was a direct

The White Horse of Uffington

Many stories and Iu‘cnd% are associated with the
mysterious White Horse of Uffington, an

amazing 300-foor 1mage that appears ta run

across the distant Brish hills. The White Horse
is a work of art from early humanity, carved into
the landscape in the 5|1.1pe of a horse and kept in
chalk so that 1t would remamn white and pure
aganst the green landsc: ape. It is situated high on
a hill on the Berkshire nm\ns

Many local peasants believe the image to be of a
dragon because the site is so near to Dragon Hill
— the site where St. George is reputed to have
slain the dragon that terrorized the area during
the mise of Christianity, Other, pagan peasants,
believe that the White Horse of Uffington was
carved to celebrate the defear of the Danes in the
9th Century by King Alfred. The horse was
worshiped by the Ce Atic punph and was a sacred
site 10 the Celtic horse goddess. Epona. who
represents fertilivy, healing. and death. Thus, this
site may have been used for many riruals and
ceremonies durll'l the Celtic il

The White Horse of Uffington ts formed against
II}‘IL' green grass OF t]‘lL‘ ared .]nL‘{ continues (o I:'L'
kept clean by unknown forces. It is a bare patch
of chalk on the hill. upon which no grass will
grow and no animal will cross. The White Horse
of U Ff"ingwn is 110 feet in |wig]1r. and 374 feet
wide. Irs clean, sparse lines are constructed of
deep trenches five to 10 feet wide and two to
three feer di:cp, Each of these rrenches 1s [illed

with thickly packed chalk.

descendant of the steppe horses found in the Breton
Mountains, breeding with native Oriental and European
horses as it traveled through Europe and into the Black
Mountains, During the Crusades, these horses were captured
and taken back into Middle Eastern lands, where chey were
once again bred to Qriental stallions and mares. The [inal
result of all this crossbreeding and u-‘rdczzprmd influence is
the heavy horse known as the Bider Breton. The original
Breton still lives in the Black Mountains of France, a
purer line without the recent Oriental influence.
The Bidet Breton was popular with many military leaders
during the Middle Ages due to 1ts Lomiurtablr o, which
is berween 3 brisk tior and aji amble. Tt is 2n casy harse to

ride, even if one has no instruction, and its gaits are not dif-



The Trojan Horse

One ol the most famous horse stories of history
concerns the siege of Troy and che fabled Greek

gift, the Trojan Horse. The war between the
Greeks and the Trojans, all caused by Helen's
beauty and defection from her rightful marriage,
is chronicled in the famous poems of Homer.

Fi"f ten \’t'd.rb t}'llf GrLLk& llld \IC}_,\. to Trlﬂ"
without success. The layout and strength of the
city the metropalis
impenetrable. After the hero Achilles left the war,
the Greeks' progress slowed to a dead scop, Troy

“d“b lTIr!Jlf dl’lLI(‘[‘ll’

was not going to be taken b!, sheer numbers. The
Trojans, led by Hector, 1:\qu:1 to repel the Greeks.
Eventually the Greeks were driven back to therr
own 5[1:}\_\. Ah}'mugh Achilles rc]o:ned the battle
and killed Hecror ta avenge a g_ood friend’s
death, the Greeks srill could not establish
foothold against the city's walls.

The Greeks needed a war machine. They needed
bumc[hing new. Still sceking to gain entrance
into Troy, clever Odysseus ordered a large
wooden horse to be built. lts insides were hollow
so that soldiers could hide within it. The artist,

Epeius, built the tremendous horse ourside of

the Trojans’ ability to see the prepararions. A
handful of armed Greeks, mcluding Odysseus,
climbed into the hollow opening and sealed it up
behind them. Meanwhile, the rest of the Greek
army piled into their ships and sailed away,
leaving the horse behind as an ofi"izring to Athena,
the goddess of wisdom.

One man, a Greek soldier named Sinon, was left
behind. When the Trojans came to marvel at the
huge creation, Sinon pretended to be angry with
the Greeks, stating that they deserted him. He
assured the Trojans that the wooden horse was
safe and would bring luck to the Trojans.

Free
decided to celebrate. By nighefall the whole city

at last of the Greek stege, the Trojans

was 1]1 d L-Il'uﬂkf_"“ UPrL‘l:.H' ]n Il‘lt 51 III ]\t‘llrb Ui
the morning, while everyone was drunk or asleep,
t}w Greeks unsealed the hc]l_\-‘ of the horse, and
climbed down from 1t. Silently, they killed the
Trojan sentries at the city gates and opened them
to the entirety of the Greek army, which was

waiting outside. Troy was captured, and the

Greeks were wvictorious — all because of a

“'OI'JdCﬂ J'iO['SI_‘.
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ficult to cling to when the horse needs to run for short dis-
tances. Although they make poor fighting horses | Bretons
are not particularly courageous and require special handling
SIC’E'I.-I

to force them into barcle), Bretons are a guod Er.m.‘ling

and do well in :«‘imph‘ contests and tournaments.

There are three primary types of Breton horses. The small
Breton draft horse (known as the Corlay or Center
Mountain) is considered the real descendant of the ancient
Breton horse; it has the same general features as the Breton
draft horse but 1s smaller, with a more dished face. The
second type 1s the Bidet Breton draft horse, a heavier form
of the original Oriental-based steed with more bulk and a
sturdier appearance. It is a strong, muscular, compact horse.
The Postier Breton, having remarkably airv and easy gaics, 15

very close to the Breton draft horse and is of the same size.

In most lineages of heavy horse, 1t 1s 1 common tendency for
the breeders to increase the size of a draft horse to gain
more power from it. The Breton, however, 1s an exceprion.
The smart tror and ability to survive and work under often
demanding conditions would be lost if the steeds were bred
large, and it was too integral a point to the Breton's
popul.‘lrirf.‘ to lose its easy gaits. Crossbreeding with other
strains would severely reduce its umque qualities. Therefore,
the Breton heavy draft was kept as a very pure lineage, its
lines interbred only as necessary to keep fresh blood in the

genetic stock.

The Breton has several standard characreristics within the
three breed types. Its coat color is chestnut or chestnut roan,
usually with a very pale flaxen mane and tail. On occasion a
bay or bay roan will be seen in the Breton line, but these
colorations are very rare. The Breron tends ro be a light-
colored horse, with few m.lrkings beyond small white
stockings on the legs. The head is square with a wide

]'lC\rLI'I.t.GCi IVII‘I I'I'IL ]’l(‘l“?t‘ 5 ff.’dl'l.lrt\ 4 very P'ﬁﬁl\t‘ lOOk TI']E_‘

Breton Statistics
A Breton adds the
heavy harse base st

fall owing modifiers to the

aristics:
+2 Constiturion

+4 Hir Points
-10 Speed



nose, in the manner of the Oriental steed, 1s straight but
sometimes dished. There is no Arabian dishing to the
features but rather a long. smooth curve to the line of the
nose. The Breton's nostrils are wide, capable of scooping air
in great capacity, and the eyes and ears of the steed are small
and delicate C(:mp.lrvd to the bulk of its head. The neck is
strong, slightly short but set well into the withers. The back
is wide, short, and muscular. The shoulder 15 I-.mg; the imbs

are very muscular and short with sound cannon bones.

The Corlay Breton stands 14.3 to 15.1 hands high, the
smallest of the three sub-types of Breton steed. The Corlay
is considered che real descendant of the ancient Breton horse
and has numerous marks of its Arabian and oriental heritage
still evident in the body type and facial features. It is smaller

with a more dished face

The Postier Breton has blood of the Engllsh Norfolk Trotter

and Hackney that it ;lcquirfd in the 19th Ccurur:;. It 1s
strong, has an attractive gait, and stands from 15.1 to 16.0
hh. It is bred mainly in Central Brittany and makes a good
coach horse. It is also a:apablu of light farm work.

The Heayy Draft (or Bidet) Breton 1s renowned for its great
strength relative to its size. It is bred in the northern coastal
area of Brittany. In the 19th Century, it was made larger by
crosses with Ardennes and Percheron stock. The Heavy Draft
stands 15.5 to 16,5 hands high and has short, muscular legs.
It 1s the tallest of the three strains and also the heaviest,

weighing an average of 2200 pounds ar maturicy.
i £ /

Part 4: Beasts of Burden

Horses were not the only

steeds cmplo}-’cd from the Bronze

through the Middle Ages. Many different types of creature
were prt'ssed into service, used for their distinctive

characteristics in rugged or imposing lands. Elephants,
camels, donkeys and mules, oxen, and other unusual animals

all made cheir appearances as mounts and beasts of burden.
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You want to stable a what?

Common travelers are not likely to have such
esoteric and unique ammals as elephants,
ostriches, and camels on their journeys. These
creatures are on the whole not suitable for long

journeys, nor are they c:ip;lb]l.’ of crossing harsh
rerrain.  Although Hannibal marched his
elephants over the Alps, they don't make good
chargers for tournament. It 1s not likely thar
anyone would take a knight riding a camel very
sermu:.iv nor that most inns keep a sack of

birdseed on hand for such unusual visitors. The
difficulties of rravchng with such beasts should
far outweigh therr “cool factor,” and such
should be

lI']E campmgn.

él'l'll'l'll:lls seen Very l':ll.'[’l'\' in

Horses were considered the steed of the noble, a protected

and expensive prerogative that the upper echelons of society
kept for themselves. In their absence. the peasantry and later

thll‘ I"I'IIdC“E‘

to pull plows and carts and to carry heavy burdens from

class turned to donkeys, oxen, and other animals

pl.lcc to place. These beasts of burden were critical to the
prosperity of farmers and merchants, and were very common
sights on the roads of the Bronze Age, the Middle Ages, and
the Renaissance.

Yet, few people used donkeys or oxen as steeds; in that, there
was a clear distinction between the horse and its inferiors.
C}nl}' [hl‘ Ciiml:l ﬂnd thL‘ Clephal‘l[ L'l'lll:f rose ro bL‘L‘l’JmL‘

mounts, although other creatures were occasionally used in

chrlriotcering or other warlike manners.

The use of these animals is entirely different from that of
horses, Lhnugh. and they require different care, sustenance,
and training than the common horse. Elephants can be
dangfruus beasts to handle on a drti]}' basis, and few inns
have stalls that will accommodate them: camels tend ro be
Lmhappy when they are taken to frigid lands. Unusual
creatures require Spm‘il_ta: care and are difficult to maintain,

even for an adventurer — an extraordinary individual.

E lepbam

Across Europe and Africa, the elephant’s presence inspired
fear and horror. As the largest animals on the field of bactle,
they could cause armies to break and run in the presence of
their size and their terrifying roars. To those who saw them
for che first time in war, tiu‘y were awesome monsters, and
the stories of their ability to scatter armies inspired fear in
soldiers everywhere.
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view of the battlefields at Cannae and

-[-I'Iliilﬂ‘lt'_‘l"lt'_‘ I:han \\'Ollld l‘la\'e b{?(_'ﬁ POSSI-

1"]1‘ on hOFSl’IZ‘H Ck.

One of the most dangerous parts of
using elephants in war is dealing with
their temperament. If pnmf'ully wounded
(by spikes, for instance) or sent into
panic, elephants can run amok among
friend as well as foe, deaﬂing tremendous
amounts of damage to anyone and
everyone in their path. They are simply
too large to be controlled by normal
means and must be herded by experienced
drivers. When the elephant’s pain
tl"lr('ShOlL‘I j.S overcome, f[1e}' COn]PICtCI)’
ignare their herders and simp]}' run m
whatever direction seems most likely to
provide escape. Carthaginian mahouts

( clcphnnt drivers) carried a long spike
and a mallet for such emergencies: if the
l‘l{"Pj‘iJnl went }_‘Cl'SCrk. th" I‘I‘J'.lhO!.tI
would drive the spikc down into its head

-111\2' kl” III'II.‘ bl:.l:it on [ht‘ .‘iPU[.

When the Romans first fought the
elephants of King Pyrrhus of Epirus (a
Greek kings who intervened i southern
Il;1|}' 1, their troops fled in panic. To counter
the beasts, they buile anti-elephant wagons,
which did no good. After crnnsulling
divine oracles, the Roman leaders
learned from their gods that elephants
feared and loathed pigs. This made a
certain amount of sense. as the Romans
believed the elephant to be a giant relative

of the pig. And so special volunteer "ir_‘lg

soldiers” ventured forth with 4 Pig ina

If people remember nothing else abour Hannibal, they recall
that he crossed the Alp:‘- with a horde of c]cph.mts. Sadly,
Hannibal lost most of his c]e‘r_-h;mrs soon afrer the crossing.
Of the 37 clcph.mts with which he srarced, unf}‘ one survived
the severe winter that lollowed. The Romans had cxpcrwncc:!
I]gh(mg clcph.mt: in pre\'iou.\ wars with Cart]m‘gc and against
King Pyrrhus of Epirus, but Hannibal's skillful use of the beasts
proved devasrating at the Battle of the Trebbia. Horses hare
and fear elephants, and even well-seasoned war horses balk art
their smell, Hannibal used his elephants to protect his
infantry from the Roman cavalry, When the Roman legions
broke and fled. the cleph;mcs smashed and killed many
Romans. Carthage sent more clephants as reinforcements,
but Hanmibal could never solve the climate problem and the
animals soon died, The lone survivor became Hannibal's

mobile command post. though. giving him a much better
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sack. When the c]rp}nmm came near,
they would pull ourt the pig and show 1t

[0 lhlf EICP!‘!JI‘I[. “'hlfh was SLIPF‘OSCCI Lo pﬂﬂlc rhc Jnlnl.ll.
Instead, the elephants smashed the pig soldiers flat.

Frustrated, the Romans doused the pigs with pitch, set them
alight, and sent the flaming pigs squealing toward the Greek
clcphnnts. This had some effect, but onl}' the heroism of
Gaius Numicus (the only private soldier of the period
whose name has survived to the present) saved Rome's army.
Gaitus clmrgtd the a:]n:pJu'mt:- alone and |n]'\],1ed off the trunk
Of I"\'I'l'l'll.l."‘bb I{T&ld Elﬂl."lh.]ﬂ[ “'l[h hls S\\'l‘)rd. TI'HS ga\’c f]\f_’
Romans new heart to stand up to the Greeks, and eventually

Pyrrhus abandoned his campaign in [taly.

Alexander, the Great encountered the elephant as far east as
India, where they were used — none too effectively — by his
opponent King Porus, in the Bartle of the H\'daspt‘s River in

326 BC, Orther generals also used these tranic beasts as



walking siege engines, placing high towers of wood on their
backs and using archers from that protected position. These
“elephant towers” were difficult to build and to place on the
elephant’s back, and the creature had to be carefully rramned
to walk with such an unwieldy scruccure on its shoulders.
They were also used to attack hig_h castle walls, providing a
mobile ladder system that would deposit several men on top
of the wall in order to fight the enemy and possibly gam a
foothald within the fortress.

Another use for elephants in battle was to make them into a
living battering ram, using their massive bulk. incredible
strength, and therr tusks 1o destroy wooden gates and
portcullises, An elephant possesses incredible strength and
can simply lean against metal or wooden gratings and
destroy them. They are capable of tearing down stone walls
with a directed charge and of shattering even thick oaken
gates with their tusks and front legs. Elephants can be
trained to rear up like a horse, placing their front legs
Againsl thc “_ﬂ.“ or gatf End then Pfﬂssiﬂg for“"ﬂl—d ina
rocking motion to lever the door down. Of course, this 15
dangerous for the animal simce it is in the direct attack range
of castle defenders” boiling oil and archery.

There are two primary types of elephant: the African and the
Indian. They are different in size and weight, but their
U_‘rl'l]‘_\tl‘amt'rlts are \"f_'l'}' .':iiml‘I.lr. The Two t}-’F‘cS l“F L‘I{'Philn{ dare
equally difficult to train as war-beasts, but both make very
solid riding animals if their handler is adept and
knowledgeable about the creature. Typically, a driver known
as a "mahout” guides the animal from a position just behind
the elephant’s ears, In warfare, the mahout drove the animal
while an archer and a lance-armed infantryman sat behind
him on the arch of the grear beast's wide spine.

The rlcphanr is a difficult creature to train for war because
its mental atritude 1s far roo docile and Pcacc{'ul to
kﬂ\—.iwjﬂgly cause hﬂITn o Thosf “’hﬂ h'ﬂ\"L’ not iﬂ.Cited it' lt IIS
extremely shy, very temperamental, and too happy-go-lucky
to respond well to such activity. The most difficult part of
traimng an c]ephant 15, of course, the Simplc fact thar, tf an
animal that large does not wish ro do something that's
requested of 1t, no human being 1s going to change 1ts mind,

Elephants gat roots, grasses, leaves, fruit, and bark. Thcg,' use
their tusks and trunk to get food. Bulls can eat up to 300-
600 pounds of food each day, making it very difficult to
(ﬂtd an Cicphanl durmg Lhc COLTrse Uir IDng trave] = rI1C ShCEr
bulk of food requires to sate the huge beast i1s immense. The
African Elephant is an herbivore that favors bamboo, berries,
mangoes, bananas, shrubs, tree foliage, wood, apples, wild
rice, and coconuts. Since their bodies only make use of half
of the food they consume, the elephant must eat berween
330 and 350 pounds of food each day. In addition, 1t drinks
22 to 30 gallons of water each day. To maintain this huge
rate of consumption, an c]ephant musk constantl}‘ travel to
new areas in search of food and water.
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Induan Elephants prefer thick forests with an abundant
suppl_\' of food and a large amount of shade. They are
not desert creatures, and they require an immense amount
of water in order to survive. They live near very watery
or muddy areas so they can cool off during the hot
summer months,

The elephant has no nacural enemies. Fully-grown specimens
are 5o incredibly large that they can easily crush most
predators (one reason they were so eagerly taken by armies
Lo bl_'LD“'].C war bL'Ihf‘\ i A\r a rfsull 1|IJHS Il\ cnas, Rl'ld fIgl TS
attack only the very youngest elephants that have strayed
away from a herd.

Although elephants are not vicious creatures, they can
bl:cﬂrnc Vinl(‘nf WI'IL’n nlfl:i'ssal'.\'. Dur’lng |T|x][i]'1g Season, b'l.l“
elephants bartle for stud rights to the herd. They can
become very dangerous and will actack anything large that
comes near their herd, including wagons, horses, and other
ﬂniln;‘ls. Th(' lﬂu“ l:]L‘pl‘\.lnt iS \n\'l”ing o gIVE ICS IiFt‘.' FOI‘ fhf
herd, defending 1ts mates and children with grear ferocity.
Female elephants can be dangerous opponents, as well,
although they rarely attack unless their children (or the

('Ftht"r 'v'nullg l‘.l(‘.}‘l“lan[S mn Ihl_' Ilcrd ] ‘are 1m da]lgct
Female elephants can start breeding ar age 12. Once a female

becomes pregnant, the baby will be born between 630 1o
(6O cia)'s later. This is the longest gestation }n‘riod ol any

Communication

Capable of a grear multrtude of sounds,
elephant very particular  calls
communicate to its herd. These sounds are
distinerive and can be understood by anyone
deals with elephants on a regular basis.

the
(s}

Luses
very
“'hO

The most common sound is a loud trumpeting
noise used ro gather a herd. An elephant will also
make rhis call when it is frigh[cncd or has been
separated from the body of irs companions
(either human or elephant).

A St‘L'DI'Id Dll_[{’l'l I".l‘li_ldt‘ sound 15 a }‘ICJ”OL\-’ resonant

notse produmd bv tapping the trunk
"backhanded” a hard surface. When the
L’]ephanr makes t|1is sound, the tp of 1ts crunk s
turned upward, snorting. The resulrant

'molt/thump sound appears to be a warning or
alarm :.lbrnl to all those in the area. Lieph.mn
have a 1arq=, np?rtmre of ;.ﬂrowIs‘ roars, grunts,
ttumpetmb and that they for

SNOTLS use

warnings. greetings, distress, and other signaling.




Indian Elephant

Size:

Hit Dice:

Initiative:
Speed:
AC:
Artacks:

Face/Reach:

Spccial Artacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:

H uge Animal

11d8+55

(104 Hit Points)

+0 (Dex)

40 feet

15 (-2 Size, +7 Natural)
Slam 416 melee
(2d6+10), 2 Stamps
+11 melee {Zdé-l- 5, or
Gore + 16 melee
(2d8+15)

10 feer b}' 20 feet /
10 feer

Trample

Scent

Fort +12, Ref +7,
Will +4

Str 30, Dex 10, Con 21,
Int 2, Wis 13, Cha 6

Listen +10, Spot +6

None

‘Warm Forests and Plains
Organization: Solitary or Herd (6-30)
Challenge Rating: 8

Treasure:

Climate/Terrain:

None
Aligmncnt: Always Neutral

12-16 HD (Huge)
Trample (Ex): An Indian Elephant can, as a

Standard Action each turn, run over an opponent

Advancement:

thar 1s of Large Size or smaller, dcaiing 2d8+15
points of damagc& A Reflex Save at DC 25 halves
the damage. Trampled creatures may forego the

Saving Throw ro make an Artack of Dppor[unit}'

on the elephant but suffer a -4 penalty on the
attack roll.

land animal. The baby Elcphan[, called a calf, weighs about
200 to 250 pounds and 1s able to walk onl}' two hours after
it s born.

Elephants are very intelligent animals. They possess very
good problem-solving skills and are capable of taking care of
themselves 1n most situations. They have thick, wrinkled,
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gray-brown skin that is almost hairless. They have small
eyes, a slender tail and have no canine teeth ar all, possessing
only molars and (in males) a pair of powerful rusks.

Elephants have poor vision. Their small eyes can only see 30
to 60 feet. Thcy make up for their poor 5|gh1: with keen
senses of hearing and smell. An elephant’s large ears amplify
sounds, letting it hear things that other animals cannot. The
gars not only hear well, but alsa hclp the elephant lose excess
heat, as hot blood tlows near the surface. Its sense of smell
is thought to be superior to any other land animal. It also
has an excellent sense of touch. For such a Iarge creature, the
elephant is very deft and has a good sense of balance, using
these abilities to rise on two |egs |Fneccssar}r to reach leaves
in a tree. It also shows its incredible balance when lifting
large objects in its trunk, counterbalancing the object
against the fulcrum of its trunk in order to aid the elephant
with its rask.

Elephants walk at a pace of about 4 miles per hour but can
charge at speeds of 30 mph. They cannot jump and so
cannot pass barriers too wide or oo high to step over.

ElCPhEﬂfS C{O SWim WC“ i-.ll'ld are \'C[‘}-‘ adEPt In [I'lE water.

Indian Elepbant

The Astan Elephant (also known as the Indian Elephant) 1s
a |‘mge land animal that is indigenous to India, I\“Iala}’sia.
Sumatra, and Sri Lanka. Most of the elephants in that area
]'LEVE bt‘l:n d.oﬂ'lestl‘fatfd_ &nd [hi:}' are Llscd fxtcnsi\’el}' i‘Of
labor; very few are left in the wild. Indian elephants are
gfntrany L‘IGC’;’IE al‘ld g[‘]l[llﬂ creatures,; CﬂPturing thc"1 IS not
difficult so long as the bull is not nearby to protect his
herd. There 1s a thriving business in India chat revolves
around the capture, tratning, and sale of these animals for
work purposes. Those with a significant amount of money
can always find at least two or three elephants in Indian

ciries that are for sale at a reasonable price.

It 1s difficult to say exactly when the art of capturing and
training the Indian elephant began. For at least 3,000 years,
the Indian elephant has been in the service of human beings.
Crafts, paintings, pottery, and other archaeological evidence
show that elephants were used for many centuries and that
their labor helped to build many of the palaces and temples
in India and Malaysia. In fact, in India and the surrounding
environs, a]limals [akcn Fr{)rl'! [I']f_‘ “’lId are pl’ef—t‘.rred [o Cl“-(‘JSt‘
born in capuvity. The former are better adjusted and more
docile, and rht‘y possess easier tempers and are more
amenable to training. Even experienced elephant trainers
cannot cxplain why this is so, but ir is a well-known and
documented fact. Due to this, most of the elephants in
India’s cities are taken from the wild and subsequently
tamed. A certain number of calves are born to domesticated
cows living in forest conditions, usually but not exclusively
sired by wild bulls; but their number is insignificant, ac least
in India, comp;{rcd to the number culled from the wild.



The Indian elephant 1s significantly shorter than the African forest Eltpl‘lan[ was considered identical to the African

elephant and measures only about eight feer at the shoulder. elephant, bur has since been classed separately. These beasts
Many Indian elephants are too small to carry a tower and are were probably caught in modern Ethiopia and shipped
popularly ridden like horses when they go 1o war They are northward in the regular elephant trade between Carthage
still useful for ramming, attacking walls, and other such and East Africa. The Ptolemaic kingdom of Egyor (Greek
tasks, but they cannor carry the massive siege engines that descendants of Alexander's general Prolemy, a dynasty

the larger elephants can. Male Indian elephants weigh up to
six tons; females average about four, Only males have the

broad ivor)* rusks for which clcphanrs are famous; females

never develop them.

Indian elephants are social animals, having a great variety of

community laws, rules, and regulations, a marked discipline, Aff’iﬂzn Elepbant
and many well-established customs. Their herds — whether Size: Huge Animal

in the wild or formed of the elephants with which they Hit Dice: 17d8+102
congregate after their captivity — are very insular and (178 Hit Points)

affectionate with one another. These animals are gregarious Lttt 26 D

and, in the wild, roam about in herds of 15 to 30

Speed: 40 feer

individuals led by an older female. Usually the members of a
AC: 15 (-2 Size, +7 Nartural)

herd are related to one another. Such social units are
composed chiefly of females, children, and one mature bull. Attacks: Slam +21 melee
(2d6+11), 2 Stamps
+16 melee (2d6+3), or
Gore + 16 melee

The Persians and Greeks (including Alexander's successors
the Seleucids and Pyrrhus) used Indian elephants in their

armies, obtained in trade from the Gupta Empire. (2d8+16)

Affimn Elepbant Face/Reach: 10 feet by 20 feer /
A|th0ug]‘| African and Indian Elcphants, dfspite the disparit}' | 10 feer

In size. appear stmilar ac first glance, they have numerous Spec:lal Actacks: Trarnpl:‘

differences in both temperament and physical features that Special Qualities: Scent

make them distinguishablc. Saves: Fort +16, Ref +11,
African elephants prefer savannah grasslands, where their Will +6

food is most plenriful. They also live in thick forests with Abilities: Str 32, Dex 10, Con 21,
an abundant supply of food and a large amount of shade. Int 2, Wis 13, Cha 6
Unlike Indian elephants, they do not often have the luxury Skills: Listen +12, Spot +6

of living i watery or muddy areas and must make due with
thL‘ ShEdE focf[',d b‘ forcsted ]ands‘

Feats: None
Climate/Terrain: Warm Forests and Plains
Organization: Solitary or Herd (6-30)
Challenge Rating: 13

African clephanfs are signifi.:.mtl},‘ larger overall than their
Indian cousins, weighing roughly six tons. Males are much

l.irgcr than females and can be dis[inguishcd among a herd

by their larger size. Both males and females of this species Treasure: None
have wory tusks that jut out significantly from beneath Alignment: Always Neucral
their tusks. Both sexes have thick, wrinkled, gray-brown skin Advancement: 18-22 HD (Huge)

that is almost hairless and is somewhar darker than that of

Trample (Ex): An African Elcphant can, &5 a

Indian elephants.
P Standard Action each turn, run over an opponent

Females usuall)‘ reach a hcight of nine to 10 feet tall at the thar ts of Large Size or smaller, dc:tllng 2d8+19
shoulder; males grow to 10 ro 12 feer tall at the shoulder points of damage. A Reflex Save atr DC 29 halves
and are much broader 1n the chest. Femnales mature at the damage. Trampled creatures may forego the
approximately 10 years of age and begin foaling sometime Saving Throw to make an Attack of Opporrunity

on the elephant but suffer a -4 penalty on the
artack roll.

shortly thereafter. The result of an elephant pregnancy is
usually a single calf alchough twins are nor unknown. The
calf 1s born after a 20- to 22-month gestation and i1s nursed
for 5 years.

Hannibal's elephants were smaller relatives of the African

elephant, the forest elephant. Until the mid-1990's the
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Size:

Hit Dice:
Initiative:
Speed:
AC:

Attacks:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:
Feats:

Climarte/Terrain:

Organiz ation:
Challenge Rating:
Ali gnment;

Advancement:

Camel

Large Animal

3d8+9 (22 Hit Points)
+3 (Dex)

50 feet

13 (-1 Size, +3 Dex,
+1 Natural)

Bite +5 melee (1d446)
sfr by 10ft/5ft

NUI'J.(‘.'

Scent

Fort +5, Ref +6,
Will +1

Ster 18, Dex 16, Con 17,
Int |, Wis 11, Cha 4

Listen +5, Spﬂt +45
None

Any Desert, Hill,
and Mountains

Solitary
1
Always Neutral

cndlng with the famous Cltoptra‘] also used forest
elephants from the Ethiupim and used them in bartle.
Indian and African elephants fought each other ar the Battle
of Raphm in217 BC.

Camel

Camels are popular steeds in desert and wasteland regions
because they need little food or water in order to travel great
distances. Popular in Arabia, North Africa, and other
southern regions, the camel is relied upon heavily for i1ts
abilities to carry large loads, travel grear distances with a
rider, and to understand simplc tasks. Although it 1s nor as
beauttful or as elegant as the horse, the camel 1s more than a
match in both speed over distances (though not in a short
sprint) and in stamina.

A camel can continue normallj.-‘ for as long as a week with
lirele or no food and water and can lose a quarter of its body
weight without impairing 1ts normal functions. Camels

prefer to eat dates, grass, and grains such as wheat and oats,

bur a camel traveling across an area where food 1s scarce can
easily survive on thorny scrub or whatever it can find —
bones, seeds, dried leaves, or even scrub-brush. Further,
camels have a rhree—compartmen[ed stomach and are caPablc
of regurgitating and re-chewing ingested forage in order to
get the most out of their feed. In fact, they are more
efficient at feed conversion than almost any other animal
known; they are able to extract protein and energy even from
poor quahl}' i_ur.!gc. A camel 1s capablc of drinkmg 10

gal]ons of water in just 10 minutes.

Camels are often called dromedaries. The term 1s derived
from the original word, "dromos,” (Greek for "road”) and
thus traces the camel’s use back into Greek and Roman
times. Before the horse, the camel was the predominant
riding-beast of the Iberian and African regions. and it sull
continues to be the choice of many tribes in the Middle East.

The finest breed of camel is the Batimyah, which are bred
and raised primarily in the city of Oman. They have
exquisite features: small head, long ears, and large eyes. The
maost lH]PUr[Hn[ asset GF arl}! Cal‘ne] IS 1§ EX[I’HOI’CI[“EFI"
stamina, something which the Batiniyah breed possesses in
great supply. A good camel, legends boast, could cross the
Sahara Desert with only one drink of water before leaving
and could make it back with anocher on the other side. Of
course, that is little more than Bedouin bragging, bur the
Batiniyah camels do possess exceptional stamina,

After a gestation petiod of 13 months, a camel cow usually
I’J(‘ﬂl’& p § Singl(‘ l:ﬂll_. ﬂnd chaSI()na].]}' wins. -]-I'lC Cal\"l’ﬁ \VE]."{
within hours of birth but remain close to their mothers until
they reach maturity at five years of age. Baby camels are born
withour a hump because the layer of far does not develop until
they can at last eat solid food. The normal life span of a camel
is 40 years, although a working camel retires from active dury
ar 25.

When selecting a camel for riding, one should keep in mind
that a good camel looks much like a fine greyhound — lean,
with taut muscles and good body tone. It should have a
long, thin neck, a very deep chest, and a small hump.
Checking the camel for narrow flanks, a slim waist, and
muscular legs with small pads will ensure thar the beast is a
good runner and has a gentle stride. Camels are very agile
and dainty when on the move, but a hob-kneed or short-
legged camel can be a disaster to ride for long distances,
shaking 1ts rider across its back so vigorously that it will
cause bruises. A buyer should check the mortion of the
animal when it walks, runs, or trots by standing ahead of it
and behind it to see if it is knock-kneed or bow-legged in
movements, if the gait Is ﬂowing or awkward, and how it
picks up its feer when 1t moves.

Camels have a woolly, brown coat that often looks shaggy
from seasonal shedding. This coat can come in every shade
of brown, from cream to almost black. Peasants often cut

this coat short, using the hair ro weave clothing or blankers



for the cold winter months. Male camels are considerably
|'rtrgrr than females and have an inflarable soft prJL'ltr: which
they use ro arrract females, When this palate is inflated, the

throat of the camel looks much like the swell of a bullfrog.

There are two distinct types of camel, the one-humped
camel (Camelus dromedarius) 1s found in the Arabian deserts,
while the rwo-humpcd camel (Camelus bactrianus) 1s found n
more Asiatic lands. T|1e}' are similar creatures, with few
differences outside of the visible humps. Both male and
female camels have these humps: there is no obviously
discernable gender difference other than size and geniralia.
Unpredictable at best, camels have the reputation of being
bad-tempered and obstinate creatures chat spit and kick. In
reality, they tend to be good-tempered, patient, and
intelligent unless they are uncomfortable or are ill-rreared.
The moaning and bawling sound cthey make when they 're
loaded up and have to rise to their feet is like the gruncing
and heavy breathing of a weight-lifter m action, not a sign
of displeasure at the work.
Normal speed for a walking camel 1s three miles per hour; a
working camel will typically cover 25 miles a day. Racing
camels can reach 12 mph ar a gallop. A tully-grown camel

can weigh over 1500 lbs.

C bariotecring

The Egyptians didn't invent the chariot, but they did
improve upon the idea. The firsc r:'p.ur[t:d charior comes
from abour 2000 BCE in Mesopotamia. The chariats of the
Egyptians are better dr:signcd than cheir Assyrian
predecessors, and the Egyptians used it both for
transportation and war. They designed the vehicle with the
driver standing directly over its axle.
This innovation put less stress on

the animal pulling the chariot.

Nor all chariors were pu[led b_\'

horses. Vartous designs included

other animals, lrom the camel to the ox to the donkey.
HU\\'E'\'CI'. [hf’ most {ﬂlnﬂl.lh Iilnd mMost Pl_jpulﬂrl Cl’lilritlls are
the one- and two-horse styles, A chariot is a small wooden
vehicle, wide enough to hold two standing men. It rests on
an axle, the ends of which are fastened with two strong
wooden wheels. The strongest, fastest animal was placed on
[I'lt_‘ r]b’llt—hdnd .‘;idt’ o ITh!kL' it eds1er to C(Jntrf)l .'lr(JtII‘Id SI}.]I"P
rii(i11g turns [ “'!”i.'h were Jlmgbt r]l“’d\"ﬂ o t}'H_: I'Ig]'ll ' Tl'lf_'
horses were branded with 4 hot iron on the hoofs or thighs,
either with the Greek letrer, kappa, which labeled them as
kopparies | right-hand horses ), or with the letter sigma, which
labeled them as samphores (left-hand horses).

Most Roman charioteers (called aurigac or agitatores) began
their careers as slaves. Those who were successful soon
accumulated enough money to buy their freedom, Slaves
were sometimes commanded to become charioteers simply
because their near-certam deaths would be a spectacular
event for the audience to see. Because of these frequent and
deadly accidents and wrecks, chariot races became nearly as

blaody and violent as gladiatoral combats.

War

War chariots are the smallest and most agile of their kind.
chigncd to race across a battlefield and lend phy.\:ii.‘.‘].l
support to the mf'ar;u'}-. a true war chariot only carried two
men — the charioreer and the warrior. The charioreer's jabs
were to direct the steeds, run down unarmed enemies, and
kccp away from dangerous opponents as well as to avoid
dangerous rerrain
oo ——  that might tnfure
the horses or
overrutn the chariot. The
warrior defended the charior,
using his bow and javelin for
longer-ranged artacks against
enemy soldiers, and f_oug['\l. oft

the side of the charior with



either a sword or mace 1n order to add the spccd and impact

of the chariot's rush to his blow.

Fighting in a charor is a difficulr task. Firstly, driver and
warrior must drive across the battletield at top speed.
turning haphazardly in all directions in order to find the
weak points in the enemy's line. The warrior generally
throws his weapons and attempts to break the ranks of the
opposition. Using the almost religious dread that most
primitive peoples felt towards thundering horses and
spinning chariot wheels, warriors attempted to capitalize on
breaks in the formarion. When thc)' found a location in the
enemy lines weakened and l_a“ing apart, they lcapcd from
their posts and engaged the enemy soldiers on foor.

The driver of the charior, meanwhile, withdrew a short
distance from the battle. His duty was to carefully watch the
action and be |.\rt‘|.\r1r:.*d to rush back into the open fray if
their masters need them. In order to do this. the chariot
team had to be trained to remain calm. Such teams and
drivers were tramed to move from standing to full speed
within seconds and to return from a racing pace to a
standstill in nearly the same amount of time. They had to be
able to turn in an instant and also o use their hooves and
reerth to defend rhemselves while still in the traces. It is a
very demanding task, both for horse and driver, and many

died while fighting their way to their masters.

Racing

Possibly the oldest spectatar sport m Rome, chariot-racing
dates back at least to the Gth Cenrury BCE. It was quite
pﬂpul‘lr among the Etruscans and contributed greatly ro
many aspects of Roman civilizarion. Depictions of charior-
racing among the Lucanians of Sicily date back as far as the
5th Century BCE. Chariot races are often associated with
funeral games, and in Rome they are heavily tied to religion,
Parth‘ular]}‘ to the charin[—driving deities, Phoebus (the sun)
and Diana (the moon).
Though a true war-chariot

carried two men, both the

four-horse and the rwo-horse

The rules varied with each race and arena. Typically, they
mcluded che following: no senking ocher riders with che
wiiip. no swerving in front of octhers unless to prevent a
collision, no additions or modifications to the chariot that
were not directly approved by the judges’ staff. A successful
racer had to be able to drive the charior without swerving,
which was difficult while using four horses of different
strengths. He also needed to know how to use the whip and
hold the remns sccurcril\'. He needed to avoid such things as
collisions and falling out of the chariot at the turning
paints. It was extremely common for drivers to die during
chariot races — other riders would often strike their
opponent s horses, or deliberacely slam the two chariots
rogether in order to overturn thetr oppenent onto the sand,
Such mishaps were often fatal, and even if the rider survived
the initial accident, he then had to live through the rest of
the charioteering pack as it passed him by — or drove
directly over him.

Most of the diehard Roman race fans could rattle off the
names and pedigrees of the lead horse on their favorite team,
cven if they could not remember the name of the slave who
drove the chartor, Since chariot races were 101‘1g and gruuhng.
stamina and responsiveness to commands were more
important than absolute speed. A great many mscriptions
commemorating chartoteers also include the names of
winning horses, and some horses even mericed their own
inscribed tombstones, one of which commemorates an
African courser named ‘_'}Pf_'udusa |"H:15ty"'| who was
"speedy as the wind.” Other records of the races record the
names and ages of every steed entered inro rhe lists for that

racetrack: many of the horses were named after mythological

heroes, such as Diomedes and Hercules.

Part 5: Steeds of Legend

chariors used in the races
only had a driver. During the
race, the charioteer was
concerned with using the
instde of the hlppodromc 50
as to cover the shortesr
distance. All charioteers
strove to do lhi:i, which

L'ill-lbi‘d many IlCCiL‘ICI‘I[S Jlld

collisions at the turning-

post. This also reveals the
skill and rechnique of the
good charioteer, as well as
the strcngth and specd of

tJ'l(_‘ ]'10!'5:?5.




Many of the most famous legends about heroes include their
mﬂg:nfil:em steeds — from Pegasus and Bclluphmn to the
ocean horses of Poseidon, from the Aughisky of Ireland to
the giant Roc of the Arabian rales. Without these famous
beasts, heroic tasks could never be accompiisht‘d and dangers
never faced. Their contributions are grear; and those heroes
who are capable of capturing or taming such creatures
should be lauded for their bravery and their ingenuity as well
as blessed of the gods.

H.]\'mg a |cgcndar)' steed 1s both a2 wondrous and a ditficult
thing. There are many who would wish to steal such a beast
for themselves. Providing for it presents numerous
challenges: in what barn does one house a Pegasus, and how
can it be tethered? The constant amounts of meat necessary
to feed a Roc or a Nightmare would be incredible but easier
than ga[hu‘ring the drep ocean grasses d Selkie needs.
Capturing these magnil_icenl animals almost J|Lv;|.f,':- requires
a great quest of some sort. They are not common animals,
and many of them are far more intelligent chan the normal
horse or pony. Others are prmccrcd by the gods themselves
or by tremendous dangers. And certainly, both steed and
rider will need a grear amount of rraining in order ro work
together in any difficult or dangerous circumstances; if the
rider of a I—’eg;!sus 15 not Prcp.m:cl when 1t ﬁuJL‘Ii‘nh' dives,

[I‘ICT‘L" are llkt‘l‘. o IDC SOME mMEessy l't‘_‘il.]!tb.

Pegasus

chcnc[s of the PL‘I_EA."LIS describe i beautiful, silver horse with
golden wings, capablc of flying directly to the mountain of
the gods. The first Pegasus, progenitor of the breed, sprang
fram the head of Medusa when she was at last destroyed by
the hero, Perseus. This magnificent beast bred with mortal
horses and created a herd of his kind before he was c;aprurcd
by the hero, Bclluphmn in order ta

enter into combar wich the

horrible chimera.

BLI[ BL’“CPIWUH d]d nor
know his place in
the world, and,
after the defeat of
the chimera, he
attempted to

ride Pegasus to
Mounr D!\'mpus
to claim a placr
among the gods.
Zeus sent a
stimging fly to bite
Pegasus, and the
S[eﬂd bUCkL‘d‘ r]‘\l’ou'[ng
Bellephron ofl his back and
leaving him to fall ro his death

far below. Afterwards, Pegasus found sancruary on the sacred

Why the Idea of a Riding Dog
Is Idiotic

Riding dogs? The concept seems strange enough,

bth. whc‘n Ir 1s C(‘PLIPIECI “r'll.il [1'".’. d:l'li!.[t‘l'ﬂlf?l.l

pml:\lcms. the mythical "riding dog” 1s even more
Illdicrﬂllﬁ. L.lnllkc l’lol‘scs; d()gS |'|ﬂ‘r'|.= d \"L’r.\' IDOSL‘II\'
structured back and shoulder, and a heavy rider
atop their backs would certainly cause long-term
difficulty and strain. A dog's gair 1s also not
meant for a rider: the head drops too low, and the
shoulders race oo high above the spine,
knocking an erstwhile rider to the ground quite
easily. Further, while dogs are very trainable and
L]ul[t I{\}-’}]l, tht‘\,' E.‘It"l not I'Jﬂ\'f,' r!"lt,' Sh{'{‘f stamina fto
hold a nder aloft for hours at a time, Dogs

tramned as a sled team, working rogether to pull a
heavy load? Yes. Dogs trained with saddle and
bridle, racing with a rider to battle or into a
tournament? You must be kidding!

-
- - -

mountain where the gods lived. There, he carried Zeus's
thl“’ldt‘l'bﬁl[f‘ into ]:‘rll.[lf ﬂnd was ridc{&’n an Pl‘rl\_t.'i‘lll L‘I(l'}'h I."."-J

Eos, the goddess of the dawn.

The DFFRPrmg of the noble Pegasus bear his name and are
known for their beauty, grace, and cnmplctr pcrfecnon
among steeds. They are che ideal horse, built lightly with the
grace of an Arabian and the sturdiness of the Barb in perfect
combinarion. Beyond this, they possess the abiliry ro fly, and
thetr tremendous golden wings can serve both to lift them
into the heavens and to buffer their enemies and drive them

to the grnund.

Breaking and riding a Pegasus are extremely difficule
tasks, Teaching a Pegasus to bear a nider requires an
area where the horse can be ridden ar first on the
ground, and then in the air in order to train the

steed to cope and maneuver with the extra weight.
The Pegasus has a light body structure and a
relatively delicate build, similar to thar of an
Arabian. Irs bones are lighter and more fragile
than those of the common horse. A grown Pegasus
may weigh on the average 800lb. A similarly sized
Barb or Spanish horse would weigh more than 1000
imunds. It has a light horse's features and a s[npmg
bone structure, although ics build 1s clean and very
pleasant to the eye. The back 1s curved, and, while it fits a
saddle well, most conventional saddles have no room for

the action of a P’g_'.l:;us's wings. A very advanced cobbler or



Pegasus Base Statistics

Gryphon

Also known as the grii.ﬁn ar griFFﬂn. this fabulous animal
has the head and wings of an eagle and the body and hind
quarters of a lion. The Greeks believed thcy inhabit Sc_\;rhia

Size: Large Beast and guard the gold of ancient kings. The Gryphon's noble
Hit Dice: 4d10+48 (30 Hit Points) bearing and unusual beauty make it atcracrive, bur its
Initiative: +1 (Dex) ravenous and vicious nature makes it a difficult steed for all
Speed: 60 feet, Fly 120 feet but the most legendary heroes.
{Averagc“] Gr}*phnr1s live to be approximalell\f 30 years old but may be
AC: 13 (-1 Size, +1 Dex, ridden as early as 5 years of age. Their life cycle matures at
+3 Natural) 3 years, and they may begin to create mﬂ_spring betfare they
THPHE SRR L AR - B, have reached their full grnwrh From nose to tip of their
(1d4+ 1 each) lion-like tail, an adult gryphon measures from eight to 10
Bace/Mendlts - § Faxiey 10 fherr 5 Reer feet Inng and has a \Jh.'mgspan ol appmxlman‘l}f 25 leet ar
2 / more. Females are slightly smaller than males and have less
SPBCIHJ Attacks: None brilliant coloration.
Special Qualities: Scent Gryphons are almost always golden and brown in color,
Saves: Fort +6, Ref +5, resembling the shades of a lion or golden eagle. Some are
will +2 occasionally black or white, but those are rare and are driven
Abilities: Ser 13, Dex 13, Con 15, out of wild herds before they reach maturity. The gryphon
Int 4, Wis 12, Cha 15 has powerful front and rear legs with claws capable of
Skills: Listen +7. Spot +7 cutting flesh, and their primary attack 1s a swoop-and-grab
Feats: Nons. much like the assault of a hunting hawk.
Climate/Terrain:  Any Temperate The adult gryphon resembles a heavy horse more than it
Orga.nization: Solicity does a Ii_ght animal, and often reaches 17 —18 hands high,
; while a few larger specimens stand as high as 19 hands. They
Chaﬂenge Ratmg: 2 are tall animals with a definite smoothness of stride on the
Treasure: None ground that matches well with their heavy maneuverability
Alignment: Usually Good the air. Unlike Pegasi, gryphons are not particularly acrobatic
Advancement: 5-10 HD (Large) fliers and prefer direct charges and artacks to

Note that this version of Pegasus is intended to

replace the one from the standard game.

maneuverability and dodging in the air. Mature gryphons
range in weight from 1300 pounds to 2000 pounds and can
be heavier if they are taller than usual.

These animals are extremely difficulr to train, bur once
broken to a rider, they are extremely loyal. Their Fierce
battle-rage awakens only if they smell fresh blood, and in all
other instances they are docile and protective companions.
Once the rider has been accepred as a member of the "pack,”
gryphons do not need to be hobbled or otherwise tied down
and will not seek freedom. They are immensely loyal o their

leatherworker could modify an existing saddle, but even

DAC ares a \-‘-’i“ not I ave []‘I PR 1N any clfcumstance.
l']"l.‘]t "I.‘DLlld CVCII[U.H“}' CAUSEe !’Ut‘blﬂg EII'Id chaﬂng &lgﬂll'lsf I, “_k . I']d g ¥ } o '3

- ; A Mo ders trai g a spectal whistle whose
the bone of the wing and shoulder. Saddles rhat are builc RE 1 ain their animals to a Gp-.nal histle whe

. . o ; ; high-pitched call 1s difficult to hear. When it is s ed, the
for a Pegasus have an entirely different girth mechanism, B S ) " #8318 SIRAN, the

designed to allow for both case of movement and for che gryphon’s keen hearing will focus on it, and the creature

g wpalifecs T Yox , comes casily to the rider's side,
rider to rematn stable even during complex maneuvers /

m the air. Gr_l\fphcms feed on horseflesh. It is their favorite food. Thus.

j : haracter cannot have such a gryphon as a mount il hus or
The Pegasus is a small steed, usually standing between 14 e A BOYF ’

g Py ’ . g - hfr fe‘nl_‘l“f"'b 0OwWn hDTSCS.
and 16 hh. While dark-colored Pegasi are known to exist,

the breed usually contains only grey, white, palominos, and

Aughisky

the occasional vellow dun. Pegasi rarely possess markings, 4
) g Yp g ~
Aughisky are water-horses of Ireland and the Celtic lands.

but, when they do, they are almost always even and

The e dangerous crearures, diffi capture ; one
pleasant ta the eye. ey are dange C fficult to capture and prone

to carrying their riders into the sea and leaving them in the
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Gryphon Base Statistics
Size: Large Beast
Hit Dice: odio+12
(45 Hic Points)
Initiative: +1 (Dex)
Speed: 40 feer, Fly 80 feet
(Poor)
AC: 13 (-1 Size, +1 Dex,
+3 Naturalﬁ

Arttacks: 2 Claws +4 melee
(1d6+4), Bite -1 melee
(1d8+2)

Face/Reach: 5 feet by 10 feet / 5 feer
Special Artacks: Pounce, Rake
Special Qualities: None

Saves: Fort +7, Ref +6,
Will +3

Abilities: Str 18, Dex 13, Con 15,
Int 3, Wis 12, Cha 9
Skills: Listen +15, Spul +15
Feats: None
Climate/Terrain: Any Temperate
Organization: Solitary, Pair, or
Pack (5-12)
Challenge Rating: 4
Treasure: Srandard
Alignment: AI“’:I}'S Neutral
Advancement: 7-10 HD (Large)
Pounce (Ex): A gryphon that dives or leaps on
an nF‘PﬂnCnf in the l-ir:it r(]LIﬂd Of Ci}mhdt mil‘\_-"
make a Full Actack even if it has d|read_\_' moved
thar round.
Rake (Ex): If the gr}'phun Pounces on its
target, it may make two additional attacks with
its hind claws as +8 melee for 1d6+2 points of

damage each.

depths to drown. These steeds were once the horses of the
Irish Selkie, but a curse upon the Selkie turned them all into
seals, Now, their horses roam free in the ocean’s waves and
entice the unwary to drown.

Aughisk}‘ live 1 the sea and rarely come up to roam the land
above. Thel\' are pcrl'cccllv caPablc of Ii\'lng both in and our

Orfht’ water, bll[ lht‘ ocedn 1s [hfll’ nﬂIur.ﬂ.I I“I(JITI'S. [:)1.1[‘11]!"{j lht‘

night of the full moon and on holidays such as Samhain and

Beltaine, the Aughisky rise out of the sea and gallop along
the shore or through the fields near the ocean.

c‘\!’]}'Dl‘lE who can catch one :md IC&CI it away !tll'O!Tl the Shﬂl‘L‘

can use it as a mount, blll [I'll_‘SC creatures must b(‘ Cdllghl’

Augbhisky
Size: Large Beast
Hit Dice: 3d10 (16 Hirt Paints)
Initiative: +2 (Dex)
S'Peecl: 60 feet, Swim 60 Feet
AC: 11 (-1 Size +2 Dex)
Attacks: Bite +4 melee (1d6+3)
Face/Reach: 5 feet by 10 feet / 5 feet
Special Attacks: None
Specia] Qualities: Call of the Ocean,
Low-“ght Vision
Saves: Fort +3, Refl +5,
Will +2
Abilities: Ser 14, Dex 14, Con 10,
Inc 2, Wis 12, Cha 8§
Climate/Terrain: Any Underwarer
Organization: Solitary
Challenge Rating: 1
Treasure: None
Alignment: Usually Neutral Evil
Advancement: 4-8 HD (Large)
Call of the Ocean (Ex): Whenever the

Aughisky can hear or see the ocean, it will
attempt to return to the water. Thus, capruring
and maintaining one of these beasts 1s extremely
difficult. The ger 1t away from the water it must
be caprured or ridden away. To pcrform the latrer,
the Charac[cr \-\'hO “'OUICI dU SO must mount (hl_'
Aughlsk}\-’ 31'Jd thCﬂ Sllcft’.[‘d at thrﬁ'ﬂ COHS[‘CII[E‘-’L'
Ride Skill checks at DC 17. Each time the
character fails, the Aughisky moves ar its
maxhnum SPt'l:d tD\‘v"afClS lhl_‘ walers.

Likewise, a Prcviously broken Aughiskl\' will
attempt to return to the ocean if it can hear or
see the waves. The rider must succeed at three
consecutive Ride Skill checks ar DC 17 or the
beast will move inevitably towards the sea. Each
failed check moves the Aughisky its maximum
spccd closer.




Aughisky (cont’d)
Once the creature has made contact with the

watet, It cannot be smpps‘d. It will move
unabated our to the depths of the ocean. To

Unique or Exreptional Steeds

The following unique or exceptional steeds are more obscure
creatures of legend and are excremely difficulr to acquire,
even tn a truly fantastic campaign. While legends of these
beasts can be found across Europe and Asia, few adventurers

are able to confirm their existence.

dismount, the character must succeed at a Reflex
Save at DC 22. He or she can continue to
attempt to save each round, but each failure
moves the character the Aughisky's maximum
Speed out into the ocean. After the second
round, the monster ‘sleIl’lL'l’s‘t‘b ...omplcr.f[\ and
kups sw mlmmE further out. Rules for Holdmb
Breath and Drm\nmg 1mmt.dmtell come

into Pla\«'. #

Status: If you are using the Status rules from
Avalanche Prr:sss CELTIC AGE, an Aug hlsk}-

mount gains the character 5 Status Points.

and tamed like any other wild horse, Al[hough they can live
equally well above and below the water, they are no more
Inrcnigem or capahlc than other horses. They are, however,
excellent short-distance runners and have incredible
sprinting specd - neﬂrll‘,-' twice that of a normal |ig|1t horse.
The danger of such a steed is thar it may return to the ocean
any chance it gets, and it is particularly prone to fight for its
freedom 1f within sight or sound of the sea. Inexperienced
riders, or those not strong enough to control the Aughisky's
violent struggies may find themselves thrown or, worse,
taken with the beast as it Pll.ll"tgt‘b into the waves and swims

deep into the ocean.

To own an Aughisky one must first catch or surprise it, and
then lead it away from the ocean. So long as it cannor see or
hear the waves, it will be as docile as any horse and may be
rrained like one. However, Aughisk)‘ are not horses, and they
are not herbivorous, feeding instead on the meat of cows,
fish, and other small animals. They are not dangerous in the
Pr&"se'nfl‘ 0" UII"IQT ]1(‘I'SI:S or l:ll'gE '.1I'iitl1i11:n (l]rhﬂllgh [hL'.‘c’ n'lill‘,'
attack and attempr to kill foals or calves if Liu‘}' see an
OPPDT[U”][':.' o dO SO

Aughisky are grey and white, pale-colored steeds with bluish
hooves and f‘.'llnlh' luminous skin. ThE}‘ stand 14 to 15
hands high, and are very sturdy horses with long legs and
smooth, almost ethereal movements. Their bone structure is
heavy, and they weigh proportionally more than most light
harses while not achieving the thick body shape or size of a
heavy steed. The profile of an Aughisky or an Aughisky-
descenided steed!is very straight, with :~|Lndcr. almost slitred
nostrils and a heavy mane and rail chat resembles a thick
mass of kelp.

Golemic Steeds

Many cultures around the world create golemic steeds for
ritual or sacrificial purposes. The Iron Horses of Japan and
India are well-known for their rugged strength, and China's

Unicorns

Unicorns are too intc“igen[ to be considered
"steeds,” and do nor fall under the Suldclincs
prcsm‘ltrd in this book. Thc}’ are as in[clligent as
humans, and tl‘u:y can learn classes and feats from
both this book and from the standard game.
.‘\llhmug]‘t unicorns will accept riders under
extraordinary circumstances, they are never used
as beasts of burden, nor are thé}-‘ "owned” any
more than any other sentient creature may be,
outside of 5|.}\'er§'.

Unicorns occasionally choose to work with
Wizards or Paladins in a partnered re]ationship
as equals. They never wear saddles or bridles, and
commands are communicated to them either via
leg movements or vocally.

The same can be said for the Unicorn’s Chinese
uquiv.lll:nt. the Ki-rin, The unique and solitary
Ki-rin Pcrsuniﬁcs all that is good, pure, and
peaceful in Chinese history. It lives in paradise
and only visits the world at the birth of a wise
philosopher. The Ki-rin can live to become one
thousand years old and is portrayed as a deer with
one horn, the tail of an ox, the hooves of a horse,
and a |:10c|_\1 covered with the scales of a fish,




Iron Horse
Size: Large Construct
Hit Dice: 1s5d10 (82 Hit Points)
Initiative: +0
Speed: 40 feer
AC: 21 (-1 Size,
+12 Natural]
Actacks: Bite +16, melee
(1d4+6): 2 Hooves
+ 11 melee (1d6+3)
Face/Reach: 5 feet x 10 feer / 5 feet
SPeciaI Attacks: None
Special Qualities: Construct, Damage
Reduction 10/+41
Saves: Fort +5, Ref +5,
Will +5
Abilities: Str 22, Dex 11, Con —,
Int — Wis 11, Cha I
Skills: None
Feats: None
Climate/Terrain: Any Land
Organization: Solitary
Challenge Rating: 7
Treasure: None
Aﬁgru‘ﬂent: Always Neutral
Advancement: 16-30 HD (Large),

31-45 HD (Huge)

An Iron Horse 15 a [remfndousl}’ largt‘ antmal,
standing exactly 18 hh and weighing over 4600
pounds. Its body is forged of the finest
articulated alloys, with jeweled eyes and enameled
hooaves, tail,
mechanically
imperfections  in  the
the “muscularure.”

dTld mane. Its ]-CIIIU['L‘S are
perl'_ect. with no ﬂaws or

[[‘Dn Horses cdnnot SPITE.I( or I‘l'iak{_' .31'1"' SDLlr‘Id
al‘!d thnrl Onl'u’ Llndfl—staﬂ& 5]!111’_1]!? |DnL W()rd
verbal communds. They can be Lonrrollcd E\}
reins and saddle like any other horse and will
continue running in a single direction until given
the stop command, either verbally or through the
retns and saddle.

smooth lines of

Terra Cotta Steeds are used in the rirual burial of Emperors
and other rulers. These golemic steeds have much in
common with “normal” golems. mciuding their resilience,
Singlc-n'llnd(:dness, il]'ld Stﬂ‘:ﬂgth. The\-’ FO“O“ mstructions
explicitly and are completely emotionless. Unlike mortal
steeds, golemic creatures do not get tired, nor do they need
to eat or sleep. However, [hcy are not as fleet as morral
horses. Golems do not require breathable air and are immune
to most forms of energy and therefore can be taken ro the
bottom of the ocean or into high mountain passes with

equal ease, making them exceprional steeds for long or

dangerous journeys.

Iron Horse (cont’d)

Combat
AIthough Iron

formidable

opponents, thc;.' are not created to be war-steeds.

Horses make

They can defend themselves or even artack
opponents if directed to do so by their owners,
however. When attacking, the Iron Hotse does so
with a double strike from front or rear hooves
and an additional Bite attack to those
immediately 1n front of it.

Construct (Ex): Immune to mmd-mﬂuencmg
effeccs, poison, sleep, paralysis,
disease, deach effects, and necromantic effects.
Not subject to Critical Hits, Subdual Damage,
Abtlity Damage, Ability Drain, or Level Drain.
Cannot be affected by anything that requires 2
Forticude Save unless it also works on objects.
Nort at risk from Death from Massive Damage,

stunning,

but, when an Iron Horse is reduced to 0 Hit
Points, 1t 1s :mmcdiatcly destroved.

Construction

An lron Horse's body is sculpted from 4000
pounds of pure iron. The golem costs 80,000
go]d to create, mcluding jewels for the eyes and
enameling for the hooves, mane, and rail.
Assembling the body requires a successful Craft
(Armorsmithing) check at DC 23. The Iron
Horse 1s very articulated for ease of movement
and, therefore, very difficult to make.

The creator of an Iron Horse must be at least 14th
Level and able to cast arcane spelIs. inc|uding
Geas/Quest, Limited Wish, and Polymnrph Any
Object. Completing this ritual drains 1,500
Expcricnce from the crearure’s creator.




Terva Cotta Steed
Size: Large Construct (Earth)
Hit Dice: 8d10 (44 Hir Points)

Initiative: +1 (Dex)
Speed: 40 feet
AC: 24 (-1 Size, +1 Dex,
+ 14 Narural)
Arttacks: Bite +9 melee (1d4+4);
2 Hooves +4 melee
(1d6+2)
Face/Reach: 5 feet by 10 feet / 5 feet
Specia] Attacks: Berserk
Sptcial Qualities: Construct, Damage
Reducrion 15/+2.
Etherealness,
Regeneration 4
Saves: Fort +2, Refl 43,
will +2
Abilities: Str 19, Dex 13, Con —,
Int —, Wis 10, Cha 1

Skills: None
Feats: None
Climate/Terrain: Any Land
Organization; Solitary
Challenge Rating: 5
Treasure: None
Alignment: .i\|\=\'a}-‘5 Neurral

Advancement: 9-16 HD (Large),
17-24 HD (Huge)
The Chinese believe that the horse 5)‘:nb01i2e5
srrengrh. perseverance, and success. They
associare the death-tribute of a horse as one of
the |‘|ighf51 honors a person can receive at his or
her funeral, and these terra cotta steeds were
created to follow a rich or Powcrl_ul ruler into the
grave, Made from solid clay and the blood of a
noble steed, terra corta horses are loyal and
noble, designed o defend the tomb agu;nst any
who would dare disturb it. Its sc:onc{ary purpose
is to bear the spirit of the deceased into the
heavens, returning un]:,' to guard the remains.
Terra cotta steeds are not usually designed for
long travel, nor are they sturdy enough to bear
the rgors of a heavy load. They are strong and

stalwart fighters, and they are unceasing in
their vigilance.

Terra Cotta Steed (cont'd)
Combat

A terra cotra I"IOI'SE cannot b(‘ dlﬁ:iuildtd I'_I‘OITI the

defense of the grave it guards and will not leave
once it has been interred. It makes a formidable
opponent and will fight until completely
destroyed in order to kecp grave-robbers from its
ward. When attacking, 1t does so with a double
strike from front or rear hooves, and an
additional bite attack to those immediately in
front of 1it.

Berserk (Ex): When a rerra cotra steed enters
combart, there 1s a S||;_‘|1r chance (2% cumulative)
L’il'C]-! rotlnd rhdt lhf tllf[h L'lt’mt_nl—li m]‘l.lblt:rlk
the steed will break free and go berserk. If this
occurs, then the golem will go on a rampage,
attacking the nearest living creature or smashing
any objeu within the tomb that 1s nearby. Chics
Berserk, the terra cotra steed cannot be
CO]‘II’IO”L‘C{ ilI'ld \i'l“ Uﬂl}' recover 1ts anSibi!|f[ﬁ5
after five rounds of frenzied .'Jtti\’ll:l,-"

Construct (Ex): Immune to mind—mﬂucncing
effects, poison, sleep, i\.w;ﬂy:als. stunning,
disease, dearh effects, and necromanric effects.
Not subjecr to Critical Hits, Subdual Damage,
f\bilil}-’ Damage, Ability Drain, or Level Drain.
Cannot be affected by anyrhing that requires a
Fortitude Save unless it also works on objects.
Not at risk from Death from Massive Damage,
but, when a terra cotta steed 1s reduced to 0 Hit
Points, it is immediately destroyed.

Etherealness (Su): This ability functions just like
the spcll of the same name as if cast by a 20th
Level Sorcerer. The Terra Cotta Steed may carry
up to two riders along with it when 1t turns
echereal. If these riders depart the creature’s back
before it reforms in the physical world. they are

trapped in the ethereal plane.
Construction

A terra corta steed’'s body 1s sculpred from a
single block of clay weighing no less than 2,000
pounds, The golem casts 60,000 gold to create,
including the sacrifice of a stallion of great size
and noble breeding. Assembling the body
requires a successful Craft (Sculpting or
Masonry) check at DC 21. The ritual mustc be
cast by a divine caster of no less than 16th level,
who can cast Animate Object. Bless, Commune,
Prayer and Summon Monster I, The last 1s
used to summon a small earth elemental 1o
inhabit the golem,

- -

reby




Fey Horses

Fey Horses are magical creatures thar live in the depths of
enchanted woods. Their legend has rraveled from the wilds
of Russta and China all the way to Greece and France. Their
habits are very sollr.lr). and rarely are more than one or two
of these creatures seen at one time. They are very shy,

Pr:‘f'crrlng to shun human habitation and civilization.

Fey Horses are immortal, having no life span other than
death by aceident or violence, and they are largely immune to
disease, sickness, and other pmblems. Th-:}* live freely in the
wild woods and enjoy simple pleasures and amusements.
While they are not as intelligent as the average human, they
are far more so than normal horses.

A Fu:_\‘ Horse is a lovely ereature, very glulcsﬂtl and gmt[c. Its
hud}' is a lictle smaller than an Arabian, m;!rkmg it as a horse
but just a few hands shy of being a pony. It is always white
with golden markings, and 1ts body is delicate and lightly-
boned. Such steeds have large blue eyes, arched necks, and
flowing golden manes and tails. They walk as if on air.

making no sound and leaving no trace,

Part 6: Steed Creation

Steeds

serve their
masters, toiling
thanklessly beneath
heavy burdens in order to

reach their d;if[:.’ grain at the end of the day. But not all of
them are given thankless rasks, and some are even trained
and cared for like kings. These extraordinary beasts are
c.'np:lhk' of lcarning a steed “}vofcssion." complctr with
Fears, Level Bonuses, and Arrtack Bonuses. This section of
rhe L\nnk 15 C{L‘Nignc‘d o ]M‘Ip )‘ﬂu create }‘mll’ own un:qur
steeds for the campaign. All of the martertal in Part 6 is

designated Open Game Content for license purposes.
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Fey Horse

Size: L.irge Fey (Earth)
Hit Dice: 4d6+4 (18 Hit Points)
Initiative: +3 (Dex)
Speed: 60 feer

AC: 15 (-1 Size. +3 Dex,
+ 3 Natural)
Attacks: 2 Hooves +2 melee
[1d6+2)
Face/Reach: 5 feet by 10 feer / 5 feet

Special Attacks: Sleep Dust

Spccfal Qualities: Low-llght Vision

Saves: Fort +2. Ref +7.
Will +4
Abilities: Str 14, Dex 16, Con 12,
Int 5, Wis 10, Cha 10
Skills: Hide +4, Jump +7,
Listen +4,
Move Silently +4,
Spot +4,
Wilderness Lore +44
Feats: None
Climate/Terrain: Tempcr:}[c Forest
Organization: Solitary
Challenge Rating: 1
Treasure: Standard

A]_igmnent: Usually Good
5-8 HD (Large),

9-12 HD [_Hugc )

Advancement:

Combat

Frightened of combar, a Fey Horse will almost
always choose to run rather than face an
opponent, It uses its Slw:p Dust to cause
predators or opponents to sink into a deep
slumber, gi\'fng it time to flee and escape. If
corlu‘r;‘.d or if_tlit‘ |i\'i.‘§- lli_ its ﬂ)a]s are in dimgc‘r.
a Fey Horse will ﬂgh[ for its life.

Sleep Dust (Sp): A Fey Horse's mane and rail
contain a great quantity of Sleep Dust. When the
horse shivers or lashes with its tail, this dust
spreads our and covers an area 10 feet in
diameter around the creature. All those in the
ared of effect must make a Fortitude Save (DC
18) or fall instantly JSIL‘CP for 1d6 hours.




bnub!u and sold at hig_hcr prices than standard mounts.

Once a steed has transferred owners, it is that owner's

PI‘:‘FOngIVE |.;md no one :‘.lﬁL" 5| TO dl\'CI’[ C.\PCFICTICE gamcd

Aﬂ‘mal HHSbﬂﬂdfy to it. Thus, a 2nd Level Fighter | if ieredibly wealthy) could

Characrers with 10 Ruanks in the Animal purchase a 7th Level Courser. Said characrer could not draw

Husbandry Skill can train a steed up to 1st Level from the horse's pool of experience, but he or she could

without dl\'El’llﬂb ARy ‘Expevience of their own. diverr 10% of his or her own :xpu:rin:m:t: to the animal to

This requires three months of ‘constant, help it progress to 8th Level.
umnterrupted traming berween steed and master,

during which the rider cannot advencure, travel, Bu,‘ldf"g a Steed

or be away from the horse for more than one day T ¥ i "
o create a steed, there are four steps: choose a
at a tme, or four days rotal over the GeERYE HSIOE e A

three months classification, choose a breed, choose a Class, and select

Individuals with 20 Ranks in Animal Husbandry Feats, Each is detalled below,

may tran a steed to Level 2 for free by e-|‘tndlm, C‘boosfng a Class;’fimtion

eight months engaged in the rask, and those with

First, choose vour classification. These are Light Horse
Antmal Hubbandry of 30 may tramn a steed to " “ 5 i

. —1pquy T 3 r Elenh: h. a > afF rhe

Level 3 in one year. Heavy Horse, Iom,. Eley himt' Camel, or one of the
legendary ones (Pegasus, Gryphon, Aughisky, etc.). Note

- that creating a steed by using one of the basic classifications

listed itbO\'t‘ I'L‘];‘Iilf‘l.‘s [I'lt’ ]'IOI'S-E‘S f‘nund in ll'll' sr.'md.u'd E_".ll'l'li‘.

Choosing a Breed

Select one breed within your classificarion. Add this breed's
Sfffd Experience bonuses to the basic statistics of the classification, Table 6-2

Scfﬂdﬁ gﬂi11 {.‘XPCTICHC\‘: |3‘. I‘.Iin!\r'llﬂg 1T dll\":rtf'-d ra ti'\fm b} []‘ICII’ 113[5 '[hl_' I.‘I'Cild:"i. b" ElaSkIfIfJ[lUﬂ.

owners. A character may choose to divert up to 10% of his Cboosing a Class
or her experience ta the mount. Experience may only be

i : T - A steed rhar acquires a class (through che course of rigorous
diverted o the steed at the time it is awarded by the GM, 9 5 =

training) 1s a unique and cxceprinml creature. Upon gaining

and no more than 10% may be diverted into any one steed. = i
. s X % the new L|,1&.s‘ It !mmc..']l.lteh' becomes Ist Level and gets the
If a PC has three mounts, he or she may choose to divert . . - - "
> Hit Points and orther bonuses available to members of the

selected Class,

Table 6-3 details the experience requlr&'d for a steed to

10% of his or her f:.\'pcrienc\' o each of the horses.

Mounts can g.]in L‘);I.\t‘ri:*ncc on their own, but ‘:‘“].'" if they

are in the wild. Such creatures may gain only Feats thar : <
= v ' advance in levels. Level-dependent benefits are also shown.

require no rider or trainer to learn.

The table .1pp11u. to all steeds regardless of the class chosen.

3. . P ; ‘ . - e, -~
A Paladin receives an additional bonus to the experience Whve santinus tered to whichia fsunt Satadeaiteeds: Lot:

diverted to his or her steed if it benefits the characrer's

Spccial Mount. For every 2 points of experience that the

Paladin gives to his or her mount, the steed automatically
gains 1 pont for free. Thus, a Paladin thar earned 900
experience and diverted 10% of it to his or her steed
would see the animal gain 135 experience
instead of 90. The Paladin still cannor divert
mote than 10% of his or her experience to
the horse,

Sreeds may choose from any one of the following_
classes listed below. They cannot multi-class in any fashion
and may have only classes listed as available for steeds. A
horse, simplj.' put, cannot be a Fighter/Destrier, nor can it
be a Destrier/Palfrey. The steed is tramned to one class and
remains so for the rest of its life.

When a steed 1s killed, sold, or lost, the experience it
has gained goes with 1t and does not return to 1ts
former owner. Steeds of higher levels are accordingly

.T"1



Selecting Feats

Steeds gain one Feat when they reach 1st
Level. Additional ones are gainrd according
to Table 6-4: Steed Fear Progression.

Note that steeds are restricted in which
Fears they can choose. They can select any
of those found in this book bur only a few
. TyPe
Arabian

of those from the standard game. The
reason 1s that most of the Feats were
designed with human beings in mind. Thus,

Barb

most of them are not appropriate to
Brabant

MOunts. A CDI'I'IP]E[[‘ IlS'[ OF ‘n\'hfk‘h FL'R[S d
Breton

Camel

steed can choose can be found on Table 6-8.

Steed Classes
Courser (Race Horse)

While the destrier and palfrey excel in
power and comfort, they are not fast .
horses. The need for a fast messenger
between armies or kingdoms gave rise to
the courser, the ancestor of the race horse.
CDUTSETS aTe S[rong. ]Ciiﬂ [101'5?5 “’ith hl‘.)[

( Turkish, Arabian, or Barb} blood in their
veins. A PrmclpaI source of coursers in the
fal'l}' ‘\'L'ﬂrs B[: thf Br(‘il‘lZE aﬂd h‘hddlf .-’\gf.‘s
was NaplesA The N::,lpolitans acquired
horses from Africa and bred them o
European stock. The result was an
extremely fast horse sought by kings from
as far away as England who wanted to add

sPccd to therr stables.

chmrmmr!s: Dexterity 14+,
Caonstitution 154+

Dexterity and Constitution are critical to

the speedy Courser. It is trained to be a long-running and
fast horse, created to carry messages from one end of a
kingdom to the other as quickly as possiblc, Those harses

trained 1n this class have the benefits of sperd and stamuna.

Class Features: Coursers gain Class Features at a rate shown
on Table 6-5. They are described below.

Increased Movement (Ex): The horse can add 10 extra
feer ro its SF‘C{.‘d when hustling or running (x3 or x4), This
is an addition to the horse's spctd that occurs after any
multiplication of the base speed.

Increased Movement Il (Ex): The horse can add 20 extra
feet to its speed when hustling or running (x3 or x4). This
ts an addition to the horse's speed that occurs after any
multiplication of the base speed.

Increased Movement II1 (Ex): The horse can add 30
extra feet to its speed when hustling or rulming (x3 or x4).
This is an addition to the horse's spt‘cd thar occurs after any
multiplication of the base speed.

The table below lists the average purchase price for each kind of steed.
Prices are given mn gold for typical specimens, purebred_t‘.‘ and
exceprional antmals. However, prices may vary from market to markert.

Ariegeols

Elephant
Norwegian Fjord
Percheron
Shetland

Spanish Andalusian
Aughisk)""
G ryph on®

Pegasus®

Table 6-1: Purchase Prices

Purebred
500
50
100
1000
800
80

Typical
350
is
75
400
100
40
8,000
40
00
30
450
515
1000
9000
4000

Exceptional
1000
200
F00
1500
1000
120
12,000
200
1200
150
1300
1300
10,000
25,000
12,000

60
350
50
1200
1400

* - These animals cannor be purchased at market. The prices listed are
the amounr for which they can be sold.

T}'pical steeds follow all statistics and modifiers regarding their breed.
Purebred anitmals gain an additional +2 Charisma for their unique
beauty and perfect structure. Exceptional steeds gain the +2 Purebred
Bonus and also roll d10 instead of d8 for Hit Points.

Destrier (Warborse)

The Destrier 1s the pmud war-steed of barcle, mrrying
knights and other heavily armed soldiers into war. They are
stoic, proud horses with titanic muscles and broad backs,
trained to be ready for war. Many heavy horses are given this
training, although some are simply used for carrs, plowng,
or ather strength-related tasks. Those that are trained to be
Destriers (whether light or heavy horses) are capablc of
fighting on their own behalf as well as carrying their riders
into battle.

Requrrements: Strength 164, Constitution 15+

Strength 1s the primary ability for warhorses, and they rely
on their physical prowess to carry heavy burdens (such as
knights in armor) and to fight bravely despite the weight of
barc{ing. weapons, or the mire of the battlefield.
Constitution is only slightly less important simce a ﬁghting
steed requires a good deal of Hit Points to be able to survive
the brutality of bartle.



Table 6-2: Breeds
by Classification

Light Horse Beast of Burden
Arabian
Barb

Spanish Andalusian

Camel

EIt’phanL

I.egendary Steed

Pony Aughisky

Ariegeois Fey Horse

Norwegian Fjord
Shetland

Gryphon

Iron Horse

Pegasus

Heavy Horse
Terra Corra Steed

Brabant

Breton

Percheron
Shire

-

Class Fratures: Destrier Class Features are added at a race
described on Table 6-6, Descriprions follow.

Bonus Hit Die (Ex): Destriers gain one additional d8 for
Hit Points at 1st Level.
Bonus Battle Feat
(Ex): Destriers

must choose their

Bonus Feats from

C‘Li[}'" kﬂlgh[A ]]']Sfl‘..'ld. SOIC“L‘I'S ‘v\']-ID are not Pl;ll'll'lll"lg Lo enter
battle ride a palfrey: a short-legged, long-bodied horse that
has a g:‘ml:‘ gait and a beauriful appearance. The smooth
ride afforded by the palfrey also makes 1t a suitable mount
for the wounded or aged who are unable to mount or ride a
taller horse, Palfreys are often the horse of choice for ladies
and nobles, due to their grear beauty and their ﬂowmg,

smooth gait.

Palfreys are more acrobatic than other horses, using their
hugh dexterity and greater mrelligence to learn tricks and
intricate dressage movements.

Requirements: Dexrerity 164, Intclligcncc i+

Class Features: Palfreys gain Class Features at a rate shown on

Table 6-7.

Lunge (Ex): Ar this level, palfreys gain the ability to
lunge out of the way of danger. If the horse 15 endangered
by any effect that norrnn“l'.' allows a Reflex Saving Throw
for half damage, a successful Saving Throw allows the
horse to take ne damage. This ability can only be used 1f
the steed is ligh[l}' encumbered or less,

Swift Hooves (Ex): Palfreys are not fighters, but they are
adepr at dodging blows on the battlefield and gain a +2
Dodge Bonus when mounted and facing a single opponent
(or rider and steed). This bonus increases to + 3 1f the foe

is mounted on a steed that 1s not a Palfrey.

Preternatural Awareness (Ex): Beginning ar 8th Level,

the Palfrey gains the ability to react to u:l;chr even before 1t

those chat are l Table 6-3: Experience and
classified as Bactle
Feats. Level-Dependent Benefits
Threaten (Ex): Steed Level Experience Abflity Increases® Bonus Hir Points
The horse with chis [ 200 +4 +4
ability threatens a ) 400 — —
Critical Hir on a 3 200 - 44
roll of 19 or 20 on 4 1200 +1 [
the artack roll. 5 2400 L +8
Threaten II (Ex): 1 6 3600 = —
The steed now 7 4800 — +8
threarens a Critical 8 G200 +1 — 1
Hit on rolls of 18, 9 7800 — + 12
19, or 20 on the 1o 10,000 = —
artack roll. * - At Ist Level a steed gains four extra points to be distributed across 1ts Abiliry
Pd!ff'f_‘)f (Tf't'f.'k Sc.ircs how!:vcr its owner sees fie. Av 4ch and 8th Levels, it gers one additional point
to be used in the same fashion.
Horse)
A
The Destrier is the

horse of battle bur
1s not a comforrable

mount For the "off




Level Light Horse Heavy Horse
1 +1 +1
2 — —
3 =] +1
4 — 1 —

s 1= 3
& ==1 +1
? — —
8 L _
9 =I<1 +1
1O =, =

has qu_\' sensed its presence. The horse retains any
Dexterity Bonus to Armor Class even if it 15 c-.mght Flat-
Footed or struck by an mvisible atracker.

Steed Feats

Harses and ponies receive one additional Feat every three
levels, beginning at Level 1. Non-horse or unusual steed
types receive one additional Feat every four levels. Each class
gains additional Feats as well.

Steed Feats come 1n six

classifications: General,

Battle, Drcssagc.

Table 6-4: Steed Feat Progression

The chart below decails the rate at which steeds gam Feats basccl on their classification:

Pony Beast of Burden Legendary
+1 =TI +1

+1 - —

— A | 2

41 - -

— +1 +1

+1 Nl =

can be found on Table 6-8: Feats Available to Steeds.

Battering Ram [Elephant |
Pr'.-'rrqm'sirr. Elcphdm

Benefit: With this leat, the clcphant may use Lrs clurgc attack
against a door, wall. or other stationary object. The e[cphdm
deals 3d10 plus 1Ls Strcngrh Bonus in d.’;mage to the obicct
per round of the assault. Ir alse adds any other bonuses

derived from atracking an immobile object.

S 1S

Elcphant‘ Camel, thhl.
The last are on]y

.'I\-'flil;lb].l_‘ to t!lGSL’ animals

c-,lpablc of indeprndcm

flight. Elephant and Attack

Camel Fears can only be 1 +0
taken by rhose animals. = +1
These 1'I1cw Feats may 3 +2
only be taken by the + T3
steeds themselves; they 5 +3
are not available to non- 6 +4
steed characrers. 7 +5
Steeds may also choose 8 s
from a small number of :f

i

the General Feats in the
standard game. A
|:0n1p|:"[c list of the

Feats available to steeds

and their classifications

i

Table 6-5: Courser Class Features
Fort Ref Will Class Features
+2 +0 +0 Increased Movement
+3 +0 +0
+3 41 +1 Bonus Feart
+4 +1 +1 Increased Movement 11
+4 +1 +1
+35 +2 o
%45 +2 +2
+6 +2 2 Increased Movement 111
+6 +3 +3 Bonus Feat
=7 +3 +3

-



Desert Direction

Sense [Camel |

Prereguisite: Camel Table 6-6; Destrier Class Features

Benefit: By concentrating, Level Attack Fort Ref Wil Class Features

the camel can sense 1 +1 +0 +2 40 Bonus Barttle Fear,

direction, even tn the Bonus Hit Die, +1 Initiative
shifting desert sands. A 2 +2 +0 +3 +0 Threaten

Camel with chis Fear 3 +3 41 +3 41

never gets la?t |-'f' the 4 +4 +1 +4 -+ 1 Toug}mcss Feat

desert and, if left to 5 +5 +1 +4 +1 Bonus Bartle Fear

choose its own pat]‘l. will 6 +6 +2 +5 +2 Threaten I1

always find its way to - 47 42 +5 +3

safety. This, of course, 8 18 43 +6 4%

.:_io:’.s m‘.[ SHap 1'[_““ Riasier 9 +9 +3 +6 *+3 Bonus Battle Feat

from driving it in a 10 +10 +3 +7 +3  Toughness Feat

different direction. §

Fearless [Battle| 7

Benefit; This steed 1s not
spooked by loud noises,

fire, the smell of blood

or other battle hazards. It suffers no penaluies to its actions this Feat suffers a -4 penalty to all attack rolls, loses its

on the battlefield for unusual circumstances of this nature. Dexterity Bonus, and must make a Reflex Save each round it

Kddamallv it s imnnene to Beatebfects attempts to fight. Failure causes its to take 1d6 points of

Fight in Harness [Battle |
Benefit: Despite the dangers of fighting while harnessed to a

damage in addition to any harm done it by its attacker

Flying Lead Change [Dressage |

n, : L /) . y N =
charior, wagon, or cart, somerimes a steed must defend icself Preveguisites. Dextcrlt} 14+, Sure-Foored

on the battlefield or from natural predators under such Benefit: The flying lead change is an intricate movement
circumstances. With this Feat, the steed takes no negative Pcrt‘ﬂrmcd while the horse 1s in full morion, When done
pcna]tics for ﬁghting in a harness. every stride it looks like the horse 1s skipping. |ea|:!ing from

Normal: An animal attempting to ﬂgh[ in a harness without Bie PIace to another on shifting ground and seeking
purchas:. This Feat is
used to avoid
treacherous terrain,
adjusting the horses'

stride as it runs in

Table 6-7: Palfrey Class Features itden ook solid

Level Attack Fort Ref will Class Features ground amid dangerous
+0 +0 +2 +0 Bonus Feat, Trick Riding obsracles. Steeds using
+1 +0 +3 +0 this Feat ignore any
+1 +1 +3 +1 Lunge penalties for rough or
+2 +1 +4 +1 dangerous terrain.

T2 ! +4 +1 Swift Hooves Créit Ltdp

+3 +2 +5 +2 Bonus Feat

+13 +2 +5 +2 [General ]

+4 +2 +6 +2 Preternatural Awareness Benefit: The horse has a
+4 T3 +6 +3 +4 Bonus ro all ]ump
+5 +3 +7 43 Bonus Feat checks, and rhe ;!bilir).‘

to Take 10 whenever
jumping mundane

obstacles.



Half Pass [ Dressage |

Prerequisites: Dexterity 15+

Benefit: The half pass is a dressage movement and is very Tablg 6-8: Ffﬂ'tS Availab[e

acrobatic 1n nature. With this Fear, the steed 1s capabic of a

sudden shift sideways while continuing forward in an open to Stfﬂdf
trot or canter. This sudden shift is unprcdictabk and can The list below indicates which Feats steeds may
allow the animal to avoid blows: The steed and 1ts rider choose and their classificarion,
recetve a +4 Dodge Bonus to Armor class caused by Attacks New Feats
of Opportunity. Clrcutnstan_ces wb{ch @akc the stce.d lo_se its ks Clasieiion
Dexterity Bonus to Armor Class (if any) also cost it this :
Divdge Bonis: Ba:termg.Rnrr_: i Elephant
; Desert Direction Sense Camel
Heavy Burden [General | Fearless Battle
Benefit; This animal is used to the burdens of life and has Fight in Harness Batle
been trained to bear them with as litcle trouble as pussibfe. Flying Lead Change Dressage
A steed with this Feat understands how to economize its Great Leap General
movements and use its stamina most ef_[’_ecr.ive]}'. even on Half Pass Dressage
iong trips or when overburdened. The steed can carry half H"'W}' Burden General
again its normal burden without penalty. Improved Charge Bartle
Increased Stamina General
Improved Cba’ge [Ba“kj Massive Blow Barttle
Benifit: The horse does not suffer a penalty to its Armor Pirouette Dressage
Class for charging. It and its rider may both atrack from the Rear Kick Battle
same L_hargf:- 53.{!: Hﬂ\'cn Battle
Increased Stamina [General | ;hmldcr ks it
natch Flight
Benefit; When the horse takes this Feat, it can ride up to two Sale Bider Beneril
hours longer per day without suffering any negative effects. Srvichooted Goneral
This Feat can be taken twice. Its effects are cumularive. Swoop Attack Flight
Massive Blow [Ba“k] Titanic Charge Elephant
by: Tower-Bearing Elephant
Prerequisites: Improved Charge Trick Riding Gl
Benefit: By hurling its entire body upon its attacker, the mount Water-Finding Carel

is able ro knock its opponent off guard, pushing the target Was Elome i)
back with incredible force as pera Bull Rush. This attack
does not require a charge but does count as a Full Actack

Feats from the standard game.

Action. When the steed Pcrt_orms a Massive Blow, it does not Feat Classification
provoke an Attack of Opportunity from the defender, and ic Alertness General
may push the target back 10 feet rather than 5. Dodge General

Endurance General
Pirouette [ Dressage| Grest Porcitade Boosial
Preveguisites: Half Pass Improved Initiative General
Benefit: The dangerous and difficult pirouette 15 a complete lron Will General
360-degree turn in a steed s canter; altcring the course of its [.1ghtning Reflexes General
direction without losing any of its speed or impacl. If the MObiI”Y General
steed possesses this Fear, 1ts charge does not have to be ina Run General
srralght line, so Iong as it covers the requisite distance. Tb“ghnms General
Rear Kick [Battle|

Benefit: If the steed is stationary, it can kick with its hind feet,
making a single attack at +1 to hit. This kick deals 2d8 +
the Strength Bonus of the animal in damage. The target of a 2
successtul rear Kick must make a Fort Save at DC 15 + the

Strength Bonus of the steed or be knocked back 15 feet.

o]
~l



Safe Haven [Battle |

Benefir: The horse has an instinctive grasp of its rider's
condition and can carry him or her to safety even 1f the
rider is unconsctous or otherwise unable to concrol the
steed’s actions. The horse will carry a rider to a place where
the horse feels safe (a barn, a nearby grotto or house where
the horse was treated well), taking its passenger oft the
barclefield before he or she can be killed.

Shoulder In [ Drzssagc]

Prevequisite: Improved Charge

Benefit: With this Feat, the steed performs a slanted lateral
movement with the shoulder leading. While running or
trotting, It uses its weight and momentum to pass against
its attacker, keeping his or her weapon tied up so that 1t
cannot harm the steed or its rider. The Shoulder In Feat
allows the steed ro move through an area without provoking
an Artack of 0].1P0rtl.lt'lit)-'. The steed’s Opponent in that area
takes 1d4 points of damage i a successful actack roll is
made by the steed.

Snatch [Flight |
Prerequisite: Flight, Strength 17+

Benefit: The steed has the ability to snatch flightless
opponents off the ground and carry them into the sky. When
attacking from the air, the animal makes a normal attack with
its natural weapon. This atrack must enable the steed ro carry
off the opponent. Thus, it must be a bite, a claw, or some
other arrack that would enable the steed to get ahold of 1ts
opponent. If the attack is successful, the steed may
immediately make a Grapple check as a Free Action and
without provoking an Attack of Opportunity. If the Grapple
ts also successful, the steed snatches the targer off che
ground and may carry it away. The targer of this atrack

must be at least one size smaller than the creature making
the Snatch.

Sole Rider [ Gmeral]

Bencfit: The steed is exceptionally loyal and has atcached
itself very Fair_hfully to one nider. That rider gets an
additional +4 Synergy Bonus to his or her Ride Skill checks
while on this horse. Any other riders must make a Ride
check at DC15 or be chrown. This horse cannot be sold
except for stud because once this Feat is purchased the sreed
will never be an effective riding horse for anyone save the
Sole Rider chat it has chasen.

Sure-Footed [General |

Benefit: With this Feat, the steed no longer needs to make
Dexterity checks to perform simple maneuvers on difficult
terrain. It can simply Take 10 on all low jumps, flat-out
runs, or other common maneuvers while on even marshy or
rocky terram.

Swoop Attack [Flight ]
Prevequisite: Flight, Dex 15+

Benefit: This flying steed 1s extremely agile and knows how to
use 1ts maneuverability and dexterity to assault opponents.
When making an artack from flight against a land-bound
opponent, the flighted steed may move both befare and after
the attack, provided thar the roral distance moved 1s not
greater than its speed.

Titanic C barge [Ekpbant}
Prerequisites: Elcphant, Improved Charge, Massive Blow

Benefit: The elephant may carry out a truly massive charge,
driving the force of a single Bull Rush against many
defenders. If the elephant’s First Bull Rush is successful, it
gets an immediate, extra Bull Rush Attack against another
creature in the immediate vicinity. The elephant may take a
5-foor step immediately after the first Bull Rush in order to
target its next opponent. The additional actack is made with
the same bonuses as the onginal actack,

Tower-Bearing [Elephant |
Prerequistte: Elrphant

Benefir: This feat allows the elephant to move normally under
the weight of a heavy wooden tower and with as many as
three peupIc aboard its back. The I."I(.‘PI'IEJ]I: receives no
penulrics for movement and i1t considered to be carrymg a
Ligh{ Load for Encumbrance purposes. Those inside che
rower receive Full Cover.

Normal: An elephant carrying a tower withour this Fear 1s
considered to be carrying a Medium Load.

Trick Riding [General |

Benefit: This feat encompasses all sorts of minor cricks -
spinning, rearing, acrobatic abilities — but has no real bonus.
It will allow the steed to perform any number of small tricks
{such as coming when whistled for, pawing numbers on the
ground, or other feats of seeming intelligence) with ease, on
the rider's command (or without a rider, if given hand
signals from nearby).

Water-Finding [Camel |
Prerequisite: Camel

Benefit: Camels have an instinctive abilicy to find water, even
if it is beneath rocks or other natural barriers. A camel with
this Feat can be given a command ro find water and will
then proceed to the nearest source of freshwater (wichin one
day's travel).

Way Home | General |

Benefit: 1f this horse is ever stolen, lost. or deliberacely lefr in
safe haven, it will eventually find 1ts way home to 1ts master
(wherever he or she may be). This 1s not a magical releport

skill, but it does allow the horse uncanny tracking powers



and the ability to sense 1ts master. Within two ro four weeks,

the horse will track its owner down and be reunited. Horses
that are mistreated or legitimarely sold will not use this

ability to "find the way hame.”

Part 7: Outfitting a Steed

This portion of NoBLE STEEDS: THE D20 GUIDE TO
HoRrsES, COURSES, AND MOUNTS s given over to equipment
for your mount. It deals with Tack and Barding and includes
some special magical items just for steeds. All of the
material in the "New Magic Items” section 1s clcsrgnatccl
th‘n Game Content for license purposes. The rest s
Product Tdentity unless it appears in the 5}'1n‘|.|1 Open

Content sidebars.

Tack and Barding

Without basic riding equipment, humanity would still be
jostling along on the back of the horse, clinging feebly to
its mane with both hands. The invention of bridles, saddles,
stirrups, and other equipment have vastly increased the
partnership between rider and steed. Although bridles and
simple bits were in use during the early years of
domestication, the saddle was nor invented until

_.:_Pprf.)xlrn;itt-l-,- 600 BCE, and the strrup did nor come

about until pmlml‘n]v the 4th Century CE. Other
equipment, from spurs to barding, was invented as the
horse began to take more and more of a role 1n both peace
and war. The horse's needs were ¢rirical to many victories,
and kccpmg a good steed alive in the press of bartle could

castly make the difference between a rider’s life and death.

Bit and Bridle

The stronger the horse, the more difficule for a nider to
make his or her wishes known when the steed 1s excited or
acting difficult. Good riders rcquire a bridle to have
firmness across the mount's cheeks and forehead so that
their steed will feel the commands and rcspund even in the
intensity of battle. Bits used on destriers possessed long
cheeks or shanks and high ports since these would provide
greater leverage on the curb that exerted pressure on the
horse's mouth. The reins were covered with metal Plurcs to

FII'G[L’(I !ht’ﬂ"l I_rnm l’lt"'iﬂg cut b}’ 41 EIPPB!ICIlt'S S“'DT’CL

Saddles

The saddle 1s the most altered piece of equipment, changing
its shape, structure, and usage through the ages as the
horse's uses changed in society. The first saddles pl'mwdcd
comfort for both horse and rider, allowing the human's
tailbone to be pac{dt‘d and the rider’s legs not to rub against
the harse's sides. Later, the saddle became more curved at
each end, helping the rider remain mounted on long journeys
and providing hooks to hang weapons, bags, and other small
items upon the saddle. In the Middle Ages, the extremely
high-backed saddle used by knights in warfare and jousting
gave the knight greater leverage and kepr him in his sear
when he charged his opponent. The impact of the lance,
which was up to 15 feet in length, could be immense due to
the weight of the destrier propelling it forward, and, without
a saddle, the rider would certainly have fallen to the ground.

Pegasus Saddle

The Pegasus saddle is designed for riders of beasts with
wings. It 1s slmped spenf[ca“y so that it will not impede the
action of wings at the shoulder and 1s cl::-:ilgucd with a strap
that buckles across the rider's upper thighs in order to keep
him or her safe despire aerial maneuvers, These saddles can
be made to fir gryphons, Pegasi, or other winged creatures.
Riders mounted on airborne steeds gain a +2 Circumstance Bonus
to their Ride checks while using a chdms saddle, but tbt‘y also receive
a -2 Penalty to their attack rolls.

Stirrups

It 15 believed that che first crue scirrup was dcwloped not ro
increase the stability of the rider bur to provide an easier
and safer method for mounting the horse. The mounting
stirrup did not come in pairs, and was attached to only one
stde of the saddle. The earliest dt‘].’li(‘[inn of a l.\:lir of rtd.ing
stirrups was discovered on a pottery horse ar a tomb near

N.m]:ng dnrmg from 322 CE. The SUrrups shown on the



Table 7-1: Tack and Barding
Weight

Item Cost
Banfin‘g
Leather
Chainmail
Splint Mail
Plate Mail
Bit and Bridle
Camel Tack
Caparison
Chariot
Racing
W.'Il'
Saddle
Riding
War
Pegasus

60 lbs
120 lbs
180 lbs
200 lbs
1 1b

16 Ibs
7 Ibs

40 gold
600 gold
800 gold
2500 gold
2 go!d

15 gu|d
I5 golcl

75 lbs
100 lbs

0 gDId
50 gold

25 lbs
35 lbs
20 Ibs
2 lbs
1 b

L0 ga[d
25 gold
60 gold

Stirrups 2 gold

Spurs 5 gold

Nanjing horse were triangular, and very unlike those with
which most Western riders are familiar. These srirrups were
mitially used only to mount the steed, but as the invention
progressed and developed, the stirrup was used more and
more as a tool for balance and stability while atop the horse.
They are essential in allowing the rider to remain on the

horse when swinging a sword or thrusting a lance.
Spurs

Spurs are not often used in actual horseback riding but are
considered a status symbol, particularly among the knightly
orders of England and France. A knight's spurs have long
necks and small, sharp ends thart are designed to pierce the
horse's side when the rider kicks his heels against his steed,
The long neck of the spur allows the rowel (the sharp,
circular element) to reach the horse’s flanks. Ornate spurs
were bestowed on a young man 1n a colorful ceremony when
he was rc.’ld}' to become a knig_hl’ o 5}'mb=.‘lfize his readiness
for chivalric rournaments and other popular events. | he
matertal of which spurs were made also indicated the
owner's rank: a knight's spurs were made of gold, a squite’s
of silver, and a2 man-at-arms’ of iron or brass.

Barding

Earding is armor for horses or other steeds, covering the
body from the shoulder down to the withers and often with

60

articulated areas to cover neck, head, and ankles from avrack,
T}-’plml barding hangs {rom the shoulders and back of the
horse in sweeps, covering the legs and chest without
mhibiting movement. Horses wearing barding are slowed by
its weight, as seen on the Table 7-2.

There are three basic categories of barding: open, full, and
blanket. Open style barding is a decorated or decorative
breeching and breast collar, with or without decorated
bridles and reins. Barding that provides full coverage often
extends beyond the steed’s shoulders to cover the head and
neck. Ir also provideﬁ armor to the rump, flanks and the
Siloul&ffs 01- fhf l1l}r5C‘ Ol‘.k‘.ilsi{]nﬂ“‘lﬁ I'.Ll“ CD\'Eragt‘ bﬂl—dlng
provides a ridge of leather or flap of chain that prorects the
|L'gs of the rider as well. The |igl‘1test form of bardmg.
known as a blanket. is really nothing more than an extended
saddle blanket designed to protect the steed from arrow and
sword assaults bur little else. This form of barding might be
simply a moderate large blanket of thick cloth with a fancy
thar lies across the back of the horse and can extend as far as
Ehf ngLIﬂd. Extendl'd 5ddd|ﬂ' blﬂnk{'[s are Ul'-[i:n I:D"1bincd
with barding of other types.

Caparison

A knight's horse was often covered with a large ornate cloth
CﬂuEd a Cﬂp}lrison. This Cloth went 'D‘Cnl:a‘h rhl’ .“(lddli.' I__;iﬂd
was made specifically to accommeodate the saddle’s girch).

Good Luck Horseshoes

Why do many people place a horseshoe over their
door to ward off evil? In the Middle Ages, there
lived a blacksmith named Dunstan. One day,
according to legend, the Devil came to Dunstan’s
forge to have his cloven hooves shod. Dunstan
agreed to make the Devil’s shoes, bur nstead he
tricked Lucifer into sitting on his anvil to make
sure it was sturd}'. Qulckly, Dunstan strappcd the
Devil to the anvil and bcgan to beat him with his
hammer. The Devil beggcd for mercy, but
Dunstan would nor release him untl the Devil
promised never to visit a door where a horseshoe
hung. The Prince of Darkness quickly agreed.
Since then, blacksmiths and others have pl.‘lcrd a
horseshoe over their doors to ensure that the

Devil cannot Piaguc them. The horseshoe must
be placcd with the toe down, like a “U" so that
the belly of the horseshoe can catch goodness
from heaven. As for Dunstan. he became the
Archbishop of Canterbury and was made a saint
after his death.




khezam is tied through
a small hole in the

camel's nose; from it a

Table 7-2: Barding Specifications

string is artached. The

Barding AC  Max Dex Bonus Speed: (60 ft) (s0ft) (40 fr) cord is pulled as a
Leather +2 +4 6ot s50fc 40 fc single bridle-rein and 1s
Chainmail +5 +0 soft 40fc  30ft gently used to direct
Splint Mail ~ +6 +0 20 fr* 30 fc* 20 fr* the animal when riding.

The ordinary saddle
used in Arabia is differ-

Plate Mail +7 +0 40.f* 306/ 20fc°
F]ymg creatures may not wear barding{ The extra weight and movement restrictions G
make it impossible for them to ger aloft. ent trom rlws‘c used in
* - Mounts in these types of b.‘lrding may nn]ll,' triplc their Spccd when running mstead other P“Fs of the
of quadrupling it world. It is called a
P khory, and 1s specifically

designed to fit the
camel's uneven, oddly

SI'l'APL’d bélf_k. II'I TJC'I]'Igf

many camel-riders are

tied down to the racing
The ornamental designs on the caparison corrcAspond?d 2 saddle so they don't fall off when the camel shifts into its
the !"'“'ghrlf‘ heraldic patterns and served as a torm of uneven gaits. There are no STITTups to a camel’s saddle, (m|y
identification both on the tournament field and (more a set of straps to hold the rider in place.

lmportﬂntlf;] on a hectic battlefield. The caparison 1s often
complimented by the knight's tabard, flag, squire's garb, and New Magu‘ Items

the Paml:ed heraldry on the knight's shield.

Magic items for steeds are very rare bur L‘xtremcly useful.

Chariots Armor and Barding

Roman racing chariots were designed to be as small and

Enchanted barding comes in leather, chain, splint, or plate

Iig_htwelght as Pnsmbfﬁ. Unlike miHEary chariots, which were
larger and often
reinforced with metal,

racing chariots were

made of wood and
afforded lictle support

Table 77-3: Enchanted Barding

or protection for the
Roll d% and consult the chart below.

charioteer, who basically

fad oo balimce hinsel Minor Medium  Major Item Market Price
on the axle as he drove. 01-60 01-05 — +1 barding +5000 gold
61-70 06-10 —- +2 barding + 15000 gold
Camel Tack — Rassan 71-80 11-20 01-05 +3 barding +20,000 gold
Camels are not 81-90 21-30 05-10 Arrow deflection x2 pricc modifier
controlled with a t}']}ical 91-95 30-50 11-20 Cold resistance X3 price modifier
bridle, nor will a horse's 05-00 51-70 ZT-40 Heat resistance x3 price modifier
7 E
saddle fit their unusual 00 71-80 31-40 Etherealness x4 price modifier
-iromedary backs. They — 80-00 41-60 Beauriful x2 price modifier
P
have their own tack — 91-95 60-80 Spell Resistance (15) x3 bonus
specifically designed for = 96-99 80-90 Featherlight «3 bonus
their different natures, A — 00 91-95 Spell Resistance (17) x4 bonus
camel’s harness, known s o 06-99 Shadow x4 bonus
as a rassan, includes the — = 00 Roll twice By

reins, saddle and strap-
ping required to keep the

rider aboard the camel

while it runs. First, a

sma“ Pfg kﬂ{l“".l"l a5 4

6l




Table 74

Random Barding Type

Roll d% and consult the chart below.

Die Roll
O 1-40
41-70
G1-00

Barding
Leather
Chain
Plate

mail, and follows the rules for enchanted armor ereation in
the standard game. Table 7-3 may be used to determine the
power and abilities of enchanted barding or any special

qunlmes retained by the armor. If you wish to randomly
decermine what type of barding is found, use Table 7-4.

Special Armor Types

Bmurl_‘fuf: Beauriful mail, Beautiful Plate, or other Beautiful
barding has an unusual intrinsic quality. It never rusts, grows
dirty, or rips. It always appears to be in top condition,
regardless of the damage 1t has taken. This barding must

still be repaired, but it never shows signs of wear and tear as
usual armor does, Any damage 1t takes 1s carefully hidden by
glamour and illusion and can only be seen by the individual
t'izpniring it.
Caster Level: 5th

Prerequisites: Craft Magic Arms and Armor,
Alter Self, Charm Person
Market Price: x2 price modifier
Featherlight: Featherlight armor
has no weight. Tt is as light as
normal rack and does not in
any way encumber the animal
that wears it.

Caster level: 10th

Prerequisites: Craft Magic Arms
and Armor, Feather Fall

Market Price: %3 price modifier

Bronze Horseshoes

The Bronze Horseshoes are a

creation of Celtic onigin and often
have intricate Celuc designs on the
shod
bur,

once atrached, their magic will run out in a

fat Pf;m's of the shoe. They can be

to any horse or other hoofed steed,

vear and a day and the horseshoes will become normal,
non-magical items. While the steed wears them, 1es hooves
will radiate wich a faint gh‘.lm of fire. Attacks from this crea-
ture are considered to come from a Flaming weapon (provid-
ing an additional 1dé flame damage to all artacks). The
steed and its rider take only half damage from all flame-
based atracks.

Caster level: 7th

Prerequisites: Craft Wondrous ltem, Flame Blade. Flame Strike
or Fireball and Endure Elements.

Market Price: 10,000 :,;EJIL‘I

Caparison of the Sun

T}]i:‘- mngluﬂccnt gnHt‘n C.IP,II"]N()T] I_irs any Sl\_'l_'t.'l. and Jth's
not hamper wing movements on flying animals. While
wearmg it, bath steed and nder add +2 to therr Chartsma
Bonuses due to the ca}urisr-n's great bv.ll_ll_-.' and ,_gﬂ|dcr|
threading. The markings on the caparison alter automatically
to sutt whoever is riding the steed, revealing his or her
chosen house colors and lhrm]-jr_\'. If the rider has no
heraldry, the CAPATISON reverts to a simple, magnificent,

almost liquid-looking gold fabric.
Caster level: 10th

Prevequisites: Craft f\l.]gu‘ Arms and Armor, (_‘h.'lngc: Self,

Hypnotic Partern
|

Market Price: 3000 Lgnld

Earring of the Keen Whisper

This earring is a cuff. rather than a pierced, earring, and was
initially ereated by a tribe of Mongols in order to
communicate with their magnificent steeds. It is
designed to snap gently onto the horse's ear,
While the horse is wearing this earring, it
can understand normal speech. This
item does not grant the horse any
particular intelligence, but 1t makes
it much easter for simple com-
mands to be given, even if the
rider is controlling the horse
without tack.

Caster Level: 6rh
Prerequisites: Forge Ring,
(31)|11p1’r|1t‘nd Languages

Market Price: 6,000 guld

Golden Bridle

This magical bridle allows a rider
ro contral even the most wild and

untamable steed, Simpl\' by p!;u‘ing it
on the animal’s head  (a difficulr thing
to da, in many cases), the beast 15 tamed.

While wearing chis bridle, the steed becomes



passive, gentle, and able to bear a rider. It is so passive, in
fact, that 1t loses its abi]i[y to ﬁg]‘lt at all and cannot be
relied upon as a war-steed. The animal will bear its riders
as d!rﬁc[ed, but “’htﬂ thf bridie iS remﬂvfd‘ it bCCGmE_S
complerclv wild again and may turn upon its former
“master” in anger and hacred.

Caster Level: 10ch

Prevequusites: Craft Wondrous ltem, Animal Trance

Market Price: 5,000 gold

Golden Cuffs

This set of four magical golden cuffs is designed to be
placed around a horse’s hooves as if they were boors for
the hard parr of the hoof, Once on the horse, a command
word must be given. At that point, the Golden Cuffs shift
and join with the horse's own hooves, creating golden
stockings in the hair of the horse that nise to its knees.
Any horse wearing the Golden Cuffs may run at
astounding speeds, making any lengthy journey —no
matter how long — in only a s:ngle day's ride, They may be
removed by speaking another Lommand word and rolling
them off of the horse's hooves.

Caster Level: 15¢h
Prerequusties: Crafr Wondrous [tem, Tclr:]:-urt

Market Price: 15,000 gold
Horseshoes of Solid Ground

These horseshoes must be shod upon a horse or other
hoofed steed. Once placed on the animal, they will rerain
their magic for one year and one day before becoming
normal horseshoes with no further magical properties. While
the horse wears them, no shifting of terrain affects the
steed. It is capable of running fluidly across the most
[reachel’ous grﬂul‘ld. ini‘]uding bodit‘,s K]F water, as lf it Were

solid land.
Caster Level: 7th
Prerequisites; Craft Wondrous Item, Resist Elements, Levitate

Market Price: 12,000 gold
Mane and Tail Ribbons

These beauriful ribbons l.lS].l'.lII:p" come in boxes or cords of
10 to 20, and each is separately usable as if it were a charge
from the item. When a single ribbon is taken from the box
and woven into a steed’s mane or tail, the beast receives the
benefic of that ribbon for 24 hours, after which time the
ribbon fades to a dull grey and its magic 1s lost. A ribbon
cannot be braided into a steed’s hair and then unwoven; once
p[aced within a steed’s mane or tail, 1t is activated. Removing
it then releases all its magic, and it becomes useless. Only
one l‘ibbon m}? be bra!dfd [oa Stccd at alll\’ timl:.

Ribbon of Speed: A long, light blue ribbon with silver rassels.
While this ribbon 15 braided into the steed’s hair, it receives

a bonus + 10 to 1ts base specd.

Ribbon of Balance: A soft green ribbon with golden tassels.
This ribbon conveys an exceptionally smooth-gait and
balance. All Ride checks made while upon this steed gain an
addicional +3 Magical Bonus.

Ribbon of Protection: A dark blue ribbon with guld(‘.n tassels.
The Ribbon of Protection grants a bonus +1 to the
horse's AC.

Ribbon of Assault: A scarlet ribbon with golden tassels. While
this ribbon 1s braided into the steed’s hair, it gains a +2
Magical Bonus attack and damage rolls.

Ribbon of Masking: A brown ribbon with golden tassels. This
ribbon causes the steed to appear as nothing more than a
simple riding-horse, completely bland and hardly worthy of
notice- A]]}" ArMOor or “'Eap‘ﬂns on thf ﬂniln&l are CU\'CTCC{ b\
the masking, and the steed's rider will also seem to be
nothing more than a simple, unrecognizable peasant riding a
Common hol‘sc.

Casier Level: 12th

Preveguisites: Craft Magic Arms and Armor and Ribbon of
Speed: Haste; Ribbon of Balance: Cat's Grace; Ribbon of
Protection: Shield; Ribbon of Assault: Bull's Strength;
Ribbon of Masking: Alter Self

Market Price (per box of 20 assorted): 15,000 gold

Saddle of Occum

While wearing this saddle, the horse is almost unnoticeable by
anyone other than its owner, Unless it 1s obviously in use
(being ridden), the horse does not attract any attention.
Even in use, the horse 1s not marked, and viewers will not
remember 1ts coloration, breed, or other charactenstics. If it
is not being ridden, the horse 1s completely bland, and
normal viewers or other animals will ignore it completely.

Caster level: 10ch

Prerequisites: Craft Wondrous Item, Invisibility, Nonderection

Market Price; 8,000 gold
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Ride Into Adventure!

A borse is not just a borse. This supplement, compatible with any d20 campaign, allows

you to customize a special mount for your character. Everything you need to know to
create a legendary mount suitable to your character’s beroic reputation is bere. Special
borse character classes, statistics by breed and type, a slew of special steed feats, new
mount-oriented magic items, and information on exotic creatures such as the clephant
and camel and magical ones like the Pegasus and Gryphon make this the ultimate
book on your character’s most faithful companion. Never ride a nameless

'
F

“heavy warborse” again. Now, your noble steed will be an important \’PC
and a part of your legend.
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