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A Shepherd Option For

Pugmire Characters

The Church of Man serves as the religious
foundation of the Kingdom of Pugmire.
Shepherds of the church uphold the Code of
Man, share its teachings and live by its tenets.
While all Shepherds believe that the core teaching
to Be a Good Dog is the most important aspect of
the Code of Man, there are some who place the
teaching to Protect all from the Unseen as a very
close second. The most zealous of these guardian-
shepherds draw the attention of a secret order
within the Church of Man, called the Order of

Vaxx.

The Order of Vaxx is a collection of shepherds
dedicated to protecting all from the Unseen, no
matter the cost. Through an ancient alchemical
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concoction dating back to the time of Man,
Shepherds of the Order of Vaxx arm themselves
against the Unseen by taking a small measure
of dark power within themselves. This potent
alchemical potion, known as Vaxx, allows the
shepherd to gain amazing resistance to the magics
of the Unseen. Some members of the Order of
Vaxx further refine this ability, learning to use the
powers of darkness in defense of the light!

Once a Shepherd has gained the trust of
the Church of Man and the Order of Vaxx’s
leadership, a member of the order will approach
the shepherd, offering tutelage in a new way to
combat the Unseen. This tutelage typically lasts
long enough for the shepherd to gain a level
or two. The length of tutelage depends on the
performance of the dog studying to join the Order
(and the discretion of the Guide). Once the mentor
is satisfied that the shepherd is dedicated and wise
enough to undergo initiation, the student is taken




before elders of the Order of Vaxx and granted a
dose of Vaxx.

New Trick: Inoculated

A Shepherd Trick for Members
of the Order of Vaxx

Upon ingesting a dose of Vaxx, the shepherd
immediately gains the Inoculated trick. As the
character advances, this trick can be refined like
any other calling trick.

Upon learning this trick, the shepherd may
spend a Stamina die to gain an advantage on all
saving throws against the powers of undead and
the Unseen. If this trick is active, and any trick,
ability, or masterwork used by the shepherd that
targets an undead or Unseen and causes the target
to make a saving throw also imposes a disadvantage
on that creature’s saving throw.

Once this trick is activated it lasts a number
of rounds equal to the shepherd’s Intelligence
modifier (minimum 1).

Refinements

e When Inoculated is activated, it now lasts a
number of minutes equal to the shepherd’s
Intelligence modifier (minimum 1)

e If taken again, all the shepherd’s
attacks deal an additional 1d8 radiant
damage to undead and the unseen
while Inoculated is active.

* Iftaken a third time, all the shepherd’s
attacks deal an additional 1d10
radiant damage to undead and the
unseen while Inoculated is active.

The shepherd may spend a Stamina die to
activate the Bay trick, as if they were a Demon
Hound. All creatures the shepherd chooses
within a 300-foot spread must succeed on a
Wisdom saving throw (difficulty is 10 + the
shepherd’s proficiency bonus and Wisdom
modifier) or become Scared for 2d4 rounds
(characters with the Deaf condition are
immune to this effect). Whether or not
the saving throw is successful, an affected
creature is immune to the same shepherd’s

bay for 24 hours.

e If taken again, all the shepherd’s
attacks deal 1d4 Wisdom damage
to undead and the unseen while
Inoculated is active, in addition to the
attack’s normal damage.

e Iftaken a third time, all the shepherd’s
attacks deal 1d8 Wisdom damage
to undead and the unseen while
Inoculated is active, in addition to the
attack’s normal damage.

The shepherd may spend a Stamina die
to cast Protection from Evil on themselves
without expending a spell slot, even if they
do not know the spell. This use of Protection
from Evil does not require concentration
and lasts the full 10 minutes.

e If taken again, the shepherd may
spend a Stamina die to cast Dispel
Unseen without expending a spell
slot, even if they do not know the
spell. This use of Dispel Unseen does
not require concentration and lasts
the full 1 minute.

RUNNING THE ORDER OF VAXX

From a storytelling perspective, the Order of Vaxx offers a unique opportunity to give a bit of

a darker, grittier edge to your shepherd character (but not TOO dark. Remember, they are still
a good dog). The Order of Vaxx is depicted in this document as a secret organization within
the Church of Man. How much of a secret they truly are is left to the Guide and your individual
group to decide. Are they hated? Feared? Shunned for their dark power? Are they embraced
as heroes of the people, or tolerated as a necessary evil? Does anyone outside the order itself

even know they exist?

As a player taking on this role, it is important to ask yourself a few questions. What drove your
character to such passionate hatred of the Unseen, that you would tool with dark alchemy to
become a better hunter? What did you lose to drive you to such ends? What do you fear from
the Unseen? Now that you have taken the Vaxx, what do you fear from yourself?

Also: keep in mind that the Inoculated trick is costly to use. This is deliberate. It grants incredi-
ble power. Power always comes with a price. Be careful how you wield it.
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OPEN GAME LICENSE Version 1.0a

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

served.

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

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

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

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

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

6. Notice of License Copyright: You must up-
date the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and
You must add the title, the copyright date, and
the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not
to Use any Product Identity, including as an in-
dication as to compatibility, except as expressly
licensed in another, independent Agreement
with the owner of each element of that Product
Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Regis-
tered Trademark in conjunction with a work con-
taining Open Game Content except as expressly
licensed in another, independent Agreement with
the owner of such Trademark or Registered Trade-




mark. The use of any Product Identity in Open
Game Content does not constitute a challenge to
the ownership of that Product Identity. The own-
er of any Product Identity used in Open Game
Content shall retain all rights, title and interest in
and to that Product Identity.

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

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

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

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

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

This
PUGMIRE and its logo, and CANIS MINOR and
its logo, are trademarks of Pugsteady, and used in
conjunction with Onyx Path Publishing. All Pugmire
setting material, art, and trade dress are the property
of Onyx Path Publishing and Pugsteady. www.
theonyxpath.com

product was created under license.

This work contains material that is copyright
Onyx Path Publishing and Pugsteady. Such material is
used with permission under the Community Content
Agreement for “Canis Minor” Community Content.
All other original material in this work is copyright
2018 by Travis Leggde and published under the
Community Content Agreement for “Canis Minor”
Community Content.
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13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

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

15. COPYRIGHT NOTICE

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

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

13th Age Copyright 2013, Fire Opal Media.
Authors: Rob Heinsoo and Jonathan Tweet. Ed-
ited by Cal Moore. Additional editing by Simon
Rogers. The 13th Age RPG and supplements
are published under exclusive license to Pelgrane
Press.

Pugmire Copyright 2016-2017 Onyx Path
Publishing. Written by Eddy Webb

The Order of Vaxx Copyright 2018 Travis
Legge

CREDITS

All material provided under the “Canis Minor”
Community Content agreement is declared Product
Identity. All original background, fiction, character
and location names, associated images, and the like
which are Copyright Travis Legge are also declared
Product Identity.

All mechanics are declared Open Game Content,
unless covered by a different license.

The Order of Vaxx was written by Travis Legge.
Compatible With Pugmire.



A Shepherd Option For Pugmire Characters

The Church of Man serves as the religious foundation of the Kingdom of
Pugmire. Shepherds of the church uphold the Code of Man, share its teachings
and live by its tenets. While all Shepherds believe that the core teaching to Be a
Good Dog is the most important aspect of the Code of Man, there are some who
place the teaching to Protect all from the Unseen as a very close second. The most
zealous of these guardian-shepherds draw the attention of a secret order within the
Church of Man, called the Order of Vaxx.

The Order of Vaxx is a collection of shepherds dedicated to protecting all from
the Unseen, no matter the cost. Through an ancient alchemical concoction dating
back to the time of Man, Shepherds of the Order of Vaxx arm themselves against
the Unseen by taking a small measure of dark power within themselves. This
potent alchemical potion, known as Vaxx, allows the shepherd to gain amazing
resistance to the magics of the Unseen. Some members of the Order of Vaxx
further refine this ability, learning to use the powers of darkness in defense of the
light!

The Order of Vaxx is a Shepherd option and includes:

Details regarding the Order of Vaxx, a secret order within the Church of Man
A new Shepherd Trick: Inoculated

Eight Refinements for the Inoculated trick

Compatible with
Pogmite

CANIS MINOR

See the other RPG work of author Travis Legge:
DMs Guild: https://www.dmsguild.com/browse.php?author=Travis%20Leg
DriveThruRPG: http://www.drivethrutpg.com

Storyteller’s Vault: http://www.storytellersvault.com/browse.php’author=



https://www.dmsguild.com/browse.php?author=Travis%20Legge
http://www.drivethrurpg.com/browse/pub/338/Aegis-Studios
http://www.storytellersvault.com/browse.php?author=Travis%20Legge

