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Welcome, you who appreciate the magif; or the pixie wry! You an: a r2l'e

unique among Hac:kMaster players ror aploring a rae;e thai many

usIy ronsider inrerior in many ways. You have halJ the hit points or

kllows (even the magif;-user), you c:an'1 ream the doorknob even sland­

on lip[oc, and your weapons do sUf;h insignifianl damage that larger

ers aaually use chem as [oothpid<s. Do nOI despair, help has arrived!

in this arefully reseudied manual, you shall find details on the diminu­

pixie-kind - the pixie wry, pixie brownie, and various other f;reatures

ed by the lusry pixies or Gvweeze Wurld.

Some inkrior roleplayers oonsider playing a pixie f.airy only a nep up from

. Now, ir tim were an inferior game, this would be oue - and thus

r games do not include the pixie wries as PC raa:5. Howa-a,

ter (being the supericx game) brings lhc:sc devious and even quile

.....w f;rCIlUreS 10 yow able_ Ccrainly, mOSl an: nO( aacdy kanome

'-nd-to-hand oombar, but only a fool would Wu:: a pixie f.l.i.ry into mdee

with a gUn[ in the lint pboe.H~ is no game For Foob. and

who oommit such charaacr suicide do not descn'C to play a pixie wry

die 6nt pb.a..

PD:ic f.l.i.ries are me ultimate scout, spy, ranged specialist, and ususin.

- inn.ate abilities allow than to reach nearly any location undetcaed, and

- innate power1 and speUcasting make: them dangerous beyond any other

The halr-ogre docs great damage, ror aample, but against an opponent

Dies out or his ream, shooting, dropping things, and casting spells, the

-ogre is going down. It is also Iwd to avoid the bac.kstab or a creature

an turn invisible with a Ihouglu. Yel, pixie wry dlaracrers are not ror

WlW or hem. With hair the hit poina or a normal mar.taer, they an­

take the heat or barue ror long, whidl is why the wise pixie wry never

bit. Flight, invisibility and tribal tattOOS oombine to make the pixie a

dusivc target.

• ., now time [0 leave behind your preoonttption or the weak, flO\'lCf-flit­

&iry suitable ror nothing bu[ an appetittr. Now is the time or the pixie

Fast, nimble, magical, and steahhy, these rey crealUreS an: ofien more

I matdl for other raas..

Within chis tome, you will learn aboul the various kin or the pixie &ity;
piDc brownie, pixie sprile, pixie nixie, and others.. New dOlls, quirks,

uknu, and inheriuncc abies also bed' up your pixie f.Wy. Expanded

......mt cables ensuR: you will be prepated For anything, and new spells

your magif;-user pixie f.l.i.rics to gain the upper wing in magk:al duds.

DeW paduges. quirks and Raws await your eyes, as well as seven! new

and details on pixie wry dans and roItures. All this and more lies in

iIDowing pages. So what an: you waiting For?

fbdt On!

)

ABOUT THIS BOOK

l'his book is organized as rollows:

Chapter One: Raa:I presena a detailed listing or available maraf;ler

races. The pixie fairy, elvariel, f.ae-born, grixie, pixie brownie, pixie

leprechaun, pixie nixie and pixie sprite are all fully detailed here.

ChaPlet Two: QUSCI discusses classes prererred by pixie f.airies, and pro­

vides the new animalist class and twelve new ualo[ classes.

Otaplet 'Three: PriOfl and Pankulars presents lables [0 beer up your

chanaet's badq;round and person.aliry with quirb and flaws, clan

n.ames, age, wright, appearana, omunscance orbinh, and so on.

Otaptet Four. Goods and Services details new WC:l.pons, armot and

equipmcrll appropmle for pixie hiries, and how both new and aist­

ing iletnS vary thanks [0 the pixie fairy's size and roI.run::. This dup­
ler also includes new inFormacion abou[ flying mounts and animal

oompanions.

Chapter Fnoe; Rules or me Road provides both new information and

clarifications abou[ aerial combat and travel, mancuva1llbiliry, niba!

lartOO magif;, spells, magif; items, and so on.

Chapter Six: Customs and CullUJ"e presena information about pixie

fairy society, govttnmen[, h:l.bitaa, dothing, relations with other races,

langw.ge, religion and so on. This f;hapter also includes some new

inrorma[ion about the Realm or Faerie and Fernwkkle Isle.

Chapter $ew,n: The Seelie Coun provides slatistic:s and baf;kground

inrormation about the f.ae pantheon of pixie f.airy religion.

Chapter Eghl; Monsters covcrs staristic:s ror the GameMasler versions or

the elvariels and pixie grels.

WHAT YOU NEED TO PLAY
This arnpaign resoura: :usumes mat you have aaxss to one or more oore

rulebooks or the H.tdtMuter game: the Player's Handbook (PHB), the

GameMaster's Guide (GMG) and one or more or the HaaJopediu or Be:asu
(HoB), possibly also indOOing the field Manual & this book supplements

the Garwccze Wurld f.anasy arnpaign letting, if is also useful to love the

G2rweo.e Wwld Gazetteer and the Garwecze Wurld Atlas (both OJm::ndy

available in downJoadable PDF format).

WHAT THIS BOOK IS AND IS NOT
The primary purpose or this book is to expand upon knowledge or [he

planet A1druar by aamining [he strange and onen misunderstood f:l.(:C or

pixie f.airies in the known lands. In f.aa, because so mUf;h or [he inrormation

presented relies on the Ga~ Wurld .setting, a f.amiliariry with it is rec­

ommended. GMs nOI using the Gawea.e Wurld f.antasy arnpaign setting



INTRODUCTION

can nill find many uses in this book, from Ihe: v;lrious equipme:ncs, magicks,

CUStoms and so on. Furthe:rmore:. you could impon any of the material in

this book asily into other lands, perhaps functioning as a lost wood.Iand race:

in Grcyhack, or perhaps on a small planet in Hackjammer, hidde:n for milen­

nia by cosmic nebulae. In any event, the GM is the final arbirer as to what

firs in his game and what docs nor. Pla}'c:fS should always consult with their

GM before incorporating material from this book into their games.

Readers of Hackjournil may note thai some pi~ie fairy items and infor·

mation presented in those volumes do not appear in this book, or are signif.

iamly diffc:rc:nt. When items or background information differ, treal this

book as the definitive word on pixie fairies. When Hack}ournal items arc:
absent from this tome, it is b«:Iusc: those: items do nOt accurarely reflect pixie:

f.tiries as a whole. This book also clarifies certain misconceprions about pixie:

f.tiries from other HadtMaster tOmes. One such is the alent of pixie fairy

androgyny, which has confused many pixie fairy scholars. Finilly, thc:sc: mai­

lers can be: pUI 10 rest.

It is important to note that Ihis book is devoted primarily to the dominant

pixie: fairies, with a nod 10 their full- and half-brc:c:d kinfolk. FuJI brc:c:ds arc:
the pixie, fairy, sprite, le:prc:daun, and so on. Other hilf·brc:c:ds include the

elvariel, he-born, grixie, pixie brownie, pixie leprechaun, pixie: nixie and pixie

sprite:. The: terms f.tiry-kin or fairy-kind gene:rally refe:r to characte:rs of a Fairy

bloodline. while pixie.kin or pixie-kind rc:fc:n 10 those: of pixie heritage.

Faeries, Faerie-kind, f.te, 2lld so on afl' acceptable temu for members ofeither

group.

Whe:n determining whelhe:r a ce:rtain rule applies 10 other fae, use com­
mon seme. For example, a non-telepathic pixie: brownie cannot t2kc: the tde:­

pathic impainnc:nt flaw, and should roll or dtoose again. lik~, an dvarid

cannot usc: a pixie f.tiry peashooter crossbow, even Ihough he: is Fairy·kin.

However, a pixie brownie may choose: to be part of a pixie Fairy clan (provid­

ed the player gives his GM a r:uionil a:pl211ation for his character's adoption

into this d:rn), even though the dan listing is specifically Drgered !O pirie

Fairies.

•

THE HACKHASTER AOVENTUREIt'S GUIDE TO PIXIE FAIRIES.

REALITY CHECK:A DISCLAIMER

The fictional works collectivdy knO'Wll a.s "HackMaster~ arc: whal is known

a.s a fantasy role-playing game. Some of the: malc:rial may not be: suitable for

children and/or young reade:rs, which is why we: slrongly suggest p;mntal dis­

cretion.

HadtMa.ster is a game: and, a.s such, the: craton imbued it with a bil of

ambi211~ thai rc:f1«u a mysterious world fraughl with danger, magic. 2lld

wondrous crc::lltJres. We want 10 e:mph2Size the !erm -game:.- HackMa.ster

has very lilde 10 do with rc:ali!y. It·s an escape: mechanism designed to ente:r­

CLin pla}'c:fS for a few hours, mer whkh the game is drdval. and everyone:
mums to their -rc:aIlh-es;

As a g:cme, HackMaster throws players into situations (conAict) that mUSt

be: raolvro llSing wics and/or skills, weapons, or whatC\'C'r other means the:

pla)'c:fS' in-game possess. All of this action, of course aisu only in the mind

of those: playing the: game:. Such makc:-bdin'C' conAicts arc: tesOIvaI. wilh

equilly mak/:-believe solmions. Some conflieu are resolved peacefully

through nc:goriation, parlay, and other non-violent means. Sometimes they

arc: raol\'C'd ....ith magic.. Oft bmd. however, such conAicu arc: raolval.

through Force: (i.e:. violence). Again, ill the actions in HackMaster t2kc: place:

in the mind of the pla)'C'rs and the: GameMaster.

HackMasler has nothing ro do with advocating the occult, drug usc, t('Cn

suicide:. or random acu of violence. The writc:n do not condone: viole:nce: to
solve "rc:aI life~ situ:ltions. If faa, v.'(' frown on il. Again - Ihis book is a

work of f.mtasy and the reader should remind himself of that. If you cannot

separate rc:aIity from f.tntasy, you should put this book down and seek pro­
fessional help (or at the very least make a photocopy of this disclaimer and

review it before: and mer EVERY session of HackMasler).

JUSt so we're clear on this - atte:mpling 10 worship the de:mons presc:ntro

in HackMaste:r will Tdult in nothing but ridicule: from your peers. Our

demons are: -made up.- likewise: wilh Ihe -magic spdls~ prcsc:nted in

HackM2Ster. They'te fake. Made up. Not rc:aI. No mailer how hard you try

10 cast Invisibility on yourself, il JUS! ain't gonna happen. Arc: we: on the same

sheet of mllSic here? Good. Nuff Said.



Races

Table IA:
Ability Prerequisites for Pixie Hybrid Characters

Pixie fairy Elvariel Fae-bom Grixie Pixie brownIe Pixie leprechaun Pixie nixie Pixie sprite
MJF MJF MJF MJF MJF MJF MJF MJF
III 1I3 III 1I3 1I3 1I3 III III

1411-4 18117 1411-4 18117 1411-4 ISlI-4 1411-4 1411-4

12112 6/6 12112 717 10110 10110 11111 12112
19119 18118 19119 19119 18118 18118 18118 19119

617 6/6 617 617 617 617 617 617
1411-4 18118 1411-4 18118 14114 ISlI4 1-411-4 1-4114

818 </6 818 818 12112 12112 717 818
19119 18118 19119 18118 19119 19/19 18118 19119

3/3 3/3 3/3 3/3 3/3 3/3 3/. 313
19119 18118 19119 18118 19119 19119 18119 18118

818 3/3 818 818 515 515 717 818
19119 18118 19119 18119 18118 18118 19119 19119

818 SIS BIB 516 1I3 1I3 9/10 818
19119 17118 19119 18119 17118 16111 19119 19119
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Ability Score Prerequisites for Pixie Hybrids
Pixie hybrids have minimum and maximum requiremems for their Ability

Scores. Ifyou want to have a pixie hybrid char.laer, the Ability Scores of the
chancttt mUSt f.ill within the allowable range indicated for th:ll race. lbc:sc
an:: initial prcnquUites for raa-Jd«tion pwposc:s only.

During game play, the abilities of your dtaraaer m.:ly rise above (or drop
below) the l':ICia.I requimnena lined in Table lA: Ability Pm'equisites for
Pixie Hybrid CharaaeB, which lisa the minimums and maximums for am
racr. The Ability Score requirement for male members of each r:otce comes
before the slash; the requirement for females follows the slash. Consult this
table beforr making any racial adjustments to the Ability Scores ofyour char­
acter. If the basic scores th:ll you rolled up meet the requirements for a par­
ticular race:, your ch:lI1l.ctcr an be of that r:otce:, even if later modifications
change the Ability Scores so they acecd the maximums or do not meet the
minimunu. Once: you satisfy the requirements at the lilan, you never have to
worry about them again. Note mat a player an always voluntarily drop an
anribute to meet the maximum ability for a desired race. Such points
dropped an:: simply lost.

Ganom:zc Wurld is home (0 many m~u:rioU$ races, but none is mon:: mag­

mil. mysterious than the pixie fairy. With strOng yet ddicatc and bc1Iuci­
9inp. these tiny acl.tul"C$ flit about the glades and sunny punuu of me

The pixie fairy race is the rcsuh of c;ro$$ baoeding bctv.=n pixies and
dwugh no one is quill: SUR: how or when this occurred. Some $p«U-

00 dlc intav=uon of Quem liWlia (5Ce Chapter Elgin: The: Scdic
). but whatever the reason. the raull was me acariaR of a handsome:

k although the pixie: fairy is the most commonly ra;:ognizcd hybrid. it is
dx only one. The lusty pixies of Aldnzar male with almost any wry or

'0 on (&cqucm) occasions, including brownie:$, lepra::hauns, nixies,

and more. II is 10 ddtning the hybrid races thai this chaplCt is devol­
Em is the pixie fairy, followed by other, much Jess common, races. After
if: is 10 the pixie fairy thai this book is devoted.

am entry begins wim a basic description of the hybrid, personali£)' and
.....~wise, and follows with an -at a glance- description aria up$idc,

and mOYemetll ratcs, followed by any funher details or expansion
• above, and concluding with information on the lands where the pixie

. can be found. Unku odlerwise nOl:cd, pixie hybrids make up leu
1,. of the roW popuIacion of the regions where: they reside.



CHAPTER I - RACES

PIXIE FAIRIES
Pixie fairies stand between I 1/2 and 2 feet tall, and weigh up CO 25 pounds.

Their skin cones vary from snow while co mauve {O omnge, and colorful

magic-imbuing tanoos often decom{e {heir bodies. Two pairs of beautiful,

shimmering, dmgonfly-like wings also spring from {he back co gmce each side
of their bodies. These wings are folded a.nd soft a{ birm, expanding within

hours ro abour 4/5 of the pixie fairy's height. The wings atmch co either side

of {he spine, with internal f1igh{ muscles attached ro {he ribcage. The pri­

mary wings are larger, and are on cop of{he secondary wings. Pixie fairies use

their primary wings ro gain lift and propulsion, while the secondary, smaller

wings help rhem maneuver. Their wings come in a variery of hues, but mosl

are brighdy colored with an iridescent sheen. Human children somelimes say
that if you see {he glimmer of a pixie fairy's wings in {he moonlight, and you

wish upon rhat fairy, your wish will come true. (This is, of course, a com­

ple{e crock. Don't waste your (ime.)

The face ofa pixie fairy has some of {he angular qualities of{he elves, with

some fearures resembling small human children (such as large, innocent look­

ing eyes and pouting lips). They also possess twO antennae, which sprout

upwards from their heads. A pixie fairy's a.n{ennae grow in one of three dif­

ferem locations - from the inner edge of either eyebrow, a{ {he hairline, or

between the ha.idine and the crown of {he skull. Human sages debate on

Pixie Fairies at a Glance

The Upside
Racial Bonus..s:

Fly n 18" (8) per round
Can u... Glng..r Moth mount! ~nd Bun..rlly S~s
+2 bonus to hit In mounted combat or flying comba!, with an ~ddillonal + I bonus

on joun or eN'l" ntacks
H..~I ~n "Ktra hit poInl per day
T..lep,a!hy (never ,urpri.ed, linking: provided by Emphkrin tattoo)
Wh..n ~ plKi.. fairy di.... he I.....lnama'elI within I<H month.
May an a Fa..rie Plu.ntDm spell onee per day
A, 5th level. may ase ~ Minor Sph..r.. of Penurbadon spell onee per day
A, 5th level. may .ummon a woodland thrall.

Initial Languages:
I"iKi.. fairy. common...I>rish. butterfly. gnoml.h. bird"
T;I!..ncs;

Tum in....;'ibl.. one.. per day
Allowable Claues:

Cl..ri<:. ~ni"",li,l"'O. cho,en on... shaman. t ..~loc Fichter. ~erl<.e., bounly hunte•. av·
all..r. g1~dia,or, knigh, ......nt, pirate. swa.hbuckler; Magic..., ..... ~bju ....r. elemenwl,!,
..ndlante<. iIIu,ionl.t, invoke<". pain,ed mage. """nsmute<. and ~,ed sole prattiof>.
..rs: TIlle!. brigand, Infiltra,o•. 01" mimllll!l (levef ",.trictions apply. See Chapt....
Two: Cia......)

Allowable Multi-Cl :
Fichte<lmaglc.u .

Attribute Modlfien:
·6 Strengdl. +2 Dext..rity. +l In,elligence," I Wisdom. +2 Chartsrna, .. l ComeIi......

Building Point Bonus: 14
AdditlonalTalenu Which May be Pun:h..ed:

Acrobatic Skill S<>i,e. ku'" A1..nn..... Ambidutrou•. Anute Otl........don. AtQck
Bonu•. Blind Fighting. Faeri.. Kind M~rtlal Arts, Rutter, Hi, Point Ilorws. Keen Sigh!,
M~gic Bonus

The Downside
Pilde Wries .....,t pay th",e times (3K) th.. gp valu.. for their d~ily food llI!<lulrements

unleu they /onie for th..1< food
They h~"" a ""'1 ,hort lifespan - geneMllly only 10 to IS yean.
I"iKle falrie. don', get the 20 hit poln, k1cke<" other chara«..rs receive ~, ht Ievd:

they rec";v.. only ~ 10 hi, point kid<e< (but still rec..ive th.. full Con bonu. 01"

penally)
They only get half tI'Ie hit points rolled foe ...ch level (rounded up)

Getting Around
All plKie falri... with wings ~'" eapable of flying ~nd may do so with ~ normal ur.en­

cvmbe.ed movemen' MI,e of 18". PiKI.. falri... may also w:alk ~t ~ rat.. of 4". A
mounted p1KI.. f~i'1 """""", ~,~ ra,e of 26" when mounted on a Giant Bunerfly
S,eed and 36" when mounted on ~ domesdeated Ging... Moth.

·Th.. number of languages ~ piMI.. fa,'1 an I...,n is limited by hi. Int..lligenc.. (..... PHBTable
ID) o. by the Building Points/training he devotes to iangu~ge.
... New cia.. In this book.
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whether ,he pJacemem of antennae is herc<litary or due {O the :amOUnt of

magical energy a pixie fairy possesses. When asked, {he pixie fairies simply

give the interviewer a bemused look, as a scholar may give a child who asks
an unusual question. To {hem, {he cxaCl loca{ion of {heir antennae maners

only when being filled for headgear. Biologically, however, {he amennae have

a core of cartilage protecting [he antennal nerves and men covered wilh skin.

These sense organs efficiently detect {he minure Tmces of magical energy that

are {he pixie fairy diet.

The female of The species has slighdy 1:l.Tger amennae, and Man-sized and
gre:J{er cr(';ltures have used this chamc{eriSlic 10 distinguish {he sex of a pixie

fairy (since to them the pixie fairy of{en appe:trs androgynous, juS{ as a

halfling appears androgynous 10 a giant). Upon closer inspeclion, however,

the physical features of male and female pixie fairies can be determined, when

rwo conditions exisl. Firsdy, that Ihe pixie fairy is not heavily clothed, and

secondly, that the pixie fairy allows {he vi""'er 10 come within a few fcct.

Pixie fairies arc careful by nature, and prefer {O keep well out of arm's reach

of any stmnger.

Spdlcasrer E1enwyd Sensuliad claims to have sludied a pixie fairy dan in

Ihe forests of Ka1 DC"./., and even published a small anicle on {he correlation
between pixie fairy Comeliness and mammary development. In this, she

daims Ihal all pixie fairies are androgynous, but {hal the greater a pixie fairy's

beauty, the more feminine (or masculine) il appears to outsiders. Other sages

claim rha{ Ihe Ka1 DC"./. clan is simply more androgynous than other dans are,

while some sages sta{e that Elenwyd's thcory is correct, but her numbers are
wrong. [n faCt, (';lch argumem holds some bit of tTuth to it, for :l.ndrogyny

varies from clan {o clan and person {O person. See Chapter Three: Priors and

Particulars for more information.

Pixie fairies do not have individual leeth, but mther have two crescen{­

shaped bony ridges {hal span Ihe upper and lower jaw, as would rows of{eelh.

Though these partially segmented ridges can easily be misraken for rows of

individual tcc{h, they are actually all of one piece.

Life and Death: Pixie fairies' high membolism allows them to heal an extra

hit point per day more than orner creatures with {he same Constitution.

However, due 10 this incrc<libly high metabolism, pixie fairies have a very

short life span - genetally only 10 10 15 years. However, there is some good

news. When a pixie fairy dies, if he is nor Raised or Reincarnated (by the

spells of the same name) within twO weeks, the deceased's spirit enters a sur­

rogate pixie fairy female ofadult age and induces pregnancy without the need

for sex. The pixie fairy is Ihus reincarnated within Id4 momhs of his date of

death, and comes back as :l. pixie fairy of the same gender wilh no changes in

his androgyny. (The varying gesmrion period is due ro (he unusual magicks

involved.)

A reincarnated pixie fairy is pan of his rebinh mOlher's dan, as well as his

original clan. The reincarnate must roll on PHB Table 4F; Social Class to

dcrermine his status in {he new dan. Members of this new dan also perceive

the reincarnate to have the social class modifiers 10 Honor as defined in PHB

Chapler Four. This Honor modifier applies only when dealing with or

regarding members ofthis new clan, nOl 10 his original dan or any Olher crca.­

ture. A mul{iple reincarnate is usually a member of many dans, and may

hold a differem Sl:l.tus in all of {hem.

Because reincarnated pixie fairies emerge from {he womb as slighdy larger

Ihan normal pixie fairy inf.tms, birthing such a hybrid is no simple task, and

the midwife uses special herbs and potions {O ease Ihe delivery and prcvem

the loss of the mOlher's and infant's life. Pixie fairies usually choose meir

rebirth mothers before dying (by means of the Sutrogacy spell - sec Chapter

Five: Rules of Ihe Road). Pardy due to the dangers of delivery, making such

at{';lngementS is a very serious business and usually lakes place:as part of Pixie
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Mecl: (Iff Qaptu Si.E: Customs and Culture). If a pixie fairy does nOI
chOO5C' his rebirth mOther. he is reborn in the doscst available pixie fairy host.

Ma birth. a reborn pixie fairy grows quickly, reaching full size in about
thtcC' months. II has Abilil)' Scores idemicaJ 10 its fonnu incarnation,
including level, proficiencies, wems and hit points. A pixie fairy that
arranged a rebinh mOthu before dying regains 100% of his fonnu Honor.
If nOI, me pixie fairy mUSt rcalculate his beginning honor Wling me tules in
the Player's Handbook. RC'born pixie fairies keep their previous quirks and
flaws, if any, and mUlt roll for an addilional minor quirk on PHB Table 6F.
CM's may inSlead choo5C to have Ihe player roll on the new PHB Table 6K
(PHsI: Quirks (Mental) dIDO (5« Chapter ThtcC': Priors: and Pan:iculars).
They lose ALL previous skills, with the CXCC'ption of the Pixie Fairy language.
They also lose all magicaJ !2UOOS and po'NC'I' runes, even the Emphluin tat­
tOO, and so:arc vulnerable to being surprised until this taftOO is regained. All
pixie fairy mOthm rypia1Iy have their children taltooed with this pan:kular
sigil within a month aher birth, so the ncwOOrn has liltk time 10 wait. A
planned rebirth mother always tries 10 pnMdc this savice (since the m[J(:al"­
nale.should mmbunc her foc the cost), though uncxpected mOthm may wait
and mm the tcincarn:llte take care ofil hinudf.

Gr.ldually, thtcC' months aha his rebirth. the pixie fairy beginHo regain
full awareness of his fonner sd£ His rebirth mOther hdps him in this as
much as possible - even more so if she was chosen, for she may hold p0sses­

sions and equipment as well as Stories and remembrances from the reborn's
former life. Each day after the Ihree month mark, he can attempt a skill
check for one of the skills he formerly held, at a +10% modifier to the die
roll. If successful, he regains thai skill. The ncxt day he can aitempi to roll
for another skill, and so on. If the skill <htck fails, he loscs aU memory of
that.skill and musl retrain (incurring the normal ft.es and training time) ifhe'
wi5hcs 10 regain that dUll. In spire of this aUt0m2tic reincarnation feature, a
pixie fairy can only be Raised, Reincarnared (as the spdl or as the pWc fairy
racial abilil)') or Remrrcacd a number of times equal 10 his initial
Constitution SCOte. just like any other char.acter.

The narura.l offspring of twO pixie fairiC'S is always another pixie fairy, with
no tendencies towards either pixie or fairy blood.

Diet: Ikc:ause of their metabolism and the faa that they arc magicaJ crea­
tures, Iheir sustenance requirements diffC'l' from other races. Pixie fairies actu­

ally feed on errant magicaJ energies (the residual energies left behind by mag­
ical spdls, itcrns, etc.) that tend to accumulate in certain rare plants and
iiUC'CIS. For this reason, pixie fairies must pay three: times (3x) the normal costS

for daily provisions that other charaam pay. Although they cat a much lower
qlWltity of food as compared 10 their larger ooumerpans. their diet is so sdec­
1M: and restrictive that they incur a greater cost for acquiring such provi5ions.
However, a pixie fairy is abk to~ enough food to sustain iudf in any
envirorunenl where p1an1 and insect life arc p1enriful (withoul any chedu 01

COR; this takes 4+ld4 hours per day). Some sages specuIate that pixie fairy
conswnption offree magieaI energy prevents environmental magic Icvds from
rising to the point that fonncrly harmless species mutate into monsuoWl
forms, bur have been unable 10 obtain proof ofsuch a theory.

Invisibility: The pixie fairy can also tum invisible once per day fal a dura­
tion ofone rum per level ofapcrience. Howcver, they can ONLY turn invis­
ible by "ying. If reslrained, confined 10 a tight space, C'!C., no invisibility is
possible.

Pixie Owl: Because pixie fairies arc sueb magicaJ crealUtcS, they acrua.IIy
SC'CfC'te magic in the same way that larger crearures perspire.. HDwa'cr, when
a pixie fairy's swal dries, il flakcs off in small dandruff-like golden particles
known as ·pixie dll$t.· A roving pix.ic wry advenrurcr gcnaally doesn'l
remain in the.same: pba: long enough lOt its pWe dust ro ao:cumWale 10 any
real ~uc or USC'- HI;7'Nn'Cf, ifa pixie fairy sleeps and grooms himself in the
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same area on a routine basis, he may ao;umWate enough pixie dust to make
harvesting and gathering it ofsome ~ue 10 anyone willing to spend the time
scraping it up and sdling it. Unfortunatdy, some unscrupulous magic-uscn
aaivdy.seek out pixie fairies and keep them in cages purdy for this purpose.

An ounce of pixie dust can be distributed in the fonn of a sphericaJ cloud.
approximately 20 feet in diamC'!er, that heals everyone within 10 their full hit
points. This cloud takes Id4 rounds to fonn and dissipales after jUlI one
round. A Dispel Magic spell or gtc:ltC'l enchanunent produced by a culer of
at least 10th 1cvc:1 causes the cloud to disperse al once. Aside from this effect,
it can also be used as a component for certain spells, sueb as Liu:nz's Dark
Wings (SC'e Chapter Five:: Rules of the Road). Magic-users arc conswltly
aperimenting with new ways to use the mysticaJ dUSI, mostly as replacement
components.

An acrivc pixie fairy sweats an average of 0.5 Ibs of pixie dust each year,
about 0.02 ounces each day, or just over half an ounce each month. More
scdenary pixie fairies sweal aboul baJf thai amount. Of course, the more
acrivc a pixie fairy is, the less likdy it is thai he: remains in the same pIa« for
very long. Prices for pixie dust vary on the open market, but most magic­
uscn arc willing 10 pay around 500 gp an ounce.

Pixie Meat: The cast)' Acsh of the pixie fairy is full of magicaJ energy, and
particularly loved by the nomadic, warlike grel (grunge dves). Consuming
this meat allows guls 10 make usc of the pixie fairy's tribal tanoo magic (see
Chap[er Five: Rules of Ihe Road). Naturally, mOSl pixie fairies avoid grel at
all (OS[.

Pixie Meet: Any pixie fairy that docs not attend this fcstival (once every six
years) suffers an immediate loss of 50% 10 his honor for offending his
racialJtribai peers. For mote information on Pixie Meet, Iff Chapter Si.E:
Customs and Culture.

Tanoo Magic: Pixie fairies may use a special form ofmagic caJkd tribal UI­
tOO magic. Furthcnnote, upon reaching 6th Icvd, they automatically gain the
knowledge of how to UttOO thcmsdvcs and others, thanks to some mysricaJ
racial memory or consant aposure 10 the practice. For more information,
Iff Chapter Five: Rules of the Road.

Telepathy: Pixie fairies wilh the Emphkrin UItOO gain a tdepathic -danger
sense~ and arc never surprised by olher living creatures (cvc:n those: that nor­
mally get automatic surprise) due to telepathic impulses picked up by their
antennae. Undead and non-living creatures (such as the golem), as well as
creatures immune to telepathy and/or tdepaUlic attacks (such as the Su­
Monster), ClO still surprise:.

It is importanl to nore mat this telepathy is reaaive, nor proaaive. It docs
nOI allow the pixie fairy ro·sc:nsc life"' or·scan for danger- as a standard abil­
ity, and the pixie: fairy ClOnDt telepathically dC'!C'CI: an enemy in adwnc:z of the
attaCk. This ability simply negates the game dfeas of surprise, aUowing the
pixie fairy 10 react and dcfmd itself normally - instead of sanding ni.1I for a
round with mouth agape, as would be the ClSC' with a n:andard surprise
,,,,,,,-

In addition, any intdJigent creature that associate'S with an individual pixie
fairy for at least~ weeks becomes tdepathicaJly linked with Wt pixie fairy.
Persons [hus linked, who remain within 10 feet of their pixie fairy compan­
ion, gain the ability of never being surprised. They gain no other benefits.

Pixie fairy talC'S and legends occasionally feature mysterious persons that
can somehow block this danger sense, bUI how they do so is unknown. This
taltoo docs not work for other races (cxcept for fac..bom and pixie Spriles).
and some sages speeulate thai this is because of the pixie fairy's magicaJ
nature, their anrcnnx, or a combination of both.

Woodland Thnll: Once per WttJt, after rcadllng 5th Icvd, a pixie fairy
may caJl a woodland creature 10 bc:come his thrall. The summoned crealUt'C
serves the pixie fairy for 1dlO days and thC'O tctunu 10 the wild. While in
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the: pixie fairy'$ $Cl"Iice, the woodland thrall obeys any command the: pixie:
fairy gives it (ro the: limiu ofiu abilities), including giving its life:. For exam·

pIe:, a pixie: fairy with a squirrd thrall could order the: squirrd to leap into the:
face: of a magic.mc:r cuting a spell and the squirrel would do it - eve:n though
it would ce:lT.Iinly mean the: squirrd'$ death whe:n the: magic-mc:r re«lVCf$

from the: surprise:. Your GM has the dc:raib on thrall $UJllmoning (GMG
page: 34).

Lands: Pixie fairies live in~ lands throughom A1draur. In the:
Kingdom of Ara'Kandcesh, they make up approximardy 2% of the: popula­
rion, and in the Kingdom of KaI Dez. they dwell both in the: eastern forestS
and in the larger cities (whc:rc: they arc $CCI often enough that their appear­
ana: does not camc: a $tir). A small colony of-uncivilized- pixie: fairies (who
call thcmsdY'C$ the Sanimes) abo liY'C$ on the Panaan Aloll, near Mount
Karamor, and make: up 5% of that island's population.

In the: shaky Thcoc:ncy of Saryn Ar'Kttr, pixie: fairies dwd.! in the: foremi
and jungles, ardi.illy avoiding their ogre: and troglodyte: ncighbol$. In addi­
tion, off the: coast of Saryn Ar'Kttr, we find the: brighl $pcll: of that land ­
Fttnwicklc: We:. This isle: is predominantly inhabiled by pixie: fairies (approx­
imatdy 50%), other pixie: hybrids (approx. 25%) and variOll$ pWes. fairies
and other sytvan crcuura (approx. 25%), obliviow to the: conflicu and raids
in SarRan Ara'Kttr (Ihe local name:) i~f.

OTHER PIXIE HYBRIDS
The: races lisled in the: Playc:r'$ Handbook are: only a few of the: possible:

inte:lligent races populating Garwc:t'ZC Wurld. In fact, scvcra.I races below
were: once: only available to the: GM as monsren and NPCs, bur arc: now
updated and adapted for use as player characters - with some modificarions
ro maintain game balance:. Note: Ihat all of these new hybrid raa:s musr have
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scores of 14 or highe:r in the: prime: requisites of both classes to qualify for
multi-dass slanding. GMs may, ofcourse:, continue: 10 mc: the: monste:r races
in the: Hacklopc:dias of Beasts or supple:mental resources as they .sec: fit. In
A1draur, sickly parents, genc:ric anomalies, or- bad (or good) magicks or
ome:ns that OCCtIrrc:d on the: dwaaer's binh might explain these diffc:rc:nces.

Funhc:rmore:, the: following hybrid races arc quite: ra«', and should be
played as such. IUas not familiar with pixie: hybrids may treat them JUSt like
pixie: fairics or jusl like: monsters, depending on their size and appearance. In
gcnc:nl, pixie: fairies rc:aa 10 one of these hybrid charxten as they would rc:acr
to iu non-pixie: parenl. They may be welcomed, or treated like OUtClSU or
members of a lower class, with the pixie fairy constantly looking down on
thc:m as poor, ignorant backwoods rdatives.. Two of the: following races (the
fac..bom and the: grixie) abo require: GM approval ifa player wanu to start

with this race for a new chaIacter.

ELVARIELS
flvarids arc: a true: mi.xrure of eMs and piDe fairies. They sWKI bc:rwttn

six and~ fc.c:r uI1 (a result of the biurre~ used in their creation)
and have the skrnkr build and pointed em of their dvm ancestors. In fact,
ifil were not for- the large, buttafly-Ii.h: wings and the pixie fairy-like anten·
nae, they could pass for exuandy uI1 dY'C5.

Their wings arc:: fuUy fUnctional and allow the: dvarids 10 fly at great speeds
and with acdlent manctlvcn.bility. Hownn, dllC to the: large amount of
energy nc:c:ded to fly (and the mative frailty of their wings). dvarkU cannQC
fly for more: than an hoor al a time without rest. For a normal flying r.llte,

this is 15 minulcs for every one hour of flight.

In com~t, dvarids make: the most of their flying abilitiC$. Perhaps from

years of hit and run raids. or perhaps as a SOft ofancestral memory lTom their ,

•
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pixie fairy parenu, dvarids prefC'T ro fighr from me air. Whcn encountered,

whC'thC'T walking or flying. rhey immediardy rake [0 me air, and begin par­

laying or fighling. depending upon meir estimation of meir opponenu.

E1varid combar doctrine diaares rhar ir is far bcttC'T ro avoid being hit rhan

landing a decisive blow youl'SC'lf. This is, in large part, becaU$C' me dvarids

rc:/lae 10 wear armor. They see ir an indignity agairut meir nature. Thus,

dvarids tend fO SlaY OUI of I'V\ge umil rhey have me good. opportunity to

artaek. E1varids:lfl' a1mon all fanatia aboul protecting dtc: cnvironmmt, and

see no aaion taken in dcfcnsc of rhe narural world as wrong. OfODUl'SC', some

savage dvarid lribcs :lfl' less focused, and generally anxlr. anyone wim food

or supplies rhey need.

l1& and Deam: A tUVlr addition 10G~Wurld, me first dvarids

grew in me I.abonrory of me dvcn magic-user Ko1icn Longbranch. Ar dtc:
time, Ko'lim was unsUlXaSfully wooing me c:omdy half-dvcn druid Otir,

and the dvarids were 10 be his tic:kn lO her hean: (and hopefully bed). Otir's

love of the nalural cnvironmmr. particularly the form home ofhcr mother.

was wdI known and wall beyond C'VCII the beliefs of me mdicional druid.

Ko1icn rapecu:d his woodb.nd home, bur he feared thai his environmmral

bdidi W'eIl' not enough for Otir. In order to appear as much more of a

narun:-frimdly fdIow than he aewally was, he SC't OUI to design a new race of

forest guardians.

Like many plans motivaled by lusl, howa-a, Ko1im's de5ign for the

dvarids was half-baked. He wanled 10 combine dves with fairies to O'(':Ile

the puresr, mosl nature-loving aeaturcs. Unfortunately, he could find no

fairy votunrC'C't'l, and had ro SC'tt!e for pixie fairies insteld. The result was the

Elvariels at a Glance

The Updde.............
Ay n Ie- (8) per round
lO1lI rahcancc 10 SIMp and all etwm.rebUld spells

......-Elf.-.~pbdtl blry.~~

TaJenw

""'"""""'"Allowabl, c...,..,
Cleric, anImal1lt*". choHn one. dnJid. ohaman. zeakM:; fi&hter, benetbr, bounI)'

hunter, pella!Or, knl&"t~pln;~, 1'Wlp/', 1OIdier. swuhbuckIer; Hagle........
bottle ....,.. blood ....,.. dMne<'.lInCNnt.... tnmmuter. wild~TlQI. acrobot,
"'_lin, bor'd. brlpnd. c/'lritQn, lnfiknt«, minln!, pirate or yalwu. (~
....Irlctlons apply. s.. C..... Two: Clusa.)

Al~H\Hd-C...,..,
Cleric (or drvId)Ifi#K.... cleric (or drvld)/rw"er. fi&hterlmqic-user.
AruibuI, HodlfiIr1,;

.1 Suwp. +1 DIxtwtry. .1 Consdtudon. ·1 IntellJence. +' Charisma. +1
Comohu

8uIIdInz PoInt IIonuI: 11
AddkIoNI Tallna Whldl May be fVdIued:
A<nIbadc Skill Sufta. Acute Alwtnas. Ambiclutrous. AsaIu Obsen:adon, Ilabnc,

IloroA llllnd flPlnI, Bow Ilonul. Cold Resisunc.. Hat Resiltanl:I. Keen Si&ht.
Less SleIflo I'hoqi aphk Hen-y. RaIsancI. SibIirc £mpa'lhy. Si>nh Sense. Sword.....

The Downside
Husl be d -, dDOtk .......... (usualt dDOtk-..nl)
a-w. IoH 75" d dMir Honor ...... -rtrc any armor
EhwWI wfJer. +10 penaky ... PHBTable 'It Qualiry "" Parenr.u to the,.,.....

.,. poor~.. posMSSId br "'-ills
BowieB ....... ~ two tlme (hI thelJl ...... lor dMir daiy lood~

....... they ........ lor dMir lood
Some lands oIJIr • bownty ... .....-. and ............ sud> pIlal_ hurud

Gettin, Atound
AI~ ............. _ apebIo: "".,.. and may do tIOt'fI'IlII-..

bend _nud tr. BwariIls mayaho rate d 11~.

• The runt- d tareuaces an IItwariII can lam is hao:I br his Irou!Iipnce (_ PH8Tabil
ID)orbrthe~~". ........to~
• ~ dass .. this book.
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finl dvarid, a magic:al crealure with a fully-grown dfbody and ddicale wings

more like a bUIle:rfIy's than me dragonfly.like: wings of me pixie fairy.

Clair was suitably impn:sscd, and Ko'lien conside:red his little expcrimeDl

a suc:ce:ss. At first, rhe two dvarids (Ko'lie:n only had the funds to el'C'ate two)

foll~me happy couple around, learning of the forest and how 10 prc::sc:rvc

nature. Soon, Qair realized thar Ko'lie:n was only interested in the: carnal

aspea of the relationship, and C'VCIIa took a tum for the wone. Embarrassed
thar she Iud fallen for the: mage's dc:ceplion, she began w ctpn::ss her anger al

Ko1ien. When Oair finally left Ko1icn, her birtcrnC'5$ W3rped the dvarids,

and they SC't OUI 10 atablish meir own tribe:.

In no time: al all, the: dvarids had established a large lribe: of their kind.

Wimess w me ablUive relationship of Ko'lim and Otir during their impres­

sionable: ran, the dvarids dcvdopcd a miliWlt form of environmentalism.

Bdieving thai all others W'eIl' 100 "soft" in protecting their natural surround­

ings. they SC't OUt upon a campaign of c:co-rC'ffOrism dar pcrsisa ro this day.

Ra:cndy, scvcraIlribcs have returned to a life of barbarism. Thc:sc: uibcs

stiU carry OUI theil agenda of mJiwlI mvironmmtal proroction. bul their

t:aetia are less refined and ultimatdy less succ.c:ssful. To make: up for it. thc:sc:

lribes be:cune brutal and ruthlc:ss in combal, and are kued over their "more

civilized" brethren. An dvarid can be: Raised, Rdncunared, or ~urte:Cted

Iilu: other chancrC't'S, bur Ihey :lfl' nOI rc:bom like: pixie fairies. For buying

.d<.iI1.s, talena and proficiencic::s thaI :lfl' rcsrricred by race, rrctr dvarids as
half-dvcs.

Diet: Because me effort of flying dr.l.ws a large amoum of mttg)', dvarids

mUSI pay !Witt (lx) the normal costs for daily provisions thar other chacae­

tC'n pay. However, this is nor due: to a selective and resuiaive dia - they

mC'fC'ly eal a much greale:r quantity of food as compared to their dven coun­

tctparu. An dvarid can forage enough food to sustain iadf in any environ­

mml where animal and planl life is plemiful (without any checks or cosr; this

rakes 2+ld4 houn per day). Conttrning spells such as Create Food and

Warer, an c:Ivarid couna as !WO people:.

Honor and Annor. E1varid culture prohibits rhe wearing of annor, and an

dvarid loses fatt (and 75% of his Honor) every time he dons any armor, hd­

mC'1 or shield. He docs nOI regain this Honor upon removing the armor. No

orher dvariel will haVt: anything 10 do with such a foul creature - execpr to

allack him on sight, of course,

Pixie: Meel: The dvarids are not welcome at Pixie M('('I, for moS[ pixie

fairies consider all c:Ivarids unnarural and savage. Moreovet, Ihey have no

natural magic to conrribure to Ihe Amber Home. and rheit gtear size (com­

paratively speaking) is quite dangerous and intimidaring. Only an dvariel

wilh a f.tcrie·kind sponsor is allowed at PiJje Meet. For more information on

Pixie Meet, sec ChaptC'T Six: Customs and Culture.

Taltoo Magic: E1varids have: no knowledge of uiballartoo magic, but may

bear IartOOf as symbols of suength or decoration.

landi: E1varie:b hold no countries or great lands oftheir own, though their

tribes :lfl' rumored ro inhabit portioru of the: c:astC'fll forau of the Kingdom

of KaI Da and the jungles of the Zumbran Rqm.b1ic. Savage dvarids also

dwdl hC'fC', bul :lfl' more nomadic and rwdy inhabil anyone place for long.

FAE·BORN

1bc fae..bom are an unusual pixie: kin. in that they:lfl' DOl born to such. Fae­
born :lfl' Ihos.c: who, when they chose: a rebirth 1llOlhcr, chose: an df (the: only

oIha O'(':Irurc who can act as rebirth mother w a pixie fairy). Save for their 3­

foot-tall height, fae..bom resemble pixie fairies in almost cvay way. This rat'('

requin::s GM approval for USC' as a new (DOl n:bom) lSi kvd characrcr.
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Fae-Bom at a Glance
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The Downside
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Life and Death: fae..bom havc many of the spcciaJ abilities of an df, bUI

they have IosI some of their pixie fairy powas, cannot use unoo magic and
an: sterile. Typically, a pixie fairy only chooses to become a f.u:-bom on his

laSf reincarnarion, as fae-born live a bit longer Ihan pixie fairies, Alter all,

onee a pixie fairy has died of old age several times, thai o.lended lifespan

sans 10 look lih a good idea..

The gesralion period for a Jie-bom is four months" and he rndles full me
in aboul anolher four months mer binh. He has Abiliry Scores identical 10

his former incarnation (bul wilh .. I poinl of Snengrh, -1 poinl of Charisma

and -I poinl of Comeliness). He also mains his prcviouslevcl, proficiencies,

mena (with the exception of the Idepath talem if he had it), hil points,

quirks, Raws, and 100% of his former Honor. He 105CS all magical raltoos

and power runes, plus ALL skills. with the exception of Ihe EJf(ifhe knew il)

and Pixie Fairy languages. All reincarnated fae-bom must roll for one minor

flaw on PHD Table 6) [PHsl: Flaws (Physical) diDO and one minor quirk on

PHD Table 6K (PHs); Quirks (Menm) dlOO (Itt Chapler Three Priors and

Particulars).

Gradually, three mondu aher his rebinh, Ihe fae-born ~ns 10 regain full

awareness of his former self. His rebinh mother helps him in Ihis. Each day

aner Ihe three-month mark, he can allempi a skill chcd: for one of Ihe skills

he formerly held, 11 a .. 10% modifier 10 me die roll. Ifsuccessful, he rcg:Uns

mal slcill. The nCltI day he can altaTlpt: 10 roll for another slcill, and so on. If

the skill chedc fails, he loses all memory of mal skill and must retrain (incur­

ring the normal fees and lraining time) if he wishes 10 regain thai skill.

A fae-born can no longer be Reincarnated (as Ihe spell or as the pixie fairy

racia.l abiliry), and only a Rc:surrcttion spell is C1pahle of bringing il bad

10

from me dead. A fae-bom may be Raised a number of limes equal w iu ini­

lial Constilution score minus one.

Diet: like pixie fairies (Itt above), the sWlcnance requirements of me fac­
born differ from other~ Howa'eI, f.u:-bom need less magiaI energy, and

so only pay rwo times (lx) me normal cosa for daily provisions that other

characrers pay, bUI can forage enough food 10 susrain itself in any environ­

ment where planl and insecr life an: plenliful (withoul any checlts or COSI; Ihis

rakes 2.. ld4 hours per day).

Pixie Meet: f2e..bom may anaxl. Pixie Meet aiong with rhcir pixie fairy

brethren, bUI an: somewhat shunned. Pixie fairies fttI. thai the f.le-bom have

rurned Iheir back on their own heritage, just 10 earn themsdves a few more

years of life. A5 such, fac-born do not suffer a loss of Honor for nOI attend­

ing. For mon: informarion on Pixie Meet, sec Chapler Six: Custonu and

Cul=_
Taltoo Magic: Thanks 10 their dven binh, fae-bom cannot use niba! ral­

tOO magic. However, mey often bear decor-llive raltoos.

web: Fae-born have no lands of Iheir own, but exist wherever elves and

pwe fairies live rogtther. Fae-bom an: rhoUghl to have been spot:taI. in the

Kingdom ofAra'Kandcesh, as wdl as the Kingdom of KaI Da. Only a very

few dYeS live on Femwickk We, and so less than 1% of the population is

composed of fae-born.

GRIXIE
It is widdy known thai the grunge dves (more commonly known as the

grd) crave the !tite of pixie fairy meal. In aCI, il is so delicious Ihal for each.
pixie airy consumed, a grcl has a cumulalive 5% chance: to gain the Pixie

Meal Addiaion flaw (sec Chapler Three Priors and Particulars). Gre! that

eal 100 much pixie fairy or pixie sprite meat, however, may rum imo pixie

grd5. or grixies.. Your GM has the deu.ils on this change (Itt GM-only

Chapter Eighl: Monslers).

In appearance, a grixie (also known as a bun-killer or shadow flyer) resem­

bles the vengeful warrior df il oncc was.. However, il now stands no raIler
than a pixie fairy, with wings idenPca.l 10 thai same creature. This fXr

requires GM approval for use as a new lSi kvd chanaer.

life and Dealh: This corrupted form of grel, now hideously lransformed

aher over-indulging in the consumption of pixie fairy flesh, are now horrid

and darX crearures. Their minds hold only spire and billaness, and their lives

all' consumed wirh acts of doing harm 10 others.. When nOl aaivdy inflia­

ing pain on living crealUJ"es" they pice new ways ro do so.

Pixie grel spare their vietinu only for one reason - in se:rn;h of a way to

undo their condition and/or lengthen their lifespan. Magic-users, druids,

and even deries are somC'rimes spared, bUI securdy imprisoned and then lor­

rured for informarion. There is a nunor mal eating df mat will rum the

grixie back inlO an df, but no one has yet testified as 10 ia accuracy (perhaps
because the reformed grel do nOl wish 10 announce they we«: once: grixie).

A grixie is sterile, can no longer be Reincarnated (per the spell or as thr

pixie: fairy racial abiliry), and only a Rc:surrcaion spell is capable of bringing

a grixie bad from the dad.. This former grd may still be Raised from the

dead a number of times equal 10 his initial Consrirurion score (j1lS! like any

othcr charaCler). Due to their shon lives, grixie society is chaotk and based
solely on the Strong ruling the weak. They fight to the death, for they feel

they have nothing 10 lose.

Diet: The SUSlcnantt requirements of Ihe grixic differ from ocher piIie
hybrid races. Grixie do nOI require special magical energy 10 stay alive, only

Ihe meat offrcshly killed crearuTes. In Cilies, a grixie usually pays for livestock.

(sudl as a chicken or pig), which he then slays and caa in privale. Ouaidc

ofa town or ciry, a grixie can for2gc enough food 10 sustain itsdf in any envi-
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Grixie at a Glance

The Upside
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GettinJ Around
AI pieI~~ .... gpble 01~ and rNlf do 10 widI a normal .........,;:um­

bered............c me 0I1'~. Grixie rNlf abo ..... H ....to! 0I4~. A InOIJIItId
&rtUe """" at a~ 0126- ""'- InOIJIItId on • h.Ip to. ..-....

ronment where: animal or enemy life is plemifuJ (withom any checks or cost;

this takes 1+ld4 hours per day). Woe betide the party adventuring with a

hungry grixie...

GrUie Meat: Any grd foolish enough to cat a grixie must make a $)'Stem

shock roll at -50% or insrantly transform into a griIie. Pixie fairies that con­

sume griIie meat temporarily gain 1-3 points ofStn:ngth and 1-4 points of

Constitution for 1-6 hours. Even good-aligned pixie fairies may consume

these evil beings.

Pixie Meet: A grixie who despairs oflife onen auends Pixie Meet in an aa

ofsuicide. hoping to end his life while diminating as many of his focf as po$"

sible. For mon: informacion on Pixie Meet, see Ouplc:r S"lX: Customs and
Cul~
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Pixie Brownies at a Glance
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Tanoo Magic: Like pixie fairies, grixies can use tribal tattOO magic. For
mon: information, see Chapter Five: Rules of the Road.

War Cry: Grixies have a less powerful war cry than the grel they used to

be, but it still comes in quite handy. This fierce war scream causes victims to

save vs. fear at -2 or 105e the first atrack. Grixie em use this ability once per

"",.
Lands: Pixie grd often dwdl in the old lairs of sylvan folk they have eaten.

Wounded 2dvcntt1n:rS oc.casionaUy repon encountering grixies in the south­

eastern Gon:munyan Empire, rhough they have been spotted in other lands

on Drc: oc:casions.

PIXIE BROWNIE
A5 attomplished tricksters with a rendency toward crudty, the pixie

brownies are surprisingly dangerous opponents. In personality, they may

appear carc:lc:ss, winy and impatiem, or (for most warriors) gruR: quick-wit­

ted, and brash. In appearance, they srand two feet tall, and have the general

characteristics of the standard pixie fairics (though with slightly smaller

wings, and dislinct male or female characteristics). Pixie brownies tend to

have light 10 tan skin !Ones. brown or black hair and gray eyes. Intc:resringly,

pixie brownie~ alwaY' have red eyes.

Life: Uld Death: PWes haVl: a strange arnaction !O brownies, and their

hybrid offspring can mate and bear hybrids as wdl. (The oflipring of two

pixie brownies is always a pixie brownie). As such, pixie brownies are mon:

common than many other hybrids - though still a distanl second !O pixie
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From kft to nght: A Pixie Lqmchaun, Pixie Brownie, Pixir Spriu and Pixie Nixie.

wries. ofoourse_ u" their brownie parent, 50Iitary pixie brownies often live
in or nar human f.mns or .settlements. However, while a brownie usually
provides scrvkes to the fanner in exchange for food, its hybrid offspring pm­
vide only jokes, and me the food they want. However, $Orne fanne1'5 endure
thu, for they believe the (umme) wes that say the very presena: of the piDc­

brownie gives sprite like features and a gift for magic to any worthy dlild
bom ncarby. Some farmers abide the jokes only until the birth of their first
(or nen) child, after which they me Steps to drive the crearure out.

Most non-advenruring piDe brownies, howeva-. live as a memoo ofa for­
est tribc. These uibes gencrally numoo only about 30.-40 members, half of
whom are women, diildrcn or elderly pixie brownies. This race especially
prizes warriors, who serve (0 guard their meager numbers, and each piDe
brownie tribe contributes its best warriors ro the fora: known as the Amber
Guard. The Amber Guard provides se<:Urity for Ihe Pixie Meet, and hunt grel
before and after it. Pixie brownies frequently choose illusionist as a class or
multi-dus, using rhcsc magical trides 10 SCI practical jokes or to remain
unsc= while the viaim walks inro the pixie brownie's trap.

Some pixie brownie tribes have reverted to barbarism, and may challenge
opponenlS many times their own size. These barbarians often adventure with
other pixie brownies of the ilIusionut class, though they still dC$pise and dis­
trwt other types of magic-users, and illusionists of other races.

These pixie-kin love to make messes and play practical jokes - ifboth hap­
pen al once, 50 much the benet! They have been known to perch an inlrwdl

on me edge ofa dC$k 50 it spills on imponant scrolls, mix porions into cham­
ber pots (with sometimes explosive resulu) and scrub enchamed arrows 50
that me runC'$ arc no longer effective. Pixie brownies are indignant co any­
one mat does not appreciate lheir hard work.
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Interestingly, many of their combat actio also resemble practical jokes
more so than acruaI combat - they may perch a bowl of acid above an
entrance, or put poisonous scorpions in )'Our hooD. In this manner. the jokes
tend to have a lethal result, while stilt being amusing for the pixie brownies.

Pixie brownies an be Raised, Rcineamated or Resurrected a numoo of

times equal to iD initial Constirurion score (jUSt like any other character).
However, they cannot be reincarnated in the same manner as pixie fairies.

Diet; Pixie brownies do not need special magical energy to stay alive.
Instead, they an survive off Ihe leftovers that arc tOO small for humans to

notice - though most ncal extra food for a rainy day, or beause they are sim­
ply greedy.

lnvisibilicy; The piDe brownie an rum invisible once per day for a dura­
tion ofone rum per level ofexperience. H~, they an ONLY rum inm­
ible when flying. If restrained, confined to a tight spaa:, etc., no invisibility
u possible.

p~ Brownie Meat: Pixie brownies mutakcn for pixie wries arc also taf­

geu for the ferocious grunge elves. Any grd who consumes a pixie brownie
suffers a temporary rash (-1 Dexterity) for the nexl 1d4 days. Of course, the
gd will be disappointed to leam mat they rcccive no magic from consuming
a piDe brownie, but me dClClC:lSC'li 'WOn't be able to gloat.

Pixie Meet: Pixie brownies arc expecced to attend Pixie Meet, and one who

does not suffers an immediate loss of honor for offending his raciaUtrilnI
peers. Because pixie brownies arc 50mcwnat looked down upon anyway, and

their prescna: U not a cause for odcbntion, they lose only 25% of their
Honor. Members ofthe Amber Guard, however, lose 75% for nOI attending.
For more information on Pixie Meet. see Chapter Six; CusIOnu and Culture.

Tattoo Magic; Unlike pixie f.airies. pixie brownies annot: usc tribal tattOO
magic. Of course, they nill enjoy displaying t41ttODS.
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Lands: Pixie brownies are most common wherever both brownies and pix­

ies Jive. Approximalely II % of me orner pixie hybrid populalion on

Fernwickle Isle is thougfn to be composed of pixie brownies. They can be

found in the Kingdom ofAra'Kandcesh, and even more rarely in other lands.

PIXIE LEPRECHAUNS
like pixie brownies, me pillie leprrchaun also enjoys practical jokes,

although they lend to be a little wilder and willing 10 ukc even greater risks.

When they encounter other races, mey an: often dingy, seeking the approval

of olhers through their jokes. They seem to love ro laugh and have fun over

all clse. Pixie leprechauns an: also known for their great love of human pipe­

Wttd.

In appearance, they stand twO feet rail (me same heighl as meir full-blood­

ed kin), like shon dves with large noses and bushy hair and eyebrows. Their

wings are as luslrous as those of any pixie fairy, bUI their clothing is often

disheveled and messy. Their skin tone is that of most lighl-skinned humans,

and their hair rends towards blacks or reds. Pixie leprechauns most often

have green eyes, though browns and grays arc occasionally seen as well.

Life and Deam: Interestingly, full-blooded leprechauns are rumored to be

the ancient result of mating berwttn a strong strain of pixie with some

halfling blood mixed in. However, the modern leprechaun varies enough

from the common pixie mat it is no longer considered a true hybrid, if in fact

it ever was. Modern pixie leprechauns an: generally the result of a night of

wild, drunken debauchery between a pixie and a leprechaun.

As such, almost all pixie lepre<:hauns suffer lonely childhoods, as their

erratic parents focus on their own concerns, only occasionally remembering

the name (or existence 00 meir offspring. Naturally, the pixie leprechaun

usually grows up with little respect for social conventions, parents, or me

righrs of properry. As such, it often uses humor to seek anention from oth­

on.

During its adolescent years, me pixie leprechaun is often shunned for being

tOO wild and obnoxious. Following this, it makes irs lair almost anywhere,

prefernng places wnh lots of potential victIms for their gags. A pixIe lep­

rechaun's mildest stunts usually include loosening the top of a saltshaker,

tying boor laces together, and hemming clothes and tightening armor (jUSt a

bit) so they are tOO tight or tOO loose to be worn.

As they mature, pixie leprechauns grow mon:: sedate, but continue to be

unn::liable. They still love pranks, but love a good drink even more. A pixie

leprechaun loves colorful language, keeping an car open for new obscenities,

and using his choicest selection when angered.

A pixie leprechaun is sterile. It can be Raised, Reincarnated or Resurrected

a number of times equal to its initial Constitution score (ju<;t like any other

charac((~r). It does nor have the pixie fairy racial ability of reincarnation.

Diet: Pixie lepre<:hauns an:: g1uHons, and love long meals with great

amount of food and drink, mough they do nor need such large amounts to

survive. They also do not need to consume special magical energy, as do some

of their kin. The: smoking of pipe:wecd always follows meals.

Right: Perhaps the rumors of pixie he:ritage in the leprechaun's ancestry are

true, for pixie leprechauns have great (A) maneuverability when flying, much

to the other pixie hybrids' envy. They can freely hover, face any direction in

a given round and aruck during each round.

Invisibility; A pixie leprechaun can turn invisible: once per day for a dura­

tion of one rum per level of experience:. Howeve:r, it can ONLY rum invisi­

ble when flying. If restrained, confined to a tight space, etc., no invisibility

is possible.

Pixie Leprechaun Meat; Unlike some other pillie hybrids, pillie: Ie:p­

rechauns arc nor often putsued by grunge elves. The: pixie: Ie:prechauns claim

»

CHAPTER I - RAcES

Pixie Lepr-echauns at a Glance

The Upside
Racial Bonu.....,

R)' at 11" (8) per rour'ld
MI)' east a Dand"l UJhts ..pell once per day
May ast a Ch:tn&- Self spell once per day
At 5th level. may C:tlt a Polymorph ..pell once per day (on non-lMng non-magiClOI

objectl only)
At 7th level. may ClOUse Confusion by tooth once per day

InltialLansual'"'
leprechaun. pixie fall")'. common. pixie. elf, anomfsho

Talents:
Tum blYl.lble onc. per day

Allowable CI......,
Clerie.lt'limall.t*'". chooen OM...hatmn.tealot; Rche~.beneri<er. bounty t>unter.c1ad­

in..... IcnIfht errant, plrat•. lw..hbuckler: HaIk-U'lr, abjurer, element:tll.t,
etlChanter. IIiUlIonI..t, IlI'IOker. painted llIalle. tnmmuter: Thief. brIpnd. Inflltntor.
minstrel or pirate. (level ftltr1ctlon.. app/)' See~r Two: Classes.)

Allowable Multf.Clalles:
Ma&lc.........lthiIf

Attrlbute Modlflera:
.fi Suen,th. + I Oexterlty. + I Comdnttlon, + I Wl.dom. +J ChuislT\:J.

Bulldln, Point Bonus: 10
Addltk>nalTalenn:Whlch M*)' be Purchased:

Animal Companion. Experience llonuJ. Rllttlr. Hft PoInt Bonus. Le... Sleep. M~c
8onuo.. Maalc 16Intlflatlon. Reslst:tnce. Speak WIth Plants

The Downside
MUle be 01 any chaodc alignment (UlUlIIy chaotic naltral)
PIxle I~uns tvl'fer a + 10 penalty on PHB Tabls 41: Quality of Parent
They hzve ......rtef" dian~ lifespan _ eenel"llily 20 to 30 years
Pixie leInctoauns don't let the 20 hft pojnt kicker oth¥ ch:traccltr1 receive at In

level; !hey receive only a 10 hit point kleker (but still rece/voe the full Con bonus
~-)

They only pt half m. hft pojnts rolled for each level (rounded up)

GettinJ Around
All pb<ie \epl"echauns wlth winr .re capable of fIyInl iIIld may do 10 with • norma.I

unencumbered movement rate 0111". Pixie leprechaun.. may abo walk at a rate
of 11",

.n.. number oIlanguazes a pb<ie leprechaun ClOn leam I. limited by hlllncellllerICe (see PHS
Table 10) .... by the Bullctlng PoInultI'lIlNIng he devotes. to lanl""ifl.
... N_ dul in till. book.

this is due to an enCOUnter between a grel tribe and a pixie leprechaun suf­

fering from the early Stages of leprosy. This latter fact, of course, the pixie

leprechaun did not tell his captors. Within weeks of the gre! feast, every

member of the tribe had contracted the: wasting disease, and died shortly

thereafter. The Story spread quickly, and now only the most insane, starving

gre! would dare 10 eat a pillie: Ie:prechaun.

Pixie Meet: Bc:eause pixie leprechauns arc: ofte:n disruptive to Pixie Meet,

they lose: only 25% of their Honot for not atte:nding. For more information

on Pixie: Meet, sec Chapter Six; CuslOms and Culture.

Tattoo Magic: Although they may enjoy wearing tattoos, pixie leprechauns

cannOt use: tribal tattoo magic.

Lands: Pixie leprechauns have: no tribes or lands of their own, pre:ferring to

Venture fonh into human lands where they can cause: mischie:f. They are

mosr common in the: Kingdom of Ara'Kandeesh, Abosoria and the

Fangaerian City States. Approximalely 4% of the other pixie hybrid popula­

rion on Fernwickle Isle: is thought ro be made up of pixie: Ie:prechauns.

PIXIE NIXIE
Pixie nixies are tarely secn on land, preferring to suy in the ponds and lakes

of their nillie parent. Pixie nixies are: amphibious, able to breathe air as well

as warer, but they are uncomfonable on land and require constant moisture

to keep their skin from itching and flaking. Their wings are more pliable

than those of more air-going hybrids, and unaffected by long srays underwa­

ter. These wings do not affect their spe:cd unde:rwater. Pixie nixies stand just
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Pixie Nixies at a Glance

The Upside
Il.aclal Bonuses:

Fly 01 swim al Ir (I) pel" I'OWld
7S" ..-lsQnca to SI.p and •~ spd&. bul only ""'*'~ 01fI.rthw~ ill __

Can castWIler !IRal:hln& onc. pel" dq.
AI. lrc! 1M. may CUI Chan'n Penon IfIeII one<! pel" day
Iv. 5dl ....... may ......,..gn III aquuk dwd.,---NiDe.."mc. pb<ie.~pb<iefWy. ••~,.-
Amphlblous (choose one: hl,hwner 01 sahwilter).

AllowaOle CIuMt:
a...te.~.dIos.n......shaman, uaIoc Rctur.berseriler.~huroter.p:f­

litoi'. blW'tt erntIt, pinle. rwashbucld.-; Hacic-. abjurer. __ alist.
~...........I, palnced .....~Thlef.brlpnd, 1nIIkratoo'.
minstrel or plnte. (level aicdon:s apply. s.. ChapterT_: Oasses.)

Al......abHo Multi.clusn:--........ .....-.
...~ + I Delttericy. + I 01arisrn0., +2 Comelir.ss

BulldlnS ftoInt Bon.... 14
AdclltIonaJTalenbWhlch Me, be Pun:haMd:

Aaxk 8onu&. Cold rtabeance. Hit 1'0"- 8onu&. Ha&k llonuJ

The Downdde
Must be 0I1trf neutnl~
n..y have a shorter thall -. Ilfes9arl - ,-.-ally 15 to 2S yean
f'bdoI nixies do not &et the 20 hit point Idcker oa-~ I"IlCM at IIt Ie¥el;

they ...... only a 10 Ilk poInllddolr (lu still ...... the lui Con bonus or

->
They only &et hal die hit poIna t'OIIId lot eIdl s-l (l'OUI'Ided "")
They 1"IlCd'4 a tumJ1a1:lWl-1 pena/t)' to II dItI rolls for~ 24 hours SJ*ll out 01

_ ..... untU dle)r QIl sut>merte III walaJ' for I wm pel" hour opem; out of water'.
The penaky QIl be posIpOfIed by houriy doslrc wll;h _ter' (I pk'ot) aherdle 2-'kn.
~ the ........... ""..... of days they CItl rwnaIn 0Ul 01_ Is~
to ...... ...., ConstitutIon sa>nt,after wI*tI they becin tD~dn;rwn~ In air (as,...
die drowtIIns ...... '" the GMG) und clad or~ '" _ . .....,. fain.
Will as JOOd as Ktually beI",1n _It!r.

G.ttinl Around
AI pbde nbdet wid! wlnp IIW apat.loo 01~ and may do 10 with a ................

a.mbeAd _ ",co 0I12~. They may swim It a rate of Ir.and wd;.a
rate of 4~.

over twO fm wi. wid!. wn coloradon ranging from chrlt blue ro lighr pn
and anything in bnwttn. Pixie nixies also have neck gills, along with~
fingers and toes. They have deep green eyes and grttn hair ofvarying lhades.
Though pixie nixies can llSt: tribal t:l.ttOOS, they do so to a lesser cxtent than
their kin. for many find t:utOOS unaraaaive.

Life and Death: Pixie nixies. unlike some other pixie hybrids, ~ com­
pletely accepted by Iheir nixie parents. As, such, lhey are much mon: emo­
rionally suble and less prone to chaotic behavior. Upon reaching adoles­
croCI:, pixie nixie females ofupper dass starus~ cxpected to have al kast one
mate and an: looked down upon if Ihey do nor have twO or mon:o Rumor
has it thar the female pixie nixie's sex drive has 5Omel:hing to do with Ihis,
along wich the faa thar only upper cla.u females can afford the upkeep of
mulriple mates. Like pixie fairies and pixie sprites. pixie: nixies have a gJC2tt:r

tendency lawards androgyny (sec Chapter Three: Priors and Paniculars for
mon: information) than other pixie hybrids.

Pixie nixies tardy botha 10 fight thansdw:$, prd'erring to charm or seduce
othen to do their diny wodr. for them. They hale ro travel alone and ~
known for being ~high maimenance:.~ Pixie nixies prefer to travel wirh a hos(
of henchmen, hirelings, and hangers on. Pixie nixies love ro use their Charm
Penon ability anytime the opponunity p~rs itsdf: Howevt:r, they con·
sider holding a charmed slave for more than a ynr 10 be dishonorable, and
only evil pixie nixies choose 10 tlo.$O.

"

A pixie nixie is srerik. bUI can still be Raised, Rcincamued Of Rcsurn:cted
a number of rimes equal 10 ib inici.al Constirurion scott Gust like any other
characrer). lr cannot be n:incamared in the same manner as the pixie wry
racial ability.

Aquatic Thrall: Once per wedt. alter n:aching 5th levd, a pixie nixie may
call a non-combarive omamenWli.sh mal can obey complcx commands, to
become his thrall. The summoned cn:arure serves the pixie nixie for 1d20
days and thcn reruffiS ro the deep. While in the pixie nixie's service, the chrall
obeys any command the pixie nixie give5 il (ro the limib of irs abilities),
including giving ib Ii&:. For enmple, a pixie nixie with a goldfish thrall
could order the goldfish 10 swim imo the eye of a gianl gar, and the goldfish
would do 50 - even though il might mt:211 the fish's rkath in the gar's great
j>~

Diet: Ikc:ause of their aquatic rwun:, their sustmana: requirements differ
from other races. Pixie nixies musr feed on small fish, w;uerbome insectS or
a:n:ain underwaler plants. For this reason, pixie nixies must pay thrtt rimes
(3x) the normal COStS for daily provisions that orha duraaen pay. Although
they ear a much lower quantity of food as compared to their larga coumer·
pam, their diet: is so sdeerive and restrictive thaI they incur a greater coS( for
acquiring welt provisions.. Hawevt:r, a pixie nixie can forage enough food 10

susuin iudf in any environmenl when:: aquaric life is plenriful (without any
checks or cost; this takes 2+ld4 hours per day).

PiDe Meet: 1kc:allSt: of their aquaric IUtun:, pixie nixies ;ue nor cxpected
to attend. this festival (once evay six yean). HO'oVt:YCr, if they attend. an enlin:
festival, they gain a bonus of 50 fraaional poinu 10 their Honor for obliging
their racialhribal peers. For more informalion on Pixie Meet, sec Chapter
Six: CusIOms and Culture.

TaROO Magic; Pixie nixies cannor: llSt: mba! Uttoo m2gic, but do enjoy
decoraring Ihemsdve5 with urroos. However, pixie nixies misulcen for pixie
wries are also urgeu for the ferocious grunge elves.

Lands: Pixie nixies live mosdy in the Aludian Oe:zan, off the coasr of
FemwickJe We. when:: their population is unknown. HO'oVt:YCr, some say they
have also been sported in Saryn Ar'Keer's Dn:yan Bay.

PIXIE SPRITE
It is said thaI only the pixie fairy surpasses the pixie sprite in magic. These

mediative creatures look much like: pixie fairies, with ddicale win&,> anren·
na, and a heighr of up 10 twO feet. However. the sIcin of a pixie sprire is
always pure whire and rhey have eyes of either pink or purple. The only col·
oracion that varies much is the hair color of the pixie sprile; these lirde crea·
tutCS can have hair of li(etalJy any color. a fall' few even have multicolored
hair. The wings of these pixie kin :m beautiful, shimmering. dragonfly-like
and iridescem, and seem 10 move at a speed so fasr as to be nearly invisible.
Like pixie wries and pixie nixies, pixie sprites have a greater lendency towards
androgyny (Jet: Oupcer Three: Priors and Particu4rs for mon: informacion)
than olher pixie hybrids.

Life and Death: Pixie sprites aa much like their sprite pa.n:m, who usual·
Iy raise them. They prefer 10 avoid orher inlelligcnr bOn&,> except in cases
when: such races might be of benefit to rhem. Howevt:r, while lhe pure­
blooded sprite pn:fers to focw its wenrs on c.debrations and panies, the half·
breed is of a conlemplarive rype. For the pixie sprile, moonlit nighrs ;ue for
studying lunar phases or the magial IUturt: of lycanthropy. rather than
singing. dancing and wild tleba.udlery.

Unlike most othe( pixie hybrids, the pixie sprite is quire long lived (due 10

the nature of irs sprire parent). and may live for up to 200 years. They can
be Raised, RrinClmlued or RaulTCCted a number of times equal ro their ini-
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lial Consrirulion scon: (jU$llikc: any othtt charaaer). H~. they are sler­
ile, and Ihey do nOI Iu~ me ru.ruraI n:incanurion abililY of pixie fairies.

Diet Ikcause of dw:ir metabolism and the faa thai !hey are magical crea­
rures, their SUSlc:nana: requirements differ from other races. Pixie sprites
acruaI.Iy feed on errant magial energies (the residual energies left behind by
magical spdh. irc:ms, el!;.) thai lend 10 aceumulue in =in !an: plants and
insea5. For this n:ason, pixie sprites musl pay three rimes (3x) the normal
COSIS for daily provisions thar omer chancrers pay. Although they eal a much
lower quamil)' of food u oompan:d 10 their larger coumerparu, their diet is
$0 sdcclive and reslrictive Ihar mey incur a gn:arer COSI for acquiring such
provisions. However, a pixie sprire is able ro forage enough food 10 sustain
iudf in any environment where planr and insect life an: plemiful (wimoul
any checks or COSt; mis takes 4+ Id4 hows per day).

Invisibility: The pixie sprite an also rum invisible 0""" per day for a dura­
lion ofone IUffi per IeYd ofo.pe:ric:ncc. HO'NnU. they an ONLY turn invis­
ible by flying. If n:strained, confined to a ughr lipa«, erc.. no invisibility is

possible.

PiDe Dust: Ikcause pixie sprites are such magical acuures, they acrualIy
S«rele magic in the same way thai larger oea.rures perspire.. HO'NnU, when
a pixie sprite's sweat dries, ir flakes off in sm.aIl dandruff-like: golden particles
knO'Nll u Mpixie dusr. M A roving pixie sprite adventurer generally does nOI
n:main in me same place long enough for its pixie dust ro accumulate ro any
n:a1 value or use. However, if a pixie sprite sleeps and grooms himself in Ihe
same area on a routine buis. ir accumulares enough pixie dust ro make har­
vesring and garnering it of some value to anyone willing ro spend me time
scraping it up and selling ir. Unforrunardy, some unscrupulous magic-users
actively seck OUI pixie f.tiries and keep rhem in ca.ges purdy for mis purpose.

An ounce of pixie dusl an be distriburcd in !he form of a spherical cloud.
approximatdy 20 feel in diameler, mal heals everyone within to their fuji hil
poinrs. This cloud ukes Id4 rounds 10 form and dissipates after JUS! one
round. A Dispel Magic spdl or grearer enchananenr produced by a caster of
al leasl lOth level causes the doud 10 disperx at once. Aside from this dfea,
it an also be used as a componem for =in spells, such as I..izent·s Dark
Wings (see Chaprer Five: Rules of me Road). Magic-users are constantly
aperimeming wirh new ways to use me mystical dust, mosdy as n:placement

componems.

An aaive pixie sprire sweats an avcrage of 0.5 lbs of pixie dusr each year,
about 0.02 ounces each day, or JUSt over half an ounce each momh. Mon:
sedentary pixie Spriles SWClt aboul half mat amounl. Of course, the mon:
aaive a pixie sprile is, me less likdy ir is thar he remains in the same place for
very long. Prices for pixie dun vary on me open market, bUI mOSI magic­
users are willing 10 pay around 500 gp an ounce.

Plxie Spore MeiU: lbo: rasty Besh of the pixie sprite is fuJI of magical ener­
gy, and the nomadic, warlike grd (grunge elves) love to QSIe il. Consuming
rhis mCl( allows gn:Is 10 make use of tribal taROO magic (see Otapter Five::
Rules of th~ Road), and why grd should be 1voided al all cost.

Pixie Meet: Any pixie sprire that does nor aRend rhis tl::mva..l (oncr evtty

six )"C1f'$) suffers an immediale loss of 50% to his honor for offending his
radalJrribai peers. For mon: informarion on Pixie Mttr:. see Chapter Six:

Cusloms and Cullun:.

Sleep Arrows: Pixie sprites know the sprire method of creating a sleep
ointment from mushrooms that grow in hollow SlUmps. They will nOI shan:
mis formula wirh anyone else. even orher PU. Foraging for enough mush­
rooms ro make one vial (without any chec.b or cost; where a=s are plenri­
fuJ) tah:s I+Id4 hours, and each vial co:.lU three arrowheads. Those snuck

mUSl $lW: vs. poison or &II inro a deep sleep for Id6 hows..

Tattoo Magic Pixie spriles an use a special fonn of magic called tribal tar­
100 magi!;. For mon: information. see Otaprer Five: Rules of the Road.

IS
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Pixie Sprites at a Glance

ThoU......-­Fly at ,r (A)

Hulin Mtn ~ poirlI per 0Ir
T...rtor (_ IU'prised. ......... pnMded by EmpI*rin tIottoO)

May CUI 0eQa Good Of' 0eQa E'Ill up to 60~ onc. per dI)'
Can Cf'AUI u..p arn>WS

InIdalLu~

SpriI•. CIDfTVTlCIn. pixie. pixie fairy. eIf.l"\Of'I'Ilsh·
TaJ.entl:

Tum .......lbIe once per dI)'
AJIowabl. CIasMt:

Cleric, anlmaUsC"'". dIos", ...... shaman,1U1oI:; fl&hUlr. benerbr. bounty hunter, elY.

....... cladI>_.IcnilI'r~pInl •• lWUhbudder;Ha&k~ abj........ eIamemalls..
ItICflanter. hionlst. ............ palr'lUId ....nnsmuUIr Itd sole practIM-
en:Thlef,bl1pnd.~Of'~ (\.e'tlIl ..... kdoo .. lppl)o. s.. ChopI...
_a.....)

-~fWotwh........
AttrlbuteI HodIIMo-=

.. Scnrcd'- +1 o.xt.ity, +21nte11&ence. +2 O>oriomo., +J~
aulldlnI P'I:lInl: 1-4

AddltXonIIl Talentl WhldI ..... tNo PurchaHd:
~~bpwienc.llonus.Ruaw.I-II:!'oftllonus."-'

Sl&t>t.,.,. llonus. SpeI AblIdes

The Dow""lde
Must 1M of any neutral aIlInm«'K
PIxle sprlw muU pay lhrwe dmu (Jx)!tIe1P ""I"" lor l:heIr dally food IWl"lremenu

unless the)' IorIte for l:heIr food
PIxie SfriIu don"t pi !tie 20 hI! point Idcker other CN.l'KUlf"I...ce/¥l II ht 1M;

the)' ...ceM 0Itltt I 10 hi! point kld<er (but still ...c...... l:he f\IIl Coo bonu$ or
,....."

They 0Itltt e- half !tie hi! point! rolled for each level (rounded up)

Gettln. Around
AI pixie $priIa """""~ _ ~ of "'tIne and "'"Y do $0 """"" I nonnaI _

cumberId -....: raUl of Ir. PIxIe $prim mIJ' ako walk III rate of '-.

• The .....-.bw oIlancwcn I pbde spriUI an ...... II~ by hiI~. (_ PHB
Table 10) or by l:he 8uIIIrlI~ he de¥ous ...~
• ~ dw In Ihls book.

Tdepa.lby: Pixie Spriles wilh the Emphkrin taROO gain 1 Ideparhic -dan­

ger senscM and an: never surprised by orha living crearures (even those tim
normally get: aUtOmatic surprise) due to rdeparhic impulses picked up by
!heir anrennae. Undead and non-living crearures (such as the golem), as well
as crearures immune ro rdepathy and/or relepathic artacks (such as the Su­
Manner), an niH surprise.

It is imporum 10 note that this tdeparhy is reaaive, not proactive. It does
not allow Ihe pixie sprite ro -sense lifeM or Mscan for danger~ as a standard abil­
iI)', and the pixie sprite annor tdepathically detea an enemy in 1dvance of

the anack. This abililY simply negates the game dfects of surprise. a1kJw:ing
the character to rocr and defend iudf normally - inslead of nanding still for

a round wirh maurh agape, as would be rhe casc: with a Standard surprise
uud<.

In 1ddirion, any iOldligenl cre;lrure mal associares wim an individual pixie
sprite for ar leasl IWO weeks becomes Idepathically linked wim that chanc­
rer. Persons thus linked., who n:main wirhin 10 feel of their pixie sprire com­
panion. gain Ihe abiJilY of never being surprised. They gain no other bene­

fi•.
Lands: Pixie sprilcs are mosr common 10 Fernwickle Isle (making up about

7% of omer pixie hybrids), and ha~ nOI yet been n:poned in olher lands.



Character Classes
After determining your char:lCl:er's race, the nexl Slep should be to selecr a

class. Allowable classes and multiclasses for each ntc:e are detailed in Chapter

One: Raca. and can be found bom in me Pla)u's Handbook or in one ofme

four class guides (Combatant's, Griftrnastcr's. Spdblinger's and ZealOI'S).

However, some classes have special nores or commall$ more applicable ro

pixie fairies. These: are listed below, along with me new Animalist and mul­

tiple ZealOI classes.

CLASSES

CLERIC CLASSES

Though pixie hiries cannot Ixcome druids, holy knights or paladins, pixie

fairy clerics are quile common, and (...-ben possible) are hired by adventurers
traveling into hostile territory.

Cleric: Pixie fairies worship a myriad of gawds, including many wor­

shipped by orner ntccs. They follow me tenets of mat gawd, and usc the

(pixie fairy-sittd) weapons of that faith JUSt as would a foUOWCf of larger size.

(Pixie fairy clerics can use all pixie fairy weapons, but u:a1oa may only use the

weapons listed in their class description.)

The cleric class gives the pixie fairy a good mix of fighting and spdlslingcr

abili!)', and so is one of the two mosl oommon pixie fairy classes, along with
magic-usa. For more information on whal deities are available to pixie fairy

derics, .sa: the Rdigion section in Otaprcr Six: CUstonu and Culture, as well

as ChaPla Seven: The Seclie CoU".

Animalist: This is a new class found later in Ihis chapter. Animalisu,

through a special rdalionship with nature, actually gain the abili!)' ro tranS­

fonn into animals..

Choscn One (ZG): Because pixie fairies often have high Charisma and.
Comdiness, they ocasionally become agents of the gawds (as derennined by
the GM). This often comes as a surprise 10 larger folk, and may inspire any·

thing from jealousy to n:ven::nc:e in me pixie fairy's oompaniolU-

Shaman (ZG): Pixie fairy ihamans are mOIl oftal found among !he:
"uncivilized- pixie fairies (the Sculimes) of the Paruan Atoll, and rarely else-

where. Unless mcy follow a certain religion, such shamans f,aVQr club-like:

weapons, and have no power to influcna: the undead. However, they can

rum intdligent phnt ~rc:uun$ by HD. as a sandard deric lUffili undead..

Zealou (ZG): Aside from the gawds of the &die Coun ($eC new zalors

below and the Rdigion section in Ouaprcr Six: Cusroms and Culnlll::), pixie:

fairies occasionally become zalots of omer gawds as well.

FIGHTER CLASSES
While pixie fairies cannot be barbarians, duk knights, lJ1Qnks, paladins oc

rangers, they do have a varied sdcction ofother fighter dUSC$ to choose from.

Fighter. Many underestimate the power of the pixie fairy fighter, due to his

size. However, with a significant bonus to Str=gth and Constirution

(through lucky rolls or BP building ofability .sororcs), a pWc fairy an defend
his homeland with the besl: of them. While: their abilities still pale in com­

parison to larger creatures, thdr invisibility onen allows than to get the first

strike.

8enerkc:r. Pixk fairy Ixncrkers live: only to fight. and only the best of

them live vny long. Fortunatdy. mor narural mncunation makes this a

s1ighdy less daunting meat. Most pixie fairy bcnerkcts come from the

Setnimes clan on the: Panaan Aloll, near Mounl Kanmor. Bencrkers make

up about 2% of me pixie fairy population mere.

Bounty HUDler (CG): Pixie fairy boon!)' hunteno arc~ eu:qx among

their own kind.. Afta all.larga races genenlly scoff at me pixie fairy boun­
ty hunll:r's small size, and meir Iargtts are so big as to be: immovable~ if

me pixie fairy boun!)' hunler is successful. Only pixie fairies wilh access 10

some son of SUtlng charm or tdeporlation magic (for rnmsponing meir foes

after a sua;:cssful hunl) aarpt bounties from other races.

Canlier. The cavalier pixie fairy is me mOSl nOOk of all the fightcn, and

grocrally comes from me upper classes of FcmwickJe Isle. like cav:ilieno of

larger stalure, they tOO prefer certain weapons over others, bUI the si~ of me

pixie.fairy requires some discussion of equipment. First, pixie hiry cavaliers

often have meir wings removed in order to wear heavy armor. &cond, they

Class
CIeri<
Animalist·

ChoMnOne
Druid
SIwron
Zealot

Table 2A: Pixie Hybrid Cleric Restrictions and Level Limitations
Pixie fairy Elvariel Fae-bom Grixie Pixie brownie Pixie leprechaun Pixie nixie

10 14 10 I] 9 9 9
12 12 12 12 12 12 12
U U U U U U U

11 13
10 14 10 l3 12 12 12

20- 20- 20- 20- 20- 20- 20-

Pixie sprite
10
12
U

10
20·

....I

..J

-New class in this chapter.

"'For nldal gawds (such as those of the elven Seldarine or fae Seelie C01Jrt) only. Otherwise, level limit Is Identical to clerics of the same T1Ice.
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Table 28: Pixie Hybrid Fighter Restrictions and Level Limitations
Class Pixie fairy Elvariel Fae-born Grixie Pixie brownie Pixie leprechaun Pixie nixie Pixie sprite
Fighter , ,. , 12 • , • •.."""'" 12 ,
Berserker , ,. , 13 • , • •
Bounty Hunter 7 ,. 7 13 7 7 7 7
Cavalier , , 13 ,
Da/'i( Knight
Gladiator I. I. I. " • , • •
Holy Knight
Knight Errant , I. , 12 12 12 12 12
Monk
Paladin
Pirate (Fighter) 13 13 13 " 12 12 12 12.....' I. IS
Samurai
Soldier 12 12
Swashbuckler I. I. I. I. ,. I. I. I.
may substitule Bu(rerRy $teaU or domes(icalC~d Ginger Moth mOUnts for

horses.

Third, the pixie Fairy cavalier gains bonuses ~tO hir with cert:lin weapons

as he advances in level. These ~weapons ofchoiceB and their :utendanl bonus

listed below replace the cavalier's weapons ofchoice for pixie fairies (and olher

similarly sized pixie hybrids).

_At 1st level, Ihe cavalier is +1 ~IO hit" with the pixie fairy lance, if used
while mounted.

• AI 3rd levd, the cavalier is +I ~to hitB with either the petile rapier, shon

sword or sprite sword (player's choice).

- At 5th level, the cavaliet is + I -to hitB with eilher the aviator's flail, avi­

ator's mace, or aviator's pick (player's choice).

- At 7th level, the cavalier is +2 ~tO hitB with the pixie Fairy lance, if used
while mounted.

• At 9th level, the cavalier is +2 ~to hitB with either the petite rapier, shorr

sword or sprite sword (depending upon what was chosen at 3rd level).

- At II th level, the cavalier is +2 -to hir- with either the aviator's Rail, avi­

ator's mace, or aviator's pick (depending upon what was chOS('n at 5th

level).

- At 13th level, the cavalier is +3 "to hit" with the pixie fairy lance, if used
while mounted.

Gladiator (CGl: Gladiators train for up-dOS(' personal combat, and so

pixie Fairy gladiators are extremely rare oUfSide of their own lands. While

their speed and agility often rivals their larger opponenfS, il may only we

one hit to permanently rake: down a pixie fairy gladiator. II is said that pixie

fairy arenas only exist on Femwickle Isle, bUI temporary fighting rings may

be set up in foresfS heavy with these fae.

Knighl Emt.nt: Pixie fairy fighters love the knighl errant daiS. Anything

that letS them be skilled at anns, noble in battle and a hit with the opposite

sa is all right by them, especially when they can play by their own rules.

Pirollte (CG); When it comes to setting sails alight, reconnaissance missions

and slipping poison in an enemy ship's stores of grog, a pixie fairy pirate

comes in quite handy. They almost never become captains, however, and

pixie fairies have no ships of their own.

Swashbuckler (CG): This happy-go-lucky hero class is often favored by

pixie fairies. Common pixie fairy swashbuckler weapons include the blood-

thorn stilel(o, petite rapier and appropriately sized main-gauche and sabre.
They disdain other weapons that are not considered ~dashing" enough.

MAGIC-USER CLASSES

Pixie fairies cannOt become battle mages or blood mages, but magic-users

and SpecialisfS are quite common. In faCt, magic-user may be the most nat­
ura! pixie fairy classes.

--

A fightn''s jon com~ in ali shapu and sizes.
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Table 2C: Pixie Hybrid Magic-user Restrictions and Level Limitations
Class Pixie fairy Etvariel Fae-bom Gnxie Pixie brownie Pixie leprechaun Pixie nixie Pixie sprite_......

U 12 U 15 12 12 12 11
~ I. 15BIood_

" 15 I
Elementallst " " " " 12 "Painted Mq:e

"
I. " 11 11 11 11

Wild Mage Il "- 12 11 12 12 12 12 -
~
OM....

"
Il

Enchanter* " 14 " Il " " " "IIlusionis~ U U 11 11 12 12

'''''''' Il Il 12 12 12 11 .,---T............. Il I. Il 12 12 12 12
·Double Specialists add r to the level limit; sole practitioners add 2.

Magic-user (and specialist magic-user): Pixie fairies are one: of me few
r.lces mal can become school·based, spccia1isa. Of me magical schools, mey
favor abjuration. alter.uion (mmmulers), enchanunan/charm, i1lwion, and
invocation/evocation. I! is unclear why pixie fairies cannol {ocw on c.onju+
I'2tionlsummoning, divination, and necromancy, mough certain Fangaerian

scholars argue that the pixie wry's magicallllltuK shon-eircuiu die abiliry 10

focus these particular m~cal energies.

They may double speciaJiu. bul not mulridass in twO dilttrml schools.

Of the sole pr:1etioners. they may become guardians (abjuration), mcta/llOf­

phers (:UIl:r:uion), puppeteers (enchantment/charm), hypnotists or shadow

we:aven (iIIus.ion), iccrs or snipers (invoc:acionlevoc:ation). A pixie: fairy
magic-wct or illusionist has unlimited lcvd advancc:mc:nt.

EJe:menulist (SG): This holistic practitioner is I1ll'l: among communities of
pixie fairies, for they feel thal this relatively new discipline: conflictS with their
old and cstablished beliefs about magic. Howeve:r, among the more open­
minded, parricularly th~ that li~ in large cities with other races, the class is
more common.

Painted Mage (SG): Although baKd upon me tattOO magic ofpixie wries,
this technique was developed and refined by carly non-fairy ptacririoners to
evolve into something diff"c:n:nt. Some: pixie faities resent this, while: a daring
few c:mbraa: me dus wholc:hC2l1c:d.ly. Pixie: fairy painted mages arc vay par-

..
A muting ofclerk. SW4Shbueltkr. clI""'i", msgie-usrr lind thi4

II
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Table 20: Pixie Hybrid Thief Restrictions and Level Limitations
Pixie fairy Elvariel Fae-bom Grixie Pixie brownie Pixie leprechaun Pixie nixie

IS U IS 12 12 12 12
U I.
II 10
U

9 IS 9 12 12 12 9
2.

12 IS 12 IS II II II
6 U 6 12 6 6 6

Class
Th;ef

Acrobat
Assassin

""d
Brigand
Charlatan
Infiltntor
Minstrel
Ninja
Pirate (Rogue)
Yakuza

13 13
U

13 II 12 12 12

Pixie sprite
12

,
12,
12

ticular about their spell selection, as they may inscribe only one spelllevd per

pound of body mass.

They may gain weight for extra spells, but for every 2 pounds of weight

beyond his starting weight, the character gains extra curves, folds and love

handles. Each extra 2 pounds of weight adds Id2 segments (no penetr:ation)

to [he casting rime of a pixie fairy painted mage's spells. as they might even

need to peek under a large: fold of skin to locate a spell. While gaining 2

pounw beyond swting weight docs not affect Comeliness, every extra pound

beyond that poim 10WttS the pixie fairy paimed mage's effective Comeliness

by 10 fractional points. Furthermore, every 6 pounds beyond staning weight

reduces a pixie fairy's night speed by 3~ and maneuverability class by one step.

Panaan Atoll) also follow this divine class. Animalists serve as the guardians

and scouts of their ttibe.

The prime requisite of an animalisr is Wisdom. Those animalists with a

Wisdom of 17 or greater gain a 1" 10% bonus 10 experience points. Animalists

gain additional spells for high Wisdom jusl as derics do.

An animalist advances in experience level according to Table 2F: Animalist

Progression Table. He never needs to pay fot level advancement training and

automatically adv:lnces to the next level once: he has accumulated the required

amount of experience:. When this happens. treat this adv:lncement exactly as

a normal character class adv:lncing without training (I.e. do not roll on the

BBI table). However, he may aftend school to improve his skills (though not

8BI) at any time.

THIEF CLASSES

Although pixie fairies are prevemed from being assassins, bards, ninjas and

so forth, they do have a varied array of thief classes to play with.

Thief: With their small site, speed and natural invisibility, pixie &:iries can

make excelJem thieves. Though they are somewhat limited in the amount of

treasure they can carry, their sneakiness is second to none.

8rigand: Pixie &iry briganw are more common among their own kind,

where strength and size are usually equal. A pixie fairy brigand adventuring

among bigger folk is more likely to favor the ·sneak up behind them and bash

them in the head" method of attack.

Infiltrator: This specialized thief class arose from the more $:J.vage r:aces of

the woodlanw, from its members that could quiedy sneak into another set­

tlement and steal supplies, or stir up trouble with arson or other mayhem.

Pixie fairies usually only adopt this lifestyle in order to defend their lanw and

d=.

MinSlrel: Pixie fairy minstrels are r:alher like bards who focus on music and

song, but with a saucy attitude and the fighting aptitude of thieves. Higher

level pixie fairy minstrels can use sound harmonics 10 reproduce: spells,

whether for entertainmem or protection of themselves and their kin.

ANlMAusT
AbIHtr .....,MntI: ConstItutIon 12+.lntlIIIIpnce 12+.WIIdom

13-
PrIme RequIsIte(.):Wisdom
HIt DIco1'tP« d6
_ .... EM....~ ""'""
Allowed A1lpments: any
Bulldlna PoInt 8orMIs: 7
Spelljacldn,: ND
Weapon. Pennltted: Cat 0' nine tails, claw feet, SMIle club, short

'w,,,.
Annor Permttted: Up to sttJdded leather
STPs:The animalist receives the animal handling, animal lore, animal

mining, and anatomy (vital) (specific animal) skills at a mastery level of
50%. He may also purchase the Dragon Speak skill at the normal build­
ing point cost, even if he does not meet the ability requirements.

.....l

Table 2E:Animalist Spheres
Examples
Pike.Trout. Swordfish
Co,oto. Dog.Wolf
_ ........ Owl

Bobcat,Jackal, Puma
Buffalo, Cow, Goat. Ox
Badger. Mink, Skunk,Weasel
Uzard, Snake.TortOise
Bat, Rat, SqoirTel
Ape. Bear. Boar, Deer. Fox

Sphere

......'"
Canine...­Feline
Homed
Mustelid

"""'~Rodom

Wi"""

NEW CLASSES

ANIMAUST

Certain rae of the mainland forests have learned to live in harmony with

its creatures. and some less civilized clans even worship a specific animal spir­

it as an aspect of nature. Animalists, through this special relationship, acru­

ally gain the ability to transform into these animals. Though the animalist

believes that his powers come from the animal spirit. this is merely an aspect

ofIkka Pataang (or a nature gawd.ftOm another realm) from whom the spells

and powers are bestowed. Animalists are usually elvarids with a bent [OWarW

combat, though some pixie fairies (particularly the Sezoime clan of the
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Table 2F:Animaiist Progression Table
Experience Points Experience Hit Dice· level Trtle

L...'
().].ooo I 2O+1d6 I.ana
3.00'...... 2 2 Todpole
6.001·15,000 ) ] I~

15,001·29,000 1 "Aedgling
29,001-58,000 5 5 Pup
58,001·113.000 6 6 Cub
IIl.00I-m.OOO 7 7 Kit
223.001 ....53.000 8 8 WMtp
453,001-903.000 9 9 AnImaIIst
903,001-1.353.000 10 9+2 ArWnaist(IOIhIewl)
*Antmalists receive the 20 point (10 point focTIny fey) bonus at first level
only. AnimaJim gain 2 hit points per level after 9th.

Table 2G:Animaiist Spell Progression·
Anlmalist I 2 3 ... 5 6 7
L...,
I ,

2 2
3 2 ..
• 3 ,
5 3 2 0*
6 3 3 I
7 ]] 2 0"
• ]] 3 I
9 .... ] 2 0"

10 " " 3 ] 1
II 5 .. .. 3 2 0"
12 5 5 5 3 2 I
l3 666 .. 2 2
14 6 6 6 5 ] 2 0-
IS 7 7 7 5 .. 2 I
16 7 7 7 6 5 ] I
17 8 8 8 6 5 3 I
18 8 8 8 6 5 3 I
19 9 9 8 7 6 of 2
2099976" 2
-An anirmlist milY cast spells iIt this level if he has bonus spells due to high
Wisdom.

An animalist must pray For spells and get sufficient rest (0 gain mem back
after (:I:pcnding man, just as a nonnal cleric. He gains a number ofspdls per
day as shown on Table 2G: Animalist Spell Progrcuion.

Animalists usc annot and weapons as noted in~ lidcbar. If the animal­

in follows a particular narure gawd (such as Ucla Pawns). he may irutead usc
annor and weapons consistent with mo.se of this gawd, if they~ available 10

him.

Special Powen: An animalisl musr choose the animal spirir he worships
from one of the following spheres: aquatic: (pixie nixies only) canine, fcarh­
ered, fcline, horned, mustclid, reptile, rodenr or wilded (a non-domcsrioucd
animal that doesn'l fit precisely in any omer cl:w).

At 1st level, an animalist may speak wim animals of his animal spherc at
will, as me Speak Wim Animals spd!.

At 3rd level, the animalisr may tranSform into his chosen animal at will.
This is simihr 10 dtc Polymorph Self spell, but me nwnber of uanUonna­
cions per day is limited ro the animalisr's bel. This tranSfotmation Ia.sa For
a nwnber of rounds equal ro 7 + me character's Connirucion modifier, unless

2.

the animalist chooses 10 end the tralUfonnacion early. Unlike Polymorph
Self, the animalist gains some of the l;n::uure's physical qualities (size, mo-."C­
mall, annor das.s, number ofalUdu, d.amagclataek. special atue::b and spe­
cial de&nscs) as detailed in the Haddopcdias of Beasts. He does flO( gain the
CI'Clrure's abiliry scores when he c:akc:s iu form, nor does he regain any hir
points when he rransfonns. This uansfomucion canllO( be dispdJcd.

Ar 6th kvd, an animalist gains heightened senses. He gains infravision
(30 feet), while in nonnal or animal form. If me dlancter already has infrav­
ision, his vision is unchanged. Funhermorc, he can only be surprised on a
roll of I in 10. If a character already has this abili[}' or better, his surprise roll

(if any) is unchanged.

Ar 9th level, an animalisl can use the Hide in Shadows ability of the thief
even while being obsavcd, but only if he is in narural surroundings (for
a:arnple, nor an alley, but a hc:avily woodcd ciry park would do). & long as
he is within 10 feet of some son of dtadow, an animalist can hide himself
&om view in the open withom aaually hiding behind something. He can·

nOl hide in hiJ: own shadow.

AI 12th Icvd, the animalist ~ns Idl2 hir points when voIunnrily
lUUming to his own fotm. He does not regain these hit points ifslain, even
though he mums to his own form.

Undead: Unless the animalisl's uibe or rdigion is one that has a particular

intcrc:51 in me undead, he cannor influence rhese crealUrcs as a Standard cler­
ic does. However, he can usc the Chanr and Pnycr spells once pel day in

addition 10 his normal rcrinue of spells.

ZEALOTS
Over the las!: few decades, a new phenomenon Ius begun in me holy (and

unholy) ordenof~Wurld. Traditional sundard dena have b«n
around For cenruria., bur rcorndy cleric types with a special dC\'O(ion have
appeared. The u:al0l is an apcciaIIy dedicated Followa of his gawd. While
cleria woMip and serve, the u:alor lives only ro adnnce his deiry's cause.

Specialry clerics, or z.ealou. arc a rdativdy new phenomenon, but mey are
quidcly gaining grear influence in all me temples of Gal"WC'CU: Wurld. Some
rradilional cleria even fear rhar Ihey will one day be replaced and all temples
will consisl enlircly of these :z.caIou. All clergy keep these muggles ro rhem­

selves, of COUl'sc; no need ro worry worshipers and congr~tions.

A member ofthe zealor class holds that he is ~en more devolcG ro his faith
than me S1andard cleric. He lives and brcathes his failh. His powers and
spells more dosely match the influence of his gawd, and he rakes enthusiasm

For promoring his church up a nOlch_

Nare thar the zc:alot d1a.naer class is nor the same as Ihe Zcalot enuy men­
cioned in me HacItlopcdia ofBasu Volume 8. Those Zc:alou detailed in me
HoB~ among the more umrabIe memben ofsociety and are, in faa, rudy
even members of the dcri~ group. Ocric:al u:alou as dcso1bed herein gener­
ally don'l like me self-proclaimed Zcalou as dcso1bed in the Hacklopcdia of
Basts be:a.use mey bdievc me stupid fanatics give all fervently rcIigiollS pe0­

ple a bad name. Clerical memben of the u:aloc class have bigger plans mar
don't usually involve self-desrruClioll. They plan ro conquer the wurld one

non-believer ar a time.

One mould not confuse the zealOt character c1:w wilh the dcric followers

described on page 35 of me GMG either. Those zealol followers ~ dedi­
cated woMipers of me cleric's faith who have chosen 10 follow him and do
nor ncassarilyeven have a duracrer cl:w. Mosl of mem swt out as ().Ievel

men·at-arms.

Ocrical Zc:aIOIS have special powen and abilirics thai even sWKlard clerics
of me same gawd do nOl have. They an: nor more or less powerful, but meir
powers vary from their brethren and from each orher. Each is a unlque class.

1
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Then: is little in the way of choice or individU21il)' in the zealot cla.sse3 - and

no true zalOi would want it any other way. Their gawds tell them what to

do and that's the way they like it. In rerum, the zalot gains special rewards

for his extn:me and undeniable faith.

They cannOi multi-class (unless specifically Stated otherwise in a descrip­

tion for a specific gawd's zalou) nor can they dual class. Being a zalot

requires a degree of concenmuion that must be constant and absolute, and

allows no room for other education. (Even bringing it up can get you smole
from above.)

Zealots an: members of the cleric group, regardless of the specifics of their

class abilities. They can usc any magic items allowed to the cleric group, $0

long as they do nOt violate other reslrietions (meaning that they cannot use

magic swords unless they can also usc mundane swords). Certain zalots can

also use magic items that may be otherwise restricted by class; their individ­

ual descriplions nOle this.

"Guardian Angels"
At 5th level, a zalol geu special attention. His gawd assigns him a special

minder, appropriate to his alignment (MOOrons for lawful neutral, etc.) This

creature walches over the 'lealol, ensuring his loyall)' and acting as an advo­

cate for his client. in the gawd's organiution. Such a direct contact can be

incredibly useful for a zalot. A single crearun: sees to Ihe adminisrration of

his powers and assigning his spells. So long as the crearun: is content, this

arrangemenl n:mains especially amicable.

The ualot can even summon his ~gua.rdian angel, ~ once per week, in dire

situations. His chance to successfully Gate in the being is equal to I% for

each experience level. Of course, one way to upset the being is to gel il

-killed" (banished to iu home plane) in such an encounter. The downside of

having a single entil)' taking care of spells and powers is that the ualot musl

be cerrain 10 keep it happy. Guardian angels serve their gawds, nOi their

ttalou, and they have their own minds, opinions and concerns. They can

impose alignment (and even encumbrance!) audiu on their ualou. If you

think alignment is a serious matter for all characters (much less cleric I)'pes),

JUSt imagine how a gawd trau a ualot who strays enough to earn even a few

alignment infraction poinu!

The intent of the guardian angel is 10 keep the ualot on the straight and

narrow as much as to provide some measun: of protection. For you GMs, the

guardian angel is a good way to screw over your players since the guardian

angel is likely much more picky with regard to behavior and attitude that a

busy divine entil)' is likely to be. Sure, the gawds do nOt like it when you act
out.o;ide the faith but they often do not really have time to worry aboul focus­

ing on individual worshipers. That is why Ihey have their minions like

guardian angels. For you players, illSt remember to keep your guardian angel

happy and keep a tight leash on your alignment infraction poinu.

Speaking of which, what about all those restrictions? A ualot may be

physically capable of violating a restriction of his faith, but he gains 3 AlPs
och time he does so, in addition to any other effectS. Violating a restriction

three times is certain 10 bring direcl and painful punishment from supedors,
while four or five times is likely to bring down some divine wrath (not to

mention the llSuai penalties associated with alignment change).

The Gawds ofTwilight Last an: the principle gawds thai have the influence

and/or patience enough to have both ualou and cleries. Geries of some

gawds listed in Gawds & Demi·gawds get special abilities, but those lesser

powers llSuaily need all their followers cooperating and on the same track­
otherwise it gets confusing. Thus, it is ran: to find ualot classes among gawds

of lesser starun:. There are a few though, and these an: mostly due to the

ualot order being established and then the gawd being demoted from the

Gawds ofTwilight Last. An example of this is the lesser gawd Puck, rumon:d
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to have been destroyed long ago. However, his c1eries still seem TO be able to

cast theit spells, so it is anyone's guess as to whether he is simply in hiding or

has been replaced.

Zealot Granted Powers
Many zeaIou have special granted powers similar to certain spells. If the

granted power is a duplication of an existing spell, unless otherwise specified

it follows the rules for that spell with tegard to things like casting time, area

of effect, range, duration, etc.. Certain powers granted to ualou cross sever­

al religions and do not duplicate exactly any existing spells. The following

paragraphs desctibe these powers. For those granted powers that do nOi

duplicate spells and are not described herein, the casting time of och power

should be assumed 10 be one segment unless otherwise specified. If the zcalot

is hit during iu invocation of a special power, thai use of the special power is

ruined JUSt as if the cleric had been hit while casting a spell (though inter­

rupting the usc of a granted power never resulu in mishap).

Fascination: This power works JUSt like the second-level magic-user spell
Fascinate, except that the zcalot does not have to use verbal components. The

GM may define this power as working one of twO ways. Eilher it can be used
in combat (in which case it can be used against only one target aI a time), or

it cannor be used in combat (in which it can be used against a number of tar­
gelS equal in HD to twO times the ualot's experience level). In either case,

the ttalot can use the abilil)' three times per day. If the target makes his sav­

ing throw, he will nOt recogniu that the zealot was using magic against him.

Incite Berserker Rage: This power allows a zealot to inspire a fighter (any.

one belonging to the fighler group) to enter a berserker-like rage. The com­
batant must be willing to have this war blessing bestowed upon him.

It takes one round for a ualot to incite a single combatant to berserker

rage; the rage lasts six turns. A ualot can use this power on any number of

fighters per day, one at a time. A ualot may incite a combatant to berserker

rage only once per day; even if a different ualot tries it on him, he cannot

incite a fightet to a second rage in the same day.

The rage isn't identical to the abilities of the true berserker. However, it

does give Ihe combatant a + 2 to attack and damage for the duration of th~

rage. While enraged, the warrior cannot flee from a fight; he cannot leave the

field of battle until there are no enemies to face him. Once he does leave the

field of battle, he can choose whether he will emerge from the rage or SllStain

it; a combatant would sustain it ifhe felt that another fight was likely to take
place soon. When he emerges ITom the rage, the fighter t:akes no extra dam­

age or ill dfecu unless he is lawful; in this case, he might suffer an Honor

penall)' for rash behavior or similar effecu.

Soothing Word: With this power, the ualot can remove the effects of the

Fear spell or can sway the attirude of a hostile crowd or mob.

The zcalot can use this power three times per day. A single llSe can either:

Dispel one application of the Fear spell on one victim; eliminate one person's

hackfrenzy or hackJllSt; or momentarily calm down a number ofcharacters or

monsters (equal to 2x the ttalot's expetience level in hit dice; thetefore an 8th

level ualot could momentarily calm 16 HD of an angry mob, for instance).

This power is primarily usefuJ for gming the attention of an angry group

of people and allowing the zcalot to address them. The combination of the

soothing word, the respect that many cultures have for their ualou and the

speaking abilities of many zcalots can often defuse: an angry mob.
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AJlowed Races: Pixie F..iry. elvarid. fae-born, pixie brownie.

pixie leprechaun, pixie sprite, other pixie-kind.

STP,: Gain customs and etiquene (choose culture), distance
sen5/: (CG). flying combat (CG), religion (general), riding (air­

borne), shaving/grooming. seduction (an 00, graceful

entrance/ait and social etiquette skills at no initial cost. They

may also t:akc the acrc>l»tic skill suite talent fot half the BP COSt

(round up). rtprdlcss of r1iCC.

Other Requiranenu: Oaies ofArid must mcdia~ arguments,
and officiate at all weddings and flying COntest$. They wear light

blue and white. Arid docs noc require sacrifica.

Symbol: StyI.izcd flying bird on a doud

Holy Symbol: Bird's wing feat~r.

Restrictions: Must never hann a Rying creature except in self

defen5/:.

Background: Zca.lou of Ariel promote love and flight whenev·

er possible. by removing ol»ucIes to either. They convince fami·
lies to allow star-crosscd lovers to marry, reconcile divorces, clear

cobwebs and omer obstacles from lOW" flight I»IN. and so on.

The Meny Ayen sec it as their role to uain all young pixie fairies
in the art of adwnccd. flying. and also~ as their matchmakers

and counsdon in the later years.. Characters cannot ba:ume

Zealots ofArid if they hzve animal antil»thy. phobias. enmity or

TIde: loYcwinp;

Alignment: Chaotic good
Ability Requimnenu: Dexterity 16. WISdom 14

Prime Requisite(s): Dexterity

Hit Die Type: d6

To-hit Progreuion: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 10

Spd.Ijadcing: Yes (FJemental Air spells only)

Spell Spheres: Charm 4, Combat 4, IXvocionai I, Divination 3.

EJanentai Air 7, Traveler 3, Warding 6, Weather 7

Turn/Command Undc:ad: Tum and dcsuoy as deric ofcquallevd

Weapon of Oaotee: Petite rapier

Weapons Pa:m.itted: Boomerang. shurikC1\. throwing irons,

throwing sticks

Armor Permitted None

other weapons. For a:arnple. if a weapon of choice is a maoe, it would be
acuptable for the lCliot to use ranged attaeb against h.is~ bd"ore d0s­
ing to melee without suJfaing an Honor penalty.

Funhermoce. if a :tea!OI'S weapon of choice is a Ionpword. but he is fight­

ing a skdcton. it would be accq>tabk for him to choose a aushing weapon

(assuming these an: pennitted by his:tea!oc class) in order to more effectivdy

damage his foe. In me case of magic wcapons, all other things being equal,

the zealot should still use his weapon of choice even if a magic vo-sion of a
different wcapon is available. The accption to this is a case in which one

requires a magic wcapon 10 injure his foe. Then it would be acceptable 10 use
a weapon that is not a weapon of choice without an Honor penalty (again

assuming the magic weapon in question is one allowed by the rigon of the

faith).

ZEALOTS OF ARIEL, GAWDDESS OF AIR, FLIGHT
AND LOVE

Table 2H: Zealot Progression Table
Experience Points Experience X Sided Dice level Tide

level or Accumulated
level

0-2,200 I 20+ Id)(1' Zealous Alar Boy
2,20I...of.5OO 2 2 Zealous Acolyte
".501·9,500 3 3 ZeaJous Brother
9.501·19.000 .. .. Zulous l..2yman
19.001-38,000 5 5 Zealous Adept
38,001-78,000 6 6 Zulous Friar
78,001-1 .....000 7 7 Zealous Curate
1.....001·288,000 8 8 Zealous PrucfIer
28lUIOI·S76.ooo 9 ,.. ZaraIous Priest
576,001-864.000 10 9+2 Zealous Prefect
864,001-1.152,000 II 9+-i Zealous Canon
1.152.001-1 ....+..000 12 9+6 wlous Deacon
1,.......001·1.728.000 13 9+8 ZeaIousAbbot
l.ns.00l·2.016.ooo I.. 9+10 ZaJous EvanprISt
2.016,001-2.304.000 15 9+12 Zealous Priol'"
2,3M,OO 1-2,592.000 16 9+ 14 Zealous Prelate
2,592,00 1·2,888,000 17 9+ 16 Zealous Rector
2,888.001-3,168.000 18 9+18 Zealous Vicar
3.168,001·),456,000 19 9+20 Zealous Patriarch
),456.001·3.7.....000 20 9+ll ZaaIous Hiah Priest
• At first level zealots receive 20 + IdX hit points (10 + IdX hit points fcK TIny fey).
This twenty points Is received at first level only. The type of die uch zulot is entitled
to Is described in tNt zealot's description.
... Zealou gain 2 hit poinu per level after 9th.
- 288.000 experience pointS per level for each level beyond the 20th.

Zealot Weapons
Each zealot class has a heading for weapons pcnnitted and weapon of

choice. The weapons permitted are those allowed by the rules of!pe f.aith for

the zealot class. Ikfusing to respect such rules will likely cause problems for

the miscreant character as he will lose station in his church and his gawd or

ia minions will pcwibly even punish him. The weapon of choice is more a

mauer of honor for the piolU :tea!ot. Zca.lots must make reasonable effom to

use their defined weapon of choice or they suITer honor pcn.allies. At the

GM's discretion, an approximare honor hit of one poinl of temporal honor

per combat without the weapon of choice is a reasonable penalty. There is

some Raibility in this policy. If logic dicutCS, it may be accq>table to use

Zealot Prime Requisites
Many of the zealot das:scs Iu.~ abilities other dun WISdom listed as their

prime requisite. These ability scores arc in place of WISdom as a prime req­
uisite (as per the sandard deric class). All of these prime requisite abilities

need to be 16 or above in order for the zealoa to gain an apcrientt point

bonus as the sandard cleric. All zealoa advance in experience kvcJ according

10 Table 2H: Zca.lOt Progression Table.

Zealot Spelljacklng
Some zealots have the power to spdljack as other magic-users, such as bal'

de mages or illusionists. The inherent danger associated with spelljacking

creates a chance of spell mislu.p. This is true even for zealots who cast divine

spells that arc nOI ordinarily subject 10 spell mishaps. (Thai's what you get

for pushing the bounds of magic.) EVCfl so. zcaloa still do nOI suITer spell

mishap dlanccs for 'Ntafing armor as magic-wen do. Even me gawds off.ate

arc nOI usually mat a-ud. Use me spdJ,mishap table in the GMG for deter­

mining the rcsuIa ofual01 spdl mishaps.
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.. H.t.otMASTEfI. AOVENTURER'S GUIDE TD PIXIE FAIRIES

awa»oRS lawards 3vi3ns or olher winged crclIurcs. If 3 cM.r1ICler

a quirlt: or flaw later, he loses his ZcalOi SlatuS and powers umil

is ranoval..

~. Relationship 10 Sandard aeries: Aside from their differem pow­

cnkr makes no dislinction beor.ttn ttalou and m.ndard deria.

outnumber Slalldard cleria. h~.

f'o.,.-as: Beginning ar 3rd level, W10lS ofArid may cast: a Ay ipdl

d.I. in addition 10 normal spdb). Beginning al 9th level, ttalOlS of

Uit Control Wealher once per day, in addilion ro the ttalOI'S nor­

)f spells.

Fh'rni may prepue and CUI Befriend :u a hr level cleric ipdl.

n:tS g.tin +4 against the following ipells: Antip.1thy, Emolion (Far,

¢CSSness, Sadness), Far, Perceived Malignmenl. HOWC'Ver, they

USCC'plible 10 ,"lain spells thai cuse positi\'C feding\'. They suffer

~~. against these spells: Befriend, Charm Person, Emotion

ip. Hope or Happiness), and SYlllp:l.lhy.

tWo- Da)'$: The firSl day ofeach season is celebrated with aerial acrobalia

~"'_"'gme mum ofa new wind (wimer. nonh wind, summer .. soulh,

. and spring .. the west wind).

Q Followns: All Follffi"CIS mUSI allend ~ices of the morning of C'VCrf

- '\dvI.onroring clerics must visil a mrine 10 Arid, or hold these services
""~~(rq;ardlas of where Ihey may be).

z.c:.iors: As folIowas.. In addirion, those who can fly mUll lake to the~

~ lbeir prayers on 3 daily basis. All scrvica are performed while :ur­

Those who cannOi fly must make usc: of a spell (such as lcvilate or

nupe ilem to do 10.

ZEALOTS OF AUBERON,GAWO OF MAGIC AND
FtflE

....dr Aranisu

ment: Lawful neutra.!

:\biI.iry Requirrments: Intelligence 15, Wisdom I"
Prime Requisite(s): ImelligcllCe

Hit Die Typc': d4

To-hil Progression: Magic-user

5.aring Throw Tables: Magic-user or cleric (bener of the twO For each uve)

BaiJding Poim Bonus: 2

5pdIjxking: Yes (:u batik m~)

SpdI Spheres: De-"Ulional2, Divination 6, FJemcntal nrr 7, Necromancy

~ing7. Sun 3, WMding 7

Tom/Command Undead: Tum or destroy as cleric of eqlQ) Icvd

"ftpon of Choice: BIoodlbom quarremaff

capons Pc:nnined.:~, knik

.-\rmot Pcnniucd.: Magical onl,.

Uovo"Cd Races: Pixie fairy, elv;lriel, rae-born, pixie brownie, pixie Iep­
• pixie nixie, pixie sprite

STlT. AtcnislS gain the arcane lore. alchemy. astrology, reading/wriling,

~era.I), spellcralt and spell cmooing (SG) skills at no initial COSt.

~. m3Y also take the concentration. counter speller, curse resislance, eagle

'11:". precision cuting, quick casting rnlents for half the BP COSt, regardless of

~.

Other Requirements: None

Spnbol: Open book crossed with a Ialtoo needle

)3
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Holy Symbol: Vial of tarroo ink

Resuictioru: ZealOIS of Auberon can never desrroy magic irems (lhis does

nOl include sacrifices. which are transFormed and nOI desrroyed). E...en if il

comes in a cursed Form. they mUSI allemp" 10 dispel rhe magic and leave the

underlying m31eria1 ilem inlael_ Zealou of Auberon cannOI ha\'C enmity or

psychOlic avasions lawards magic-\UCt$.

Background: The clergy of Aubcron concern themselves ~th all lOrIS of

magic, from Iattooing to illusions 10 necrom:mcr. Most spend a great dcl of

lime in lheir labor.uory, but a rare few prefer the ad\'Cnturing life_ Pixie fairy

adventurers olten consult Ihem For assislance tq?rd.ing questions of magic.

Zealots' RrJ:ujonship 10 Standard eleria: AtcnislS have a very suiel

order. SI:mdarr! derics hold mosr ofthe lower ranking positions, and 3re usu­

ally referred 10 :u Apprenlices (regardless of Iheir aClual magicl skill), while

ualolS arr a sub-order of dite clergy. The leaders of any lemple are all from

rhis sub-order, but they rteal the minority clergy fairly.

Special Powers: Arcnist$ C3n substitule magic-user spells for cleric spells.

at a cost of twO cleric spells for each magic-user spell. Spells substiruted muse

be of the same level. However, for magie-user spells, they must use spell

books and memorize spells in the ume manner:u a magic user. Furthermore,

all spell bonuses For high Wisdom only apply to cleric spells. They may usc

magic ilenls permissible ro clerics and/or magic users (excluding umor :md

weapons nm permissible: to Ihe «:alot dass). Spells CUt by Arcnisls cusc

opponenlS 10 make uving Ihrows at -I For C"cry thltt levels ofexperience the

ualOi has.

Holy Days: Solstices, and the \l'cdr. of Long Shadows

RITUALS

All FoIIO"'-crs: Aubcron is mOSt likely 10 imen-cne on behalf of his wor­

shippers when they offer sacrifices of magie itCltl$. Followers make ucrifices

by placing 3 magic ilem on an altar and then calling Auberon's name three

limes, after which the ilem is no longer magical. IfAuberon is Clipecially fond

ofa follower, he may Mlouch~ a ucrifice, cusing it 10 become even more pow­

erful than beforr (e.g. +3 weapon may bcc::ome a +4 weapon: GM's call). His

followers wear blue and gray.

ZealOts: AJ; followers. In addition, Arcnists publicly mge monthly mag­

icl exhibitions whcrc they show off exotic illusions and OIher showy magicks

(IOtal ofat lean 4 spells minimum) as a tribule to Auberon. The "/,Calot begins

10 lose spells if he does nOI p3nicipale (I spell level Id4+2 days, beginning

with the highest level spells Ihe ttalOI cn cast). Spells are regained when the

ualot stages a special exhibition of al leasl 8 spells.

ZEALOTS OF CALIBAN, GAWD OF GREED,
LUST AND EARTH

lide: lusdords

Alignment: Chaotic evil

Ability Requiremenu: Consliturion 14, Inlelligence 12, Charisma 14

Prime RequRile(I): Constitution and Charisma

Hit Die Type: dlO

To-hil P~ion:aerie

Saving Throw Tables: Cleric

Building Point Bonus: 6

Spelljaclcing: Yes (E1ememal Earth spells only)

Spell Spheres: Charm 2, Combal 2, Devotional 2, Elemelllal Earth 7,
Hurting 7, Necromancy 3, Warding 3, Weathtr 3

TurnfComm3nd Undead: Command undead as cleric I level higher

Weapon of Choice: Unscelie dub
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Weapons Permitted: Cat 0' nine tails, ripper

Anno, Permitted: Le::a.thcr and/or shidd only

AllOW':d RK.es: Pixie fairy, dvarid, f.le..born, grixie, pixie brownie, pixie
leprechaun, pixie nixie, pixie sprite

STPs: Gain art ofseduction, dig has£)' grave, dig proper grave geology, flo:
muscle, looling (basic), religion (general), skilled liar and survival (under­
ground) at no initial cost. May take the close to the arlh, o:pen haggler and
opponunist talents for a COSt of 2 fewer Bp, regardles.s of race:.

Other Requin:ments: Though they may also war olher colon as well, the
primary colon of their clothing mUSI be black and gold. They mUSt also have
erotic tatlOOS on or around their sexual organs. They may not have the lruth·
ful quirk.

Symbol: Goal had with scorpion tails as curved honu

Holy Symbol: Wooden or meta.l ilem shapcdlike a phallus or female gen­
italia, as the sex of the zcalot.

Restrictions: Lust10rds are usually male. though a female with drive quick­
ly rises through the ranb, as the mm fawn ova her in a lustful altempl 10

win her favor. RcgardIc:ss ofsex, hClWeVtt, all Lunlords are fuded by lust foc

wal!h. sex and povo'tt. ZeaIoIS gain the pcdy quirk.

Background: While many !hieves and assassins worship Engue. only the
mOSI depraved worship Caliban. Still, many characters of o!her classes keep
IuS! and greed in Iheir hCl.f'lS, so Caliban is nOI shon of followers.

Zealou' Relauonship to Sandard Oeria: Standard clerics and zcalou of
CaJiban often chat and stct! from C1Ch other, considering everyone a wonh·
while targel. Still, they get along well at their services.

Special Powen; Lustlords may cast Alter Sdf, Fool's Gold, Delude and
Hold Penon as cleric spells of appropriate level. At 5th level, these 7.eal015

may summon and comrol an B HD Eanh Elemental once per week. At 6th

2.

lcvd, zcalOlS may Shape Change into any burrowing crcuun: as the 7th levd
druid abiliry. AI 10th Icvd they can mler and survive on the EJ01'Ietltal Plane
of Earth as a 20th level druid. At 12th level they may Shape Change into a
12 HD Earth EJemmtal (16 HD at 16th levd, 24 HD a120th level).

Holy Days: Cdebradon of Lust on the 14th of Adnar'ken.

RITUALS

All Followers: Followen an: spread throughout Garwec.u:: Wurld, and ser­
vices to honor him involve twO or mon: of the following: fClSlings, gambling,
kidnappings, OrgiCi or lusry rituals, overeating, theft, or similar actions.
Sacrifices generally involve defiling a person or place:. Ovc:r'CXcc:ss is me key.

ZeaIou: Lusdords must gather on me 14m of ac:h month 10 celebrate
their gawd and rededicate themselves 10 his causes. Their services 10 honor

him an: similar 10 those of standard foIl0Y0~ but zcalou also spend time
during Ihese services in prayer and groveling naked on the earth.

ZEALOTS OF ENGUE. GAWD OF FEAR AND
POISON

lide: FdIows of Fear

Ali&JllDetlc Lawful n-il

Ability Requiremenu; Dateriry 13, WISdom 10

Prime Requisite{t): Dexterity

Hil Die Type; dB

To-hit Pr0gre5Sion: aerie

Saving Throw Tables: Thief

Building Point Bonus: 5

SpelljadUng: No
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~ Sph~res: Com!».l ), Devotional 2, Divinalion 5, Huning 6,

'"'Omancy 3, Plant 4, Sun 3, Warding 5, W~;llh~r 3

TIUll!Command Undead: ~ c1mc of cquallcvd

eapon of Choic~: Dagger

eapons Pennitttd: Bloo(hhorn quanerslOlff, knif~

-'nDor P~rmilled: Any

\aO'w~ 1Uas: Pixi~ fai!)', dvarid. ne-bom, grixi~, pixi~ brO'\Vfli~, pui~

""'""
5Th Gain bouny, evil speak. feign loughness. herbali.sm (p~pare poi-

intimidation, plant identification (holislic), religion (gcncn.l), mlr.lt

and tOTture al no inilial cost. May takt Ihe dettct poison taI~m for a

'Ii.2 f~ Bp, ~rdlC$$ of raa:.

Ckbcr ikquitemenu; Zealors mUSI cxlinguish all lights at midnight.

of Enguc mWI d"'5$ in dark grttn gannans, and dC'COrate both Iheir

mg and Iheir skin with the gawd's symbol. Zealots gain me sadistK:

~bot Grttn teardrop (poison)

Hoi)' Symbol: Vial of poison

Ratrictions: Musl a1wa)'S cany poison.

Bad.ground: Engue's followen are unabashedly evil, and enjor killing and

-ngsenlient beings.. They onen pmend 10 be me mend of meir viClim

tbm slowly poison .he unfonunale individual 0"'Cr a mailer of " ..ecks or

Ihs.. They find Ihis highly amusing.

ulJ;ISIIins sacrificr the hearts of their viClims 10 m~ ga"od. for f.WOl in meir

.uc deeds. Mosl plaC'a or wonhip are hidden, Ihough some larger cides

small cults of his follo"'en in th~ locaIthi~' quarl~r. Services includ~

ming a liny animal. Major rites include the sacrificr or pixie hybrids or

:lCf brgt'r clr.lwn:::s.

Zea.lou' Relationship to Siandard Clerics: Fellows of Fear ar~ often lead·

¥lithin lh~ c1~rgy. having shown particular dedication ro rheir deity,

>oJVancem~nl is based on th~ number of creawn:::s poisoned. bUI also occurs

rough poisoning of one's superion.

Special Po",~rs: u~lors orEngue are immune to all forms of poison, They

~ also backsrab like thieves. gaining f3 10 hil (IOral, meaning lhal lhis dTec-

.-dy r~placC$ th~ standard bonus of 2 for allacking from behind bur is nor

good as a Ihief backsrab which is 4 to hit) and an additional damage die

1$1 through 51h level, two additional dama~ dk~ al 61h through lOrh lev­

thrtt additional dice al 11th Ihrough 151h levels, and four at 16th

ITOUgh 20th level. ~ in any reu atrack, the defender may nOI usc a shidd

:w Dexlerity bonuses.

Holy Days: During Ihe W«k of Long Shadows, every ualot ofNighuhade

m~ sacrifice a singl~ limily member. If the ualOl has no limily members

dt. he must saaifice someone else every day that week. This could be a

'11CfId, associale or puser-by. bu[ canno[ be an enemy.

RITUALS

All Followers: AI midnighl, all follOW'et'$ mUSI go to a lighdess place (even

under a blanket- is :acceplable) and recile prayCl's.

Zea.lou; Each week. a tc:aIOt must" poison a living crearure, C\'en ifit is only

a small animal. If.scdcing Engue's f:avor, me poisoning of an mtdligCl'u CIr.I­

lUI'C is fCtJuircd.

2'
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ZEALOTS OF KIELKROP. GAWD OF DEATH

TIde: Miniuers of Death

Alignment: Neutral evil

Ability ikquiremenu: Dcxleri[y 12. WISdom 10, Charisma 10

Prime Rcquisilcs: WISdom

Hit Die Type: dB

To-hit Progre:ssion: Oeric

~ving Throw Tables: Cleric

Building Poinl Bonus: 6

Spdljacking: No

~U Spberes: Charm 2, Combat 7, Devotional 2, Hurting 6, Necromancy

7, Warding 3

Turn/Command Undead: Command as dmc ""'0 IC\'e1s higher

Weapon of Goia:: Bloodmom dub

Weapons Pamincd: Dagger. greal whiffie dub, knife, umedie dub

Annor Pennilled: Any

AlIO\\'ed Races: Pixie f:airy, dvarid, fae-bom, grixie, pixie brownie, pixie
leprechaun, puie nixie, pixie spri[e

STPs: Gain anatomy {basic), anaromy (vital; choose racr), dig hasty graVC",

dig proper grave, languages (undead), religion (general), at no initial cost.

May take the cold n:::sislance, death magic bonus (SG), and heal resistance tal­
ents for a COSt of2 f~ Bp, regardless of race.

Other Rcquiremenu: MinislCt'S of Deam mUSI takt pains to appear as
truly neutral in their beliefs of death, which means no openly killing inno­

cents or animating undead for evil aets. They mUSI conceal their evil d«ds
as accidenlS or -necessary- to preserve the balance oflire and death.

Symbol: Fanged skull or black mushroom

Holy Symool: Black mushroom

Restrictions: May nor learn the healing or firsl aid skills. May not have

the Iruthful quirk.

Background: Openly, Kidkrop's derics are in charge of all funerals and

hold an annual gathC"ring 10 cdC"bralC" the passing of aJllives over lhe- lasr yC"ar.

Secretly, a cleric of Kidktop is expected to sacrifice a sentiC"nt life on C"ach full

moon. RcinearnalC"d pixie f.liries are an especially favored targe-t. If Kidkrop

i~ fond of a mortal (CM's option; mUSl have performed a number of sacri­

fices equal 10 or grC";lter lhan lhree times lhC" char:JelC"r's levd), he- returns as
undead wilhin 24 hours after death,

Zea.lou' Relalionship 10 Standard Clerics: The diffe~nce betwttn the

Slandard derics and the Miniuers of Death is a manC"r of dc-gree. For exam­

ple. Ihe standard cle-ries of Kidkrop tend to openly display their love ordC";lth

and command of the undC";ld, which results in [hem being banished from

many communities and being forced to worship as a secret society, The

ualou, on lhe olher hand, prefer to move in mYSlerious ways, openly dis­

playing more naJlrality in hopes ofcalching mo~ flies (converts) wilh honey

than with vincgal. ThC")· are more concerned with keeping their failh alive

and growing than wilh causing lJ'Ouble.

Special PO\\-ers: Minislers of Death ha\'e yeal authority over an)' undead

they encoumer, Snning at 2nd level, they afftct mrtt times the regular num­

ber of crellUn:::s per successful turning aucmpt. Once a ualOI reaches 6th

levd, he gains IhC" ability to fashion exceprional undead _ any SkdClons or

Zombies mal he animates gain an :additional ... I hit points per Hil Die.

Openly, Ministers of Deam often slay (or pmend to slay) undead 10 keep

their seemingly benevolent position within me community. Wilh a wapon

properly dcsecr.lIed at a temple by a superior (in a «mnony that taka nC"ar­

Iy four unimerruplcd hours), a MinslCl' of Deam anadrs at ... I to-hit and ... I

10 damage. Any undead creature Slruek by mis weapon goes into a type: of
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magic:a.l coma for 24 hours, appearing {(o mosr observers) (0 be sb.in. (Foe
example, a vampire struck by this weapon does nOI crumble imo dUSl, lead­

ing a clever person to suspecr something amiss.) Spells mal delect undead do

nOI function on the creature during mis rime. Aher 24 hours, me undead

awakens and auempts to resume its previow aaions.

Holy Da,.,,: Aur'mus (me 291h day of YumA and me 29th day of

Fretll·kerz).

RITUAlS

All FoUowen mUSI wear bbck robes wim or wimout hocKk
Both zealotS and by followers sacrifice scnriem ae.l.lures (0 appease meir

...d.

Zealou: Once per year, a Minisrer of Death must perform a special sacri­

fice to Kidkrop. The sacrifice musr include [W() victims - one ofbwful good

alignment and one ofchaotic evil. Each victim must be ofa level. no less man

1-4 levels bdow his own. Special Honor awards come wim sacrificing great

heroes or characters of higher levd. The victims must begin me cemnony

alive. One mUSt die quickly and me omer slowly. during me night-long ril­

">1.

ZEALOTS OF LYGTE, GAWD OF LONELINESS, SUN,
STARS AND WANDERERS

lide: Mc:sscngers of Lighr

Alignment: Chamic neurraJ

Ability None

Prime RequisiteS: None

Hil Die TyPe: d8

To-hit Prograsion: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 5

Spdlju.lcing: No

Spell Spheres: Charm 2, Comb<tt 5, Devotional 2, Healing 3, Sun 7,
Traveler 7, Warding 4, Weamer 4

Tum/Command Undead: Turn and destroy as cleric two levels higher

Weapon of Choke: Sprite $WOrd

Weapons Pennined: Dagga, Irnik, moon blade, petile rapier, scdie club

Armor Permitted: Any, bur no shidds.

Allowed Races: Pixie hiry, dwrid, fK..born, grixie, pixie brownie, pixie

leprechaun, pixie nixie, pixie sprite

STPs: Gain endurance, forage for food (by c1imale), gletsee, mapless rrav­

e1, religion (generu), survival (choose one area) and weather sense al no ini­

tial COSI.

Othet Requiremenu: ZealotS of Lygte cannor have any major mental

quirks.

Symbol: Star wirh asymmetrkal rays

Holy Symbol: Lil candle

Restrictions: Zealots of 4'gre cannot remain in me $afl1e .senIement more

!han mrtt days.

Badground: Advancemem wimin me church is based upon service in the

form of missions (0 rescue those who are lost, conversion of followers, and

banling creatures of shadow or rhose who create such darkness. Followers are

apcaed (0 remain a1WllYS in me lighl, even 10 me atent ofkccping a iii can­

die or oil lamp by meir bedside while mey sleep. There arc no pena.lties for

occasionally placing onesdf in 10tal darkness, mough illCr"CaSC'd frequency

leads 10 the gawel's displeasure. His colon are yellow and while.

THE HAcIl....ASnIl ADvENn.Jtwt's GUlO€TO PtxJE FAJIUES

Zcal.ou' Relationship lO SandanJ Oeria: ZcaIors and sundard clerics

have no trouble working in close conettt wim each other, and get along quile

amiably.

Special Powers: Sooming Wotd. ZealotS of 4'gre Cl.II cast a Light spell

once per day (in addilion to nonnal spdls). At 3rd levd, mey can Cl.S1 Faerie

Fire (as me Inlevd druid spell) once per day (wimour speci.aI preparation).

At 5th level, Messengers of Lighl may CUI Smshine once per day (as a cleric

spell). At 9m levd, rhey are able 10 casr False Dawn once per day. Messengers

of Lighl also casl spells of me Sun sphere as if mey had one aperience levd

more !han mey aauaIly do.

Holy Days: The lint: ofHaar'kiev (me fint: day of me new year/first day of

Spring)

RITUALS

All Followen: All follown'S musr attend services of me morning of every

Pin'mar. Tr:lvding clerks must altend foreign churches of Lygte, or hold

mese: services themsdvcs (reg:mlJess of where mey may be).

Zcalou: Zealots mUSI make daily prayen in direa: sunlighr or within a lit

drde of at least eighr torches or Cl.IIdles, or suffer a 5% chance of spell fail­

ure (cumulative) per day.

ZEALOTS OF HAB, GAWDDESS OF ALLIANCES AND
OATHS

TIde: Keepers of Dams

Alignment Lawful good

Ability Rcqu.itemenu: Imdligence 15, WISdom 12

Prime Requisite{s): Imelligence

Hil Die Type: d6

To-hit Prograsion: Cleric

Saving Throw Tables: aerie
Building Point Bonus; 4

Spdljadring; No

Spdl Spheres: Combal 2, Crealion 7, Devorional I, Divinalion 2, Healing

3, Summoning 5, Warding 3

TumlCommand Undead: Tum and desuoy as cleric [W() levels 10'0VU

Weapon of Otoiot: Unarmed attad:

Weapons Penniued: Any crushing or piercing

Armor Permitted: Shidd only

Allowed Races: I)ixie fairy, dvarid, fae-born, pixie brownie, pixie kp­

rechaun, pixie nixie, pixie sprire

STPs: Gain adminisu:uion, dwioloering. civil adminisuarion, diplomacy,

knowledge of courtly affairs, leadership (basic), maintain sdf-discipline and

orcheslrare task al 51 % at no initial COSI. Gain religion (general) 21 no ini·

lial cose

Other Requiremenu: Cannol have the chronic liar quirlr.

Symbol: A broken crown

Holy Symbol: A aystaI wand

Restrictions: Must serve freely as mediators, or wilnesses to binding agr«­
ments (contr:lCl, marriages, elc.), if asked.

Badground: The Keepers ofOaths claim mal rheir cletg)' was founded by

Mab's former retainers from her days as Queen of the Wee Folk. Mab is

reva-ed by many families of deposed .sylvan royalty, parricubrly among Ihe

dves.





















Table 3D: Racial Modifiers to Social
Class (PHB Table 4F)

Modifier
+,-0
-4,
·15
-40

·2.
-2.
·2.
+'

Ra<e-,..,.
EJwriel
Fu-bom
Grode
Pixie brownie
Pixie leprechaun
Pbde nixie
Pixie sprite

HANDEDNESS
To know whether your ch:.lnlCler is lefr-handM, righi-handed or ambider­

[rous, roll on Table 4D: Handedness of Char:l.Cler, in rhe PHS. Elvariels are
a1wa)'5 ambidC'lttroU5. Pixie leprechaulU and pixie sprite'S may add or subtr:l.CI
10% 10 r:be:ir roI.I ro rdka meir tendency [0 be ambida:uous.

Table 3A:Age
Starting Age Maximum Age Range·

Race Base At,e Variable (Base+Variable)
Pbde fairy 2 Idl 6+164
EI¥arieI IS Id6 125+ld20
Fae-bom .. 1d6 12+264
Grixie- I I+ Id2
Pixie brownie 2 164 11+164
Pb:ie Ieprech,llln" 1d6 12+264
Pbcie nixie 2 leM 11+164

I~ sprite 14 ld6 lOO+ldJOO
·Add half the character's Constiwtlon to the result.
~n beginning pby u this race. Otherwise. starting age depends on
the character's age at the time he becomes a grtxie. A grixie's fNXimum
age nnge is the age when he beame a grixie (base) plus 1+ld2 (vari­
able).

~C~HArT£A~~~)~-~h>OOS~~~"'~O~.~",,"",,~~~LUS~~:::;:::::;;:-::::-: ;::::=THf HAcKHAs'Tal AovEHTulWt's GUIDE TO PuuE FAJIUES
game orne: and life: experiences. However, the character does suffer the: phys­
ical losses to Strength, Dexterity and Constitution because these m: b~­
downs of the body's $)'Stems. Funhcr details on magical aging can be: found

in the PHB.

Table 3B:Aging Effects
MIddle Age* Old Age-

Race**** (In Base Max.) (213 Base Max.)
Etvariel 62 years 83 years
Pixie sprite 50 years 67 yean
*·1 Sa/Coo; +J Im/Wls
--2 Str/Dex. -I Con: + I WlS
-·1 SuIDexlCon;+llntN'iIs
-other pIxie hybrid races do not adjust with age.

Venerable ..

(Base Max.)
125 years
100 years

SOCIAL CLASS
To find OUI your char:l.Cler's .social class, you musr roll an Table 4F: Social

Class. in me: PHS. Generally. a human .society colUidC'fs pixie: hybrids ro
uve !he following modific:n on PHB Table 1F. Pixie: hybrids uve an
unmodifiM .social class resu1r whe:n residing in a senlc:ment dominlled by

pixie-kin.

CHARACTER HERITAGE/LINEAGE
To determine your maraaer's circwnSl2nces of birth, and me sorwlqU21­

iry of rhe charaCier's immediare &mily, roll on Table 4G through Table 1M,
in Ihe Player's Handbook. Howevc:r, some modifiers apply. These are nored

bd~.

Ra<e_"""
""""Fa. born
Grixie
Pixie brownie
Pixie leprechaun----

HEIGHT AND WEIGHT
The heighl and weighr ofyour charaaer is genC'f'lltcd randomly usingTable

3C: Average Heighr and Weight. Begin with me appropriare base $Core for
your character's race, and men add the die roll modifier. This oble cannOI
accoum for me full variety of pixie hybrids, and only reproduces an avenge
range for mis race. Ifyou wish your duraaer ro n:and 001 in a~, you
may buy a re-roll on mis oble if you don't like me resu1l5. Each re-roll 00515

one (I) Building Point. You may buy as many re-rolls as you wish as long as

you have BPs 10 spend.

Table 3C:Average Height and Weight
Height in Inches Weight in Pounds

Base (0/9) Modifler Base (0/9) Modifler
18118 leM 14124 1d6
71168 1d6 90170 ldlO
)()I)(I Id6 4Ot'l8 2d4
IBlI8 IcK 2-112.04 1d6
18/16 lcK ]0128 2d'!
18116 IcK ]2J]0 2cK
20118 1d6 26124 1d6
18118 leM 14124 1d6

FwnaIes tend to be Ii&h- and oho<ur dlan males. Thus. the baH I'Il.IfTIben lor helcI't and
welJht .... d¥cMd Into mal.tfamale (0'/2) Yllues. Note !Nt die modifter 1t1M alIow1lor I
broad nIlI" In each Cltep'Y.

Table 3E: Racial Modifiers to Circumstances
of Birth (PHB Table 4G and 4H)

Race PHB Ta.ble 4G Modifier PHB Table .<fH Modifier
Pixie fairy +15 +50
ENvieI +/.(J ·10
Fae.bom- ·10 (as pixie fairy) +60 (as pbde fairy)
Grixie* -25 (as grel) -25 (as vel)
PixIe brownie +/.(J -10
Pbtie leprechaun +/.(J -10
Pixie nixie -10 -10
Pixie sprite -10 -10
-PHB Tables .o4F thl'OlJgh .o4l do not apply when beginning play as this
~ce, unless a player wanu to know about the character's fonner life
before he became a fae-bom or grixie.

Table 3F: Racial Modifiers to Quality of
Parent (PHB Table 41)

Rac~ PHB Table 41 Modifier
Elvariel +I0
Pixie leprechaun +10
ot()ther pixie hybrids have no racial modifier to this table.

l6
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MARRIAGE AND CHILDREN

As :l. rule. most pixie hybrids are keen on sex, and there: is no shame

,utached (0 being free with one's body - provided it does not intrude upon

Il:hcrs or frighten Ihe children. In faCI, both children and marriage are a nat­

unl rC~iUlt of sexual anr:ll;rion, and characters interc$too in having :l. &mily

may choose to detail such a b:l.ck:;rory, wilh GM approval and guidance. The
WraClcr's male and children are NPCs under control of the GameMaster.

Only pixk fairio:s, dv:J.rids and pixie brownies can have children, though any

pixie hybrid can marry.

J) FiT!;l, roll ldlOO on Table 3G: Children to determine the number of

dlildre" and their legitimacy. A 1st level Char:l.CIC:r can begin play with no
more than (wo children.

2) Roll aId 100 for each child to see if he or she is still living. An 80+

result indicates child either died during birth or at a very young age.

3) To determine each Jiving child's age in years, roll Id4, subtracting it

from the character's age. A resuh of 0 (minimum) indicates that the child is

less than 14 months (I year) old.

If the character rolls two legitimate children, or twO illegitimate children,

of identical age in )'ears, Ihey will be twins. Roilidioo. On a result of 99­
00, the twins are "identica!twins.~ Twins and identica!twillS ma)' gain tele­

palhic communication with each other, as delailed in PHB Chapter Four.

A character with one legitimate child and one illegilimate child has a prob­

lem, since the illegitimale birth is the result of an adulterous aff.lir. A female

character that rolls both legitimate and illegitimate children must re-roll the

tirst child's age umil it equals I or higher.

4) Roll Id 12+ 1 to determine each child's (or pair of twins') age in months.

The GM may determine the exact birth date (by subtracting that number of

months from Ihe current time in his campaign. and then choosing or rolling

the: day of the month).

5) Roll IdlO for e:lch child. A 1-10 indicl.tc:$ child is a son, an 11-20 indi­

cates a daughter.

6) Onl), when the children reach the mce's base age may they set out on

their own, or become hirelings., henchmen, or prot4;~. This is also the time

to roll the child's height and weight, as well as his sibling rivalry (if any),

Handedness may be rolled now or at any previous time. The child's social

class and famil)' herimge arc idemical to those of the PC, though the GM may

apply other modifiers to the child's starting Honor due to the its birth (as

IlHB Tables 4G and 4H) and the qualiry of parents (as PH B Table 4I). The

fil'$l born male or female is heir to the family fortunes and gains +5 on his or

her stafling money roll.

Obligations

Children: A chamcler with children is responsible for them. This requires

him to divert 20% of any money or treasure gained to pay for the child's sup­

port. He must pa)' an additional 5% for each child after the first. [f the char­

acter has a spouse, he need divert only 10% of his income to care for his child

(plus 5% per additional child), as some of the support for his spouse goes to

the children. [f [he child is unable to care for himself, the chamcter must pa)'

for an appropriate hireling, which will add considerably to the COSt.

Pixie-nixies may cherry pick this obligation for full Building Poinrs.

(Minor: 5 poims for the first child, plus 2 poinrs for each additional child)

Married: The character has one or more spouses and certain obligations to

his family. This imposes a limitation on the chamcter's finances, time, and

resources. At least 20% of the chamcter's income must be diverted to his

spouse, plus 20% for each additional spouse. This money covers the chamc­

ter's home plus room and board for his spouse, and is cumulative with any

funds diverted to pay for child suppor!.

Pixie-nixies may cherry pick this obligation for full BPs. (Minor: 5 per

mate)

ORIGINS
Just as character social class, heritage and lineage :lre very important in a

HackMaster character's career, so is his place of origin and chnltribe.

Whenever a pixie fairy (or pixie hybrid) finishes rolling his social class and

heritage/lineage in Chapter 4 in the PHB, he lllay roll or cherry-pick on Taple

3[: Place of Origin diOO. Note thaI this listing covers only rhe known lands,

and orner clans and tribes lIIay dwcll in distant places.

Clans are comprised of a number of families lhat claim 10 be derived from

a common ancestor, and a settlement may have many clans or only one.

Other associated families thai either sought the protcclion of the clan at some

point in history, or were lenantS or vassals of its patriarch, may also be mem­

bers of the clan. Allegiance is generally given to a father's clan, but lhere is

also a strong sense of descent through, and loyalty to, the mother's line as

well. Only pixie fairies are so numerous, and have enough of a known histo­

ry, to separate themselves into clans. Fae-born, pixie leprechauns, pixie nix­

ies and pixie sprites arc unable to reproduce and so have no families or clans

of their own, but they may be accepted inlo a pixie fairy clan.

E1variel and pixie brownie tribes generally take their name from the region

they inhabit. Where multiple tribes of the same race live in the same region,

the smaller tribes iovell{ a new name, letting the largest tribe keep the region­

al name. This applies only to tribes of the same race. For example, if an

elvariel tribe formed in Shadluria, both the elvaricl tribe and a pixie brownie

tribe might refer to themselves as Shadlurians. However, twO pixie brownie

tribes in thai region might be the Shadlurians (the largest tribe) and the

Shadlurs (the smaller tribe). As most regions only conlain one pixie brown­

ie uibe, such naming conflicrs arc mre.

Your GM has information on establishing a new clan and other similar

nifty stuff (sec GMG Chapter Three), if you dccide to pursue that path later.

CLANSfTRIBES
Table 3G: Children

Table 3H: Quality of Marriage
Marriage Quality Details
laving marriage Strong love between both part

ners
Convenience marriage Married for clan alliance, or due

to accidental pregnancy; some
love or at least friendship

Failing marriage Argumenu are common. and
attitudes are indifferent.

Abusive marriage Spouse abuses the character
(roll for minor quirk on PHB
Table 6F)

Roll·
01·60

61-80

Roll
01-60

6\-80

92·100

Result
Child's birth was legitimate. Character was married at
the time of child's birth. Roll on Table JH: Quality of
Marriage.+2 to beginning Honor.
Child's birth was illegitimate. Character was not mar
ried at the time of child's birth. -2 to beginning Honor.
Character has another child. Roll twice more on this
table, ignoring this result each time.

*Elvariels and pixie brownies have a ·20 to this roll.

81-100

81-91

,
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Table 31: Place of Origin dlOO

location Pixie fairy Elvariel Fae-bom Grixie Pixie brownie Pixie leprechaun Pixie nixie Pixie sprite

Ahgne' · · · · · · · ·.......,. 01-02 · 0'-<>4 · 01-<>4 · 01-46 O'-OS
Ala..... · · · · · · · ·
Ambi Dugis - · · · · · - -
Ara'lUndeesh OJ·IO · 0S--40 · 05-2-4 01-46 07·12 06-10_h

" · · · · · - -
Arpryn · · · · · 07·19 · ·

"'""" · · · · · · · ·
"""'Annul 12 0 0 · 0 · · 0

Barcenora 1]·15 · .,.... · 25·29 - 1]-18 -
"ron · · 0 · · - · ·

"""" "
· 0 · · · - -

"'- 17·18 · 0 0 · · · 11-15

""""""'" 19-20 0 · 01-02 · 2G-2S · 0.,.,..... · · 0 0 · · · ·
Fanga.erle 21-22 · 0 · 3o..3l 26-31 19-24 16-20
Femwickle Isle ($;aryn Al'"'Keet) 23-55 · .,.... 0 34-63 32-49 · 21-82
Fra'Neer 56-57 · 47-50 - · · 25-36 0

Glnge Pirate States 58 · · 0 · · · ·
G..- - · · 0 · · - 0

Gnome Promctol ates ".... · 0 · ...... SO-SS · -
Goremunya 61-62 · 0 03-96 · · - 0

Graduril · · · 0 - · · 0

Great Desert of Fbmaar · · 0 0 · - - -
G...... _ · 0 0 · · · · 0

..- .,.... 0 · 0 · · ...., -
Istand of the Four GateS · · 0 · · · · 0

Isle of the Veil · · · · · · - 8'
Kalu>ed .5... 0 5I-53 97-98 69-n 56-61 · 84-88
KaJ Dez 69-75 01-75 ..... · 0 0 .2.... -
"'-' 0 · · · - 0 0 0

""""'- 0 0 · 0 0 · 0 ·
KnameI 0 0 · - 0 · 49-.. 0

Maldoqn City 5tates · 0 0 0 0 - 5s·n -
Mara Deesh · 0 - - · · 73·78 0

Mariwvia 7. 0 0 · · · - ·
Marrow. the · 0 0 · · · · 0

MauI'-Haud'fHm · 0 · 0 · - · ·-- n·78 · · - 7)..76 62·n · 0

Niodra'Gar · · 0 0 n-"" - · -
N...... · · - - - · 0 0

Nev;ar Wanes · 0 0 0 · · · -

Orl<ryn ....-
0 0 - 0 0 · · 0

.."., 7'l 0 0 · · · · ·
Pobt 80-81 0 - 0 · · · 89-91
Praxter 82 · · · 81·84 74-79 · -
Raagean Brotherhood · · - · - · · ·
Raagean Empire 83-84· · 90-92· 99·100* 85.... 80-85' 79-85 -"""'"........ 8S 0 · - · · 0 ·
""cue ...... 86 0 0 0 · 0 · ·
......'I1ona 87... 0 · 0 89-92 - 0 92·95
$;artang 0 0 · · · · - ·
$;aryn Ar'Keet (mainland) 89·95 0 93-96 - 93-96 86-92 86-93 ·
5hadluria 96·100 · 97·100 · 97·100 93·100 94-'00 96-100
Skartsh · · · · · · · ·
Southem On: L-eue 0 0 · 0 · 0 - ·T_

o · · - · · 0 ·
Zumbra · 76-00 0 · - - · ·
*Usually slaves from other lands.
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NAMING

Modifier
·45
·30
·20
·15
·10
+10
+15
+20
+30

Aw"
Aoiman

Bairrionn
Buarmah
Cayhan
Ciaan
Dafne

Dugrainn
Faoran
Fionnan
Glaisse
lorran
Laiwen
Lorhan
Maoran
Mearran

Niaar
Oiwin
Pairaih
Rosan

Sc.oishin
5reighin

Taim
Ulyan

Vaorivan

Aeirish
Aigreann
Aire
Caoirainn
Deirghile
Eachsa
Eithsee
Fiassa
Fionnoura
Grasia
lonay
Keera
Laoiye
Maegh
Maorisa
Muirse
Niarm
Noolail
Oosagh
Ruawi
Saiowise
Sowcha
Teaka
Treawa
Unioos

Table 3K: Sample Pixie Fairy Names
Roll (I d I00) Female (Faelige) Male (Faelige) Nicknames

(Common)
Blackstem

Bluesun
Bramble

Brightdancer
Buttercup

Feather
Fieldfrost
Fire Petal

Glitter
Gold Blossom

Gossamer
Hemlock

Honey Rose
Icewind
Nuttall

Redbud
Shagbark

Snapdragon
5ugarleaf

Tangle
Thorn

Webcutter
Whiteflower

Wildwing
Willow

01-04
OS·OS
09-12
13-16
17-20
21-24
25-28
29·32
33-36
37•..a
41-44
..5...S
"9-52
S3·S6
57-60
61·6<1
65-68
69·72
73-76
77·S0
SI-&4
S5·88
S9-92
93-96
97-100

Clan*
Asrai, Ferrishyn
Ellyllon, Klippe
Angiak, Trow, Yumbo
Disir. Muryan
Abatwa.Aspara, Hyner, Urisk.Yirika,Yaksha
Bokwu, Fenoderee. Guillyn. Ohdow, Portune. Shideem.Tokolosh
Coblynau
Gwyllion
Aeval
*Pixie nixies have a standard +20 modifier. Pixie sprites receive a ·10
modifier.

As mention~ in Chapter One, some of the larger races think that all pixie
fuiries (including pixie nixies and pixie sprites, but not other pixie-kind in

this book) are androgynous, due 10 poor eyesight, a ffiisrepresenmion of

scale, or other faciON. While these thrcc races do have a tendency towards

androgyny, it v:aries from clan to clan and person to person. Roll on Table
3M: Androgyny to determine the extent of thl" character's outward masculin­

ity or femininity. Note Ihat certain pixie fuiry dans have an even Stronger

tendency towards androgyny, or towards femininity/masculinity, as notl"d on

Table 3L: Pixie Fairy Clan Modifiers to
Androgyny

from another tribe as ~Firebird Hemlock Wind'UHer of the Barcenorans."

Among their own tribe, they simply use their personal name and their f:l.!her's
name, sueh as "Firebird Windeul[er. ~

Most humans are easily confused by fae naming conventions, but the

fuerie-folk themselves seem to have no trouble differentiating between per­

sons of similar names.

ANDROGYNY

Table 3J: Pixie Fairy Clans
Clan(s)
Mamau
Bugulnoz.Yumbo
Cururipur,Virika
Fyglia.Trow
Beggey. Kachina.Wildthom
Ohi:low
Oannes
Mumiai
Disir
Aeval.Aspara.Asrai, Ellyllon, Feeorin.
Fenoderee, Hyner. Korred, Mooinjer,
Muryan. Portune,Tylwyth,Yarthkin
Kul
Klabouter
Hulda
AnthroJ>Ophagi. Sluagh
Cruithne
Abatwa.Verryvolk
Ferrishyn, GUiltyn. Klippe,Yaksha
Aughisky
Nuckelavee,Wichdein
Seznime
Bauchan
Cobtynau
Bokw'
Shideem
Fachan
Nunnehi,Tokolosh, Urisk
Gwytlion, Henkle

Location
Abosoria
Ara'Kandeesh
Arangesh
Arkar Armaas
Barcenora
B",m
Da'Neer
Daurkhaud
P'lngaerie
Femwickle Isle (Saryn Ar'Keet)

Fra'Neer
Ginge Pirate States
Gnome Protectorates
Goremunya
Hazaar
Kakreed
Kal Dez
MarkoYia
Meletian Kingdom

P,n"
Polst
",="
Rarkin'Kaldish
Rogue Hayen
Saren'Mantz
Saryn Ar'Keet (mainland)
Shadluria

Pixie fairies have al lnst twO names. The first is the personal name, given

10 each newborn upon birth. This name is, naturally, in FaeJige (see

Language in ChapTer Six: CuStoms and Culture). The surname is the father's

clan name. Upon reaching adolescence, the character also chooses a nick­

name to use when away from his people. This nickname may be one word

(such as PeaseblO$SOm) or twO words (such as Pease Blossom), depending on

Ihe pixie fairy's whim. Table 3K: Sample Pixie Fairy Names liSts some exam­

ples.

Whenever a pixie fairy reincarnales by means of his natural ability (1'101 a

spell), he also becomes pan of his rebirth mother's clan. In this case, he adds

his rebirth morner's clan name afler his own. Ifhe is born ioro rne same clan,
he adds Ihe name again. Obviously, multiple reincarnates can have exrreme­

ly long names (such as "B;"irrionn Nuckdavcc Wichrlein Aughisky Gwyllion

Nuckdavcc Nuckdavcc"), bUI Ihey only usc: these when someone inquires

about [heir clan affiliation. Otherwise, the personal name and dan name (or

nickname and dan name when among outsiders) suffice quite welL

E1v:ariels tend to have only one personal name that is martial-sounding or

arboreal, or a combination of the twO, such as BloodJeaf, Gra:nfiST or

Sharptwig. They take their falher's personal name as a surname. Grixies keep

their grcl name. Fae-born, pixie leprechauns, pixie nixies and pixie sprites

adopl~ by a pixie fuiry dan follow the pixie fuiry naming convenrions.

Those who are nor, choose a personal name or nickname and use the rq;ion

as Iheir surname (such as "Willow Polst,~ or "Blue Coral Ar'Keet~).

Pixie brownies arc known by childhood names unril they choose a single

personal name upon reaching adulthood. Pixie brownies have no surnames,

but usc: Iheir marner's chosen name followed by The futher's chosen name

when asked about their lineage. They then follow This name with "of [tribal

name herel,~ so a pixie brownie might introduce himself 10 a pixie brownie

ite
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Table 3L: Pixie Fairy Clan Modifiers 10 Androgyny. If nOI listed on that

Clble, a dan lw; no panicular tendency either way.

When a pixie fairy gets an inheritance as indicaled on PHB Table .tiM:

Characrer Swting Money, the GM may roll on Ihe new GMG Table 3L

(PHsl and GMG Table 30 [PtUl here instead of those in the GMG. The

Small-sized ne-born and Man-sized E1varids should continue 10 roll on Ihe

SWidard tables. All charaClers conlinue to USC' GMG Table 3M and 3N.

NQ£C thaI these new abIes an: nOI identified with the chapter number and

then a scquentialletter of this book. They an: numbcml 3L and 30 because
they an: used as O{lensions of Ihe Clbles in Chapter 3 of the GameMasler's

Guide.

INHERITANCE

RoI"
01-52
53....

Table 3M:Androgyny
Body ShopeAnd_
Slender (male lean, ftat chest; female A-cup equivalent,
very Iltde hourglass shape)
Athletic (male small shoulders, lightly muscled; ferru.le B­
cup equivalent, slight hourglass shape)
HunkylSensuous (male broad shouldered, noticeable
muscles; female C-cup equivalent, noticeable hourglass

-)
Gotgeous/VoIupwous (male signifiant muscle INSS,

hard body; female O-cup equiv;alent, pronounced hour
glass)

"'Add the character's Comeliness to the result.

CHAJ"TER 3 - PlUOIIS AND PARTICULARS

GMG Table 3L [PHs]: Inherited Weapons

Table 30 [PHs]: Inherited Mount
Roll (I d I,000) Mount*
1·725 Bumblebee. Giant, Mount (tnined)
n6-31 SO Butterfty Steed
3151-3n5 Butterfly, GWtt. Steed
3776-+i75 Oawg, Guard (per skill)
4476-5125 OilWg.Wilr
5126-5950 GoiIt, P.1.ck (trained)
5951-6875 ~lvze,Moum.

6876-8300 Moth, Ginger
8301-8825 Moth, Ginger, Giant
8826-9~SO Wolf, trained (per skiU)
9451·10000 Wolverine
-There is iI 1% chilnce thiln ilny inherited mount Is ilcwally iI Bolter (see
HoB vi).

4.

Roll (ldIO.OOO)
01-1~9

15<>-268
269-417
~18-566

567-685
686-861
862-960
961-1006
1007-2005
2006-212~

2125-2413
'#4-2586
2587-3036
3037-ll55
3356-3401
H02-3500
3501-36049
3650-3798
3799-4117
~1I8-4236

~237-4686

4687-4835
4936--'1984
~985-5133

5114..5257
52S8-559 I
5592-S664
5665-5781
5785-5903
5904-6002
6003-6021
6022...,..,
6041-6139
61~288

6289-8288
8289-06"
8623·9078
9079-9412
9413·9862
9863·9931
9932·10000

Inherited Weapon
Ada
Awl
Ball and chain
Satde axe, brownie
Boorne"'ng
Bow, Great, pixie filfry
Cat 0' nine taib
Cbw ....
Club, 8Ioodthom
Club, Great Whiffle
Club,Seelie
Club. Unseelie
Ooubow.",­
",.....M ....
Eye dooe,
Flagellum
Fbit. aviiltor's
Hammer, aviiltor's

"""Lance, pixie b.iry
~ce. aviatol"s
Moon "'de
Mooo knuckles
Pick. aviator's
PoIearm. falry. GlaNe-tuisarml
I'oIeum. r,;,y, Hd>enI
I'oIeum. r,;,y, ........
Quarterstaff, BIoodthom
Ripper
Scourge_......
Shunken
Sklde
Spear, nixie
Stiletto. BIoodthom
Sword, antenNoe
Sword. petite rapier
Sword, short
,wont. .....
Throwing irons
Throwing nida
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Proficiency
Dropped Missiles

BP COst,
Table 3N: New Proficiency

Relevant Ability Mastery Die Course Prerequisite
NA NA N

Course Cost

'OIl gp
Difficulty
+5%

4M:
dL
Th,
I the

.~

Itt's

Table 30: Skills
Skill BP COSt Relevant Ability Mastery Die Course Prerequisite Course Cost Course Difficulty
Acupunaure I DEX 'dS N 'OIl gp +'0%
Aerilol Acmmtics 2 DEX Id' N I2Sgp +'0%
Aeml Wresding ] (STR+DEX}fl 'd' N 255 gp +5%
N~tion.AerW ] INT Id' N 'OIl gp +5%
Spell Tanooing 4 DEX Id' Y 500 gp +15"

NEW PIXIE HYBRID STPs

BCCI.IJ5C of rheir unique lifQr)k. pirie fairies (and pixie h}-brids) hOl'oT
options that other rxes do nOI. This is rrpr~mcd br the fOllowing skills.

Walts and proficimcies (STPs) m:u ern bl: lamM by pixie fairy charactn'$
or pixie hybrid char,;aOC'f'$. ThC'$t STPs are acquired in the same manner as

dwsc prescmcd in the PHB.

NEW PROFICIENCY

Unlike skills or uknts, n'el)' charaacr has a SC1: number of ....cpon proli­

cicnac:s he is gramed bun:! on his class.. The 510lS gnmcd at first levd must

be fillM or thq arr IOSI. To fill an initial weapon proficienc)' slot, the plarer

must spend a Building Point and choose a specific weapon. Slots gainM al

bter b'ds~ kepI in Stasis umil the charaCler undergoes appropriate tr<lin­

ing. This is typically accomplishM by taking a course or undergoing some

other fonn of tr<lining (Le. self tr<liningl.

Weapon proficiencies mUSI be chosen for a specific weapon, though many

weapons have similar characteristics and fighting styles. If a charactC'T is pro­

ficient with a related weapon, he receives onl), half the anack penallY for

auacking wilh a weapon with which he is not proficient. A proficiency in one

of lhe weapons means Ihe character can attack with the other weapons (at the

aforementioned weapon penalty) instead of the standard penalty. Related

weapons are lhose within each class of weapon: crushing, hacking and punc­

ruring.

However, a chanCIer may sometimes r.;Ike a proficiency in types of

weapons, such as grenade-like missiles (ZG: cleric group only) .lind dropped

missiles (below; flying creatures only). PHB Table 7A lists how m.llny wapon

proficiency slots the char.lCler sr.;lm with, .lind how many levels he must gain

before he carns another slot. Fighters can specialiu in dropped missiles,

recriving alIuks per fOund .lIS nOted for other (non-bow) missiles on PHD

Table7B.

Dropped Hinlles (by weight nnge):

(Weapon Proflclencyll BPJ

This char.lCler tus tr:tined specifically in methods of dropping wrights

from great heights.llt visible moving and st.lltion.1lf)'" earthbound wgcu.. This

proficiency applies rtgmiless of the Il.1Iturr of the wright. NaturalJy, dropped

missiles easily alfcaed by air CUfRlltS (fe:ather, leaf, shttl of papyrus) cannot

hit the wgn (unless perhaps the wgn is a largc field). This method ofCOIn­

bat is perfect For pixie Fairies and their ilk, for a wdl-armed ~d of pixie

Fairies, with proper lead 'I'leighlS, can put n'al a group of high-Ievd ch.1inc-

Table 3P:Talents
Tillent BP Cost Allowed Races
Bom ofWilter 5 POOe nixie
Fileric Kind Huwl Arts 5 Any pixie hybrid
Rutter 2 Any pixie hybrid
Grut Haneuvcnbility '0 Pixie fairy, pixie brownie, pixie

leprechaun, pixie nixie
Telepnh '0 Pixie fairy, pixie sprite
Tree Held '0 Pixie brownie, pixie leprechaun

Table 3Q: Dropped Missile Range
Weight Short Range Medium Range long Range
I-Sibs. 1-20 21-4<l 41-60
6-10Ibs. 1·15 16·35 36-55
11-20Ibs. 1-10 11-30 31-50
21-30Ibs. 1·5 6-25 26-45
31--40Ibs. I 1-20 21-40

-

Table 3R: Dropped Missile Damage
Distance· 1-5 lbs. 6-10Ibs. 11-20 lbs. 21-30 lbs. 31-40 lbs.

5 I d] d4 Id' 2d'
10 d] d' 2d' ]d, 4d,
15 d' 2d' ]d' 4d' 5d'
20 ]d' ]d' 4d' 5d' 'd'
25 2d' 4d, 5d' 'd' 7d'
]0 5d] 5d' 6d6 7d' Bd6
]5 ]d, 'd' 7d' Bd' 'd'
40 7d] 7d' 8d6 'd, 10<1'
45 4d' 8d6 'd' 10<1' lId6
50 'd] 'd' '0<1, IId6 12d6
55 5d' 10<1' IId6 12d6 13d6
60 IId3 IId6 12d6 13d6 14d6

tClS to task. Molotov mckrails, vials of add, Potions of ImpaCl and other

such dropped items Clrry their own Stt of considerations besides normal

.urn....
This proficiency is limited to one puticular .....right r.III~ of lht playtr's

choice: I t051bs.,6to 101bs.., 11 to 20 lbs... 21 to 30 Ibs., and 31 t0401~.

IF the player wants his char.lClcr to ha~ this proficiency for morr than one

wright range, he must purchase this proficiency for C1ch ran~. Wrighl

allowance and encumbrance still apply, of course..
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When am,cking with a dropped missile. simply pick where or 011 who you
wam the: missile to land. This then becomes dlC: target point and is used [0

determine the direction and distance of a miss or hit (or scatter), JUSt as

grenade-like: miuiles.

A dropped missile: of up to five pounds has a shOll range or20~. medi­
um range up 10 40 feet (-2 to hit) and from 41 feet 10 60 feet is long range (­
5 to hit). Heavier items have ratuca:l ranges (cumulative -5 feet p« range)
as seen on Table: 3Q: Dropped Missile Range. Dropped missiles do~
on a suc:casful hil as indicated on Table: 3R: Dropped Missile: Damage.

Existing Skill Clarifica.tions/Repetitions
Riding, Airborne: k detailed in the PHB. H~. pixie hiries are llOI

Kquired [0 havc the riding (1and-baxd) prrrcquisirc 10 Wee this 00ll.

Riding. Land-Bued: A$ dea.iled in me: PHB. HOW'a'eI". pixie hines must

have the riding (airborne:) PKmluisilC 10 take this skill.

SpellTattoolnc­

[Dext:eritylSophlsdutedl4 8p]

A$ dea.ila;i in the SpdWinger's Guide, this skill allows me: flIftoo anist 10

inscribe spdl fonnul:u on the flC'5h of hinudf or othen. He mUSl have lhe
spell fonnula available to him in another writrC'fl fonn. Dna- a spell is sue­
tC'SSfully inscribed, a painted mage c;:an usc: me flIUoo jusl :u ifil were a page
in a spellbook.

Nonnally, me speU flIltoo conveys no be:nefit unless the recipiC'flt is a painl­
ed mage. HoWC'VCf, pixie fairies (and pixie spriles) also usc: this skill to
inscribe a-min magical pixie fail'}' sigils (taltOOIS and power runes; $C'C'

Chapler Five: Rules of me Road) on the AC'5h of himsc:lf or othttS. Ona: a
sigil is successfully inscribe:d, it funClions jUSt:u ifil wen: an innale ability of
the flIUooaI.. The pixie fail'}' need not be a spelll;3Ster in order to accomplish
the wk. How~r, he must be: familiar with Ihe sigil in anomer wrilten fonn.

The first Step is for the artist to tl'}' to l(':lrn how to inscribe: the markings,
for (':lCh stroke must be: inscribe:d in a parlicular order and wilh a-min arcane
words spoken while doing so. This is accomplished by making a lC'2ming
ability cha:k basal. on Intelligence as d('Kribe:d in the PHS. If the ma:k is
successful, the artist may allempt to proceed with the flIttoo. If unsuccessful,
he recognizes that this particular sigil is beyond his ability, and need not waste
his rime going any further. If the ardst's Intelligence ever im;:rca.scs, he may
make a new attempt 10 learn any particular sigil he failed to complete in the
past.

The nat step is 10 gather a necdle and inks designed specifically to inscribe
magical tattoos ($C'C Chapter Four: Goods, Services and Equipment). Once
Ihe artisl has the necc:ssary materials, he may me:n mm a skill du~ck to apply
the sigil. If the chede. fails by 20% or less, the: failure will not become appar­
ent until the tauooal. individual notices mat his sigil is not working. If me
check fails by more than 20%, he (and likely) omen will recogniu his fail­

"~.

How~r, for pixie fail'}' tattoos and power runes failed by more than 20%,
a spell mishap occun. Fortunately, the dfecr: is minor (roll only a d 1,000 on
me Spell Mishap Table in the GMG). Effcas apply only to the penon being
flIttooal. (except in me case ofspell :lJ'CI. dfcas), 50 it is quite important to be
confident in the slcills of your tattooisL

Only pixie fairies, grWes and pixie sprites, as well as full-blooded fairies
and pixies, have me inn2te magical ability to aetiV2te a magical pixie fairy
sigil. Gre! can dnw upon the: power of etttain tattooed pixie hybrids (sec
Otapter Five: Rules of me Rnad) consumed, but cannot use inscribed sigils.

THE HACKMASTER ADvENTURER'S GUIDE TO PIXIE FAIRIES

Airborne riding comes easily to Pixie Fairies.

Pixie fairies (not pixie sprites or grixies) aUlomatically sucettd at their spell
talt(lOing skill cha:ks (fot tattooing magical pixic fail')' sigils, not spell flIltOOS)
upon leaching 6th level, even if they do not possess the spell t.mooing skill
or its prerequ;sires.

For example, a 6th-level pixie: wry painted mage must continue to use the
spell tmooing skill for his painted mage class, but need not make a spell flIt­
tooing skill check for inscribing magical pixie fairy r.lnoos or power runes.
Likewise, a 6th-level pixie fairy fighter, who does not posse$S the spell tattoo­
ing skill or iu plerequisites, is treated as if he has 100% skill mastery in this

skill for inscribing pillie fairy r.lltoos or power runes. How~r, the fighter
c;:annOI tattOO spells like a Jninted mage.

Plerequisite: An Appreciation: Subset:: Painting. Artistic Ability

NEW SKILLS

Acupuncture:
[Dext.rityfSophllde.atedil BP]

A dwacter with this skill c;:an alleviate minor Jnin and beacbches by Ihe
proper placement ofneedles. This OVetC(lffies the dfcas ofthe mignines flaw
(for Id4 days per applicallon). Note that Id6 II 0.125 poinu ofdamage from
the needle applies on a 5Uocess or a failure.

Prerequi.lite: None
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Aen;" Acrobatics:

(DexteritylSophlttlcated/2 BP]

This skill gives a flying creature the ability fO execute complkan:,<1 mancu­

~ like harrd rolls or loop-the-loops. This skill improves his Armor Class

.againsT 3m.cks specifically against him in anr round of combat, provided he

Iw the iniliative and foregoes all macks that round. He must be lightly
mcumbered (or less) 10 use this skill, and cannot gain AC benefits from tum­

bling in bulky armor. He receives +2 AC in fairly bulky armor, and +4 AC

In non-bulky armor.

FUrlhermOTC, with a successful aerial acrobatics skill ,heck, the character

suffers only one-half the normal damage from falls of 60 feet or less and nont

from falls of J0 feet or less. Falls from greatcr heightS result in normal dam­

'8'.
Prerequisile: None:

Aerial Wrestling:

[(Strength+Dexterity)+2/Comb..t/l BP]

A pixie-kin skilled in aerial wrestling may use wrestling moves and nill

remain airborne. He can even fly while using a hold on another creature, if

he is strong enough to lift his opponent.

Prerequisite: None

N<lviguion,Aeri.. l:

[lntelligenceiSophistic..ted/l BP]

The character knows how to spot small settlements, trails and signs of dan­

ger ftom above. He can detect wind currents and observe the migralOry

movements and flight patterns of birds. The flier can reduce the percentage

chance of getting lost by 50 perCent, provided he makes a successful skill

check.

Prerequisite: None

ExistingTalent Clarifications
herle Kind M..rti ..1Arts: (5)

[Pixie f..iry, other pixie hybrid]

As in the PHB, with the following clarification: this talent confers a +2

bonus on to-hit and damage rolls only when attacking with a weapon or with

one's Inre hands, not with spells or ranged weapons.

Flutter: (2)

[Pixie f..iry, other pixie hybrid]

Flutter allows 11 pixie fairy to use the move silently skill while flying, and

without penalty. However, a pixie fairy must already have the move silently

skill. This talent should follow the Faerie Kind Manial ArtS talent in the

PHS.

M"11e Bonus: (5)

[Pixie f.. lry]

A character with this talent receives a +I to all saving thlOws against spells

or orner magical effects. This talem should follow the Mace Bonus talem in

the PHS.

Traek G..me Anim.. l: (5)

[Grixie, grunge ell]

A character with this talem receives a +10 bonus 10 the track game and

identify animal by tracks skills. The character must possess the skill 10 gain

rnesc Ixnefits. This talem should follow the Tough Hide talent in the PHS.
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New Talents
Born ofW..ter: (5)

[Pixie nixie]

Characters with this ability heal faster underwater. When this character is

underwater, he heals twice as fast as he would on the surmce. If the charac·

ter cannot submerge dccper than rwo fcct when lying flat (such as in a shal·

low pond or dccp puddle), he must remain there a full day 10 gain any sig­

nific:mt benefit.

Greu Maneuver<lblllty: (I 0)

[Pixie r<llry, pixie browflie, pixie leprech<lun, pixie nixie]

A flying charaCier with this talent improves his Maneuverability Cla~ by

one (E to 0, 0 roC,C ro S, B roA).

Telep<lth: (10)

[Pixie f..iry, pixie sprite]

After uninterrupted concentration for one round, the pixie fair)' can detect

the surface thoughts of any creature within range, except for those of undead

and non-living CreatuTCS (such as a golem), or creatures immune to telepathy

and/or telepathic artacks (such as [he Su-Monster). This telepathy can be

blocked by two fcct of rock, two inches of any metal other than lead, or a thin

shcct or lead or lead foil. The pixie fairy can probe the thoughts of one crea­

ture per round, getting simple, instinctual thoughts (hungry, cold, and so on)

from lower order creatures. Probes can continue on the same creature from
round to round or can move on to other creatures.

The pixie fairy can determine ifa creature lurks ~hind a door, but this t:l.l­

ent docs not necessarily reveal what kind of CTCature it is. If used as part of a

program of interrogadon, an intelligent and wary subject receives an initial

saving Ihrow vs. spell. If successful, the creature successfully resists and the

pixie fairy learns no additional information. If rhe saving throw is failed, the

pixie fairy may learn additional information according to the CM's ruling.

The creature's Wisdom adjuSfment applies. as may additional bonuses up to

+4, based on rhe sensitivity of the information sought.

Due to the intense concentration this talent requires, it can only be: safely

used for a number of rounds per day equal to one-fourth the pixie fairy's

Constitution score (round down). A pixie fairy that uses this talent for a

greater number of rounds (up to one-third the pixie miry's Constitution.

rounded down) suffers from an excruciating headache once the telepathy

ends. He must rest for a full 24 hours before resuming any activity, or suffer

a -1 penalty to all rolls until he docs so.

Tree Meld:(IO)

[Plx;e brownie, pixie lepreeh<lun]

Once per day, a charaCier can meld his body and possessions into a single

trcc for 4+ld4 rounds. This ncc must be large enough to accommodate his

body in all thrcc dimensions. The character remains aware of the passage of

rime, but knows nothing of what occurs outside the Ircc. The pixie hybrid

can step OUt of the crcc at any time with no harm to himself, or Ix forcibly

expelled after 4+ Id4 rounds and suffer 4d4 poims of damage. The (ree's

destruCiion slays the character inst:l.ntly, unless he saves vs. spell.

The following spells harm the character if cast upon [he trcc that is occu­

pies: Warp Wood expels the charaCier and inflictS 4d4 poims of damage,

Wood ShapC' causes 4d4 points of damage but does nor cxpC'1 the chatacter,

and a second character using Tt:l.nspon via Plams on this tree eXpC'ls the char­

acter wirhout damage.
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Cbapter 4

GOODS, SERVICES AND EQUIPMENT
Scholars hody debate' O'o'er th... dco.'C'lopmC'1II of pixi... wry ""=POI15 :md

Mmor. Some suggest dut the ancient f.ro( had knowlrogC' of mttab sIKh as

bronze and iron bd'Oft' C'\'ffi ,ht dwanoes, bUI prderm:l. to ~ wooden

-apons rather dan Upsc1 the~~ of nanue' by mining mar muIl iYmd

borne. The dwarves, tuwrally, scoff ;\1 such cWInS, and ffiO$[ pixie' hiria c:ue

oothing for rhe ramblings or wild ip«Uudons ofhunun sdt~. Yn, when

pixie fairies encounremJ other rxes (usually brga and mort' dangnou.s)

Z\IlOl)' from Ihe pea« and rd:uive 5akty of FfflIwicklC' We', th~· bq;an to
~I knowledge ofiron and irs US(' for :lllIlOf and wnpons. After all, if you

can't beu 'em, toin 'nn.

NOI surprisingly. pixie' h)-brids lu\'C created a number of items unique to

thdr way ofliFe. Iterm reoquiring dacription an be found in me text.

WEAPONS

Tho: wnpons lisled here are {hose mOSt commonly U5ed by the lln}'.sizcd

pixie f.J.irics (:I.nd pixie: hybrids of simihlr SlOlIUft'). Like olher r.lces. a pilie

nil'}' can widd a weapon equal 10 his own size. He an also usually wield

wa.pons one: siu: at~of)' larger (in this ca5C'. Small weajXlns). Ihough these

mUSI Ix grippC'd wilh TWO hands. NOle Ihal Ihe hand crossbow is 100 big for

liny pixie h)·brids to manipulale. due 10 its large grip.

Larger pixie hybrids. like lhe SmaJl-si:t.«l fae-born and the Man-si:t.«l

dvuid can widd hand crossbows. and should also rc:fer 10 Ihe many morc:

weajXlns available 10 Ihem in the Player's Handbook, rhe Combatant's Guide

fO SlauglHering Foes, or Goods and Gear: the Ultimate: Advemure:r's Guide.

('lxie hybrids adventuring on lhe conlinellf ofTdlene should also dive he:ad­

fim illlo lhis laller work. for Ihey may easily adapt the: Small weapons of

:l.nOlher, larger, race.

Although a pixic fairy generally requirc:s smaller WC':I.jXlns than humans,

therc: are f('W (;aerie-kind we:ljXlnSmilhs (:l.nd even fewer weajXlnsmilhs of

other races wilh the skill 10 conStrue:1 liny we:ljXlns). Thus, the: WC':I.jXlns for

a pixie fairy or Olher pilde hybrid arc::l.1 least as apensive as Ih:l.l for:l. hum:l.n.

In addilion. larger raca rarely stlx:k liny-sizcd \VC:I.jXlns. In this C:I.$(', ne:u

base availability for liny ...."C:lIjXlns as one cuegory las (High_Medium,

Medium_Low, ele).

Finally, while some \VC:I.jXlns include a racial name (such as die brownie:

baule axe, pixie fairy yeal bow and sprife sword). diis only signifies die

inventor and/or rypial user of that ...."C:lIpon. It is not limiled 10 diose races

alone.

Adze: A arpentC'l"s 1001 for shaping wood, the a<h.e is shapC'd like an axe.

except th;r,t me blade is SC't .11 a righI-angle 10 the haft like a f.umC'l'·s hOC'.

Adzes shape wood by chopping venially inSlad of horiwntall),- The had

of me adu is COnslructed of iron. Humans, wood C'h'es and elvarids are the

mOSI likdy 10 U$C me adze in combal, and onm &come the woodm handle

widi daborate carvings.

AnIC'l'UlK Sword: This sword has a doubl~ iron blade tha.t grows
s1ighdy narrower towzrds die poim. Anached 10 die pommd is a diin cross-
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bar whose curved quillons point away from the grip and gi\~ Ihis weapon in

name. The antennx S'<\'Oro is gmttllly found among pixie fairies of

Daurkhaud.

Awl: This small, hand-held 1001 is simibr in :l.ppe:uancr to:l.n iapick, and

is used ror boring small holes in le:ather or ...."lXld. As a last reson, it rna)' Ix
used as a ...."C:lIjXln.

Ball and Chain; This simple Rail consisu of:l. smoolh iron ball auxhed 10

a wooden handle by a shon chain.

Saule An, Bro.....nie: This is double-bladed axe is a fa\'Ored mdec: \'\'e.tpon

among pixie-kin S1rong enough 10 wield il. It is made ofa socketed Sled had

allached 10 a ...."lXlden handle. The blade atmds down into a shon point for

U$C in ripping. II is said thai Ihe design comes from an anciml bmleaxc:.

oncr gh'en to a brownie berserkC'l' as a reward for sc:rvicr to the dwarves. Pixie

f.1iries sometimes claim Ihis SIOry refers 10 IhC'ffi, and so Ihis weapon is occa·

sionally known as a pixie F.iif)· bailIe axe or a faif)'-Jcin banle: axe, among other

similar names.

Boomt'rang: Exap{ for its special dC':'iign th:l.t allows it to return 10 Ihe

thfO\'\'Cr (a fuJI mund aelion), a boomerang is simply a varian I throwing Slick.

It is mOSI common :l.mong the jungle: inhabir.anu of SC\·tral l:l.nds (Kal Oa,
Saryn Ar'KCC't. Zumbn) borde:ring tht Aludi:l.n Ocean. The boomerang's

thrower must m:l.ke a successful ranged auack roll ag<>inst AC -2 10 c:uch the

we::l.pon when il re:turns.

Bow, Creal, Pixie Fairy: The pixie: filiry gftat bow stands TWO ftel tall, :l.nd

is made from muhiple piC'Cd of .....ood and h:l.fdened le:l.f-sre:m.

Cal 0' Nine Taib: This paTlicularly vicious weapon consistS of a wooden

handle 10 which nine shofl leal her thongs are auachtd. Each lhong is knO{­

ltd al Ihe end and fiued wilh a spikt or jagged pitec of iron lhat docs nor­

mal. nOI subdual, damage.

Claw Feci: These special ovt!Shocs allow {he pixie-kin {O altack wilh his

ftt{ while flying for impressive amOUnlS of damage. The boots are modded

:l.fter {he feet of hawks, ending in talons. Q:l.W fec:I requirc: no weapon profi­

citncy for a charaeltr of the {hid' group. A successful hit inAiClS Iht liSled

dama.ge in :I.ddilion 10 that normally ddi\'ered by a kick alfack. All damage

is r<:aI.

On very smooth surfaa::s where: a1mosl no nooks and cran-

nies Oli$l, daw feel add nOlhing to the: Ihief's chance to

climb wall,. For smooth/cracked surfaces. chw f(Ct

add .5% {O (he dimb walls ch:l.ncr. For any

other I)'pC' of surface. d:l.w fttl add ... 10%.

The: U$C ofclaw f(Ct reduces the: chance

10 mO\'C silend)' by -10%. Claw ;;;;~~........~~
feet cannol be used while walking,

as me rear claw dirows off die WC';U-

er's baI:1.nce. bUI me)' do not affect fir­

ing mO\'C'menl (Oapl in ItrmS of Ihcir

added mcumbnncr, of coune). Claw Fat
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Club, Bloodthom: This club has a number ofvery long thorns nicking our

of one end. When $WUng, bloodthorn clubs make a very unique whistling
sound as the thoms snap mrough me air. Some pixie fairies call mis sound
the -thorn singing.-

Oub, Gmu WhifBe: Thi5 big wooden dub sands nearly as tall as a pixie
fairy, and resembles a large, thorn-shaped ~e wim at least four holes
drilled in Ihe uriking end. Though it can be used offensivdy, it is acrualIy a

bar for rhe pixie f.l.iry game known as -whime bug.· ~ a weapon, is mostly
f.l.vored by the Se7.nime dan, rhough pixie brownies and pixie leprechauns
also enjoy it for me sound ir makes as the wind passes mrough me holes.

Oub, Sedie: This ivory dub has a large conical head, ofien shaped to
resemble a woodland animal (or a dolphin, shark or other marine animal
when used by pixie nixies). Ir is made ofmoon aystal, and glows eerily under
the light of me moon.

Club, Uruedie: A short bone dub wim a tiny grip and a large head, me
Unseelie club is so-called because it is mOSI often used by mosc: of evil align­
ment. Most good aligned pixie-kin believe wielding the bones of another
creature dishonors me sacrifice of the dead.

Crossbow, PeWtooter: Peashoorer crossbows hold rwo tiny dam, fired
simulW'leously. Strength bonwa or penalties do nO( apply to peashOOlCl"
crossbows, since they are purdy mechanical devicc1 The peashooler CfO$$­

bow is cuily held in one hand and axked wim me omer. It fif'e$ only
peashoorer dans. (Damage listed is for one volley of twO dam, nor for each
dan.)

Nou-. the peashooter crossbow can be used by a pixie f.l.iry of any class,
regardless of class weapon restrictions, as long as mey purchase Ihe weapon
proficiency.

Eye 00Kr-. This small, hollow box-like device is a most unusual weapon.
One end of me box is fined with a moumpiccc and me opposite side ends in
a shim tube. The eye doser can be opened and filled with any number of
powders (poisons, dWI or ground glass, for aarnple). These powders are

rhen blown inro the eyes of an opponent ro cause remporary or permanent
blindness.

F1.agdlum: This shon, mrec-pronged whip features a wooden handle. AI
the end of each prong is a knotted learner ball.

Fla.il, Aviator's: This light Rail features a handle, chain and head much like
a tiny version ofa horseman's Rail. Ir is most commonly used by pixie fairies
mounted on the Nde. of a Rying aearure.

Glaivc.guisume, Fail)': This weapon features a single-edgcd, spike or
hook-backed blade attached ro a three- ro four-foot-Iong shafr.
Unfortunarely, it is nor as sturdy as its counrerpan used by luger races. Each
time il deals penetration damage, il mwt save V$. crushing blow as wood.
Addirionally, ir requires aboUl four 10 five feer of.swinging space. When used
in Righr, it suffers a -2 penalty on to-hit and damage ro1Is due to Iadr. of
kv=g<.

Halberd, Fail)': This polearm features an axe: blade attached to a three- to
four-foor-long shaft. The blade tapers ro a long spear point, while on the

..
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badr is a hook for attadring armor or dismounting riders. It is momy used
against smallland+based animals or insoas. It ndfers me same problenu and
penalties as a fairy glaivc-guisanne.

HaJllJDl:r, Aviator's: This weapon appears similar to a normal wamammer,
bur much smaller and designed to be wielded one-handed. Like me aviator's
fbil, ir is a common pixie fairy weapon for mounted Rying combat.

!...ana, Pixie Fairy: This pixie fairy lana: is typically made of ash or anoth­
er hardwood and used in jousting competitions.. The tip of the lana: is cov­

ered. wim a sharp iron tip, and the total lance is generally around four feet in

length. A metal or leather guard known as a vamplate protettl the hand..
F.=h time ir deals penetration damage, it must save V$. erwh.ing blow as

wood.

Mace, Aviator'.: This lighr mace features a handle, chain and head much
like a tiny version of a horseman's mace. Like the aviaror's Rail and hammer,
it is a common pixie fairy weapon for mounted Rying comNr.

MOOD Bbde: This thrusting dagger has a hill and guard and is made
entirely of moon aystal. They are also known as ~bodkin daggers." Like all
irenu made of moon aystal, it gkrws eerily under the lighr of me moon.

Moon Knudrks: This simple WClIpon is a heavy pic« of moon aystal wim
four holes through which me wielder slips his fingers. Ir is also known as a
~f.l.ce bruiser: for it allows rhe wearer to make punching damage ~real."

Damage rolls for moon knuckles stiU do not penetrare, however. CoSt and
weighl given in the table are for a single hand only.

TNt U1lC01l'llIOI~ crpcaI Qn be found dIrouahout ,... ca. on
Go.-_ • ....... "' .... """"' ....
moon, and Is as hard II Iron. A cNncter that succeeds at • pn cut­
ting skill check. followed Immediately by a successful weaponsmlthlng
skill check Of" MTnOrer sldll check an construct a weapon or suit of
annor ClOt of moon crystal. One pound of moon crystal genenlly sells
for 5 8P- A weapon Of" suit of armor made of moon crystal typia11y sells
for at Ieut five times (5.) its normal value.

Pick, AvialDt'S; This WClIpon appears simihr 10 a horseman's pide.. but
much smaller and designed to be: wielded one-handed. Like me aviator's Rail,
hammer and mace, ir is a common pixie fairy weapon for mounled flying
comNr.

Quartemaff, Bloodthom: This nearly two-fOOl-long f1e:rible saff is spe­
cially treated for durability, and has a nwnber ofvery long thorns sticking our
along one end.

Cj ~t====="'---
Petite RApin

Raptet-, Petile: This very thin and shOrt long sword does minimal damage,
but its speed faaor allows for quid arudu and corucquendy better spdl dis­
ruption. Because ofilS fine site and difficulty of manuf.tcrure, these WClIpons
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j

j Table 4A: Common Pixie FairyWeapons
Weight Dmg Speed Damage vs. Base Availability*

Weapon Cos~ (lb•.) Size Type Factor T S M l H G HI Med Low
Ad,. 3", 2 T H -2 Id&.2 Id6-3 1d6-< , , , 80 6S 50
Aw1 I •• 5 • ·2 1d6 Id6-1 Id6-3 Id6.... , , 70 60 50
Ball Mld chain 6", , C 0 1d8 Id8-1 1d6 Id6-1 ,.. IcIi-1 '5 80 65
~n1e ue. brownie 5", , 5 H 0 1d6 Id6 'd6 'd' ,.. ,.. 90 85 80
Boomerang 2gp 2 T C -2 'd6 IdS 'd' Id-4-2 , , 60 '0 30
Bow. Great. pixie fairy 75 gp 0.5 5 • • • • • • 80 75 70
Cat 0' nine tails 8", 2 C • !d6-2 Id6-3 ld6-3 Id6-3 !d6-4 , 60 '0 20
Claw feet ISgp I T H 3 Id4-1 Id' 'd6 Id6 'd' 'd' 50 35 10
Club, Bloodthom 3", , T Cl. -, 'd6 Id6-1 1d4-1 IcIi-2 IcIi-3 , 85 80 75
Club, Great Whiffle ,.. 2 5 C 0 'd8 Id6 'd' Id"!-2 1d4-3 , 90 85 80
Club. Seelie 2", 0.5 T C -, 'd6 Id6-1 Id6-3 'd6-< , , 90 85 80
Club. Unseelie '''' 0.5 T C ., Id6-1 Id6-3 'd6-< , , , 90 85 80
Crossbow. pellhooter 350 gp 0.5 T • • • • • • 55 40 25
[Rgger Of" dirk 2", , 5 • ·3 Id6+1 Id6 Id6-1 Id6-2 Id6-3 'd6-< .5 90 85
Eye closer '0", , 5 C -, 50 30 IS
Fb.geIlum '0", 2 C • 'd6 IdS ,.. 'd3 1d4-1 '<14-2 70 50 35
Rail. aviatol'"'s 8", 5 T C , 1&1+1 '" ,.. '<14-' 1&1-2 IcH-3 90 85 80
Hillmmer. aviatol"'s 5 •• , T C ·3 'd6 '" ,.. 1d4-1 1d4-2 '<14-3 90 85 80
Hurled rock 0.1 T/5 C , Id6-1 Id6-2 Id&.3 Id6-3 Id8-S Id8-7 .5 85 75
Knife 5 •• 0.5 5 HI. ·3 Id6-1 Id6-1 Id6-2 Id6.... Id6-4 Id6-S .5 '0 85
lance, pixie fairy 20 gp '0 5 • 5 Id4-3 Id4-3 Id4-2 I , , 85 80 75
Mace. aviator's 2gp 3 T C 0 td6+1 Id6 Id4+1 Id' Id4-1 Id4-2 .0 85 80
Moon blade '0 gp I T • -2 'd' Id' Id4-1 Id-4-1 Id4-2 td4-3 50 45 40
Moon knuckles '''' T C 0 50 45 40
Pick, rnator's 2", 2 T • -, 'd6 Id&.1 Id&.2 Id&.3 Id6.... Id6-s 90 85 80
Polunn. fairy

Glaive-guisvme '0", 5 5 HIP • '<14-1 Id3-1 ,.. IdS 'd8 'd6 85 80 75
Halberd '0", 7 S HIP • ,.. '" 'd6 Id6 'd6 'd6 85 80 75
5pewm 5", , 5 • 3 ,<14-, ,.. 1d4+1 IdS 'dS ,.. '5 90 85

QUJrtersa.ff. BIoodthom ''''
, 5 CJP -, ,.. '" ,.. '" ,<14-, '<14-2 85 80 75

Ripper 25gp , 5 CJH 2 ,<14-, 1d4-2 '<14-3 I .50 pu .25 pu '5 90 85
5<00'8< '''' 2 5 H 0 Id6+1 Id6 Id6-2 'd6-< Id6.... Id6-s .5 90 85
Sewing needle 5 •• 0.' T • ... .25 pts .2S pu .25 pts .25 pts .llS pts .0125 pts 95 90 80
Shuriken '''' 112 T • ·2 Id4-1 1d4-1 Id"!-2 Id6-3 Id6.... Id6.... 50 40 30
Sickle 6 •• 3 5 H ., Id6+1 Id6 Id6-1 Id6-2 Id6-] Id6.... '5 90 85
Spear. nixie 8 •• 0.5 T • , Id4-2 1d4-2 Id4-1 Id' 'd' Id4-t .0 85 80
Stiletto. Bloodthorn '2 gp 0.5 T • ... Id6-1 Id6-2 Id6-2 Id6-2 Id6-2 Id6-] 75 70 6S
Sword
An[ennae sword 20 gp 2 5 HI. , Id6-! Id6 1d8 Id8 1d6 Id6 85 80 75
RJpier. petite ISgp 0.5 T • •• Id6-] Id6-2 Id6-1 Id6 Id6-1 Id6-2 80 75 70
Shon. sword '0 gp 3 5 • -2 Id6-2 Id6-t 'd6 IdS 'd8 Id6 90 85 80
Sprite sword 5", 2 T H ... 1d4-2 1d4-1 ,.. 1d6 'd6 '" 90 85 80

Throwing irons '''' I T • ., Id6-1 1<!6-' 'd6 1<!6-' Id6-2 Id6-] 40 20 5
Throwing sticlcs '''' I T C ·2 Id6-2 Idb-3 Id6-] Id6-3 'd6-< , 50 40 30
·The cbtNge for d1ese missile weapons is dependent upon the ammo used. They are detailed on Table 4B:Ammunition.

Table 4B:Ammunition
Dmg Damage vs. Range (yards) Base Availability

Weapon Cos~ Type ROF T S M l H G S M l HI Med low
Bow, Great. Pixie Filiry
Arrow. flare 3 •• • 2 1d4-3 1d4-3 1d4-3 1d4-3 Id4-3 1d4-3 20 '0 60 50 30 10
Arraw.flight 3 spll2 • 2 ,.. ,.. '" '" '" ,.. 20 40 60 90 85 80
Arraw. sheaf ] spl6 • 2 'd6 'd6 Id6 Id6 Id6 'd6 20 40 60 85 80 75

Crossbow, Peashooter
QUMTeI. peuhooter '0." • 2 Id6-2 Id6-3 'd6-< '0 20 30 90 85 80
Quarrel, sitver jacketed 25", • 2 '0 20 30 60 40 30

"-en TIny arrows/qUJrrels weigh one-half pound.
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Blorx/thorn
Stiktto

to as shon: swords. Like all Small weapons, pwe f.Liries must usc twO hands

to wield it, and so they often erroneously refer 10 this as a ~Iong sword. ~

Sburiken: Thest ~throwing stars~ arc small, twO- 10 threc-inch-diamCfa

flat pieces of iron_ They arc usually star-shaped, hcntt their nid:namc_

Sidde: Farmers have walthis traditional tool for centuries, both for agri­
culture: and physical prolection.

Spear, NiDe: This spear is thOughl to be originally of nwe design, for il

glides amazingly through wata as easily as through air. It has a long. flat. tri­
angul:u head and a shaft about one and one-half to two fc.ct: long. If a char­

acter uses a ready action to set a spear against a charge, he deals double dam­

age if he scores a hit against a charging dwacter. A spear cannot be -sd'
while flying.

Spctum, Fairy: The wry spctum is a modification of me nwe spear. The

shaft increases to four feet long and side blades :ue added.. These side blades

angle back, dealing half damage when pulling me weapon OUt of a wound.

These blades can aha tnp and block weapons or catch and hold an opponent.

SpriK Sword This is a findy honed. one-handed sword favored by many

Faerie-kin. They somCfimes refer to it as a ·shon: sword,·

confusing the larger races.

Stiletto. Bloodthorn: This tiny, J«rCI ....'Clpon of the

wry-kin appears ro be little more: dun a small rhom from a

common rose. Upon hitting a S«Ttt $Witch, howna, a

blade shoofS from the Center, creating a S[urdy, albeit minis­

cule. meal Irnjfe. Besides its s.ccrctive nature:, it is also an

e:a:tremdy quide: weapon, able 10 $Uip the wings from a mos-

quito in the blink of an eye.

SpriuSword

are: rather pricey. Still, no stylish pixie Fairy would be caught in a fight with­

Out one.

Mne; the petite l2pia can be aucd by a pwe fairy of any das.s, ~ess

ofc:lass weapon restrictions, as long as they purchase w weapon proficiency.

Ripper; This forked fairy polcann consists m05t1y of two sharp beetle

mandibles on the end of a stick. Like the human mancalcher, it is designed.

10 encircle and grasp the neck of a fleeing Tiny opponent. bul it can also
pinch Small and larger creatures. Unlike its human counterpart. it deals dam­

age due to the sunlted mandibles. If aucd in warfare, the ripper can be aucd
to unseat a mOUnted opponent (again, Tiny-sized only). This weapon is

Favored. by worshippen of Merrywt, as il rips off bits of flesh with each

..ad.

Solurge: This special kind of leather whip has one or more leather straps

attached to a leather wrapped wooden handle. Many pieces of iron, glass,

stone and other sharp objects are imbedded into me S1rap(s). This gives the

scourge me ability 10 rip flesh and muscle from the bones, even to the alent

ofexposing inremal organs.

&wing Nced.le; This is an ordinary sewing needle. Note: the sewing n~

die can be used by a pixie fairy of any class, tegardless of class weapon reslric­

tions, as long as they purchase me weapon proficiency.

Sbon Sword The univcrsal characteristic:: ofa shan: sword is its short, dou­
ble-ed.gcd flat blade. Many different dCS'igns and styles are ~eric:ally referred

Table 4C:Tiny Annor and Related Items
Standard Tailored Weight Base Availability*'

Item COst (gp) Cost (gp) AC HP (lb•.) Bulk HI Med Low
leather , 8 8 2 I.' """ 9S 90 85
Podded 4 6 8 2 I Q;rly 9S 90 85
.... moll 6' ., 7 6 3 Q;rly 90 8' 80
Studded leamer 40 60 7 4 2., Q;rly ., 90 8'
Scale mail 120 180 6 7 4 fairty 90 8' 80
Hide 7' 110 6 , 3.' fairty ., 90 8'
l!ripndIM 120 180 6 6 35 Q;rly 90 8' 80
OWn moll 3SO S2S , 8 4 Q;rly ., 90 85
Chain mall. ehoen 700 1,050 , 8 2 """ 30 20 10
Bronxe plate mail 1.000 1,500- 4 '2 4.5 bulky 8' 80 7'
Banded mail '00 1,350- 4 • J.' bulky 90 8' 80
Splint mail 600 900'" 4 8 4 bulky ., 90 8'_""" 2.000 3,000- 3 12 , bulky 85 80 7'
-plate 4,000 6,000- 2 2"- 6 bu">' 70 6' 60
Full plate 6,000·10.000 9,()(I().15,000- I 36- 7 bulky 6' 60 55
Helmet

Greu helm 30 4'· I bulky 70 6' 60
Basinet 8 12 0.' Q;rly ., 90 8'

Shield
Buckler , , ., 3 0.3 """ 90 8' 80
Buckler, spiked IS IS ., 3 0.4 """ 90 8' 80

""'" 20 20 .2 4 0.' "on 90 8' 80
Medium 30 30 ·3 , I Q;rly 90 85 80,.,.,,- 100 100'" +4 (+6) 6 2.S bulky 90 8' 80

·~rger races rarely stock Tiny-sized armors and always charge more for them. In this case, reduc::e we aVillj~iljty for Tiny armor proportionally
(Hlgh=Medium, Medlum=Low, etc).
-Pixle-klnd may wear bulky armor specially tailored to fit around their wings or antenn;ae, but such tailoring still does not allow them to fly wtth bulky
.~.

-F'.eld and full-plue absorb 2 hit points per die.
-A body shield affords +6 AC against missile weapons.
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Norr:. the bloodthorn stiletto can be used by a pixie fairy of any class,

regardless of class weapon restrictions, as long as they purchase: the weapon

proficiency.

Throwing Irons: These arc primarily sted wcapons with multiple blades,

forks and barbs. Many different v:J.rieties exist, bur the basic shape is that of

a !lat piece of sted with a small handle that has many sharpened protrusions.

The irons are usually not shaped to reprcsc:nt anything specific, only to have

as many sharp edges as possible. To increase accuracy, throwing irons are

thrown horizontally. They are slightly larger and heavier than shurikens.

Throwing Sticks: Throwing sticks are the oldest missilc weapons of all.

However, trCent throwing sticks are not simple rough branches or sticks, bur

OIrved and balanced weapons used for hunting small game.

ARMOR

Winged pixie fairies OIn wear armor (tailored to accommodate their wings

at a significant COSt) but doing so makes it more difficult to fly, due to the

added encumbmncc. Pixie fairies using bulky suits of armor, helms or

shields, or pixie fairies that arc severely encumbered, cannot fly. Some play­

ers may argue with this, but should. remember that we spent hours standing

in a cold. and muddy field watching birds and tying weights to their little bod­
ies. Besides, our superior intellects and research are better suited to deter­

mining these things than players' random guesses.

Pixie f.tiry armor does not protect their expoSC'd wings, and some dedicat­

ed pixie fairy warriors have their wings cur off so rhey can wear bulky armors.

Such chamcters tend to rely on giant butterfly steeds or ginger moth mounts,
and usually pursue the cavalier class.

The Players Handbook lists the details and stadstics for the v:J.rious armors

commonly u.sed by the taces ofAldrazar (SC'C PHS Chapter 9 and PHB Table

9S: Armor and Related lrems). Although a pixie fairy requires a much small­

er suit than a human, there are few pixie fairy armorers (and even fewer

armorers of larger races wirh the skill ro consrruct liny suits). Thus, the

armor for a pixie fairy or other pixie hybrid is at least as expensive as that for

a human, and even more if tailored to fit a winged chatacter. Helmets, if any,

must also be specially tailored ro account for the wearers' antennae (no COSt

reduction if he has only one antenna). The cosr for a suit of armor or helmet

tailored ro fit a pixie fairy with wings and antennae is lisled on Table 4C: Tiny

Annor and Related hems. While this tailoring does nor affect rhe overall AC

value in standard combat. OIlled shots ro rhe wings or holes are treated as AC

10. Of course, attacks against the wing hole must be made from the rear.

Armor customizedfor a wing~d 14S", a(:(:ompnlli~dby sevual
nntt!mUl caps.

_____-':'CHAPTeR .. - GOODS, SeRVices AND EQUIPMENT

When choosing armor for your pixie hybrid, you should choose from Table

4C: Tiny Armor and Relaled Items here instead ofPHB Table 9S: Armor and

Related Items. Small armor (for fae-born) weighs 5x the amount listed here,

while Man-sized armor (such as for elvariels) weighs lOx the amount listed.

However, e1v:J.riei culture prohibirs the wearing of armor, and an elvariel loses

75% of his Honor every rime he dons any armor, helmet or shield. He does

not regain this Honor upon removing the armor - it is lost.

Effects of Armor on Flight

Characters with annor tailored to fit around their wings must be particu­

larly aware of {heir encumbrance (the IOtal number of pounds carried/worn

by the chatacter, including clothing) and how it affects their movement. This

is especially importanr for severely encumbered characters, for they C:J.nnOI

fly. See PHS Chapter 9 and PHB Table 9Y: Character Encumbrance for full

details, as well as Chaprer Five: Rules of rhe Road, in this book.

EQUIPMENT

This seelion lists some new items for pixie fairy (and orner pixie hybrid)

characters. Common iTemS are listed in the Player's Handbook, although

these oosrs may vary by rhe merchant, the region, etc. Tiny-sized variams of

items on the PHS rabies generally weigh one-tenth their listed weight. USC'

common sense, of course. You can't buy a "Tiny~ gallon of ale, nor can you

buy a "Tinl pack ape.

In general, a Tiny creature like a pixie fairy can expect 10 pay ar least twice

as much for Tiny items from merchants from the larger races. After all, it's

nOI very likely thaI even a gnome merchant will have a fully stocked range of

Tiny clothes, unless he happoens to be a doll-maker. The same is true for a

human looking for a fining longsword among a pixie fairy community ­

unless it's a trophy or loot, they're not likely to have it.

Pixie fairy versions of srandard Man-sized equipment in the PHB (no!

including weapons and armor, detailed above) have I127th the weight and

1/27th the volume. They COSt at leasl three limes as much when purchased

outside of pixie f.tiry SC'tllements, the final value being up ro rhe GM. For

example, the COSt of a belt in the PHB is listed as 3 sp. A pixie fairy can buy

a Tiny belt in a pixie fairy or pixie brownie settlement for 3 sp, bur such a belt

might COSt him at least 9 sp from a dwarf, gnome or human merchant.

Equipment COSIS are rarely lower than the listed values, since most merchants

don't get rich by lowering prices. Only when supply outstrips demand do

items genemlly COSt less than mentioned above.

As with weapons and armor, larger races mrely stock Tiny-sized equip­

ment. In rhis case, trear base availability for Tiny equipmenr as one C:J.tegOI)'
less (High..Medium, Medium.. Low, etc). Among their own kind, base avail­

ability of equipment is generally the same as listed on the appropriate PHS

tables.

Antenna Cap: Antenna OIpS are metal jewelry worn over the ends of a

pixie-kin's antenna, common in formal social situations. Antenna OIpS are as

socially acceprable among pixie hybrids as necklaces and rings arc among

humans. Once primarily worn by females, they are now increasingly worn by

males, particularly the young and "rebellious~ youth of rich families. COSf

and weight given in the rable are for a single antenna only.

Dandelion Wine: This wine is a favorite of pixie-kin, though it has nOt

caught on among the larger races, probably due 10 its COSI. It has a porency

of 65% per drink.

Glide Wing: A glide wing is sometimes also called a "pixie prosthelic~ and

is used by Tiny pixie hybrids that have lost their wings. It can be !lawn and
landed with no other energy requirements than the wind, gravity and the

pilor's muscle power. Its main components are the OInopy (the "wingO, a
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Low
70
70
20
IS
30
70
30
70
35
75
60
55

Base Availability

Med

'"'"..
30
SO
80
SO

'"55
80
70
6S

H;....
60
.S
60..
60..
70
8S

'"75

Table 40: New Items
Cost Weight
(gp) (lb•.)
20 0.1
2 0.1

60 I
1,000 7

SO I
'0 ,
10 0.1
2 0_1

• 05
• 5
30 ,
20 •

Type
CIo<hlng
CIo<hlng
AkohoI

Transport,Alr
Scribe Materials
Scribe Materials
Scribe MaterialsSai>o _

-....,
Provisions: Rations
Provisions: Rations
Tack and Harness

Item
-c.,.goId
Antenn. Up. sitwr
DondeIioo Wine (pint)
GfideWings
Ink, Magic Tattoo (pot/vial)
Ink,Tattoo (potlviaJ)
NeecIe, I'1ackTattoo_ T_

....... (""l
Rations, DrqonftyWing (I week)
Rations, Glitter Berry (I week)
Saddle, Flying Bombardier

~--

G/Uk wing

harness that suspends the pilot below the canopy, and brake cords (provide
speed and directional conuol).

Glide wings are laum;hed by running along a moderare slope for a distance

of Ihm: rimes the mara«ds land-based movement tate, or by launching off
an elevated platform at least five fttt high. Glide wings grant a flying move­
ment rare of 6- with maneuverability E. Auemprs ro make giide wings for
creaNres larger than Tiny have failed. The materials used to make the giide
wing simply lade. the strength 10 support luger crearures. Glide wings fold
down into a p;adcage the site of a backp;ack.

Ink, Magic Tauoo: This is enough special ink for four magicallattoos or
power runes. Like: SWldard IaUOO ink, it comes in eight basic colors (black,
blue, green, indigo, onnge, red, violet and yellow). It oonwru a cremated
Tn;ant's remairu, the blood of an Aanu. hound, and a oolored dye. Uch vial
requires one how 10 make and requires a successfu.l spdllattooing Jkill du:d.
If the roll fails, the lattoo ink is worthless for magical sigHs, though it can still
be used for normal tattoo ink.

Other recipes are possible, but rardy do these other recipes work as well as

the randard. For cample, some enterprising advenrurers have subsriNting
other intdligent planl ashes for the ashes ofa Tn;ant. Unfortunatdy, there is
a 60% chance that such inks COSt the lauooed characrer the loss of a perma­
nem hit poim, in addition to the other Connirution and/or BP cosu of gain­
ing the sigil in question.

Hell Hound blood, on the other hand, can be used to create an explosive
dfea. This mixrure cosu twice as much as normal magical ink, but lOme
oonsider il worthwhile. If the lattoocd character dies, any sigil that used this
mixture immediately explodes in a 5-foot-radius, dealing 1-6 poinu of fire
damage. Damage is cumulative for multiple sigils. A single saving throw vel'"
sus breath weapon applies to all the tattOOS exploding lTom a single body;
successes suffer only half damage.

Ink, Tattoo: This is enough ink 10 irueribe four non-magical IartOOS. h

oomes in eight basic oolors (black, blue. green. indigo, onnge, red. violet and
yellow).

Needle, Magic Tattoo: This special needle is crafted lTom a Gorecupine
quill, and required for irueribing magic sigil IaUOO$. Each needle may only
be: used 1+ld.4 times before it wem ou[..

Nccdk, Tattoo: This needle is suitable for irueribing normallattOO$.

perfu.rne: Pixie fairies make an outstanding amy of differem colognes and
perfumes, eaeh represcming a different mood or imemion. However, only
pixie fairies, fu born and pixie sprites norice: the subtle differences. Other
racc:s simply notice an imeresting srndl.

For o::ample, -Joy" is the mOil populu scem. h represenrs happiness, and
smells like rosa. It is considered bad form 10 wear this 10 a Final Death
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ANIMALS
Bombnrdiu Sndd'~

Spe<:ial care mUSt be taken with dawgs, liger

Fairies and wolves, for their menrality often leads

them to rry and establish a pecking order 10 deter­

mine the alpha male and female. Gener:llly, such

establishmentlre-esrablishmenr of the pecking

order results in 5% ro 10% casualties.

GM Option: Use the quaJities and Ir:lits ofhors·

es (GMG Chapter 16) for any mount.

Low

'0
10
55
5

85
30
'0
55
20

'0
40
'0
J5
65

'0
20
'0
'0
'0
'0
20
50
40

M'd
85
20
65
10
90
40
70
65
40
85
50
85
55
75
85
40
85
85
85
85
30
'0
50

While elvariels and larger races favor large quadrupeds for rheir Steeds.

pixie fairies (and similar pixie hybrids) use smaller mammals or even unusu­

ally large flying insects. However, some of these crearures suffer such use

lightly, and these "rrained" animals can shrug off their rraining and bolt if

miStrealed. Ovetlooding such animals, not feeding rhem for long periods and

pushing them wilhour rest is sure to make even the most loyal of beastS turn

on a char.tcter.

H;

'0
30
75
15
95
50
'0
75
'0
'0
70
'0
75
85
90
60
90
90
90
90
40
70

'0

COSt

IOgp
4,000 gp

ISO gp

'00 gp
I 'p

100 gp
SOgp
100 gp
70 gp
30 gp
10 gp
3 'p

BOOgp
'0 gp
5,p

12S gp

I 'p
Igp
hp
I 'p

3,000 gp
100 gp
ISO gp

RatiOllS

Reference
HoB vi p42

•

HoB v) peO
•

HoB v7 pS8
HoB v7 pl09
HoB v7 p14)
HoB v8 p91
HoB vB p94

HoB v6 p4S
HoB v6 pl06

•

HoB vi p77
HoB vS p49**

•

HoB vi p102­
HoB vi p102­

HoB v2 p8
HoB v2 p8

HoBv2pSI
HoB v2 pSI
HoB v8 p77

•

Animal
Badger
Bumblebee, Giant, Mount (trained)
Butterfly Steed
Butterfly, Giant, Steed
Cat, Small Domestic
Cat, Small Elven
Dawg. Guard (per skill)
Dawg.War
Ferret (trained)­
Fox
Goat, Pack (trained)
Gopher
Hawk. Large, Mount
Moth, Ginger, Steed
Muskrat
Otter. River or Sea. Mount (trained)
Rabbit
Raccoon
Shrew Mouse
Squirrel
Tiger Fairy (trained)
Wolf, trained (per skill)
Wolverine
*' See this chapter.
** Also see clarifications below.
- Use statistics for the common weasel.

Rations, Glitter Berry: These small, round

white bcrri.-:s armtct and absorb magic, and arc

a staple of the pixie-kin diet. When gliller

bcrri.-:s ripen, they develop a sparkling appear­

ance as if dusred with glitter. Glitter berry

ntions can last only one week, but arc hca1th-
ier than most dry or iron rations. Non-l'a.e crcatun::s that eat a gliner berry

musl s:ave versus poison or act as if under a Confusion spell for Id4 turns

(.. ld4 rums for ach additional glitter berry oren).

Saddle, Flying Bombardier. This saddle is favored by those pixie-kin rhar

ride flying mounts. Ir has invened s:addlebags that can be easily opened while

in flight by means ofan amched cord. These bags arc loaded with rocks. vials

of oil, or other nasty things and then opened on opponents from above. A

character needs the dropped missile weapon proficiency 10 make effective use

of this item.

funer.tl or info batde. On the OIher hand, whenever a pixie fairy is s:ad and
w:l.nts comfor! from those around him, he splashes on a dab of~Mourning.w

The smell of mourning is much like smoke from a fireplace.

Other scents include Confidence (seafs:ah breeze), Lust (elderberry) and

Stench (skunk, to avoid predators), though merchants and herbaliSts are

alw:l.YS on the lookout for new scents. A typical vial of perfume contains 12

applications. Each application lasts one hour.

Rations, Dngonny Wing: Dngonflies arc

among the inse<:ts that absorb ambiem magic

and as such arc suitable for a pixie-kin diet.

Dr.tgonfly wing r:uions last for up to one

momh.

Animals bonded with their masters ger modifiers for their morale and saves

vs. feat when theit master is presem. There is a Id20 day bonding period

between masters and their mounts, or six weeks for beasts used as guards,

pack animals, and so on - insread of mounts. (~GMG Chapter 16: GOO<Is

and Services fot more information.) Tack and harness costs for these new

mounts are equal ro rhe rack and harness COStS for horses (PHB Table 9P),

due ro rheir spe<:ial narure and construction.

Pixie fairy woodland thr.tlls (see the pixie l'a.iry enrry in Chapler One:
Races) generally include the badger, fox, gopher, muskrat, rabbit, raccoon,

r-------------------------------------, shrew mouse, squirrel and wolverine. Other ani-
Table 4E: New Mounts/Steeds and Related Animals mals commonly seen accompanying pixie fairies as

Base Availability companions are domestic cars, dawgs, war dawgs,
ferrets, and pack goats (see PHS Table 9F).

Mounts generally include Giant Bumblebees,

Burterfly Steeds, Ginger Moths and Large Hawks,

though dawgs, goats, wolves and wolverines arc

possible options as well. All are listed on Table 'IE:
New Mounts/Steeds and Relared AnimaJs, as well

as PH BTable 9F and 92.
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Table 4F: Carrying Capacities

Animal......,
Bumblebee. Giant, Mount_......
Butterfly, Giant, Steed
ut, Srmll Domestic
Cat, Small EIven
0-,."""o-,.w.,.......
Fox
Go;at,P;;ack

Gophe'
Hawk. ......1'1aunt
Mod\, G1rcer. Steed
MU$kr'at
Otter, RIver or Sea. Mount
IW>bi<
Raccoon
""-MouH
Squirrel
T"'Fak>,
WoW
Wotverine
-Movement rate of I".

Base Move
0.31b<

0-55 Ibs.
0-30 Ibs.
0-90 Ibs.
0-21bs.
0-41b<

0.25 Ib<
0-27 Ibs.
0-1 Ibs.
0-31bs.

0-201bs.
0-21bs.

0.30 Ib<
0-5S Ibs.
0-3 Ibs.
G-4lbs.
0-1 Ibs.
0-2 Ibs.
Olb<

0-1 Ibs.
0-4 Ibo.
0-34 Ibs.
0-121bs.

213 Move4-, Ib<
56-nlb<
31·50 Ibs.

91-135Ibs.
3.-4lbs.
S-6lbs.

26-381b<
28-40 ...

2-3 Ibs.
4-5Ibs.

21~351bs.

3......
31-50 Ibs.
56-73 Ibs.

4-51bs.
5-6lbs.
2-3 Ibs.
3.-41bs.
0.25 Ibs.
2-3 Ibs.
5-61bs.

35-50 Ibs.
13-161bs.

1/3 Move
..71b<

7....109 Ibs.
51-65Ibs.

136-195Ibs.
5-6lbs.
7-8lbs.

39-57 Ibs.
41-60 Ibs.
....5 Ibs.
6-7Ibs.

36-50 Ibs........
5r-65 Ibs.

7....109lbs.
6-7Ibs.
7-8lbs.
....5Ibs.
S-6lbs.
0.5 h.
....5Ibs.
7-t1lbs.

51-751bs.
17-24Ibs.

Max Carry
Weight*.....
125lbs.
751bs.

2251bs.
7Ib<
101bs.
75h.
SO ...
6lbs.
9lbs.
60 Ibs.
71bs.

" ...
125lbs.
91bs.
101bs.
61bs.
71bs.

0.75 Ib.....
101bs.

100 Ibs.
,"Ib<

j
J

YIELD:
MediciDal: -RDyaI JeUy,- I subsance KCfC(ed from glands in the
beads of workc:r bees and EN to bee luva.e and queens. is found
only 20% oflhe time, and equal to 2-5 Potions ofExua­
Healing and will Cure Disease (Ill if cast by a 9th level cleric).
Alternalively, 2·5 doses can be made inlo an unguent to lreal
the symptoms of aging (it preserves a youthful look for up to

8UMBLEBEE MOUNT. GIANT
A.KA: Ikaz Bombers, Bumble--......-
HACKFACTOR: 5
EPVALUE:420
CLiMATElTERRAIN:Tempen.te
FREQUENCY: Rare
ORGANlZATION:SoIiury
ACTMTY CYa.E:Any
DIET: Hertivote
INTEUIGENCE: Low (S-7)
ALIGNMENT: Neutral
NO.APPEAIUNG: 10-40
SIZE: L (T-12')
..ovEMENT:6~.14~ fly (8)
PSIONIC ABIUTY: Nil
ATTACKIDEFENSE MODES: NillNil
MOItALE FarIas (19)
ARMOR CLASS: 5
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1d6 + pol$on
SPEClALATTACKS:~
SPECIAL DEFENSES: N~
MAGIC IJlESISTAHCI: Standard
HIT DICE: 6+4
THItESHOLD OF MlN:Yes
FATIGUE FACTOR: NJA

fight wa.s nOl going well. The

w.k was nOI easy, and only one of

Ihc dders survived. The remain­

ing elder managed to gain the

trust of one bee that wa.s ready to

lay eggs.

The dan began to raise the

young to be gende with pixie

wries and to carry riders. The

pixie niries' breeding process wa.s
50 successful lhal the bees raised
became fiercely loyal mounts lO

the pixie fairies. They will nOl

rum on a pixie niry unless SCVCK­

Iy abused or charmed.

Seeing the success of the

Wildthom dan, other faerie-kind

have attempted to duplicate the
process of domesticating Giant

Bumblebees. Only one uibe of

pixie brownies has 50 &r been

successful (and thal is only

because they Role documeno and L J
eggs from the Wildthom dan).

Giant Bumblebees live for 12+2dIO months.

NEW ANIMALS

BUMBLEBEE MOUNT, GIANT
DESCRIPTION: Gianl Bumblebee MountS look just like other Giant

Bumblebees, except they are usually mounted by one or two pixie niries.

Like their wild counterparts, these mounts bUXL quite loudly while in Right.

COMBATrrACfICS: Giant Bumblebee Mouno are raised and n1Lined to

fight only when nccc:s:s:ary. They are bred and aained by a special pixie F.Ury

tribe that uses them as mouna.. Two pixie F.Uries an. ride comfortably on the

backs ofone of these priud needs. This allows the pixie F.Ury nOI concrolling
the beast', flight to fight or perfotm other tuks while mounted (fire missiles,

fight in melee againSt nearby argtts, and so on). Riders use special saddles

with these beam mat allow foc the usc of dropped missiles (sec N~
Equipment in this chapler).

The bees themselves can attack if necessary. Often they swoop down and
gtup enemies with their legs, dropping them from gteal heights. Falling

damage applies unless the victim has a way of avoiding such damage. k a

last reson, the bees an. sring for Id6 poino of damage. The sting releases
venom into the blood of the victim that inflicu an additional Id6 pointS of

damage per round until the victim is healed or dies. However, the bee dies I

round after stinging.

MO$t of the times these bmi are encounrered, battalions of pixie wries aK

riding them. Bctwec:n 11)...40 of these bmi will be encountered at once. each
mounted by a pixie wries.

HABITAT/SOCIETY: Giant Bumblebee MountS are raised in a sunny

secret valley inhabiled by a clan of pixie fairies with special skills in animal

husbandry. They breed these bmi 10 be obedienl and drec;rive mouna.. They

treat them with the UlmOSI care. lavishing them with Dowers 10 pollinate.

fruit to car, and daily grooming.

ECOLOGY: Years ago, thra: elders from the Wildthorn clan of pixie
fairies decided they would try to domesticate Giant Bumblebees for use in

barc1c. The Wildthoms weK fighting againsr the grcl at the time, and the
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one year). Comeliness scores arc unaffccled by aging whcn this
balm is uscd continually. It is gready prited by rich noble
women, who will pay 3,000-8,000 gp per dose. Pixie fairy
owners of these beOiStS automatically Olnack anyonc trying to

harvcsl royal jelly from lheir bees. The bees also anack auto
matically in this instance.
Spell Components: A Giant Bumblebee wing can be used for a
Fly spell in place of olher material components.
HidelTrophy hems: Nil
Treasure: Nil
Other: One dose of Slinger poison can be retrieved from dead
bees that have not stung yet. This poison docs not lose irs
potency if sealed (if unsealed, it loses potency in 1-3 days) and
is used by assassins and other nefarious characters. It sells for
about 250 gp per dose.

BUTTERFLY STEED (clarifications and additions)

ButterAy Steeds have a movement rate of I~, 26~ Fly (C). Giant ButterAy

Steeds are nearly 5 fCCl long (classified as Man-sized), and otherwisc vary :as

detailed in HoB "1.

BunerAy SIc:c:dS begin their lives as cnerpillars in the Realm of Faerie.

After cocooning and transforming into BunerAy Stc:c:ds, they scck out Giant

BunerAy Stc:ed.s and follow them onto the Prime Material Plane. They then

search for riders, or others of their kind, in temperate or tropical areas. Once

the pixie fairies reaJi:t.ed this, they began to scc:k out BunerAy Stc:ed.s. As lhese:

riders and their steeds anra.cted more BunerAy Stccds, large groups began to

form, loding to Ihe crearion of buuerAy ranches. Many new arrivals from
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the Realm of Faerie inevitably discover these groups. and join with lhem,
kccping the Kherd~ levels fairly stable. •

Unlike common butternies, trained BunerAy Src:c:ds do not migrate to

avoid cold weather, as they are well cared for by their pixie fairy grooms and

ranchers. However. wild Giant ButterAy Stccds return 10 the Realm of Faerie

during fall and winter, and wild Bulterfly Stc:c:ds follow them if possible.

Withoul lhe magical Gale opened by the Giant BuncrAy Stccd, wild

BunerAy Steeds instead Ay to warmer regions after the firSI frosr. The pixie

fairy thOit caplures a wild BunerAy Stc:c:d has the choicc of allowing the but­

terfly to migrate and return to his home the following spring, or of Aying to

warmer climatcs with his mount. It is said that some pixie fairy clans have

acrually adopted nomadic lifestyles, following their butterAy companions'

natural migration.

On occasion, a wild BunerAy Stc:c:d will choose his own rider, simply by

Ollighting near the character and refusing to Ay away. Most often, however, a

pixie fairy Kpurchases~ a tr.lined steed from a BunerAy Stccd rancher. These

ranchers protcet and care for their bunerAy companions, and can plOlY match­

maker by inrroducing a pixie fairy to several stccds chosen for likely compat­

ibility. The price for a bunerAy mount is the fee they charge for this service.

Buuerfly Sreeds live for 12+2d10 months. Giant Buuerfly Steeds live fat

2 yors and Id I0 months.

FOX,COMMON
DESCRJPTION: There: are three types of fOJ<es commonly found on

Aldrazar: rhe gray, red and polar (or arctic) fox. Most foxes stand ! 5~ at the

shoulder, and about 26~ from rhe rip of theit nose to the base: of their 12~ to

24~ long tail. Fo.:es have ver), acute senses of hearing and smell, bur their eye-

A"imJlI companiol/s comt in JIll shapts and sius.
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FOX. COMMON Jighl is not as well devdoped.
A.1tA: foJ(y Red, Fo1q Gray. Fo1q Thae is a 30% duna:: they will
WhIte ignore a non-moving cr~lUre

HACKFACTOR: 0 unless they har or smell iI, or h.ave
EPVALUE:9
CliMATElTERRAIN:Cold to already 5ttn it me:we.
Tempentl! COMBATfTAcnCS: Foxes
FREQUENCY: Uncoilwnun rardy anack on meir own initia-
ORGANIZATION: Soliary rive, but will fight to prolect ia
ACTIVITY CYCLE:Any
DIET: Omnivonl family, if mete is no other choice.
INTELUGENCE: Low (2) Mon foxes prefer to l~d an enemy
ALIGNMENT: Neutnl away from the den without doing
No.APPEARlNG: 1-4 battle.
SIZE:T (1"-2')
MOVEMENT: w,r SMn HABITAT/SOCIETY: Mon
PSIONIC ABIUTY: Nil foxes live in woodlands, Of moun-
ATTACKIDEFENSE MODES: Nil/Nil Willi and hills adjacent to wood-
MORALE: Conflc*It (12)
ARMOR CLASS: 5 lands. They build their dem in
NO. OF ATTACKS: I hollow logs, ben~lh large rocks,
DAMAGE/ATTACK: Id3 boulders and buildings. Foxes
SPECIALATTACU:5Dl& genenJly havc only onc malC,
SPECIAL DEFENSES: Na
MAGIC ItESISTAHCE: 5andIrd although social groups ofone malc
HIT DICE: d4+4 lip to several females do aisL Cubs
THRESHOLD OF M1N;V. arc wc:aned at aboul one month

L_F_"_~_'G_U_E_F_A_C_TO__",_-6 --, and are sexually maturc by 10

momhs.

ECOLOGY: Foxes are omnivores, with dim coruisting of invertebrates,
fruits and berries, grains, birds and other small mammals and reptiles, fish,
illliCCU, cgp;li and even c::::urion.

HABITATJSOClElY: Eu:ept for briefencounterS during the: mating sea­

son, gophers arc solitary - a single gopher occupies c:ach runnel synem.
Gophers are usually only seen above ground when thc food supply is ahalJS[­
ed, or whe:n looking for mates. If possible. yo"ng gophers prefer to remain
less than 1,000 Ittt from their motha's nest when claiming the:ir own tari­

w')'_

ECOLOGY: Because gophers do nOi hibc:mare, they non- food for the
winter. They live and do most of meir foraging undc:tground, Il:eding pri­
marilyon roots and ruben. Thc popular human misconceptions of drown­
ing, gassing or using noisemake:rs to frighten away gophers seldom work.
Gophers plug their burrows at the: first whiff of gas, and Irying 10 drown
them in porow soils is of little: use, particularly sina:: most gopher burrows
Uve one 01 more drainage runnels.
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MOTH, GINGER (clarifications and additions)
Wdd Ginger Moths have a moveme:m rate: of 3", 15" Ry (8). H~.

domesticated Ginger Moths have a spc:c:d of 3-,36" Ry (8). 1hc:sc: are spe:­
cially bred temperate: Ginger Moths with no other variation. It is said that
the: Wildthom dan was thc original brc:cder of such Ginge:r Moths. but they
may now be found among othe:r dans as welt. These: Ginger Moths arc: the:

SWIdard found among pirie: fairy adventurers.

Ginger Moths of all siu:s and varic:cies arc anraaed to bright lights. There:
is a 10% chana:: that domesticated Ginger Moths will dive direcdy into
bright lights or spc:Us (such as Fireballs or Pyrotc:dmia). Wild Ginger Moths

have: an 80% chana:: to do so.

Unlike: Buue:rfIy Steeds, the Ginger MOlh is nativc to A1druar, rathe:r than
the: Rc:alm of Faerie. Its name: comes from the drab ginger color of its wings,
with oc.casional brighter colon or c:yespots on the hind wings.. The: Ginger
Moth has both uopical and fc:mpc:n.re varieties. Tropical varieties can be
trained fO be: active in winter if they arc kqM: 1Wml and wdI fed. Ifnot: quar­

lered in a1Wml building or lenl, it hibc:mates until spring.

Ginger Moths live: for 12.2d8 months.

YIElD,
Mal.irin.l. None:
Spdl Compooenu: Gopher fm: can be uad in a Dig spc:J1 in lieu of
othe:r components.
HidefTrophy heau: Tbae is no demand for gophe:r pelts as fashion
ilc:mJ, bUI their hide can be: used 10 make Gloves of Digging that enable:
the _ to burrtl'llt' at 4" per round through loose: soil or r per round

""""""""""";1.
Treuare: Nil
Otber: Nil

.4

GOPHER. COMMON
A..KA: ..... RodInt
HACKFACTOR:O
EPYAI.UE:S
CUMATEfTEIlUtAIN:T~

FReQUeNCY: Ur.....i_
ORGANIZATION: Solitary
ACTIVITY CYC~Any
DIET: Hertlvore
fNTPII' n=1CZ:AnmII (I)
AUGNMENT: NeutnI
NO.APPEAIUHG: I
SfZ£;T (5- ro I')

MOVEMENT: r. Ir IwrowIftJ
PSIONIC ABIUTY: Nil
ATTACKIDEFENSE MODES: NllINil
MOIW...I:WaIk (3)
ARMOR CLASS: 7
NO. OFAT"IACICS: I
DAMAGE/ATTACK: I
SNCIAL«I"1"ACICa ...
SPECIAL DEFENSES: Nil
MAGIC..........,.,.........
HIT OICE:d4+2 hp
THIlDHOLD 011 MlN:YeI
FATIGUE FACTOR: 5

YIElD,
Medici_I. N'd
SpoIl Compoooo.., Nil
HidelTropby 1....: FM pel..
~

worth bet-m 2-10 IP-=b.
Treuare: Nil
Other. N'al

GOPHER, COMMON
DESCRIPTION: This gray,

tan. or cb.rk brown rode:m has a
combined h~d and body length
of five: inches 10 one: foot,
dc:pc:nding on the: species. Its tail
is shon. Gophen have: long
upper and lower tc:c:th, which an:
always upose:d. and broad
fotepaws armed with e:nonnous

daws. It uses these: tc:cm as pidu
and forepaws as shovds 10 runnel
through the: ground.

COMBATffACfICS: Unless
enthralled, driven by hunger or
panicked. gophe:n are llnlikdy ro
attaclt. However, if a gopher
invades another gopher's burrow.
me: twO fight until one: f1c:e5 or is

killed.. Owis arc the: gophe:r's
grealesl natural ene:my. followed
by snakes, hawks, foxes. coyores
and cau.
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YIELD:
Medieinal: Nil
Spell Components: Raccoon hands can be used in a Perperual Shocking
Grnsp spell or Zarba's Grasping Hand spell in lieu of other components.
Hide/Trophy hems: Raccoon pelrs are worth 5 to 10 sp.
Treasure: Nil
Other: Nil

-

RACCOON, COMMON
A.K.A.:Arak.un, Masked Bandit
HACKFACTOR: 0

EPVALUE: ..
CLiMATElTERRAIN:Temperate
FREQUENCY: Uncommon
ORGANIZATION: Solitary
ACTIVITY CYCLE: Nocturnal
DIET: Omnivore
INTELLIGENCE: Low (2-3)
ALIGNMENT: Neutral
NO.APPEARING: 1-3
SIZE:S (2'-3')
MOVEMENT: 6"
PSIONIC ABILITY: Nil
ATTACK/DEFENSE MODES: NilfNil
MORALE: Courageous (I "')
ARMOR CLASS: 6
NO. OF ATTACKS: I
DAMAGE/ATTACK: 1-2
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
HIT DICE:2-8 hit points
THRESHOLD OF PAIN:Yes
FATIGUE FACTOR: ..

Raccoons af13ck crearures of their

own size or smaller (usually birds)
for food, and have no qualms L --'

aOOm dcfending thcmselves. When possible, a raccoon attacks by biting the

head or upper neck area. If unable to reach, they attack me legs. Raccoon

are nor surprised on a 1 in 10, and can Stt in the dark (when they are most

arrivc, hunting food and mating).

HABITAT/SOCIETY: Raccoons prefer hollow rrees, brush piles and rhe

abandoned burrows of orher crearures, ncar wooded srreams, bur can also live

in urban areas where rhere are atrics and basemen[li for rhem to inhabir, In

this case, they subsisr off garbage from larger races, gerring their warer from
puddles or artificial warer sources (such as hol'S( troughs).

ECOWGY: Excepr when breeding or caring for young, the raccoon is
solitary, During cold spells, it may sleep for severnl days at a time (bul does

nOt hibernate). Contrnry ro popular belief, raccoons do not ~wash" their food

before eating, alrhough they like 10 play with ir in warer. The wcning of the

paws actually enhances their sense of !Ouch.

RACCOON, COMMON
DESCRiPTION: These furry

animals have a combination of

lighr brown, reddish brown and

~salt and pepper~ fur, wirh a black

mask marking on a whirish face,

They arc furrher distinguished by

their small ears, and a bushy rail

wirh four to six alternating black

and brown strips, Their trncks are

quite distinClive, for their long

narrow hind feet resr on rhe

ground like a bear's, and rhe front

paws resemble hands, with long,

well separnred roes. Though they

do no! have opposable thumbs.

this allows rhem to manipulate

items and obj= wirh nearly as

much agiliry as a human.

COMBAT/TACTICS:

YIELD:
Medicinal: Nil
Spell Components: Nil
Hide/Trophy hems: Nil
Treasure: Nil
Other: Certain muskrar glands can be used in the creation of perfume
and fetch I ro 3 sp (per muskrat).

MUSKRAT, COMMON
A.K.A.: Old Musky
HACKFACTOR: 0
EPVALUE:7
CLiMATElTERRAIN:Tempente
FREQUENCY: Uncommon
ORGANIZATION: Solita!")'
ACTIVITY CYCLE:Any
DIET: OmniVOl"e
INTELLIGENCE:Anlmal (I)
ALIGNMENT: Neutral
NO. APPEARING: 1-4
SIZE:T (1'·2')
MOVEMENT: 5", W Swim
PSIONIC ABILITY: Nil
ATTACK/DEFENSE MODES: Nil/Nil
MORALE: Coward (5)
ARMOR CLASS: 5

NO. OF ATTACKS: I
DAMAGE/ATTACK: 164-3
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Stan~n:1
HIT DICE: 64+" hp
THRESHOLD OF PAIN:Yes
FATIGUE FACTOR:"

MUSKRAT. COMMON

DESCRJrTION: Muskrats look somewhat like a cross between an OttCr

and beaver, but with a long, naked scaly black taiL They have dense, rich

brown fur overlaid with coal'S( guard hair and usually silver belly fur.

Musknrs are 20% likely ro be mistaken for oners. With rheir partly.

webbed hind feer and rudder-like tail, they arc excellent swimmers bur slow

on land,

COMBAT/TACTICS: Most muskrats arc non.aggressive. If handled

roughl)', thcre is a 50% chance they will bire.

HABITAT/SOCIETY: They live in freshwaTer and salfW3.ter marshes,

lakes, ponds, and streams. Muskra[li ofren build dome-shaped houses in

marshes. the only entrance to which is underwarer. Orher musknts live in

burrows on the bank.

ECOLOGY: If more than onc musknl is encountered, it will be: part of a

mated pair with young. Young have 1 hp and bite for 1 point of damage,
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RULES OFTHE ROAD
This chapter provides me aspiring pixie fairy and other pixie hybrids with

adviCC', rules darinc:aciolU and additions (induding new tattoos, power runes.
spdls and magic; jrerm).

AERIAL TRAVEL
Standard movemem rules genera.lly apply to flying just as they do to walk­

ing, with any linle danges or modifiers as dictated by the GM. H~, ii's

worth ffimtioning the' basics here:. JUSt as a pixie fairy an nomully walk hUi
land-based movement rale in lens of yards in a single I'OWld, so an be fly in
the same manner. An unencumbered pixie fairy can fly 180 y=is (540 feet)

in one miomC'. This brisk Righi an be kepi up for loog periods.

In combat, a dungeon, or 5imilar setting. his movement race corresponds

(0 tens of FEET (noc prds) in 11 single round. as it is assum~ thaI the char­
acrer is moving more C1uriowly. In this setting, when the char.laer increas­
es his flying movemcnl co grater than his normal flying pace. he suffers a-+-2

penalty 10 his dunex of being surprised (unless he is a pixie fairy, f.tc..bom or
pixie sprite. ofmurse). However, regardless of his race, he soli gives a bonw

(-i) 10 others against their likelihood to be surprised by him (perhaps he

drops something in his haslC, brushes up against the wall or ceiling. or his

wings bUD: more loudly than usual, bUI he somehow alertS the enemy to his

presence). Furthermore, the character docs not nolicc traps, SCCfCt doors or

other unusual features.

Table SA: Flying While Encumbered
Encumbrance Maneuverability Class Flying Movement Rate
Unencumberwd No""" N<>nnoI
light Reduce by one Reduce to 213
Moden.tAl Reduce b)' two Reduce to Ifl
Heavy Laden Reduce by three Reduce to 1/3
s..... '_of","", '_oIf11&ht

Table 5B: Flying Movement
(miles/day)·

Weather Is

Burden Fair Poo, Bad*'
Unencumbered 60 "" 20
Ught "" 2. 13
Mode".. 3. 20 ,.
H~vy l.loden 2. 13 •s..... - - -
-These v;alues ;are based on a rT'IOYef1'lefIt rate of 18H

•

CNracters with a movement rate other dwl 18 should
adjust the v;alues propordonaIly.
-sad weather Includes rain ;and high winds. In very bad
weather (powerful thunderstorms. hurricanes, and such).
characters cannot fly at all.

If the dw-aaer is carrying cquipmem or wearing armor, of course, he

mighl nOI be able 10 move as quldtly or maneuver as wd1 due to his cncum­

bratlCC{soe-Encumbrancc· in PH8 0tap1Cf9, and. below). Table 5A: Rying

While Encumbcraf shows how £lying maneuverability and speed arc reduced
as encumbrance incrcascs. NoI:e thaI scvcrdy cru:umbaal pixie hybrids

CANNOT fly. h's as simply as thai.

For long distance air rrzvd, every 3 points of a crcarure's movemem rale

equals one mile per hour. Thus, a pixie &iry with a spccd of 18" can fly loog

distances at an a~ speed of 6 mph, covering aboul 60 miles io a day

(assuming ten hours ofsemi·amnnuous - including resl breaks - navel dur­

ing daylight houn). Narurally, the above formula. docs nOl oca:ss:arilyapply

to shon-distance travel. Thai'S what you've got a movemenl rale for.

Wealher, encumbrance, and other faa:on can raluce your movement rales

significandy, ofcourse. Your GamcMasler has rules on mOV\"ffient thai he can

easily apply 10 tlying. bur players with pixie fairies nced all the hdp they can

get, so we prcscnl a few guiddines hen: on Table 58: Aying Movemenl so you

can plan your next trip.

In addilion, all tlying crenures climb in allitudc al one-lulf thar move:­

ment rate, and dive at twice their movemenl rale. This means they can climb

1 fool for every 3 feet they move forward, but they dive up to I fool down­

ward ror 1 foollravclcd. They can also glide al thar nonnal movemenl rate,

moving 1 fool down for every 2 fccr forward (a character cannol glide

upwards).

Only creatures wilh Maneuverabiliry Class A can usc their hovering abili­

ty 10 move slraighl up or down. For aarnple, a pixie fairy (Class B) can eas­

ily fly down to the bonom ora 2-fOOI-wide well by zigzagging back and ronh.

and remain hovering Ihere, bUI he docs nOI have enough hori1.Ontai room fO

tly up and OUI again.

AERIAL COMBAT
Mool members of pixie-kind arc blessed wirh the abiliry [0 hover (requires

Maneuverabiliry Gass A or 8) at one allitude.. Those without this abiliry

must be ronsrandy moving forward whenever they arc airborne_ A pixie fairy

may cast spells while hovering.

Maneuverability Classes
Now, I can hear some of you saying -Hold on a minute, whal EXAcrLY

docs my maneuverability dass let me do?- Wdl, I'm glad to hear thar quc:s.

lion, becrusc il means you haV'm'1 hem sneaking peeks at your GM's books.
So, 10 rrward you, 111 let you in on thai sccrcr:.

Maneuverability au. A: These characters have roral command over their

movemena in the air. They can ficdy hover, rum 180 dcgrccs per round

when moving at full speed, and anac:k during each round (where pcrmirrcd

by their dass or other infllKnCing fxton). However, they Kquire one scg­
menl 10 reach full airspeed, and one scgmCOI to rome to a run Slop in the air.

5.
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Maneun:rability Clas5 B: Such characters can hover, turn 120 degrees in

one round, and atrack in each round (again, when permitted by their das5 or

mher influencing faCtors). They require six segments to reach full airspeed,

and five segments to come to a full Stop in the air.

ManeU\"Crability Class C: This creature can turn 90 degrees per round.

requires one tound to reach full airspeed, and one tound to come to a full

Stop in the air.

Maneuverability Class D: This creature can turn 60 degll"CS per round,

requires twO rounds to reach fuJI airspeed, and one round 10 come m a full

smp in the air.

Maneuverabiliry Class E: This creature an rum 30 degrees per round,

requires four rounds to reach full airspeed, and twO rounds to come to a full

smp in the air.

Diving Attack
Of course, while you may JUSt hover in the air and trade blows with rOut

opponem, )'our best bet is to keep moving. When diving (moving I foot for­

ward and I foot downward at twice your movement rate), a flring creature's

physical attacks do double damage to all rargels which are nm themselves div­

ing. However, note that double damage from diving attacks requires that the

dive must begin al a height of 30 feet or more from the target. There is no

damage bonus for attacks while climbing.

Regardless of how fur rou dive, Ihe physical attack still deals only double

damage - it does nOI increase wilh greater distance. You cannOI combine a

dive (a downward mo\"Cmenr) with a glide or a charge (a forward movement,

derailed in the GMG) in hopes of gaining additional bonuses. Common

sense, people.

If you plan on diving, )'OU must declare this altack when it is time to begin
initiau\'e (jUSt as a magic-us« must declare his spells). You must rell ~Dive!"

at this time or forfeil Ihe right to begin rour dive umil the next round. You

may ch:l.llge direction during a dive (in the same manner as )"ou change direc­

lion when walking on the ground) but must cominue to move downwards.

COMBAT, OTHER

Ambidexterity and Fighting With Two Weapons

If an ambidextrous charaCier fights with twO weapons, one of Iheir

weapons must be smaller in size and weight than the other one, rhe exception

being daggers and hand axes. Borh weapons must also be usable by Ihat char­

aCier in one hand, so a pixie fairy may nOI use two daggers (these Small-sited

weapons are two-handed weapons for a pixie fairy).

Attack Bonuses
As )'Ou should be aware, the pixie fairy gains a +2 bonus to hit in mount­

ed combat and/or flying combat, with an additional +I bonus on joust or

charge attacks. However, it is important to note that this bonus only applies

to mele<: attacks, not atracks with ranged weapons or spells.

Critical Hits
When rour character suffers a critical hit, you roll a d10,000 on the appro-­

priare critical hit rable. As any good GM already knows, size modifiers to

critial hit location do not generally apply to pixie fuiries and olher fl)"Crs. See
me foomore in GMG Table BEE: Critical Hit Location Size Adjustments.

However, it's memioned here for plarers who may be unaware of this knowl­

edge.
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CHAPTER 5 - RUl.ES OF THE ROAD

Flight is a big Itdvlmtage over otlJer races.

Of course, the standard critical hit charts do nm memion wings, for a very

simple reason - lIIOSt characters don't have them! However, determining

whether a winged character suffers damage to his wings is easy, Whenever a

winged chancter suffers a critical hit to his back, there is a 75% chance that
a wing may be hir. These localions are: ~upper back~ for primary wings, and

"lower back~ for secondary wings. Treat results for ~small ofback~ and "upper

middle back~ as normal crilical hits to those areas. Since a character annOI

wear armor on his wings. armor docs not modifY the severity of a hit to a

wing.

So, whenever a critical hit determines that the wound is 10 (he upper back

or lower back, roll a diDO. There is a 75% chance the damage is 10 the pri­
mary wings (if the hit was to Ihe upper back) Ot secondary wings (if lower

back). There is a 25% chance the damage was to the back itself, in which case
you follow cridcal hit procedure as normal. On a hit to the wing, roll a fur­

ther d4 ro determine the injured wing. On an odd result of I or 3, the left

wing is injured. On an even result of2 or 4, the right wing is injured.

Treat any movement penalry results (01 I-m I0) as penalties 10 borh flying

and land-based movement, and ignore chances/results of profuse bleeding

(pb) and internal bleeding (ib), except in cases where these are a result of a

greater injury (listed below; see GMG pi 18 for more details). NOte: If the

chancter loses 50% or more of his hit poinrs, whether 10 the wing or not, sec

also Damage, Flight and Falling, below.

(vX) Vital Organ Damage: On (his result, the character's fragile wing is

severed from his body, The stllmp can be cured by magical means or by nal·

ural healing at one-third the normal n(e. A charaCier with a missing prima­

ry wing can fly no faster (han half speed. A character with a missing sec­

ondary wing has their maneuverabiliry reduced by I (from A 10 B, or from B
to C, or so on). After 4+ld4 months, he gains 25 points 10 his fraclional

Strength Ability Score, as he has been using his remaining wings much more
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than most flyen in order to compensate.. (NOIturally, ifhe hu rardy or neva"
been flying since the injury, or has no remaining wings, he docs not gain rhi5
bonus until 4+ Id4 months mer he docs $0.)

(mtX) Mu.sde Tear. On this resuh, the charaaer teus one of his wing­
powering musdes. The char.Iaer drops his WCOIpon and suffcn a 3% x sever­
ity Icvd d12nce of profu.se bleeding (pb). A chataaer widi a tom primary
wing musde can fly no faster than thrtt-quarten speed. A character with 01

torn seamdary wing muscle hu his mmcuvcrability reduced by one (from A
to B, or from B to C, or so on). These wounds he;aJ natufOl1ly at half thc nor­
m:ll flIte. Dcxterity and Slrength reduction u a result ofsuch a hit lut for 20
- Consrirution days, thcn arc reduced by half for like periods umil reduced
to uro (fully he;aJed). This luting effect occun regardless of whethcr die
wounds have been he;aJed fully by spell (tissue hu been shifted, moved or
even rnnoved). Note thai a Cure Critical Wound5 spell or better will elimi­
nate all ill dfcas insWltly.

(bX) Broken Bone: Treat u ~Broken Wing.- However, the charaa:er docs
not suffer from par;alyution (p), Wl:2pon drop (ws), intcmaJ bleeding (ib) or
profu.se bleeding (pb). Due to the pain, a du=er with a broken primary
wing can Oy no faster than half speed. A characr:er with a broken secondary
wing has his mmeuvenbility redue;ed by one (from A to B, or from B to C,
or so on). The wing heals or can be mred in me .same mmner u a broken
bone, and must be ser properly before healing or sutfer the consequences.
These wounds can be cured by magical means or through natufOl1 healing at
anc-renm the normal flIte. Successfully sclling a brokcn wing using fint aid­
related skills allows healing at one-quarter the normal flIte. Nore thaI, unless
SCt properly prior to healing, even magical healing, m.aurcs heal incorrectly,
giving rise to obvious lumps md so on. In this cue, half of my associated
mOVement (m) and/or Ability Score reduction «s) md (d» will be perma­
nent. Note that a Cure Critical Wounds spell or brner will diminate all ill
dfcas inswnly.

(bOO Broken Bone, Compound fractu= Treat u ~Brokm Wing.
Compound Fracture." The wing is broken in rwo placxs. one of them aI me
ba.sc. The character docs not suffer from panlyz.ation (p), but he docs suffer
weapon drop (ws), and 10% chance ofprofu.se bleeding (pb) ar the ba.sc. Due
to the pain, a character with a compound m.aured primary wing can fly no
faster thm one-fourth speed. A chancter with a compound ffllctured sec­
ondary wing hu his maneuverability redue;ed by two (from A to C, or from
B to 0, or so on; this cannOt drop maneuverability below E). These wounds
can be cured by magical means or through natur:Ll healing alone-tenth the
norm:ll rate. Successfully setting 01 broken wing using fint aid-related skills
allows hca.ling at one-quaner the nonnal rate. Note that, unless ser properly
prior to healing. even magical healing, fncturcs heal incorrcaly, giving rise to
obvious lumps and $0 on. In this case, halfof my assoO.aled mOY\"rtlent (m)
and/or Ability Score reduction «(s) md (d» will be pcnnanCOI. Note that a
Cure Critical Wounds spell or better will eliminate all iU df~ instandy.

(bmX) BroUn Bone, Multiple Fnctute: Treac u -Broken Wing, Multiple
FflIcrure.- The wing is broken in mulriple places, one of them at the base.
The character docs not suffer from paralyzation (p), but he docs suffer
weapon drop (WS'), and 30% chance of profuse bleeding (pb) OIt the base. Due
to the pain, a chafllClcr with a multiple fractured primary wing can fly no
faster than one-eighth speed. A character with a compound fractured sec­
ondary wing hu his maneuvefllbility reduced by three (from A to D, or from
B to E, or SO on; this cannot drop mmcuvefllbiliry below E). These wounds
can be cured by magical means or through natural healing at one-rwdfth the
normal flIte. Suca:ssfully serting a multiple fractured wing using fint aid­
related skills allows healing at one-quarter the nonnal rate.. Note that, unless
set: properly prior to healing. even magical healing. fi-aaurcs heal incorrectly,
giving rise to oIMous lumps and so on. In this casc, half of any associated
movement (m) and/or Ability Score reduction «s) and (d» will be perm;a-
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nmL Note that a Cure Critical Wounds spell or better will diminate all ill
dfcas instantly.

(bsX) Bone Shatter: Treat as -Wing Sharta." The character's fragile wing
is shattered, becoming useless. The wounds can be cured by magical means
or by natural hca.ling OIl one-third the normal rate. A character with a shat­
tered primary wing can fly no faster than halfspeed. A character with a shat­
tered secondary wing has dicir mancuvaability reduced by one (from A co B,
or from B to C, or $0 on; this cannot drop mmeuverability below E). Afi:er
4-+ Id4 months, he gains 25 poinrs to his ffllClionai Strength Ability Score, u
he hu been using his remaining wings much more than mOSt flyers in order
to compensate. (Naturally, if he hu flIrcly or ncvcr been flying since the
injury, or has no rnnaining wings, he docs not gain this bonus unril 4+ Id4
months after he docs so.)

Damage, Flight and Falling
Faerie-kin wings arc of the delicate membranous type. Pixie fairies ta.lcing

50% or more of their initial hit poinrs in damage arc incapable of Right. If
that damage threshold is acceded while the character is in flighc, he must
immediately glide to canh in the direction he was flying. This decem can be
no stttper than I foot for every 2 feet moved forward. For c:nmplc, if the
character is 100 feet in the air when he sustains damage forcing him co
descend, he muSt cover at lcut 200 feet in his direction of trave! while
descending.

If a chafllcter in l1ighc sustains damage exceeding 75% of his hit poim
toral, he is incapable ofgliding to canh. He immediatdy falls imo a tailspin,
suffering damage upon impact. This damage is equal to Id6 hit points per
10 feet of his elevation when he began co faiL

TRIBAL TATTOO HAGIC
The tribal taUOO magic of the fxrie-kin comes down from ;ages past, irs

origin lost in the mists of time. Though otha rxa hOlve kamed certain
aspcas of taUOO magic, using it to create spell taUOOS, the art of faerie-kind
tallOO magic has evolved lillIe from irs tribalroors.

Only pixie fairies, pixie sprices md grixies have the ability to draw upon
che power of an inscribed tauoo. 'ne only flIce not of pixie-kind that can usc
cribaJ tllUOO magic are Ihe grd, though they must consume the magical flesh
of a tllnooed pixie fairy or pixie sprite 10 do so.

Tattoos
Thcsc magical tlll«lOS serve u foc:al points, allowing the pixie f.Ury 10 draw

from his own inhemu magical energies 10 ac:hicvc pcrpetuaI spell.like rcsulu.
H~, because the tattOOS dr.tw thcir power directly from the character,
diere is a signi6c:ant drawbadc - cad! tanoo permanmuy rnnovcs a poinl or
more of the character's Constiturion ability score.

Ch:ancren mOlY have u many mOlgieal tallOOS as they have -slotS" availOlble
(one tllttOO per slot, so. rouI slors). Slot locations are u follows: forehead
(two 510rs), upper ann (left), upper arm (right), lower ann (left), lower arm
(right). Certain taltoo types can only go in a specific slot. Once a [;l{tOO has
been plOlced, it cannot be removed and replaced with anothcr.

GM Option: Allow pixie fairy tllnoos in other loc:arions (even locations nor­
ma.lly slOlted for power tunes) at twice the COSt in BP md/or Con. Ofcourse,
ifyour player's not responsible enough to h2nd1e this. then don't do it!

Tattoos do nOt rransttnd the rebinh process md so arc lost when a char­
aaer reincarnates (see the 5Cction on pixie f.Ury life and dcadi, in Chapter
One: Races. However, the tllnoos conrinue to function upon the dead body.
Thus. it is possible 10 skin a pixie fairy and, if the Cl.llOO is nor damaged in
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-".. 26. Rinkrin

I.. \ 27. Rorkrin
~~....... 28.Seamskrin

_ Or -")0 29. Shewkrin
/" Wi "L •

30. $hunkrln
31. Speakrin

.-~~~ )2.S,b.kr'"....~ 33.Tarkrin
~ 34.Y;,k,'"

23. 24.

l5~~~' v. ~28
29. ~ l30 ~31~ 32.

~\~rr ~g
~W'~ 33.~ 34.

"

g

•

,

.,

,
•

,

,
f
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Table SC:Tattoos
BP Cost*

'0
s
s

'0
2
2
2

'0
'0
o
2
S

'0
2
2

'0
15
'0
S
S
S
S
S
S
S

'0
S
2

Penalty
-I CON
·1 CON
-I CON
-I CON
-I CON
-I CON
·1 CON
-I CON
·1 CON

o
-I CON
-I CON
·1 CON
-I CON
·1 CON
-I CON
·1 CON
-I CON
-I CON
-I CON
·1 CON
-I CON
·1 CON
-I CON
-I CON
-I CON
-I CON
-I CON

Location
U_Ann

""'"' Ann
__
Forehead
Arry
Arry
Arry
foIeheacI...........
Forehead
A",
Arry
__
Forehead « UpperArm « lower Arm...........
Uppo,Ann
lower Arm (both l & R)
Upper Arm...........
Lower Arm (L or R)
Arry
Arry
Arry
Arry
Uppe.-Ann
Arm (upper « lower)
Arry
Arry

Effeas
+I to damage (missile .aada only)
+I AC against all melee attacks
Speak With Plana-
+ I to Intelligence
Alter hair, eye ~or skin coloration at will
Alter coloration of wom dothing at will
Hat¥e the amount of alcohol in cIrinIa consumed

R"'~
Aun of Innocenc'­
Never surprised­
Poker Face-
Detect Evil-
+1 toWisdom

Hands and face aIw3ys seem dean
+ I to Comeliness
+ I to~e (melee attacks only)
+2 to Strength
+ I to hit poina-'
Sf*ak With Animals*­
Flutter Soft*""
Detect Magie­
Water Breathl~
Detect Undeaett­
DeteCt Invisibili~
AI QUOOS become imisIbte (at d)
+I Dexterity
+2 Hoooo-
All clothing (not anTlOl'") wom does not naturally fade,
fray or wear

Shewkrln + I AC against all missile attacks Lower Arm -I CON 5
Shunkrin +1 on all AVa Forehead -2 CON 10
Speakrin CompreIwld~ Arty -I CON 5
Subaluin Detect~ Arty _I CON 5
Tarluin Diminish Evil (-2 to attacks from evil creatures) Any -I CON 10
'rlSkrin +1 to Charisma Fof'ehead ·1 CON 2
*Pixie fairy characters can use BPs during the character creation process to purchase beginning tauoos. TattOOS purchased wfth BPs result in only 50S
of the total Constitution penalty (rounded up).
**Gives you these extra hit points any time you roll a Hit Die, in any situation and for any reason. This includes the cavalier sub-levels and multiple
Hit Dice Instances.
-Works like the spell of the same name.
-This tattoo is free to pixie faJries and pixie sprites. and only they can use it. It gives them their telepathic ability, which prevents them from being
sUrprised.

Type/Name
Acckrtnk
Ardkrin

Boakrl'
Camkrin
Clikrin
Clokrin
OMkrin
Durykri,
EIfkrio
Emphkrin
Ecrikrin
Fakrin-,
Gawdlikrin
GUuyk""
Gorkrink
Grekrin (2 slots)
Hurdkrin
Julwin
Krlnkrln
Magkrln
Merrokrln
Nekkrin
Nokrin

"""""",
RJnkrin
Rorluin
Seamskrin

••

me process, magical ilet1U an be: made from the c;ured skinlIather, This is
something truu grcls and other =:c:s often lake advantage of. (Sec: me Magic
Items section in Chapter Four: Goods, Services and Equipment,) A pair of
Shewkrin GlovC$ makC$ the perfCCI gift for that ranger-type person in your
life, and a r.mooc:d pixie fairy arm makes a serYice;lble' wand.

Obtaining Tattoos
Taltoos may be: purchased with 8Ps during the: character creation process

(in whidl casc: me charxter suffc:n only half the: total Constitution penal!)'­

round up - so this is the besl time 10 get multiple' taltoos). After diaracter
creation, a 1st ro 5th levd pixie F..iry, pixie sprite or grixie can alfemp[ 10

apply tribal tattoos or power runC$ if he has the spell taHooing skill and
knowledge: of the sigil he wishC$ to inscribe:.

At 6th la/d, all pixie fairies gain full knowledge: (either through practice or
some m)'$rical racia.I m('tllory) ofhow to apply any tattOO they 1C2ITI. In game
terms, a 6th Ic:vd or higher pixie fairy (but no other rxc) autom:atic:ally sw:;­
<'CCds at his spell cmooing skill diede. (for ullooing magical pixie fairy sigils,

nOI spdI Utloos), even ifhe does nol possess the spdl uttooing skill or iu pre­
requisilc:s. GriUes and pixie sprilcs, ('\'('n if6th Ic:vd or highet, mUSl contin­

ue 10 make: spell uttooing skill dlc:cks as mmnal.

These magical tattOOS may be: applied to himself, olher pixie &iriC$ and
pixie spritC$, or even grixiC$ if compelled through force: or threat of bodily

harm - never volunarily. Special inks mUSt be: used, as wdl as a panicular
quill for me necd1ing agenl (sec Chapler Four. Goods, Services and
Equipmc:nl).

POWER RUNES

Naturally, when they discovered that only a limited numhc:t of auoos
worked upon certain arcu of the body, pixie fairy magic·usc:rs determined to
find a way to break this te:Slriaion. Over many Iife:timC$, the grc:atC$1 pixie
fairy nugc:s CDnsuiled ancient lomes, dark magicb and orner races in hopes
of solving rnis puzzle. It took a greal many gcnc:radons and reincarnations
before: mey cunc upon a solution -~ runes.



THE HACKMASTER ADVENTURER'S GUIDE TO PIXIE FAIRIES CHAPTER 5 - RULES OF THE ROAD

Power Runes
I. Aeikkrun
2. Bakrun
3. Chakkrun
4. Dowkrun
5. Forkrun
6. Hoikrun
7. Leprekrun
8. Lookrun
9. Lukkrun
10 Morkrun
II. Nekkr"un
12. Nikrun
13.0rkkrun
14. Oksykrun
15. Rekkrun
16. Spekrun
17.Strikrun
18. Summekrun
19.Visikrun
20. Wintikrun

<II>20.19.•18.

<

•
'2. \ 3.

J
I

l'I: A A 7.
I ,

S. 6. 8.

" <>,
)12.~ ~II.9. • 10.

,.(1) VV
• •

13. IS. 16.

•
While some say Ihat the powet runes are: based on ancient dwarvc:n mag­

icks of dark power, and that such magicks are: why mosr dwarvcs shun Ihe

aranc: am, no one has )~ confirmed this, The dwarves give nervous looks

and deny any knowledge, the pixie fairies claim 10 neither know nor care:

since: the origin is long since lost, and the other races arc: completely clueless.

HO\VCVC't', it SttItU thcte migtu be: some !ruth to the dark magicks, at [east, for

with each powct rune inscribed on the flesh, the pooe fairy's coloration SttItU

to change slightly. The skin becomes slightly paler, and Iulr and C)'C col­
or.uion rums a little darket, towards solid black. Furthermore:, c:vc:ry r'A'O

powa runes inscribed brings the ch.araaer's alignment one Step dosc:r to

~ic, and then one step closc:r to evil. For example:,. a lawful good pixie

fairy with rwu povon runes becomes neutral good. With a fourth power rune:,.

he turns chaotic good. With a mth, he becomes chaotic neutra.l. With an

eighth, he: rums chaotic evil (and has dark black hair, solid black C)'C$, and

\'CI)' pale skin). Each povo'Cl' rune permanently rc:m0\'C$ one or more: poina

of the ch.araaer's Constirution ability score:.

Like tribal r.moos, power runes can only go in a spedlk slol. Characters

may have as many power runes as they have slots available (one tattoo per

slot, eight toral s[oa), Slol locations arc: as follows: back (['NO slots), chest.

stomach, upper leg (Iefl), upper leg (right), lower leg (left), lower leg (right).

Once: a povo'Cr rune has bc:c:n placed, it cannot be: removed and re:placed with

another.

Po\VCf runes are: disocoverc:d through roleplaying. depending on how and

when the GM decides to introduce: them. Inscribing povo'er runes is a crime

in all predominantly good or ne:mral-a1ignc:d pixie: fairy seuleme:na, and

chatXtC1'1l found 10 possess a power rune arc: stripped of ueasure and proper­

ty, and then c::xilc:d.

Obtaining Power Runes

Unlike: magiealt2uoos. a ch:aracter cannol purchase: poY>'CI' runes with BPs

during the chatXtCf cre;uion process. However, 2 chatXtCf of any level can

61



CHAI"TU S - RulES OF THE ROAD THE HACKMAsTu AmEHnJIWI;'S GUIDE TO PooE FAlItlES

Table 50: Power Runes
Penalty

·1 CON
·1 CON
-2 CON
-I CON
-I CON
·2 CON
-I CON
·2 CON
.1 CON
-I CON
-I CON
·2 CON
.1 CON
·1 CON
-<CON
-I CON
-I CON

Location
Bod<

'""Chen
Bod<

'""Chen..........
'""'""'""Chest...~

Chen

Chen ""' .....
Upper leg (both l & R)

'""

Effecu
+6" to Ay movement rate
Relncarnlte (as spell or pixie fairy ability) In half the time
]0% resimnce [0 Sleep and aU c:harm-reIated spells
Feather Fall (when unconscious or at will)-
De<ett Good'"
Heal 2 (additional) hit points per~
Tum irMsibte two (additional) times per~
Fasclnate- (at wit; l/day)
Diminish Good**
+S bonus on arcane skill checks
Speak With Dea~
Immune to Fear

Owacter may chanp ..... onceIweek
A_(SG)
Lose II preyious Qulrtcs and Raws upon rekKamation
+6" to IMld moYement rate
PC !NY force re-roIl of d I0,000 to determine critical hit

locations ~inst him; must abide by the 2nd roll.
Summ.Jtrun Res6st Are- Ant -I CON
Vlslkrun Premon~ Any -I CON
Windkrun ResIst CoId*** Any -I CON
·Pixie fairy characters cannot use BPs during the cluraeter cre;r,tion process to purchue power runes. They must be discovered dUring play.
**Gives -2 to all attacks from good cruttJres.
-WOrks like the spell of the same name

Type/Name·
Aeikknm (2 slots)

"""".
Ch.kk"..
Dowkrun (2 slots)
fo<kru.
Hoikrun_.
looknm
tokk"..
Morkrun
Nekkrun
Nikrun

"""'"'.
0byIau.
"""",,"(2-)
Spekrun (2 slots)
Strikrun

attanpt to apply powa runes ifhe has the spdl t2ttooing skill and knowledge
of the power rune he wishes to insaibe. These power runes may be applied

to himself, other pixie hiries and pbtie sprites, or even grixies if compelled

through force or threat of bodily harm - never volunt2rily. Special inks must

be used, as well as a particular quill for the needling agent (see Chapter Four.

Goods, Scrvias and Equipment).

Some sages speculate that, should a dwarf cat a pme fairy with a power
rune, the dwarf would gain that ability jll$t as do grd.s who consume m2gi­

cally t2ttooed pixie F.airies. However, no dwarf or pme fairy has~ volun­

teered to test this theory, and both dispute such a fanciful idc:L

Special needles and inks must be used (see Chapter Four. Goods, Services

and Equipment). These require the ashes from a cremated Treant's remains

and the blood of an Aarnt Hound. Other t2t100 ink formulas can be con­

cocted, but it is up to the GM to decide if the mixture works.

Regardless of how many magical t2UOOS or power tunes the consumed

pixie F.airy possessed, the grd can only make: use of a single sigil. This sigil is

randomly chosen at the time the pixie fairy is eaten, and cannOt be changed.

If the grel oonsumes another magically tattooed pixie fairy, again r.lndomly

determine which single sigil becomes dominant, including the gee!'s currenr

tattOO ability as a possible result.

On ocasion, a grd captures a pme fairy and foras him to inscribe tartoos

or power runes on the grd's ncsb. Natwally, such efl'om pfOVl:' futile, as grd
cannot bendlt from inscribed pixie fairy tattoos. The poor t2t100 mist is

eaten when the failure becomes apparrnt.

SPELLS
This section includes a variety ofnew spells that can be used to supplement

the choices in the Player's Handbook and the SpdWinger's Guide.

Types ofTattoos and Power Runes
There are many magical t2t100s and powa runes, each with different

effects. See Table 5C: Tattoos and Table 50: Power Runes. Magical t2t100s

and power runes are oolJcclively known as sigils.

Grel and Tattoo Magic
Every six yean. during the time of the Pixie Men, pixie m2gic reaches its

peak. It is predominandy at this rime that the grunge elves hum and eat pme

fairies and pixie sprites (who look just like pme wries to me grd). After all,

with the wee folk gathered logcther, it makes hunting much easier.

A grelthat oonsumes a t2ttooed pixie fairy or pixie sprite gains the ability

to use one magical t2ttoo or power rune (not both) - if the character was so

inscribed. Only one t2t1oo or power tune per pme F.airy eaten can result in

magical benefits, and the Constitution loss from such a sigil is the same as the

cost paid by the pme fairy.

Spell Components
In accordance with the listinp; in the Player's Handbook, marerial compo­

nems are given below for the spells that require them. The GM decides the

precise amounts of these materials, as well as any other derails thar may come

up later.

Verbal and somatic components also should have their precise nature

determined by the GM. Specific vabaI and somatic components arc TIOl

required, but they add color to the game by giving playas a clearer idea of

exacdy what procedures must occur in order for the PC magic-users to ClSI

spells. Verbal componenu can be single words, brief phrases, snarches of

poetry, chants or nonsense syllables. They can be spoken, whispered, shout­

ed, sung. groaned, grunted, coughed, whisded, or so on. Somatic compo­

nents can be any type of physical gesture, including pointing. touching. rub­

bing the hands or wiggling the fingers.
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NEW MAGiC-USER SPELLS

Disable Wing (Necromancy)
Level: 2
Range: 10 yards Cornponents:\/' S, M
Duration: Special CutingTime: 2 segments
Area of Effect One wing Suing Throw: Negates

This spell enables Ihe aster 10 dfca; ~ the wing of one creature.

The creature takes an amoum of~~ \W to 10% of his normal hit

poim 10tal if il has four wings. 1bc~ a rcduc.cd by 3% for each atra

wing Ihe creature has down to !he rmzwnum of I'lli of the creatures hil
poinlS. The damage is incrc;ucd ~ J fix cxb b-cr ",;ng die creature has
up to a maximum of 18% of the creat1m"S hu points. If die target has no
wings. he automatically suCCCC'W.at his~ mn,.,...

The C:lStCl" may targe'I a specific..-"ng. .'\ dwxn:r ",;dI a dis:Wled prima­

ry wing can fly no faster dun tWi- spud. "chnacter widl a dis:Wled sec­

ondary wing has dldr mannl\-crabil.iry o.-doa-d ~- one (from A 10 B, or from

B 10 C, or so on; dlis cannOI drop~~- bdow E).

The material componenl of the spdl a a dngonfl~' wing.

Grounded (Abjuration)
Level: 3
Range: 10 ft. + 10 ftJIevel Components:V, S
Duration: I minuteJIevel Casting Time: 3 segments
Area of Effect One creawre Saving Throw: Negates

The target ofdlis spellloscs die zbi. ltv to~' for die dunDon unless he suc-

•cccds at a saving Ihrow versw ~pdl. If f.ailcd. he immedialely falls imo a tail­

spin, suffering damage upon impact. 1'hn da:nugc is cquallO Id6 hit poinlS

per 10 fCC! of his elev:uion when he- began to fall.

Lizenz's Dark Wings (Alteration)
Level: 3
Range:Touch Components:\/' S, M
Duration: Permanent Casting Time: 4 segments
Area of Effect: One creature Saving Throw: Negates

This spell causes lhe targeltO SproUl IWO Nt-like wings coverro with dark

fur. The wings rip OUI from under lhe skin of the target's back. slighdy above

the shoulders. Any wings already there arc destrorcd. and the pain is so

excruciating that lhe target nllm survi\'e a s~'Stem shock roll or die from the
mess put on the body. The wings twilch and spasm for one full round before

they come fully under the target's conlrol. These wings arc appropriately

siud 10 the targel's body (each wing being approximately as long as the char­

aCler is ta1l). The chanCfer now has a A~' mO'o'cment talC of 15
R

and a
Maneuver.tbility Class ofC. If the char.teter pr.tetices flying with dlese wings

at least once per day, his Mancu\'erability impfO\'CS 10 Class B mer one

month.

The material component of Ihis spell is me wing ofa H~ Bal and blood

from a Ncfarian. The cuter mwt place his pilin firmly on die orget'S back

al me culmination of die spdllo complete me prousl.

Merge Pixie Dust (Abjuration,Alteration)
Level: I
Range: 10 yards Components:\/' S
Duration: Permanent Casting Time: I segment
Area of Effect 10 ft.x 10 ft. area Saving Throw: Negates
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The spell allows lhe caner to magically gather allioosc pixie dusl from his

person and his surroundings, and neady arrange it into a small pile at his fcct.

Only pixie fairies and pixie spriles arc affecled by rhis spell.

If anolher creature other than lhe cuter has pixie dwt on his person (on
his skin or in a container) and is wilhin the area of effcct, he may allempt a

saving lhrow 10 enable the pixie dust on his person to resin the dfC'Cl.

As noted in ChaptCl" One: Races, a roving pixie fairy adventurer generaily

doesn't remain in lhe same place long enough for ilS pixie dwt to accumulate

to any real value or use. HowC\'er, if a pil:k fairy remains in the same area on

a routine basis (such as living in die same house for a time), he usually accu­

mulates enough piIie dwt to scnpe it up and sell il. Remember, the pixie

fairy or pixie sprite sheds an average of 0.5 lbs of piIie dust each )'ear, about

0.02 ounces e;ach day, or jWt O'o'er halfan ounce each mondl. Heck, die flool

dun in a pixie fairy's bedroom is sometimes as much as 90% pixie dwt!

Pixie Wings (Alteration)
Level: -4
Range: 5 yardsl1evel Components:V, S, M
Duration: Permanent Casting Time: 4 segments
Area of Effect One creature Saving Throw: Negates

TargetS of dlis spdl grow two pairs of dragonllr-like wings from their

backs. Any CUrrcT1t wings falloff, to be rrplaccd by dlese new wings. These

wings allow the targe'ltO fly widl a speed of 18~ and a maneuvenbilir;y of B.

As a side dfC'Cl, me recipient's skin becomes glossy and shimmers in the light.

The wings make ...-caring bulky annor impossible and fairly bulkr armor very

uncomfortable.

The malerial componenl for this spell is pixie dun fTom a pixie fairy.

111is spell is an ulKbtro version of Ihe same spell appearing in lhe

Spellslinger's Guide.

Youthful (Necromancy) [Woeful]
Level: 8
Range: 5 yardsllevel Components:\/' S, M
Duration: Permanent Casting Time: 8 segments
Area of Effect: One creature Saving Throw: None

The Youthful spell cauSC$ a rarget to physiCllly grow younger, regaining his

life force al a vasrly increased rale, The actual youthening effects lake Id4

rounds to be fully rcaliud, but the effcel is permanent, The amounl ofyoulh

a character regains is cquallo Id4 years.

[f this would cause a character's age to be zero or 1C55, the character lurns

into an amorphous, lifc1C55 puddle of goo, Interestingly, blood mages have

been rumored to use this spell to keep their most hated prisoners from dying

of old age. However, the aster need nOI be a blood mage to cast this spell.

Like all Woeful spells, lhis spell ignores magic resistance. It also causes the

casler to lose 1d3 poinlS of Connitulion, then f.tIl into a comatosc slumber
for 36 hours, AfTer each 12 hours, there is a 34% chance that die aster

regains one Constitution poim, If he f.tils a roll, the loss of that poinl is per­
manent. Roll stpamely for each poim lost,

Each suaeuivc time this spell is ast on die same charactCf, it reduces age

by only ont )'ear.
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NEW CLERIC SPELLS

Last Resort (Alteration, Enchantment)
Level: 5 Sphere: Necromancy
Range:Touch Components:v, S, M
Duration: Permanent CastingTime:Two rounds
Area of Effect Two creatures Saving Throw: Negates

of equilllevel/HD
The spdl merges two minds inw one. It is rwdy used, bUI occasionally

two pixie fairy loven cannlX bear w part from one another, and use !his spell
when one lover's -final deillhM apprOilChes. Charaacn: mUSI be of me same
levd or Hil Dice.

One body is chosen as hOSI, and both minds now permanendy occupy that
body unliJ ilS own final death. Both minds become one, with all the memo­
ries, skills, wenu, proficiencies, quirks and mental flaws of both chanaers.

If two chanaers have the same skill or proficiency, use the bener of me two.

Imdligence and WISdom scores also use the bmer of me two. Other Abilil}'
Scores :lIl' unchanged. The joined chancter docs nIX gain any new classes or
abilities of a differem class. For example, a fighter hosl joined with a magic­
user's mind does nor gain the abilil}' to cast spells. Such knowledge carne
about through intense tl'2ining on the dying character's pari, and so does nOI
transfer.

However, two char.aClers of me same class may pool their knowledge, as
both minds :lIl' a1rndy reteplive 10 such informillion. For example, two

joined magie-usus may mow differerll spells. The }ained character now

knows all these spdls, bul cannot cast more than his normal allotment.

There is a 90% chance WI me hon body is the dominant mind, wilh the
secondary mind in the -background" ofhis moughu as no more than a com·
foning prc:scncc. However, there is a 10% chance Ihal the dying char.ICtCf's
mind becomes dominam and takes over Ihe host body, relegating Ihe host's
mind ro the background.

Leaves to Bees (Alteration)
Level: -4 Sphere.:AnimaJ
Range: 20 yards Components:v, S, M
Duration: 2 roundsllevel CastingTime: 9 segments
Area of Effect: 1d4leaves +lleal/leYel SavingThrow: None

i1 a 10-11. cube

By means of this spell, the cleric can change Id4leaves, plus one additional
leaf per ClI:pcrience: level, imo bees. Thus. a 9th Ievd. cleric can change 10-13
leaves inro an equal number of bees. These inscas aruck as commanded by
me cleric.

There musl, of course, be leaves 10 grow into bees. Such a leafcannol be
smaller than a human's fisl. Magical or carved ilCffiS, such as a leaf made
entirely OUI of gold, arc nOI affected by Ihe spell. The spell typically creates
Giant Worker Bees (HF 2, EP VALUE 175 each, Inl 6 (low), AL N, AC 6,
MV 9-, 30" Fly (D), HD 3+1, hp II each, SZ M, 'AT I, 0 1·3 + poison
(5d4).save al +0, SA poison, SO nla, TOP nla, Crit BSl..: DcfAC -I, FF nJa,
Rd"crma HoB I p 62).

However, there is a 2% chance: per level of the casler for any particular bee
to acrua.IIy be a Giani Soldier 8CC' (HF 3, EP VALUE 270 each, Inl 6 Oow),
AL N, AC 5, MV Ir, 30M Fly (C), HD 4+2, hp 16 each, SZ M, 'AT I, 0
14 + poison (5d4+ 1) save at -I, SA poison, SO nla, TOP nla, Crit BSL: Def
AC -I, FF nla, Reference HoB I p 62). Thus, a IOrh level cleric has a 20%
chance of any single leaf becoming a Giani Soldier 8CC' instead of a Giant
Worker 8CC'.

The spdllasts for IW'O rounds per ClI:peOena Ievd. of the spdl tasler. The
material componenu of the spdl arc some twigs and a bit ofhoneytOmb.
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The wt ~ort sptO brings two kJvers togtther - foTnJtT.

Protection From Grel (Abjuration)
Level: -4 Sphere:Warding
Range: 0 Components:v, S
Duration: I roundlleveJ CastingTime: I round
Area of Effect IO-foot radius SavingThrow: None

This spell protectS the cleric and all within 10 feet of him from grunge elves
(grel). A maximum of 3 Hit Dia per castCf Ievd of grd :lIl' affected. Grel
with a hit point bonus of +3 or better:lll' counlcd as having an additional Hir
Die. In me case of attaek by multiple grd, the wcakcsl foes (in lemu of Hir
Dice:) arc lim rcpe:Ued, up 10 the maximum cffiacy of me spdI. No grd pro­
tected against can penetrate the circle physically or magically in any way, but
the person(s) inside can Launch att2Ck:s (accpl melee atades. ofcourse) againsl

any crcalUre held al bay. The protection moves with the cleric.

This spell is only effeclive against full·blooded grunge elves, nOI Olher
rypes of Elves. Grixies and charaaers wilh only some gm blood :lIl' unaf­

r.a"l.

Surrogacy (Alteration, Enchantment)
Level: 3 Sphere: Devotional
Range:Touch Components:v, S
Duration: Special CastingTime: I hour
Area of Effect: Two pixie fairies SavingThrow: None

This spdl allows a pixie fairy 10 choose his rcbinh mother. The spell works
for one reincarnarion only. It must: be cast again (on the same wget or
anomer urgct) ona me targCI pixie fairy reincarnates.



THE HACKMA5TEIt AOVENTUltER'S GUIDE TO PIXIE FAIRIES

Telepathy (Enchantment/Invocation)
Level: 2 Sphere: Charm
Range: 10 yards Components: V
Dun-tion: I tumllevel Casting Time:" segments
Area of Effect: One cre.uurekvel Saving Throw: Negates

This spell a110W5 the <:a5tC'!" and a numbe'r ofcompaniom C'qualto his level

10 communicate rekpathically. Unwilling r.argC"U are allowC'd a saving rhrow

10 nOI participate. The r.ange of rhis telepathy i.s 20 fttl from the caster.

Anyone who moves farther rhan 20 fC'<'t from the caster will no longer be' able

ro communicate telepathically unlil he rerurns to wirhin 20 feer.

NEW DRUID SPELLS

Leaves to Bees (Alteration)
Level:" Sphere:Animal
Range: 20 yards Components:v' S. M
Duration: 2 roundsllevel Casting Time: 9 segments
Area of Effect 1d41eaw:s.1 Ieali1ewl Saving Throw: None

in. 1().fL abe

Except as nOIC'd, this spell is the same as rhe 4rh level cleric spell Leaves ro

B=,

Surrogacy (Alteration, Enchantment)
level: .. Sphere: Devotional
Range: Touch Components:V, S
Duration: Special CastingTime: I hour
Area of Effect:Two pixie fairies SavingThrow: None

Ezap!.: as notC'd, this spell is the same as lhe 3n;11evd cleric spell SufT'O&lCY.

Thicket (Conjuration/Summoning)
level: 7 Sphere: Plant
Range: 80 yards Components:v' S
Duration: I turn/level Casting Time: 9 segments
Area of Effect: One IO-ft cubellevel Saving Throw: None

This spell is rhe same as Ihe druid spell Wall of Thorns, except thar si:te

liny cre:llures may move rhrough Ihe g:lPS in the thorm freely.

MAGIC ITEMS
The following SC'Ction presenrs certain magic items ofpixie-kind. As uswl,

a GM should c:ardUlly consider me magical ilems he gives out in his cam­

paigns. Sometimes. hO\Oo'e\'er, the GM has mou pressing game mattcn on his

mind and musr leaVC' Ihings ro dunce.

If you nC'C"d 10 rvtdomly dcr:nmine what magical ilenu can Ix found in an

area heavy with pixie-kind, roll on Table 5E.: Pixie-Kind Magical hems. This

table may direct you ro subr.ables as wdl.

NOle: EP Value is Ihe number of experience poinls a characrer is awardC'd

for using potions and scrolls. Weapons, armor and long-Ierm miscellancoU5

items are awarded III0th the EP Value IUled, per use or pet wC'<'k (GM's call).

Antenna Caps of Jamming

These mttal caps,. pbcai on the end ofa pixie fairy's antennae. an: ravored

mosd)' b}' upper dass. HO\Oo'e\"a, Antenna Caps of Jamming haVC' been
enmamC'd such that a pixie fairy them is undctceuhle b}- psionKs or

Idepathy. Furthermore, such a chancta may surprise another pixie fairy and

his party as nonml, C"''C'fl if the opposing pixie fairy has the Emphkrin ranoo.
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Antenna Caps ofTelekinesis

As long as the characta wears rhis jewdry, he can manipubte objecu in the

same manner as the 5th-IC""d magic-user spdl, Teldcinesis. The WC'Va can

lift a maximum of75 pounds.

Armor of Flying

This appears to be a normal suil of armor. HoWC'\'er, upon rhe

Armor of Flying enables the individual to move vertically and horiwntally ar

a rate of 18" (half that if ascending, twice rhar if dcscc:nding in a dive), and

wirh Maneuverability Class B. Unless worn by a creature that once had nat­

ural flighl ability and is accustomed ro flying (like a pixie rairy who lost his

wings), rhe characrer must hova or moVC' at a roue of 10 cast spells.

Aviator's Scarl of Speed +2

Aviators Scarf of Speed enables rhe \\'(2TC'f 10 fly at twice his natur.ll

Ay speed. For every hour ofcontinuous use, the \\'(2TC'f musl rest for 2 hours.

No more than 4 hours of continuow ran movement are possible before the

wearer is forcrd to resr. The Aviaror's Scarf of Speed also gives a +2 bonus 10

Armor Class when When moumC'd on a flying CTClture, the wear­

a of the Avialor's Scarf of Speed is able to imbue his mount with

half times its normal movcment rate.

Bolt of the Firefly +4

A Boh of Ihe Firefly gives a .4 bonus to arrack and damage againsr a1llar­

getS. A +6 bonus to-hir rakes dfect against chipmunks. rabbits. shrew

and squirrds, induding varianu. such as the Giani Black Squired, Giant

Rabbir or Giant Shrew Mouse, and the Camivorow Aying Squind and

Predarory Rabbil. BoIrs of the Fiedly are U5ua1ly sized to fit peashooter cross-

""""
Coinpouch of Pixie-kind

The Coinpouch of Pixie-kind appears to Ix nothing more than a standard.

if small, belt pouch. [t r.ldiates mong magic but othcrwise appears quire

ordinary. Standard meral coins placed in rhis pouch shrink and becomc stan­

dard pixie fairy flower coins of C'quivalent value and weight (100 coins. I

pound). When dumpC'd our of the pouch, any formerly metal coins trans­

form b.1ck inro melal. and immC'diately enlarge to rheir previous size, weighr

and appr::uance. Srandard pixie rairy flower coins are unaffectC'd by this
pouch. The Coinpouch of Pixie-kind holds or carries 1/4 cu. ft.

Eternity Wine

Etemiry Wine is a potent magical liquor. Any characra DOt oj pixie-kind

who drinks Etemiry Wine mUSI sa\"C versus poison al....Jj. or W«p for 4d10
years. The characra cannor be woken wilhout magical me:aos. and awaken­

ing requires I full round. A single drink of 'X""me Us a Potency of

20% and a Value offour drinks. Eternity Wine gnnrs bonus (not cumu­

larive with mulriple drinks) to all saves versus spdls wben consumed by pixie­

kind.

lipstick of life Draining
Rumored 10 haVC' been inVC'llrC'd by insu:lc' tpnUS. thi.s lipstick aIIu- die­

wearer 10 inflicr an energy drain attad: """ bd by kissing the W!tt- .......
lipstick's po'4"a wears offana four t-.n .-.: used before then. If tho:
a anemplS ro kiss an unwilling lie _ make an all» RIll api;l:lR

AC 10 plus vicrim's Dexterity If the- roll succeeds.. dIr Drgn IS
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l'vI! GOT My EVES ON You

Defect Invisibility for I hour

'._..-,,__ ..... ~...AL ..........__ .-R__..__

IHl A C lIl: 1l\1j A .:; 'lI" IE !R

HIT ME WITH

YOUR BEST SHOTI

FIRE AWAV!

Good for twO +3 peashooter
quarrels (one volley)

TeMPORARY TATTOO

You gain a tattoo of your choice
provIded you have an available
slot for It. Tattoo fades away in

2<4 hours.

r

JUMPIN' JANNOO

Find I d I00 Jannoo coins

r
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q~ hlllF e t polnu
You only have • few yea" to lin.

No one tab:s you aerioully.
Your comrades like 10 Ult you .1 bait.

Even the halOing il taller th.n you.
Sure. you're quick and agile, and pit trap. aren'r really a problem.

But your rGel are big. Really big. FinaUy. help arriveth:

The Adventurer's Guide to PIXIE FAIRIES
Learnin& to Hack Wheu You'.., Knee Hit:h to a Kobold

by Mark Plnnmons ami Eric Nnmuznn

LIVE FAST. DIE VOUNG. REPEAT.

you profal to be the greatest pixie rairy adventUR'r in the Wurld, or need to gird )'Ourself for barde
of thac: dusi~ fame fOlk. this book is for you! What you hold in your hands is thc codQ: thai will~

...~ like a brilliant beacon amidir a coallal storm. This tome will USllt your rise aboul the peay
dwana. elva and other land-bound nccs you\~ cvcr met. This thorouahJy researched and tiDdy deWIeiI
work includes eve:rything you CW'r wanted 10 know aboul the mast~n or di~ air. Here's jun a samPlini &om

bnmrory or secrnJ muIed h~in:

DecaiIed infOnnalion on the pixie rail)' and seven new
player character races, including The dvarid, rae­
Lora. pie. pixie brownie, pixie leprechaun, pixie
aiDe and pixie Iprile.

• 13 new duscs. including the Animalist. Arcanisl,
Eater of Love. Fellow or Fear, Friend of the Wee Folk,

~
' of Dam., w..w;ng, Lwdonl, M......." of

. I, Minisler of Death, Soldier or Faerie. TriCksier,
Wavesong.

• n oew.rixie rairy quirb and f1aWl including ant~n·
Me an wing amputee, fear or flying, magically
inlpotent, multiple reincarnale d.isorder, pixie meal
addiction, and Ielepathic impairmenl.

• 9 new skill., talenu and proficicncies including Aerial
Auobatia. Aerial WresTling, Dropped Missiles and
G~t Mancu~rability.

• <her 30 new weaporu, including the antennae sword,
brownie bank axe, claw feet, pixie rairy great bow,
ripper and sprite sword, p1w full derails on pixie fairy
"""".

• "" DeW maDcaI taROOS and power~ run
details and a.ma.tioru on the special • w·
too.

• 10 DeW spells, iDd~ Grou......, 1..Dmz'l DukW_ Ida.., PWc DuA, ""-Uoa ...... God ....S. _

• 13 new magic: ilems. indudingAnnor orf1ying, Bola
or the Fi~Ay, Mwhrooms or Psychedelic:
Enhanc~m~nl, Pixie-Kind Magic Armor and
Weapons, and Tanoocd Skin Goming.

• An expanded equipment list, including antennae
caps. flying bombardi~r saddle, glide Wings, mape
UROO inlts and needles. flying mounts, animal com­
panions.

• New pixie fairy prion and paniculan, including
details on clans and places of origin.

• New rules and clarifications for aerial combat, aerial
lravel, Aying while encumbered. honor, critical hi...
hlling damage, pixie rairy reincarnation, and more.

• Details on available p~s and pe.rsonalitiel,
including the new Amber Guird package.

• Dft:ajled analysis about 'pixie rairy life, including
social structure, military fOrces and tactics, and pixie
rairy practices of couruhip, ~Iigion, trade and trib­
Ule, recreational habits, the Pixie Meet and a myriad
of other IUbjecu.

• Descriptions of the Faerie Realm and the capital city
or the pixie raines. Croatoor.

• And much, much, more!
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