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Baden’s Bluff, Arc of Sahaad, 99 Last Age

Three men sit at a simple table set in the middla o
dank storage cellar. Above, the harsh clang of aimer
pounding on freshly forged metal ensures that tiairds
will not be overheard. One of the men, a symbokdor
swinging on the chain around his neck, whispers:

“l bear news from the Dark Tower, the usurper is
preparing to move against those who do not bow to his
authority in the south. His agents may already lpettoe
move. We must find them and kill them for the gtdrpur
Lord. Ready the faithful; if the usurper's lackeg®ve
against us, the streets will run red with their bldod

Hfter All, bat 1s in
Chis Book

A lot of rules, many creatures, i.e. many optioms &ll

MIDNIGHT GMs out there. This volume of the Tome is not a

coherent whole, basically because a lot of theardris not new, but
gathered from the old forums of the Against thed®wafan site, the
result of a whole year of unconnected posts. Butfied, there is a
theme to all this and that is the Shadow, to empatsefollowers
and grant the evil GM yet more tools to throw & &i her players.

To the players more challenges are given, anderetid no GM
worth his salt would want any less than to seehiéi®es triumph,
save the day and show that despite all odds tkdrege, and it pays
well those who follow it.

With the loss of the old site, this tome is alstribute to the
original site, where all these ideas were oncegubanhd most were
seen by any user who frequented the boards, tlkisimall fraction
of the creativity and quality lost with those poatsl pages.

Qur Goal

The Tome of Sorrows volume 2 — The Shadow Ascendhist
very book you are reading now has quite a reputgtolive up to,
the previous volume has been used and complimdnted large

number of fans of MbNIGHT and has shown how creative and

helpful the fans of the unique feel of the setitag be.

No one wants any less from this volume.

In the origins of this volume, the League of Extdinary
Posters — LXP — discussed what it should be and Wwewvould
make it all happen, | am happy to say that we Hasld to those
days even now. The 2nd volume of the Tome of Saroetbook
focuses on the forces of the Shadow and their ntanses and
roles, presenting core, prestige and legendarsetasew spells,
many new monsters and lots of other things, nonavtith has
prevented us from adding adventure seeds and igteag.

From now on, the forces of the Shadow in the Narth even
stronger and the resistance all over Eredane reeeddge.

We hope a future volume of the tome, and that thdétde one,
will give the heroes yet more edges, and that at thoment the
ideas of the fans, and the fans themselves, are moee numerous
and widespread.

Chose ho Labored

As one can see by looking at this, much work wasdaed to
give birth to the pages before you, not only thetent, the whole
document takes a good share of work to be madeamgiled, this
is where the LXP has had its role.

Beginning with Mike “Ashrem Bayle” McConnell, who viave
to praise for starting all this and we miss deathe Tome of
Sorrows volume 2 begun, after some time Mike waable to be
around as much as he used to and a new leaddrefqrrdject was
needed, someone in charge of getting the contetpaiiing the
project ahead, | took that role. For a while | gaéld many threads
and made the first drafts of what is now done, foutpersonal
reasons | could not work in the project for a whaitel so, it stalled.

After months had passed | gave the leading jobheddrum user
“Harrowed”, he got a table of contents by authad arcontent file,
as well as many comments and criticism on the edntee worked
on it and gave it quite a lot of work as well, bel life would, once
again, come in the way of the project, he askedcafoew leader to
take his place.

Once again | took the lead, with a lot more freeetito work on
this than | had previously and a will to finishas soon as | could |
worked for a few weeks and did most of the remajrai.

Alas the “curse o the tome” took its place agaid amat was
nearly completion suffered yet another delay, tbame the 2nd
Edition of the setting and a discussion on whethercontent should
be made compatible with it or just left as it wasgimally, the
choice was made, it should be made compatiblecaitent now
returned to the reviewing process and a lot of wwall to be done
anew.

After yet more time | managed to get back to tHdeb sitting
on my desktop all this time, and in three dayssfied what was left
to do, this time for good.

But we who have been leading the project are nobtie ones
behind this, there is Tony “Alwyn7” Manero, who hafered and
worked on the editing of the whole tome, as aluef he has not
gained any profit from it, but has been able tawan early copy of
the tome, Tony has also left the tome due to theeglbut to our
benefit, he did it to work on official supplementtss name is among
the authors of the Destiny and Shadow supplement.

Eric “Kane “Olson, co-author of more than one badokthe
MIDNIGHT line has made content for this and helped a lot
modifying and commenting a lot of the remaining teon, he is the
one we looked for the fiction pieces in all chaptef the tome, lain
J. “Shadowfane” Brogan who also worked a lot on MheNIGHT
line was concerned with the art in the tome everesit was an idea,
and has always shown a leading attitude, thereothimg he is
unable to achieve, despite his seemingly small agpee in this
tome and the overall lack of art, his support atehs inspired a lot
of what is in here.

Mark “Neo” Howe worked on his own while designingeo
whole chapter of this tome, he has been the onedekimgned more
villainous paths one can ever endure to travel, @ngys pushing
me forward it is to him | owe a lot of the motivati to move on
when doing this mammoth.

Owain "Dirigible" Abramczyk, co-author of the greBtry of
Shadow sourcebook, has worked a lot on many ofitaecreatures
you will find in this tome, as well as spells andny other assorted
things inside these bits and bytes. Nigel "DerlkbésPope has left
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us for quite a while now, but he has also givenoadgload of
contribution for this tome and worked a lot to ilope details
around astiraxes and designed many monsters hiniigiél also
made the sects of the Order of Shadow early orgrbédhey were
written in any official supplement, as a tribute ks work we
ﬁ;isi?]r;tpitrhec:jsfn:r?;tgfTg,e’ hoping his work willimespthers, as it i All game mechanics.in this bopk acensidere

There is also William "Swashbuckler”, who has beeand out ! gpen. CORtert acll S mim;tlon,dthe .glas
of the site all this time, but has always been dladhelp and escujlptlons, INECaRIales, an L) Mot igen
contributed with what was needed in more than oiaeep Todd UG cloged e M copyrlg_hted by
Antill, who has made this all possible with his @ame site, but authors, being used here under permission.
also commented and showed up now and then in thelewh
meantime, adding his comments to the brainstorinétgnd this.

The great “smeagol”, who has worked a lot in bmggio us
mechanics of other sources and with whom | havekegba lot on
the Horsha and Darguul, he looked through all theftdand
commented where he thought was needed, we hoperdasivity
and solid additions will spark the fire of the ftettomes as much as
his work on the conversion of many adventure maiute
MIDNIGHT that was posted on the forums has helped us all
developing our game sessions.

And near the end of it, and as the last spark &hpune forward
is a newcomer, first lurker and then poster, Jadpeomed Hero”
Anderton sent me an e-mail offering help, | tookuitd in the end
spent three days working to get this tome done,akttisude and
willingness to cooperate once again show how thimet was
written, compiled, assembled, edited and finallgased, as a work
of a whole community.

There is also the great Frederic “Dain” Lipari, whaartwork is
seen on the whole tome, he did the borders, chéyg®dings and
very font used for all titles in this book, he attid the border image
for the cover and without his invaluable help angport this tome
would have a much blander look and feel, insteati@fprofessional
quality you have before you.

The guys and girls from Fantasy Flight Games, apzom that
has ever since the Tome was born, allowed us tocopgright
restricted material, supporting the setting and fires in the best
ways a company can and trying to always imprové ttiestomer-
company relationship, so they have no smaller irlall this than
all the authors and fans whose work is the bodhisftome.

Those are some of the people behind this leviattt@pnes |
thank and many of whom | call friend despite distarBut these are
probably not al of them, among this long journeym certain some
have been left out of this small text, to thosehdnk you, and
apologize, but my memory, as good as it may beoisperfect.
Given this is a digital edition, | can fix that farnew version of the
file though, and | will, if it arises.

Let us all hope to see more people with the wiltake part on
other projects find their way to IBNIGHT, and also, that many more
great ideas and stories be shared and sparked ebyfatiulous
community that | have taken the job of keepingaliv

Che Source of All €vil

The massive time it took to collect the many idems the
countless threads of theww.againsttheshadow.oflIDNIGHT fan
site brought you the work that will soon unveikifs

The Tome of Sorrows essentially is a collectiontlué fans’
ideas and contributions to the site, encased m tthine are ideas
from the oldest threads in the first forums thee diad, where |
looked for fitting content from the first posts neabdy the creator
and former webmaster Todd Antill, until the lassfmade before
the deadline of the Tome was reached, this ranges the 10th of
May, 2003 until the 9th of May, 2004.

Now go forth and read it, the Shadow is waiting!
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Raoni Cananeia Monteiro also known as “Nifelhein”.
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Baden’s Bluff, Arc of Sennach, 99 Last Age

The air is thick with the smoke of candles and ek rof
the newly dead. In the midst of the gloom, tallowdbzs
mark the edge of an arcane circle of interwoven sune
Inside the circle, four corpses lay neatly arrangawund
an inky well of darkness, their blood drained todfabe
hunger of that fount of evil. Out of the shadowspsis in
dark robes approach the circle chanting an unhaigypr.
As the chant reaches its crescendo, a grey miss isom
the fount and spreads over the corpses, strippiregflesh
from their bodies. In the mist a horrific shapenfa;, with
large, distended jaws and long, razor-sharp talofs.the
shape takes form, one of the robed figures addsesses if
it were an old friend, “go spread carnage in the kewf the
usurper and you will be richly paid in blood and ot

Corith Damage
Revised

The room was thick with darkness and the drunken
voices from the common room above were muted and
indistinguishable. For those that gathered in thlisall,
damp cellar, the darkness was one of the few comforts
during these meetings.

“Red, did you acquire the item?”

“I managed it, though it cost me several of mytbes
fighters.” The voice was thick with controlled rage.

“It was worth it, Red. My contact in Celestia sayattt
will do what they promised. Any Black Mirror will be
destroyed.”

A third voice spoke, feminine, with a Sarcosan atce
“What about the people? My countrymen live arouhdtt
Black Temple. Just how much damage will be done viteen t
Mirror is destroyed?”

“That will depend on the size and age of the mirfrtie
said as he slid a scroll across the table to thsistance
leader known as Blue. “Consult it and see for yolirse

The Black Mirrors of the Shadow, or Zordrafin Coritg the
Odrendor call them are the means through whictDéod& God tries

to achieve his ultimate goal, to undo the Sundeand go back to
the celestial realms. But that is not all that thes.

Every mirror works as a vortex, sucking magic outhe world,
and with it much of Aryth, but what few realized o is how this
connection the mirrors establish directly with tth@rk god works
both ways, how the dark god, albeit divine and Hyaacounts
eternal, can be hurt and his plans, delayed.

When a mirror is destroyed, this connection is ssewith it
the dark god looses most of the energy taken throlgt mirror, as
the world sucks all energy it can back into itsalifortunately (or
fortunately), this is not without consequenceshoste who dwell
around one such mirror.

The severing causes an explosion, but not all nsrame equal
and just like an older mirror reaches a wider atba, severing
causes the greatest impact the closer one get®tmd) zero. This
optional rule presents a variant where each msrathmage is
spread throughout an area proportional to its agkaaea of effect
before the destruction, by consulting the tablefoveeyou can
determine the damage in a given distance from ¢l f origin of
the explosion, and also, how likely is civilizatiand life to survive
as one approaches the site of a ruined mirror.

These tables are presented to be used in plate anes given
in the Setting book, and are by no means meantefisiti/e,
individual mirrors may have different areas andneeffects, story
and drama, and not the game system, should dittatenpact and
effect of such an unique occurrence.

Black Magic

Black magic is a special sorcery invented by lIzradoseduce,
pervert, and use as his own pawns people who a@n&ted by
magic but lack the knowledge to practice it: itésnpting, easy to
use, and powerful. It does not deprive the Dark @btiis much-
needed magical energies, as it is fuelled by treteca own life
force (or more often, that of other living peopkmimals, and
plants). The more people sacrificed, the more pfulvénis magic
can be. Of course, it only tightens Izrador's gnipits practitioners,
as it is very corrupting, and they gradually fatider his power.
Although this road inevitably leads to hell, somespkrate
resistance fighters have learnt the dark ways adtlvem in their
fight for freedom. Will they know where to stopwill their friends
have to slay them before they become too dangerous?

Pale Mirror (Save DC 15) Blood Mirror (Save DC 20) Grand Mirror (Save DC 30)
Distance Damage Distance Damage Distance Damage
1/4 mile 10d6 1/2 mile 20d6 1 mile 40d6
1/2 mile 7d6 1 mile 15d6 2 miles 30d6
3/4 mile 4d6 2 miles 11d6 4 miles 22d6

1 mile 2d6 3 miles 8d6 6 miles 16d6
4 miles 6d6 8 miles 12d6
5 miles 4d6 10 miles 8d6
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DPistory

At the end of the First Age, Izrador understood #teength of
arms alone would not be enough to win easily agdiressmortals of
Eredane. He would need other tools if he wantediekgr victory
over them. Thus was born the Order of Shadow, énytar 4705,
with the betrayal of Beirial. This order’s corrugfimfluence slowly
and secretly grew during many centuries, almosbticed.

But the Dark God was still too weak to provide toocim of his
divine essence to his legate followers. He needkedrdools. With
the creation of the first dark mirrors, he creategerverted and
twisted, yet tempting new form of arcane magiavdis easy to use,
did not require magical studies, and had many adges; it also
fuelled him with magical energies the zordrafinitttr could not
provide.

At first, only legates were taught this magic aoaplement to
their divine spells, as their god was still recavgrfrom his fall and
could not afford (and was not willing) to sharewith all of his
followers. Through dark practices and rituals, thatyained a
deserved reputation of necromancers and foul senzerThese
practices also prevented people who uncovered tHesm
discovering who they really served.

At the end of the second age, Beirial, who had bectira High
Priest of the Order of Shadow (later slain at tlestLBattle), had
another great idea, which Izrador himself agreedHe was to
spread the secrets of black magic to scorned peaplierant yet
ambitious, and lusting for power. They would noedeo serve
Izrador, and this magic would have to be made siyemvailable as
possible, even to Izrador's enemies.

For the Dark God was confident that his magic waaldime
turn his enemies into his greatest assets. A secder was born,
comprising expelled wizards, revengeful princesd aretrayed
husbands, all who shared similar motivations: ha¢eenge, and
ambition. Those would later become the Black Ordeade of
people who were not legates, who did not reveradiar, but who
would serve him through the use of arcane magiowkmgly or
unknowingly. At first they were recruited from mbuto mouth,
sharing ancient secrets. Then, mysterious scroits rmanuscripts
would appear in many libraries, for all to shareariy were thus
tempted to use this magic.

Che Black Order today

When the Shadow won, many of the until-then hidingcerers
began to use their powers openly, as they wereruhdeprotection
of the Dark God. Their activities, which always ema serving his
interests, are thus not forbidden. In the long iiley always are
good pawns of Izrador. As more and more channelerg giving
up their arts in favor of this newer, easier, amdestricted magic,
many joined a formal order, called the Black Ordiethey swear to
help the legates and the Shadow armies, they lareeal free access
to the Order’s libraries and can learn to tap i&gim They are never
told of the magic’s corrupting influence, and muse their newly
gained powers for one year in the Shadow's foredsether as
assistants to legates or in the army as suppagpsto

Now that evil has won, the Order no longer simphkets
whoever is willing to join. In the Last Age, onlydividuals of some
talent are accepted:

* Must be able to read and write at least two langsag

* Minimum character level: 3rd;

e Minimum Intelligence score: 12;

Order member’s corruption to distinguish them frosarpers. If the
legate manages an opposed Wisdom check, he cammdete
whether the person in front of him is corrupted &l degree of
corruption (which would indicate his rank in the &aOrder). A
channeler PC will then find it difficult to hide htsue nature, but
still it might be worth the risk. A popular metharf resistance
channelers is to use their Disguise skills to poedmakeup that
replicates a Black Order member’s physical corruptio

There is a very loose hierarchy, as the Order's begmare
primarily interested in serving their own interestost often, this is
the pursuit of arcane studies (and many membettseo€hanneler’s
league have fallen to the temptation), but it i$ rave that some
individuals enlist just to gain the means to achki¢heir revenge.
This is not frowned upon, as hate is encouragetthiénOrder (it is
known to be a powerful drive that can make one ry powerful
sorcerer, who, once corrupted, will become veryulge Izrador).

Once an individual gives in to the magic’s corraptiwhen he
reaches 4 Corruption Points), he becomes a fuléddmember of
the Order, and gains full access to the most paveliilities that
the Order can teach. He also becomes a teachwe teetvcomers.

Using Black Magic

Although people who practice this brand of magie fiowned
upon and looked upon with suspicion by legateslandl Shadow
troops, it is an edict proclaimed by the Dark Gamdelf that they
remain unmolested. This is the only exception t® lthn on magic
in the occupied lands. It is, however, still purisle by death and
torture to use such magic against orc trooperegates, or other
Shadow servants.

When a legate discovers that a practitioner isatighed with
the Black Order, he forces him to enter it; otheeathe practitioner
is put to the sword. Most are willing to join anywdut some hope
to learn its secrets to use them against the Shddoador finds this
amusing.

It is not rare for legates to take further studiesthe Black
Order. Of course, open display of such magic isighable in the
remaining unoccupied fey lands, but its study,a@ltfh restricted, is
not explicitly forbidden, as long as the researatmes not practice
it. It is said that Aradil herself studies it inetlhopes to gain some
understanding of her enemies’ powers (she is cated Witch
Queen after all).

Corrupted channelers

It is not rare for a lonely channeler to come asradost scroll
of forgotten knowledge that contains the secretdlatk magic.
There were many such “magical booby traps” leftthg Black
Order during the Second and Third Age, in as malagcgs as
possible. At the time, their mission was to sprédads much as
possible. It is quite reasonable to say that anysrgontaining a
library would have a good chance to contain suchllsc After alll,
there must be a reason the pillagers (who were d@hatmies)
would not have taken such items with them.

Strangely enough, in the Last Age ignorance is st
protection against black magic, as someone whoatamad those
books will not be tempted to use them. On the ottaerd, Izrador
does not want to seduce mere peasants, but schoigtg be
interesting prey for him.

Those with Despair ranks are more susceptible tm tu
themselves to this forbidden magic, hoping it Wwilp them against

« Those of evil or neutral alignments only (no goodheir enemies. They see it as a potent weapon. nGitre

alignments, except in rare cases,
resistance channeler).

The Black Order members all wear black robes withollen
skull necklace as a recognition sign. It is thusyefor legates to
allow them to proceed unmolested. Of course, it basome a
favorite tactic of resistance channelers to dressnambers of the
Black Order, so the legates have learnt ways toetisa Black

in order to pora

circumstances, it will take a Will save to restst urge of using or
studying such knowledge, always for a good readocouorse: the
direr the circumstances or the Despair rank oftie the higher the
DC will be (DM's judgment call).

Depending on their tradition, corrupted channeherge founded
loose sub-orders within the Black Order:




order and provide the “basic” recruits. They oftegcome
scholars of dark lore, or evil alchemists, sper@li in
poison or disease-making. Some also learn necrogmanc

e Those of thecharismatic traditionhave fully embraced the
Dark Lord’s gifts and are known as Dark Bards. Ty
Izrador’'s propaganda staff, and spread his wordratdhe
world. They are also sent to infiltrate the unodedpands
and spread despair into the hearts of the fey. Hneygreat stails
for psychological warfare and have been known tdkema Hccesglblhty
their opponents’ morale break. In battle, they fasonic
attack spells.

e Those of thespiritual tradition are typically channelers in

Unlike “normal” arcane magic, this brand of magiced not
require any prerequisite feat to practice it. Itojgen to all, the
ignorant or the savant. The Magecraft feat is rmetded, nor are the
love with nature who could not take the path of ¢aid Spellcraft or Knowledge: arcane skills. This is grwgqod reason
because they had neither the commitment nor thetainenWhy many people have fallen to the temptation dhgisblack

fortitude required. Desperate to save nature frdm t Magic.
Shadow forces, they embraced this black magic ppau

their powers and initially used them against theisbr fuelling tbe Spells
Hg\(/)gsﬁs?eléw\gg’tutrheei/obgg?vrgethcgi:mngggsbyPIet}vgpt;t:r?ge This magic uses the practitioner’s, or a sacrifipedson’s life
. T force. A practitioner of this magic, while sacrifig someone,
redemption, they now seek to be accepted |ntoqhksrof automatically adds their spell energy to his owhis(tis not
the legates. For Fhat purpose, they have creat@uhhourse permanent, though, and once this spell energypsnt the user
(lycanthropy) which they spread throughout Eredguss, to returns to his normal score). Fey people, beingicahdn essence,
show the. legates hqw powe.rful they are. They as® al are favorites for fuelling such rituals. A gnomeyatrow, dworg or
currently involved with the Ilbera_tlon of the Hoestin dwarf, snow elf, or sea elf “adds” 1 point of stolgpell energy to
ﬁs?ﬁ:agurmzneh%\iiggé 3{? ciellut(rjfe(rjn:;l\gask?h;hgﬁslvthe caster’s total. A wood elf, jungle elf, elflimg halfling “adds” 2
Fear ' points of stolen spell energy to the caster's totaf course,
: ) . channelers are a choice staple, too. In dire cistantes, animals
e Those of thehermetic traditionmake up the bulk of the can be used, but they provide only 1 spell energy.
- - The more lengthy and painful the ritual in whicle therson is
sacrificed, the more spell energy can be obtainkd‘basic”
sacrifice is a ritual that lasts 10 minutes, at émel of which the
victim suffers a coup de grace attack. It givesgteetitioner half of
the normal spell energy.
For each increment of 10 minutes of torture, hegai+1 bonus

mple Black Magic Spell
Black Magic calls for a different style wh |
formatting spells, below you will find an examplg

spell that can be used in your campaign, overay
can be used as plots and somewhat quick and €
create ways of making unique rituals that may
campaign wide repercussions, or even be the ¢
plot of a whole series of adventure!

Hwful Rite of the Were-Beast

: Base Spell Energy Cost8

Casting Time: 5 minutes

Range: Touch

Target: One creature (or two if 12 spell ene
points are spent)

Duration: Instantaneous

Saving Throw: DC 20 +5 per additional sp
energy point spent, Will negates

This dire ritual permanently changes a hu
| into a wereereature of a variety chosen by the B
sorcerer. The target may attempt a Will sav
completely nega the effects. In addition, t
sorcerer gains 1d6 spell energy if the transforom
is successful. The creature altered in this wagt
least partially under the thrall of the sorce
However, any time the sorcerer gives the tar¢
direct order, lte target is entitled to a Will save (|
35, b per week under the sorcerer's orders). i
target succeeds in saving, he is temporarily rek
from the sorcerer's command for 1d6 rounds,
which he may attempt another Will save. Succe:
this seond save means he is permanently rele
though still remains a wetgeast; failure means he
once more the sorcerer’s thrall. At any time,

to his current spell energy, until the maximum kpekrgy can be
gained.

Details are left to the black magician’s imaginatitf he comes
up with imaginative ideas, he gains a +1 spell @néonus, but also
automatically gains 1 Corruption point, for he trelpbraces evil of
his own free will.

Once the spell energy is gained, the practitioaerkeep it until
he uses it. It is not unknown for a party of blatlagicians to
practice mass rituals before they embark on anditipe.

Once a practitioner becomes a full-fledged memibéneBlack
Order, he learns the secrets of withering magicnbléonger needs
to sacrifice people, but can instead choose todspespell energy to
absorb 1d6 spell energy, coming from the surroundiatural
environment. Trees desiccate, herbs become dmsrizre drained
from their water, the earth cannot bear any pldatfdbr one month
after such use of magic, and so on. This abilifgc$ a 100-square—
meter radius around the practitioner. Of coursis, dbility is to be
used only when in need, as the Dark God wouldikettb have his
world be sucked up by mere mortals.

Unknown to all but Izrador and the head of the @rdegood
part of the spell energy obtained through sacsfiége actually
leeched by the nearest black mirror, and “fuel$# ark God.
Otherwise he would never allow withering magic eogracticed, as
it would deprive him of much-needed arcane endigg. restricted;
otherwise the lands would no longer provide susteeafor
Izrador's armies.

Learning Black Magic

For the beginners, there is no formal training, althimplies
there are no formal spells in this style of madgtemember, this
magic is supposed to be easy to use and yet pdweHis style is
also accessible to normal channelers, who will finéasier than

sorcerer can elect to permanently release theure

from this thrall. This spell is an all-time favariof

the Order of Fear (spiritual tradition sobder of th |
Black Order).

others to use (-5 to the check DC; it is more temgptor them).

A player simply states what effect he wants to eohi The DM
determines the spell energy needed for such anteffenappen, and
the PC must roll a Knowledge (black magic) skill dh¢o see if it
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works. If successful, the effect takes place. Hhifl is assumed to
be a class skill as soon as the character hadjtireeBlack Order.

resemblance to the effect the player describespédl level gives
the number of spell energy needed (i.e., spell [Byaeans 5 points
of spell energy are needed), and the skill check(IBC+ thrice the
spell level). You will discover that many effecte already covered
in the d20 rules. Any effect that provokes deatiseakse or pain
needs 1 less spell energy and has its DC loweréd by

Of course, the actual amount of spell energy ared D€ is
always determined by the DM, and the player hassap This
magic may be tempting, powerful, and easy to uskityan also be
capricious and betray its users. It comes frondiaraafter all.

Once the character formally joins the Black Ordenyéver, he

then learns a more elaborate style, which givesduoess to spells.

Those automatically succeed (no need for a skéckl as long as
he spends the listed number of spell energy thgyire.

Siude Effects: Corruption

Black magic is to be avoided if one wants to keep’®soul
intact. However, desperate people sometimes turress-than-
honorable means to keep fighting their adversaries.

Each time the black magic style is used, whatelerdaster’s
intentions are, he must make a Corruption save aeuption
rules).

Corruption Points

Even the stoutest and most resolute warriors @it legn falter,
there is no man, dwarf, elf or dunni beyond thel cdl evil,
whenever a soul in Aryth is exposed to the anaeiitof a devilish
spirit, or an expression of the power of the davll gself, there is a
chance that his mind will shatter, that his sodl give in, and with
it evil and corruption will touch him.

These rules present an optional system for those wdmt to
present more dangers to the PCs than the mereamant skill
challenges, it is a reflection of a psychologicanehsion of
characters, and when used by a careful GM and mated player
can add a whole new level of challenge and deptheégame, be it
as a result of the Black Magic rules presentedexarii this chapter
or as a stand alone mechanic.

Corruption Saves

A corruption save is a special Will save made ire dand
relevant circumstances, dramatically appropriatemerts will
usually make themselves clear during a game, dhedfathe
players take a more active role and help the GMeldgvthe game
world. Basically a Corruption save should be made nwle
character:

« comes into contact with a demon or fiend, whetheis i

under the service of Izrador or not;

e comes into contact with a creature with the [ed#kcriptor
(which excludes most of Izrador's servants, suchhis
orcish troops);

e comes into contact with an unusually powerful andr@ut
sorcerer (beyond Corruption rank 7) or legate (bdylenel
7 in this class);

« casts a spell under the style of black magic ($@ekbmagic
rules) or practices a ritual sacrifice in orderdast such
spells.

Certain cursed magical artifacts or uniquely strdegis made
with the miracles granted by the dark god (for eplnthe famed
Crown of Shadow) can also force Corruption savesit kn contact
with the character beyond one day.

All Corruption saves are made against a DC set byettiity,
sorcerer or legate's CR, or the spell's cost in spalgy x3.

A character's current Corruption score

is applied as
circumstance penalty to all Corruption saves. Orae start on the
Guidelines for the DM: Check any spell that bears somesteady slope towards corruption, it is more andemdifficult to

stop.

A character that successfully saves against Cooupteed not
usually make another save due to the presenceeafdime creature
on that day.

failing a Corruption save

Every time a character fails a Corruption save,gaies 1 point
of Corruption to his Corruption pool, which the play@nd Gm
should keep track of. In addition to the corrupt&oore, there are
further effects which may not be immediately obgoto the
characters and those who are in contact with tmeupted subject
(see below).

Corruption & Insanity

For the characters with some insight into just lpmwerful and
dangerous are the forces aligned against the aesist there is a
stark choice between simply giving in to those ésrand giving in
to despair or madness at the realization that ttfosees will
someday win.

This insanity only has a chance to affect peopl® wheady
have at least one point of Corruption. Those whcehlrmanaged to
avoid being corrupted do not yet have the evilghts that can lead
them to insanity if they later reject attemptsaalier corrupt them.
Each time an already corrupt sorcerer successidles against
Corruption, he must make a second saving throweaséime DC as
the first. Failure causes him to become shakempégrialty on attack

Sample Major Effects
Corruption Effect

| The character’s apelike gait means he gains anrridtd
| bonus to all Climb checks and a +5 feet innate bdn
i his movement rate, so long as he runs on all fand
| carries nothing in his hands.

The character’'s skin glows faintly, giving aaslowy
illumination to a 5 feet radius area around him
giving him a 4 innate penalty to all Hide checks unl
he covers up every inch of skin on his body.

The character grows horns, gaining a natural gteek |
form for 1d6+ Strength bonus lethal damage.

i The character grows claws, enabling his unarmeatis
| to deal 1d6+ Strength bonus lethal damage.

| The character grows great fangs, gaining a nahitea
attack form for 1d6+ Strength bonus lethal damage.

The character’'s body becomes lémhand swollen. H
6 gains +1d6 hit points but has & #nate penalty to &
Dexterity-based skill checks.

The character is little more than a skiovered skeletol |
7 He gains a +2 innate bonus to Dexterity an® annate
i penalty to Strength.

I The chaacter’s skull cracks open at the rear, his brai
| swollen it pushes open the bone. His head is al
twice the size of any other human’s. He gains ¢
innate bonus to Intelligence, but 2 #nate penalty t
Constitution.

The character’s entire body is covered with snileish-
9 colored scales, giving him +1 natural Damage Reédu
(this stacks with any existing DR if applicable).

i The character’s eyes acquire a red glow. He gaws |
|| 10 light vision out to 30 feet, or gains an innate b®of 3C
I feet to his existing low-light vision, if applicabl
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rolls, saving throws, skill checks and ability ckecfor 1d6 rounds
and gain a permanent, minor insanity as agreechéyptayer and
DM from the list below (or from elsewhere if desiyelf the player
so chooses, he can instead take a Despair poirichwéts him
choose between despair and madness).

be controlled by the DM for 1d6 rounds, as he eardut an

act to the order of the voices.

Hallucinations: the PC sees objects which are not there, and
objects which are distorted. He suffers a congtenglty of

-2 to all attack rolls, whether melee or ranged.

A sorcerer who already has a minor insanity anid faisecond
insanity save becomes shaken once more, this tmad6 rounds, Recovering from Insanity

and gains a permanent major insanity, as agreetiédoplayer and
DM from the list below (or from elsewhere if desiyelf the player
so chooses, he can instead take a Despair poirichwéts him
choose between despair and madness).

It is always possible to fail the save against Guiam, thus
avoiding the madness or despair, if one would prédebecome
corrupted rather than mad. In that case, the ctaramillingly
embraces evil. It's time for alignment change...

A character that does not practice any black magidhave
contact with corrupting influences for three monthast make a
Will saving throw (DC 15 for minor insanity, DC 20 rfanajor
insanity) at the end of that time to completelyorer from his
insanity. Spending 1 Fate point helps get rid @fotruption point.

Che Mechanics

A character’s current Corruption is applied as aaftgrto all

Minor insanities Charisma-based skill checks when dealing with amotharacter
« Delusion: this is any belief which is not true. It could he thatis uncorrupted. o '

mild form of paranoia, or simply a complete A character’s current Corruption is applied as ausoto all

misunderstanding of one minor aspect of the waytbed Charisma-based checks when dealing with other cteisawith at

works. least as many Corruption points as she has, or awgnful entity of

+  Phobia: choose one suitable phobia, such as that agairf¥il- Corruption is also applied as a bonus torelhtidate checks.

snakes, apes, insects, or plant creatures. Whetlev@&C is Furthermore, Corruption has additional effects #evis:
in the presence of a creature that could triggemptiobia, he
must make a Will save (DC 20) or become panicked (-2
penalty on attack rolls, saving throws, skill ch&clntil he
can no longer see it.

e Sleeplessnessthe PC lies awake for several hours every
night, unable to sleep or find rest. He must makew’itude
save (DC 15) every morning or wake up fatigued 62 t
Strength and Dexterity, cannot run or charge).

Major insanities

* Paranoia: this is similar to delusions, but far more severe:
the sorcerer believes in a number of highly persoed
delusions, all of them relating to persecution &edchery
towards his own self.

« Voices: the PC constantly hears voices (perhaps even
Izrador’s), often insistently demanding that he f@ens
particular actions. Any time he is in a stressftiation (at
the DM’s discretion) he must make a Will save (DG a0

Sample Severe Effects
] d10 Corruption Effect
| Arms become a little longer than usual, amel tharacte

1 stoops slightly.

! The character’s skin becomes pasty and pale, ghvimy
an unhealthy, anemic look.

3 Odd, fluid-filled cysts form on the characteesrples.

The character’s fingernails turn purpliblack and swe
up, as though they had been hit with a hammer.

The character's teeth become elongated and

S

| . sharply.
| 6 The character begins to put on a little excesgiwe
7 The character becomes extremely thin.
8 The character’'s head always seems covered in B
and lumps.
f 9 Fishlike or serpentine scales appear on the chara
i belly.
The character's eyes are constantly swollen
| 10
I bloodshot.

1-2 points of Corruption: the character may have
occasional nightmares in which he commits atrociacts,
or may begin to develop a drinking problem or detder
some drug. Often this is not so much a direct éftédhe
corruption as a means to control it or avoid thigkaibout it.
3-4 points of Corruption: the character begins to question
the value of acting correctly or ethically, feelipgssimistic
about the future. He is likely to toy with the idimat evil is
at least honest in its selfishness. Keeping to a-evil
alignment will be very difficult at this point. THeC gains a
+1 bonus to Constitution and Strength.

5-6 points of Corruption: the character no longer cares
about others’ feelings or comfort, seeing them asmnore
than tools to be used in his personal pursuit ebglre,
power, knowledge, or whatever else it is that naigg him.
He may add his Corruption score as a circumstancasm
all Charisma-based skill checks to manipulate NPCifo
own schemes, which can include Bluff, Diplomacy, and
Intimidate at the DM’s discretion. The PC gains abehus
to Constitution but a —1 penalty to Wisdom.

7-9 points of Corruption: the character actively seeks out
powerful evil creatures in the hope of making atpaith
one, if he has not already done so. In most cdBespext
level he gains will be in the legate class, if tkigot entirely
inappropriate for some reason. If the player whayplthe
character is unwilling to roleplay these kinds bénges, the
DM should consider taking over the character a®&Nrhe
PC gains a +1 bonus to Constitution but a —1 penalty
Wisdom. The character may add his Corruption sesra
circumstance bonus to all Intimidate checks. Mipbysical
signs of his corruption will now be visible on atakt part of
his body: perhaps pasty-white skin, or glowing eyedfish
scales appearing on his belly. These first sigpeapwhen
he reaches 7 points of Corruption, and get progrelssi
worse each time he gains another point of Corruptionil
at 10 points he no longer has any chance to h&lphysical
corruption.

10 or more points of Corruption: at this point, the
character is a willing and zealous servant of laradHis
personal corruption is now so complete that he nsegd
directly corrupt anyone who makes peaceful conteith
him, just as though he were a powerful evil entityself.
He now no longer ages, but appears unhealthy azhéto
outsiders. In any event, more major physical sighis
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corruption will now be visible to most who obsefvien—
horns, or an apelike gait, or something similar.

has at least as many Despair points as him, or whkating with a
servant of lIzrador.

Despair is also applied as auboto all

Intimidate checks.
Furthermore, Despair has additional effects ag\ist

Despair PPoints

Hope is a dying commodity in Eredane, every dayShadow
takes another few yards from the Kaladruns andhBremeans a
day closer to the end of resistance. Humans areualtonquered,
their leaders corrupted and their traditions aradony locked away
in the darkest reaches of the Shadow’s libraribégesEand dwarves
turn more and more to the art of war, leaving belat the glorious
achievements of their civilizations in order to\8ue, gnomes trade
their dignity and the lives of those around thenoider to survive
another day, the undeniable truth, for all of thiemthe Shadow is
winning.

Despair, the loss of hope is more and more freqaemng the
resistance, and even the long lived elves and dgaave starting to
forget how a life without the Shadow is, and tuwag any chance
they have of grasping a brighter future in facetted seemingly
impossible odds they face at the battlefields.

Despair Saves

Any time a character fails a quest to save innopeople from
harm, witnesses atrocities without acting, or ity ather situation
that the DM sees fit (for example, after the chemacsuccessfully
killed a tyrannical legate and managed to flee, wtieey hear that
the local people were all put to the sword as sasi and as an
example of what happens tthtbse who would not protect their
beloved legate from terrorishs he must make a Despair save. This
is a Will saving throw.

Certain practices, like assassinating a helplesatdem cold
blood, or other cowardly actions, that can be seen “lesser evil”
can also force Despair saves. For example, whaawRIC do about
a peasant that has witnessed his resistance aeiwhsvho might
denounce him to the local authorities before hdcctiee? How will
he “silence” such an “innocent" person?

All Despair saves are made against a DC set byotlre f the
emotional shock (at the DM'’s discretion).

A character’'s current Despair is applied as a onstance
penalty to all Despair saves. Once you start onsteady slope
towards desperation, it is more and more diffitoilstop.

Consequences of failure

Each time a character fails a Despair save, shes dapoint of
Despair. There are further effects which will n@ inmediately
obvious to the characters (see below).

Losing Despair Points

You can get rid of Despair by spending Fate Pdiht§P = 1
Despair Point). Other ways include a pilgrimage a@o elven
sanctuary, or staying away from occupied lands authhearing
news from the Shadow for a whole month.

Witnessing acts of pure courage and bravery tfeasaccessful
can also help remove a character's Despair, at feasa time: it
shows the character that his fight, although diffign the extreme,
is not completely hopeless (consider that wherptmty reaches its
goals in a particularly successful way—completeorigz—the PC
loses 1 Despair point).

Wbat a DM Must Rnow

A character's current Despair is applied as a pental all
Charisma-based skill checks when dealing with amotharacter
who still clings to hope (he will radiate an aufsadness).

A character’'s current Despair is applied as a botwsll
Charisma-based checks when dealing with anotheactesr who

fate

1-2 points of Despair:the character may have occasional
nightmares in which he relives particularly travim&vents
(he was unable to save innocents from being slaugght for
example), or may begin to develop a drinking proble a
taste for some drug. Often this is not so muchrectieffect
of the despair as a means to control it or avoidkthg
about it.

3-4 points of Despair:the character begins to say phrases
such as “What is the point of fighting when you wngou
won't win?” Keeping true to alignment will be very
difficult. At this point, the character is constignempted to
give up the fight and retire in loneliness, feelihgt all is
lost. It will take 1d6 weeks or successful roleptayfrom
other PCs to persuade him to once again join ttn.fig

5-6 points of Despair:the character no longer cares about
others’ feelings, seeing them as no more than twlbe
used in his personal fight against the Shadow (yis,
means that the character no longer cares abouténbtives

if it means he can achieve his goals; he thinks kikng
innocent people is sometimes necessary, and eecortly
way, to defeat a greater evil). At this point the@acter no
longer makes the distinction between the goal amal t
means, and uses sentences such as “you can't mmke a
omelet without breaking eggs.”

7-9 points of Despair:at this point, the character feels the
fight against Izrador's forces is doomed. He wdgim to act
in a suicidal way, feeling the desire to die in lazb of
glory. Only the wait for the right "opportunity".é., dying
while slaying a powerful foe, thus striking onetjasard
blow to the Shadow before he is killed) will keemtalive.
Every time he meets an opponent in the servicerafbr,
he must make a Will save, the DC of which is setthzy
NPC or creature's CR. If the save is failed, the chara
attacks it, regardless of the likely result.

10+ points of Despair: the character actively seeks out
legates or other powerful servants of Izrador i iope of
making a pact with one, if he has not already demeBy
now, the character believes that the fight agdimrstdor is
doomed, and that allying with him could still sas people
from complete destruction. He has come to seeritkmg as

a noble one, with whom deals can be made, and st
resistance leaders actually no longer care fopdaple they
are supposed to protect. If the player who plagsctiaracter
is unwilling to roleplay these kinds of changese thM
should consider taking over the character as an NIPE.
character may add his Despair as a circumstanaestiorall
Intimidate checks, even those relating to orcsahér low-
level servants of Izrador. His features look tirbts eyes
cast a dark light, and even his smiles have atsinligok. At
this point, the character is a traitor and will rigt the
resistance group to which he belongs (if he haain&ady
done so). He will actively seek “conversion” inteetOrder
of Shadow, and can begin to gain levels as a le¢wenas
fully and willingly embraced the Shadow, and nowatis
the path of Darkness.

Ponts

Fate Points are a narrative device enabling theemao have an

input on the game, beyond merely describing thein actions and
throwing the dice. With Fate Points, the player edter the game
world in some way to benefit his character, thisally comes into
play as a mechanical

benefit in exchange for driaaift

appropriate and well roleplayed actions, but map de a simple




way of giving a boost to a task or roll a playensiders relevant to
the game, despite how it may or may not be impot@athe game
as a whole.

At character creation each PC gains 3 Fate Poiits)(Fhese
may be used through the course of the game to abewurof
purposes, below are some examples of possible bsesreativity
and necessity should prove a better teacher tharsiiall list of
examples below.

Left for dead

PCs become unconscious when reduced to —1 hp, aendhein
reduced to —10 hp. However, when a PC’s hit poiageh —10 by
any means, he may spend 1 FP to avoid being lolledght. He is
instead “left for dead.” A character who is left fitead appears dead
to a casual examination, though he still has a aharf recovering,
particularly if quickly attended to by a charackdth the Heal skill.
If he is healed of at least 1 hp of damage withie dour of being
left for dead, either with the Heal skill or by sersorcerous means,
he is considered to be stable and at -9 hp. Ifshaot healed, he
must make a Fortitude save (DC 20) after one hésudcessful, he
stabilizes himself and is at -9 hp. If he fails, isefinally and
irrevocably dead—whether or not he has any FPs left

Mighty blow

Rather than rolling the damage dice on any sucdebsfior
damaging magical attack of some kind, you can dteaeclare a
Mighty Blow, at the cost of 1 FP. A Mighty Blow alwayleals the
maximum possible damage. This includes any bonosada, such
as that rolled for sneak attacks. A primitive oanstard quality
weapon always shatters irreparably when used foeded mighty
blow. Even a masterwork weapon has a straight 588%nae of
snapping in two, but if it does, it will usually Ip®ssible to use the
broken blade as an improvised weapon—it will notcbenpletely
destroyed.

Repentance

You spend one or more FPs to leave behind yourend life,
and make an effort to start fresh. Each FP spetftisnway removes
one point of Corruption or Despair.

Hcquiring fate Points

When you spend a Fate Point, it is gone forevedoks not
recover with time, nor do you automatically gainvnEPs as you
become higher level. Each time your character aptishes a major
goal, either personally or as part of an advenguparty, he gains
from 1 to 2 FPs, always at the discretion of the .Db4ually this
will occur only at the successful conclusion of @iventure. An
entirely unsuccessful adventure will tend to mean go not gain
any FPs as a result.

Reputation Points

In MIDNIGHT, only one thing really matters: how big is thecpri
on your head? Be it through direct or hesitant taste, as your
character proves to be a problem to those whoviollee shadow he
will gain renown and fame, and with it, boons andses will come.

Gaining Reputation Points
Reputation points are gained:

In a specific region (although when the PC gainsugho
Reputation, it will eventually become continent-wigke the
Shadow has decided he is a definite threat toowgep. This
happens when his group reaches threat level helew);

If the PC is identified (i.e., the Shadow's forceweér seen
his face and know his name; remember, it's alwad to

act openly in this setting). Using an “alias” (i.dake
identity) will likely set the counter to zero agaat least for
a time, until the legates discover that A and Biageed the
same person. Don't underestimate the legatestiebilio
investigate! This is of course left open to eactiviidual
DM'’s interpretation, as the investigation about tRA€'’s
identity is most of the time unknown to him (andndo
forget that legates can speak with dead and thenragate
the PC’s victims if he is not careful).
Sample events that grant a bonus or penalty t@ctreputation

points a character have are:

For each legate killed: 5 points

For each Shadow-aligned creature slain: 1/2 p@&ngR

For each point of Despair: -1 point

Defeat an enemy whose level or HD is 1-3 highen tA&'s

own: +1

Defeat an enemy whose level or HD is 4-6 highen tA&'s

own: +2

Defeat an enemy whose level or HD is 7 or highantRC's

own: +3

PC was imprisoned & escaped after: +5

Defeat an enemy whose reputation is 15-19: +1

Defeat an enemy whose reputation is 20-50: +2

Defeat an enemy whose reputation is above 50: +4

Widely believed to be dead: -1

Return from apparent death: +2

Gain a character level: +1

Complete a major scenario: +5

For each zordrafin corith (pale mirror) destroyetl0 points

For each zordrafin corith (red mirror) destroyed0-points

For each zordrafin corith (grand mirror) destroyed:00

points

Using Reputation:

For every 10 points of Reputation, the charactenga -1
penalty to his Disguise checks as his features rhecmore and
more widely known.

For every 10 points of Reputation, the charactenga +1
bonus to any Charisma-based skill with any resigtaligned NPC
(or to any Intimidate check made against any sérnthe
Shadow).

Chreat Levwels

The Threat levels are computed by adjusting theragee
Reputation levels (rounded down) of the PCs in théypahus, if
PC A has 3 in Reputation, B has 5, and C has 6, 3+Bb4:614/3=4.
Thus the current number of Reputation points ofpgy is 4.

These points help determine the Threat level tiy paeans for
the Shadow. The higher the threat, the more aggeei® response.
Each time a PC party gains a new Threat level, thed&w will
react increasingly. Following is an example of tpetential
responses from the Shadow;

Threat level 1 (0-10 points):the PC has attracted the
attention of a wandering wildlander (if operating the
wilderness) or a rogue (if operating in an urban
environment) who is 3 levels higher than him.

Threat level 2 (11-20 points)Zebrim the Slayer's band (or
an equivalent bounty hunter NPC and his gang)ns sker
the party.

Threat level 3 (21-30 points):a legate with an astirax is
now tracking the PC.

Threat level 4 (31-40 points)an orcish host led by a legate
and seconded by an oruk officer is now trackingRfis.
Threat level 5 (41-50 points):a small orcish army (50 orc
troopers, 10 oruk officers) is now tracking the P@s.
addition, by now the party’s reputation is no longerely




regional,

legendary character, both for the

occupation forces.

but he is famed (and hunted down) allrovehaving troubled sleep, going off of food, heariraices urging him
Eredane by the Shadow's forces. He has become quiteo commit atrocities, seeing things, and so forth.

resistance anel th A character with taint may occasionally find hefagiged to

perform some evil deed (often when sleeping), mmiher to

« Threat level 6 (51-60 points):the party has attracted the make a Will save of DC 14 + current Taint ratingtlee Dark God’s

attention of the Council of Wrath, or other simigaoup of
highly-trained assassins.

e Threat level 7 (61-70 points):a demon from the Aruun is
especially bound in a powerful ritual and sentrafe party.

influence drives her to commit some evil. Fortuhaer maybe not
so) for the character, when this happens, it i abe has had a
blackout, and has no memory of this time under Blagk God'’s

influence, nor of any actions taken during it. Surcffluence rarely

e Threat level 8 (71_90 points):an important puppet prince/ lasts more than a few hours—an entire night, at tmiisthe

greater legate/ whatever important servant of thadSw
has sworn to kill the PCs with his own hands. Aléety,
Anaximath has been dispatched to search for thiy pad
kill them.
e Threat level 9 (91-100 points): A Night King (and
servants) has vowed to personally capture/killthety.
Those are of course only examples, but show areasang
degree of response from the Shadow to the thraatbibcomes the
party to its interests, and its willingness to spenore and more
precious assets to get rid of them.

Cawnt Mechanics

The Heart of Shadow supplement first presented iat taBecomlng Corrupted

mechanic to be used with theidMIGHT setting but it is not the
perfect fit for everyone, under that light we presieere two options
to the Taint rules that were developed before tiwatk ever come
out, each has its own advantages and flaws, buatdret simple and
easy enough to handle to make them worth a shdgngsas the
idea of taint among heroic characters is not soimgtiiou are not
averse to, of course.

Option I: Taint Rating

The Shadow of the North can slowly taint those wbmmit a
bad act or one which furthers the Dark God'’s caus# they are his
to command, his absolute loyal servants. Those fath¢o the taint
are no longer as they were, for although on theidetthey may
seem to be the same, acting and speaking muckewsice did, the
corruption that now embraces them like an evil eanneans they
will commit any and all manner of diabolic transgg®ns in their
Dark God’s name, harming loved ones and familyeali&nd now
lack all moral resolve, compassion, or mercy.

All players, regardless of class or species, begith a taint
rating of zero.

Increasing Caint Rating

Every time a character commits an act of evil (gelfish or
self-serving, but hurtful, harmful, or cruel) orrflgms some actions
which knowingly or not further the Dark God's causieey must
make a Will save of DC 14 + current Taint ratingilifg this
means the character receives a point of Taint AedDark God
gains a little influence over them. For examplehif who robs
people is not necessarily evil; he certainly ism'taw-abiding or
necessarily nice person, but he is not being emlgh to warrant a
Taint check. However, if the same thief were tdux@ or even Kkill
his victims that would certainly be an evil enowgtt to warrant the
check.

A DM may rule, if he believes the action commitisdbeyond
redemption, that the character automatically gairnmint of Taint
without allowing a save.

Effects of Caint

Whenever a character becomes tainted he has knigwargot,
allowed the Dark God a little more influence ovenhAs the rating
increases, the tainted becomes increasingly aditatel restless,

character succeeds on the save she resists thisrioé and may not
be affected again for one week, though the voiced arges
inevitably return.

Reducing Caint Rating

It is possible for someone who is tainted to redinegr rating
but only if they are truly repentant and willinggerform some form
of atonement. A tainted character may reduce tia@t rating by
one by performing some act of great heroism orsatfifice.

It is also possible for a character to reduce thaint rating
through some form of atonement involving much nadin, prayer,
self-reflection, and honest-to-goodness repentance.

There are those whose taint becomes so great they
themselves to the Dark God completely, becomingddyial servants
from that point onward, totally loyal to the caws® totally without
an ounce of morality, compassion, or goodness m@ngiwithin
them.

Any character whose Taint rating equals or excetusr
Wisdom score becomes corrupted and is effectiveNRC from
that point onwards.

Such corrupted beings gain the “Corrupted” template.

Redeeming the Fallen
Once a being has reached the Corrupted stage dfeeddively

beyond redemption, being lost to the Dark God'tugrice forever.
However, it is feasible, if the DM allows it, thatcorrupted being
could return to the light by performing an act afck selfless
heroism and sacrifice that it will reduce the Tatot half the
character's Wisdom score. However, such an act aeently
reduces the redeemed being’s Wisdom by 1d2 poftecting that,
although redeemed, he will forever be more susgkeptd Taint in
the future than others.

Option 2: Caint Steps
Step 1: The Nightmares

Descriptor: The character suddenly finds himself feeling a
presence. Nothing can be seen, heard, or smeltabsgnse that
something is there never leaves him. The chardictds his dreams
filled with dread nightmares: loved ones slain, fids betraying
him. The character begins to look drawn and tirad is jumpy and
paranoid.

Effect: Each night the character must make a Fortitude sav
(DC 10 +1 for each successive night the save h&djaiFailure
means the character awakens fatigued, and is sraqpyistracted.
When a character has failed a number of times etmahis
Constitution modifier he moves on to Step 2.

Step 2: The Wbispers

Descriptor: The character hears a quiet voice in his head,
speaking to him, lying to him, telling him that same is lying or
seeking to do him wrong, posing “what if’ situatioa8f the time,
constantly throwing the character into doubt. Somes the voice
will be belittling, or jeering, sounding like a frid or loved one, or




a hated enemy; other times it will be soft and agriand promlse
the character everything will be okay if he only \dten to it.

Effect: Each day the character must make a Will save (DC 10
+1 per previous failed attempt, up to a maximum2®) or give in
and listen to the voice, thereby suffering fronSwaggestioras per
the spell of the same name. Sometimes he says lsiognaiut of
character or does something inappropriate. Aftesharacter has
failed a number of times equal to his Wisdom scaoneye on to
Step 3. If the character succeeds at a numbewetsa a row equal
to his Wisdom he moves back to Step 1.

Step 3: Che Lie and the Promise

Descriptor: The character hears the voice clearly now, and in
his own head hears it as himself, the sound obhis conscience,
and as such he listens to it. The voice tells treracter everyone is
against him; it rationalizes what it says to the @wer in plausible
ways, it tells the character he must act and act hefore its too
late, that there is no more time for doubt and gisien, that only
by taking some action will he finally be safe, findde justified. The
voice promises that nothing will happen to him ifun lets go.

Effect: The character must make a Will save (DC 15 +1 per

failed previous attempt, up to a maximum of +2Q3heday; if she
fails the save, the character is affected as thdwgla Dominate
Person spell and becomes an NPC. Each day the character is
allowed a new save to regain control, or when fdr¢e do
something really bad (harm a friend or loved orikakchild, etc.).
If a character fails a number of saves in a ronaétpuher Will save,
she has fallen from grace, and moves on to Stéfp However, she
succeeds at a number of saves in a row equal tdVilesave, she
moves back to Step 2.

Step 4: The Fall

Descriptor: The character is no longer himself, he is an agent
of Izrador, everything in his mind is twisted andrapt, he hears
only the voice of his lord urging him to serve land to do his will.

Effect: The character gains the Corrupted template (See
Chapter7 for more details).




Baden'’s Bluff, Arc of Sennach, 99 Last Age

Screams echoed off the walls of the largely empty
warehouse. The wreckage of what was once a man is
strapped to a table. That the man is still alivaitestament
to what a body can endure. With a smug smile theirer
discards his bloody gloves and walks toward a grofip
heavily armed and armored men. “An exceptional spen;
he lasted far longer than | thought, but he told wieat we
needed to know. The usurpers are sending a Highiditqu
and an elite team to purge the city and the darkpte of
those who follow the true faith of our Dark Lord.€Th
Inquisitor will arrive with the next troop transports

Prestige Classes

Being a nemesis in the world ofidMiIGHT means more than in
other campaigns. Here, the servants of evil arehitaten or on the
run, they walk on the streets wearing their symipotaidly and can
be found on any court on the larger cities, butnesenong them
there are those who seek more, that specialiZeein toles in order
to better serve Izrador, and with it, to furthegittown agenda.

The prestige classes that follow are highly sped| and
while prestige classes from other sources may bd irsthe world
of MIDNIGHT with some editing, these are born from the cu#uned
politics of the land itself. The DM of any campaiignfree to use or
disregard these classes as he sees fit.

Corith Hdept

Through a mirror, darkly....

While the legates are generally immune to the &ffef the
black mirrors, the powers of the channelers inShadow’s service
are suppressed. The Night King, Sunulael, has ngyed this
threat to his own abilities or power base and utiesl recent
destruction of red mirror as a leverage to devedogadre of
channelers who would be able to not only functidgthiw the range
of a black mirror, but would be able to draw on saohits power.

This seems to have the blessing of Izrador, althabgre is at
least one story of a grand corith adept havingshid drained away
to feed the Shadow....

Hit Die: d6

Requirements

To qualify to become a corith adept, a charactestrfulfill all
of the following criteria.

Skills: Knowledge (Arcana) 9 ranks, Spellcraft 9 ranks.

Feats: One metamagic feat.

Spellcasting: Must know at least 13 spells of at least 1st level
and must be of the hermetic or charismatic tradlitio

Other: Base Will save +5.

Special: The character must partake of a vile ritual inirvthe
sacrifice of a sentient being presided over bygate, who must
have access to the Magic domain and be of at &hdevel, at the
site of a black mirror.

Class Skills

The corith adept’s class skills (and the key apiiir each skill)
are Climb, Craft, Handle Animal, Heal, Hide, Knowledghadow),
Listen, Move Silently, Profession, Ride, SearchptSgBurvival,
Swim, Use Rope.

Skill Points at Each Level:2 + Int modifier.

Class features

All of the following are Class Features of the doradept
prestige class.

Weapons and Armor Proficiency: Corith adepts gain no
proficiency with any weapon or armor.

Art of Magic: Corith adepts gain bonus spell energy equal to
their class level. This amount is in addition ty apell energy they
have from the Magecraft feat or from another clabdity. In
addition, the corith adept expends less of his @mergy when
creating magic items. The corith adept pays 10% KB to craft
any magic item regardless of its type. He must stilve the
appropriate feat to create the item. This reductimmeases by an
additional 10% at 5th level and 10th level.

Corith adept levels stack with channeler levelstfi@r purposes
of determining the highest-level spells the chamadan cast. A

Base
Class  Attack Fort Ref Will
Level Bonus Save Save Save Special
1st +0 +0 +0 +2
2nd +1 +0 +0 +3  Darksight,
3rd Sl +1 +1 +3  Dark Scrying
4th +2 +1 +1 +4  Bonus School
5th +2 Tt il +4  Bonus Feat
6th +3 +2 +2 +5  Greater Corith Mastery
7th +3 +2 +2 +5  Scryblast
8th +4 +2 +2 +6  Bonus School
9th +4 +3 +3 +6  Bonus Feat
10th +5 S +3 +7  Grand Corith Mastery

Art of Magic, Improved Spellcastihgsser Corith Mastery




character with more channeler and corith adeptidettan levels in  fey races becoming a raw, even demonic, hatredai@estc legates
other classes adds +1 to his character level Erméte the highest- with a certain penchant for the Shadow’s nihiligtatred of all life
level spells he can cast. For example, a chn5/ag3/can cast up have learned to focus this dark spite, an unhalygible thing, with

to 8th-level spells. which they seek to scourge the lands of Aryth adrgvast living
Improved Spellcasting: Each time the character achieves a neviey.
corith adept level, he gains two new spells of adyool and level As a symbol of their vile hatred, this unusual tegarder, found
he can cast (according to his new level). A costlept can learn only among the ranks of the orcs, have chosen ¢osusurges as
additional spells according to the normal rulesléarning spells. their favored weapons, great many-tailed lashedab leather
In addition, a corith adept’s effective caster lemereases by tipped with spines of iron and bone (medium onedeanexotic
one each time he gains a level. This affects leslakted spell weapon; damage 1d8; crit 20/x2; 2 Ibs.; slashiiige flesh-tearing
effects, caster level checks, and the level ofispleht the character wounds these weapons inflict upon the feyscourfpEs have also
can learn. It does not grant him any bonus spelépell energy. led to this legate order sometimes being refercedst the Bloody
Lesser Corith Mastery (Su): The corith adept is irrevocably Flensers.

bonded to the power of zordrafin corith. His magicno longer
suppressed by black mirrors, but he can only recepell energy

Hit Die: d8.

within the range of a black mirror as shown on pagé of the Requimments

campaign setting. Also, casting spells outsiderémge of a black
mirror costs the corith adept one extra point dlispnergy (or one
extra point of Con damage).

To qualify to become a feyscourge, a character rflfgt all of
the following criteria.
Race: Orc.

Darksight (Su): The corith adept is able to see through the gyijis: Intimidate 5 ranks, Knowledge (Shadow) 8 ranks.

darkness that surrounds a black mirror. He doegaiot this ability
in other areas of darkness, magical or otherwise.

Dark Scrying (Sp): The corith adept may use a black mirror to

Feats: Exotic Weapon Proficiency (Scourge) and Skill Facu
Knowledge (Shadow).
Spellcasting: Must be able to cast 3rd-level legate spells and

castgreater scryingonce per day. A corith adept of sufficient Ievelha\,e access to the Destruction or Evil domains.

to cast this spell normally, and who has accesthé¢oDivination
school, may learn this spell for free.
Bonus School:As described under the channeler base class.
Bonus Feat:As described under the channeler base class.
Greater Corith Mastery (Su): While within range of a black
mirror, the corith adept is able to siphon a smaltion of its power
to partially ameliorate the cost of his spells. sTheduces the spell
energy cost of any spell cast within a corith’sgavy one.

Other: Must have sacrificed at least a dozen fey in aakitu
flensing ceremony dedicated to Izrador which rezpithe use of a
scourge (the ritual requires a DC 20 Knowledge @8hg check to
be performed successfully). In addition, the cha@maemust have
fought the fey in either the Erethor campaign oce taladruns
campaigns and have personally slain at least opendi@y in battle.
The character must have been brought below zejmohits by a fey
combatant at least once.

Scryblast (Su): The corith adept may cast a single offensive or

summon spell at any target or area viewed throhghbtack mirror
with the Dark Scrying ability, but doing so end® tbcrying. The
spell level cannot be higher than one half thesclegel of the corith
adept.

Grand Corith Mastery (Su): The most powerful of corith
adepts are able to further reduce the cost of cgmtihg. The
additional spell energy it costs a normal channeiétin range of a
back mirror is now the reduction in cost for a toadept casting a
spell within range. However, there is a drawback th unknown to
Corith Adepts: Every time they cast a spell thera ipercentage
chance equal to the reduced spell energy costzredor will suck
out the adept’s soul and leave behind an empty.shel

feyscourge

“No respite while a single fey still draws breath”
- Motto of the Bloody Flensers

The bitter battles fought between orc and elf ardamd dwarf
has resulted in the orcs’ natural racial antipdtrythese and other

Class Skills

The feyscourge’s class skills (and the key abfiityeach skill)
are Concentration (Con), Craft (Int), Diplomacy (Chijndle
Animal (Cha), Heal (Wis), Intimidate (Cha), Knowled{#rcana)
(Int), Knowledge (Shadow) (Int), Profession (Wiaphd Spellcraft
(Int).

Skill Points at Each Level:2 + Int modifier.

Class features

All of the following are Class Features of the feysge
prestige class.

Weapons and Armor Proficiency: A feyscourge is proficient
with all simple and martial weapons as well assbeurge, with all
types of armor, and with shields (except towerlgkje

Detect Fey (Su):At will the feyscourge can detect any fey race
other than the orcs. This ability works like tHetect evilspell,
except where noted.

Feybane | (Su): Any weapon the feyscourge wields gains the
feybane enchantment, effectively adding 2d6 poistsdamage
against the fey races, except for the orcs. Intadithe weapon is

Che feyscourge
Base
I| Class Attack Fort Ref Will
|| Level Bonus Save Save Save Special
| 1st +0 +2 +0 +2 Detect Fey, Feybane |
2nd S +3 +0 +3
|| 3rd +2 +3 +1 +3 Feybane Il
4th +3 +4 +1 +4
5th i£3 +4 +1 +4 Feybane Ill

Spells per Day
+1 level of existing class

+1 level of existing class
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treated as magical for the purpose of overcomimgadge reduction.
Feybane II: Any spell cast by a feyscourge carries his owrnimal (Cha), Heal (Wis), Intimidate (Cha), Knowled(#&rcana)

hatred against the fey, dealing damage to them.spejl cast by the
feyscourge deals 2d6 points of damage to a feydbtace, except
for orcs, even if it would not deal damage otheewis

Feybane Ill: The feyscourge’'s spell DC is increased by
against the fey races, except orcs. This abilagks with any other
ability that heightens the DC of spells.

Pound of Darkness

It has been a hundred years since the Shadow hes &ver
Erenland. For many years the followers of the Shabave spread
fear and destruction, taking what they could andngi nothing in
return. Now they have done what none thought plessiaking an
even deeper toll from the conquered lands by cl@mthe
inhabitants’ own will.

Since their first day legates learn the dangercangsvef politics
and power struggles, seeking the highest ranksugfirall means
necessary and taking out whoever opposes them.eTlegmtes,
born from the politics of the many circles of thedér of Shadow,
leave behind all hope of a life of power in thethe&the religion of
the Shadow, instead exercising their knowledge@ower over the
weak and innocent people of their newfound regishere they
were outcast by rivals of the Order of Shadow.

Lacking any unity or contact, each hound of darkrissa single
authority and frustrated legate, whose devotiotztador is turned
against all his enemies. Occasionally a hound dfrdsss is known
to direct the people under his influence againsttear legate, not
only resistance groups; this usually reflects aipdtes, but this can
indicate a new attempt of reaching the highestirsyzkwithin the
Order of Shadow.

The name “hound of darkness” was given to thosiioeis
manipulators and demagogues by a variety of resistagroups
because the way they manipulate the people classgmbles how
a shepherd’s dog directs the sheep to avoid predata hazards.

Hit Die: d8.

Requirements

To qualify to become a hound of darkness, a charatiust
fulfill all of the following criteria:

BAB: +5.

skill) are Concentration (Con), Craft (Int), Diploma@ha), Handle

(Int), Knowledge (Shadow) (Int), Perform (Oratory)Cha),
Profession (Wis), Spellcraft (Int), and SurvivaliéV

Skill Points: 2 + Int modifier.
2

Class features

Weapon and Armor Proficiency: Hounds of darkness are
proficient with all simple weapons, with all type$ armor (light,
medium, and heavy), and with shields (except tahélds).

Spells per Day: At 1st level and every two levels thereafter
(3rd, 5th, 7th, and 9th) the hound of darknessgaiew spells per
day as if he had also gained a level in the legatgs. He does not,
however, gain any other benefit of the class, sashincreased
turning ability.

Astirax Companion: The hound of darkness class levels stack
with legate levels for purposes of determining d&sirax companion
powers.

Fearsome Determination:The character may add his hound of
darkness class level to all Intimidate checks. tdi@on, the
character gains a +2 bonus on Fort and Will savadenagainst
spells cast by beings not aligned with the Shadow.

Enhanced Hatred I: The hound of darkness can use the Hatred
domain ability an additional time per day for evéwo hound of
darkness class levels.

Enhanced Hatred Il: The bonus gained from the Hatred
domain ability increases to +3 and its duration rioves to 2
minutes.

Enhanced Hatred lll: The bonus gained from the Hatred
domain ability increase to +4 and now applies tmalge rolls of all
melee attacks and direct damage divine spellstyathe character
for the duration of the ability.

Tracker: The hound of darkness gains the Track feat fa, fas
he is adept at hunting down and persecuting fo#iseoShadow.

Rabblerouser (Ex): If the hound makes a speech of at least a
minute’s duration to a group of people who areeast Indifferent to
him and not active enemies of the Shadow and thmuadion, he
may try to make them more hostile towards a spetifiget. This
may be a specific ethnicity or locality, a fey raoe all fey,
Resistance agents, etc.

The hound makes a Perform (Oratory) check, addisndiatred
domain bonus if he has activated it at least ondbe last 24 hours

Skills: Intimidate 8 ranks, Diplomacy 5 ranks, Performagainst a member of the target group. In additibe, hound of

(Oratory) 3 ranks.
Spells: Ability to cast 2nd-level divine spells.
Special: Must have access to the Hatred domain.

Class Skills

The hound of darkness’ class skills (and the keltwalfor each

darkness may gain a synergy bonus from Bluff andldbipcy
checks, provided he has 5+ ranks on those skills.

Anyone listening to the hound of darkness must makeill
save (DC equal to the hound's Perform check redaityire means
the character’s attitude shifts one step towardsilitg with regards
to the target group. If the check fails by 5 or eothe character

4

Che Bound of Darkness
Base
Class  Attack Fort Ref Will
Level Bonus Save Save Save Special
1st +0 +2 +0 +2  Fearsome Determination, astiraxpzonion
2nd il 8 +0 +3  Enhanced Hatred |
3rd +2 +3 +1 +3 Rabblerouser
4th +3 +4 +1 +4  Tracker
5th +3 +4 il +4  Enhanced Hatred Il
6th +4 +5 +2 +5  Compelling Fear
7th 5 +5 +2 +5  Dark Demagogue
8th +6 +6 +2 +6  Enhanced Hatred Il
9th +6 +6 +3 +6  Compelling Manipulation
10th +7 +7 +3 +7  Discordant Prayer

Spells per Day
+1 level of existing class

+1 level of existitaps
+1 level of et class
+1 level of existitaps

+1 levelenfisting class




automatically becomes Hostile to the group instead.

Affected creatures are more likely to respond te Hound's
urgings to violence against the target group, aednore disposed
to follow him. All affected people gain a +2 mordenus against
social checks made by members of the target grewgh(as Bluff or
Diplomacy checks).

profane bonus to attacks, saves, and AC againsatpet group for
a number of followers equal to five times her cles®l. A follower

is any character affected by the hound of darknessblerousing.
To gain the bonus the character must be withinhearsf the hound
of darkness. This works just like the Hatred dorreility, except
that it is constant, is not improved by the houfidiarkness’ class
abilities, and does not count against the dailysusfehis domain
ability.

Skills: Concentration 8 ranks, Knowledge (Shadow) 4 ranks,
Spellcraft 4 ranks.

Spellcasting: Must be able to cast 3rd-level divine spells and
have access to spells of the divination school.

Special: Must be ritually blinded by the removal of bothesy
have iron nails driven into his eye sockets or atfiee cruelly have
Dark Demagogue (Ex): The hound can provide up to a +2their mundane sight removed permanently from hirhesr

Class Skills

The legate seer’s class skills (and the key abitityeach skill)
are Concentration (Con), Craft (Int), Diplomacy (Chijandle
Animal (Cha), Heal (Wis), Intimidate (Cha), Knowled{#&rcana)
(Int), Knowledge (Shadow) (Int), Listen (Wis), Pession (Wis),
and Spellcraft (Int).

Skill Points at Each Level:2 + Int modifier.

Compelling Fear: The hound of darkness adds a +1 bonus to

the DC of any fear-based spell he casts, this betack with other
bonuses provided by feats and abilities.

Compelling Manipulation: The hound of darkness adds a +1

bonus to the DC of any charm or compulsion spelcasts, this
bonus stack with other bonuses provided by feadsailities.

Discordant Prayer (Sp): The hound of darkness may chant &*

Discordant Prayer once per day. This ability warktjlike the spell

Class features
All the following are class features of the legater prestige
class.

Weapon and Armor Proficiency: A legate seer gains no
dditional armor or weapon proficiencies.

Blindsight (Ex): At 1st level the seer’'s newly awakened Sight

song of discordwith a caster level equal to the hound of darkhes C@UsSes his mind’s eye to sense his surroundingsidng him with

character level.

Legate Seer

“Beware this legate that appears to be blind. Notice
how he never trips on the cobblestones, and howwayal
finds his path. That legate may be blind, but hesdeetter
than you or I.”

Within the Order of Shadow there are those who rgue
hidden ritual during which their eyes are torn dwtywever, through
this ritual Izrador's power grants them the powér®ight.” This
power is not sight in the traditional sense, butrena mystical
awareness, an extension of the mind’s eye.

Through the use of this Sight these seers aretatsee far and
wide across Eredane within moments in order tockeaut people
and places their Dark Lord seeks. Using the Sighwvever, is both
mentally and physically taxing.

The seers may be blind to most, but thanks toability they in
truth see more than people realize. All legatessasx branded with
the tattoo of a third eye in the middle of theirdioeads, while their
redundant eye sockets are frequently bound witth clo

Hit Die: d6.

Requirements

To qualify to become a legate seer, a charactet fulfidl all of
the following criteria.

Saves:Base Will save +4.

Feats: Spell Focus (Divination), Iron Will.

a mental image of his surroundings to the rangeifsp@. This Sight
is far more acute than normal vision, and is uniteoke by any
invisibility or darkness effects and most types awncealment,
though the seer must have a line of effect to atare or object to
discern it. The seer does not need to make any@gasten checks
to notice creatures within range of the seer’sdslight. This ability
also allows the Seer to take notice of any bodibpést around him,
as well as any other incorporeal creature.

The Sight (Sp): At 1st level, just after their ritual blinding,etn
sight manifests itself. This essentially allowsrsee reach out with
their mind’s eye and see far off places. This wddksall intents and
purposes as the spslitrying but may be used at will, though for no
longer than the seer’'s class level in minutes . Wsing this
ability is physically and mentally taxing, requigithe seer to make
a Fortitude save at DC 14, +2 per additional ushénsame day. If
failed, the seer loses a number of temporary dottistn points
equal to the amount by which the save was failedthe strain of
using the sight and the backlash of the mind’s legimg yanked
back in to the seer’'s mind catches up. If Constituts reduced to 0
or below the seer falls unconscious for 1d4 minutes

Evil Eye (Sp): Beginning at 2nd level and then again at 4th
level, the seer gains the ability to use the eyd en anyone within
the range of his blindsight. The evil eye worksatlyaas abestow
cursespell cast at the seer’s class level.

Prying Eye (Sp): At 3rd level a seer can send his mind’s eye
out in many directions at once; in effect this woekactly like the
prying eyesspell cast at the seer’s class level.

All-Seeing Eye (Ex):When a seer reaches 5th level the power
of his sight has grown to such extent that the gméms Evasion
within the range of his blindsight. If he makesuzessful Reflex

Che Legate Seer
Base
|| Class Attack Fort Ref Will
| Level Bonus Save Save Save Special
| 1st +0 +0 +0 +2  Blind Sight 20 ft., The Sight
2nd +1 +0 +0 +3  Evil Eye 1/day
|| 3rd +1 +1 +1 +3  Blind Sight 40 ft., Prying Eye lyda
4th +2 stils TS +4  Evil Eye 2/day
5th +2 +1 +1 +4  Blind Sight 60 ft., All-Seeing Eye

Spells per Day
+¥deof existing class
+1 level of existitigss
+1 level of existing class
+1 level of existiclgss
+1 level of existing class
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saving throw against an attack that normally dbal§ damage on a
successful save, he instead take no damage. Tieeditlg eye
ability is only of any use to the seer if he is vieg no or light

armor.

Feats: Combat Expertise, Iron Will, Leadership, Mounted

Combat, WeaponFocus (longsword),
(longsword).
Spellcasting: Must be able to cast 3rd-level legate spells and

Weapon Specialization

Restriction: A Legate Seer can never have his eye sightave access to the War domain.

restored by spells and effects, any spell that doestore their sight
either fails or is unable to achieve that particutsult, depending
on whether it would accomplish something else dr no

Legate Warlord

The beast appeared to have been a horse at one time
but was no longer. The majestic animal had beemgéd
by lzrador's dark priests. Its hooves were as sham
obsidian, and blood frothed from its mouth with gver
breath it took. The beast was a horror to be feat®d, not
as much as the dark legate that broke the creaturgs will
and rode it as a mount.

The highest ranks of the soldier legates includ& daampions
that are both dynamic leaders and powerful combstamut also
infamous for their vile devotion to Izrador. Thedgampions, the
legate warlords, are the martial equivalent of @reater Legates,
but without the same level of power and influenceeept on the
battlefield, or in the barracks.

The legate warlords are typically personally chdsgithe Night
King, Jahzir, but Sunulael also elevates powerdldlisr legates to
these ranks from time to time. It is thought thhese legate
warlords, besides serving as martial commandess) akrve as
pawns in the battles between these two Night Kings.

While rivalry between and among legate warlords loarierce,
in the main they seem to be of a more practicat tiean their more
mystical brethren, and thus more focused on aahjetvie Shadow's
goals rather than simply “playing politics.” Of ase, there are
exceptions.

Legate warlords no longer have an astirax comparniistead,
they gain a heavy warhorse beast of Izrador orrathitéable mount
with the beast of I1zrador template. The beastlatively loyal to its
master. Should the beast be slain, the legate wlamaoist journey to
a temple of Shadow with a grand mirror and thergipe Izrador
for a replacement; this is normally accomplished thg legate
offering a heavy warhorse of the finest qualitye tacrifice of a
magic item, half a dozen fey, or a powerful chaanél the service
of good.

Hit Die: d8.

Requirements
Skills: Intimidate 12 ranks, Ride 9 ranks.

Special: Must be commissioned in a ceremony by either dahzi
or Sunulael.

Class Skills

The legate warlord’s class skills (and the keyigbflor each
skill) are Climb (Str), Concentration (Con), Craft jinDiplomacy
(Cha), Handle Animal (Cha), Heal (Wis), Intimidate &hJump
(Str), Knowledge (Arcana) (Int), Knowledge (Shadowint),
Profession (Wis), Ride (Dex), Spellcraft (Int), éaim (Str).

Skill Points at Each Level:2 + Int modifier.

Class features

Weapon and Armor Proficiency: Legate warlords are
proficient with all simple and martial weapons, edtis (except
tower shields) and all armor.

Spells per Day:The legate warlord is treated as a legate of one
level higher at every even level of this prestigss, but he does not
gain the other abilities that normally accrue thigher-level legate
(e.g., rebuking undead, level-dependent domairitiaisl.

Inspire Courage (Su): The legate warlord gains the
supernatural ability (mind-affecting, language-degent) to inspire
courage as per the bard ability. This ability isalsle once per day
per legate warlord level. It takes a full-roundiaetto activate,
during which time allies that are to be affectedstrhear the legate
warlord speak. The effect lasts as long as thetdegearlord
continues his rallying speech (requiring a standattn each round
due to the level of concentration required) plusther 5 rounds.
Allies affected by this ability gain a +1 moralenus on saving
throws againstharm and fear effects and a +1 morale bonus to
weapon attack and damage rolls. This bonus incsemse?2 at 4th
level, +3 at 7th level, and +4 at 10th level.

Bonus Feats: The legate warlord gains the bonus feats of
Greater Weapon Focus and Greater Weapon Spediatizat the
levels indicated even though these feats are normadtricted to
fighters.

Blade Profane (Su): Any longsword wielded by a legate
warlord is surrounded by a constant nimbus of bigaies. This
inflicts 1d6 negative energy damage with any susfoéattack, plus
the opponent must make a Fortitude save (DC 10 +legate
warlord class levels + Cha bonus) or suffer one tpofnStrength
damage. In addition, the blade is treated as Edl agic for the
purpose of overcoming damage reduction.

ql Che Legate Warlord
Base

Class  Attack Fort Ref Will

Il Level Bonus Save Save Save Special

| 1st +1 +2 +0 +2  Inspire Courage |, Warhorse Befktrador
2nd +2 +3 +0 +3

1 3rd +3 +3 +1 +3  Greater Weapon Focus (longsword)
4th +4 +4 +1 +4  Inspire Courage Il
5th S +4 il +4
6th +6 +5 +2 +5  Greater Weapon Specialization @wagd)
7th s +5 +2 +5  Inspire Courage IlI

/] 8th +8 +6 +2 +6

il oth +9 +6 +3 +6 Blade Profane (longsword)

|| 10th +10 +7 =R +7  Inspire Courage IV

Spells per Day

+1 level of existing class
+1 level of ¢ixig class

+1 level of existing class

+1 level of existing class

+1 level ois&rg class




Narandralud,
Che Busband-Guards

"There | see my bride,

Her arms red-hued with the blood of the accursed Fey
Her tusks red-hued with the blood of the weakling Men
She does the work of our God."

"There | see my bride,

Her hate sends the weak to cower,
Her hate freezes the sky,

Her hate fills my heart with strength."

"There | see my bride,
Her belly full of my young,
The poison of her milk winnows the weak from the gtron
I will not bend nor break,
My hate for her is as shallow as a stream."
- Chant of Marriage and War, the battle-song of the
Narandralud

According to the laws and myths of the odrendomséh
priestesses who find favor with their Dark God taken as His
spiritual brides, becoming th&urasatch Udareenthe mother-
wives. While they claim that all the children thegar are the
progeny of Izrador himself, the truth is that thigtesses mate with
carefully selected male warriors, champions andchiafs. In the
last 40 years, just two generations of orcs, a ppenomenon has
arisen: the cult of the narand udareen, roughhge tusbands of the
wives.” This group, called more commonly the Narafhad
(husband-guards), is a band of male orc warrioexoéptional skill
who become bound to priestesses as life-long naagguardians.

Many traditionalist Kurasatch Udareenfind this process
abominable; by taking only one mate, you deny yelfirshe
opportunity to mate with whichever warrior is stgast at the time,
and you reduce the chance of producing the bestsamhgest
offspring. Indeed, only a few of the more organized “civilized”
tribes, those whom lzrador has been influencingatdwa more
lawful nature, employ this practice. Notable amarilge great tribes
that have Narandralud wed to thé&urasatch Udareerare: the
Mother of Earth, the Sword Mother, the Blind Mothétte Mother
of Lies, the Iron Mother, and the Dark Mother. Mamipers, the
“wild” tribes such as the Feral Mother, the Wolf ¥Mer, and the
Moon Mother follow the belief that having a singhate is a
practice worthy only of degenerate and weak trilbeterestingly,
the patriarchal orcs of the Pale Mother have ngthint contempt
for the Narandralud, even though they represenaw far males to
achieve great prestige in a female-dominated tribe.

The ritual that binds the husband-guards and matiers
together is a perversion of the simple beauty efélven marriage
ceremony: the couple is joined by elder priestesGdsays
Kurasatch Udareennever human legates) with vows of eternal
loyalty to each other and to the One Dark God, evhivoking the
power of the Shadow. They are bound with cordsacheothers hair
and inducted with spells that link their emotiornsd aallow their
black souls to touch. A strange feature of suchommiis that,
sometimes, they have a quality utterly absent frmmmal orcish
life: a Narandralud and lkurasatch Udareerare capable of feeling,
and expressing, something close to true love foh ether and their
offspring. Such feelings are closely guarded betabe couple, as
they would be stamped out by the other priestegsksown. It
seems unlikely that giving his minions the abiltty love was
Izrador's intention; perhaps it is simply the irdicy of the bond that
allows the normally callous and hate-ridden orcshare empathy
with each other.

Nevertheless, none can doubt the Narandralud &éiexce and
powerful force; they overmatch almost all othersoirc martial skill,
save a few great leaders such as the Fey-KillertaedOne-Arm,
and not many in the elven army or the resistancestand up to
them. Despite this, however, the husband-guardniessentially
reactive and defensive force, unsuited in tempenartelaunching
raids due to their close bond with their priestesges. Narandralud
are seldom found away from the sides of their lsigeeferring to
remain close at hand to defend them during batdesmonies, and
even in the day-to-day business of governing anwaigen. Many
are wiser and more intelligent than other orcishesiaand can
provide good counsel to their mates, making themthed more
valuable to keep near. The Narandralud try to keaph other
appraised of the general situation of their bridesthat they may
foresee greater threats and act to stop them. Fhitnage is virtually
no central organization among them, and their ledgléen name
only, the husband-guards have marched to war hedatbering at
the stronghold of the Dark Mother Tribe and brimgdestruction to
a conclave of dwarven assassins who were traimirgpcret to cut
out the spiritual heart of their enemies by mumigrthe mother-
wives in their lairs.

The truth that few know is that Izrador holds thesttand-guards
in high favor, as he Himself inspired their fourgliThey are part of
his long-term plan for placing a band of iron arduBrenland,
securing his reign for a thousand millennia, uthtd day he can rise
again to the heavens. By placing the seeds of lgrdbought,
strategy, and long-term planning in the vile miradieady primed
with base cunning, raw hatred, and blind obediehts hopes to
change the future of the orcish people, bendinghthiser to His
will and making them a better tool for dominatidme Narandralud
represent lzrador's vision of the future of theisircpeople, an
unyielding, single-minded, dutiful army that willetde like an

4

Che Narandralud

Base
Class Attack Fort Ref Will
Level Bonus Save Save Save Special
1st it 1! +2 +0 +0 Readiness, Link
2nd +2 +3 +0 +0 Devotion, Husband's Fury
3rd +3 +3 +1 +1  Bonus Fighter Feat
4th +4 +4 il +1 Bloodbond
5th 55! +4 +1 +1 Dark God's Favor
6th +6 +5 +2 +2  Bonus Fighter Feat
7th +7 +5 +2 +2  Potency
8th +8 +6 +2 +2
9th +9 +6 +3 +3  Bonus Fighter Feat
10th +10 +7 +3 +3  Soulbond
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armored shroud over Eredane, quenching the Ligbt/@&ymore. They are permanently linked byshield otherspell, so that the bride
In the high councils of Theros Obsidia, many legapour gains a +1 deflection bonus to AC and a +1 resistdmmus to

circumspect scorn on their God's plans, seein@tbg as incapable saves, and half of all hit point damage the bradkes is dealt instead

of rising above their bestial natures. Sunulaeldeifnwould dearly to her husband.

like to see this plan fail, as he wonders if eves ®©rder of Shadow Dark God's Favor (Su): The Narandralud draws power from

may become superfluous if a new breed of intelligdavoted orcs his bride, gaining a bonus to all saves equal todi&a mod as long

is born. as he is within 50' of her.
Potency (Ex): Any offspring of the Narandralud and his bride
Requirements are likely to be stronger and cleverer than theierp. They may

reroll any two of their ability score rolls, anckéathe best result.
Alternatively, if a point-buy character generatiorethod is used,
they gain +2 to any two ability scores, selectedh®/Narandralud
at the time of birth.

Soulbond (Su): Any spell effect, such asharms temporary
ability damage, level-draining or death effectsd(amany more) that
affect theKurasatch Udareemmay, at her discretion, be shifted to
the Narandralud instead. Against spells that shifjets in this way,
the Narandralud has a spell resistance of 10+tdask

: Endless Loyalty: If a Narandralud fails to obey an important
ClQSS Sklllﬁ , ) . ) order by his bride, betrays her by adultery, oromees chaotic in

The Narandralud's class skills (and the key abftityeach skill) - 5jignment, he loses all class abilities (exceptusofeats) until she
are Climb (Str), Craft (Int), Diplomacy (Cha), Hanéieimal (Cha), o "one of her superiors among tkerasatch Udareergrants him
Heal (Wis), Intimidate (Cha), Jump (Str), Listen g)ViRide (Dex), aionementlf she dies while he lives, the Narandralud isested to

Race: Orc.

Gender: Must be male.

Alignment: Any non-chaotic, non-good.

Base Attack Bonus:+8.

Feats: Alertness, Combat Expertise.

Skills: Healing 4 ranks, Sense Motive 4 ranks.

Special: The character must be wed to a mother-wife andiswe
an oath to defend her to his own death.

Sense Motive (Wis), Spot (Wis) and Swim (Str). take his own life as penance. If he does not, fiebeihunted down
Skill Points at Each Level:4 + Int modifier. and killed by his brothers of the Narandralud.

Class features :
Readiness (Ex):When within 50" of his bride, a Narandralud isSOldler Eegate

never surprised and gains a bonus to initiativeabtiuher Charisma

modifier. Among the factions of the Order of the Shadow few can
Link (Sp): If separated from his charge, the husband-guard ca Stand apart from the infighting and political irgtie. One of

channel his spiritual bond to find his mate. Ona pay, the these groups is the soldier legates.

Narandralud can cast the equivalentozfite creatureexcept it has ] ] ] ]

unlimited range and can only locate his bride. Epsll-like ability The soldiers of Shadow are warrior-priests thateséne armies

takes a full minute to use. of Izrador. Though not within the formal orc chah command,

Devotion (Ex): The Narandralud gains a +4 bonus to Will savef1ey are typically assigned to specific armies eftéey follow the
to resist enchantment spells and effects, but nulshtarily forego ~Orders of the commanding warchiefs. Though it i$ cemmon,
any and all Will saving throws against enchantmepeglls cast by Some soldiers serve as standing advisors to thenaggovernors,
anyKurasatch Udareerfwhether his bride or not). and both the Night Kings Sunulael and_Jahzir travieh loyal

Husband's Fury (Ex): Once per day, the Narandralud mayPersonal guards made up of these dark knights.
suffuse himself with the energy of Izrador in treme of defending Though they are technically of higher rank tharsé¢edegates,
his bride, entering a state similar to a barbasiaage. He must be Soldier legates are a group apart. They do not#jlyiparticipate in
near his bride, and she must be under threat fioemies. In this the dark intrigues of their brother priests andelfaaspire to be
state, he gains +4 Str and Con, and a +2 moralesttorattacks and anything but devout warriors in service to the Sivad
damage against those who directly threaten hissbfithe Str and Hit Die: d8.

Con bonuses do not stack with barbarian rage. Tlbamd's fury .
lasts 10 rounds or until the bride is out of dange&d once it ends R,equlrements
the Narandralud is fatigued. To qualify to become a soldier legate, a charamwiest fulfill all

Bloodbond (Su): At this stage, the Narandralud is able toof the following criteria.

undergo the ritual that links the life forces ofrhand his bride.

ql Che Soldier Legate
Base
Class  Attack Fort Ref Will
Level Bonus Save Save Save Special Spells per Day
1 1st <l +2 +0 +2  One Master, Dark Herald, FiendishirAx +1 level of existing class
2nd +2 +3 +0 +3  Uncanny Dodge
Il 3rd +3 +3 +1 +3  Bonus Feat
4th +4 +4 +1 +4  Frightful Presence 1/day +1 le¥ebasting class
5th S +4 il +4
6th +6 +5 +2 +5  Bonus Feat, Improved Uncanny Dodge
7th s +5 +2 +5  Frightful Presence 2/day +1 legékxisting class
/] 8th +8 +6 +2 +6
1 oth +9 +6 +3 +6  Bonus Feat
|| 10th +10 +7 8 +7  Frightful Presence 3/day +1 lewkexisting class




Feats: Power Attack, Weapon Focus (any).
Skills: Intimidate 4 ranks, Knowledge (Shadow) 5 ranks. E
Special: Must prove their martial prowess in order to be

egendary Classes

accepted among the ranks of the soldier legates. Legendary classes present high-level options farastiers on
the verge of greatness, whose names will be padsedh for
Class Skills generations to those who perpetuate the reigneotttadow. They

number in the mere dozens among the millions ofidsion the
world of Aryth. Although similar in concept and aswance to
prestige classes, they represent far more. Thegribeshe pinnacle
of a nemesis’ potential. He or she has devoteciise being, and
will probably sacrifice his life, in the name ofédor.

The soldier legate’s class skills (and the keyigbfor each
skill) are Concentration (Con), Craft (Int), Handleidal (Cha),
Intimidate (Cha), Knowledge (Shadow) (Int), Professi(Wis),
Spellcraft (Int) and Survival (Wis)

Skill Points at Each Level:2 + Int modifier.

Class features Class Mechanics

Al the following are class features of the soldiegate prestige Legendary classes have all of the same progresammormal
class. classes: base attack bonus, saving throws, aniabpbiities. They

Weapon and Armor Proficiency: A soldier legate gains no @lso have unique class skill packages and profiesn Like
additional armor or weapon proficiencies. prestige classes, legendary classes have preteguisat must be

One Master: All soldier legates of 1st level belong to thefulfilled before the first legendary class levelyrize selected.
armies of one of the Night Kings, and depending/fiich army they

belong they receive a specific benefit, as follows. Cbe preparation
Night King  Benefit A character must announce his intention to takegeridary
Ardherin  Spell resistance equal to 10 + half ¢ class well in advance of ever taking a level inritgame terms, this
level represents the character developing a single-midéedtion to his
Jahzir Smite good 1/day skills and abilities. Two levels before the chaeadiakes his first
Sunulael  Dark blessing (Cha bonus to saves) legendary class level, he must announce his conenitn©nce the

. . i . character has announced the level at which hebedbme a legend,
Zardrix, the embodiment of the Shadow's wrath 0 10 there is no turning back.

unconcerned about the mundane politics and takesrmg of her

own.

Dark Herald: At 1st level the soldier legate’s reputation istsu Cbe powzr
that when an enemy first sees him he must makellesavie of DC Legendary characters have access to powers andieabil
10 + levels in this prestige class or be shakeifiersng a —2 penalty beyond the reach of those who have chosen ordiivey and less
to attack rolls, saves, skill checks, and abilihecks. This effect impressive legacies. They also wield greater céntreer the
persists, allowing the affected a new save eachcremtil he finally development of their powers than other charackenging choices to
overcomes the effect. make as they rise in level and power.

Fiendish Astirax: At 1st level a soldier legate’s astirax is For each legendary class level gained, the charaxig choose
vicious and aggressive, and any creature it possesiso has the one special ability from those listed. The powed acope of this
Fiendish template applied, notice no physical ckargre made to ability are determined at that time and do not éase as the
the animal, it merely receives the abilities antv@rs for as long as character goes up in levels. No power may be chosere than
the astirax is possessing it. once. This always means a sacrifice for the charabtit sometimes

Bonus Feat:From 3rd level the soldier legate gains a bonas fethe rewards of patience are worth the wait.
every three levels (6th, and again at 9th). Thesmi feats must be
chosen from those available as bonus fighter feats. :

Frightful Presence: Beginning at 4th level the soldier Iegatere prlce
gains the frightful presence ability as detailedtie MM. The Once a character has begun to walk the path dfenté he may
frightful presence ability works to a radius of ftOper level of this not turn back even if his faith is shattered or kirgdom lost. The
prestige class. This ability may be used 1/daytiatlével, 2/day at forces acting upon him are great, and he canndstrése tidal
7th, and 3/day at 10th. waves of fate he has chosen to ride. Once a cleamgoboses to take

Uncanny Dodge (Ex):The soldier legate at 2nd level gains thea legendary class level, he may not choose any ethsses until
ability to react to danger before his senses waddnally allow the legendary class has been completed.
him to even be aware of it. He retains his Dex IsatouAC (if any)
regardless of being caught flat-footed or struck awy invisible
attacker (he still loses any Dex bonus to AC if inifized). If the E egate GQneral

soldier legate gains Uncanny Dodge from a secoasschen this .
becomes Improved Uncanny Dodge. The lands governed by the Shadow are enormous  $in¢

Improved Uncanny Dodge (Ex):At 6th level the soldier legate @nd Scope, and the Night Kings cannot be everywheoace. The
can no longer be flanked, since he can react tcomggs on Legate Generals lead entire fronts into battle.
opposite sides of him as easily as he can reaatdingle attacker. ) . o .
This defense denies rogues the ability to use ftdcks to sneak Certain soldier legates distinguish themselves a@n fitld of
attack the soldier legate. The exception to thiertee is that a Pattle by their inspiring (or intimidating) leadgis, outstanding
rogue at least four levels higher than the soliéigate can flank him tactical sense, and a solid grasp of strategy. greatest of these
(and thus sneak attack him). If Improved Uncannyl@ois gained P&cOme Legate Generals.
by a second class, then the levels from those edastack to Hit Die: d8.
determine the minimum rogue level needed to flérek. .

Requirements
Base Attack Bonus:+11.




Skills: Diplomacy 6 ranks, Intimidate 12 ranks, Knowledge
(Shadow) 6 ranks, Profession (Soldier) 15 ranksis&eVotive 6
ranks, Spot 6 ranks.

Feats: Combat Expertise, Greater Weapon Focus (longsword
Iron Will, Leadership, Mounted Combat, Weapon
(longsword), Weapon Specialization (longsword), aedéher
Companion Beast or Sword-bonded Astirax.

Spellcasting: Must be able to cast 2nd-level legate spells an
have access to the War domain.

Special: Must be commissioned in a ceremony by a Legat
General of at least 3rd level, a Greater Legatéiglter), or a Night
King. Jahzir is the most likely to identify and conssion
candidates for this class.

Class Skills

The Legate General's class skills (and the keyitgtfibr each
skill) are Craft (Int), Diplomacy (Cha), Heal (Wishntimidate
(Cha), Knowledge (all skills taken individually) ¢)n Profession
(Int), Sense Motive (Wis), and Spot (Wis).

Skill Points at Each Level:2 + Int modifier.

Class features

Legate General Ability: At each level a Legate General gains
new ability from the list below. Any ability may lmhosen, but each
ability may only be chosen once. The power of thdita is
dependent on what level the ability was choseDiffierences in an
individual ability strength are described in thdigbdescription.

Armor Optimization (Ex): As a result of the Legate General's
long experience in battle, he is able to better hisearmor for
protection and gains a +1 legendary bonus per ptevet, which
stacks with all other existing bonuses to AC andiapgven when
flat-footed.

Aura of Command (Ex): By taking a standard action each
round to issue orders and rally his troops, theategGeneral
provides all of his soldiers who can either heardiiders or see his
battlefield signals with a +1 circumstance bonuspaver level to
attack rolls, armor class, or Will saving throw$ieTLegate General
decides each round which bonus will apply.

Battle Hardened (Ex): The Legate General gains damag
reduction of 1/— per power level.

Uncanny Battle Awareness (Ex)The Legate General gains the
following special abilities/qualities based on thewer level at
which this ability is selected (all previous alidi are also gained):

I: The Legate General can react to danger beforeehnises
would normally allow him to do so. He retains hiexterity
bonus to AC (if any) even if he is caught flat-fabter
struck by an invisible attacker. However, he dtes his
Dexterity bonus to AC if immobilized. This is thensa as
the uncanny dodge class ability of a 4th level eodiithe
Legate General already has uncanny dodge fromferetitt
class he automatically gains the equivalent of awpd
uncanny dodge (see Il below) instead.

Il: The Legate General can no longer be flanked. Hileb

Focus
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senses deny a rogue the ability to sneak attackhheacter
by flanking irrespective of the rogue’s level (kelithe
rogue’s equivalent ability).
lll: The Legate General's battle senses grant him gityab
similar to a rogue’s evasion. He can thus avoidiocz@nd
unusual attacks with unusual foresight. If he makes
successful Reflex saving throw against an attack tha
normally deals half damage on a successful savisbead
takes no damage. Unlike the rogue ability, thiditglian be
used even in medium or heavy armor.
IV: The Legate General’'s combat senses are so fimelgch
that he gains his Wisdom modifier as a bonus to his
initiative roll. This stacks with all existing boses to
initiative.
V: The Legate General's battle senses are preteatigtur
sharp and he gains a dodge bonus to his AC equiilsto
Wisdom modifier. In addition, he may add his Wisdom
modifier to all Reflex saving throws.

Enhanced Charisma (Ex): The Legate General gains a +1
legendary bonus to Charisma per power level.

Enhanced Constitution (Ex): The Legate General gains a +1
legendary bonus to Constitution per power level.

Enhanced Strength (Ex): The Legate General gains a +1

), o
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a}egendary bonus to Strength per power level.

Enhanced Wisdom (Ex): The Legate General gains a +1
legendary bonus to Wisdom per power level.

Improved Spellcasting: The Greater Legate gains one legate
spellcaster level per power level.

Master of Tactics (Ex): The Legate General may grant his
soldiers an extra move action on his turn (whickesdoot count
against their allowed actions for the round) onee gy per power
level. Those affected must be able to hear the tee@eneral’s
instructions or see his battlefield signals.

Profane Blade (Su):Through a 24-hour ritual that requires the
sacrifice of a suitable foe (DM'’s discretion), thegate General is
able to impart abilities to a single longsword is possession that
give it the equivalent of a +2 enhancement bonuppwer level of
this ability. Of course, the weapon’s actual enleament bonus may
not exceed +5; the other “plusses” must be speritbar weapon
enhancements chosen from this list: bane, defenflanging, frost,
ghost touch, icy burst, keen, mighty cleaving, kpiring, unholy,
vicious and vorpal. The weapon’s abilities only wor the hands of
the Legate General owner. Should the Legate Gerwragbarted
from his weapon for 24 hours or more he must gougin the ritual
again. He can also use the ritual to change thgsleard’s powers
at any time.

Greater Legate

"All Greater Legates could only have reached ttnégh
station through the careful and subtle exercispmfer and
influence. Each is a master of misdirection, loagt
planning, and manipulation, and every one has plaitBin

Che Legate General
Base

il Class Attack Fort Ref Will

I Level Bonus Save Save Save Special

| 1st +1 +2 +0 +2  Legate General Ability |

| 2nd +2 +3 +0 +3 Legate General Ability Il
3rd ;53 +3 <l +3  Legate General Ability Il
4th +4 +4 +1 +4  Legate General Ability IV
5th i) +4 +1 +4  Legate General Ability V




plans and personal ambitions to rise above hi®edl"
- Excerpt from the MbNIGHT Campaign Setting.

individuals, and they are the eldest and most pivef the Order
of Shadow’'s clerics. Many have been alive—or undefmt
thousands of years, and are wise, clever, and uiigaubtle. Most
of the Greater Legates serve the enigmatic waythefshadow,
seldom leaving Theros Obsidia. Some are persondb@d and
servants of the Night Kings, and there are evenesamo move
among the realms of man and fey as powerful, bereseagents of
Izrador himself.

All Greater Legates could only have reached thigjh tstation
through the careful and subtle exercise of poweriafluence. Each
is a master of misdirection, long-term planningd ananipulation,
and every one has plans within plans and persanhitians to rise
above his fellows.

Hit Die: d8.

Requirements

To qualify to become a Greater Legate, a charantest fulfill
all of the following criteria.

Spellcasting:Must be able to cast 5th-level divine spells.

Statistics: Wisdom 18+.

Skills: 9 ranks in Bluff, 18 ranks in Knowledge (Shadow)da
14 ranks Spellcraft.

of magical energy for Izrador

to absorb. They dois th
wholeheartedly for a number of reasons. First as@nfost, the
Dark God promises great rewards for those who foelpe he
The Greater Legates are a group of currently onfy 8ascends back into the heavens. However, they ape to either

join or replace the Night Kings, and a few evenadreof replacing
Izrador himself and ascending in his place.

Class features

Greater Legate Ability: At each level a Greater Legate gains a
new ability from the list below. Any ability may lmhosen, but each
ability may only be chosen once. The power of tidita is
dependent on what level the ability was choseDifferences in an
individual ability strength are described in thdigbdescription.

Spellcasting: A Greater Legate continues to gain spells assif hi
base legate class had increased. For examplehdel® legate has
3 levels of Greater Legate; he therefore has tke# ppogression of
an 18th-level legate.

Enhanced Wisdom: The character gains a +1 legendary bonus
to Wisdom per power level. This is a one-time bonus

Frightful Presence (Su): The character gains the frightful
presence ability as detailed in the MM. The frighffresence ability
works to a radius of 30 ft. per power level.

Scent of Treachery (Su):Once per day per power level, the
Greater Legate may make a Concentration check (DC td5)
uncover the general location of any dissenter withinumber of
miles equal to this ability’s power level. The QGeralLegate does

Feats: Sense Nexus, Extra Turning (rebuking), and any twaot know any specifics about where his targetndy that the target

metamagic or item creation feats.

Special: Only the most conniving and useful of the Order of

Shadow ever make themselves so invaluable anddpttize they are
allowed among the ranks of the Greater Legatessudh, only
Sunulael or I1zrador himself may raise someoneitopbst.

Class Skills

The Greater Legate’s class skills (and the keyitalfibr each
skill) are Bluff (Cha), Concentration (Con), Craft jilnDiplomacy
(Cha), Disguise (Cha), Handle Animal (Cha), Heal (Wiglimidate
(Cha), Knowledge (Arcana) (Int), Knowledge (Shadogift),
Profession (Wis), Sense Motive (Wis), and Speltqiat).

Skill Points at Each Level:4 + Int modifier.

Quests

The Greater Legates have three quests. First,niusy seek out
all power nexuses in order to ensure their powgtdsed under the
power of the Order of Shadow, and therefore Izrador

Their second quest is to ensure all resistancertaor’s rule is
crushed or supplanted. In this task they are catigteouting out
resistance cells and troublemakers, and eitheupbthem or kill
them to remove their threat.

The final quest they must undertake is the mosomamt of all,
and that is to ensure that all settlements areugabgd in order for a
temple to be raised, thereby allowing a corith & donstructed,
expanding the network of black mirrors and incregshe amount

is in the given direction.

Shadow’s Recall (Su):The connection of the Greater Legates
to Izrador is such that once per power level a terebegate can
return from the dead. The Greater Legate returnsleviand
unharmed, coalescing in the temple in Theros Oasidhumber of
days after their death equal to 10 - Con modifier.

Undead Greater Legates are restored to their undeztds
instead, and are probably going to be out for rgeesoon after that.

Dark God's Protection: The Dark God lzrador provides his
legates a protective aura of power, lending themladegendary
bonus to AC for each power level. This is a one-topus.

Bless the Faithful: Greater Legates resonate with the power of
Izrador, which instills within his loyal followersnd minions a
feeling of power and security, as well as a sensénpending
triumph over their enemies. This aura extends tde&b per power
level, and provides a +1 legendary bonus per péevet to all skill
checks, saving throws, attack rolls, and damage. rdhis bonus
lasts for one minute per power level, and thisigbihay only be
used once per day per power level.

Che Greater Legate
Base
|| Class Attack Fort Ref Will
| Level Bonus Save Save Save Special
| 1st +0 52 +0 +2  Power of Izrador |
2nd Sl +3 +0 +3  Power of Izrador Il
|| 3rd +2 +3 +1 +3  Power of Izrador Il
4th +3 +4 +1 +4  Power of Izrador IV
5th +3 +4 L +4  Power of Izrador V
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Core or Prestige?

The Heart of Shadow supplement preserKsi@satch Udareen
prestige class for use in your campaign, while tiraty seem
appropriate we considered the dedication and fabascharacter
needs to ever become a mother-wife of Izrador igyfeater than
that, it requires an early start and commits méseo mind and soul
to the dark god, additionally this class makes @ide of the tiers
used for the new 2nd Edition Setting classes, incase we do not
recommend the use of both in a single game, ozeat Icharacters,
the prestige class considers Hgrasatch Udareeno be channelers
and this class places them as divine casters inehéce of the dark
god, aside from the magic type being different &l shows one
thing, even in the eyes of the dark god, thereasenthan one way
to serve him, and in the end, both can be equallyepful and right,
at least as far as serving Izrador can be right.

Rurasatch Udareen

The mother-wives of Izrador are the rulers and ggiidf orcish
culture, the fosterers of hate, and the wieldershef iron rod of
discipline. Most importantly, they are the inteere of the
Shadow's will to his chosen people. Rivals of thdediof Shadow,
they consider themselves and their brood closethéoOne Dark
God's form and purpose, more perfect reflectionshisf dark
majesty. Out of jealousy, the Order has kept tloeese of binding
astiraxes from the Kurasatch Udareen, and alsortb#hods and
prayers for the creation of black mirrors and hawstimmon the
more powerful blessings of Izrador. Whether or that priestesses
are more favored, there is little doubt that ittie legates of
Sunulael and Beirial who are the better verseddnesblore.

To augment their reduced spells granted by Izradbe
Kurasatch Udareen have learned to adapt arcanis sjpalv on the
power of Izrador, granting them much flexibilitycastrength.

Hit Die: d8.

Class Skills

The Kurasatch Udarees class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Pipacy (Cha),
Heal (Wis), Intimidate (Cha), Knowledge (Arcana) tjin
Knowledge (Nature) (Int), Knowledge (Shadow) (In®rofession
(Wis), Spellcraft (Int), and Survival (Wis).

Skill Points at 1st Level:(4 + Int mod) x 4.

Skill Points at Each Additional Level: 4 + Int mod

Class features

Spells: A Kurasatch Udareercan cast any spell she knows
without preparing it ahead of time, the way a legatust (see
below).

To learn, prepare, or cast a spell, Kigasatch Udareemmust
have a Wisdom score equal to at least 10 + thd &pall. The
Difficulty Class for a saving throw againstkairasatch Udarees
spell is 10 + the spell level + theurasatch Udarees Wisdom
modifier.

A Kurasatch Udareertan cast only a certain number of spells
of each spell level per day. Her base daily spéstraent is given
below. In addition, she receives bonus spells @ar il she has a
high Wisdom score. AKurasatch Udarees selection of spells is
extremely limited; she begins play knowing foure@€l spells and
two 1st-level spells of the DM’s choice. At eachwnievel, she
gains one or more new spells, as indicated onahke tkurasatch
Udareen’s Spells Known (unlike spells per day,rtbhmber of spells
a Kurasatch Udareerknows is not affected by her Wisdom score).
These new spells can be spells chosen from eitreerchanneler
spell list (although she does not need to haveoditlye spellcasting
feats, and the greater school spells are unavaitabthe character
until she achieves the necessary level), or thatéegpell list. If a
spell occurs on both lists at different levels, sty treat it as the
lower level for learning and preparation. Kurasatch Udareen
cannot learn any spell of the legate spell list thahigher than 7th
level.

Upon reaching 4th level, and at every even-numblenesl after
that (6th, 8th, and so on)Kairasatch Udareeran choose to learn a
new spell in place of one she already knows. Ieatffshe “loses”
the old spell in exchange for the new one. The spell's level
must be the same as that of the spell being exeltaramd it must

Che Rurasatch Udareen

Base

Attack Fort Ref Will SpeigiRerDay
Level Bonus Save Save Save Special 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
1st +0 +2 +0 +2 Spells, Knowledge of a Domain Sl St e - - - - < -
2nd +1 +3 +0 +3 Kurasatch Udareen Ability | A% 785 5 -- - - s L 5
3rd +2 +3 +1 +3 A 270 MBS i A SR R
4th +3 +4 Eh’ +4 o9 e’ 2 - - - - - -
5th +3 +4 Al +4 Kurasatch Udareen Ability Il SEELeS 2 T Rers - - =T
6th +4 +5 +2 +5 G4 Y3 0B 2T . Aty RNt S
7th 5 +5 +2 +5 O 8N - 2 1 - e - - -
8th +6/+1 +6 +2 +6 Kurasatch Udareen Ability Il 6 IR 3 2 - - i
9th +6/+1 +6 +3 +6 ORNe A =y 35 2 e T T - e N
10th +7/+2 - 71 +3 7, Ol - 58% 3 3 2 s - - =
11th +8/+3 s +3 +7 Kurasatch Udareen Ability IV G5 1 Ay '3 e 125 Ly 1S ey
12th +9/+4 +8 +4 +8 G IO W, 4 13 FLISRETOL NS -
13th +9/+4 +8 +4 +8 G b TGN © 4 & 41 3 2 1 = -
14th +10/+5 +9 +4 +9 Kurasatch Udareen Ability V o1 £ b RN e RRie) e M S
15th +11/+6/+1 +9 +5 +9 O io: FLbR 54 4 TSNS 52 1 =
16th +12/+7/+2 +10 +5 +10 Blag®ow" B85 SRt 4. pndREUBES - 3ENND -
17th +12/+7/+2 +10 +5 +10 Kurasatch Udareen AbNMty Gl 15+ B} 5 [F5i TSR A T 3R w2 ]
18th +13/+8/+3 +11 +6 +11 (5] ) 5 ) 6F VAT A v 3T A3 ™A 2,
19th +14/+9/+4 4. +6 LS Gl D iI51 5 Sv. " SRF i A 3w L3
20th G TO SR+ 12 +6 +12 Kurasatch Udareen AbWtl OW S8 5", 5 FRONAN5 V4 4 Y b A
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be at least two levels lower than the highest-lepell she can cast. used against a dwarf, the attack bonus increased.t@his ability
A Kurasatch Udareemrmay swap only a single spell at any givenmay be taken more than once; each time, it alldwesability to be

level, and must choose whether or not to swap leél at the same
time that she gains new spells known for the leeKurasatch
Udareencan never lose a domain spell; these are gifth@Dark
God himself, and so cannot be left behind.

used one extra time per day.

Leader of the Blood (Su)

Benefit: TheKurasatch Udareeigains a +3 profane bonus to all

Unlike a legate, aKurasatch Udareemeed not prepare her charisma-based checks when dealing with orcs.

spells in advance. She can cast any spell she kabwsy time,
assuming she has not yet used up her spells pefoddkat spell
level. She does not have to decide ahead of timiehwdpells she
will cast.

Knowledge of a Domain:At 1st level theKurasatch Udareen
chooses one domain from among the following: De#istruction,
Evil, War, and Magic. Th&urasatch Udareemutomatically learns
every spell on her domain’s list as she gains acte®ach spell’'s
level; the spells of her domain list do not cougaiast her normal
limit of spells known. In addition, she gains themin’s granted

power, just like a cleric would. Unlike a legatewever, she does

not gain any extra spell slots. The spells learinech the domain
cannot be exchanged at any time; Izrador would meke lightly a
follower leaving behind a blessing he bestows.

Rurasatch Udareen Abilities
At 2nd level and every three levels after that (Bth, 11th,

14th, 17th, and 20th) th€urasatch Udareertan choose one of the
following benefits. Note that some abilities regquihe character to

have learned other abilities previously in ordebéogained.

Dark Servitor

Benefit: A Kurasatch Udareertan obtain a familiar. Doing so

takes a day and uses up magical materials thatlGogt. A familiar
is a magical, unusually tough, and intelligent igrsof a small
animal. The creature serves as a companion andhreetg the

Kurasatch UdareenFamiliars follow all the rules described in the

core rules, except that thikurasatch Udarees familiar gains
powers as if she was one level lower than she igiaa

feysmite (Su)

Benefit: Once per day, th&urasatch Udareermay make a
smite attack with a +2 profane bonus to hit andauls to damage
equal to 1 point of unholy damage per class lelfehis ability is

| Rurasateh Udareen’s Spells Rnown

Spells Known
1st 2nd

4th 5th 6th 7th 8th 9th

| Level
|| 1st
2nd
3rd
4th
5th
6th
7th
8th
9th
10th
11th
12th
13th
14th
|| 15th
| 16th
17th
18th
19th
20th
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Lady of the Dead (Su)

Benefit: A Kurasatch Udareerhas the supernatural ability to
rebuke and command undead that are within her pcesélo do
this, she makes a normal turning check just likdesic would. A
Kurasatch Udareemmay rebuke undead a number of times per day
equal to three plus her Charisma modifier. Ragasatch Udareen
may take the Extra Turning feat in order to inceett® number of
times per day she may use this abilityKArasatch Udareerurns
undead as a legate of one level lower.

Warchant Blessing (Sp)

Benefit: Once per day per point of Charisma modifier, the
Kurasatch Udareemnay issue a special blessing. This ability works
just like ablessspell, except that it is a 60’ burst that lasts 1@
rounds per class level, and affects only orcs.

Guardian of the Passage (Ex)

Prerequisites: Lady of the Dead, Leader of the Blood.

Benefit: The Kurasatch Udareenmay control double her
normal number of hit dice of undead. These extrdead must be
created from the corpses of orcs, regardless afitet

Shadow’s Elect (Su)

Prerequisites: Feysmite, Leader of the Blood.
Benefit: TheKurasatch Udareemgains a +2 profane bonus to all
saves.

Craitor’'s Cerror (Su)

Prerequisites: Leader of the Blood.

Benefit: The Kurasatch Udarees ability to use the spell
discern lieson orcs is enhanced. The range and duration angleth
with respect to orcs only. Additionally, she matctne spell once
per day as a spell-like ability.

Deatbless Servitor (Ex)

Prerequisites: Dark Servitor, Lady of the Dead.

Benefit: The Kurasatch Udareenmay add one of the Fell
templates of her choice to her familiar, even dldes not meet the
normal conditions. Unlike a normal Fell, the undd¢achiliar does
not decay if it fails to feed, because it is sustdi by the binding
ritual and flow of negative energy from tHerasatch Udareen

Qdrendor Bowl (Sp)

Prerequisite: Leader of the Blood, Warchant Blessing.

Benefit: The Kurasatch Udarees warchant blessing ability is
enhanced. In addition to the usual bonuses, ittesghe penalties
of light sensitivity, and doubles the orcish radiahuses from night
fighting, fighting in large groups, the damage b®nagainst
dwarves, and the bonus to Intimidate checks.

Pricstess of the Damned (Ex)

Prerequisites: Lady of the Dead, Shadow’s Elect.

Benefit: The Kurasatch Udareemmay use her rebuke undead
ability to affect outsiders as if they were undeadatures with
double their actual number of hit dice.

Eater of Magic (Su)

Prerequisites: Shadow’s Elect, Guardian of the Passage.

NI



Benefit: The Kurasatch Udareemains spell resistance equal to
10 + one-half her class level.

Pellish Servitor (Ex)

Prerequisites: Priestess of the Damned.

Benefit: TheKurasatch Udareemay add the Fiendish template
to her familiar. If she already has the deathlessit®r ability, then
the familiar's type remains Undead, but it gaihshed advantages of
the Fiendish template as well. However, she maypshdo dispose
of her previous familiar, and attract a new, demoaplacement.




Baden’s Bluff, Arc of Sennach, 99 Last Age

A group of armed men, some obviously wounded and
gasping for breath, cower in a garbage-strewn alleyway
One of the youngest, cradling his broken arm, tumtheir
leader and says, “That Inquisitor took two of myades
square in the chest and just laughed as he puliethtout;
his wounds healed before my eyes. He should be dead,
he easily slaughtered Regan and Marcus. What isutte
how do we kill him before he hunts us all down?”

Villainous Patbs

The Heroes of MNIGHT have developed unique powers anoi(ee

abilities, some say that this is Aryth herself mwling to the
Shadow, others that it is a quality of the herdesriselves, but truth
be told, these insurgents are not the only onesteglanew powers
and abilities to serve their ideals. Be it a coredphero whose
power came from Aryth, or from a celestial ancesaweryone is
prone to corruption, even the most determined lsaro become a
servant of the shadow, the Night Kings are thetiyoroof of that, if
you consider they are still alive, for the heroésld are nothing but
shadows now, twisted and lost to all but the datt. g

Also there are those whose powers come from a ctioneto
the dark god himself, weak and pale compared tsethof the
legates or even the weakest of the Kurasatch Udafeet still
present, corrupting, and able to shape body anld sou

These corrupted individuals all share the fact thit is part of
what they are, denying it or not, they are meansenve the dark
god, and others will look up to them for that. I&iihous paths can
break the edge the “heroes”, for they are nothingremthan
insurgents, have over the shadow’s followers.

Villainous Path Mechanics

Whenever a character fitting of a villainous pashcreated
choose a single path, this choice is permanent—amacter can
never change her villainous path or have more tiren There are
no prerequisites for any villainous path; grantbiitéees are gained
at the listed character level, regardless of whildss a character
selects. Sample villainous paths are presentedwbedthers are
possible, however, and many have yet to be disedvenless
otherwise noted, all villainous path abilities aestraordinary
abilities. Spells granted by a villainous path aspell-like abilities
and function at a caster level equal to the characturrent level.
Ability score increases are inherent bonuses. Otiglities are
explained in the individual entries for each viflaus path.

Villainous and Peroic Patbs

These two mechanics are antithetic to one anottigle one is
meant to give heroic characters a boost and aksatifg them as
such the other seeks to grant villains power, peisty and a
unique flavor, as a rule of thumb the paths preskit this chapter
are meant for NPCs or PCs of an evil game only, lbeitrére case
where a player of a heroic character wants to chaoee of the
paths below may arise, as a rule, this should belyallowed if it
serves the story of both character and game, amdrrfer pure
mechanical purposes.

Banshee

Some women are treated badly their whole livestdre and
abused, and worse; they tolerate their unhappg livaying one day
the source of their pain will get his comeuppan8hould these
women ever bear a child, it is always a daughted, a banshee.
These girls have an innate hatred of men—all merg-thay never
speak until puberty, when their voice has a varwtyeffects on
men, none of which is pleasant. The banshee is yalwery
beautiful.

Banshee Ability Description

Keening Screech (Sp)At first level a banshee is able to emit a
ning screech of such a pitch that it breakbrétle, non-magical
objects. This screech takes the form of a coneeshaprst 30 feet
long originating from the banshee. Within this aa#lanon-magical
crystal, glass, ceramic, and porcelain is shattémem a thousand
pieces. The screech can affect items of a sizereater than one
pound of weight per level of the banshee. Altexwdyi, the screech
can be directed at a single object weighing up Qopdunds per
level. Crystalline creatures that may come withia #nea of effect
must make a Fortitude save for half damage or tkd@ sonic
damage per level of the banshee. Although the clerég not
powerful enough to harm living creatures, it doeserberate in
such a way as to require any within the area afceffo make a
Fortitude save or be nauseated for a round. Thehe&ngains an
additional use per day of the keening screechhatigith, and 16th
level.

Natural Attacks (Claws) (Ex): At 2nd level the banshee’s
fingernails toughen into claws capable of rendiegH. These claws
do damage equal to a one step increase to basmeshatamage
based on the size of the banshee. So, small cesadw 1d3,

k' Banshee Abilities by Level

Level Ability
i 1 Keening Screech 1/day
2 Natural Attack (Claws

3  Sirens Call 1/day

4 Sonic Resistance 5

5 +1Cha

6 Keening Screech 2/day
% Sonic Resistance 10

8  Sirens Call 2/day

9  Waliling Dirge 1/day

| 10 +2Cha
11  Keening Screech 3/day
12  Shoutl/day
13  Sirens Call 3/day
14  Wailing Dirge 2/day
| 15 +3Cha
| 16  Keening Screech 2/day
| 17  Greater Shout/day
18 Sirens Call 4/day
! 19 Wail of the Banshe&/day
I 20 +4 Cha




medium creatures do 1d4, large creatures do ldbs@on. Attacks
with these claws do not provoke attacks of oppadtgun

—

Changeling

Sirens Call (Sp): Beginning at 3rd level the banshee gains the As many know the spies and agents of the Shadow are

ability to emit a beautiful song that dulls the anof those nearby
making them more suggestible. This ability worksan40 foot

radius centered on the banshee, affecting up tel2dd! of hit dice

of creatures within the area unless they make d §#ite. Those
who fail the save, starting with those closesthe banshee and
working outwards, stop and stare blankly at theshaa, fascinated
and more open to suggestion. While affected in thisner they
react as if they were two steps more friendly ititiate, and may
have a single request (provided the affected cacobgersed with)

made of them. This request must be brief and reddenAfter the

sirens call has been used, those affected retairattitude change
towards the banshee, but only with regards to éggiest made of
them. A banshee can use the sirens call an addlitione per day at
8th, 13th, and 18th level.

everywhere, and myriad in shape and form. Theyregeired not
only to gather information and report back but layghe parts of
those whose lives they insinuate themselves inteyIcan be your
friends, your relatives...even your pets. The nooshmon of those
pursued to perform such deep cover roles are thpalgangers, an
elder race of shapechangers that serves the Shadoe.result of
such deep cover, occasionally offspring occur;éheffspring soon
discover that they themselves have the abilityhtange form in a
limited manner. Most often such offspring are sreothl or slain by
the agent parent in order to prevent their natenealing them,
typically at puberty when their abilities first nigast. Occasionally,
some survive to adulthood.

Changeling Ability Description

Wailing Dirge (Sp): Starting at 9th level a banshee can now use Alternate Forms (Su): Starting at 1st level the changeling’s

her voice to emit a wailing song of such sorrow gadh that it can
cause terror and insanity in those who hear idtks in a cone 60
feet long, requiring all caught within its effect inake a Will save
or be driven temporarily insane by the sound, tgron each other
rather than attacking their foes, for one round [eel. Each
affected creature has a 50% chance to attack trestetarget each
round (roll to determine behavior at beginning atlke round); a
creature that does not attack an ally is free tonacmally for that
round. Those who make the Will save are not drivesane, but
instead are panicked for one round per level, dr@apanything they
hold and moving away at full speed. If corneredyth®egin
cowering. Note those immune to fear cannot be padidut can
still be driven insane. A banshee gains an additiarse of this
ability at 14th level.

ability to change form first manifests. This foreincbe any medium
or small humanoid of any appearance and gendereffample,
female elf or male goblin), but once chosen thisifés permanently
fixed. Changing to this alternate form is a standantibn and it can
be maintained indefinitely; in all other ways it ke exactly as per
the Alter Selfspell as if cast by a channeler of the characteval.
True Seeingyill reveal the changeling’s true form. The chaige
can choose a second form at 7th level and a fovai fit 13th.
Empathy (Sp): Starting at 1st level the changeling’s inherited

nature grants him the ability to read the surfavetens of a target
at will, who is entitled to a Will save (DC 10 + Chwaodifier + half
the changeling’s level) to resist. If the targeilsfahe save, the
changeling is able to read the target's surface tiem® for 1
min/level, during which time he receives a +1 ihsigonus to any

Shout (Sp): The banshee at 12th level gains the ability to usgll (ability check, initiative roll, attack rollqjot damage], save DCs,

theshoutspell once per day.

and so on) made against that target; this bongegao +2 with

Greater Shout (Sp): The banshee at 17th level gains the abilityelation to any skill checks made against the targe

to use theyreater shouspell once per day.

Deceiver (Ex): From 2nd level, all changelings gain the listed

Wail of the Banshee (Sp):Upon reaching 19th level the plus as a racial bonus to their Bluff and Disgsikiés.

banshee can use its most devastating power, thigy abiuse the
wail of the banshespell once per day.

; Changeling Abilities by Level

Level Ability

First Form (Humanoid), Empathy
Deceiver +4

Alertness, Immunity t&leepandCharm
Detect Thoughts 1/day

+1 Wis

Deceiver +6

Second Form (Humanoid)

Detect Thoughts 2/day, Resistance to Mind
Affecting +2

i 9  Animal Messeng 1/day

. 10 +2 Wis
11 Resistance to Mind Affecting +4
12  Detect Thoughts 3/day
13  Third Form (Humanoid)
14  Resistance to Mind Affecting +6
15 +3 Wis
16  Detect Thoughts 4/day
| 17  Immunityto Scrying
18 Simulacruml/day
i 19 Shapechangé/day
20 +4 Wis

Alertness: Upon reaching 3rd level
Alertness as a bonus feat.

Resistant to Mind Affecting (Su): Beginning at 3rd level a
changeling gains the listed plus as a bonus tsaling throws
against mind-affecting spells and abilities.

Detect Thoughts (Sp):At 4th level a changeling’s empathic
abilities can temporarily be used to actually reathrget’s surface
thoughts as per the spell of the same name. Thisable 1/day at
4th level, and an additional time per day at 8fth,land 16th level.

Animal Messenger (Sp):Upon reaching 9th level a changeling
can cast thanimal messengepell once per day. This is commonly
used to report to superiors on what a changelisgdaned.

Immunity to Scrying (Su): A changeling of 17th level can no
longer be located by any form of magical scryingletection, such
as thdocate creaturespell.

Simulacrum (Sp): At 18th level a changeling can cast
simulacrumonce per day as per the spell of the same nanis. Th
spell still has its associated XP cost, but is comimnused when the
changeling needs to remove or replace someone wtitreising
suspicion.

Shapechange (Sp): Finally upon reaching 19th level a
changeling can cashapechanges per the spell of the same name
once per day.

Demon Blooded

a changeling gains

Long has it been known that the fiends and dekiés éxist will
take and force their attentions upon mortal hoatg] from such
unions offspring bereft of goodness are born, ogngi and
deceitful creatures whose existence can only bedmthe death of
their mortal parent, delivering them into the woitd blood and
anguish.
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Blasphemy (Sp): Upon reaching 17th level the character can
castblasphemynce per day as per the spell of the same name.

Spell Resistance (Ex):By 18th level the demon blooded
character’s fiendish heritage provides him withpellsresistance
rating of 5 + character level.

Outsider: At 19th level the demon blooded character’'s nature
has become such that his type actually changesitsider. From
that point onward spells that affect humanoids pslich acharm
personand the like, no longer have any effect upon tharacter.

He no longer has any need to eat or sleep, thoeghay do so if he
wishes, and spells likeise dead reincarnation andresurrection

no longer work on him. Instead, it takes a différeragical effect,
such adimited wish wish miracle, or true resurrectionto restore

him to life.

True Name: Once the demon blooded has become an outsider,

| Demon Blooded Hbilities by Level
Level Ability
1 Night Vision, Smite Good 1/d:
2  Protection from Goo 1/day

3 Resistance to Fire 5

4 Damage Reduction 2/magic
5  Smite Good 2/day

6 Desecrat 1/day

7 Resistance to Cold 5

8 Damage Reduction 4/magic
9 Fiendish Companion

| 10  Smite Good 3/day
11  Resistance to Fire 10 he must then choose a true name for himself. A trame is
12 Damage Reduction 6/magic something the character must be very guarded afwutose who
13 Unholy Blightl/day know it can impose great power over the charadtegone who
14  Dispel Goo(1/day knows the character's true name may summon him ama
15 Resistanceto Cold10 appropriate summoning spell unless the charact&esna Will save
| i? ;Zsmp?]geelee/g:;tlon RRe against the summoner with a -4 penalty. In additaomyone who
18  Spell Resistance knows the charapter’s true name can influence ﬁymat:ter as
' 19  Outsider, True Name though bysuggestiorunless the character makes a Will save against

f 20 Damage Reduction 10/magic the effect, also with a —4 penalty (note for pugmosf resisting the
' suggestionthe character’s spell resistance has no effect).

Dreadnaught

There are those touched by the Shadow, often thvbsewere

Demon Blooded Hblllty Degcription destined for great things but fell prey to temmiatat an early age,
Night Vision: At 1st level the demon blooded character gain¥ho are born for war. They are savage and unstdejigings who

darkvision up to 60 feet; if the character alrehdy darkvision the Want nothing more than to kill and fight until noegnies remain. As

range of his existing vision increases to 120 feet. their lust for war takes hold they slowly bond wilteir armor until,

Smite Good (Su): Once per day beginning at 1st level theeventually, they become one.

demon blooded can attempt to smite good with onmenabmelee o L
attack. He adds his Charisma bonus (if any) to tizck roll and ~ Dreadnaught Ability Description
Incredible Resilience: The dreadnaught character's HD type

deals one extra point of damage per level. At Btrell he gains a
second smite attempt per day, and third at 10tl.lev increases by one step (d6 becomes d8, d8 beconts diD

Protection from Good (Sp): A demon blooded can cast becomes d12). If the character already has a ddRifp he gains
protection from goodas per the spell of the same name once pene additional hit point per level.
day. Armor Bound (Su): At 2nd level the dreadnaught's body

Resistances (Ex): The demon blooded characters’ fiendishundergoes a radical transformation: the armor harsvenelds with
heritage provides them resistance to fire and ddéinning at 3rd
level the character gains resistance to fire 5s fincreases to
resistance to fire 10 at 11th level. Additionalbt 7th level the
character gains resistance to cold 5, which in timcreases to

resistance to cold 10 at 15th level. 1 Dread bt Abilities by Cevel
Damage Reduction (Su)As the strength of the fiendish blood | Dreadnaugbt Hbilities by Leve
in the character increases, starting at 4th ldveldemon blooded 7
. . - . Level Ability
gains a damage _reductlon rating of 2 against athsoof dam_age 14 WnoredblReslience
except magic. This damage resistance increasedusthar 2 points 2 Armor Bound
at 8th, 12th, 16th levels, until finally at 20tlvét the character has a | 3  +1 Profane Armor
damage reduction 10/magic. [ 4 Felling Blow 1/day
Desecrate (Sp):Upon reaching 6th level the demon blooded | 5 +1Str
character can cadesecrateas per the spell of the same name once 6 Recall Armor 1/day
o Large
per day. ' 8  +2 Profane Armor
Fiendish Companion: At 9th level the demon blooded gains a ’ 9 Felling Blow 2/day
single animal compar_1i0n with whom he §har_es an grigphond to | 10 +2Str
a dlstan_ce of one mile. The companion’s hit dlcen_m b_e more 11 Armor Penalty -4
than twice the character's level and cannot havenglligence 12  Recall Armor 2/day
score of more than 1 or 2. The animal has the fgntemplate 13  +3 Profane Armor
applied to it, and gains one hit dice every fowels. The demon 14 Felling Blow 3/day
blooded character may dismiss the companion atiamgyand call a 15 3Str
new one. 16  Recall Armor 3/day
U : . : [ 17  Armor Penalty -2
nholy Blight (Sp): Upon reaching 13th level the character can 18, 4. Piiane Ao
castu_nholy blightonce per day as per the spell of the same name. i 19  Felling Blow 4/day
Dl_spel Good (Sp):Upon reaching 14th level the character can | 20  +4 Str
castdispel goodnce per day as per the spell of the same name.
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| fellborn Hbilities by Level
Level Ability
i 1  Rebuke Undead 1/day
: 2 Know Fell
| 3 Unhallowed Presence 20 ft.
} 4 Unseen 40 ft.
5 Rebuke Undead 2/day
| 6  Ghoul Touchl/day
| 7  Animate Dea 1/day
I 8 Unseen 30 ft.
| 9 Rebuke Undead 3/day
| 10 Ghoul Toucte/day
11  Unhallowed Presence 40 ft.
12 Unseen 20 ft.
13  Rebuke Undead 4/day
14  Ghoul TouctB/day
f 15 Animate Dea 2/day
i 16  Unseen 10 ft.
17  Rebuke Undead 5/day
18 Ghoul Touch4/day
: 19  Unhallowed Presence 60 ft.
| 20 Death Wartc

his body and grows into vicious-looking full pleaemor, providing
the character a +8 armor bonus, with max Dex +thdtk penalty,
35% spell failure chance, and 20 ft/15 ft speeds ®imor is no
mere suit, however, but the character’'s form itselid as such
cannot be removed. Any damage done to the armectdiralso
heals naturally, just as the character does.

fellborn

Those born from a mother who rose as Fell are befefthe
warmth and emotion the living have and are cold emgty inside.
They blame the living for what they lost, the empss they feel.

fellborn Hbility Descriptions

Rebuke Undead (Su):The fellborn has a natural ability to
command undead around him. This works in all waysharmal
rebuking, except that the number of times it mayibed per day is
determined from the table above.

Know Fell (Su): The fellborn intuitively know who is Fell and
who is not at a glance; as a result, on a sucdeSphut check of DC
10 + the Fell's HD, he can instantly identify arelln sight.

Unseen (Su): This ability renders the fellborn invisible to
undead until he approaches within the listed detahus, at 4th
level the fellborn is invisible to undead that d:feet or more from
his location, while at 16th level he is invisibte undead who are a
more than 10 feet from his current location. Theaam ability is
otherwise treated the same asithasibility spell.

Unhallowed Presence (Su)The fellborn has an unnatural aura
beginning at 3rd level to the stated distance afdum. Within this
radius he receives a +4 profane bonus to rebukeashdhecks;
likewise, attempts to turn undead under his commsufter a -4
penalty.

Death Ward (Sp): The fellborn is naturally more resistant to all
death spells, effects, energy drain, and negatieegy effects, and
as such is always allowed a second saving thrownsigéhem (or a
save if none would have normally been allowed).

flesb Eater

There have been throughout history many primitivituces that
believed by eating the flesh of their enemies tbeyld gain their

Profane Armor Bonus (Su): At each point listed the character power. However, the truth behind this myth is naitejso clear-cut.

gains a +1 profane bonus to his armor class.

In truth, only those truly without remorse, and vkmmw the secrets

Felling Blow (Ex): The dreadnaught can a number of times pesf pain and flesh taught to them by outsiders, lwamefit from such

day perform a felling blow. To do this he makesaanmal attack
against a foe, which, if successful, causes trgetarot only to take
damage normally, but also to make a strength cheitk a DC
equal to the attacker’s attack roll. This checknzdified by +4 per
size category the attacker is bigger than mediums4oper size
category smaller than medium. Additionally, theethefer gets a +4
bonus to his strength check if he has more thagg&. IShould the
defender fail the strength check he is knocked @ionthe power of
the attacker’s blow.

Recall Armor (Sp): The dreadnaught gains the ability to recall

his armor into himself, allowing him to transforradi into a normal
humanoid form for one hour. The dreadnaught caengit to stay
this way each hour afterwards by making a Fortitsahee with a DC
equal to the character’s level; this is modified#8/for each hour
beyond the first he attempts to stay this way (seemdnaught with
14 Con would need to make a DC 14 Fortitude sar #ie first
hour, 16 after the second, 18 after the third,smdn).
Large: A dreadnaught, upon reaching 7th level, growsza ®©

a vast, intimidating armored figure, changing froradium to large
size. The character suffers a -1 size penalty onoarclass and
attack rolls, a -2 penalty to Dexterity, and a iZegpenalty to Hide
checks. However, he gains a 10-foot reach, and wiaild large
weapons one-handed and huge weapons two-handed.

Armor Penalty: The dreadnaught is at this point so adapted to

the armor that has become his natural form thajadies a reduced
check penalty modifier, reducing the normal pensitghe amount
shown.

things. Once someone commits such an atrocity, henv¢he taint
of it stays in his bloodline forever more, and tif, if it can be

called that, to draw power from the devouring @&sHi is passed
from generation to generation.

| Flesh Eater Abilities by Cevel

Level Ability
i 1 Secrets of the Flesh, Rend Flesh d4
2 Blood Rage 1/day

Draw Forth the Life

Peel Back the Skin +1
Heart of the Matter
Blood Rage 2/day
Rend Flesh d6

9 Scalp Foe

! 10 Peel Back the Skin +2
11 -
12 Bone Daddy
13  Blood Rage 3/day
14  Windows to the Soul
15  Peel Back the Skin +3
16 Rend Flesh d10

[ 17  Brain Matter
18 -

! 19  Soul Bind 1/day

| 20 Peel Back the Skin +4

)
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flesh Eater Hblllty Description spell, as the flesh eater himself absorbs the Smulls within a flesh

Secrets of the Flesh (Sp)At 1st level a flesh eater has learnedEater can only be released if he wills them freeypon his demise.
the secrets of taking power from eating the flekhi® enemies. By
eating the flesh of an enemy the character can tpaireffects of Baunted
bull's strengthfor one round per character level. The flesh nast
eaten from a foe within one hour of him dying, d&a no power if
kept till later.

Rend Flesh (Ex):At 1st level a flesh eater develops sharp claw
and razor-like teeth with which to tear and renesHi from his
victims. He can do d4 damage with them and notgkewan attack
of opportunity. At 6th level the damage increased@, and at 16th
level it increases again to d10.

Blood Rage (Sp):Beginning at 2nd level the sight and scent o
blood can send the flesh eater into a ravenougzyrelemporarily P ..
increasing his strength and constitution by +2 (#meteby +1 hp Paunted Hblhty DQSCI‘IptIOHS
per |eve|) and his Will saves by +1 for one roundr FbveL ) Unnatural Presence (SU)At 1st |eVe| a .haunted Character
However, he suffers a —1 penalty to AC. The fledlereaill attack gives off a sense of something unnatural; animats @eople have
until all enemies are down and defeated or thecblage subsides, their reactions moved one step less favorably,tgland foodstuffs
at which point he must feast upon the remains effgien for the touched spoil overnight, and so forth.
remainder of the encounter. Never Alone (Su): Also at 1st level all haunted characters

Draw Forth the Life (Sp): From 3rd level a flesh eater learnsbecome constantly surrounded by minor spirits dedr ilk. These
how to draw the life force from drinking his enesii®lood. This ~ SPirits take the form of four small wisps of etharéghts that faintly
Only works on the 10 points of lifeblood betweenclaaracter glOW and d”ft and dal’t around the Chal’actel’, anurther than
reaching 0 and —10 (the dying range). For eachtpfiblood he 10 feet away unless the character directs therwhnnh case they
drinks from a bleeding enemy within this rangejseestored a like €an move up to 100 feet per round to a maximum @Bftl
number of hit points. +10ft/level. These spirits give off light equal &otorch and create

Peel Back the Skin (Sp):Starting at 5th level, a flesh eater €erie sounds like whispers, screams, shrills,imgtithains, and the
learns the secrets of the skin and can, by speratingour, skin a like, producing enough sound to make those withirsieot believe
defeated foe. If the skin of this foe is eaten,tf@ next hour plus 2 the character is actually more than just one persorfact, they

levels of the character, the flesh eater receiveataral armor bonus Make the character sound as if he is in fact foarenpeople +1 per
equal to the amount listed: +1 at 5th, +2 at 1@8that 15th, and +4 character level. These spirits cannot be silenard therefore cause

at 20th level. a circumstance penalty on all of the characterstdn, Hide, and

Heart of the Matter (Sp): At 6th level the secrets of the heartMove Silently checks equal to the number of beigy sound like
reveal themselves to the flesh eater: not the et of amour, but (i-. if they sound like 10 people then he suftersl0 penalty). _
how to release the power of a foe by eating histhBy eating the Poltergeists (Su): From 2nd level a haunted character is
heart of an enemy the character can gain the effedbear's surrounded by invisible entities known as poltestgei These
endurancefor one round per character level. The heart ngst Malicious spirits take great pleasure in moving brebking things,
eaten from a foe within one round of him dying, &g no power if and such things occur around the character fretyudtdwever, the
kept until later. character can direct these spirits to do his bigldieffectively

Scalp Foe (Sp):Upon reaching 9th level a flesh eater learngranting him the equivalent of theage handspell as a free action
how to scalp a foe, something he is able to donyrcatical hit with ~ once per round. o
a small or medium slashing weapon. By scalping aemgnthe Phantasms (Sp):Beginning at 3rd level a haunted character
character can gain the effectsaxgle’s splendofor one hour per
character level, at the end of which time the posfehe scalping is
used up, but the character can keep the scalpsasi\enir all the
same.
Bone Daddy (Sp):At 12th level a flesh eater learns the process ™ e
by which he can take the thigh bone of a fallenngnand grind it DIUTIeAPERiTiea Ol ve!
down into a pulp; when mixed and drank with watkis grants the Level Ability
effect ofcat’s gracefor 1d4 rounds. The bone may only come from f Unnatural Presence, Never Alone
a foe the flesh eater has killed himself, but maykbpt for up to a ! 2  Poltergeists
week before losing its power. A single medium-sitteighbone will | 3  Phantasms 10 ft.
produce on average 5 applications. | 4  Baleful Gaze 1/day

windows to the Soul (Sp):At 14th level a flesh eater has g Fading'{Necfomancy)

7
8

There are those who commit acts of such evil amderopt that,
despite their lack of remorse and far surpassing aroral
ambitions, they become beacons to evil spirits egglless Fell,
3ttracting them from their graves. Slowly over tieese spirits
begin to permeate and consume the individual. Atealicharacter
is never alone; always about him in the shadowsgusof sight are
evil, vile spirits and entities. The haunted fastdmes a walking
]menace to all who cross his path.
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learned how to take the power from the eyes ofidés. By eating L a1

f L | Death Focus (Minor
the eyes of an enemy (one foe can provide two egiins), the ! Baleful Gaze (2/day)

character can gain the effect owl's wisdomfor one round per I 9  Phantasms 30 ft.
character level. The eyes must be eaten withinya alad have no | 10  Fading (Critical Hits)
power if kept beyond this time. 11  Unhallowed Presence
Brain Matter (Sp): From 17th level a flesh eater learns how to 12  Baleful Gaze 3/day
take the power of his foe by eating his fresh brBin doing so the 13 Death Focus (Moderate)

14 Unholy Aura 1/day

character can gain the effects fok’'s cunningfor one hour per ; }
. . ! 15 Fading 3 (Daylight)
character level. The brain must be eaten from avitteén one round [ 16  Baleful Gaze 4/day
of him dying and has no power if kept until later. _ | 17 Malevolence 1/day
Soul Bind (Sp): At 19th level a flesh eater can castul bind 18  Death Focus (Greater)
once per day as per the spell of the same nameasaschanneler | 19 Malevolence 2/day
of the character's level. No receptacle (focusyeiguired for this | 20 Fading — Final (undead)

INONONE
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begins to attract more malevolent fell spirits imhThese spirits,
although incapable of causing physical harm ordpbiarmed, are so from the target.

horrendously terrifying in appearance that all wtthe listed radius
must make a Will save or be affected as if lpaase feaspell cast
at the character’s level. Those within the areadrmdy make one
check each time they enter the radius, and neecchextk every
round. At 6th level the radius becomes 20 feet, ainfith level it
becomes 30 feet.

the duration of his incorporeality runs out, heejscted forcibly

Pot Blooded

There are those people in the world whose tempeayal gets
the better of them: their blood boils, they see sl they explode
in a furious rage. Such people spend most of thes fighting the

Baleful Gaze (Sp):Starting at 4th level a haunted character cafverwhelming urge of their tempers, but a few—adew—give

gaze upon a target within view with the look of tiemned. This
gaze is so chilling to those who meet it that tlirestantly must
make a Will save (DC 13 + Wis modifier) or be strugith such
terror that they can do nothing but cower for Inwper level, being
able to take no actions, suffering a +2 chancetiahd losing any
Dexterity bonus to AC. The haunted gains an additioise of this
power per day at 8th, 12th, and 16th level.

in to the urge and let it take over, succumbinghteir baser primal
rages. These unique individuals literally radiate heat of their
rage, burning with flame that does not consume them

Pot Blooded Hbility Description

Fire Immunity (Ex): Hot blooded characters are immune to fire
at 1st level.

Fading (Su): From 5th level a haunted character’s grasp on the Rage (Ex): Starting at 1st level the hot blooded character ca

material plane begins to falter, and the graver=setp take hold of
him. As such, should he ever fail a saving throwaiast a
necromancy effect, he immediately becomes incoglof@r one
round per level. During this time he is immune ton@n-magical
attack forms. He can be harmed only by other inme@l creatures,
+1 or better magical weapons, spells, spell-likdeat§, or
supernatural effects. For more information on tmeoiporeal
special quality see the Core Rules.

By 10th level the character becomes incorporealteng he is
struck by a critical hit, with a duration of 1 tuper level.

At 15th level the call of the grave has becometsmg that the
character is incorporeal during the daylight hoddsnight he can
still become incorporeal exactly as mentioned above

Finally, at 20th level the call of the grave is vodable, and the
character becomes permanently incorporeal, antypéschanges to
undead.

rage exactly as a barbarian does once per day.aderage an
additional time per day at 4th and 10th level.

Fiery Aura (Sp): Beginning at 2nd level the hot blooded
character begins to radiate an intense aura of he&nd level the
heat is so intense that heat waves rise from tlaeacter and all
within 10 feet of the character, friend or allyffeu a —1 penalty to
all attack rolls, physical attribute checks (StexpCon) and related
skill or saving throws for as long as they remaithim the area of
effect, unless they succeed against a Fortitudegahrow DC 10 +
Con modifier + half level. At 9th level the radiustends to 20 feet,
and any who fail the save also become fatigued dditian to
suffering the usual penalties. Finally, at 16ttrelethe radius extends
to 30 feet, and those who fail the save becomewstbhd. A hot
blooded character can maintain his fiery aura foe oninute per
level.

Produce Flame (Sp):At 3rd level the hot blooded character can

Death Focus (Sp)A haunted character's most alarming featureastproduce flames per the spell of the same name.

begins at 7th level, when he becomes a focal pfaintspirits

everywhere; wherever he goes he causes the deadetoThis

ability is something the character has no contu@raor ability to

suppress, not that he would if he could. Once grat midnight,
provided there are enough remains within 100 feetlgvel of the
character, the dead rise from the ground, clawliegr tway into the
world to serve the character. The character's psean call forth
up to twice his level in hit dice of Fell (skeletonr zombies), who
immediately move to the character and obey his canu®s.

At 13th level the power of his death focus becomelsanced,
increasing the limit of Fell called to three tintbs character’s level.
These can now include ghouls and ghasts.

Finally, at 18th level the haunted character’s pulthe afterlife
is such that he can now call up to four times il in hit dice of
Fell, and these can include shadows and wraiths.

Any Fell slain is replaced on the following midnigiprovided
there are sufficient remains nearby to warrant thenis makes the
haunted character the bane of any settlement wii@aeyard lies
nearby.

Unhallowed Presence (Su):From 11th level a haunted

character’s very presence is such a blight to #taral order of the
world that everything within 40 feet of him is catered to be
unhallowed ground as per thahallowspell of the same name.

Unholy Aura (Sp): At 14th level a haunted can castholy
auraas per the spell of the same name once per day.

Malevolence (Su):At 17th level the haunted can once per day

become incorporeal (if not already) and merge wéthother
creature. This ability is for all intents and pusps like amagic jar

spell cast by a character of his level, exceptithdtes not require a

receptacle. The target is allowed a Will save (DC+16ha mod) to
resist the effect. Any creature that succeeds &wve snay not be
subjected to the same haunted character's malesmfen 24 hours.

If the target fails the save, the incorporeal hadntanishes into the

target's body. Regardless of events, a haunted taromrol a
target for longer than he can remain incorporelkréfore, when

Searing Touch (Sp):Hot blooded characters from 6th level are
able to channel their heat into their hands asadstrd action. This
heat buildup causes no damage in the first roudd,dbints of fire
damage in the second round, and 2d4 points ofliiraage in third
and successive rounds. This damage is searinguhoiob enough to
cause anything to actually combust. For every taipts of damage
caused against a metallic object, the object’sress is reduced by
one point for that round only, as the metal growfs and malleable.

i

| ot Blooded Abilities by Level

Level Ability
| 1 Fire Immunity
2 Rage 1/day

3 Fiery Aura 10ft.

4 Produce Flam 1/day

5 Rage 2/day

6  Searing Touch (like heat metal)
7 Searing Flame 1/day

8  Fireball 1/day

9 Fiery Aura 20 ft.

Rage 3/day

Searing Flame 2/day

Fireball 2/day

13  Wall of Fire 1/day
14  Combusting Touch
15 Searing Flame 3/day
16  Fiery Aura 30 ft.
17  Wall of Fire 2/day
[ 18 Summon Monster 8 1/day (Greater fire elementdl
only)
! 19 Fiery Form
| 20 Elemental, True name




Searing touch cannot be used more times in a day the hot
blooded character’'s Constitution score.

fire a jet of flame from his hands up to a rang@®ofeet + 5 feet per
two character levels. This jet of flame causes pdints of fire

damage per character level (10d4 maximum); a Re#ee against
DC 10 + Dex modifier + %2 level is permitted, whidhsuccessful
reduces the damage by half. The hot blooded clearaah use this
an additional time per day at 11th level, and adttime at 15th
level.

catch diseases from the filth and fail to live loftpere are a few
who become carriers for every vile and filth-ridddirease and pox
Searing Flame (Sp):Once per day at 7th level the character caimaginable. These creatures are walking carriomkiparked and

pustuled, their flesh bloated and torn, with puging from their
pores. They bring nothing but death in a cloudliesfto all who
cross their path—a walking plague.

Inflicter Ability Description
Contagion (Ex): At 1st and every fourth levels thereafter (4th,
8th, 12th, 16th, and 20th), the inflicter beconfes tiost to a disease

Fireball (Sp): Beginning at 8th level and a second time per dayyggen by the player from the DMG, p. 292 (plus aditional

at 12th level the hot blooded character can thréweball as per the
spell of the same name.

diseases your DM allows). The inflicter is then ealib infect
anybody he comes into contact with, in a suitabnmer, with

Wall of Fire (Sp): At 13th level the hot blooded character caryigease, Ingested diseases require the exchamgeliof fluids via a

once per day createveall of fire as per the spell of the same name

Upon reaching 17th level he can use this a sedoreer day.

grapple check, inhaled diseases require the ieflict breathe upon
the target via a melee touch attack, injury requihe inflicter to do

Combusting Touch (Su): The hot blooded character, upon narmed damage to the target, and contact diseaseire any

attaining 14th level, sets fire to anything comiilst that he

physical contact, via a melee touch attack if nemgs Any who

touches, should he choose to do so. If this ist@matharacter he ;e infection must make a Fortitude save of DC Ifhe-half the

may make a Reflex save against DC 10 + Dex modifie¥z +
character’s level or take 1d6 points of damage idiately. Each
successive round after that the character must naakdtional

Reflex saves or continue to take damage as his edotind
equipment burn. Should the character make an additisaving
throw, the fire is put out and no additional damégeaken. This
may be used a number of times per day equal tdhdteblooded

character’'s Constitution score.

Summon Monster VIII (Sp): At 18th level the hot blooded
character may summon a greater fire elementalriced@m as per
the summon monster VIII spell. He cannot summon ather
creature via this ability, only a fire elementatdain order to do so
there must be a fire of at least huge size for el@mental to
manifest from. Typically this forces the hot bloddeharacter to
commit acts of arson, something he is typically entbran happy to
do.

inflicter's level or become infected with the disea which
manifests after the usual incubation period.

Disease Immunity (Ex): The inflicter, being a creature of
blight, is naturally immune to disease, be it mabar mundane.

Incredible Fortitude (Ex): At 2nd level the inflicter’s fortitude
grows with his body; he gains weight quickly, amils of sweat-
soaked flesh cover his bones. His speed is redogdd feet, but in
exchange he gains a competence bonus to his Bersaves of +4.

Grease (Sp):At 3rd level and again at 7th level the inflicten
use thegreasespell, exhuming vast amounts of greasy residu int
an area from his own body, which churns forth fiwisipores.

Bloated Form (Ex): Beginning at 5th level, and every five
levels thereafter, the inflicter's form has growmnlarge and bloated
that his hefty size makes it difficult for him toebharmed,
effectively providing damage resistance of one paireach stage.

Putrid Saliva (Ex): At 6th level the diseased nature of the

Fiery Form (Su): Upon reaching 19th level the hot bloodedyfjicter has become so potent that he can spemde-equivalent

character's body becomes permanently wreathedaime$; from
that point forward anyone striking him with a melgeapon of any
sort takes 1d6 points of fire damage +1 per chardevel (+15
maximum) from these flames. In addition, the chmrs
combusting and searing touch powers are afterpihiist always in
effect; they burn and set alight anything they jtgly come into
contact with.

Elemental: At 20th
elemental, granting him immunity to poison, sleppralysis, and
stunning effects, and makes him immune to flankamgl critical
hits. The character no longer has need for fo@psland breathing,
and is granted darkvision to 60 feet. Furthermdhe, spellsraise
dead reincarnation and resurrection no longer work on him.
Instead, it takes a different magical effect, sashimited wish
wish, miracle, ortrue resurrectiorto restore the character to life.

True Name: Once the hot blooded character has become an |

elemental, he must choose a true name for himadifue name is
something the character must be very guarded afmuhose who
know it can impose great power over the chara&egone who
knows the character's true name may summon him ara
appropriate summoning spell unless the charactkesna Will save
against the summoner with a —4 penalty. In additeonyone who
knows the character's true name can influence theracter as

though bysuggestiorunless the character makes a Will save against

the effect, also with a —4 penalty (note for pugmosef resisting the
suggestionthe character’s spell resistance has no effect).

Inflicter

Not all parents give birth to children in the warttean comfort
of a home, with the attendance of friends, famiy, servants.
Indeed, many are born into the cold, dank filthsofme shadowed
alley or vile sewer. Of those that are born thigywaany die, or

level the character's type becomes

action in order to lick any melee weapon or missitemunition,
coating it with a layer of putrid sticky saliva thiasts for 1d4
rounds before its effectiveness is gone. During gieriod, anyone
hit by the weapon in question must make a Fortisalee of DC 10
+ one-half the inflicter's level or be affected bge of the diseases
that the inflicter is riddled with via his contagiability.
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| Inflicter Abilitics by Cevel

Level Ability
i 1 Contagion (First), Disease Immunity
2 Incredible Fortitude

Greasel/day
Contagion (Second)
Bloated Form DR 1
Putrid Saliva
Grease2/day
Contagion (Third)
i 9 Insect Plagu 1/day
Bloated Form DR 2
Blight 1/day

12  Contagion (Fourth)
13  Vomit Bile 1/day
14  Insect Plagu 2/day
15 Bloated Form DR 3
16  Contagion (Fifth)

[ 17  Blight 2/day
18 Cloud of Flies

! 19 Vomit Bile 2/day

| 20 Bloated Form DR 4
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Insect Plague (Sp)Once per day at 9th level, and then a secongiin is the force that drives him and makes himhwis inflict it

time per day at 14th level, the inflicter can dasect plagugcalling
a plague of locusts to himself to cut a swatheeadtiction around
him.

upon others so they, too, can know the joy of ag@eginning at
1st level, a painborn can continue to function redlynup to a
number of hit points below zero equal to one-quadé his

Blight (Sp): Once per day at 11th level the inflicter can cas€onstitution score (rounded up). For example, Thésia painborn

blight as per the spell, spewing forth a huge cloud atlblsmoke
and flies that blights all plants within the ardaffect. The inflicter
may use this ability a second time per day at Igtal.

with a Con of 15, so she can continue to act noymafitil she
reaches -4 hit points, at which point she will faficonscious and
begin dying, as is normal. The painborn, as stated, a much

Vomit Bile (Ex): Once per day at 13th level the inflicter canhigher tolerance for pain than normal people. Atlétel, the minus

spit forth a horrendous stream of bile. The stréamne foot wide
and 30 feet long, and any in its path must makefeReave of DC
10 + one-half the inflicter’s level or take 6d6dicidamage (half if
save is successful). The vomit's acidic natureushsthat those
struck suffer 4d6 damage on the second round, 2d@ade on the
third round, and 1d6 damage on the fourth roungdhEaund after
the first the victim is allowed a Fortitude savel® 10 + one-half
the inflicter’s level to take half damage that rduAt 19th level the
inflicter can generate a second vomit bile per day.

Cloud of Flies (Su): At 18th level the inflicter is so putrid in
form, being covered with warts, cancers, and opeass that he is
constantly surrounded by a cloud of flies. Thesesflextend the
range of their contagion benefit to a radius offdét for every five
levels of the inflicter, but also the flies obscuee character,
providing the inflicter concealment (all attacksaagt him have a
20% miss chance).

Painborn

There are those brought into the world by pain, tiwbie by
parents’ torture or intense grief bringing aboupramature birth.
Whatever the reason, those born in this way knothing in life but
pain. All-consuming and wracking, their pain pretgethem from
being anything but bitter, and they desire nothing to inflict pain
upon others.

Painborn Hbility Description

to which the painborn can function normally becoregeal to half

his Constitution score, increasing to three-quarardth level, and
finally to the entire Constitution score at 14tkde The painborn

will still die at -10, regardless; however, if thm®nus from this

ability is greater than -10, he continues to fumctuntil the stated
amount has been reached. At this point he dropd. dethe stated

amount is not reached, but is still over -10, tlsnsoon as the
combat ends the painborn drops dead.

Hazy Mind (Ex): The painborn’s mind is so affected by pain
that the distraction interferes with any enchantisiear mind-
affecting powers. Beginning at 3rd level the paimbggceives a +2
save bonus against such effects, which rises @t 64h level, and at
11th level the painborn is granted complete immund such
effects.

Nerve Strike (Su): A painborn is so familiar with pain that he
learns exactly how the most pain can be inflictgmbru others.
Beginning at 8th level, a painborn can, once per ddg his level to
his unarmed damage (nonlethal damage only), aratldition, the
target struck must make a Fortitude save at DC fite+4painborn’s
Con modifier or be shaken for a number of roundsakdqo the
amount by which they failed the save. The character make a
second nerve strike per day at 12th level, andrd fer day at 16th
level, and at this point he can choose to inflither nonlethal or
lethal damage via his level bonus.

Agony Unleashed (Su): The painborn can, at 13th level,
unleash all of the pain he feels at once upon @mobieing he
touches; thereafter, if the painborn so desires,stiock caused by

Wracking Pain (Ex): The painborn, beginning at 1st level, isthis pain can be fatal. He can use this attack @neesek at 13th

suffering from immense physical pain; his everyeeending is on
fire with an agonizing, never-ending knife thruétpain. This pain
in any normal being would almost certainly kill thebject, or drive

level and a second time at 19th level, and he ransbunce his
intent before making his attack roll. Constructszem plants,
undead, incorporeal creatures, and creatures tleainamune to

him insane with its intensity; however, it is dietpainborn has ever critical hits cannot be affected. Otherwise, if fp@nborn strikes

known, and to him it is the normal state of beiiig. a painborn,

s
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| Painborn Abilities by Cevel

| Level Ability
| 1  Wracking Pain 1
| 2 Improved Unarmed Strike Feat
| 3 Hazy Mind +2
| 4  Wracking Pain 2
| 5 +i1con
6 Hazy Mind +4
| 7 Death Knel 1/day
f 8  Nerve Strike 1/dz
i 9 Wracking Pain 3
| 10 +2Con
11  Hazy Mind—Total
12  Nerve Strike 2/de
13  Agony Unleashed 1/week
14  Wracking Pain 4
15 +3'Con
16  Nerve Strike 3/de
| 17 Death Knel 2/day
18 Shield Otherl/day
i 19 Agony Unleashed 2/week
J 20 +4 Con

successfully and the target takes damage from lthe, the agony
unleashed attack succeeds. Thereafter, the pairdaorrry to slay
the victim at any later time, as long as the atteimpnade within a
number of days equal to his character level. To enalich an
attempt, the painborn merely wills the target te (i free action),
and unless the target makes a Fortitude savingvtfibeC 10 + one-
half the painborn’s level + the painborn’s Con mid)f it dies as
the shock of the pain unleashed upon it suddendyitfully. If the

saving throw is successful, the target is no lorigedanger from
that particular agony unleashed attack, but it stdybe affected by
another one at a later time.

Death Knell (Sp): The painborn can at 7th level, and a second
time per day at 17th level, udseath knellas per the spell, learning
to draw off the pain of the dying in order to hkahself.

Shield Other (Sp): The painborn at 18th level can use the spell
shield otheronce per day, allowing him to form a mystical liwkh
another being for a time and take some of this painhimself,
something the painborn does not do to be helpfutl,td relish the
joy of another’s suffering.

Sea Devl

Sea devils are those with an origin linked to tleams, the
dark, fathomless, cold, inky depths. They spenit thiole lives in
movement, hunting for prey upon whom to feast, are thrown
into a frenzy when spilled blood is about.
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| Sea Devil Abilities by Level
Level Ability

| 1 Shark’s Swiftness 20 ft
: 2 Deep Lungs x3; +5 to saves vs. cold
| 3 Aquatic Scent 60 ft.
} 4 +1 Natural Armor

5  Shark’s Grin d6

6 Deep Lungs x4; cold resistance 5

| 7 Shark’s Swiftness 40 ft.
I 8 Blood Frenzy 1/day
| 9  Shark’s Grin d8
' 10 Aquatic Adaptation

11  Aquatic Scent 120 ft.

12 +2 Natural Armor

13  Shark’s Grin d10

14  Total Elemental Resistance 5

15  Shark’s Swiftness 60 ft.
| 16  Shark Communion

17  Blood Frenzy 2/day

18  +3 Natural Armor
| 19 Aquatic Scent 240 ft.
f 20  Summon Dire Shark 1/day
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14th level he gains resistance against all othendoof elemental
damage as his body becomes attuned to all of #maegits around
himself.

Shark Communion (Su): At 16th level the sea devil character
is blessed the ability to understand and commumitelepathically

with all shark and shark-like creatures of the within a range of

150 feet. Communication is limited to words like déh" "come,"”
"go," and so forth, but such creatures will newtack the sea devil
character unless attacked first.

Summon Dire Shark (Sp): A sea devil character of 20th level
can call upon the aid of a dire shark, who willwbatever the sea
devil character asks for a duration of one roundgbaracter level.

At the end of this time the shark loses interest@amims away.

Shadowblessed

The corruption of some begins early: the powerfyé end
shadowed hand of the Dark Lord reaches out, seekioge who
may serve him. Such beings are the shadowblessadhdd and
corrupted in the womb by the hand of Izrador. They born into
the world in hate, killing their parent in the pess, and these black,
empty-eyed beings instantly start serving theikdgod’s whim.

Shadowblessed Hbility Description

Darkvision (Ex): The shadowblessed gains darkvision to 60

feet. However, if the character already possesadsvidion, range

Sea Devil Ability Description
Shark’s Swiftness (Ex): The character is perfectly at home in

the water and gains the listed swim speed. He &retbre
considered to have a swim speed for all purposesownfibat
adjustments while underwater, and gains a +8 baowdl Swim
checks made to avoid hazards in the water. In iaddihe may
swim for two hours before he needs to make his Srgim check to
avoid fatigue, but he must make the check every timreafter.

increases to 120 feet.

Dark Companion: The shadowblessed gains a single animal
companion with whom he shares an empathic linktoat distance
of one mile (see the blackguard’s fiendish serveG, for more
details on this empathic link). The companion’s dite cannot be
more than twice the shadowblessed's character .leVéle
shadowblessed may only have one companion at a fihe
character may dismiss his animal companion at ang and call a
new one, although this may impact its statistiaapterarily (see
improved companion below). The shadowblessed corymon

Shark’s Grin (Ex): The sea devil's mouth transforms beginningchooses animals such as crows, horses, wolvesssnakd the like.

at 4th level, providing the sea devil a wider-opgnmouth full of

razor-sharp triangular teeth like those of a shealpable of tearing
flesh on a bite attack. At 4th level the charactery make a bite
attack, which inflicts 1d6 damage plus the char&t&trength

modifier. This increases to 1d8 at 9th level andQLdt 13th level.
The character also continues to grow teeth to ceplasses for the
entirety of his life.

Deep Lungs (Ex):At 2nd level the sea devil character may hold_..' :

his breath for a number of rounds equal to 3 tifmesConstitution
score. If he may already do so, such as if hegaane or gnome-
raised dwarrow, the multiplier is increased by ofibis ability

increases to four times at 6th level. Additionaly,2nd level he
gains a +5 racial bonus to all saves against dfddts.

Aquatic Scent (Ex): Beginning at 3rd level, the sea deuvil
character gains the scent ability, which works #yeas the ability
is listed in the MM, but to a distance as listeciagt the current,
and twice the listed distance with the current. 8&rd-level sea
devil can scent 60 feet against the current andfd@0with it.

Aquatic Adaptation (Ex): At 10th level the sea devil character
has completely adapted to life underwater. He ntidlybseathe air
and may exist out of water indefinitely, but he rmalgo breathe
water through small gills that have grown on hisknand back.
Additionally, the sea devil character does not esufpressure
damage from swimming below a depth of 100 feet.

Blood Frenzy (Ex): Beginning at 8th level, the sea devil
character can, if wounded, enter a blood frenzgeiving a +2
bonus to Str and Con, while suffering a -2 penaityAC. This
frenzy lasts until either the sea devil or his apgts are dead. The
character is able to enter a second blood frenzgaeat 17th level.

Resistance (Ex):At 6th level the sea devil character gains cold

resistance 5 in addition to his +5 bonus to saggsnat cold. At

e e
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Shadow Jump (Su):Beginning at 4th level, a shadowblessed
character can move through shadows. He can moveo uihe
distance shown as a move-equivalent action, bypgssiy barriers
as if they did not exist. Thus a character hidiredpibd a boulder
could shadow jump to the other side of the boultteravoid

I Shadowblessed Hbilities by Lewvel
Level Ability

| 1 Darkvision

! 2  Dark Companion

| 3  Death Knel 1/day

| 4 Shadow Jump 10 ft.

| 5  Unholy Weapon 1/day
6 Dark Lord’s Luck 1/day
7 Improved Companion

| 8 Death Knel 2/day

| 9 Shadow Jump 20 ft.

| 10  Unholy Weapon 2/day
11 Dark Lord’s Luck 2/day
12  Improved Companion
13 Death Knel 3/day
14  Shadow Jump 30 ft.
15  Unholy Weapon 3/day
16  Improved Companion

[ 17 Dark Lord’s Luck 3/day
18 Magic Jai 1/day

! 19  Shadow Jump 40 ft.

| 20 Improved Companion
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searching foes. Moving this way never provokes chfia of
opportunity, and it cannot be performed in or tlgloareas lit by the
equivalent of full sunlight. The use of this alyilis often signaled
by a sudden chill in the air. Shadow jump may netused more
times in a day than the shadowblessed charactersc@oe.

shadowblessed character can imbue his weaponhégthwil taint of
his dark god. Any weapon the character wields fug minute after
this ability is activated acts as if it had the alyhspecial weapon
quality.

Dark Lord’s Luck (Su): Beginning at 6th level, the
shadowblessed can, once per day, reroll any omekatdamage,
save, ability, or skill check. This reroll can becthred at any time
during the character’'s round, but only one reradlynbe applied to
any single roll.

Caintborn Hbility Description

Tainted Nature (Ex): Those with this path are forever marked
as beings of corruption and darkness, bearers lefjacy of evil
made manifest. Their very being is a focus for avikll its glory,

) : providing a +2 caster level with regards to anyllspéh the Evil
Unholy Weapon (Su): Once per day starting at 5th level thegescriptor. However, being a focus for evil alsoam that the

individual is, in turn, more prone to good effediging unable to
ever cast any spells regardless of class with hedGlescriptor, and
suffer a —3 penalty to all saves against suchspealt against them.

Dark Resilience: The taintborn character’'s HD type increases
by one step (d4 becomes d6, d6 becomes d8, d8 kscdh®, d10
becomes d12). If the character already has a d1Bif@oints then
he gains +1 hit point per level.

Dark God's Luck (Su): Taintborn have a link to their dark god;
whether magic-wielding beings by class or not, they inherently

Improved Companion: Each time this ability is gained, the |ineq to 1zrador through the power granted theiremts, which,

character's companion improves as shown in the taglow. If the

companion is ever dismissed, it loses one stepenéfits per day.
Similarly, if a high-level shadowblessed charactgtins a new
companion, it improves one step per day until dictees the highest
level of improvement based on the shadowblesseddl.| These

improvements apply only to the single companiomgga by this

villainous path.

Improved Companion
Character Bonus Natural Str
Level HD Armor Adj. Int Special
7-11 +2 +4 +1 6 Share saving throws
12-15 +4 +6 +2 7 Improved evasion
16-19 +6 +8 +3 8
20 +8 +10 +4 9
Cantborn

As corrupt and vile as the Night Kings may now they still
have the passions of people, and occasionally eir thst, or by
rape, they will take a woman, and from that unhatyon a child
will be born. These children later grow and siréspfing of their
own, and so the line continues. These offspringtheetaintborn.
Twisted and corrupted by their lineage, and disalvig their
parent, they grow bitter and hateful, seeking daalynake others fall
from grace.

s
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| Level Ability
| 1 Tainted nature, Dark Resilience
| 2  Dark God's Luck 1/day
| 3  Dark Gift
| 4 Astirax Companion
| 5  Dark Blessing
6 Dark Power 1/day (1st-3rd)
| 7 Dark Power 1/day (1st-3rd)
f 8  Dark Gift
| 9 Dark Secret

Dark Blessing
Dark Power 1/day (1st-5th)

12  Dark Power 1/day (1st-5th)
13  Dark Gift
14  Dark Secret
15 Dark Blessing
16  Dark Power 1/day (1st-8th)
| 17  Dark Power 1/day (1st-8th)
18 Dark Gift
i 19 Dark Secret
J 20 Dark Blessing

though only a modest fraction, has passed to thébtan. As such,
once per day a taintborn may reroll any single dag but must
abide by whatever the reroll produces, for gooil.or

Dark Gift: Beginning at 3rd level, and again at 8th, 13th, and
18th level, the taintborn character receives a bdeat.

Astirax Companion (Ex): Taintborn characters are granted an
astirax companion, which is in all ways as thatidégate, even to
the point of gaining one additional hit dice evdryevels. If the
taintborn is a legate, then this astirax is in &ddito the one he has
normally.

Dark Blessing: From 5th level, and then again at 10th, 15th,
and 20th level, the taintborn gains a +1 bonusntalaility score,
though the same ability score may not be chosee than once.

Dark Power (Sp): Starting at 6th level and 7th level, the
taintborn is granted access to a single spell®thoice of 1st to 3rd
level from the legate spell list, which, from thadint onwards, he
may cast once per day without cost. Again at 1é&tkell and 12th
level the taintborn is granted access to anothell; is time the
power can be chosen from 1st to 5th level legatdisspFinally, at
16th level and 17th the taintborn is granted actessme more spell,
this time from 1st to 8th level legate spells. Epells are fixed once
chosen, and may not be changed at a later datseTémells are
granted to the taintborn through his link to thekdgod Izrador.

Dark Secret: A taintborn, as part of his development, discovers
certain dark lore and secrets, most often revealddm in study or
dreams. These secrets can have a profound effenttbp taintborn.
As such, at 9th, 14th, and 19th level, the tainttzan choose one of
the following benefits: a +3 insight bonus to ok#l s+3 hit points,
+2 to a single saving throw, a +1 profane attackusp or a +1
dodge bonus to AC. No benefit may be chosen moredhae.

Cortured Soul

Beaten, broken, tortured, and driven to their bmegldoint until
their minds shatter. Many are broken, but someviddals are
rebuilt by the powers of darkness into tools of taek god’s will.
These poor souls are scarred and obviously indautedriven by
their dark purpose.

Cortured Soul Ability Description

Fragmented Mind (Ex): At 1st level so fragmented and
shattered is the tortured soul’s mind that he imime to all mind-
affecting spells and effects.

Insane Rambling (Su): Starting at 2nd level, the tortured soul
can begin rambling insanely, incurring a —1 monadmalty to all
attack rolls, as his insane mutterings unsettlsdtio hearing range.
There is no save against this effect, but the tedwsoul must be
able to speak and those affected must be ablearohira.

Touch of Idiocy (Sp): Once per day from 3rd level the tortured
soul can cagbuch of idiocyas per the spell of the same name.
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[ Cortured Soul Abilities by Level
Level Ability
| 1 Fragmented Mind
: 2 Insane Rambling
| 3 Touch of Idiocyl/day
} 4  Hideous Laughte 1/day
5  Whispered Horrors 1/day
6  Nightmare 1/day
| 7 Flay Enemy 1/day
f 8 Beasts of the Id 1/day
| 9  Scarred Soul
' 10  Whispered Horrors 2/day
11 Maze 1/day
12 Insanity 1/day
13  Beasts of the Id 2/day
14  Flay enemy 2/day
f 15  Whispered Horrors 3/day
i 16 Maze 2/day
17  Scarred Soul
18 Beasts of the Id 3/day
I 19 Insanity2/day
f 20 Weird1l/day

Hideous Laughter (Sp): Once per day from 4th level the

tortured soul can casideous laughters per the spell of the same

name.

Whispered Horrors (Su): Beginning at 5th level, and then
again at 10th and 15th level, the tortured soul, carte per day,
cause the whispered horrors of his mind to afféidhase within a
radius of 25 feet + 5 feet per level. The terrifyinoices whisper
horrors so traumatizing that those within range trmake a Will
save against DC 10 + Int modifier + one-half theued soul's
level or be frightened, fleeing in terror if abtgherwise suffering a
—2 penalty to all attack rolls, saving throws, ls&iiecks, and ability
checks.. Any affected creature will take the mased route to get
away from the tortured soul, including the usepdaal abilities or
spells. If cornered, the victim may fight. The effef whispered
horrors lasts for one round per level of the tatusoul.

Nightmare (Sp): Once per day from 6th level the tortured soul

can cashightmareas per the spell of the same name.

Flay Enemy (Su): Once per day at 7th level the tortured soul"

gains the supernatural power to flay an enemy alite a thought.
This requires a standard action, and the target bausithin 25 feet
+ 5 feet per level of the tortured soul. The targety make a
Fortitude save against DC 10 + Con modifier + onéthal tortured

soul’s level to take half damage. If this saveasefl, the victim

takes 1d6 points of damage per level of the todtseul (10d6
maximum), and 1d4 temporary Charisma damage fromskie

being flayed from his body. Those who make the sawgd the

Charisma damage, however those who take the Chadamage
begin each day by taking 1d6 points of nonlethahalge for each
point of Charisma lost. For instance, a characteflaged for 4

points of Charisma. On the following day he take$ #dnlethal

damage. The next day he gains back a point of Gharand takes
3d6 nonlethal damage. The nonlethal damage is dughé

excruciating pain the subject suffers due to thek laf skin. In

addition, during this time the character must makeortitude save
each day until healed, equal to the original sa@ @r lose a point
of Charisma permanently due to scarring. The todtwe@ul gains a
second use of the flay enemy power per day at 4.

Beasts of the Id (Sp):Upon reaching 8th level the tortured soul

can manifest the horrors of his mind before an gnameating the
most terrifyingly fearsome horror imaginable to appto him. Only
the chosen target sees this horror, and musinfiage a Will save of
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DC 10 + Int + one-half the tortured soul's classele¥f the target

succeeds he realizes the image is not real andnadfected.

However, a target that fails this save must thetkera Fortitude
save against a DC 10 + Int modifier + one-half teured soul's

class level or die of fear. Even if the subject ceeds at this
Fortitude save he takes 3d6 damage. A torturedgaink a second
use of this power per day at 13th level, and athise per day at
18th level.

Scarred Soul (Ex):Beginning at 9th level a tortured soul is so
used to his very essence being punished that hgrbas resilient
to things that would harm him. He effectively gamst+4 saving
throw bonus versus any and all death spells orcesffeWhen
reaching 17th level he becomes immune to all symtliss and
effects.

Maze (Sp): Once per day from 11th level the tortured soul can
castmazeas per the spell of the same name. The charaabtes g
second use of this power per day at 16th level.

Insanity (Sp): Once per day at 12th level the tortured soul can
castinsanity as per the spell of the same name. He gains adeco
use of this power per day at 19th level.

Weird (Sp): Once per day at 20th level the tortured soul can
castweird as per the spell of the same name.

Crollborn

There are those born of an unholy union with trotlsese
individuals are large and strong, and have reméekadgenerative
abilities. Unfortunately, their forms are hideousdawisted, and
their temperaments are often like that of theill fyarents.

Crollborn Hbility Description

Night Vision (Ex): The trollborn gains darkvision to 60 feet. If
he already has darkvision then it increases to-n80range.

Beast Sense (Ex)The trollborn’s senses continue to develop,
and he may choose at this point to gain either tsoerow-light
vision.

Regeneration (Ex): A trollborn’s blood begins to take on the
aspects of its parent, and all damage receivedpefice and acid is
treated as nonlethal, which is recovered at apataound equal to
the number given.

Large: The trollborn at 5th level has his size increaselirge,
with all resultant statistical changes. In additibe may now wield

| Crollborn Abilities by Level

Level Ability
i 1  Nightvisior
2 Beast Sense

Natural Armor +:
Regeneration 1 (Fire/Acid)
Large

Bull's Strengtl 1/day
Natural Armor +.
Regeneration 2 (Fire/Acid)
i 9 Frightful Presence

| 10 Bull's Strengtl 2/day
11  Natural Armor +:
12  Regeneration 3 (Fire/Acid)
13 Rage l/day
14  Stoneskirl/day
15 Natural Armor +
16  Regeneration 4 (Fire/Acid)
[ 17 Rage 2/day
18 Stoneskir/day
! 19 Natural Armor +!
| 20 Regeneration 5 (Fire/Acid)
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large weapons one-handed and huge weapons in tvads ha
Bull's Strength (Sp): The trollborn beginning at 6th level is

another time per day at 10th level .

Frightful Presence (Ex): Trollborn of 9th level become twisted,
their large, gangly, greenish patchy forms coveséti warts, their
forms emaciated, their fingers long and claw-likad their noses
long and pointed. They can now terrify those thecoeinter,
effectively granting them the fearsome presenchtybi

Rage (Sp):Trollborn of 13th level may usage as per the spell
once per day, and gain a second use per day atel/éth

level the vengeant can cast this spell a secorel fiien day.
Bloodied Tracking: Vengeants are dogged and relentless when
able to castbull's strengthas the spell. He may use this powerit comes to hunting down those they wish vengeaagainst:

namely their chosen foes. For the purposes of itigcthese foes
down the vengeant gains a +1 circumstance bonugvery five
class levels to his Survival checks. Additionalfyhunting someone
he has actually drawn blood from, the penalty ®B€ incurred for
every 24 hours that have passed does not apply amgi day for
every four levels have passed first. For example]l2¢h-level
vengeant is tracking his chosen foe, a Sarcosaa hwfound and
wounded five days ago. He gains a +2 bonus to tasking

Stoneskin (Sp): Trollborn of 14th level gain the ability to cast attempts, and normally the DC to track down his femuld be

stoneskiras per the spell once per day, and a second &mdgy at
18th level.

Vengeant

A vengeant is one born with a burning desire fargeance; the
impetus could be a parent's unresolved desire, r early
experience of the child itself from something itperences or
witnesses directly, but whatever the cause theresdlt is always
the same. The vengeant's thirst for revenge corshimeand grows
beyond his control as he punishes any he encountezse actions
can be even remotely related to the source ofdsgelfor revenge.

Vengeant Ability Description

All-Consuming Foe (Ex): At 1st level, and every five levels
thereafter, the vengeant can choose one type oftti@e his
vengeance applies to. This enemy can be as spasifiall orcs” or
“all human males,” or as widespread as “anyone \ghwearing
red” or “anyone who lives in the Kaladrun Mountain&gainst this
foe the vengeant gains a +2 bonus to attack rbltsvever, so
strong is his hatred for this chosen enemy thatneter someone
who meets the criteria is met, the vengeant musenaaWill save
against DC 14 or attack the target immediately.

raised by +5, as five days have passed. Howevankthto his
bloodied tracking ability, the first three daysmmt count, so the DC
to track his foe is only increased by +2 for thea@ing two days.

Driven (Su): Once per day at 6th level, the vengeant can reroll
any failed saving throw that occurs against onéisfchosen foes.
He gains a second reroll at 12th level. This rezatt be declared at
any time before the character’s next action; ttseilteof this reroll
must be abided by.

Locate Creature (Sp): A vengeant can cadbcate creature
once per day as per the spell of the same nami &\&I, again a
second time per day at 13th level, and a third freeday at 18th
level.

Vengeance Strike (Su)Beginning at 11th level a vengeant can
make a vengeance strike against a chosen foe.afthisk is a full-
round action. The vengeant attack against the chése has an
increased threat range (20 becomes 19-20, 19-26ntsec 18-20,
and so on). In addition, if the attack is a crititaeat, the vengeant
adds +2 to his critical hit confirmation roll.

Relentless:So strong is the vengeant’s hatred and desirestgai
his chosen foe that, when combating such a foe,figets
relentlessly until death (—10 hit points). He doesfall unconscious
at 0 hit points, nor do the effects of dying apglis hatred sustains
him, fueling his efforts.

Furious Charge: When a vengeant makes a charge action

against his chosen foe, if successful, the vengeant add +1
damage for every two class levels to the blow. Hindity may be
used once per day at 2nd level, and an additioma &t 9th and
16th levels.

True Strike (Sp): Beginning at 3rd level a vengeant can cas

true strikeas per the spell of the same name once per daythAt
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| Vengeant Abilities by Cevel

Level Ability

All-Consuming Foe (1st)
Furious Charge 1/day
True Strikel/day
Bloodied Tracking
All-Consuming Foe (2nd)
Driven 1/day

True Strike2/day

Locate Creatur 1/day
Furious Charge 2/day
All-Consuming Foe (3rd)
Vengeance Strike 1/day

12  Driven 2/day
13 Locate Creatur 2/day
14  Vengeance Strike 2/day
15 All-Consuming Foe (4th)
16  Furious Charge 3/day

| 17  Vengeance Strike 3/day
18 Locate Creatur 3/day

i 19 Relentless

J 20  All-Consuming Foe (5th)

Venom Blooded

It is rumored the serpent peoples occasionally takesorts of
other races, and from these unions those with aniciomg,
poisonous nature are born, alluring and charmingast, but with a
deadly nature at heart.

Venom Blooded Ability Description

Poison Immunity (Ex): At 1st level the venom blooded
character is immune to all nonmagical poisons.

Forked Tongue (Ex): All venom blooded people have a knack
for manipulating people and lying as easily as nutple draw
breath. As such, the venom blooded character gaing bonus to
Bluff and Diplomacy checks for every four levels.

Lightning Strike (Ex): Starting at 2nd level, and again at 7th
and 12th levels, the venom blooded character'sticeesc gain a
boost, increasing his initiative scores by +2 ahdavel.

Hypnotic Gaze (Sp):Beginning at 3rd level, and again at 8th
and 13th levels, the venom blooded character gamsbility once
per day to cause whomever meets his gaze to stbptare blankly
at him. In addition, he can make his suggestionsraguests seem
plausible. This gaze has no effect against thoseuine to mind-
influencing effects, such as undead, constructd, the like. The
target must make a Will save against DC of 10 + @lod + one-
half the venom blooded'’s level or become fascinated react as if
the venom blooded were two steps more friendly ttitude (see
NPC attitudes, page 72 PHB). This allows the charact make a
single request of the affected target, which mesbtief and sound
reasonable, and can take no more than one rounteysrof the
venom blooded to complete. The target has no mewfanything
he does during this time.
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Venom (Ex): Starting at 4th level the venom blooded character e ]
begins to produce venom from within a gland at blaek of his A=At
throat, allowing him to make a bite attack, witma@ae of 1d4 + Str 5 LT
modifier. This attack does not provoke an attackpgortunity. The o B
venom itself causes the victim to make a DC 10 + Gulifier | Venom Blooded Hbilitics by Level
Fortitude save or suffer these effects: initial dgm 1 permanent

Fot.

Con loss, secondary damage 1d2 temporary Con lossn Bth i Leilel ég:ls'tgn Immunity, Forked Tongue
level onward, the potency of his venom increasdlswing the ! 2 Lightning Strike +2
venom blooded to add half his level to the save D&irst his | 3 Hypnotic Gaz 1/day
venom. } 4 Venom

Scales (Ex): At 6th level the venom blooded character’s 5  +1Dex
epidermal layer takes on a faintly scale-like appeee, and colorful i 6 Scales+l
patterns begin to appear across his body. Thesessemd the | 7 Lightning Strike +4

8  Hypnotic Gaz 2/day

coloration become more predominant at 11th levedi eover the | ' Venom, Improved

character completely at 16th level. At each sthgecharacter gains I 10 +2Dex
a +1 natural armor bonus. 11  Scales +2

Spit Venom (Ex): Once per day beginning at 14th level the 12  Lightning Strike +6
character gains the ability to spit a stream ofoverat a foe’s face. 13  Hypnotic Gaz 3/day
In order to do this he must make a ranged touctlatagainst the | 14 Spit Venom 1/day
target, who can be no more than 30 feet away. df attack is v A5 +3 Bex

16  Scales +3

17  Summon Ophidian 1/day
18  Spit Venom 2/day

19 Extra Reach

20  +4 Dex

successful the target must make a Fortitude saamstgDC 10 + |
Con modifier + one-half the venom blooded’s leveberlinded for
1d4 rounds. The character gains a second usesoéltiity at 18th
level.

Summon Ophidian (Sp): Upon reaching 17th level the venom

S

blooded character can summon up to twice his fué din snakes
once per day. The exact nature and type of snakesnened
depends on what is available in the region, andireinde dire or
giant varieties. Any snake(s) summoned arrive ié falinds of the
summoning. These snakes are not under the corfttbleovenom
blooded but generally attack all within the immeeiarea, with the
exception of the venom blooded character, whom tiosysider one
of their own.

Extra Reach: At 19th level the venom blooded can elongate his
body when attacking in order to reach charactefseb further out
than normal. This effectively increases the charatthreat range
from 5 feet to 10 feet for a medium sized creature.




Baden’s Bluff, Arc of Sennach, 99 Last Age

They are coming; | can hear the sound of armored me
echoing through the deserted buildings. Most offdithful
have fled as the nights have begun to run red witbd Let
them go; they were too weak in their faith in the Ib&od
and too impressed by the armored might Sunulaeisns
brought to our city. The usurpers are pompous fools
thinking to challenge me, here, in the very bowdlshe
Steep. They will regret their arrogance. “Orastonssnd
forth your children.”

Out of the piled refuse, hundreds upon hundredsitsf
swarm out into the streets and the screaming bedms.
minutes the streets regain their eerie silence aiff@erent
breed of scavenger, one that walks on two legspsré&em
the darkness to plunder what they can.

New feats

€nbanced Astirax Companion
feats

The astirax companion is one of the defining fesguof the
legate class and so it only makes sense that segaeek will seek to
gain additional advantages from their allies.

The black mirrors of Izrador serve many purposescadrse,
draining magic and serving as his eyes are the nmogbrtant
functions, but they also serve as the centerpiéfaubrituals in the
Shadow’s name. From time to time, legates will gerf sacrificial
rituals to enhance their powers—and also to enhdre@owers of
their astirax companions.

These rituals are more common among the ranksosktsects
within the Order of Shadow who focus on hunting ima@ften
represented by access to the Magic domain) but teogile legates
are aware of their existence.

In addition to the prerequisites below, acquirifgpse feats
requires that the legate perform an hour-long Beiaii ritual at the
site of a black mirror. This ritual requires thesttaction of a magic
item or the blood sacrifice of a channeler or fBgrforming the
sacrifice correctly also requires a successful Kiedge (religion)
check (DC 20).

€nbanced Astirax Companion:
Energy Stealing Spell (Metamagic)

You channel the power of your astirax companiosteal spell
energy from targets of your spells.

Prerequisites: Astirax Companion class feature,
companion must have gained +2 HD as a result ofethate’s level
advancement, Enhanced Astirax Companion: Share Sense

Benefit: Your spell drains 1d4 points of spell energy frany
target in addition to its normal effects as if tbed by the astirax.
All creatures that are affected by the spell (i&ke damage, fail the
save etc.) who have spell energy are affected witha additional
saving throw. Similar to the astirax’s ability, Catamage is
inflicted should spell energy be reduced below @Hiy effect.

The astirax loses its drain spell energy abilitytfas round. An
energy stealing spell uses up a slot two levelbdrighan the base
spell.

€nbanced Hstirax Companion:

form Swarm
The legate kneeled motionless, with his arms
outstretched and head tossed back in infernal naptu
Draped around his shoulders was a viper with a soméwha
unnatural aspect, a viper that looked very muclk likose
serpents that seemed to be drawn to the legatddyoul
ritual he was conducting....
With the aid of your astirax companion, you condaigttual to
form an animal or vermin swarm for your astirax@sgession.
Prerequisites: Astirax Companion class feature, astirax
companion must have gained +2 HD as a result ofeiljate’s level
advancement, Enhanced Astirax Companion: PossessnSwa
Benefit: Drawing on the power of your astirax companiony yo
are able to call a swarm of animals or vermin (&gebelow; the
latter is subject to you having taken the Enhandestirax
Companion: Possess Vermin feat) to yourself and fohese
creatures into a swarm as defined in the Core Rules.ritual is a
spell-like ability (for the purposes of disruptiogic.) and takes one
uninterrupted hour to complete. During the ritughur astirax
companion must spend the entire time possessingdime type of
animal or vermin that you are forming into a swa#hthe end of
the ritual, your astirax companion possesses tremwand thus it
is effectively under your control.

€nbanced Astirax Companion:

Possess Swarm

Your astirax companion is now able to possess swésee the
list below).

Prerequisites: Astirax Companion class feature, astirax
companion must have gained +1 HD as a result ofeilje’s level
advancement.

Benefit: The legate’s astirax companion may now also pgsses
any of the swarms on the lists below, subject éostivarm’s HD not
exceeding the astirax’s legate’s character level.

The following swarms are appropriate: Bat Swarm, pede
Swarm, Locust Swarm, Rat Swarm, Spider Swarm, anderRa
Swarm.

€nbanced Hstirax Companion:
Possess Undead

Prerequisites: Astirax Companion class feature.
Benefit: Your astirax companion is able to possess corporea

astiraxundead, in addition to animals, subject to the @emsd undead

having hit dice (including any bonus granted by Tlien Resistance
special quality) equal or less than your legatelev

€nbanced Astirax Companion:

Possess Vermin

Prerequisites: Astirax Companion class feature.

Benefit: Your astirax companion is able to possess vermin i
addition to animals.




€nbanced Astirax Companion:

Share Senses
Prerequisites: Astirax Companion class feature.
Benefit: You share your astirax companion’s sensing of magi

(i.e., this ability does not operate separatelynfyour astirax’s; you
just share its sensing). Sharing senses requisésnaard action on
your part that does not provoke an attack of opatt.

General feats

Beast-bonded Hstirax
You know he is a legate, but rather than some red-ey
creature being at his side, he is accompanied by an
enormous wolf of fell aspect whose eyes seem to\hitinn
an unholy flame.

addition, the channeler’s primary spellcasting igbis changed to
Con.

A channeler of the Obsidian Sorcery tradition iteab burn a
point of natural armor to provide her with two atlfial points of
spell energy. The natural armor cannot be magichaégled but
heals naturally at the rate of one point per day.

Mistress of Stone (SuA channeler of the Obsidian Sorcery
tradition may rebuke or command creatures of th¢hEub-type as
an evil cleric rebukes or commands undead, exdegt the ‘hag
uses her Con score in place of her Cha score. Thimgy be used
3 times/day plus 1 per point of Con bonus.

These advantages are not without cost. The ObsiBaoery
tradition gradually drives a channeler insane. Wienfeat is first
taken, the channeler’s Wis and Cha scores are pentigmeduced
by -2; these cannot be restored. In addition, trenoeler loses her
familiar; this is no longer a class ability for her

Prerequisites: Astirax Companion class feature, aStiraXSWOI’d-bonded Hstirax

companion must have gained +1 HD as a result ofethate’s level
advancement.

Benefit: Through a day-long unholy ritual you bind youriiast
companion into the body of an animal, thus creatnpeast of
Izrador. If your astirax companion is able to pg@ssewarms or
vermin due to your Enhanced Astirax Companion Fehtn; you
may bind your astirax companion to the same.

€yes of Izrador
They looked into the legate’s eyes and saw that they
were like pools of dark blood, without pupil or idad truly
evil to behold.

Prerequisites: Rebuke Undead class feature, ability to cast 3rd

level or higher legate spells.

Benefit: At the permanent cost of one daily use of youtitgbi
to Rebuke Undead, you channel negative energy te gburself
darkvision with a 60 ft. range (or +60 ft if yourehdy possess
darkvision) and the supernatural ability to semagical darkness to
a distance of 30 ft. For the purposedetect evilspells and similar
effects, your evil aura is now Overwhelming andryeyes look like
the surface of a black mirror.

€yes of 1zrador, Greater
The legate looked through the massed ranks of slave
and unfailingly selected the weakest of them foriee
upon the Shadow’s altars.

The soldier legate before you bears a black iroadbl

that seems surrounded by a faint nimbus of power.

Prerequisites: Astirax Companion class feature, masterwork
cold iron longsword, must be a member of the sol@igates.

Benefit: Through a ceremony presided over by a soldiertéega
capable of casting 5th level legate spells, youe fyeur astirax
companion to a longsword of black iron. The astip@xmanently
loses its identity and being, but you gain a poulevfeapon. The
masterwork cold iron longsword gains the followatgjlities:
¢ Hardness and hit points double;
¢ Ghost-touch quality;

Detect magic as a standard action at will (useatar level

as caster level);

Any attack with the sword that inflicts damage atkains

spell energy as per an astirax’s normal attack.

Any spell energy drained is stored in the sworde $tvord may
absorb a maximum number of points of spell enexgyakto your
character level, after which any further pointsimed are simply
lost. Absorbed spell energy may be used to cadiottmving spells
as a free action, once per round, at a cost it espetgy equal to the
spell's level:blade barrier, divine power, greater magic weapon,
keen edge(treat as 4th level legate spell), anthgic weapon
However, the spell can only be cast in this manhgour legate
level is high enough to allow you to cast the spell

Prerequisites: Rebuke Undead class feature, ability to cast 3r1tzm Creation feats

level or higher legate spells, Eyes of Izrador.

Benefit: At the permanent cost of one additional daily ofe
your ability to Rebuke Undead, you channel negagivergy to give
yourself a permanent version of tiheathwatctspell.

Obsidian Sorcery
With the guidance of the foul obsidian hags of the
dwarven Dorin Clan, you tap the dark power of the
Obsidian Cyst to power your channeling magic.

Peart of the Living

You are capable of using the essence of the ligimg) the earth
to store and channel magical energies

Prerequisites: Knowledge of at least one spell, must be one of
the horsha and perform a ritual involving a livimgmanoid and one
gem of high value.

Benefit: See the feat description on Chapter 8

Prerequisites: Ceremony (see below), Channeler Gift class

feature, Con 13+, Great Fortitude, Magecraft, Toeghn

Benefit: Taking this feat requires that the channeler priese

herself (rarely is a male accepted) to the obsidiag coven that
dwell in a great chasm deep beneath the Kaladruanké&ins where
they tend the dark power nexus known as the Uttst.Qyere, in a
ceremony involving blood sacrifice and fouler ttsngver a two arc
period, the channeler is inducted into the myssené Obsidian
Sorcery and is forever changed.

The ceremony changes the texture of the channed&ifs to
something like obsidian which, among other thirqggvides a +1
bonus to natural armor (stacks with all existingulses) and 25%
fortification (i.e., there is a 25% chance that adlgitional damage
from a critical hit or sneak attack or similar wile negated). In

;@g Chapter 5: Techniques of Darkness \
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Baden’s Bluff, Arc of Halail, 99 Last Age

A missive to Brother Teros,

‘Brother, the noose is tightening around the faithih
Baden'’s Bluff. The usurpers have brought in MotifeBone
warbands to control the Steep. The odrendor havieaoof
death, as they know they will rise again to servér tiibe.
Our losses have become frightful, if we cannot thetide
quickly Sunulael’s scum will control the city. I'neigg to
scatter the faithful and let the usurpers contia Steep, for
now. There are things hidden here, in places evedomaot
go, that they will find difficult to control.’

Che Hrmaes of the
Shadow

The great council hall is busy, filled with coures, warriors,
and even a few humans. Queen Aradil sits on hemé&rquietly
listening as each report is presented to her. Tdeffieis a large and
very detailed map of Eredane. Scattered acrossntye are small
red symbols and four much larger black objects|aakbsword, a
magician’s staff, a dragon, and a holy symbol & Bark God. A
lone elf stands next to the map. With a nod from @ueen, he
begins his report.

“My Queen, there has been little change in the
Shadow’s armies over the past week. Our agents have
confirmed that two of the dark powers, the Legateufiah
and the shell that was Zardrix remain in or very néze
Dark Tower. The Shadow’s general Jahzir is still
Alvedara, but preparations seem to be underway fior to
travel to Erenhead. The last of the four, the greattor,
remains in his tower near Bandilrin. The three majomies
along our borders have gained little, if any groufidhe orc
general Grial probes our defenses with orc and goklar
bands but conserves the base of his power, the twety
orc legions, roughly 46,000 troops. In addition &rican
call on numerous orc, goblin, and even ogre war lsand
adding 200,000 more troops. With a few exceptioeseh
war bands have not proven successful and there hegn
cases where Grial has used his legions to forcevihe
bands into the fight. Most worrisome is the almadstys
blight ogres that have yet to attack us. We beliba¢ Grial
is waiting for our defenses to weaken before usiegotight
ogres to force a breach.

The Shadow army just north of the sea has beeniteld
check. The army has changed leadership three timése
past cycle and the lack of leadership has given our
defenders a small respite. There are currently tevedvc
legions holding the army together. They are supgubithy
100,000 orc and goblin troops, with very few ogresralls.
Prince Redguard and his riders have done some minor
damage to the army’s supply trains and have hetpdaep
a roughly two hundred mile portion of the front liclear of
orcish troops. In the far north, with the destructiof the
Legion of the Bloody Spear at the fighting nearZem Oak,

in

the number of legions stands at eleven. They grpasted
by almost 80,000 orcs and goblins and a large nurnbee
trolls.

On the northern Kaladrun front, we are unable to get
good count of the forces involved. The last word we h
from the dwarven capitol is that there were over 020
orcs and goblinkin besieging them. In that numberewe
fifteen orc legions. Scattered through the reghefnorthern
range, the dwarves estimate there are another &)a0D
Shadow troops attacking isolated holdfasts or ogoup
captured mines and clan holds.

More disturbing news come on their southern frohie T
number of Shadow troops gathering near Erenhead has
increased to just over 80,000. Jahzir has dispatelien
legions to the area to strengthen the force. Weeetxthe
new army still needs a least two arcs to gather dappbet
up a command structure, and move into the southern
Kaladruns. Our information on Jahzir has him depagtfor
Erenhead by the end of the arc to confirm comménithe
army and provide initial orders. We have passed our
information to those contacts we have among thehsouoit
dwarven clans.

In the former human lands, the Shadow’s grip isiggtt
tighter. Each major city has at least one orc legim
garrison. The two most important cities, Alvedarada
Highwall have four legions and Bastion has two. Most
legions have a number of war bands that are allieth wi
them. Numbers vary on allied troops, from as listse1,000
in Steel Hill to over 40,000 in and around Bastidn.the
south, Jahzir has sent six orc legions and sevgddilin
worg rider bands to hunt the Sarcosan Free Ridershto
north of Hallisport.

The great migration of orc and goblinkin tribes aft
the north continues. Our agent in Bastion has sert that
at least three orc tribes have settled in deseftehan
villages approximately two days walk west of Bastiorihe
east, the tribes have settled most of the nortB&etches of
the Ishensa River. Migration south of the Sea diuRa is
continuing, but at a very slow pace.”

Aradil rises from her throne and moves to the n&ipe moves
three of the orc legions near the Sea of Pellt@aal has detached
a small striking force that is skirting the south@ellurian coast. He
will attempt to penetrate our lines near Three 3rémrd Kalista”
she looks over at an elderly elf in full armor, tywill take your
troops and deploy just south of Three Trees. Woitk the local
defenders and allow the orcs to move into the fofast up enough
resistance to let them feel we are fighting for gheund, but slowly
draw them further into the forest. Once they hawamitted, move
you force north and cut off their retreat. If we yvaoswiftly, we
should be able to destroy those three legionstaidallies.”

Che Shadow’s Hrmies

The Shadow’'s armies are a contradiction. The cbtheoarmy,
the orc legions, is extremely well organized, epgeigh and led.
However, the bulk of the army, the various tribésms, goblinkin,
ogres, and other shadow creatures fight as indigdwr small
warbands with little to no organization. The Shatogenerals have
learned how to use both types of troops. The tuin#ls are used to




try to overwhelm, pin down, or demoralize the eneand the
legions are used as the Shadow’s dark hammer.

The orc legions are the disciplined striking foafethe army,
used to punch through a defensive line or takertifiéal position.
Specialty units, like undead, blight ogres, or emediragon provide
the added strength to support the legions. Orcoftegginormally
consist of between 1,500 and 3,000 troops, usdaliyn a single
tribe. Due to the number of troops in a legion,ydhke larger tribes
can support a legion. Some of the largest tribésiriSed Mother,
Mother of Bone, etc.) support multiple legions. largi provide the
tribe with the means of achieving glory, gainingyda with the
Night King Jahzir, and acquiring lands and slawegtieir tribe. The
legions also receive the best arms and armor freeel $Hill and
gain the greatest share of plunder taken in baltézir uses the
legions to enforce his rule in the conquered tmigs and keep the
other tribes in line.

The various tribes of orcs and goblinkin have beent or
migrated south to take over territory formerly hélgd the humans,
fight the human resistance, or support the warrsgdhe fey. Due
to the large number of tribes and the vast amodintoaquered
territory, it's difficult for the Shadow to contrdhe actions of the
tribes. A number of tribes have taken over teryitand have little
interest in being sent into the hell known as thetitor or fighting
in the close, trap-infested caverns under the Kalel Smaller
tribes can and have simply disappeared from thal@&ka view.
Some tribes need to be coerced into joining theagainst the fey,
while others gladly go to attack their hated enemiéghe Shadow’s
control of the legions and the tribes is strongestthe frontlines
against the fey, near Theros Obsidia, and Alvedashzir has
trusted commanders in each location.

and act as skirmishers. The goblins died by theshods. Even so,
they took their toll on the dornish and elven wansi During the
Second Age, the goblins began to adapt to thedr aslthe servants
of the orcs. In battle the goblins were used asitscand saboteurs.
At the end of the Second Age, the goblins werdtiafed past the
Fortress Wall to spread panic and destruction i@ Bornish
heartland. Raiding virtually defenseless villagaling cattle, and
poisoning wells were all within the limited capadtigls of the
goblins. Their ability to infiltrate and strike \mibut warning
diverted desperately needed troops from the Ferinésl.

The battles of the Second Age provided another ppity for
the goblins to prove their worth to the Shadow, atav The
Shadow’s lack of cavalry proved to be fatal in lder stages of the
battles of the Second Age. The inability to quickipve across the
battlefield and the lack of an effective counterthe Sarcosan
cavalry turned the tide against the Shadow. Theeharof the
northern wastes did not have and could not supgpergreat herds
of horses necessary to form an effective cavalrgefoThe Shadow
used worgs to attack the Sarcosan cavalry, butvtirgs were not
organized, and did not have the ability to quialdgct to changes in
a battle. The worgs needed riders to control thetions and provide
for the mounted force the Shadow so desperatelgateeAs orcs
were far too heavy for the worgs, the Shadow’s geadurned their
eyes to the goblins. Tribes of goblins were taked @ained to ride
and fight from worgs. The bonding of the worgs audblins took
hundreds of years, but finally a breed of goblirssvereated that
could work with the worgs and provide the Shadowhwis first
cavalry. With the rise of the Last Age, the gobfice has evolved
into six distinct racial types, lesser goblin, doblgreater goblin,
sniffers, worg riders, and slavers.

Command in the Shadow's army is based on strength an

influence. The strong and those tribes with theofsupport of a
powerful sponsor (Jahzir, Ardherin, etc.) hold tighest positions
and take what they want. Competition between theedriis fierce
and can be very bloody. Personal duels or smalke sfighting
decides most conflicts between tribes. Jahzir wit allow full
tribal warfare. The Shadow’s war against the fepased on broad
fronts. There are two main fronts in the war agathe elves, the
northern front in the Veradeen and the southermtfrm the
Caraheen. In the north, the Shunned Mother Trilgrals the war
against the hated Erunsil. In the Caraheen, GreaFey Killer runs
the war from his fortress at Fachtendom. The sonotfrent is the
most important as it's charged with taking the eh@pital and
destroying the Witch Queen. The fight against tiardes currently
has one front, the Northern Kaladrun front. Jafefiorming a new
army near Erenhead to start a second (southern) &gainst the
dwarves.

Goblins of Eredane

In his search for servants worthy of joining hissthahe Dark
God, captured and corrupted, fey, humans, giamtd, tae great
beasts of the north. Much is known of his succed$esorcs and
oruks, the Night Kings, blight ogres, and the cptian of the dire
wolves — the worgs. Much less is known about whaeen as his
failure, the vermin of the Shadow host, the goblins

In the early years of the First Age, tribes of feggan to
disappear from the Northern Marches. Some beli¢givatthe tribes
had fallen to sickness or predators. Natural deathld have been
preferred over what was done to the captured fag. various types
of captured highland imps were twisted and filledhwizrador's
dark essence. What came from years of torture efaadming were
the goblins. Instead of the strong and magical imarace the Dark
God wanted, the goblins turned out to be weak k&kalin the dark,
lacking in discipline, and full of fear. The Shad@bandoned its
attempts with the highland imps and left the gol¢ioe to fend for
itself in the savage north. Unexpectedly, the aowived and even
grew in size during the First Age. During the Batté Three
Kingdoms, the goblins were used to blunt the blaofethe dorns

Lesser Goblin

Even smaller then a normal goblin, lesser goblarely reach
three feet in height. They are the menial laboferstheir orc
masters, and very, very rarely used in combat.dregsblins do not
form their own tribes; they are the property of tie tribes/legions.

In black tongue, they are called ran “kerrach’ orker goblins.

In dwarven, they are called ‘frankach be’ag’, @skr goblin.

¢ Impact on Eredane: None, they are treated as any other
slave.

e Size:small.

¢ Benefits and Detriments: Strength —4, Dexterity +2,
Charisma —4, Hit Dice 1D6, +4 to Move Silently an?l te
Hide checks.

« Favored Weapons and Armor: Very rarely armed with
metal weapons. Lesser Goblins use crude spearbs,clu
slings, and darts.

+ Favored Feats:Endurance, Great Fortitude, Alertness.

Goblin

Almost half of the race is standard goblins. Bodyl akin
coloration varies by region and tribe. Coloratiopp@ars to be
important to the goblins, but what it signifiesasnystery to non-
goblins. Standard goblins are treated just barelyeb then lesser
goblins. They still receive the worst living aretmd, and access to
weapons. Goblins are thrown into the front linecombat to act as
“arrow catchers” and to identify weaknesses in #m@emy’s
defenses. In black tongue, they are simply calted’; goblins. In
dwarven and norther, they are called ‘frankach’jclwimeans both
goblin and rat.

¢ Impact on Eredane: Limited, used as fodder for the orc

armies. They are also used to spread terror in piedu
territories and to provide limited security for ostipply
trains.

e Size:small.

Benefits and Detriments: -2 Strength, -2 Charisma, +2
Dexterity. +4 to Move Silently and +2 to Survivédilecks.




Favored Weapons and Armor: Goblins rarely rate metal ‘frankach sclabhai’, or goblin slavers. Other rae#ber shorten the
armor and lack the ability to convert human/orc@rinto a dwarven to just ‘sclabhai’ or use the local wordstavers.

form more suitable for their size. Most armor isidely
made leather, studded leather, or hide. Goblinsnally
carry small wicker or wooden shields and are armét
Fighting Knives (treat as a Dagger), Javelins,d3jrand the
occasional Short Sword.

* Favored Feats:Alertness, Dodge, Stealthy.

Greater Goblin
Greater Goblins are the pinnacle of the goblin etohary

ladder and are more than a foot taller than stahdablins (up to
five feet tall) and much more sturdily built. Greagoblins due to
their size and strength easily dominate most gdbilies. Only one
in every hundred goblins will develop into a greageblin. In black
tongue, they are called ran “'mor’, or large goblihe dwarves and
dorn also use the word ‘mor’ to mean big or large.

e Impact on Eredane: Small, due to their limited numbers.
Most goblin tribes are led by greater goblins. Qudkoften
kill greater goblins to prevent any challenge teitttontrol
over goblin tribes.

e Size:medium.

« Benefits and Detriments: +2 Strength, -2 Intelligence, -2
Charisma. +4 to Move Silently and +2 to Survivalctse

« Favored Weapons and Armor: Greater goblins are able to
wear captured human armor and usually wear ilkfjtt
chain or scale. They claim the best weapons avaitabthe
tribe and prefer to wield swords and maces.

« Favored Feats:Power Attack, Toughness, Persuasive.

Sniffers

Sniffers are almost feral goblins that survive ttu¢heir natural
ability to track their prey. These goblins havevemo very valuable
when the orcs hunt resistance fighters or escdpedss Sniffers are
wiry and hunched over to be closer to the groureyToften use all
four of their limbs to propel themselves. Physigathey are much
weaker then normal goblins. If forced to fight, yheill normally
attack with their claws and teeth. In black tongiey are called
‘ran “kafer’, which means dog goblin. Neither dwemvnor norther
has a special word for the sniffers. Dwarves amnmh glast call them
‘kafer’.

« Impact on Eredane: Excellent trackers. In skirmishes with
orc and goblin hunting parties/warbands, sniffexs aften
the first targets. Resistance groups have learnedhénd
way that the orcs/goblins will flee an initial encer only
to return in greater numbers using the snifferpittk up
their trail.

e Size:small.

* Benefits and Detriments: -4 Strength, -2 Constitution, -2
Chaisma, +4 Dexterity, +2 Wisdom. Automatically gaie th
Scent feat. Can attack with either two claws (1D2poe
bite (1D3).

e Favored Weapons and Armor: Sniffers very rarely carry

weapons or wear anything more than hide armor. Thq}g

prefer to keep their hands free.

 Favored Feats: Track. Sniffers that

« Impact on Eredane: The bane of independent humans
throughout Eredane. Slavers have had to move faitite
the wilderness to find the slaves they need to cupine
mines at Steel Hill and the great farms near Basfidrey
are the most hated of the goblins.

e Size:small.

« Benefits and Detriments: -2 Strength, +2 Dexterity, -2
Charisma. +4 to Move Silently and Appraise (slasdgl)s.
Start with the Erenlander language.

« Favored Weapons and Armor: Slaves are a valuable
commodity, so slavers rarely use weapons that can
permanently harm their captives, favoring whipgsnsaps,
and clubs. Slavers rarely take well armed or arphore
humans as slaves so they rarely wear heavy aranasrifg
leather or studded armor. They do carry small dkiel

« Favored Feats: Exotic weapon proficiency (whips, nets),
Investigator, Negotiator.

Worg Riders
Worg Riders are the most dangerous of the goblirenirth,

they are placed with their worgs and bond at aty eaye. They are
trained in mounted combat and how to act as uides ndividuals.
They are taller and thinner than normal goblins tour feet tall
and about 65-75 pounds). In black tongue, they calged ran
“herla’, or goblin riders. In dwarven they are edll‘frankach
faolchu’, or wolf goblins.

¢ Impact on Eredane: Aside from human collaborators, the
worg riders are the Shadow's only cavalry. Mostlegions
have a small unit of worg riders attached to tlygole to act
as scouts and messengers. In southern Erenland atke
used against the Sarcosan free riders.

e Size:small.

« Benefits and Detriments: - 2 Strength, -2 Charisma, +2
Dexterity. +4 to Ride and Animal Empathy (Worgs gnly
checks.

« Favored Weapons and Armor:Worg riders normally carry
short lances and slashing weapons (swords/axes). tBu
weight restrictions, they never wear any armor rerabhan
leather and never carry shields.

e Favored Feats: Mounted Combat. Worg riders that gain
enough experience/levels to gain a second featlysimse
Mounted Archery or Ride by Attack.

Qdrendor Cribes

Although denied by the dwarves, it is clear thatsowmre
descended from a common ancestor that was hotuildyed by the
Shadow in the dawn of the dwarven race. Orc leggmehks of
thirty brides of Izrador that became the mothershef orc race.
Each bride/mother was unique; bring their own el@isénto the
new race. These mythical progenitors of the ora$ te the
formation of the great orc tribes we know of todaje tribes took
e names of their matriarch, such as the MotheBaie, Dead
Mother, and Shunned Mother tribes. Of the origthaty legendary

gain  enough yihes twenty-three are still believed to be ifstence. Seven tribes

experience/levels to gain a second feat usuallys&€hoere either not sufficiently loyal to the Dark God did not prove

Endurance or Alertness.

Slavers

Slavers are a breed of goblin that is trained fborh on how to
capture and keep slaves. Physically, slavers @i diifferent from
standard goblins. Due to their contact with nongoblins, they
have greater command of languages and are ususthr lequipped.
They are employed by legates, Traitor Princes, @ed to provide
slaves for mines, farms, and simple industry. lackltongue, they
are called ran “erus’, or master goblin. In dwartteey are called

strong enough to keep their tribe out of the cootsp

There are more than twenty-three orc tribes. Overcenturies,
warfare, the rise of powerful leaders, and natlloavad elements of
the great tribes to break away and form new trid&kile the
twenty-three original tribes are the strongest onoagst the
strongest, there are hundreds of other tribes pbfidcs in the north
and the alliances between the tribes are convolateddifficult to
understand if you are not an orc. Animosity betwtédres can be
traced back over thousands of years. Tribal aléarshift frequently
as each tribe tries to better its position and waakhated rival.

NI



The war against the humans and the fey has br@ughinber of
changes to orc tribal culture. More living space access to better
food has allowed some smaller tribes to grow vemclkdy. No
longer restrained by powerful enemies, smalleesibave migrated
into northern and southern Eredane and establiseechomes. Old
alliances have broken down and new regionally baiethces have
taken their place. Some minor tribes have beenpualital into
leadership due to their success against the fder®thave ceased to
exist and their members either join another tribare exterminated.

Beast Mother Cribe

The enemies of the Beast Mother tribe claim they roe
descended from an orc but are the children of arvifemale fox).
The tribe was known for their stealth and theirligbito move
silently and quickly through the wastes. When thkep tribes
stayed in the north near the caribou herds, thetBéathers moved
southwest to live in the evergreens on the edgéhefHighhorn
Mountains. There the tribe fought and observed &lgeen enemies.
For centuries the Beast Mothers died at the hantiseoErunsil, but
given time even an orc can learn. The tribe bedhmeeflection of
their enemies, at home in the woods, able to monetly and leave
little trace of their passage. At the end of theddel Age the Beast
Mother tribe was a near match to the elves in theastery of
fighting in the evergreens. At the end of the Thige, the tribe
swept down and took an elven fortress without wagnirheir tribe
is no longer the hunted, they have become oneeohtimters. They
are the Shadow’s dark wildlanders.

clothing of their enemies, wearing furs and outdres that
are died the dark greens of the forest or bleaetisite to
match the snows. They tend to be taller and ledman
average orcs (+2-6 inches and minus 50-70 pounds).

Highhorns in the northern Veradeen.

suited to fight the elves in the Veradeen. Althotighy hate
them, the Erunsil have learnt to respect these alibties,
and do not make the mistake to underestimate thleints.
Benefits and Detriments:Favored class is wildlander. They

have been fighting the elves so long that they have

transferred their hatred from the dwarves to tiveslgain
+1 to attack elves, loss bonus against dwarveti¢® +2
Strength, +2 Dexterity, -2 Constitution, -2 Chari3ma
Favored Weapons and Armor: Having learnt their trade
from the observation of Erunsil wildlanders, the &ea
Mother Tribe use longbows and fighting knives, dltieey
are not skilled enough to copy the Erunsil fightstge.
Favored Feats:Point Blank Shot, Far Shoot, Precise Sho
Shot on the Run, Two Weapon Fighting.

Blind Mother Tribe

The original name of this tribe is lost in the dasfrihe orc race.
The current name was taken after the matriarchieofribe offered
their eyes to Izrador in an attempt to assuag®trk Lord’s anger.
Since that event warriors of the tribe normallyeofbne of their eyes
to the Dark Lord to prove their loyalty. Due toghitual, the orcs
are trained from birth to fight without the useanie or both eyes.

* Physical Description: The only physical difference is the
scarring caused by the loss of an eye (normallyetheye).
Stronghold: The tribe is still based north of the Vale of
Tears but also has taken a dwarven holdfast itcthealls.
Impact on Eredane: The Blind Mother orcs have fought
the dwarves in the Icewalls and Kaladruns for alnsis
thousand years. They are very skilled at fightingthe
darkness against the hated foes.

Benefits and Detriments:Gain the blind fighting feat. +4 to
Listen checks. Loss of an eye seriously impacts tislity

Physical Description: The Beast Mothers have adopted the

Stronghold: The tribe is based on the western slopes of the

Impact on Eredane: The Beast Mother tribe are the best

with missile weapons, they suffer a —4 circumstgreealty,
range increments are halved and range incremeratitjgen
are halved.

Favored Weapons and Armor:; Due to their lack of depth
perception, the Blind Mother orcs rarely use missile
weapons.

Favored Feats: Toughness, Power Attack, Cleave, Greater
Cleave, and Improved Critical.

Blood Mother Tribe

Amongst the favored of Izrador, whispers are tdidhis tribe.
While not the most savage of fighters or the mosivgrful of
Channelers they have a unique ability that gives guoie those
whispers. Many are the stories, that after a rdid,Blood Mother
Tribe would drink the blood of the fallen, bothefnid and foe alike
and over the centuries they have learnt to drawepdwom the
blood.

Physical Description: The members of this tribe are slightly
smaller than standard orcs and have a slight nge tio their
skin. They have four fang-like teeth for which tcake
incisions so they can drink the blood. They keegirthair
long but braided.

Stronghold: The main stronghold of this tribe is rumored to
be Gastenfang to the north of the vale of tearswveéver,
none have returned from expeditions to find it.

Impact on Eredane: This tribe has had no major impact on
the world yet, though the fear generated by thame is
enough to stagger even the most powerful of tribes.
Benefits and Detriments: Favored class (none). Blood
drink, by drinking the blood of their dead, the if&d
Mother Tribe gain ability boosts. For example bynking
the blood of a dwarf they gain +2 str and con, liteod of
an elf gives +2 dex and int. There also rumors thleo
effects when they drink the blood of the other &sbA
Blood Mother orc has to spend 1 round drinking theod

of the dead to gain the bonuses. This blood boouses 1
round after drinking the blood. The bonus lastsSaounds
plus 1 round per level and does not stack.

Favored Weapons and Armor: They wear light armor, so
as not to impede movement but use heavy weapons tha
allow for greater blood spillage.

Favored Feats: Cleave, Combat Reflexes, Power Attack,
Weapon Focus

Bonded Mother Cribe

From the beginning, their Kurasatch Udareen wasfdlerite
mother-wife of Izrador. This has renewed every gatien, and thus

tl:he tribe gained great prestige and trust fromBbie God Himself.

They are his most trusted servants, the closekino He knows
they will obey his every order unquestioningly, tvatit faltering.
They are his personal guard, for all eternity, lwbtm him forever.
They serve him on the battlefield, and their assignesidence is
Theros Obsidia itself, where they make sure nothiflgthreaten
their masters. They also are very often warrioaleg, acting in the
name of Izrador.

Physical Description: these orcs are much taller and
sturdier than other members of their race. Thelrab®r is
very disciplined. They are Izrador's dark paladigpjcally
wearing dark plate armor with the dark Lord's symbbey
patrol the streets of Theros Obsidia, and the hitghesl
members are the personal guard of Izrador.

Stronghold: Theros Obsidia

Impact on Eredane:they are universally known and feared
throughout all of Eredane.

Benefits and Detriments: Usually warrior legates. They
can see in absolute darkness (darkvision), butnaoee




sensitive to the sunlight than other orc tribes it3irect
sunlight).

Favored Weapons and Armor: Black plate armor, heavy
(knightly) mace. They ride dark steeds when affécte
outside of Theros Obsidia.

Favored Feats:None.

Clawed Mother Cribe

The Clawed Mother orcs are believed to be the delscesa of
the mating of a great arctic polar bear and a nnedlife of Izrador.
Whether the stories are true or not, the tribe Isaveral
characteristics that differentiate them from thst i&f the orc race.
They are larger, heavier, and they have naturalcl8efore the
arrival of the Oruks, they were the most fearedwacriors. When
the orc horde poured across the Fortress Walleagtial of the Third
Age, the Clawed Mother orcs overwhelmed the Dordisfense of
the citadel at Riversbend and took the final keep.
Physical Description: They're normally 4-12 inches taller
and 60-120 pounds heavier than normal orcs. Theyen
more muscular but are not as fast. Many memberthef
tribe bleach their hair white in honor of the mygtili
ancestor (great polar bear).

Stronghold: Most of the tribe’s warriors have been sent to

have established several small camps to the nofth o
Bandilrin to support the fight against the Erunsil.

Impact on Eredane: The Cold Mother orcs are used almost
exclusive in the war against the Erunsil. Theylsst suited

to fight in the cold environment and can fight ewdring
the heart of winter, which puts a great strain ba ¢lven
defenses.

Benefits and Detriments:Cold resistance 10, do not suffer
a penalty fighting in full light (half their yeas ispent in full
sunlight). Very susceptible to heat and fire (-2 saves
against fire based attacks). The tribe does nattiiom well

in warmer climates. At temperatures above 40 dsgree
(Fahrenheit) they suffer a minus one to all robstacks,
damage, saves). In climates above 70 degrees tiifey a
minus two to all rolls.

Favored Weapons and Armor: The Cold Mother orcs use
spears for hunting and combat. The spears are Higrma
made of bone as iron becomes brittle in the colkyTuse
darts and throwing axes as their missile weapoohoice.
Armor is normally walrus or caribou hide (leather
equivalent) and they carry large hide shields.

Favored Feats: Endurance, Great Fortitude, Track, Power
Attack.

Erenhead to be part of the Southern Kaladrun Army, .
Elements of the tribe have already moved toward Rmek Crooked Back Motber Cribe

and will probably move into the Kaladruns in theisg.
Impact on Eredane: The Clawed Mother orcs can be
overpowering in combat and the southern dwarvemnscla
will be hard pressed to hold against them and ¢seaof the
Southern Kaladrun Army. The Clawed Mothers will
probably spearhead the assault.

Benefits and Detriments: They're much stronger (+6
Strength), but are also much slower (speed 20,ex@dbity)
then average orcs. They can attack with two clawd/claw
plus strength bonus). Due to their preference tacktwith
their claws, they lose the +1 with the Vardatch gadh +1
with claws/cestus. Replace exotic orc weapon (vahjat
feat with exotic orc weapon (claws/cestus). (Optrength
+6, Dexterity —2, Intelligence —2, Charisma —2)

Favored Weapons and Armor: Most of the tribe uses
metal cestus to reinforce their claw attacks (&#dmecome
1d6). Due to their preference for natural weapahney do
not carry shields. To compensate for their slow ement,
they wear the heaviest armor they can find. Sorie tr
members coat their cestus with contact poisons.
Favored Feats: Weapon focus (claws/cestus),

Unarmed Strike.

Cold Mother Cribe

When the original mother-wives of Izrador were fednfrom
the surviving elthedar refugees, they were eachrgivtest to see if
they were worthy to serve as the mothers of thek @ad’s favored
race and the tool of his deliverance. The first Qdlother was cast
out of the warren and into the snows to either alieprove her
strength. Her dual nature as both elthedar andssevef Izrador’s
power allowed her to survive and adapt to her enwirent. She
became one with the cold. Her children were boitnimthe warmth
of an underground lair but on the ice in the bingold northern
winds.

* Physical Description: The Cold Mother orcs wear their hair
long and braided like the Dorn. They are usuallgpped in
furs that have been bleached white. Winter wolbes are
raised with the tribe often accompany them.

Stronghold: The tribe’s lair is well north of the Vale of
Tears almost at Eredane’s northern most pole. Tihe is
hundreds of miles from the closest orc settlementey

Power
Attack, Bull Rush, Improved Bull Rush, Cleave, Improved

When the Shadow corrupted the elthedar, some toe@sist.
Those that did were tortured and mutilated ungirttspirits broke
and they accepted lzrador as their master. Onehefariginal
mother-wives was one of those who had been tortuded spine
was malformed and her body was strangely stretdhedas a dark
miracle that she could give birth, but she did. Eleitdren were as
malformed as she was, but they gained immensegstramd strong
wills. However, they were ponderously slow and qoick to learn
from their mistakes. They neither dominated theighboring tribes
nor were they dominated. Instead of destroying ttiee, the
Shadow found a use for their damaged bodies. Thek&dbBack
tribe became the Shadow’s destroyers of fortifaai Their great
strength allowed them to be heavily armored ancaroy their two-
handed war hammers and great axes and use theestroydwalls
and tower gates.

Physical Description: If they could stand erect, the
Crooked Back orcs would be taller then most orcs. Due
their malformed spine, they are permanently hunahest.
Their arms (at least one of them) are abnormalhgland
they sometimes use their arms to help propel thérmanw
they run.

Stronghold: The tribe maintains their ancestral homes in the
frozen wastes. The bulk of the tribe’s warriors fighting
the dwarves in the northern Kaladrun Mountains. Sarh
the tribe has been moved south to Erenhead to erépa
the assault on the southern dwarven clans.

Impact on Eredane: The Crooked Back are the destroyers
of dwarven holdfasts. When a dwarven-fortified giosihas

to be destroyed they are sent in to die or take the
fortification. The Shadow is moving several thouban
Crooked Backs toward the siege of Calador, in an attéon
breach the city’s fortifications.

Benefits and Detriments: Crooked Backs are very slow
(speed 15). However, they have great strength andleng
arms, so they can wield most two handed weapors avit
single hand (no penalty to hit or damage). The ldse
exotic orc weapon proficiency and gain weapon pieficy
for two handed war hammers and the Iron Will fé@ption

+8 Strength, -4 Dexterity, -2 Intelligence, -2 Ckara)
Favored Weapons and Armor: The Crooked Backs favor
two handed war hammers or double bladed great dies.
available they wear heavy plate or scale armor carty
tower shields.
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Dark Mother Cribe

The elves believe that the Dark Mother orcs weeefifst true
orcs bred from the corrupted elthedar. The birthithef first Dark
Mother orc pleased Izrador. As the tribe grew, fmught them into
the absolute darkness that was his home and hs®mriThey
became his guards. Their life is darkness; mosémsee the light of
day. Rarely does the tribe leave their God and mabtey are the
most loyal of all the orc tribes.

Physical Description: The tribe looks very different from
the race of their race. Their features are smoadherless
bestial. They appear to be more similar to humhas they
are to orcs. Their skin is paler and their eyeslanger and
gray. They wear dark robes over finely crafted arriibeir
Kurasatch Udareen wear vestments similar to thaze Wy
the human Legates in Theros Obsidia.

of Tears.

his elite guards. To support the God’'s will, sonfettee
tribe’s warriors have been sent into the Icewalludi@ins to
guard the Black Blood dwarves and to assist the aornth
Kaladrun Army.

then their brethren (Darkvision 120’) and are sgemand
more agile. Due to their time in the dark they suffreatly
in sunlight (-3 to attack/damage/saves in sunligt@ption:
Strength +5, Dexterity +1, Intelligence —2, Wisdos,
Charisma -2).

Favored Weapons and Armor: They receive the finest
weapons and armor from both the Black Blood dwarwek a

Steel Hill. They wield masterwork vardatch and wear

chainmail. Unique among the orc tribes, they usavhe
crossbows as their missile weapon.

Favored Feats: Iron Will, Lightning Reflexes, Power
Attack, Cleave, Improved Critical.

Dead Mother Tribe

When the Elthedar were turned into mother wives ointhem
fought back. She used every means at her dispmsahtain free of
the shadow. After Izrador forced her to bear hitdobn, she had to
watch whilst he tortured her young. Begging for mpeshe offered
her soul to him if he would free her children. bdwa agreed, but on
the condition that her children’s souls could ooéyfree if they died
on the field of battle, fighting his enemies. Witrat he killed the
mother wife and took her spirit and bound it to thiee. Down the
years she has watched her tribe grow strong andattéised the
Kurasatch Udareen. She exhorts her people to didolgwing
Izrador's word and they do so, throwing themselwsgo the
weapons of their enemies.

Tribe has ritual scarring on its face in remembeant the
first one. To look into the eyes of a Dead Mother is to
see nothing. They are taught from birth that tofidjleting is
life.

Icewall Mountains.

spend lives to achieve an objective where othengldvase
tactics.

easily scarred and will fight many things as thepdito die.
(Option Strength +4 Dexterity +2 Wisdom -2 Intediige —
4)

Favored Feats: Power attack, Cleave, Great Cleave,
Sunder, Weapon Focus (maul, great axe).

Favored Weapons and Armor: They shun all armor and
use weapons that are easily wielded or thrown.

Favored Feats: Improved Initiative, Iron Will, Lightning
reflexes, Dodge.

fell Mother Cribe

At the beginning, there was a tribe whose malesndidaccept
to be ruled by a female. They rebelled and wera sposhed by the
powers of their Kurasatch Udareen. She slew thérma bout of
uncontrolled magical blast. She wondered for a ti&wely Izrador
had wanted this, she reasoned. Soon she knew wHabtbe done.
As a faithful servant of the Dark God, she wouldkenasure to
provide him with an obedient tribe. Night after migshe made them
all come back to life with unearthly evil magic.&hwere now fully
obedient: undead. She commanded them and they actédll
unison. A splendid result, she considered.

Those who had the best willpower during their livetained
some measure of sentience, and were given assigsmaEs

Stronghold: Deep under the northern wastes past the Veilarleaders of the tribe. As they served better hatter, some

individuals were allowed to regain a bit of sentienif only to fight

Impact on Eredane: They are the favored of Izrador andbetter than standard undead. The tribe now feaogiting and was

nearly unstoppable, feeling no wounds, no pain, asdmorale
never breaking in combat. Those who were killedenater revived
to undeath by powerful rituals. They had becomé mechines of
destruction, the perfect tool for their master. Kagasatch Udareen

Benefits and Detriments: They see far better in the darkwas proud. Now the warleaders are vampires andedw& basic

soldier is able to turn undead like a 6th-levebleg

Physical Description: They exude a stench of rotten meat.
Some of their limbs fall apart. They definitely lodike
zombies, only they are far more powerful. When the
Kurasatch Udareen decides to take control, they @lsea
single man to her commands, each one repeatingaime
sentence.

Stronghold: These orcs are devoted servants of Sunulael
and perfect his necromancy studies in Cambrial. Térey
his most trusted assistants, if such a thing exisisen the
need to scare particularly unimpressionable fosgsyrthey
are sent to spread terror.

Impact on Eredane: Their actions tend to remain secret, as
they mainly remain in Cambrial. When they act, thare
usually no survivors to tell the tale.

Benefits and Detriments: Gain the undead template, can
control and turn undead as a 6th-level legate. rTleaders
are vampires.

Favored Weapons and Armor: Always ancient models of
armor and weapons that are usually related to tiloeg
forgotten by the living. To them, this seems lilesterday.
Favored Feats: The fell mother orcs favor no special
technique or ability over another.

feral Mother Cribe

The Feral Mother orcs are the name given to a ttia¢ has

Physical Description: Each member of the Dead Motherdegenerated to an almost animalistic state. Mos$ don't think

they are orcs at all but are merely some best@d that was in the
north before the Dark God created his chosen. @eecenturies the
tribe was driven into the western wastes. Hunthrey Eeral Mother
orcs was a common practice of the western tribles.tiibe survived

Stronghold: A loose network of caves just north of thedue to their ability to live like animals and thgsutheir superior

tracking skills. As the Third Age was nearing itsdethe Shadow

Impact on Eredane: They are used as cannon fodder; theyttempted to bring the tribe back into its embragehey could be

used as fodder for the assaults on the Dorn anfityh&ince the fall
of the Kingdom of Erenland, they have been usethasshadow’s

Benefits and Detriments:Fear Resistance (10) they are nofiounds to track those who continue to resist imtreh.

Physical Description: From a distance, a Feral Mother orc
looks like a worg or small crouching bear. Theymailty
propel themselves using all four limbs and can albtu
move very quickly. They are extremely hairy, noryal




filthy, and you can barely sense any intelligencetheir

eyes.
appearance.

wastes. The rest of the tribe is scattered acrosthern
Erenland used to track Dornish rebels. Wherevey'the
based, the other orcs refuse to live with themthey are
normally in caves or filthy hovels outside of thajor cities
in the north.

Impact on Eredane: Feral Mother orcs are very good
trackers and have proven a threat to the resistgrogps.

Destroying the Feral Mother orcs would improve the

survivability of the northern dornish resistanceups.
Benefits and Detriments:They gain two claws and one bite
attack (1d4/claw, 1d6 per bite), but lose the exateapon
proficiency (vardatch) and the +1 bonus when figiti
dwarves. They also gain scent, the Track feat,cambve of
40. Due to their limited intelligence they can orggin
levels as warriors. (Option +2 Strength, +2 Constity +2
Dexterity, -6 Intelligence, -4 Charisma).

Favored Weapons and Armor: They only use their natural
weapons and never wear armor of any type.

Favored Feats:Alertness, Dodge, Mobility, Spring Attack,
Improved Initiative.

Grey Mother Tribe

These are the "standard" orcs. Their name comes the color
of the stone their Kurasatch Udareen sits upora(@sone) to take
her decisions.

Physical Description: The Grey Mother orcs are the
standard orcs described in thebMGHT Campaign Setting.

continent of Eredane, so it has no special strolagHmut
many smaller and important all through the continen

Eredane, as they are one of the largest tribes thiglr
hereditary enemies the Blood Mother Tribe. One caetm

these warriors everywhere on Eredane. They are the

standard troops.

Benefits and Detriments: The grey mother orcs have no
special benefits or detriments.

Favored Weapons and Armor: The warriors of the grey
mother have no particular inclination toward oneap@n or
armor over another.

preference for techniques and ways of doing things.

Iron Mother Tribe

With the Mother of Earth tribe, the Iron Mother srare the
closest to their elthedar ancestors. Both tribesiandar in size and
shape. While the Mother of Earth orcs specializemiming and
fortification, the Iron Mother orcs are the racalmorsmiths and
weaponsmiths. The weapons they create are notecondieautiful,
but they are easy to make and very, very effecegne of the tribe
practice a form of self mutilation were they insehards of steel
into their skin in an attempt to be one with thetahe
Physical Description: Much smaller and squatter than
normal orcs (minus 10-14 inches and 10-40 pouryldr).
They tend to be dressed in all brown and are somasti
derogatorily called mud orcs.

providing armor and weapons to the Northern Kaladru
Army. Some of the tribe has moved south to Kardplio
provide weapons and armor for the almost 100,0Q% or
massing near Erenhead.

Impact on Eredane: The major supplier of weapons and
armor to the orc armies in eastern Eredane. Wittimitron
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Their faces have a pronounced almost canine

Stronghold: Some wild warbands still roam the western

Stronghold: The Grey Mother tribe is scattered all over the

Favored Feats:The grey mother orc have a wide and varied

Stronghold: The tribe is scattered across the Icewalls

Moon Mother Cribe

Mother orcs, the Shadow would be hard pressed pplpu
the war effort against the dwarves.

Benefits and Detriments: Gain the ability to use Craft
(armorsmith) and Craft (weaponsmith) as an untrasieid
and receive a natural +5 racial bonus to skill kked@hey
have spent so long in the forges that they have thesir
survival bonuses and their +1 with vardatches. i@pt
allow some to have a natural +1 to armor class tduthe
infusion of metal into their bodies).

Favored Weapons and Armor: The tribe rarely takes part
in combat, but when they do, they carry two handed
hammers and wear scale or half-plate armor.

Favored Feats: Skill focus: Craft (weaponsmith), Skill
Focus: Craft (armorsmith), Endurance, Great Fortifud
Toughness.

Lonely Mother Cribe

For all time, this small tribe enjoyed the beaufypersonal
combat. Not for the sake of winning, but for what would call
"sport" (and they call "pleasure of killing a woytladversary").
They were orc gladiators. They only lived to fightd refused a
fight if they did not deem their adversary worthfytbeir talents.
They also refused group combat, as they prefeigtd bne on one
in duels.

During the First and Second Age, they fought thet luman
knights with duels of honor they knew they could refuse. They
won most of them. Today, they have given up swoedship,
preferring more simple yet difficult styles thaeamposed by the
use of cestus and other exotic weapons that refjuiesse. Other
orcs fear them because they do not understand fhieay. are kind
of orc dandies, wearing classy clothes, livingtfar beauty of sport.
After the invasion of Eredane, they have becomepirsonal
protectors of important figures. They're diffictidt surprise, quick
and agile, and their sense of duty means they cde for

Impact on Eredane: They are scattered throughout all ofthemselves a killing blow that was initially destéhto the person

they are protecting.

Physical Description: Stylish orcs, who wear earrings, and
also have tattoos. They are not difficult to redegnas they
are always richly dressed. Other orcs find theyrate'real”
orcs, but elves disguised as orcs, as they areagiatall.
Stronghold: Any occupied city. They are typically
bodyguards to important legates, or traitor prineb® are
dead scared of them and act accordingly.

Impact on Eredane: The resistance has learned not to
underestimate these foes. Others are simply scxréukir
incredible speed and agility.

Benefits and Detriments:Instead of the usual racial bonus
gained in group combat, they gain a +2 bonus tclktand
damage whenever they fight one on one. They aiealp
high-level fighters. Exotic weapon proficiency (any3
bonus to Intimidation. They can, as their only @etfor the
round, oblige their adversaries to strike themeadtof their
initial target (usually the person they have thergk to
protect, at all cost and with their lives if neez).b

Favored Weapons and Armor: Their weapons are
typically coated with a powerful incapacitating g,
which allows them to capture most of their opposaiive
and bring them for interrogation to the torturers.

Favored Feats:Weapon focus (exotic weapons), Improved
Initiative, Arrow Cutting (which helps prevent assiastion
attempts made with ranged weapons).

Not all of the first wives of the Dark God wisheal gerve the
Shadow. The Moon Mother was one who tried to fteenfthe Dark
God. She and her children fled into the wastes mrstead of

salvation, they found another form of damnation. @atient evil




spirit of the north attacked the small group. Theitstook the form
of a large wolf. The wolf attacked the Moon Motlaed infused its

essence into her. The transformation inflicted tberse of
lycanthropy on the Moon Mother, a curse she passedo her
offspring. The curse weakened the Moon Mother itadbility to
resist the Dark God and before the beginning ofRinst Age, the
tribe had become loyal servants of the Shadow.

The tribe is known for their vicious behavior. Thdp not
interact well with other tribes and are usually kell separate.
The tribe is used to inflict terror and break themy’s will to resist.
When the tribe attacks under the full moon, itearSome to behold.
Short of magic or silver, human resistance fightees ill equipped
to fight the tribe. Fortunately, the tribe is noéry large. The
survival rate of their children is poor, a parttleéir curse. The tribe
also does not accept those without a pure bloodtinese tainted
with lycanthropy but not of their blood). Unleseyhare kept under
control, they will hunt down their lesser bretheerd destroy them.
Physical Description: The members of the Moon Mother
Tribe are slightly more muscular than other oresl &nd to
be much hairier. They are wild of character, andyve
violent. They become savage when the moon is full.
Stronghold: None. They wander the world wherever th
Shadow sees fit to send them. The Night King Jatiaés
not want the Moon Mother tribe attached to onenefrnajor
armies. Their bestial nature and the inability ¢mitcol them
during the full moon disrupt his plans. The Moon thkrs
are used primarily on secondary fronts or in thghHorns.
Impact on Eredane: No known agenda. The tribe is an
agent of chaos, spreading fear and death wherbegrgo.
Through imparting their curse, they can devastaséstance
groups and quickly depopulate whole regions.

Benefits and Detriments: Add werebeast template during
the full moon. Animals react very negatively (-@&cgon) to
their presence, no matter what form they are ia é&himals
can sense the curse). Even Worgs and Winter Waliess
clear of the tribe. The other orc tribes (-4 reattivith other
orcs) also fear the children of the Moon Mothemptién: +6
Str, -2 Int, -4 Cha)

Favored Weapons and Armor: The tribe traditionally only
fights unarmed, or with artificial claws.

Favored Feats: Bull Rush, Weapon Focus (claws, bite),
Improved Unarmed Strike.

Mother of Bone Tribe

As the population of the chosen of Izrador begagrtw, one
tribe suffered from a wasting illness that could be cured. The
tribe’s mother-wife in her great despair beseedhedDark God to
restore her children. Izrador heard her plea andchiédren were
returned to her. Their dead bodies shambled backetio tribe. In
her madness the mother-wife greeted these wallérgl @s if they
were fully restored to life. The undead were gitemes, clothing,
and weapons. Over time the tribe’s witches becateptaat raising
the dead. When the tribe fought their battles rtiead walked with
them. They gained the name the Mother of Bone tiibm their
armies of the dead.

Physical Description: The tribe’s living warriors often
paint their faces and hands white to match theesib

skeletal warriors. The Kurasatch Udareen (called eBon

Weavers) wear elaborate necklaces and belts of mwov
bones.

support the war against the fey. They live apannfthe rest
of the army in a series of villages to the northwasthe
town.

warriors and have been extremely effective agdhestlves.
Their undead troops are immune to mind alterindlspad
illusions and require no food or other suppliese Bther orc
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Stronghold: The majority of the tribe has moved to Eisen to

Impact on Eredane: The Mother of Bone orcs are fearsome

tribes will not fight with Mother of Bone troops, &rial has
not been able to take full advantage of the trilselscesses.
Benefits and Detriments: Since they know they will be
raised from the dead to continue to fight for thabe, they
have no fear (unaffected by fear or morale roll$je tribe’s
spellcasters are adept at raising and controlliegdead and
gain spell focus (necromancy). Due to their unpapiy
with the other orc tribes they receive an additionh to
charisma (total of —3).

Favored Weapons and Armor: The tribe uses the
traditional orc vardatch and wears the heaviesbartmey
can find. They carry throwing axes and javelinstlasir
missile weapons.

Favored Feats: Toughness, Extra Turning (spellcasters),
Power Attack, Cleave, Great Cleave.

Motber of Burning Blood Tribe

Fire has always been in the blood of this clan.oligh dark
rites and many sacrifices that is now true. A srolah compared to
many it is watched warily at all times for its eapive outbursts that
can leave many dead.

Physical Description:they are the same height and build as
normal orcs, but are hairless. In the place of, lihey cover
their heads with war paint.

Stronghold: Hot springs, volcano's and other warm places
are the likely holds of this tribe. They travel wheeeded,
when needed.

Impact on Eredane: With their unique ability to ignite their
own blood as a weapon they are likely to becomeuahm
talked about weapon in Izrador's arsenal.

Benefits and Detriments: Burning blood. When they
receive a wound and their blood is spilt it ignitzusing
additional damage to all in a 5' area. For evepomts of
damage done to a Burning Blood Orc by a slashingoontp
weapon, everyone within 5’ takes 2 point of damégert
DC 12 for half). The Burning Blood orc is immune tdsth
burning damage but not from other flames. (Optidtr+2
Con +4 Wis-2 Cha -4)

Favored Weapon and Armor: They wear little or no armor
when fighting and use melee weapons only so adldw a
themselves to be as close as possible when theageng
combat.

Favored Feats:Iron Will, Run, Toughness.

Mother of Earth Tribe

The Mother of Earth tribe orcs, or the diggersha dirt, are the
best miners and makers of siege equipment. The isitprobably
the closest in physical form and temperament tadr thihedar/
dwarven ancestors. Of all the orcs, the Mother&afth, are the
most feared for their abilities to destroy or bypake dwarven
defenses.

Physical Description: Much smaller and squatter than
normal orcs (minus 10-14 inches and 10-40 pourgtedr).
They tend to be dressed in all brown and are somesti
derogatorily called mud orcs.

Stronghold: Most of the tribe has migrated to a captured
dwarven citadel in the Icewall. They have expaniiezhd
converted the dwarven workshops to create theigesie
equipment. The citadel now houses almost ten thmlisa
Mother of Earth orcs.

Impact on Eredane: The tribe is focused on breaching
dwarven defenses, but significant numbers are based
Alvedara to assist in building new fortificationscaa small
detachment is based in Steel Hill to assist in riiring
operations.

e




« Benefits and Detriments:Are able to use the Craft: Mining
skill untrained and have a +3 racial bonus to chedkey
lose their survival skills.

e Favored Weapons and Armor:Most Mother of Earth orcs
carry picks or war hammers and wear leather ordsdd
leather armor.

e Favored Feats: Skill focus (mining or siege craft), Great
Fortitude, Toughness.

Mother of Lies Cribe

The Mother of Lies orcs are the agents the Shadses uo
ensure that his favored race remains loyal. The betieve that the
original mother of Lies was the first of the elthedto freely
surrender her soul to Izrador. She then betrayedststers and
helped the Dark God kill or enslave the rest of tlan. They are
considered the most loyal of the orcs. The Nightg<Sunulael uses
the tribe to spy on the other orc tribes and everotvn Legates to
ferret out those who would betray the Dark God. Tifitee is also
frequently tasked with assassinating those who tastethe Dark
God's favor.

e Physical Description: The Mother of Lies orcs are

physically nondescript. They are trained to templyralter
their appearance to blend in with other orc tribes.

e Stronghold: Most of the tribe is based in Theros Obsidia,

but they are rumored to have another stronghold tiea
city of Bastion.

production (Steel Hill) to avoid the destructioreyhcan
cause. Due to their lack of discipline and tendetocgttack
their allies, the Night King Jahzir throws them the
heaviest defended areas of the Erethor to do waaiade
they can before they're killed. The tribe does ply a
significant part in his war plans.

Benefits and Detriments: Can rage like a Barbarian twice
per day (stacks with the number of rages granted by
Barbarian class). Their rage last 1D6+1 rounds Iotigan
normal Barbarian rage. They have great difficulty
controlling their rage and on a failed will savhey will
attack their allies.

Favored Weapons and Armor: The tribe has no favored
weapon or armor. During their rages, they ofteacktiwith
just claws and fangs. Their armor and weapons acsly
maintained and are often rejects from other tribesvhat
they can scavenge from the battlefield. Armor tetalbe
light (leather to chainmail) so as to not to restiheir
movement.

Favored Feats:Power Attack, Cleave, Improved Bull Rush,
Great Cleave.

Mother of Red fire Cribe

From the beginning, Izrador ordered them to livettemedge of
Grostrafang, the northern volcano. They thoughfawered them,
for this gave them access to heating, even thohgh were often

 Impact on Eredane: They are the Shadow’s secret policeburned by the frequent lava eruptions. They comeiti¢his was

Fear of this tribe helps to keep the other trilmeknie. While
individual orcs may flee to join the White Mothers, there
has yet to be a tribe that has betrayed the Dartt.Lo

* Benefits and Detriments: Gain bonus feat Skill Focus —
Bluff. They have free access to the lower levelsTbéros
Obsidia and can relatively easily gain the Dark &0®/
support for their operations. (Option +2 Strengtg,
Intelligence).

e Favored Weapons and Armor: Dagger or short sword,;

some kind of sacrifice to their god to be swallovilgda lava flow,

and since those times, they ritually burn largespaf their skins to
prove their dedication to the Dark God. After miltga, this practice
gave them an unhealthy affinity to the powers . fThey feel only
the worst burnings, and have become somewhat pyriacs and
highly suicidal. The logical choice was to affduetn to the Erethor
borders, where they spread fire like a disease.

Those orcs who shame themselves in combat are elde
redeem themselves by performing the Dance of Fitey are

however, they will use whatever weapons and armer afitually rubbed with tar, which is ignited, thenethrun as fast as

necessary to blend in with a tribe.

e Favored Feats: Skill focus (various), Weapon
Focus/Specialization (dagger, short sword), Impdove
Initiative.

Mother of Rage Cribe

As her soul was corrupted, the being that wouldolrex the
Mother of Rage, struggled against her bonds andswé in anger
against the gods that had deserted her peopleefinidhém to their
dark fate. As Izrador reshaped her, that rage nfaseéd throughout
her body. When she gave birth to her first offsgritheir struggles
during the birth almost killed her. Caring for theupg was difficult
as they were unable to control their rage. Thegfiad tribe was at
risk of destruction, either by the Dark God himsetfby ripping
itself apart. The elders of the tribe were finalyle, with the power
granted them by the Dark God, to harness their gk use it
against the God’s enemies. The savagery of the tsilegendary.
The sight of these raging orcs has caused moredharenemy to
flee in panic.

* Physical Description: At a distance, there is little to
distinguish the Mother of Rage orcs from other oisu
have to get up close to see the almost solid red,epe
ragged armor, and often broken or malformed claws.

e Stronghold: The tribe has no permanent home. The
migrate from region to region leaving destructiontheir
wake.

they can to the elven settlements in hopes of dmgdfire to as
many buildings and inhabitants as possible. Theicé devotion
and their fire resistance give them incredible lieste for that
purpose (they can last 1d8+4 minutes spreadingbifere dying).
They also gained the extraordinary ability to bdeatn ignite
flammable materials by placing their hands upormttfer 1d4+2
hours.
¢ Physical Description: These orcs are red-haired, and
typically smell of burned charcoal. They always héze
marks of fire branding on their chests.
Stronghold: The whole tribe recently settled on the border
of the Caransil woods, under command of Grial Fdlgski
when he needs to apply a kamikaze-tactics agdiastlves.
Impact on Eredane: The wood elves both despise and fear
these orcs, as they destroy their cherished halittiter
people have not heard of them.
Benefits and Detriments:Fire resistance 2, self immolation
(see above)
Favored Weapons and Armor: They sometimes apply a
coat of flammable oil on their weapons and armod, &y to
act so that their enemies catch fire.
Favored Feats:Run.

Mother of Stilled Blood Cribe

This tribe always had a special reverence for thadd Their
Kurasatch Udareen always kept the bodies of thet powerful

* Impact on Eredane: The Mother of Rage orcs are used agvarriors as she believed that ritually ingestingaat of them would

shock troops in the Erethor and allowed to hunt fiee
Dorn in northern Erenland. They are kept out ofaeg that
are necessary for food (Bastion) or other

give her strength. This tribe was one of the fitst practice
cannibalism, not out of practicality, but as a altuwith the Fell

resourg@henomenon, their practices have taken an unexpéate. Instead
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of eating the dead, they now wait for them to @sd-ell, and "tame" Due to the heat and the moisture of the Aruun, thegr

them with their magic (necromancy) to do their liidd They have very light armor and rarely carry shields. Outdide Aruun
become very powerful while using such slaves. Whisir numbers they wield the more traditional vardatch and weeaavier
increased in this way, their legions are amongnbst numerous of armor (chainmail or scale).

orc tribes. When their warriors fall in battle, yhare revived and « Favored Feats: Alertness, Improved Initiative, Lightning
join the fight again, as undead this time. Theles also coerce the Reflexes, Power Attack.

Lost into revealing the secrets they can spy asrpureal creatures.
Access to such restricted information has beernlumaée for them. Savage Motber Cribe
« Physical Description: These orcs always wear black

) The savage mother tribe is known for their savatgs rthat
clothes, adorned with fragments of bone taken faead

! ) . . . involve drawing blood to gain their dark god's favimitially, their
adversaries. They are sinister-looking, with visioeyes. fiot Kyrasatch Udareen savagely stabbed the neightivarrior of
They always carry ritual daggers (even the soljliers the tribe to prove her strength, and bathed inbloed to impress

+ Stronghold: Cambrial. This tribe is the perfect assistant foper troops. Since that time, they have duplicatésiritual time and
Sunulael's works. . time again. Each member of this tribe constantly &dlood mark

* Impact on Eredane: As practitioners of necromancy, they on his clothes, usually belonging to a slain enemy,it must be his

are among the most feared orc tribes, although howe  own blood in times of peace. Needless to say, tbessare highly
where they are based. They remain somewhat mysseriogggressive, even for orc standards.

and are used as orcish "bogey-men" to scare nodieite . Physical Description:
soldiers. . the savage mother orcs are the standard orcs leddrni the
* Benefits and Detriments: Knowledge (Arcana) and Heal MIDNIGHT Campaign Setting, with the special blood mark
are always class skills. In addition, they all boen with the on their clothes.
Magecraft Feat. Many are channelers specializedhe «  Stronghold: Vale of Tears.
necromancy school, and rare individuals have lavethe « Impact on Eredane: They are scattered throughout all of
legate class. o Eredane, as they, along with their hereditary eaentihe
* Favored Weapons and Armor:All their ritual weapons are Gray Mother, are one of the largest orc tribes. Garemeet
made of bone extracted from an enemy's body td ktsa these warriors everywhere on Eredane. They are the
essence. Their bone-covered clothes provide therdl a standard troops.
bonus to AC. _ + Benefits and Detriments: The savage mother orcs have no
e Favored Feats: The stilled blood mother orcs favor no special benefits or detriments.
special technique or ability over another. « Favored Weapons and Armor: The warriors of the savage
. mother have no particular inclination toward oneap@n or
pale Motber Cribe armor over another.
The Pale Mother tribe is unique among the grebes;i as they » Favored Feats: The savage mother orc have a wide and
are a patriarchy. Early in the First Age, the trihdfered under a varied preference for techniques and ways of dthiimgys.

weak and indecisive Kurasatch Udareen. The tribvegsleader,
Urgoth, rebelled and slew them with his bare haifitis. legends say 1
he had the Dark Lord’s blessing, as he seemed estaff by the Sbunned MOtber Cribe
Kurasatch Udareen’s spells. Since that time thee thias been ruled
by a male. Once assuming the leadership of the,ttite male takes
the name Urgoth in honor the tribe’s first leadére tribe’s females
are relegated to raising the children and foradgimgfood. They
have become servants vice the masters of the @er time, the
tribe has lost the ability to cast even the simpdeslls.
* Physical Description: The tribe’s orcs have much paler skin
than their brethren. Occasionally, one of them @am pass
for a dworg, though this is rare. The tribe alsketaprizes

As the first mother-wives of Izrador were chosenge stood
apart from the rest. Her eyes glowed with a povegrfrom the Dark
God. When others attempted to steal food from Hnéidren, she
would strike at them with fire and ice that seerte@manate from
within her. The Shunned Mother took her childrangiaay from the
essence of the Dark God. Many felt she was betgatyiair creator
but that was not the reason. She knew she had @abpgft she
could give to her God, a power born of her elthdrdaod. Over the
ages, the tribe refined their skills and became rtiost powerful
channelers in the Dark God’s service. The othertiibes continue

(noses/ears/teeth) from spellcasters they kill. ftiees are 14 shun them treating their abilities as a blasphertheir god and
worn as necklaces or sewn into their clothing amaba. their race.

* Stronghold: While the tribe maintains a small stronghold in . ppysijcal Description: The tribe’'s warriors appear little
the frozen north, the majority of the tribe has eubnto different from other orcs. They ritually tattoo ihdaces
southern Erenland near the borders of the Aruugléuithe with arcane symbols. The male channelers shavefiseof

Night King Jahzir believes their magic resistandé be a the head and braid their remaining hair. Theiotatextend
benefit fighting both the elves and those demoas dio not onto their scalps. The Kurasatch Udareen wear thair

serve Izrador. long and loose, often extending all the way to rtieet.

» Impact on Eredane: The Pale Mother orcs work well with They wear uncured animal skin robes and paint tames
Legates as hunters of channelers. If given a chdtue with the same mystical symbols that the males datio
Legates will request Pale Mother orcs as guards. tfibe their bodies.
has also been effective fighting against the elvesr the .

@ Stronghold: The majority of the tribe remains in the Vale of
Druid’s Swamp. ) Tears. A number of their most skilled channeleralémand

» Benefits and Detriments: The Pale Mother orcs are highly female) support the Night King Ardherin in Bandilrin
resistant to magic (spell resistance 10). Theyum@ble to « Impact on Eredane: Their impact has been limited. The
take levels in any class that uses magic. Theglaeunable tribe rarely engages directly in combat and whatakey

to use charms or potions and even beneficial magic are working on for Ardherin has yet to be unleasbedhe
subject to their magic resistance. With limited essc to elves.

magical healing, many of the tribe !earn herbalism. . « Benefits and Detriments:Favored class is Channeler. They
* Favored Weapons and Armor: Adapting 1o their are more intelligence and less militaristic (loverength)

environment, the Pale Mother orcs carry axes amd) lo then average orcs. (Option +2 Strength, -2 Charisma)
hunting knives. A few have even adopted the elvepi.s




e Favored Weapons and Armor: The tribe’s warriors use
The

vardatches and wear scale or chainmail armor.
channelers wear hide or no armor and normally clmg
hunting knives or hand axes.

mobility and reduce noise, they wear very light arm
(leather or hide) stained green.

¢ Favored Feats: Run, Alertness (stacks with their natural
ability), Lightning Reflexes, Dodge, Mobility.

« Favored Feats:Spell Focus (various), Combat Casting, Iron

Will, Skill Focus (knowledge arcane).

Sorcerous Mother Tribe

When other Kurasatch Udareen challenged her pdhisruntil-
then unassuming sorceress drew her own blood aweshthem its
darkness to prove that Izrador indeed favored $tee. used it to fuel
her spells, which were the most impressive that Kheasatch
Udareen could use while drawing their power frora Bark God.
Since that time, the members of this tribe alwagsl lthe best
connection with Izrador, and thus show the beslitiaisi as orc
legates. They are however jealous of the favoritsfrown to The
Order of Shadow, as most members are humans whbgirc's
eyes, did nothing to earn such an envied posifidns tribe has
always strongly opposed the Order of Shadow, arsl dierical
powers to back their claims. They remain deep énNbrth, as close
as possible to their God. There are many membadrgylin Theros
Obsidia. Conflict with human legates is almost palp there.

* Physical Description: These orcs are shorter and darker

skinned than other tribes. Their fur capes and d@oe
usually enough to make them recognizable, as vsethair
heavy handaxes which they carry in all circumstance

e Stronghold: In the Vale of Tears, with many members

living in Theros Obsidia.

* Impact on Eredane: They are not a very well known tribe,

except of course for other orcs and human legates.

* Benefits and Detriments:Always have at least a few levels

as legates. Get one metamagic feat for free.
e Favored Weapons and Armor:Heavy handaxe.

* Favored Feats: The orcs of the sorcerous mother favor

magic over any other knowledge for both combat eted,
metamagic and item creation feats are, thus, taes f@ost

of them would choose, as well as spell focus anell sp

penetration.

Swift Mother Cribe

The origin of the Swift Mother orcs is less clehen the other
great tribes. Some believe that the tribe is desegnfrom a
different elthedar clan; possibly a clan relatedttte early elves.
Physically, the Swift Mother orcs appear to be nudosely related
to elves than dwarves. The tribe is tall and lead eery fleet of
foot. Not being anywhere near as strong as theithben, the tribe
would probably have been eliminated if they had stwdwn their
value as scouts and skirmishers.

« Physical Description: Very tall and thin for an orc (add 4-6
inches and reduce weight by 80-140 pounds). As'riney

mostly stationed on the Erethor front, they're atmalways
dressed in dark green clothing.

Sword Mother Tribe

According to legend, the sword mother orcs are eleded from
a mighty female champion. She was gifted with @lbkword from
the Dark God and used it to cleave through her @snHer
children were taught the discipline of the sword &mey used that
discipline to build the most cohesive and bestvedbands in the
north. Through superior tactics and better orgdinrathe Sword
Mother orcs dominated the neighboring tribes. Whes Shadow
needed generals and highly disciplined troopsiritetd to the Sword
Mother tribe. Their martial skills have only beeoned by the
fighting of the last one hundred years. Grial they Killer is a
Sword Mother orc.
¢ Physical Description: The Sword Mother orcs are easily
identifiable by their bearing, organization, ane thay they
keep their clothes and weapons (normally immachlate
Sword Mother orcs stand erect and move with purpoese
wasting any movement.
Stronghold: The tribe maintains a strong lair just to the
southeast of the Vale of Tears where their warriars
trained before heading south. The bulk of the tsibe
warriors are stationed at Eisen under the commér@Grial
the Fey Killer. They act as his guards and holdtneéshe
command positions.
¢ Impact on Eredane: The Sword Mothers are the best-
disciplined and equipped orc tribe. They can staedo toe
with the best human and dwarven troops. When écdiff
position has to be held, the Sword Mothers are. SEm¢
tribe leads wherever they're stationed. Several rBwo
Mother orcs are on the Night King Jahzir's persataff.
¢ Benefits and Detriments: All Sword Mother orcs are
Lawful Evil, they know and appreciate disciplinenyA
weapons or armor they use will be in near perfeodion.
They lose the exotic orc weapon proficiency anch gaie
bonus feat weapon focus with either a bastard eatgword.
(Option Strength +4, Intelligence —2, Charisma —2)
 Favored Weapons and Armor: The Sword Mothers
favored weapon is the bastard sword or two-handends
They wear chainmail or lighter armor to allow thésedom
of movement when they attack. They carry heavystros's
as their missile weapon.
« Favored Feats: Weapons focus (bastard or two-handed
sword), Leadership, Weapon Specialization (bastartivo-
handed sword), Combat Reflexes.

Wolf Mother Cribe

At the beginning of the Second Age, a number ofgtteat tribes
were decimated by the fight against the Dorn arel féy. The

- Stronghold: Currently the bulk of the tribe is based out ofStronger tribes took advantage and attacked tivailsrin an attempt

Eisen supporting Grial the Fey Killer.

to take territory and fresh meat. The Wolf Motheese crushed and

« Impact on Eredane: The Swift Mother orcs are the best orcthe survivors scattered to the winds and left ealfehe wild beasts.

skirmishers and scouts. Grial uses them to
weaknesses in the elven defenses and to try totheldlves
in place long enough for heavier armed troops tofaoece
them.

locatérador approved this, of course, as he could ot#rate weak

servants.
The surviving Wolf Mothers and their worgs fledttee barren
western wastes. They shared each other's warndtder to survive

«  Benefits and Detriments: Fleet of foot (move 40), natural the harsh climate. To gain the meat they needed@pdbtect their

+2 to spot and listen checks. Not adept with a atatd (lose
exotic weapon feat). Due to their different origthey do
not receive +1 to attacks against dwarves. (Opti@an
Charisma)

« Favored Weapons and Armor:As skirmishers, they favor

short swords, long knives, and axes. Javelins aisbped
darts are their missile weapon of choice. To

improv

tribe, the Wolf Mothers learned to ride their woegsl became very
effective cavalry. Over the centuries, the tribespered and became
a power in the western wastes. During the battldheaend of the
Second Age, they proved to be the equal of the Bloroavalry.
During the battles of the Third Age, they rode witle vanguard of
the Shadow's army and participated in the crustohghe last
Sarcosan army.
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e Physical Description: The members of the Wolf Mother

tribe are smaller and lighter than an average moenfally 6-
10 inches shorter and 60-80 pounds lighter). Tihe tvears
its hair long and loose like a worg’s mane. Theyamweolf
furs and often necklaces of wolf teeth.

camp of the Wolf Mothers. They are a nomadic trilikich

The seeing did not work as | hoped. Instead of arcle
view of the future, | saw only small pieces, brietsmants
only. The scenes were all horrifying and | do nadenstand
what they mean. | can only tell that some great docomes
toward the Clan. | told Therold what | had seen; Sergi
« Stronghold: In the western wastes, there is an ever-moving Fergoldsen attacking his father and brother, figtinside

the clan hold, great gouts of fire blasting frone thore Hall

follows their prey wherever it goes. They also have against some unseen enemy, and Doomfire broken at

established a small but growing home in the plainshe
west of Alvedara.

e Impact on Eredane: The Wolf Mother tribe is the most
effective force for hunting the Sarcosan Free Rid&re
Night King Jahzir trusts them more then he trusgshiiman
collaborator and mercenary cavalry. That trust tvasight
them many slaves and finely crafted barbed spéatsthey
use as lances.

* Benefits and Detriments: Wolf Mother orcs start with a
skill level five in Worg Rider (Ride skill specifidgl for

Therold's feet and a look of triumph on his faceals not
the only Lore Master to see the scenes; Aistin Gedolf
shared the same visions. Therold can not ignores#deing,
yet still he has his doubts.

The end is near. The earth spirit's voice echoesuthh
the caves and even those who scoffed at the eairilissp
power can hear its voice. Fear has come to the Clan.
Borgal's patrol, 30 well-armed and experienced wasjo
has not returned from the deep mine. | can heasthad of
steel on stone as the warriors sharpen their axhs.férges

riding worgs) and the feat Mounted Combat. (Option, @are silent and the children are locked safely awayis

Strength +2, Dexterity +2, Intelligence —2, Charisr2a

e Favored Weapons and Armor: The tribe favors leather
armor made from horsehide. They carry small shielod
cruelly barbed spears (light lances). They uselijpsveas

coming."

Nothing more is written. The Lore Master would have given
this youth his books if he knew the clan would défehatever was

their missile weapon and many can use them qui@pming for them. | will have to wait until the ydutregains his

effectively while mounted. They also use huntingvks for
close combat and to skin their prey.

* Favored Feats:Mounted Archery,
Charge, Weapon Focus (spear).

Che Fall of the Dorin Clan

The Book of Clorthin, Clan Bordos, Year 1948 Second.Ag

Our foragers returned this morning with a Dwarfrdiag to be
a Lore Master of the Dorin Clan. The barely beargmath was half
mad, mumbling about demons of the mind, betrayad, the death
of his clan. He was clutching two lorebooks so tlighhe had
gouged the leather covers and his nails were cdvareaked blood.
I was finally able to pry them out of his hands witbe sleeping
draught took hold. The books appear to be thoshethief Lore
Master of the Dorin Clan. As | read the books, | eaming to
realize that the boy may not be raving. | pray tham wrong. To
ensure his story and that of Clan Dorin are not loshter the words
as written from the Dorin Lorebooks.

"My sleep has been troubled of late; | see deaibnds
unrecognizable in their fury and hatred, and a semd
doom looming over the clan. The earth spirit rursbéad
speaks to me of great evil coming our way. | hgpaken to
the Clan Lord, Therold and the other Lore Mastersmof
fears. Therold has increased the number of pateis
suggested we seal off some of the less used cavidras.
other Lore Masters have been sent to monitor and
strengthen our wards. Our defenses seem securd, daut
not escape this feeling of dread.

A week has passed and my dreams are becoming worse.

I have summoned Aistin and the younger Lore Mastaeck
from the isolated holdings. | have decided to aptera
seeing. Therold is concerned that | am draining eifys
unnecessarily. The Orc harassment has died dowmand
from the northern plains has the army of Dark Lard
retreat. The Elven Witch and her allies appear t@vén
crushed the Shadow Host and are pursuing them tmattie
Fortress Wall. | tell Therold it is my strength $pend, so |
will conduct the seeing when all the Clan Lore Masiare
gathered.

senses and can speak without screaming.
There has been some improvement in the youth, whasee

Ride-by Attack, Spirited appears to be Galric. From what | can tell, GaWias the Lore

Master's youngest apprentice. His tale is disjointerrifying, and
almost unbelievable, but | know somehow that itrige. This may
sound strange, but | hope clan Dorin is dead,Herioy's story hints
of something worse than death. | will try to rel&ts story in his
own words.

"The day started well, we heard the sounds of a patro
coming back to the hold. Runners came saying tbegdt's
patrol had returned. The runner was wrong, Borgal was
dead, something else was in Borgal's body. As thmlpa
entered the hold, they turned on the gate guarthching
them unaware. The clan was stunned and was unprepared
for the vicious assault. Therold called the clanatons but
the delay was fatal. That thing in Borgal had reedhthe
gate ward and in one tremendous blow of its axe, it
destroyed the ward. The thing in Borgal and evenghin
the area was destroyed. When the ward came downy | sa
clan members fall to their knees screaming andingaat
their face. Demonlings and other dark shapes poured
through the destroyed gates. The clansmen surgedhifd
to battle and Therold led the charge with Doomfiie.
appeared that the tide was turning in our favor. hieose
clansmembers that had been on their knees screarnggg
and attacked their friends and family. Our defengese
collapsing. You couldn't tell who to trust as someavho
shielded you from a blow one moment, turned on feu t
next. Therold tried to rally the clan to him andethhe too
started screaming. When he stopped screaming, Daomf
began to glow with white heat. You could smell seaitzgh
and Therold finally threw the weapon from him. When h
looked up, his eyes were blood red and | realizeslaisn't
Therold anymore. The fighting turned savage. Deimngsl
and the possessed tore open homes and butcheregnvom
and children. The Lore Master attempted to stemtithe
and with his assistants he poured gouts of firettet
demonlings and the possessed. One by one the Lasteid
fell to the savage attack. Hendric came to me &mndst the
two books into my hand and told me to flee. Wordhef
attack and the fate of the Clan had to reach thewottans.
| fled as the clan hold was awash in blood and #dm




Che Dorin Clan of Dwarves

The Dorin Clan, also known as the Dark Blood Clarg @nce
proud clan that has been totally corrupted by thedSw. They once
held a place of honor amongst the dwarven peoplebrase
defenders against the Shadow hordes in the northeswall
Mountains. Some dwarves can still recall the naofeBorin Clan
heroes who stood firm against the Shadow; but noavdwarves
curse the clan and the misery it has brought tadthaves and the
people of Eredane.

The Dorin Clan was never a large clan. At its heigie Clan
had almost 1,500 clansmen. The demon attack orDthn clan
home and the resulting civil war reduced the clanonly 600
darkened souls. Over the years the clan has slaglgined some of
its past strength through natural growth and bpiticg dwarves of
other clans who have turned to the dark glory oddor. Today the
clan has 900 clansmen in its main clan hold of Reldrthe mine
outpost of Shatterstone, and supervising the miojpgrations and
smelting at Steel Hill.

The low numbers of Dorin clansmen belie their intaoce to
the Shadow. The Black Blood Dwarves provide threeeextly
valuable services to lzrador. First, they act desspnd assassins
against the free dwarves. Stories are rife of tedlaclan holds
betrayed by a Black Blood spy. Second, they arerigaeers of the
Shadow, responsible for clearing the obstacles teayus the free
dwarves use against Jahzir's armies. And thirdy thepervise the
mines and smithies of Steel Hill ensuring the Shado supplied
with the quality weapons and armor it needs infifpet against the
fey. The Night King Jahzir realizes how importame Dorin Clan is
to his armies and would gladly lose a whole warbaiolrcs to save
one Dorin clansman.

The Dorin clan believes it is superior to all bé tNight Kings
and the Greater Legates of Theros Obsidia. The stdinfeels
contempt and even a degree of hatred toward the, amd the
goblikin. However, they do have a grudging resgecthe fighting
prowess of the oruks. The Clan reserves its grehtstd for the
free dwarves who have betrayed the dwarves’ rigiuface as the
masters of Eredane. The clan believes only thegepve the true
dwarven culture and the free dwarves are a bligat heeds to be
removed or forced to see the true glory of Izrador.

The Dorin Clan has a unigue relationship with Thebdsidia.
While the clan respects the Greater Legates aridtdeehing, they
have refused to allow human Legates into their biald and mines.
The Dorin Clan has its own Legates and their darksho Izrador
is reputedly a match for any shrine outside Thedisidia. The
Dorin shrine is also unique in that it does notéhavdark mirror.
The dwarven lore masters need to channel magiebgrto smelt
mithral and create the powerful weapons of the 8wagincluding
the unique items created for the four Night Kings).

Rey personalitics
Cherold, King of the Icewall

Therold is an ancient and brooding dwarf that hetsaged since
he was possessed by a greater demon during thendassault on
Redrock. Therold’s long, braided hair is solid gemd his face is
heavily lined but he moves with the energy of atiio@utwardly he
appears to be a normal aging dwarf lord; it's owlyen you get
close that you feel the dread that is only amplifiy his blood red
eyes. Up close Therold is a menacing figure. Evén dwn
clansmen avert their eyes in his presence.

Therold travels his realm in well-made clothes @pwdrts an
elegantly crafted mithral band upon his head sygmif him as King
of the Icewalls. To show his contempt for his eresnhe often goes
unarmored. However, his massive mithral two-hanaetpick
never leaves his side. Before his possession, Thes#d to wield
the clan’s legendary (covenant) Urutuk — Doomfishen the
demon took control of Therold, Doomfire began tovgwith white
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heat until Theros was forced to drop it. Theroerlairdered the
weapon broken and buried with the dead from thi wiar. Due to
the power of the weapon, many would like to lodatomfire and
reforge it so it can rejoin the fight against the&ow.

Therold has been greatly enhanced by both his demon
possession and the favor of Izrador. Therold nagydonages, is
resistant to normal weapons, recovers from wountmost
overnight, and has the strength of an ogre. |zrédsralso blessed
his new weapon, which he has named Darkdoom assaiit to the
legendary weapon of his clan. Darkdoom has manyepgvbut its
greatest is the ability to cleave through armaoe likwas air (ignores
all armor).

Histin Emerdsen

Aistin was the only dwarven Lore Giver who was capd
during the clan’s civil war. The Shadow twisted hirto the faithful
servant he is today. Aistin is the only Channeleamf skill among
the Clan and he is vital for enchanting weapons altalving the
smelting of mithral. Without him, the clan would beable to work
the metal. Aistin, with the help of one of Ardhésirapprentices,
was responsible for infusing the magic into thectgdeweapons
wielded by the Night Kings.

Aistin is ancient even by dwarven standards. Heappskeletal
and has an unnatural pallor. At first glance, ntbstk he is undead.
Aistin is still alive and somehow the dark sparkhim keeps what
little blood he has moving through his veins. litsly when Aistin
wields his magic that he looks truly alive. Aistielishes his
importance and many think that the failure of otbkannelers to
master his spells is less their lack of ability amdre Aistin’s
purposefully faulty instruction.

Dorick the Voice of Cruth

Dorick is the Dorin Clan’s senior priest of Izrad®worick was
sent to Theros Obsidia as a child to be reared peest. After
twenty years in the tower, Dorick returned to thencdedicated to
the service of his God. Dorick believes and preadhat the Dorin
Clan is the elite of Izrador's faithful. To Doricthe Dorin Clan has
not fallen to the Shadow, the free dwarves havengulithe one and
only God. The free dwarves need to be punishedhfeir heresy.
Dorick supervised the construction of the dark rsfarin the clan
hold and is constantly seeking ways to earn thk ldad’s favor. In
this effort, three junior Dwarven Legates assisti€o

Dorick is physically unremarkable. He wears thekdabes of a
Legate and carries no visible weapons. His nongs#sappearance
belies his power. Dorick is an extremely powerfegate. If he had
stayed at Theros Obsidia, he would be considerecbthe Greater
Legates and would be vying for power and position.
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Baden’s Bluff, Arc of Zimra, 99 Last Age A great cloud of utter darkness floats through #ie
emanating hatred and pure evil. There is no senke o

A missive to Brother Teros, solidity: it is quite clear that this creature isidorporeal.
Two great claws of murky purple extend from its siaed

“Brother, Sunulael's dogs continue to sniff out the the hints of enormous eyes of dark, blood-red amplp
faithful and no hiding place is safe. I've beercft to move flame seem to sit in the very centre of its befirgm time to
almost every night. Fortunately, the usurpers hoeised time, other shapes flicker through the cloud of kai@ss,
their hunt on the Steep, believing our true sanctuis dark purple outlines of humanoids and animals, ppeh
hidden, buried deep below the darkest tenementsy The those same creatures this fell thing has devoured?
approach the Hollow, a place we were wise enough teelea
alone; let them choke on that foul nest.” Combat (Bodiless)

Daylight Powerlessness (Ex):A greater astirax looses all
C f e d abilities except for possession while exposed teatlisunlight (and
]'Qatureﬁ O ]'C Qne not any other light source, evendaylight spell). Additionally,

Numerous are the dangers that lurk on Eredane, ree after while the exposure lasts t.he greater astirax maque more than
the Shadow has started breeding horrible creammesdangerous ©n€ standard or move action each round. Due twdgkened stated
predators to use against those who defy the expgndérkness, all possession attempts during exposure to o.lmmlight grant thg
below you will find a number of new creatures toused in your Subject a +10 bonus to the save made to avoid tpeisgessed. This
MIDNIGHT game. vulnerability and its restrictions are not appliedgreater astiraxes

that are possessing a host.

- Nightmare Visage (Su):While greater astiraxes are normally
HStIl’C(x, @l’eater invisible, their true appearance can be perceivgddivination
- - 3 magic. The unwary may have a surprise in store ldhthey go
dr Hstirax searching for spirits, however: any living creatwithin 60 feet that
can see a greater astirax’s true, invisible fornstnsucceed at a Will
save DC 35 or suffer the effects gblaantasmal killesspell.

Subjects who make their save are immune to thetsffef that
astirax’s ability for a period of 24 hours. The @er astirax may
'suppress this ability at any time. The save DC isiGima based.

Magic Subtype: Unlike other outsiders, greater astiraxes have
Attack: — no alignment or_elemental subtype. Rather, theyaareed from the
Eull Atltack' _ weave of magic that surrounds Aryth. Thergfore, Ehmsory
Space/Reeicthft /15t exception that they may see and hear clearly isredlad magic.

: . Whether enchanted items, existing spell effectspeitls as they are
being cast, greater astiraxes have no penalty t 8pd Listen
checks when perceiving magic items and effectshair tbodiless
forms.

Large Outsider (Trapped Spirit, Magic)

Hit Dice: 20d8+100 (190 hp)

Initiative: +9

Speed:Fly 60 ft. (perfect) (12 squares)

Armor Class: 27 (-1 size, +5 Dex, +13 deflection), touch 27
flat-footed 22.

Base Attack/Grapple: +20/~

Special Attacks:drain spell energy, spell-like abilities
Special Qualities: magic subtype, bodiless, daylight
powerlessness, immune to cold and electricity, Sape

invisibility, sense magic, silver vulnerability, spn astirax, . .
unholy aura, spell resistance 30, world sense Possession (Su)A greater astirax may possess creatures of the

Saves:Fort +17. Ref +17. Will +20 aberration, animal, magical beast, ooze, planteaddor vermin
Abilities: Str—, bex 21, Cfon 21, Int 27, Wis 27, Cha 37 type, ingluding any creatures with a swarm .Sme—mE subjeqt of
Skills: Bluff +46* Concentration +28, Hide +32* Intimidate this ability is granted awllllsave to avoid bejpgssessed against a
+46*, Knowledge (arcana) +31, Knowledge (histor@l+ DC of 35. The greater astirax may not posses argtume whose
! : ' : ' flesh is in direct contact to silver.
Knowledge (local, pick one appropriate) +38, Knaige ) .
(shadow) +31, Knowledge (spirits) +31, Listen +4Mgve As a dark mark of its presence in the host anyteregossessed

: . exhibits dark eyes with a fell appearance, much tike substance
+ * + * + * S@E‘ﬁ:
ilaling)of&,lfeSaJ?\t}va’i%?_élSense Motive +39% from a dark mirror. The save DC is Charisma based.

. o ; - " Because greater astirax have no original form othan their
Feats: Ability Focus (Nightmare Visage), Ability Focus - .
(Possessiofl) Alertness, Combat Reflexes, Dodge,?Od"?ss or;g, creatures possessed by a greataxastiver undergo
Improved Initiative, Mobility, Spring Attack, Tracl, ranstormation.
Weapon Finessé .
Climate/Terrain: The Northern Marches, Theros Obsidia Combat (Cakmg form)

Organization: Solitary Drain Spell Energy (Su): When possessing a host, the greater
Challenge Rating:20 astirax is able to deliver a powerful attack. Whastean astirax hits
Treasure: none any character with the Magecraft feat with the piynattack of its
Alignment: Always Evil, usually Neutral Evil host creature, it immediately drains 1d8 pointséll energy from
Advancement: 21-30 HD (Large), 31-50 HD (Huge); 51+ HD its victim in addition to normal damage. If thisdtees the spell
(Colossal) energy of the creature to zero, then any remaidamage is taken

as temporary Constitution damage just as if thetareahad cast a
spell. This Constitution damage follows all the natmules for




spellcasting Constitution damage, including its iliigtto be healed
by any means other than a full night’s rest.

Sense Magic (Su):As the astirax ability of the same name

except that all ranges are increased by 15 mildstlzat the greater
astirax can try to determine the exact locatiommfeffect within 1
mile. Additionally the greater astirax can makeeavrsave against
any illusion that conceals a magical effect whethini 100 ft. of it.
Spell-like Abilities (Sp): at will- animate deadblasphemy
create undeadcreate greater undeaddeath knell (quickened),
desecrate disjunction dispel good greater dispelling harm, true

Creating a Beast of Izrador
“Beast of Izrador” is an acquired template that baradded to

‘any animal or vermin creature (hereafter referradtlze base

creature).

A Beast of lzrador uses all the base creature’ssstat and
special abilities except as noted here.

Size & Type: The base creature’s type changes to magical
beast. Size may change as a result of the advantémidit Dice.

Hit Dice: Become d10 and the base creature’s Hit Dice is
advanced by one.

seeing unhallow All save DCs are Charisma based and the caster Speed:As base creature, +10 ft.

level is equal to the grater astirax’s HD.

Armor Class: As base creature plus a +4 profane bonus to AC

Spawn Astirax (Su): A greater astirax possessing an animal of,q 4 +4 increase to natural armor.

at least Small size may spend a number of roundslemn the
animal’s hit dice dissolving it until only the arafts twisted essence
remains. The twisted essence is a newly creat@dvgsand anyone
witnessing such a display must make a successftituee save DC
20 or be nauseated for 3d6 rounds. The host ardoed not get a
save to avoid this ability.

Attacks: The Beast of Izrador's Base Attack Bonus is equal to
its Hit Dice. The number and type of attacks isghme as the base
creature plus a bite attack, if it did not have.offee Beast gains the
Improved Natural Attack (Bite) as a bonus feat, eifeib doesn't
meet its prerequisites, meaning that its bite ktthoes damage as a
creature one size larger than its current size.

Unholy Aura (Su): The greater astirax is always surrounded by — g5yes:The Beast of Izrador has good fortitude and resives.

an overwhelming aura of evil that mimics the effeaf theunholy
auraspell.

Silver Vulnerability (Ex): All astiraxes have vulnerability to
silver.

* Skills: Greater astiraxes have +8 racial bonus to Bluffleii
Intimidate, Listen, Move Silently, Search, SensetiMoand Spot
checks.

Beast of 1zrador

Soldier legates often bind their astirax companioio their
sword, seeking to increase their own martial prewves their
mount, assuring a fearsome and powerful mountt$eifi Although
rare it is not unheard of legates following the earmsteps,
mechanically this benefit is represented by the feast-bound
Companion, presented in chapter 5.

Additionally, greater astiraxes acting on their teds
instructions will bind a veritable horde of astieaxto a herd of
animals and unleash them on same place of ArytandErethor or
the plains of Erenland, but hordes of beastly bats rats have also
been sighted on the Kaladruns.

Beasts of Izrador are unholy terrors who seek t@desouls for
their dark master and drain the world of its magic.

Binding an astirax to an animal or vermin resultsseveral
changes to its overall anatomy and appearancesré@ure grows
larger, sometimes even advancing a size categmrpody fur or
hide turns into a deep dark color and its eyes inecioul pits of red
or purple fire, the jaw of the creature increasesite and is filled
with sharp teeth, the most clear change, howeibraisthe creature
looks slightly malformed and twisted, with occasibmovements
under its hide, as if the dark power within weranhebursting out.
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In addition to all the abilities described aboy
| greater astirax may also have the power to nay
|| create a Beast of through the following spkc
| ability:
| Bind Astirax (Su): As a fulltound action,
greater astirax may bind any astirax into the bof
its current host, effectively creating a beastzoadior
This ability is used by attempting to possess e
| host as the astirax to be bjrand the greater astira
| expelled after using it, regardless of the redtot. al |
| purposes treat this as if it were a possessiomptte

NA

Ability Scores: The Beast's Intelligence score changes to reflect
its new nature, becoming 3. If the beast alreadldacore of 3 or
higher it is not changed.

Magical Beast's Traits: The beast has Darkvision that extends
out to 60 feet and it also possesses low-lighbwisi

Special Attacks: the Beast of Izrador looses any special attack
the base creature had and gains the following:

e Arterial Strike (Ex): A Beast of Izrador's attacks are so
powerful that they results in 1 point of contintddod loss
for every 10 points of damage dealt in any singlack. The
blood loss can be stopped by a successful Heakizc
15) or by any form of magical healing.

¢ Dark Devouring (Su):Any creature slain by a Beast of
Izrador must make a Will save (DC 10 + half Beast’3 H
Cha modifier) or have its soul lost to the beastskdess.
This ability is said to work the same way the Ditkrors
do, turning the soul to Izrador. This ability isnsidered a
death effect for all purposes of protection and aisthat the
slain creature cannot be brought back, even thé Fel
phenomena is unable to claim the subject’s soufaiked
save results in a dark Blessing that grants thethkd®
temporary hit points and +2 profane bonus to Stteng

e Touch of Izrador (Su)Once per day, the Beast of Izrador
may make a smite attack which inflicts strength dgen
equal to the beasts Charisma modifier. The useioathility
must be declared before the attack roll is madeaafalled
attack roll result wastes the use of the ability.

Special Qualities: the Beast of lzrador looses any special

qualities the base creature had and gains thenfioitp

« Regeneration (Ex)Fire, acid and silver deal normal damage
to a Beast of Izrador. If a Beast of Izrador losdsnd or
body part, the lost portion regrows in 3d6 minutéhe
creature can reattach the severed member instdmtly
holding or having someone hold it to the stump. The
creature heals nonlethal damage suffered at aofabeper
round.

« Eyes of Izrador (Su)The Beast of Izrador can see perfectly
in darkness of any kind, even that created by gpeatee
darkness spell.

¢ Immunity to Cold, Fear and Poison (Ex)

Skills: +8 racial bonus to Hide, Listen, Move Silently,08pnd
Survival (when used to track by scent).

Feats: As base creature plus Improved Natural Attack (Bite
noted above.

Climate/Terrain: As base creature.

Challenge Rating: As base creature +3.

Alignment: Always Evil; usually Neutral Evil.

Advancement: As base creature + 3HD.
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Black €lf
- Sharisil

Black Elf, 1st level Warrior
Medium Humanoid (EIf)
Hit Dice: 1d8 (8 hp)
Initiative: +1

Speed:30 ft (6 squares)

Poison (Ex): Opponents hit by a black elf's poisoned weapon
must succeed on a DC 13 Fortitude save or fall usaions. After 1
minute, the subject must succeed on another DC ti&uUee save
or remain unconscious for 2d4 hours. A typical kl&tf carries
1d4-1 doses of black elven knockout poison. Blagkskuffer the
normal chances of poisoning themselves while apglyoison to
their weapons and elves of all kinds are not lesseptible to the
effects of sharisil’'s knockout poison.

Armor Class: 16; (+1 Dex, +4 Chain shirt, +1 disc shield),On Hryth

touch 11, flat-footed 15
Base Attack/Grapple: +1/+2

Long ago there was a shapeless, demonic entityemible
ower known as Corzafel, serving Izrador from thement he gave

Attack: Rapier +3 melee (1d6+1/18-20) or disc shield +4p all hope of returning home he has been as #fions messenger

ranged (1d4/19-20/x3);

for the whims of the Dark God and his newly crea@udier of

Full Attack: Rapier +3 melee (1d6+1/18-20) or disc shield +4nhadow.

ranged (1d4/19-20/x3);
Space/Reachb ft. /5 ft.
Special Attacks: Poison, Spell-like abilities, Enervative strike
Special Qualities:Black elf traits
Saves:Fort +3, Ref +1, Will -1;
Abilities: Str 13, Dex 13, Con 10, Int 12, Wis 9, Cha 10
Skills: Climb +9* Hide +7, Listen +1, Move silently +7, &eh
+3, Spot +1
Feats: Weapon Focus (rapier)
Environment: Any land

In the year 5000 First Age Corzafel met his firstagrvictory,
just like those who followed the lost gods turnedttie powers of
the one and only god of Aryth he corrupted the £elling in the
ancient elven retreat of Bandilrin, now a stronghfoldthe growing
order of legates and their black elven protectors.

Eventually it fell prey to an arcane trap laid byadil herself
and now resides within an enchanted water gourt ligsa among
the many dangerous magical artifacts the Witch Qlkeeps hidden
away in the bowels of the Elder Tree. This, howes& not happen
before Corzafel corrupted many elves and taught Gneéer of

Organization: Squad (2-4), patrol (5-8 plus 2 2nd-levelshadow part of a rite to corrupt their very sohk titual cannot be

sergeants and 1 leader of 3rd—6th level), or baAd50 plus
10% non-combatants plus 1 2nd-level sergeant @etufis,
2d4 6th-level lieutenants, and 1d4 9th-level caysai

Challenge Rating: 2

Treasure: Standard

Alignment: Usually Neutral evil

Advancement: By character class

Level Adjustment: +2

This humanoid is slender and shorter than a hunian.
has jet black skin and white hair and a look of shmalice
painted across its face. It moves with practicedeeas it
stalks towards you a razor edged rapier in one hand a
wicked looking small metal shield on the other.

Black elves also known as sharisil are depraved ewit
corruptions loyal to their dark master Izrador ahe Order of
Shadow.

They are short, but well toned and graceful, withiter hair,
although almost any pale shade is possible. Theis are often a
vivid and intense in color, though pure milky whize@d without

pupil.

Black elves always speak High Elven and Black Tongue,

sometimes they also learn Orcish.
Most elves encountered outside their homes areiosyrthe
information presented here is for one of 1st level.

Combat

The Black elves are highly trained and skilled wasij
especially when it comes to fighting other elvesjng just as
capable of climbing and surviving in the woodlarmd<rethor the
black elves make excellent hunters of their brothesugh the use
of night time ambushes and swarming raids, in otdegatch their
enemies off guard.

Black elves frequently make use of poisons, usuallgoating
their blade with potent venom.

In melee black elves are graceful and deadly, usomplex
man maneuvers that are beautiful to observe theyr fa@zor sharp
rapiers and disc shields as their tools of deatfeirTlegates and
channelers specialize in domination and destruatiagic, nothing
gives them more pleasure than making their foegaetheir own
kind.

finished, though, for it required his presence amdn though the
Order of Shadow has tried to discover alternatensi¢a end the
ritual, it has met no success.

The black elves remained hidden for long, trainiagd
accompanying demonic entities known as Razors ens#rvice of
Izrador in order to perform the most sensitive agemt of
operations.

In the depths of Bandilrin there is a great strueturown as the
Nephilis Legatumor temple of the fallen in the black tongue, this
building has served as an academy for the shasilis the place
where the Order of Shadow transform a select feav Nef Sharisil
or chosen black elves, bloated corruptions of tlaekbelves that
share an elven body with a spideer’ls torso.

Black €EIf as Characters

Black EIf Traits (Ex): Black Elves possess the following racial
traits:

+2 Dexterity, -2 Constitution, +2 Intelligence, +2 &isma.

Black elves are graceful, intelligent and attragtiat slight

of body.

¢« Medium: As Medium creatures, dark elves have naispe
bonuses or penalties due to their size.

« Black elf base speed is 30 feet.

e +2 racial saving throw bonus against Enchantmeelispr
effects.

e« +1 racial bonus on Fortitude saving throws. Thisais
carryover from their original elven origins. Theatk elves
are quite hardy.

Darkvision out to 60 feet.

* Weapon Proficiency: A Black elf is automatically ficgent
with the disc shield and the rapier. All black evgain
proficiency with exotic black elven weapons ashiy were
martial weapons.

e +2racial bonus on Listen, Search and Spot checks.

* Black elves are very stealthy and gain a +2 radcaluls to
Hide and Move Silent checks.

e +4 racial bonus on Climb checks, all Dark elvesatapted
to heights.

e Black elves gain Knowledge (nature) and Knowledge
(Northern Marches) as class skills. They gain &tvival
check in the cold and barren lands.




detect magicdispel magicfaerie fire levitate suggestionDC 16).
Caster level 6th. The save DCs are Charisma-based.

Spells: Chosen black elves cast spells as 6th-level legates
Chosen black elf legates as servants of Izradorchanse from the

Izrador filled them with, if the attack hits it cees the target following domains: Death, Destruction, Evil, Magind War. Spells

Black elves who can cast spells gain 2 extra pahtpell
energy. Elves have a natural facility with magic.

Enervative Strike (Su): Once per day a black el reizike
an enemy with a the very corruptive taint and ithtieat

per Day: (5/3+1/3+1/2+1). The save DC’s are Wisd@sell.

Skills: A chosen black elf has a +4 racial bonus on Hidg a
Move Silently checks. It has a +8 racial bonus omg@lchecks and
can always choose to take 10 on a Climb check, #vwershed or

to suffer penalties as if he had suffered one negaevel
(no save, spell resistance applies). The pendhmsfor a
number of hours equal to the character level ofeffiehat
dealt the blow.

Night Fighters: Black elves gain a +1 bonus onchttalls  threatened.
when there is no light at all
Black elves gain a +1 racial attack bonus when ifighvith On Hrytb

the sharisil disc shield. The Nef'Sharisil or Chosen black elves as they amrem
Automatic Languages: High Elven, Black Tongue (1)commonly known are a recent addition to the waEoethor.

Bonus Languages: Orcish, Erenlander, Norther, Treder Of the black elves (Sharisil) there are those who sent as
Tongue. scouts and assassins into the woods of Erethorealtn gather
Light Blindness: Abrupt exposure to bright light ¢guas information and to remove troublesome foes or atiije missions

sunlight or a daylight spell) blinds black elves foround. for their dark god.

On subsequent rounds, they are dazzled as longyegs t  These black elves are called the Nef'Sharisil or <&moelfkin,

remain in the affected area. and they are gifted with divine powers, skill ieath and the use of
Favored Class: Rogue. poison and are partly transformed into half bladker, half

Level adjustment +2. arachnid hybrids in the breeding pits of Theros idiasafter

undergoing special rituals in the temples of theadshv, and are
then sent to the fortress of Bandilrin ready to mékeys into

Black €lf, Chosen

- Nef'Sharisil

Large Aberration

Hit Dice: 6d8+18 (45hp)

Initiative: +2

Speed:30 ft (6 squares), climb 15 ft

Armor Class: 17 (+2 Dex, -1 size, ++6 natural), touch 11, flat-
footed 15

Base Attack/Grapple: +4/+10

Attack: Dagger +5 melee (1d6+2/19-20) or bite +6 melee
(1d4+2 plus poison) or shortbow +5 ranged (1d8/x3)

Full Attack: 2 Daggers +3 melee (1d6+2/19-20) and bite +1
melee (1d4+1 plus poison) or shortbow +5 range8/(3)

Space/Reach10 ft. /5 ft.

Special Attacks: Spells, spell-like abilities, poison

Special Qualities:spell resistance 17

Saves:Fort +5, Ref +4, Will +8

Abilities: Str 15, Dex 15, Con 16, Int 15, Wis 16, Cha 16

Skills: Climb +19* Concentration +12, Hide +11* Move
Silently +15*

Feats: Combat Casting, Two-Weapon Fighting, Weapon Focus
(bite)

Environment: Erethor or Underground

Organization: Solitary

Challenge Rating: 7

Treasure: Double Standard

Alignment: Always Chaotic Evil

Advancement: By character class

Level Adjustment: +4

This strange being has the head and torso of aeladad the
legs and lower body of a giant arachnid.

Chosen Black Elves speak High Elven, Trade Tongud, an
Black tongue.

Combat

Chosen Black Elves seldom pass up an opportunityttéela
other creatures, especially from ambush. They lsbelyin with a
spell assault and often levitate out of the enemrgegh.

Poison (Ex): Injury, Fortitude DC 16, initial and secondary
damage 1d6 Str. The save DC is Constitution based.

Spell-Like Abilities: 1/day — dancing lights (DC 13),
clairaudience/clairvoyance darkness detect good detect law
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Erethor.

It is rumored the magic’s to transform a blackietb a Chosen

are the brainchild of Ardherin and Sunulael combine

Cave Croll

Large Giant

Hit Dice: 9d8+54 (94hp)

Initiative: -1

Speed:30 ft. (6 squares)

Armor Class: 16 (-1 Dex, -1 Size, +8 Natural), touch 8, flat-
footed 16

Base Attack/Grapple: +6/+18

Attack: Large Warhammer +13 melee (2d6+8) or Slam +13
melee (1d4+8)

Full Attack: Large Warhammer +13/+8 melee (2d6+8) or Slam
+13 melee (1d4+8)

Space/Reach10ft/10ft

Special Attacks: Trample

Special Qualities: Darkvision 90 ft., low-light vision, Damage
Reduction 3/-, Fast Healing 5, Sunlight Petrificatio
Tunnelbred

Saves:Fort +12, Ref +2, Will +2

Abilities: Str 26, Dex 8, Con 22, Int 5, Wis 8, Cha 6

Skills: Listen +5, Spot +5

Feats: Power Attack, Improved Bull
Awesome Blow.

Climate/Terrain: Caves/Underground

Organization: Solitary, usually with orcish controller

Challenge Rating: 7

Treasure: None

Alignment: Chaotic Neutral

Advancement: 10 — 15 HD (Large)

Rush, Blind Fight,

A whip crack sounded, followed closely by an inhuman
bellow. Zarshad closed his eyes, rubbing his fordhesaif it
pained him. The Legate hated his command post.
underground fortress full of stinking orcs, isoldtieom any
of the city luxuries to which he'd grown accustoniad. his
superiors had promised that he had the potential of
advancing his career greatly with this assignmenths'd
jumped at it, thinking he would be set in a cityagling a
Black Mirror. Instead, he'd been placed on the frdn a
taken dwarven hold. The former Legate had died io@en
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attack just months prior, but Zarshad suspectediha had
killed himself to be free of this filth. Anothedlbes brought
the man from his thoughts. What, in the name oStreedow,
was that horrid sound?! He was awaiting word from
Khrasil, the woman that had promised him something
"special" to help with the efforts to destroy the dves, and
was in no mood to deal with another instance of orcis
rowdiness. He moved to the window to see what wasngausi
the disturbance. The cavern that housed his outpe@st
vast, and his vantage points allowed him a view efahly
entrance and exit it. The sound was coming from the
entrance. A knock on the door drew his attentiomfgehe
could draw any conclusions of his own. Without waifimg
word, an orc stepped inside.

"My lord, Lady Khrasil's gift has arrived."

The bellow sounded again and the orc nodded for
Zarshad to look out the window. What he saw enteriag h
outpost left him speechless. Easily two feet tdlian his
orcish soldiers, with mottled gray-green skin, theature
seemed to have no body hair and wore no kind dficigt It
shambled forward, with its escort surrounding, though
seemed to be a little rounder in the stomach. Wit he
needed, Zarshad thought, another fat, lazy dendfethe
mountains. At that moment, one of the orcs cradisedhip
again, in an attempt to steer the creature towaeldhates to
the barracks. Without warning, the beast flung a dhan
toward the orc. It connected with a thud and set dhe
against a nearby wall. The legate wasn't certairhé prc
died before or after it hit the wall. He didn't haneich time
to ponder that either, as he watched the creatumash
through the gates and trample at least half a doasrs
before calming again, with the help of one of the or
shaman. There was a weapon he could use.

The Cave Troll is a favorite siege weapon of Izr&lorces.
Large enough to smash down walls, yet small enctagimove
within caves and corridors, this creature is adeare foe. Bred and
raised for war in mired earthen pits in the farthpthese creatures
reach full size in a short span of time. An adulv€droll stands
about 10 feet tall and weighs over 1000 Ibs.; itdtled grey skin
giving it a semblance of rock. While their body s their brain
remains relatively the same, and their intellectegacity is quite
limited. Cave Trolls are easily controlled, but peoto violent
outbursts that are not. Their only limit is theieath allergy to
sunlight, making their full application impracticaCave Trolls
speak orcish, and understand basic commands intdhgue
particular to the legate they serve under, if any.

Combat

The Cave Troll is typically used as a front waveacitagainst
dwarven holds beneath ground, sent forth to breaindthe stone
defenses and make an entrance for orcish soldligistute physical
strength allows it to make quick work of opponenmikile its simple
bulk and size allow it to overcome simple obstaclescluding
dwarven warriors.

Chaos Beast Spawn

Medium Outsider (Augmented Humanoid, Chaotic)

Hit Dice: 8d8+8 (44hp)

Initiative: +5

Speed:20 ft (4 squares)

Armor Class: 16; (+1 Dex, +5 Natural), touch 11, flat-footed
15

Base Attack/Grapple: +8/+10

Attacks: Claw +10 melee (1d3+2 plus corporeal instability);

Full Attack: 2 Claws +10 melee (1d3+2 plus corporeal
instability);

Space/Reach5 ft./5 ft.

Special Attacks: Corporeal Instability

Special Qualities:immunity to critical hits and transformation,
spell resistance 15

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

Abilities: Str 14, Dex 13, Con 13, Int 10, Wis 10, Cha 10

Skills: Climb +13, Escape Artist +12, Hide +12, Jump +15,
Listen +11, Search +11, Spot +11, Tumble +14

Feats: Dodge, Improved Initiative, Mobility;

Environment: Aruun Jungle

Organization: Solitary

Challenge Rating: 7

Treasure: none

Alignment: Always chaotic neutral

Advancement:; 5-7 HD (small); 9-12 HD (Medium); 13-24 HD
(Large)

Level Adjustment: —

The horrific creature known as the chaos beasbo#tsiidetailed
later in this chapter) has a mutable, ever-chanfiing, but despite
its fearsome appearance the chaos beast doesplitglgical harm.
Regardless of form, the creature’s attacks can caugerrible
transformation to living creatures, those that failshrug off this
supernatural ability end up twisted and formless\er, becoming a
Chaost Beast spawn. Because of how this power wdrksealtures
use the same statistics, regardless of originah,féhe advancement
provided is for creatures of other sizes.

The spawn of the Chaos Beast are smaller formlessowesr of
its parent, they too seek out and procreate by exing prey into
more of their own kind. They are regarded as “Desiidoy all
humanoids that discover them.

Combat

Corporeal Instability (Su): A blow from the chaos beast
against a living creature can cause a terriblesfommation. The
creature must succeed on a DC 15 Fortitude saveeconte a
spongy, amorphous mass. Unless the victim managesntrol the
effect (see below), its shape melts, flows, writheasd boils. The
save DC is Constitution-based.

An affected creature is unable to hold or use sgy.i Clothing,
armor, rings, and helmets become useless. Largesitworn or
carried— armor, backpacks, even shirts— hamper rti@e help,
reducing the victim’'s Dexterity score by 4. Soft misshapen feet

Trample (Ex): Whenever the cave troll attempts an Overruf@nd legs, reduce speed to 10 feet or one-quarteratowhichever

and knocks the enemy prone the defender suffers8 gsints of
crushing damage.

Sunlight Petrification (Ex): A Cave Troll caught in direct
sunlight must make a Fort save DC 25, or be stuforeshe round.
A Cave Troll caught in direct sunlight for a secoraind, turns
instantly to stone.

is less. Searing pain courses along the nervestreag that the
victim cannot act coherently. The victim cannottcg®ells or use
magic items, and it attacks blindly, unable toidish friend from
foe (-4 penalty on attack rolls and a 50% miss céaregardless of
the attack roll).

Each round the victim spends in an amorphous statses 1

Tunnelbred (Ex): The cave troll is used to traveling in thePoint of Wisdom drain from mental shock. If thetiics Wisdom
score falls to 0, it becomes a chaos beast spawn.

A victim can regain its own shape by taking a staddaction to
attempt a DC 15 Charisma check (this check DC dotsarg for a
chaos beast with different Hit Dice or ability sesy. A success re-

narrow passages of tunnels and caves and is trastedMedium
creature for the purpose of determining any pesmltb movement
for moving in ostensibly cramped conditions.




establishes the creature’s normal form for 1 minGte a failure, the
victim can still repeat this check each round usuitcessful.
Corporeal instability is not a disease or a cursksmis hard to

remove. Ashapechanger stoneskirspell does not cure an afflicted

creature but fixes its form for the duration of tlspell. A
restoration heal or greater restoratiorspell removes the affliction
(a separate restoration is necessary to restorel@iyed points of
Wisdom).

Immunity to Transformation (Ex): No mortal magic can

Advancement: +4
Level Adjustment: —

This gaunt, grey-skinned humanoid has long gangly
limbs and a bulbous head with large octopoid eyissface
is otherwise blank and featureless.

Doppelgangers are strange beings that are ablekeo dn the
shapes of those they encounter. In its natural (falma creature

permanently affect or fix the chaos beast’s forrffeds such as looks more or less humanoid, but slender and fuith gangly
polymorphingor petrification force the creature into a new shapelimbs and half-formed features. The flesh is paild &airless. Its
but at the start of its next turn it immediatelyuras to its mutable large, bulging eyes are yellow with slitted pupAsdoppelganger’s

form as a free action.

Corrupted Creature

“Corrupted” is an acquired template that can be dddeany
corporeal creature (referred to hereafter as tee beeature).

A corrupted creature uses all the base creatutatsstics and
special abilities except as noted here.

appearance is deceiving even when it's in its tfaem. A
doppelganger is hardy, with a natural agility nokeeping with its
frail appearance.

Doppelgangers make excellent use of their natuiadicry to
stage ambushes, bait traps, and infiltrate humarsodiety.
Although usually evil, they are interested onlytteir missions and
regard all others as playthings to be manipulateticeceived.

It is natural form a doppelganger is about 5-1/t fall and

Size and Type:The creature’s type changes to magical beasyeighs about 150 pounds.

Do not recalculate base attack bonus, saves, brpsknts. Size is
unchanged.
Hit Dice: Change all current and future Hit Dice to d10s.
Speed:Same as the base creature.
Special Attacks: Same as the base creature.

Special Qualities: A corrupted creature retains all the specia

qualities of the base creature and gains thoseridedcbelow, in
addition to those granted by the magical beast type

« Dark God’s Protection (Ex)The corrupted being adds their

Taint rating to any saves against spells or effegtsch are
intended to determine alignment, location, or ihten

« Dark God's Longevity (Ex)The creature ages more slowly,

suffering the effect of a single year for every fem of
years equal to half its hit dice that have pasdtdhe
creature has any ability that prevents, or othervelows
aging, this ability replaces it; they do not stack.

Skills: Same as the base creature, but may add Taing rEtée
Chapter 2) to the DC of any Sense Motive checks raganst it;
the creature may also add its Taint rating as aibda any Bluff
checks.

Challenge Rating: Up to 3 HD as base creature; 4 HD to 7 HDDiS

as base creature +1; 8+HD as base creature +2.
Alignment: Always Evil.

Doppelganger
- Celeness or “The Others”
Medium Monstrous Humanoid (Shapechanger)
Hit Dice: 4d8+4 (22hp)
Initiative: +1
Speed:30 ft (6 squares)
Armor Class: 15 (+1 Dex, +4 natural), touch 11, flat-footed 14
Base Attack/Grapple: +4/+5
Attacks: Slam +5 melee (1d6+1)
Full Attack: Slam +5 melee (1d6+1)
Space/Reach5 ft./5 ft.
Special Attacks: Detect Thoughts

Special Qualities: Change shape, immunity to sleep and charm

effects, darkvision 60ft.
Saves:Fort +4, Ref +5, Will +6
Abilities: Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 13
Skills: Bluff +12*, Disguise +14*, Sense Motive +9
Feats: Dodge, Great Fortitude
Environment: Any
Organization: Solitary, pair, or gang (3-6)
Challenge Rating: 3
Treasure: Double standard
Alignment: Usually Lawful Evil

Combat

When in its natural form, a doppelganger strikeghwits
powerful fists. In the shape of a warrior or sortieeo armed person,
it attacks with whatever weapon is appropriatesuoh cases, it uses
it's detect thoughts ability to employ the samditacand strategies
as the person it is impersonating.

Detect Thoughts (Su):A doppelganger can continuously use
detect thoughtas the spell (caster level 18th; Will DC 13 nedates
It can suppress or resume this ability as a fréieracThe save DC
is Charisma-based.

Change Shape (Su)A doppelganger can assume the shape of
any Small or Medium humanoid. In humanoid form, the
doppelganger loses its natural attacks. A doppglgacan remain in
its humanoid form until it chooses to assume a opa A change in
form cannot be dispelled, but a doppelganger revertits natural
form when killed. Atrue seeingspell or ability reveals its natural
form.

Skills: A doppelganger has a +4 racial bonus on Bluff and
guise checks. In addition, when using its cleasigape ability, a
doppelganger gets an additional +10 circumstancaudoon
Disguise checks. If it can read an opponent’s mingdets a further
+4 circumstance bonus on Bluff and Disguise checks.

Celeness as Characters

Doppelganger characters possess the followinglraaits:

e +2 Strength, +2, Dexterity, +2 Constitution, +2elifigence,
+4 Wisdom, +2 Charisma.

¢ Medium: As Medium creatures, doppelgangers have no
special bonuses or penalties due to their size.

« Adoppelganger’s base land speed is 30 feet.

« Darkvision: Doppelgangers can see in the dark §Dtteet.

¢ Racial Hit Dice: A doppelganger begins with fourdkyof
monstrous humanoid, which provide 4d8 Hit Dice, asé
attack bonus of +4, and base saving throw bonusé®r
+1, Ref +4, and Will +4.

¢ Racial Skills: A doppelganger's monstrous humaneigls
give it skill points equal to 7 x (2 + Int modifjerts class
skills are Bluff, Diplomacy, Disguise, Intimidate,isten,
Sense Motive, and Spot.

« Racial Feats: A doppelganger’'s monstrous humaneielde
give it two feats.

e +4 natural armor bonus.

¢ +4 racial bonus on Bluff and Disguise checks. Whsimg
its change shape ability, a doppelganger gets diti@ual
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+10 circumstance bonus on Disguise checks. Ifrit read
an opponent’s mind, it gets a further +4 circumsgabonus
on Bluff and Disguise checks.

e Special Attacks: Detect thoughts (see above).

e Special Qualities: Change shape (see above), imyntmit
sleep and charm effects.

« Doppelgangers who cast spells gain 4 extra poihtpell
energy. Doppelgangers are extremely magical beings.

e Automatic Languages: Black Tongue. Bonus Language

Auran, Old Dwarven, High Elven, Trade Tongue, Haff|
Giant, Terran.

* Favored Class: Rogue.

e Level adjustment +4.

On Arytb

“The Others”, contrary to popular belief are nomso beast
created in the breeding pits, or even humans ctedumto their
current form, but instead they are an enslavedispef elder fey or
elthedar.

During the sundering when the elthedar on Arytheligyed into
the althadar or younger fey, one species of elthedgae able to
avoid such transition as their nature was alreathpted to allow
them to live among all species without notice, ¢hegere the
Doppelgangers or Teleness (pronounced Tell-EN-eggh means
“The Others”.

The Others had the ability to take on the formhafse around
them, allowing them to integrate themselves intbet cultures.
Over the thousands of years since the sunderingdteness all but
disappeared from memory or recorded history, rabeing seen in
their natural forms and never congregating in gsoaptheir own
kind. However it was to their grave misfortune tloaie on Aryth
had not forgotten them, for Izrador the Shadowhef North knew
they existed and sought them out through agents iasidious
whispers on the wind and in the mind.

It is not known nor recorded exactly how the Tetmntell, only
that they did and by the time the Last Age dawrex twere his
slaves completely.

The Others now serve as lzrador's eyes and eay#gsen
puppet princes and petty warlords, infiltrating tmaand cities and
his enemies, even it is said the ranks of Izradowa army, looking
for traitors and insurgents. The Others are thénate tool in
paranoia.

Where needed the Others will even act as assassimsying
and replacing those the Shadow wishes removedassuining their
identities in order to learn any secrets the deagn may have
had, or reveal his contacts.

The only faction the Others do not and are notwadhb to
infiltrate is the Order of Shadow as the legates sgen as being
beyond reproach and it would not do, were Izradoshiow such
open distrust of his own priesthood.

After so long the Teleness are all but dedicatedztador's
cause, whatever he holds over them to keep thechéok, means
little to the majority now as they serve willingliiowever a small
number known as the Se’'La Teleness or “EnlighteDdters” have
formed into a group that managed to break freezaddor’s reign
and work to help resistance groups form and sunldyevorking to
provide them supplies, troop movements and infaonaas double
agents within Izrador's forces. This of course ptathem in grave
danger on all sides, but thus far no Se’La Telemessever been
caught alive possessing an unusual magical glygfichvwhen
activated destroys their bodies completely, therggventing
capture and/or raising, or interrogation while delddedless to say
Izrador would reward handsomely anyone who brougim a
member of this group alive.

Dread Rnigbt

The Dread Knight is a very recent addition to lzndsl might.
With the rise in minor heroes, hope is slowly gagniground all
across Aryth. To thwart this renewed vigor, Izratas ordered that
all captured leaders of the resistance be brougfdre legates at
Theros Obsidia for "education." The legates mabjcirture the
poor being with dark magic until there is but aeshof sanity and
gf,e left in the body. Then they turn the victimténone of the
Undead!. When the process is over, which often stakeveral
months, the hero has forgotten his old self, andegcompletely
mad. He now lives to utterly destroy hope, and apespair for his
master. The great majority do not survive the fiay of torture,
only those unlucky few of great will who cling tdfel are
transformed into Dread Knights. In the end, howgeweost wish
they had died. Dread Knights are powerful leadesieading
despair in their enemies. The last shred of sdsitghained to the
now undead creature and forced to look when thesteomuses its
knowledge to hunt down and murder its former lowads!

Creating a Dread knigbt

“Dread Knight” is an acquired template that caraldded to any
humanoid creature (referred to hereafter as the t@ature).

A dread knight uses all the base creature’s statisind special
abilities except as noted here.

Size & Type: The creature’s type changes to undead
(augmented humanoid). Do not recalculate basekaltt@acus, saves,
or skill points. Size is unchanged..

Hit Dice: Increase all current and future Hit Dice to d12s.

Armor Class: The base creature’s natural armor bonus
improves by +4 and an additional +1 for every 3 Hite of the
base creature.

Special Attacks: A dread knight retains all the special attacks of
the base creature and gains those described b8bwes have a DC
of 10 + 1/2 dread knight's HD + dread knight's Ghadifier unless
noted otherwise.

« Slayer (Su)Dread Knights specialize in dealing death, it is
their art. Dread Knights may deliver Coup de Graass
standard action and do not provoke attacks of dppity
when doing so. If the Dread Knight has multipleaeks
from Base Attack, he may take a full round actionlédiver
one Coup de Graces per attack, however, he mayargstt
the same creature more than once in a given rdbrehd
Knights use this ability to devastating effect wlbambined
with Cone of Paralysis.

¢« Cone of Paralysis (Su)As a full round action a clear
wavering burst of windless air emanates from theadr
Knight's mouth in a cone of 50ft., forcing anyonaught
within to roll a Fort save or be paralyzed for Iddinds. A
Dread Knight may use this ability once every 1d4nds.

Special Qualities:

« Damage Reduction (Ex)the dread knight reduces all
damage from weapons by 5 unless it is a holy weapon

« Aura of Despair (Su)The mere presence of a Dread Knight
spreads despair among its enemies. Any good aligned
creature within 10ft. of the dread knight must sett at a
Will save or suffer -2 morale penalty to all attachls,
damage rolls, saves, ability and skill checks ffar duration
for the duration of the combat. A successful s@relers the
character immune to that particular dread knightisa for
24 hours. The aura’s effects go away if the charattoves
at least 100ft. away from the Dread Knight and ésosight
of it, but may return if the dread knight comeslbsz line
of sight or closer than 100ft.

¢ Soul Chain (Su)This is a dubious gamble for the armies of
Izrador. In exchange for the Dread Knights ability
remember its former life they let a small partloé person’s
soul to hang on to the body, or rather use darkieney




force it to stay in it. The Dread Knight instinatly knows
what it knew in life and has the Supernatural gbtt track
anyone it formerly knew without terrain penaltig#he Soul,
however, can affect the actions of the Dread Knigit
building up its strength and thus may save frieadsl
family, or postpone their doom. Each day the Seutains
dormant it receives a point danifestation Whenever the
soul wants to affect the actions of the Dread Knigimay

‘ away if the character moves at least 100ft. awaynfthe Dread

Knight and looses sight of it, but may return ietlread knight
comes back to line of sight or closer than 100ft.

Soul Chain (Su): This is a dubious gamble for the armies of
Izrador. In exchange for the Dread Knights abitdyremember its
former life they let a small part of the persorosiisto hang on to the
body, or rather use dark magic to force it to stayt. The Dread
Knight instinctively knows what it knew in life andias the

use onemanifestationpoint to makes an opposed WisdomSupernatural ability to track anyone it formerlyelnwithout terrain

checks with the Dread Knight, the soul Wisdom s&apeals
the manifestation pool (any point used to causeexicis
already spent, thus it is not counted).
Feats: A dread knight retains the base creature’s feadsgain,
Improved Initiative, Combat Reflexes, and Leadersag bonus
feats.

penalties. The Soul, however, can affect the astiohthe Dread
Knight by building up its strength and thus mayesdsends and
family, or postpone their doom. Each day the Sewmains dormant
it receives a point oManifestation Whenever the soul wants to
affect the actions of the Dread Knight it may use manifestation
point to makes an opposed strength check with tteadD Knight,

Abilities: Increase from the base creature as follows: Sir +4he soul Strength score equal the new, reducedifestation pool.

Dex +2, Cha +4. As an undead creature, a dread kiiaf no
Constitution score.
Challenge Rating: Same as the base creature +3.
Advancement: by character class

Sample Dread Rnight
Dorn Dread Knight, 6th level Fighter (Leader of Men)
Hit Dice: 6d12 (39 hp)
Initiative: +7
Speed:20ft. (4 squares)

Armor Class: 25 (+3 Dex, +4 scale mail, +2 heavy steel shield,

+6 natural), touch 13, flat-footed 22
Base Attack/Grapple: +3/+8
Attack: two handed bastard sword +12 melee (1d10+7)

Full Attack: two handed bastard sword +12/+7 melee (1d10+7)

Space/Reach5ft./5ft.
Special Attacks:slayer, cone of paralysis

Special Qualities: undead traits, aura of despair, soul chain,

damage reduction 5/holy
Saves:Fort -, Ref +5, Will +2
Abilities: Str 20, Dex 16, Con -, Int 12, Wis 10, Cha 14

Skills: Climb +11, Handle Animal +11, Intimidate +11, Jump

+11, Ride +11, Swim +8

Feats: combat reflexes, cleave, improved initiative, leathip,
power attack, track, weapon focus (bastard sword)

Challenge Rating:9

Treasure: none

Alignment: neutral evil

Advancement: by character class

Level Adjustment: —

Combat

Slayer (Su): Dread Knights specialize in dealing death, it is

their art. Dread Knights may deliver Coup de Graae® standard
action and do not provoke attacks of opportunitemidoing so. If
the Dread Knight has multiple attacks from Base dktéhe may
take a full round action to deliver one Coup de @saper attack,
however, he may not target the same creature rhare dnce in a
round. Dread Knights use this ability to devastataffect when
combined with Cone of Paralysis.

Cone of Paralysis (Su)As a full round action a clear wavering

burst of windless air emanates from the Dread Kiggmouth in a
cone of 50ft., forcing anyone caught within to ralFort save (DC
15) or be paralyzed for 1d4 rounds. A Dread Kniglaty use this
ability once every 1d4 rounds.

Starting manifestation pool: 8.

Dwarf, Black Blood
- Dark Dwarf or Odrud Dwarf

Black Blood Dwarf, 1st level Warrior

Medium Humanoid (Dwarf)

Hit Dice: 1d8+5 (9hp)

Initiative: +0

Speed:20 ft (6 squares)

Armor Class: 17 (+4 scale mail, +1 light shield, +2 natural),
touch 10, flat-footed 17

Base Attack/Grapple: +1/+2

Attacks: Urutuk hatchet +3 melee (1d6+1/x3) or light crassb
+0 ranged (1d8/19-20 x2);

Full Attack: Urutuk hatchet +3 melee (1d6+1/x3) or light
crossbow +1 ranged (1d8/19-20 x2);

Space/Reach5 ft../5 ft.

Special Attacks:dark dwarf traits

Special Qualities:dark dwarf traits

Saves:Fort +4, Ref +0, Will —1;

Abilities: Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 6

Skills: Climb +5, Craft (Alchemy) +6, Jump +5

Feats: Toughness

Environment: Kaladrun Mountains (Deep Underground)

Organization: Raid (2—4), War Chapter (9-16 plus 3 3rd-level
sergeants, 1 3rd level Soldier legate and 1 leafigdrd—8th
level) or legion (20-80 plus 25% non-combatantss plu
3rd-level sergeant per 5 adults, 3—6 6th-leveltéirants, 4
5th level Soldier legates, and 1-4 9th-level casfai

Challenge Rating:1

Treasure: Standard coins; double goods; standard items

Alignment: Always lawful evil

Advancement: By character class

Level Adjustment: +1

Before you, stands a squat broad shoulder stocky

humanoid, shorter than a human and with long gredagk
hair and beard worn loose and wild. Spittle runs tigh
clenched teeth into its tangled beard as it snatlyou, its
deep-set red-rimmed eyes staring out angrily framdath a
heavy metal helmet. The figure is dressed in darkjshed
scale mail and bares a savage looking dirty axerie hand
and a small metal shield painted with a bestial gesn the
other.

Aura of Despair (Su): The mere presence of a Dread Knight

spreads despair among its enemies. Any good aligmedture
within 10ft. of the dread knight must succeed Wil save (DC 15)
or suffer -2 morale penalty to all attack rollspdae rolls, saves,
ability and skill checks for the duration for therdtion of the
combat. A successful save renders the charactemuiranio that
particular dread knight's aura for 24 hours. Theaaueffects go

Sometimes called dark dwarves, these dwarves wee o
members of the noble Dorin clan before it fell be torruptions of
Izrador.

Most dark dwarves have long unkempt greasy blaek-drair
worn loose, and they dress in drab clothing thatesigned to blend
into stone. In their lairs they may wear jewelryt it is always kept
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dull. They war with other Dwarven clans, and oftdly with orcs
and worse to help destroy other dwarves.

Black Blood Clan Dwarves speak Clan Dialect, Old Dwarve
and Orcish.

Most dark dwarves encountered outside their homevarriors.

Combat

Dark Dwarves are patient and careful planners, wtheg have
the option they choose their time to fight, havirged information
from their infiltrators to determine the tacticaleak points and
prime targets. Under these circumstances they ptefase stealth
and poison. However when cornered or left no optioe Dark
Dwarves will fight all out and give no quarter, reiag together and
surging as one great wave of hate towards theimirse In addition
to the Dwarven urutuk hatchet and warhammer, dvganlso use
dwarven waraxes, thrown knives, thick bladed knivéght
crossbows, and morning stars.

Clan Benefits

The Black Blood Clan was once the Dorin Clan,
northernmost of all the Dwarven clans. They dwédiden among
the steep craggy peaks of the Icewall Mountaingémerations and
had a long and proud warrior tradition. Howeverthis was before
they fell into darkness corrupted by a host of delngs into the
service of Izrador. It was in the years ending $leeond Age, that
Izrador's minions unleashed a fiendish horde of icw@gcreatures
into the Icewall Mountains. These abominations &bugut and
possessed individuals of the Dorin clan, a brigftdaody civil war
ensued, as those possessed caused brother togainstabrother,
father against son. In the end almost all diechatitands of their
own kin. Now however, generations later those shavived are the
Dorin clan no longer, they have now become truevesds of
Izrador, worshipping the dark god and serving hib. Wow the
Dorin Clan, renamed the Black Blood by the otherlarOdrudas
it is said in their tongue. They now fight dwarwegh the same
passion as other dwarves fight orcs. They havengoxer almost
every dwarven secret they possessed to their dedk &nd work to
infiltrate and destroy the other clans, posing asgkin refugees and
escaped slaves. The dwarves of the other clans shem no
sympathy any more and will not think twice and tirggthem with
the same level as despise as they lend other nsiibthe Shadow.

Black Blood Dwarvwes as Characters

The Black Blood clan underwent a number of significan
changes due to their corruption. In addition to gemeral dwarf
traits they also have the following:
+2 Constitution, -4 Charisma: black blood dwarves ar
though and sturdy but traitors are liked by nonbese
bonuses are in place of the usual dwarven raciaifo
Favored Region: Subterranean Kaladruns.
Darkvision: black blood dwarves are even more Uueeithe
dark depths of the mountains than their cousing eesult
they can see in the dark up to 120 feet. Darkvigsoblack
and white only, but it is otherwise like normal lsigand
black blood dwarves can function just fine with Iight at
all.
Spell Resistant: black blood dwarves have greateaten
resistance to the power of magic than their cousiihey
gain a +4 racial bonus on saves against spellspelitlike
effects instead of the usual +2, but those witHl speergy
have two fewer points of spell energy than theyentlise
would.
+1 racial bonus on attack rolls against dwarvesl{iting
half dwarves). Black blood dwarves and their cosisine
ancient enemies that have fought each other farséds of
years. This bonus takes the place of the +1 réacals on
attack rolls against dwarves usually get.

the

Black Blood Dwarves do not gain the +1 racial bonas o
attack rolls when fighting with axes and hammers.

Black Blood Dwarves do not gain the +2 racial bonas o
Appraise and Craft checks that are related to stomaetal
items.

+1 dodge bonus to Armor Class against dwarves (affd h
dwarves). In the long war of attrition with theiousins,
black blood dwarves have developed an innate strae
helps them avoid their cousin’s wrath.

Deceivers: The black blood dwarves live by infilitng and
betraying their cousin’s homes, as a result altiblalood
dwarves gain a +2 racial bonus on all Bluff checks.
Paranoid: Black Blood Dwarves have developed a paano
habit of scanning their surroundings for threassaaresult
they gain a +1 racial bonus on Listen and Spotkshec
Favored Craft: All dark dwarves start the game wiitiree
ranks in the Craft (Alchemy) skill and it is always
considered a class skill for them. In addition, doeheir
long history in the art of alchemy, black blood dves
receive a +2 racial bonus to Craft *Alchemy) checks.
Honeyed Lies (Sp): so adept are the black blooardss at
lies and deceit that it has become second natutbeim.
They receive a +4 racial bonus to all saves or lcheo
avoid being caught out in a lie, even under magicaltiny,
such as by ®iscern Liespell or similar effect.

Hidden Taint (Su): although thoroughly corrupted by
Izrador’s will, the insidious nature of the Black Blts taint

is in its subtlety. As a result all Black Blood Dwasv
always fail to register as evil for spells and efife

Light Sensitivity: Dark dwarves are dazzled in hbtig
sunlight or within the radius of a daylight spell.

Automatic Languages: Clan Dialect, Old Dwarven, €hci
Bonus Languages: Old Dwarven, Black Tongue, Other cla
dialect, Trader’'s Tongue.

Elementals of Aryth

The Elementals on Aryth come primarily from thremuirses.
First there are those who were trapped here duhiagSundering,
those elementals that were summoned and then dydftemd
themselves unable to return to their native planes.

Second there are those elementals that traveledghrportals
that can be found in various remote and naturalgslgarticular to
an element, such as the portal to the plane ofaitahwaters that is
known as the Puresilver lake. It is said on nighiten the moon is
full and bright in the sky this lake became a gottathis other
place, of course with the Sundering such portaidcame sealed.
€ Finally there are those elementals that manifestedAryth
naturally at places otherwise known as Power Nexubat are
found in places of significant elemental strendtor example, a
power nexus found amidst an active volcano may ltauesed the
spontaneous creation of a fire elemental, or a powesus found
atop a high mountain that is continually barragad huffeted by
gale force winds and storms may create an air gleahen these
instances it is the very force of magic itself thezguses the
spontaneous creation of these beings.

Of course because of the time that has passed shee
Sundering, exact numbers of elementals have redacedbeen
sketchy to track, but because of the spontaneosestion of
elementals is able to occur in and around certaniteld power
nexus’s their numbers at least have some abilityeflace any
losses.

Elementals face certain strains on their very beingAryth,
being unable to return to their native planes istatdy a
contributing factor. However it has also been plasta that as
creatures of pure neutrality, their being trapppdrua world that is
technically out of balance with this celestial sgatjuo and under the
control of an evil god has a significant strain npoem.




The net result of this strain is that many elemsneaentually ‘
go mad and become elemental forces of pure desmnuend Samp[e Mad fire Elemental

aggression, which often requires them to be destroyr causes
them to destroy themselves unable to control thein power as it
grows to uncontrollable levels.

In truth the only way elementals can stave off ihigpending
madness is while they are bound in service andedrby a purpose
or when they remain close to natural power nexusiserwise the
eventual strain of the world will sooner or latenee crashing down
on them and turn them into rampaging elementalefoithat are a
threat to all they encounter.

As with all outsiders elementals have true nantesidgh these
often take the form of expressive sounds as oppimsadtual words.
For example an earth elementals name may be thdiggi of teeth
or a deep base groan or growl, whereas a fire eldisename may
be an excited screech or the hard clapping of handso forth.

Mad Elemental Creatures

Mad Elementals are those have succumbed over timiiet
pressure of Aryth's evil ruler and their barringru return to their
home planes.

Crazed and charged with masses of elemental enéege t
beings barely resemble elementals at all, huge pavaerful and
rippling with elemental power they scream and ragatinually
killing and destroying all they can their mindsisfgred and torn by
their predicaments.

Creating a Mad E€lemental Creature

“Mad Elemental” is an affected template that canadded to
any elemental being (referred to hereafter as #ise loreature).

A Mad Elemental creature uses all the base creatatatistics
and abilities except as noted here. Do not recatleuthe creature’s
Hit Dice, base attack bonus, saves, or skill pdfrits type changes.

Size: As base creature.

Hit Dice: Changes to d10.

Armor Class: Base creatures natural armor improves by +3

Large Mad Elemental (Trapped Spirit, Fire)

Hit Dice: 8d8+40 (76hp)

Initiative: +10

Speed:50 ft (10 squares)

Armor Class: 22 (-1 size, +6 Dex, +7 Natural), touch 15, flat-
footed 16

Base Attack/Grapple: +6/+16

Attack: Slam +11 melee (2d6+6 plus 2d6 fire)

Full Attack: 2 slams +11 melee (2d6+6 plus 2d6 fire)

Face/Reach:10ft./10ft.

Special Attacks:Burn, Elemental Rage

Special Qualities: Damage Reduction 5/-, elemental traits,
immunity to fire and Mind influencing effects, vidrability
to cold, Elemental Healing 5

Saves:Fort +7, Ref +12, Will -

Abilities: Str 22, Dex 23, Con 20, Int -, Wis 6, Cha 6

Skills: Listen +3, Spot +4

Feats: Dodge, Improved Initiativ€, Mobility, Power Attack®,
Spring Attack, Weapon FinesSe

Environment: Any

Challenge Rating:8

Treasure: None

Alignment: Chaotic Evil

A screeching inferno of ambulatory flame races asro
the ground consuming every flammable object inptsh,
wreathed in smoke and flame its central, humanoapst
conflagration burns hungry red and furnace hot. d.ik
hellish demon this creatures anguished mass roligatds
you seeking to consume you too.

Combat

Burn (Ex): A mad fire elemental's slam attack deals

bludgeoning damage plus fire damage from the eléatfisrilaming

Special Attacks: A mad elemental creature retains all thebody. Those hit by a fire elemental‘s slam attalsk anust succeed
special attacks of the base creature and also gh:dgollowing on a Reflex save DC 17 or catch on fire. The flamenddor 1d4
attack. rounds. A burning creature can take a move actioput out the

« Elemental Rage (Sp)Once per day a mad elementalflame. The save DC is Constitution- based. Creatuitéagha fire

creature can unleash its rage in a vast displagiehental elemental with natural weapons or unarmed attaates fire damage
fury, this takes the form of a specific spell-ligility as as though hit by the elemental’s attack, and adgohcon fire unless
follows. All spell like abilities function as if sh by a they succeed on a Reflex save.

Channeler of 10+1/2 the creature’s HD in level. 8gvi Elemental Rage (Sp):Once per day a mad elemental creature
Throw DCs are Constitution based. can unleash its rage in a vast display of elemdutg] this takes the

«  Earth =Earthquake form of a Meteor Swarm as if cast by a 14th levea@teler. The

«  Air = Control Windg(Tornado) save DC is Constitution- based.

«  Fire =Meteor Swarm Elemental Healing: while in direct contact to open flame the
«  Water =Horrid Wilting (draws moisture to itself) Mad elemental creature can absorb surround forceedl itself by

Special Qualities: A mad elemental creature retains all the> Points of damage every round.

special qualities of the base creature and alsosgdie following Immunities: All mad elemental creatures are mindless an no
qualities. longer respond to summonings, by the same tokenam®rthey

e Elemental Healing 5 (Ex)while in direct contact to their affected any '0'.”9‘” by Mind Influencing affects alities or any
own element a mad elemental creature can absorbusar  211€Ct that requires them to make a Will save.
forces to heal themselves. .
* Immunities:All mad elemental creatures are mindless an nemetlc Beast
longer respond to summonings, _by the same toketharei Medium Magical Beast (Trapped Spirit)
are _they affected any longer by Mind Influencmge_alfs and Hit Dice: 2d10 (11hp)
abilities or any effect that requires them to mak#/ill save. Initiative: +1
Abilities: Increase from the base creature as follows: +8+3tr Speed:40 ft (8 squares)

Dex, +4 Con, -5 Wis, -5 Cha, they also have no ligfice score.  aArmor Class: 14 (+1 Dex, +3 Natural), touch 11, flat-footed 13
Saves: As base creatures except they no longer have & Wil pg5q0 Attack/Grapple: +2/+4

save. Attacks: Bite +4 melee (1d6+32
Skills: As base creatures. Feats: As base creature plwerPo £ Attack: Bite +4 melee (1d6+2)
Attack. .

Space/Reachb5 ft./ 5 ft.
Special Attacks: Sickening Bellow
Special Qualities: -

Challenge Rating:As base creature +3.
Alignment: Always chaotic evil.
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Saves:Fort +3, Ref +4, Will +1

Abilities: Str 14, Dex 12, Con 11, Int 7, Wis 12, Cha 10
Skills: Listen +5, Move Silently +5, Spot +4
Feats:Run

Environment: Temperate plains

Organization: Solitary, or Pack (2-5)

Challenge Rating: 3

Treasure: None

Alignment: Always Neutral

Advancement: 3-4 HD (Medium); 5-6 HD (Large)
Level Adjustment: —

This creature resembles a bipedal lizard with a simi
tail. Its most disturbing feature is its lack ohaad. Instead
it has a gaping maw surrounded by three powerful
mandibles; gleaming, jet-black teeth line the inmeouth.
Two small red eyes sit, one either side of the maw,
interspersed between the mandibles.

Emetic beasts live and hunt on the Plains of Argtigsing large
hers of Herbivores. Emetic beasts’ coloration ranffem bright
blue to deep violet. An emetic beast stands abdee#tall, but its
overall length is about 7 feet. It weighs about po0nds.

Emetic beasts speak no known languages. Survivbithedir
attacks claim that they emit an eerie, high whirat varies in pitch
depending on the creature’s speed and health amdpable of
making you violently ill.

Combat

Attack: incorporeal touch +4 melee (1d6 plus Marasmus)

Full Attack: 3 incorporeal touch +4 melee (1d6 plus Marasmus)

Space/Reach10 ft./ 10 ft.

Special Attacks: Marasmus, Stench

Special Qualities: immune to cold, immune to electricity,
incorporeal, undead traits

Saves:Fort +4, Ref +3, Will +7

Abilities: Str -, Dex 13, Con -, Int 9, Wis 12, Cha 24

Skills: Listen +14, Search +10, Spot +14

Feats: Alertness, Great Fortitude, Toughness

Climate/Terrain: Bog of Eris Aman

Organization: Solitary

Challenge Rating: 8

Treasure: standard

Alignment: Usually Chaotic Evil

Advancement:9-16 HD (Large), 17-24 HD (Huge)

Suddenly, you find yourselves inhaling the foulefst
stenches, as if you were standing in the midst wéraé
battlefields filled with the countless rotting deakhd then
you notice that you have been swamped by a great gre
cloud of foulness: incorporeal vultures, elves dnans...
and other things....

Izrador’'s unleashing of great waves of necromatiover
across Eredane has, of course, brought the merabe é-ell but
also, in the foul bog of Eris Aman, this energy kasbined with
the places natural dark energies, corrupt spidts] the insane
shades of the battle dead to create undead notirsether parts of

Once an emetic beast locates prey, it charges ftey, p Aryth.

attempting to catch its victim flat-footed. The a@re bellows as it

approaches, hoping to disable its prey and theeshis victim.
When badly hurt or wounded, the emetic beast &k father than
continue fighting.

One such undead spawned by the great confluxes of
necromantic evil within Eris Aman is the fetor. $hireature is
literally the foul stench of decay given unlife.

Sickening Bellow (Ex): An Emetic beast can emit a bellowing Combat

roar whose sub harmonic resonance and smell inwoakent

vomiting in all within 10 ft. Targets must succeed a Fortitude
save DC 15 or be sickened for 1d6+4 minutes. A areathat
successfully saves cannot be affected again bgithening bellow
for 24 hours. A delay poison or neutralize poispalisremoves the
effect from a sickened creature. Creatures immunpoison are
unaffected, and creatures resistant to poison weckieir normal
bonus on their saving throws. The save DC is Charisasad.

The fetor rolls into combat like a great billowinipud, focusing
its attacks on a single individual. Each rounde¢hof its internal
shapes seem to enlarge and reach out with grabpings or claws
as if trying to bring the fetor's opponent into ttleud of its being.

Marasmus (Su): The fetor feeds by filling its opponent’s lungs
with its very essence and then draining the lifeajtnim. The touch
attack of the fetor inflicts Constitution damagedsasn the number
of successful attack rolls it makes in a round: bitel point of Con

Skills: Emetic Beasts have a +2 racial bonus on ListerveMo damage; 2 hits, 3 points of Con damage; and 3ipaints of Con

Silently, and Spot checks.

On Hrytb

The emetic beasts are found primarily on the dgirjgs of
Southern Erenland where they hunt the herds ofiveds by
running them down and debilitating them with thiegllow before
moving in and rending them to pieces with theiiais teeth-filled
maws.

Emetic beasts are very fleet runners and quite depaf
running even the fleetest prey to ground, this temb them to
become a popular beast for Sarcosan riders todnabring down
with their lances. Meat from emetic beasts is qaitielicacy in the
halls of Southern Erenland.

fetor

- Che foul stench of decay given unlife
Large Undead (Incorporeal)
Hit Dice: 8d12+3 (55 hp)
Initiative: +1
Speed:Fly 20 ft (perfect)

damage. This represents the horrendous bodily ngastused by
the fetor’s touch.

Should an opponent be successfully attacked withtheibe
attacks in a single round, the fetor is considaetiave filled the
opponent’s lungs with some of its foul essence thedopponent is
now considered helpless. On the next round, adl-eofund action,
the fetor may cause the opponent to suffer 12 iathdit points of
Con damage as the very health of his body is leaahey, replaced
by suppurating sores and weeping wounds.

Each point of Con damage inflicted by the fetor bahk fetor
of 5 points of damage.

Stench (Su): The stench of death surrounding a fetor
overwhelming. Creatures with the scent ability detbe fetor at
five times the normal distance, although they adsdfer a -4
circumstance penalty to their Fortitude save whetereng the
radius of the fetor’s stench effect.

Any creature within 30 feet of a fetor must maké&atitude
save each round (DC 20) or be nauseated while irlbigl@rea of
effect and for 2d6 rounds after leaving it. Shoalccreature be
nauseated by a fetor’s stench for a period of 1Mde in any one
hour period, the creature becomes exhausted.

S

Armor Class: 17 (+1 Dex, -1 size, +7 deflection), touch 17,

flat-footed 16
Base Attack/Grapple: +4/-




Those in the squares in which the Aryth giant hthe same
choice to make with one exception: if damage isemakhey are

Giant, Hryth

Huge Giant treated as prone and pinned if the Aryth giant reakesuccessful
Hit Dice: 15d8+105 (172 hp) grapple check. Normally speaking, the Aryth giamtnit maintain

Initiative: -1 the pin but will take advantage of the attack opanpunity created
Speed:30 ft when the opponent stands from prone and attempsaape.

Armor Class: 19 (-1 Dex, -2 size, +9 natural, +3 hide armor),

touch 7, flat-footed 19

Base Attack/Grapple: +11/+31

Attack: Huge Morningstar +22 melee (3d6+12/19-20) or Sla
+21 melee (1d8+12)

20) or Slam +21 melee (1d8+12)

Space/Reach15 ft/15 ft

Special Attacks: Great Swing, Trample

Special Qualities: cold resistance 10, darkvision 60 ft, fast
healing 5, scent

Saves:Fort +18, Ref +4, Will +4

Abilities: Str 34, Dex 8, Con 24, Int 8, Wis 9, Cha 9

Skills: Listen +8, Survival +8

Feats: Cleave, Great Cleave, Great Fortitude, Improved dtiti
(morningstar), Power Attack, Weapon Focus (morrings

Climate/Terrain: Any/mountains

Organization: Solitary, pair or gang (3-5); typically found with
an army in the Shadow’s service

Challenge Rating:13

Treasure: standard

Alignment: usually Neutral Evil

Advancement: by character class

The true giants of Aryth are a noble race or, mameurately,
were a noble race until they, like so many otheatures on the face
of Aryth, were corrupted by the Shadow. They ares mmholy and
grotesque mockeries of their former magnificentrfer and their
outer malformation is a reflection of their corregthearts and
minds.

Mostly hairless, the tough flesh of these giant-risecovered in
seemingly random patches of dark hair. Deformitissially bowed
legs, bent arms and hunched backs are normal baot g2 have no
effect on their ability in combat (except that thagve quite slowly
for their size). Warts and tumors are common, as \eeeping
abscesses and sores. Their eyesight is not particgood, but their
keen noses make up for this.

These giant-men are unnaturally strong and healthgy can
survive on surprisingly little food but when thesabt, they can strip
an area bare for miles. They can eat almost amgnicgnatter, even
the rankest carrion, but they particularly enjoyadven flesh.

Combat

Simply put, strategy and tactics play no part ie siryth giants
approach to battle. They simply wade in, clubs givig, and expect
to destroy all who stand before them. Typicallyytheill begin
combat against multiple opponents with either ti@ieat Swing or
Trample abilities.

An Aryth giant using the Trample ability is treatasl flat-footed
in respect of sneak attacks made by those threhtanthis attack.

‘Giant, Doom

Full Attack: Huge Morningstar +2/+17/+12 melee (3d6+12/19-

Huge Giant

Hit Dice: 19d8+152 (237hp)

Initiative: +2

Speed:50 ft.

Armor Class: 27 (+2 Dex, -2 size, +17 natural), touch 10, flat-
footed 25

Base Attack/Grapple: +14/+37

Attack: Bone Slash +27 melee (1d8+15+2d6 unholy) or rock
+14 ranged (2d8+15)

Full Attack: 2 Bone Slashes +27 melee (1d8+15 plus 2d6
unholy) or rock +14 ranged (2d8+15)

Space/Reach15 ft./15 ft.

Special Attacks: Rock throwing, Unholy Bones

Special Qualities: Dark vision 60ft., rock catching, cold
resistance 10

Saves:Fort +19, Ref +8, Will +8

Abilities: Str 40, Dex 14, Con 26, Int 10, Wis 10, Cha 16

Skills: Listen +22, Spot +22

Feats: Awesome Blow, Cleave, Combat Reflexes, Improved
Bull Rush, Improved Sunder, Iron Will, Power Attack

Challenge Rating:16

The Doom Giants were once Noble Giants who werduceg
and taken to the breeding pits in the North. Twddtg foul magics
and tortured by lIzrador's breeders, the Doom Giamnésa corrupt
and vile race. Similar to the process which creétedBlight Ogres,
the Doom Giants are just as twisted as any creatiade by the
Shadow in the North. Doom Giants are 20ft tall,00,4pound
menaces. They have ashen skin and their eyes glmglat violet.
Their bodies are covered by a hard carapace ok lidlane, which
seems to constantly give off heat and steam. Rémopones line
their frame, which they can use to attack with.yThee also used as
competent siege engines with their powerful roagkhing abilities.

Combat
Unholy Bones (Su):A Doom Giant’'s bones are infused with

Izrador’s power. They act as Unholy weapons and glge off a
great amount of heat and smoke. The Doom Giantchannel all
the heat in its body into these bones causing ttoeenupt in violet
flames. While flaming, their slash attacks causeadditional 2d6
fire damage and anyone attacking them with a netveapon must
roll a reflex save (DC 15) or take 2d6 damage. Feryeround the
Doom Giant in wreathed in these flames it takes @afage itself

Great Swing (Ex): As a full-round action, the giant can choosedue to the painful nature of this blessed gift. ®om Giant is

three squares adjacent to each other (he mustéhred of them)
and make a single attack roll for all creaturethimse squares which
is then applied as an attack against each defelidie giant rolls a
critical hit, only the first creature suffers thetical hit. If the giant
drops one of his foes with his Great Swing, he elagve normally
but he may only cleave once each time he swingm éhe drops
more than one foe.

limited to a total of 10 rounds of unholy fire mhy.

Rock Throwing (Ex): Doom Giants are accomplished rock
throwers and receive a +1 racial bonus to attalt& when throwing
rocks. A Doom Giant can hurl rocks weighing 60 Goppunds each
(Medium-sized objects) up to 5 range incrementsoef ft.

Rock Catching (Ex): A Doom Giant can catch Small, Medium-
size, or Large rocks (or projectiles of similar gga Once per

Trample (Ex): As a standard action, an Aryth giant can wadeound, a doom giant that would normally be hit byoek can make

up to his movement through a group of foes of astleone size
category smaller than himself. Those in the squtrashe passes
through may either make a Reflex save (DC 29) tocdavaking
2d10+18 points of damage or may forgo the Reflexestake the
damage and make an attack of opportunity with gesglty.

@ I'! I'II

a Reflex save to catch it as a free action. The DGifor a Small
rock, 20 for a Medium-size one, and 25 for a Laoge. (If the
projectile has a magical bonus to attack, the DCemses by that
amount.) The doom giant must be ready for and aofitee attack.
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Pag, Obsidian

Medium Monstrous Humanoid

Hit Dice: 8d8+35 (71 hp)

Initiative: +1

Speed:30 ft, burrow 5 ft, climb 10 ft

20
Base Attack/grapple: +8/+14
Attack: Claw +14 melee (1d8+6/19-20/x3)
Full Attack: 2 Claw +14 melee (1d8+6/19-20/x3)
Space/Reach5ft./5ft.

Obsidian Cyst, the ‘hags’ magic had become taintgd ewvil and
their minds slightly unhinged by the strain. Obaidihags, though
intelligent, are violent, bad-tempered and ofteiveir by raging
moods and tempers. It is clear that their unnattreadsformation
has left them insane prone to psychotic maniascdiner disorders.
Even worse, they shared, and indeed continue toeskizeir foul
Armor Class: 21 (+1 Dex, +10 natural), touch 11, flat-footedknowledge with other channelers of the Dorin Clarowibw follow

the channeling tradition of Obsidian Sorcery almagthout
exception.

The ‘hags seem incapable of breeding but, from tiongme, a
female dwarven channeler will be selected to urml¢hg ritual of
transformation which apparently takes decades téope. There

Special Attacks: Augmented Critical, Obsidian Sorcery, Rendare only about one dozen obsidian hags. The thest powerful

Spell-like Abilities

dwell (and perhaps guard) the Obsidian Cyst whiterést are about

Special Qualities: darkvision 120 ft, Eyes of Izrador, fasthe Shadow’s business throughout the Kaladrun Moosit

healing 5, Fortification, immune to petrificatiostability,
tremorsense
Saves:Fort +8, Ref +7, Will +5
Abilities: Str 23, Dex 12, Con 19, Int 13, Wis 8, Cha 9
Skills: Intimidate +10, Knowledge (arcana) +12, Spellc#dff
Feaés: Great Fortitude, Magecraft, Toughness, Obsidiacesy

Climate/Terrain: Any

Organization: Solitary or Coven (2-4 ‘hags, 1-4 trolls and 2-8

ogres)
Challenge Rating:7
Treasure: standard
Alignment: usually Neutral Evil
Advancement: by character class

Deep in the bowels of Aryth is an ancient abysgreat size and
power, known to the dwarves for thousands of yaatsknown as a
place of great evil. The abyss is a great voidhia ¢arth several
miles long and immeasurably deep and it thrums itk power.
Those who have traveled there report that the stnyes whisper to
them and these whispers linger at the edge of &vedreness slowly
calling them to evil and madness.

The walls of the abyss seemed to be lined withdisj as if
some titanic heat had been applied in ages pdstrio this wound
in the earth leaving black volcanic glass behindedgence of its
temperature.

Several centuries ago, a group of female channélers the
Dorin Clan traveled to the abyss, also known asGhsidian Cyst,
to experiment with the magic they believed contdirtberein.
Whether or not they realized that the ‘Cyst was acelof power
devoted to Izrador is arguable, and also irrelgvaat it is known
that these channelers did not return to their &arover a century
and when they did return, they had been profoualdinged.

Seduced by the whispers of the Cyst, these chasrabsorbed
power and darkness from the very walls and stofidiseoabyss, in
reality they were tapping into a well of Izradopewer dating from
more ancient times. Returning to their clan, thedkesisters soon
went to work to spread their corruption throughthe Dorin Clan
and, indeed, much of the responsibility for DorimiCé treacherous
falling away from the rest of the dwarves lay withese she-
dwarves.

The dwarves who returned to the Dorin holdfasts badn
profoundly changed in both body and soul. Whildl sthguely
recognizable, the she-dwarves had become hagsousdand
massive, unnaturally aged and yet seemingly agelasbag’s
lifespan is extended ten-fold). Standing tallernththe proudest
dwarven warrior, around 6 feet on average, and htegts in girth
and weight (about 300 Ibs). No softness of fleshheart; just the
cold of stone and the sharpness of obsidian. Efeleepest pitch,
skin much the same and claws, terrible claws, dapabrending
both flesh and stone, long, sharp and twisted.

The channeling magic that the ‘hags had commanddréo
their transformation had been perverted even mb@n ttheir
physical forms. Having learned to draw on the powérthe

And what is the Shadow's business? The most immorta
function of the 'hags is corrupting dwarven chaarglof either
gender. They teach their targets how to "draw @ndhrth" which
eventually turns the channeler over to the Shadtwese pawns are
then used to turn entire holdfasts to the Shadovat deast that is
the plan....

Combat

Augmented Critical (Ex): The unholy ritual that produces the
obsidian hags makes their natural attacks evenlideaich that
their claw attacks have a critical threat rang@®®0 and inflict x3
damage on a successful critical hit.

Obsidian Sorcery (Su): The obsidian hags have created their
own channeling tradition. Their primary spellcagtability score is
Con and they gain the mistress of stone channeifhg g

Mistress of Stone (Su): An obsidian hag may rebuke or
command creatures of the Earth sub-type as artlevit rebukes or
commands undead, except that the ‘hag uses hes€wa in place
of her Cha score. Her racial HD stack with any cletemlevels for
the purposes of this ability and it may be usemn@s/day plus 1 per
point of Con bonus.

An obsidian hag channeler gains 8 extra pointpel nergy, 1
per racial HD. This is in addition to the pointesfains from her
primary spellcasting ability score (Con) and frony athanneler
levels she gains. In addition, she can "burn" toeeslike structure
of her body to provide her with additional spelleegy. See the
Obsidian Sorcery feat for more information.

Dark Eyes (Su): The obsidian hags are able to see up to 120 ft
in magical darkness.

Fortification (Ex): The stone-like flesh of the obsidian hag
means that there is a 75% that additional damag® & sneak
attack or critical hit or similar attack forms wile negated.

Rend (Ex): An obsidian hag that successfully hits the same
opponent with both of her claw attacks automatycaliflicts an
additional 2d8+9 points of rending damage.

Spell-like Abilities (Sp): 3/day-change selfdeeperdarkness
silenceandspider climb caster level: 8th-level channeler.

Porned One, Guardian

Large Construct

Hit Dice: 11d10 + 20 (90 hp)

Initiative: +0

Speed:20ft. (4 squares; can't run)

Armor Class: 24 (-1 size, +15 natural), touch 9, flat-footed 24

Base Attack/Grapple: +8/+19

Attack: Large Greataxe +14 melee (3d6+10) or Slam +14enele
(2d6+7)

Full Attack: Large Greataxe +14/+9 melee (3d6+10) or Slam
+14 melee (2d6+7)

Space/Reach10ft./10ft.

Special Attacks:Heaven's Wrath, Demoralizing Roar




Special Qualities: Construct Traits, Immunity to Cold,

Electricity Resistance 10, Fire Resistance 20, Acid

Resistance 10, Damage Reduction 10/mithral
Saves:Fort +3, Ref +3, Will +3.
Abilities: Str 24, Dex 10, Con -, Int -, Wis 11, Cha 10.
Skills: —
Feats:—
Environment: Any land (Northlands only).
Organization: Solitary, pair or statuary (2-4)
Challenge Rating:11
Treasure: None.
Alignment: Always lawful neutral.
Level Adjustment; —

In ancient days, the Dorns would raise great ward-
statues to watch over their ancestor circles anty Ipdaces.
One of the most commonly depicted forms of thesd-war
statues was a tall warrior with the head of a greatrisal
beast such as a stag or northern kind. For centyrthese
totems stood watch over the hallowed dead, even as th
moss overgrew them, the circles fell into disrepaid the
Shadow engulfed all around them. Not all of the ward-
statues were tainted by the Legates, however. In teemo
forgotten temples and stone circles, some remaannally
ready to strike down any Shadowspawn that approasimth

Guardian Horned Ones are carved to representidaiglized
Dornish warriors, sporting an animal head complgta horns or a
rack of antlers. Until animated by someone violatedir sacred
ground, they appear to be normal statues, usuadlygoown. When
roused, however, their stone eyes crackle withthigly, and the
sound of roaring, crashing beasts echo with thairyestep.

Combat

Heaven's Wrath (Su): Permanent call lightning, as an 11th-
level channeler. Can call down a bolt every rouncaastandard
action up to a range of 210 ft.,, each bolt deal§ Bdints of
lightning damage (Reflex DC 13 for half).

Demoralizing Roar (Sp): Once per minute, as a standard

action, the Guardian may unleash a massive belashakes the
earth in a 60’ radius. The roar only affects ensmiequiring a Will

13 save to avoid being shaken for d6 rounds, aReéfal3 save to
avoid falling prone.

Woodland Stride (Sp): a guardian horned one may move

through any sort of undergrowth (such as naturalrik, briars,
overgrown areas, and similar terrain) at its norrepked and
without taking damage or suffering any other impeint. However,
thorns, briars, and overgrown areas that have hmeagically
manipulated to impede motion still affect it.

Porned One, Cainted
Large Construct
Hit Dice: 8d10+30 (74 hp)
Initiative: +3
Speed:40ft (8 squares; can't run)

da
Armor Class: 24 (+3 Dex, -1 size, +12 natural), touch 12, flat-

footed 21
Base Attack/Grapple: +6/+15
Attack: Hook +11 melee (1d8+5/x4)

Saves:Fort +2, Ref +5, Will +4

Abilities: Str 21, Dex 16, Con -, Int 13, Wis 14, Cha 13

Skills: Listen +13, Search +12, Spot +13

Feats: Combat Expertise, Combat Reflexes, Improved Trip,
Weapon Focus (hook), Improved Tfp

Environment: Any land and underground

Organization: Solitary, pair or pack (2-4)

Challenge Rating: 10

Treasure: None

Alignment: Always neutral evil

Advancement:9-12 HD (large) 13-20 HD (huge)

In ancient days, the Dorns would raise great ward-
statues to watch over their ancestor circles anly ptaces.
One of the most commonly depicted forms of thesd-war
statues was a tall warrior with the head of a greatrizal
beast such as a stag or northern kind. For centyrteese
totems stood watch over the hallowed dead, even as th
moss overgrew them, the circles fell into disrepaid the
Shadow engulfed all around them.

A senior Legate saw the value in these tireless
guardians, and set about corrupting them to theddhas
use. Gathering many of the ward-statues, he transédr
cold stone into raw bone, making the stuff of ttetues
something more useable by the priests of Izradcainy
spells were woven to give the ward-statues animatialih,
and power, and they were set as guardians in the eftep
catacombs of the most valuable Temples.

The ward-statues, rechristened the Tainted HornedsO
for a band of were-beast warriors from Dornish myth,
appear to be extremely tall and gaunt humanoids I{eve
feet tall but only as wide at the shoulders as amarman),
dressed in deep cowls and flowing, rotting robes $kull
of a bull or stag, complete with sharpened hornstipicte
form the cowls, the eye sockets glowing yellow-whiieler
the robes, the Horned Ones body's are made of dagér
bone, twisting in on themselves and welded togetlyer b
sorcery. Where the left hand should be, the arnsénca
bare stump, while the right is a long, brutal hdbkt serves
as the creature's main weapon.

Horned Ones move swiftly and relentlessly, glidexgoss the
ground with silent grace. In combat, they prefeste their hooks
and reach to send foes sprawling, and taking adgeandf them with
their Improved Trip feat. They reserve the use hdirt Gaze of
Wrath for more dangerous foes.

Combat

Augmented Critical (Ex): The threat range for the Horned
One's Hook is 20, and it deals x4 damage (as aylsek).

Constrict (Ex): The Horned One can crush and grind a
grappling foe against it's body, piercing them witie jagged points
of it's bones, dealing 4d4 piercing damage minwsr tarmor and
natural armor (but not shield) bonuses. e.g., arfdimastudded
leather (+2 natural armor, +3 armor) bonus woulke ta&td4-5

mage.

Improved Grab (Ex): If it hits with its hook, the Horned One
can attempt to start a grapple (+15 bonus) aseadotion without
making a touch attack or provoking an attack ofapmity. The
Horned One cannot attempt to both trip and grappte a hook

Full Attack: Hook +11 melee (1d8+5/x4) and gore +5 meleggtack.

(1d4+2)

Face/Reach5 ft./10 ft.

Special Attacks: Augmented Critical, Constrict, Gaze of Wrath,
Improved Grab, Superior Trip

Special Qualities: Construct Traits, Immunity to Cold,
Electricity Resistance 10, Damage
5/bludgeoning, Silent Killer
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Reduction

Gaze of Wrath (Su): Once per day per eye socket, the Horned
One can fire a ball of guttering white, smoky flame a standard
action. This attack has a range of 60, and tlebdill explodes in a
10' diameter blast, dealing 3d6 fire damage witiefeex save (DC
15) for half.

Silent Killer (Ex): Horned Ones never make a sound unless
they wish to. In movement and combat, they arerlyttguiet, and
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muted. They get a +30 to Move Silently checks.

Superior Trip (Ex): If it hits with its hook, the Horned One can
attempt a trip (+19 bonus) as a free action withoaking a touch
attack or provoking an attack or opportunity. Isalgains +2 to
attacks of opportunity made against foes that stgmfilom prone.

Nigbtwraitb
The Well Favored.
The Ascended.
The Dark Hands that do the Night Kings' will in themaof
the One Dark God.

~ from The Names Of The Blessed, an Order of the
Shadow tome detailing the most powerful minions of
Izrador.

Standing high in the ranks of Izrador's many fokesvare the
Nightwraiths, the shadowy remnants of those whedets regents
of the Night Kings, standing ready in the Dark Goeburt to carry
out His plans. In life, they were great generalarlerds, sorcerers,
nobles and legates that were unequaled in zedh, fquality of
service and achievement in the Shadow's name.

Originally, they were created to serve as the masielzrador's
forces in the Second and Third Ages, commandastdnants and
spies, but they were not powerful enough to brimg Mictory. The
Dark God then changed his plans, and used the WMigiths to
bring about the rise of the Night Kings.

The genesis of a Nightwraith is an incredibly angsievent.
First, Izrador signals to the chosen one and a eurob Greater
Legates in a vision that he has selected a nevaser¥he legates
must find the prospective Nightwraith, and bringntto a Nexus of
Izrador's choosing. There, a lengthy ritual is egusing special
relics, oils and unguents to transform the prospednhto a living
vessel for the Dark God. Once complete, lzradouse$s the
prospective with a fraction of his power, an agomjzprocess that
burns away sanity and soul in a matter of hourssvaen less. The
legates must work quickly, then; they must saggiticirteen Fey in
a special rite and invoke a lengthy prayer befbeefrospective is
burned out. If successful, the prospective is taebmerged in or
buried inside the Nexus, where he gestates foryaadd a night,
leaving behind his mortal coil before rising asuamlead specter of
terrible power, with the aspects of his persond thedor finds
unworthy, such as morality, mercy and compassidppstd away.
This ritual completely drains the Nexus, renderibgpowerless
forever more. Which is simply an added benefit as ds the
Shadow is concerned.

A newly arisen Nightwraith sheds his old name aaice$ two
new ones, a 'true name' in High Elven, and a 'commame’ in
Black Tongue. The common name often becomes a part
Eredanean folk lore, the Nightwraith appearing dmageyman or
phantom, in much the same way the Night Kings Haeen almost
deified by their terrified subjects.

Nightwraiths appear as they did in life, but tracsint and
utterly black as if made of shadowstuff. They takenew mantle
and dress to reflect their exalted position as3hadow's heralds
and task masters, often dressing richly in styrest would look
favorable in the pre-Shadow courts of Alvedara, fastibooned with
gems and holy symbols of Izrador. The area arotwedhtripples
with a dark haze caused by the presence of puteediimmense
power.

Creating a Nigbhtwraith

"Nightwraith" is an acquired template that may beed to any
living creature, but in practice, Izrador grantsstiransformation
only to his most powerful and trusted agents (Uguaéaning those

sometimes experts).

A nightwraith uses all the base creature’s statisind special
abilities except as noted here.

Size and Type: Size is unaffected. Type becomes Undead
(Incorporeal). Do not recalculate base attack bosases, or skill
points. Size is unchanged.

Hit Dice: All current and future HD change to d12.

Speed: The creature’s movement mode becomes Fly, its
maneuverability is perfect and it can move at adps 30ft.

Armor Class: The creature looses any natural armor bonus to
AC it had, it also gains a deflection bonus equatsadCha mod or
+1, whichever is better.

Attacks: A Nightwraith’s attack form becomes incorporeal
touch. Additionally, it can wield any weapons itdhan its mortal
life, as they become semi-immaterial with it. Thghtwraith can
wield its weapon while making its Incorporeal Touattack, it is
full with energy of the unlife, and can cause palinfounds. As
incorporeal creatures, nightwraiths add their Detytenodifier to
attacks instead of their Strength modifier.

Damage:By weapon or Touch 1d4 + their Charisma modifier.

Special Attacks

¢ Lifedrain (Su):Once per day, the Nightwraith may empower
its attacks with pure necromantic energy, mimickiag
energy drain spell, but with a range of touch. Hpell
remains charged for a number of rounds equal to the
creature’s Charisma modifier or 1, whichever is kigiThe
save DC is equal to 10 + one half the creature’sHibs
Charisma modifier.

¢ Soul Snare (Sp)Three times per day, a Nightwraith may
employ a variant of théfetrap spell, designed for harming
the living rather than the undead. It conjuresaud!40 ft.
across of wispy, translucent blue-grey ethereabraphat
entangle and chill any mortals they touch. Thelspéhics
solid fog, but its duration is 1 round per level, i$
unaffected by wind, and when it ends it deals Saialye to
living creature in the area of effect, as a partheir soul is
ripped away. This spell-like ability is cast astaneler of
the Nightwraith's level.

Special Qualities

e Silver Vulnerability (Ex): Silver weapons strike a
Nightwraith as if it was a corporeal creature.

« Divine Vulnerability (Ex):Relics belonging to the Old Gods
are anathema to Nightwraiths. Ancient, blessed holy
symbols, holy water, bits of long dead saints amars are
the sort of thing that can harm them. Any such iteought
into contact with them is instantly destroyed, ati
creature takes 3d6 damage per size category @tting3d6
for Fine, 6d6 for Diminutive, 9d6 for Tiny etc).

e Turning Immunity (Ex):A Nightwraith cannot be turned,
rebuked or otherwise affected by turning.

¢ Unholy Beacon (Su)Nightwraiths act as unliving channels
for Izrador's power. They are the centre of a peena
unhallow spell. There is always a spell tied to the
unhallowing; the Nightwraith may implore Izrador to
change which spell as a full round action (the ckanf
Izrador acceding is up to the GM,; it should be vigkgly,
however, as the Nightwraiths are his second mosiréal
servants).

Abilities: Increase from the base creature as follows: +6 De

+6 Int, +8 Wis, +10 Cha. As an undead incorporgakiure, a

vampire has no Strength and Constitution scores.

Challenge Rating: As base creature +5.

Treasure: Nightwraiths often have vast treasuries remaining
from their mortal lives, and sometimes carry malgiear as well.

Alignment: Always neutral evil.
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Rattlecat

Tiny Animal

Hit Dice: 1/2 1d8 (2 hp)

Initiative: +2

Speed:30 ft. (6 squares)

Armor Class: 14 (+2 size, +2 Dex), touch 14, flat-footed 12
Base Attack/Grapple: +0/-12

Attack: Bite +4 melee (1d3-4 plus poison)

Full Attack: Bite +4 melee (1d3-4 plus poison) and 2 claws -

melee (1d2-4)
Space/Reach2-1/2 ft./0 ft.
Special Attacks:Poison
Special Qualities:Low-light vision, scent
Saves:Fort +2, Ref +4, Will +1
Abilities: Str 3, Dex 15, Con 10, Int 2, Wis 12, Cha 7

Skills: Balance +10, Climb +6, Hide +14, Jump +10, Listen +

Move Silently +6, Spot +3
Feats: Weapon Finesse
Environment: Mountains
Organization: Pack (3-24)
Challenge Rating: 1
Advancement:—

Level Adjustment: —

Rattle cats appear as normal black house cats waftles like
one would find on a rattlesnake at the ends of tiads.

Combat

Rattlecats are highly territorial and tend to proteeir territory
to the death.

Poison (Ex): A rattlecat has a poisonous bite that deals 1d4

Constitution damage initial and secondary (Fort DE T8@e save is
Constitution-based.

Skills: Rattlecats have a +4 racial bonus on Climb, Hid€, an

Move Silently checks and a +8 racial bonus on Jamg Balance
checks. In addition, rattlecats use their dexteaythe base ability
score for Climb and Jump checks.

Raven Swarm
Tiny Animal (Swarm)
Hit Dice: 4d8 (18 hp)
Initiative: +2
Speed:10 ft. (2 squares), Fly 60 ft (average)
Armor Class: 14 (+2 Dex, +2 size), touch 14, flat-footed 12
Base Attack/Grapple: +3/-10
Attack: Swarm (1d6 plus Eye Attack)
Full Attack: Swarm (1d6 plus Eye Attack)
Space/Reach10 ft/0 ft
Special Attacks: Distraction, Eye Attack
Special Qualities:swarm traits
Saves:Fort +4, Ref +6, Will +3
Abilities: Str 1, Dex 15, Con 10, Int 2, Wis 14, Cha 6
Skills: Listen +5, Spot +7
Feats: Alertness, Weapon Fines$e
Climate/Terrain: Temperate/Any (including urban)
Organization: Flock (1-4 swarms)
Challenge Rating:3
Treasure: Half standard (very small items only)
Alignment: always Neutral
Advancement: —

A veritable cloud of squawking birds, black and stiei,
seemingly fills the air.

A swarm of ravens is rarely naturally formed rathen the

world of Aryth, a powerful Legate with the aid ofshastirax
companion will gather a flock of ravens to himdelf his astirax to
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possess. Whether formed naturally or by the actairs Legate, a
swarm of ravens is a terrible thing. Although tlzeg only animals
with animal-level intelligence, there seems to beuaning malice
that drives such creatures, separate to the pasgesgirax. It is not
for nothing that they are sometimes referred to“te Shadow’s
eyes”.

Combat

A raven swarm seeks simply to surround and attagkliging
creature that it may encounter, aiming always fo¥ vulnerable
(and tasty) eyes.

Distraction (Ex): Any living creature that begins its turn with a
swarm in its square must succeed on a DC 12 Fogtisage or be
nauseated for 1 round. The save DC is Constituticedha

Eye Attack (Ex): An opponent that takes damage from a raven

Swarm must make a Reflex save (DC 14; Dex-basedh) mamd or

the swarm damages his eyes causing blindness férr@ands.
Should a natural 1 be rolled on this saving thritne, opponent loses
both eyes, permanently, and a regenerate spelin¢we powerful
magic) is required to regain sight.

Shadow Spirit

Medium Undead (Evil, Incorporeal)

Hit Dice: 10d12 (65 hp)

Initiative: +4

Speed:Fly 40 ft. (good) (8 squares)

Armor Class: 16 (+2 Deflection, +4 Insight), touch 16, flat-
footed 16

Base Attack/Grapple: +5/-

Attack: Incorporeal touch +5 melee (1d6 Wis plus energymjr

Full Attack: Incorporeal touch +5 melee (1d6 Wis plus energy
drain)

Space/Reach5 ft./5 ft.

Special Attacks: Create spawn, energy drain, spells, wisdom
drain

Special Qualities: essence of lzrador, fear aura, incorporeal
traits, sunlight powerlessness, undead traits

Saves:Fort +5, Ref +5, Will +11

Abilities: Str -, Dex 11, Con -, Int 13, Wis 18, Cha 14

Skills: Concentration +13, Hide +13, Intimidate +15, Listen
+17, Spot +17

Feats: Great Fortitude, Improved Initiative, Lightning Refes,
Spell Focus (Necromancy)

Environment: Any

Organization: Solitary

Challenge Rating:13

Treasure: None

Alignment: Always neutral evil

Advancement: 11-14 HD (Medium)

Level Adjustment: -

The shadow spirit is an amorphous, vaguely humadloiadd of
sooty black, with two, hateful, burning red eyeatthleam at about
a human’s head height from within. These creataresoughly six
feet tall, though the way they billow about makegripossible to
truly tell. The shadow spirit can speak black tomgarcish pidgin,
any one other pidgin language and one other largguag

Incorporeal spirit that he is, it is said Izradangoossess those
faithful to him when he wishes to wear flesh onaerenand have a
direct influence upon the world about him. Friglitgn as this
thought may be to the heroes of Eredane, it islgginehtening to
the legates and other servitors of the ShadoweénNdbrth, for it is
said those rare few individuals who act as a vefsseheir lord are
left shattered by the experience, most left lifelesorpses or
hopelessly mad once lzrador withdraws from the bdtether
there’s any truth to this or not is hard to verifjhose instances
where lIzrador's direct hand has been needed are dfiedv far
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between, and even the long memories of the elvesezount but a
few times they thought it might have been lzraddrowdirectly
wrought their destruction. After all, it's a rareirtg to face a god
and leave with your life. In either case, it isdbht that from these
avatars of Izrador that the shadow spirits risejrthouls so tainted
by the influence of the Shadow that part of his povs imparted
upon their ghostly remains. Certainly their strengénnot be
denied; their presence causes lesser creaturdsetonfterror, and
their touch destroys the minds and souls of all wiave the
misfortune to draw a shadow spirit's ire. With atgyd array of
spells at their command and the near-invulnergbifta bodiless,
undead creature, they are rightly feared minionghef Shadow,
which most heroes choose to flee from rather treane fdown in
combat.

Fortunately, they are rare in the extreme. It mutiht that they
number less than a hundred, and of those, theidosabf most are
known, all in the northern half of Eredane, in sitasted, lifeless
places as Eris Aman or even supposedly High Walte Rlaough
these creatures may be, it is said that they ara lueaker form of a
greater type of spirit. Not one to waste valual@sources, Izrador
rarely possesses those legates and other devatethtsewho have
any power, instead opting for weaker, more expeledabrvants.
Although considered to be nothing more than my#rtain tales
speak of potent legates suddenly being filled whi very spirit of
Izrador, and though they died upon their lordstaat from their
bodies, they later rose as spectral creatures greater and more
fearsome than the shadow spirit.

Combat

Shadow spirits have no fear, and will not back ddvam a
fight. While more than capable of picking off opeoits at a
distance with their spells, they draw pleasure fdirectly draining
the souls of opponents with their life-draining ¢cbuand thus prefer
to engage in melee combat.

shadow spirit caught in sunlight cannot attack aad take only a
single move or attack action in a round.

Shardlord

The shardlords are one of the greatest abominaticreged by
Izrador’s hand. Once human, they are most ofteratesgwho failed
in their duty to watch and maintain the zordrafiorith. As
punishment, Izrador spared some from the explogirgh of the
breaking corith, and instead merged their essente tve very
matter of the destroyed mirror.

A shardlord looks as it did in life, but even aghklily closer
examination reveals the differences. Its eyes pheres of black
liquid, and what appear to be fragments of sledkckboglass, like
dark and polished obsidian, are embedded into ki & an
agonizing way. When it moves, these razor-edgeghfemts twist
and cut with it, making the shardlord a creaturgefpetual pain
and hate. When a shardlord grows angry, jaggedsct#vthe same
material tear out of its fingers, lacerating anypwgls it wears.
Physically, the shardlord is much more powerfuhtiidhen human,
and most are demonically clever as well. Howevbkg process
erodes the creature’s personality, leaving it @vid impersonal.

Shardlords tend to be agents of the higher-up lesgatho use
them as assassins and mage hunters. They arereateres, and
there are less than three score in all of Eredane.

Creating a Shardlord

“Shardlord” is an acquired template that can beeddw any
mortal humanoid, though in practice lzrador almoester creates
them from any being save human Legates.

Size and Type:Size is unaffected. Type remains humanoid, but
the shardlord gains various construct-like properti

Hit Dice: Change to d10 or stay as it was whatever is better.

Armor Class: The glass fragments give the shardlord +6 natural

Create Spawn (Su):Any humanoid slain by a shadow spirit armor (+4 if it is small).

becomes a shadow in 1d4 days. Spawn are undeothmand of
the shadow spirit that created them and remainaeed! until its
death. They do not possess any of the abilitiegttlad in life.

Attacks: The shardlord gains two claw attacks, but ret#ies
ability to use weapons if it prefers.
Damage: Claw damage is 1d4 for medium shardlords and 1d3

Energy Drain (Su): Living creatures hit by a shadow spirit's for small.

incorporeal touch attack gain a negative level {tF®€ 17). The
save DC is Charisma-based. For each such negatiskhestowed,
the shadow spirit gains 5 temporary hit points.

Wisdom drain (Su): The touch of a shadow spirit deals 1d6

Wisdom damage to a living foe. This is a negativergy effect.

Essence of Izrador (Su):These creatures, stamped indelibly

with the power of Izrador, still possess some @& fhllen god’'s
power. Shadow spirits may choose to ignore thetffef any legate
spell targeting them or including them in their aref effect.

Furthermore, with but a touch, once per day they aiso replenish
the spells of a legate as if they had never besh Eaighteningly
enough, shadow spirits may replenish their spellls this power as
well. Those who have their spells replenished is thay do not
suffer the wisdom drain and energy drain that alehespirits touch
normally inflicts.

Fear Aura (Su): Shadow spirits bear the very essence
Izrador’'s being within them, striking fear into evthe most valiant
of hearts. Creatures in a 60-foot radius with lass1t5 HD that look
at the shadow spirit must succeed on a Will savg, 10, or be
affected as though by a fear spell from a chanm&flehe shadow
spirit’s hit dice. A creature that successfully eswvcannot be
affected again by the same shadow spirit's aur&2fbhours. The
save DC is Charisma-based.

Spells: Shadow spirits can cast divine spells as 10thlleve

legates. A shadow spirit has access to the Deathtriction, Evil,
Magic and War Domains. The save DCs are Wisdom-based

Sunlight Powerlessness (Ex)Shadow spirits are powerless in

natural sunlight (not merely a daylight spell) ditee from it. A

of

Special Attacks

¢ Touch of Izrador (Su)The shardlord gains the ability to cast
a beam of utter blackness that drains magic, aadradlis it
directly to Izrador. This requires a ranged toutthck. If it
hits, it drains d6 spell energy from the victimaliel point
of temporary damage to Wisdom, Intelligence and
Charisma, and acts as a targeted dispel magic,aniister
level equal to the shardlord's HD.

As a full round action that provokes attacké o

opportunity, the shardlord may cause the Touclzrdor to
affect a wide field. In this case, it acts as aeaadispel
magic, but deals no ability or spell energy damage.

¢ Fearful Gaze:The shardlord's gaze acts as a fear spell,
panicking the victim for 1 round per HD of the sitlard if
the victim fails her Will save, or shaking them tore round
otherwise. The DC of the Will save is 10 + 1/2 shandis
HD + Cha modifier.

¢ Create Spawn (Su)Shardlords can create vile, undead
servants for themselves by implanting fresh corpsitk
chips of their own Mirror-stuff. The implantationust occur
within one month of death; if the unfortunate héealy
risen as a Fell, the corpse becomes unusabledqgiutposes
of spawning. Once implanted, the chip gestatesttioze

Shardlords can issue telepathic commands to tipeiwis
within a 100 mile radius.

Special Qualities

« Resistance (Ex)Acid, Cold, Electricity, Fire, 5.

e Darkvision (Ex):120ft.

days, and then the corpse animates as a shardspawn.



- Damage Resistance (S@)silver e 4HD=CR2

* Spell Resistance (EXHD+10) Treasure: None.

 Unliving Body (Ex):As its body is only partially flesh, the ~ Alignment: Always neutral evil.
shardlord is resistant to certain attacks. It hd¥65
fortification against critical hits, sneak attackad other
precision-based damage. It is immune to poisoradis and Speugboul
other biological effects as if it was a construlso, it is
immune to fear, charm, compulsion and other min
affecting effects as if it was undead.

e Sonic Vulnerability (Ex):The glass-like material in the
shardlord’s body is harmed by powerful vibratoryaeks,
taking double damage from sonic attacks if it féssave,
and half damage if it passes.

e Black Mirror Empowerment (Ex)When within the area of

Izrador’s unleashing of vast necromantic energaspted with
ghis draining of Aryth’s magic has wreaked furthewvbc amongst
the ranks of lost souls. Those spellcasters whoadie result of

having their spell energy and Con drained by arraastr similar
creature return as a spellghoul, a relatively reeafdition to the

ranks of the Fell.

“Spelighoul” is a template that can be added to @egture that
casts spells by expending spell energy and thabbts expended
effect of a zordrafin corith, shardlords are stemgnd feel all of |ts" sp”ell energy alrd then lost all 0(]; ';Sl‘j C_:o'df_hlsl b_&;s_e
more confident. The gain a morale bonus to attasiges fcaiﬁ::\”gc% @L:Iﬁosrgsgc:r |)r/1 rleézrgaaz g‘[?]éjrr;vise miediately It it

and AC equal to the amount of spell energy the mirro The spellahoul looks like a d ay d and . i fth
drains at the shardlord’s position. For example,thé petignoul 1o0ks fike a drained and emaciagision of Ine
shardlord was 50 miles away from a Red Mirror, itudo creature it was in Ilfe_. It skin has ac_quwed atblyapallor and it is
gain a +1 bonus. If it was less than 1 mile awayrira surrounded by coursing dark energies. They ar@My easy for

Grand Mirror, it would gain a +4 bonus. Iegateg to control and are used in teams to hunhagic.

Unlike other Fell, the spellghouls do not seemdedrade” over

Abilities: +4 Str, -2 Con, +2 Int, +2 Wis, -6 Cha. . . - .
Organization: Solitary. time. They seem to be sustained by the magic tlegtdrain.

Challenge Rating: As base creature +4. .
Treasure: Shardlords value only items that are useful tdrthecreatlng a Spellgboul
tasks, and do not carry treasure for its own sake. The effects of the template are as per the ungnaplate except

Alignment: Always neutral evil. as follows:
Armor Class: The spellghoul gains a +4 Deflection bonus to

AC as a result of the dark energies surrounding it.

Sbm'dspawn Special Attacks: The spellghoul loses the spellcasting abilities

These undead are the minions of shardlords. Theyeasy to that it had in life but retains all others plusshdisted here.
mistake for other non-Fell undead such as skeletmus zombie, « Drain Spell Energy (Su)The slam attack of the spellghoul
depending on the condition of the body. Howevee, $kin and/or is able to drain spell energy as per the astiragecial
bones of a shardspawn are studded with tiny chigsdazk, sharp ability of the same name.
obsidian, like the shardlord's, but smaller. « Spell-like Abilities (Sp)At will- dispel magic (quickened).

. The caster level is the same as the caster levileobase

Creating a Shadowspawn creature in life.

"Shardspawn" is an acquired template that can bedatb any Special Qualities: The spellghoul retains all special qualities it
humanoid that has been implanted by a shardlord. possessed in life plus it gains the Undead type thedspecial

Size and Type:Size remains the same, type changes to Undeagualities listed here.
Hit Dice: Drop any HD gained from class levels and raise the ¢ Damage Reduction (Suj/magic or silver.

remaining HD to d12 (minimum 1). * Eyes of Izrador (Su)The Beast of Izrador is a creature of

Armor Class: Medium sized shardspawn gain +3 to their utter darkness. As such, it not only possessevidask 120
natural armor, small shardspawn gain +2. ft, but its darkvision also works in areas of magjic

Attacks: Gains two claw attacks. Shardspawn rarely use darkness.
weapons. ¢ Sense Magic (Su)fhis functions as the astirax’s ability of

Damage: Claw damage is 1d4 for medium shardlords and 1d3 the same name.
for small. » Spell Healing (Su)Each point of spell energy (or Con once

Special Attacks: The shardspawn loses all special attacks of the all of an opponent’s spell energy has been draidegined
base creature. by a spellghoul heals it of 5 points of damage.

Special Qualities : The shardspawn loses most of the special « Obey Legate (Su) spellghoul is treated as an undead with
qualities of the base creature. It retains anyaexttinary special only a single hit die when confronted with a le¢mbility
qualities that improve its melee or ranged attacks. to rebuke or command undead.

* Spell Resistance (Ex}: Abilities: As the base creature but the spellghoul has no Con

e Immune To Cold (Ex). score for being Undead and it suffers a -4 redadtoint.

Saves:Base save bonuses are Fort +1/3 HD, Ref +1/3 HD, and Skills: As base creature plus +8 racial bonuses to Hitert,
Will +1/2 HD + 2. Move Silently, Search, Sense Motive, Spot and $ah{when used

Abilities: +2 Str, -2 Dex. No Con or Int score, Wis becom@s 1 to track by scent).

Cha becomes 1. Challenge Rating: As base creature +2

Skills: None. Alignment: Always Evil; usually Neutral Evil.

Environment: Any land and underground, as commanded by Advancement:none.
shardlord.

Organization: Any. $ Y

Challenge Rating:the creature’s challenge rating is determine(;V°1ce Of Dlssent
according to its new HD, as follows: Small Undead (Incorporeal)

e 1/2HD=CR1/4 Hit Dice: 4d12 (26 hp)

e« 1HD=CR1/2 Initiative: +1

« 2HD=CR1 Speed:Fly 30 ft (perfect)
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flat-footed 13

Base Attack/Grapple: +2/-

Attack: incorporeal touch +4 melee (puppeteer)

Full Attack: incorporeal touch +4 melee (puppeteer)

Space/Reach5 ft./5 ft.

Special Attacks: Puppeteer, spell-like abilities

Special Qualities: natural invisibility, immune to cold, immune
to electricity, incorporeal, undead traits

Saves:Fort +1, Ref +2, Will +6

Abilities: Str -, Dex 13, Con -, Int 17, Wis 15, Cha 15

Skills: Bluff +11, Diplomacy +13, Intimidate +11, Listen +9
Search +10, Sense Motive +9, Spot +9

Feats: Alertness, ability focus (puppeteer)

Climate/Terrain: Small communities

Organization: Solitary

Challenge Rating:5

Treasure: None

Alignment: Always Chaotic Evil

Advancement: 6-10 HD (Medium), 11-18 HD (Large)

Lars bit back a harsh word. He knew Mathew wanted to
humiliate him. He knew and had seen all the timesravhe
Mathew went to great lengths to put him down! He knew
because the voice told him. The voice is his fridrigl only
friend! Mathew goggled at Lars. He not Lars would aém
the chief backer! For so the voice had told hime Thice is
his friend...

Spawned by the betrayal of the Night Kings and tlaek
energies of Izrador a Voice of Dissent travels tigto the lands of
Aryth spreading strife and corruption. It feedstba enmity it sows
between men. Whispering in the ear of those witlvggcand those
desiring it, the Voice of Dissent is one of theatast servants of the
Shadow! It sows dissent and revels in it! The Vat®issent is an
undead who reads the minds of people and throughktiowledge
and its ability to whisper in the ears of peopleritates doubt and
strife among men. It feeds on the dissent betwemplp thus its
name, and therefore if there is complete harmorwdxn people it
will starve.

Combat
The Voice of Dissent rarely enters combat. Onlyhdre is no
escape will it resort to this.

Special Qualities: corporeal presence, undead traits, swarm
traits, elven traits (see below), half damage frweapons,
immunity to acid, electricity resistance 10, fagaling 1,
blindsense 30ft., veil of the mist

Saves:Fort +2, Ref +7, Will +7

Abilities: Str -, Dex 20, Con -, Int 10, Wis 15, Cha 3

Skills: Knowledge (nature) +10, Knowledge (Erethor) +10,
Listen +12, Spot +12

Feats: Weapon Finesse, Ability Focus (whispering madness)
Improved Initiative

Environment: Erethor

Organization: Solitary, bank (2-4 swarms), blanket (7-12
swarms)

Challenge Rating:9

Treasure: None

Alignment: Always Chaotic Good

Advancement: -

Throughout the Erethor, the Whisper is omnipresantd
omniperceptive. At times, the Witch Queen can paasuthe very
spirit of the wood to manifest, nature and the \pisblurring
together into a ghostly form called the Whispermibhis entity
appears as a cloud of deep silver fog, in whichsteader forms of
several ghostly elves can be seen, blended togetiter an
insubstantial mass. Surrounded by a wave of atitiging fog, the
Whispermist moves slowly and silently, save whesiitgs in its
high, haunting harmony. Through beautiful, this ga® eerie and
unsettling to most mortal creatures, save thosenedt to the
Whisper.

Whispermists can be both the bane of Erethor's ieseand a
boon to her friends. They can be found sowing tearad chaos in
the orcish armies, or aiding lone, lost travel@s. rare occasions,
they even manifest automatically to protect thedmkland and
friends. The armies of the Shadow have discovenatl fire is the
only effective weapon against these creatures; ibgraway the
stuff of the Whispermist with great heat forcesoitdissipate for a
long time, often up to a year.

At the DM's discretion, a Whisper Adept of at ledad level
may, once per month, attempt to bring forth a Wiispst, with a
chance of success equal to or less than 10% e leheel.

Combat
Whispering Madness (Su):The Whispermist's attack deals no
damage, instead it causes one random effect frenfioflowing list

Puppeteer (Su): The Voice of Dissent can possess a victim'so any creature it attacks (as if cast by a 7tellehanneler):

body if said victim fails a Will save (DC 16). Thisntrol last until
the Voice releases the victim or until dusk or dawhe Voice
usually uses this ability to enforce its curremgéds suspicions and
fears. The voice must succeed in a touch attadkstghe victim to
use this ability.

Spell-Like Abilities: At will — detect thoughts (DC 14),
message (DC 12); 1/day — suggestion (DC 15). Castelr4¢h. The
save DCs are Charisma-based.

W@bispermist
Medium Undead (Swarm, Incorporeal).
Hit Dice: 7d12 (45 hp)
Initiative: +9
Speed:15ft. (3 squares; can't run)

d4

roll  Effect

1 confusion Will DC 18)

2 sleep(Will DC 15)

3 numbing, as thenind fogspell (Will DC 19)

4  fear, as theause feaspell, no HD limit (Will
DC 15)

Unearthly Choir (Su): The Whispermist's song can affect
creatures within 50ft. of it. Elves, elflings andeatures with
Whispering Awareness gain a +1 morale bonus telkstand saves
vs. fear, while others suffer a -1 penalty to &saand saves against
fear.

Distraction (Ex): Any creature that begins its turn within the

Armor Class: 16 (+5 Dex, +1 deflection), touch 16, flat-footedarea of a swarm must make a Fort DC 10 save or bseated for

11
Base Attack/Grapple: +3/-
Attack: Incorporeal Swarm (whispering madness).
Full Attack: Incorporeal Swarm (whispering madness)
Space/Reach10ft./0ft.

Special Attacks: whispering madness, unearthly

distraction, spell-like abilities

one turn. The save DC is Con-based.

Spell-like Abilities (Sp): At will - dancing lights, ghost sound;
3/day — obscuring mist, mass cure light woundsayl/dheal. Caster
Level 7th, save DCs are Wisdom-based

Corporeal Presence:the Whispermists, although incorporeal,

choir,manifests itself directly as a mist, as such, iyina harmed by non-




magical fire, cold, sonic and electricity and has chance of
ignoring these sources of damage.
Elven Traits: Whispermists are composed of the dead souls of Challenge Rating:14

one elven subrace, depending on where in Erethey thre
encountered, Caransil for the Caraheen, Miransitter Miraleen,
Danisil for the Aruun and Erunsil for the Veradeghis affects the
Whispermists by granting it any save bonuses, $lohuses and
special perception abilities (such as low-lightiauig that the elven
subrace it is mostly composed of had.

Feats: Alertness B, Flyby Attack, Great Fortitude, Hover,
Improved Initiative, Iron Will

Alignment: Lawful Evil

It floats before you, a bulbous body with a central,
unblinking eye, and a large maw filled with daggéel
teeth. Smaller eyes, attached to wriggling stadksout from
all around the orb-like body.

Veil of Mist: Whispermists are surrounded by a permanent

shroud of fog, extending 20ft. in all directionsdagranting 20%
concealment. The whispermist does not incur thecealment
provided by this ability when attacking a creatwaed if dispersed,
the fog reforms after one round.

Cemplebred Creature

The Order of Shadow has long practiced the artsetdctive
breeding, creating hosts for their demon-sniffehat texcel in
strength, ferocity and loyalty. Each major temptddha number of
these enhanced beasts, with hounds, hawks, randnsoases being
favored.

Creating a Templebred Creature

The All Seeing eye is straight from the stuff afimimares a vast
sphere of pulsing blubbery flesh, pale white tatypésown in color,
under which dark veins can be seen. The sphem&red in mucus
like slime that drips from the beast as it hoveithout apparent
means above the floor. The all Seeing Eye is 6ifedtameter and
weighs around 300 pounds.

The All Seeing Eye can speak Abyssal and Common.

Combat

The primary weapon of the All Seeing Eye is a seatdeadly
eye rays. It is somewhat unstable often attackinghowt
provocation. Though not physically powerful, it wdften plow
right through a group of opponents to use as mdrts @yes as it
can. When closing with an enemy, the All Seeing figs to cause

H|t Dice: |f the base creature haS 4 or |eSS HD, inCreabg |t as much disruption and confusion as possible_

one; if it has 5 or more HD, increase it by two.

Eye Rays (Su):Each of the All Seeing Eye’s small eyes can

Armor Class: Natural armor increase by +l, or +2 if it was 6 Orproduce a magica| ray once per round as a freemcﬁuring a

higher.
Special Qualities

single round, a creature can aim only three eye aayargets in any
one 90-degree arc (up, forward, backward, lefhtrigr down). The

+ Loyalty: Templebred creatures get +2 to any Will saves dfemaining eyes must aim at targets in other ancsobat all. The

DC's or checks against attempts to turn it agatesiaster
or duty, such as Wild Empathy or Charm Animals.

All Seeing Eye can tilt and pan its body each rotmdharge, which
rays it can bring to bear in any given arc. Eactihef All Seeing

 Training: All Templebred creatures know an extra thre€Eye’s ten rays resemble a spell as if cast by h [E8€l caster. Each

tricks (most often Attack, Defend and Guard).
Abilities: Apply the following as you see fit; +4, +4, +2,,+D,
-2. Typically, this is +4 Str, +2 Dex, +4 Con, +238V#0 Int, -2 Cha.
(or the Int and Wis are reversed).
Challenge Rating:As base creature +1.
Alignment: Always evil.

Denizens of €redane

Among the dangerous inhabitants of Eredane ther@awerful
unique creatures of great and terrible power, hlobfathem are
human, and invariably the PCs will meet some of thieefow you

will find a number of unique creatures that shogt juow dangerous

standing against the Shadow can be.

Che HIl Seeing €ye

Large sized Aberration

Hit Dice: 14d8+56 (119hp)

Initiative: +6

Speed:5 ft (1 square), fly 20 ft., (good)

ray has a range of 150 ft. and a save DC of 19s#ive DC's are
Charisma-based. Each eyes effect resembles a spstef level
14th level), but follows the rules for a ray (seienihg a Spell, on
the core rules). The ten rays include:

Charm Monster:.The target must succeed on a Will save or be
affected as though by the spell. The All Seeing &ses this eye to
confuse its opponents, usually employing it eanlythie fight. The
All Seeing Eye generally instructs a charmed targetither restrain
a comrade or stand aside.

Charm Person:The target must succeed on a Will save or be
affected as though by the spell. The All Seeing Byes to use this
ray on any foe it considers a threat.

Disintegrate: The target must succeed on a Fortitude save or be
affected as though by the spell. The All Seeing ldgs to use this
ray on any foe it considers a real threat.

Fear: This work like the spell, except that it targete@reature.
The target must succeed on a Will save or be &ffieas though by
the spell. The All Seeing eye likes to use thisagginst warriors or
other powerful creatures early in a fight, to bregkthe opposition.

Finger of Death:The target must succeed on a Fortitude save or
be slain as though by the spell. The target takifs-B3 points of

Armor Class: 26 (+2 Dex, -1 size, +15 natural), touch 11, flatdamage if its saving throw succeeds. The All Se&yg uses this

footed 24
Base Attack/Grapple: +10/+14
Attack: Eye rays +11 ranged touch

Full Attack: Eye rays +11 ranged touch and bite +4 mele

(2d4)
Space/Reach10 ft../5 ft.
Special Attacks: Eye rays
Special Qualities:All-around vision, antimagic cone, flight
Saves:Fort +10, Ref +6, Will +13
Abilities: Str 10, Dex 14, Con 18, Int 14, Wis 15, Cha 15

ray to eliminate dangerous foe quickly.

Flesh to StoneThe target must succeed on a Fortitude save or
be affected as though by the spell. The All Seé&igg likes to aim
this ray at enemy spelicasters. It will also use tim any being it
finds interesting in appearance.

Inflict Moderate WoundsThis works like the spell, causing
2d8+10 points of damage (Will half).

Sleep: This works like the spell, except that it affectace
creature. The target can make a Will save to nethateffect. The
All Seeing Eye will often use this ray against w@ns and other

Skills: Hide +15, Knowledge (arcana) +19, Listen +21, Sear physically powerful creatures. It knows its foes cpickly awaken

+10, Spot +13

R O\,

the sleepers, but it also knows that doing so tdkesand can delay
an effective counterattack.
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Slow: This works like the spell, except that it affeciae
creature. The target can make a Will save to netateffect. The
All Seeing eye will often use this ray against $@me creature
targeted by its disintegrate, flesh to stone, wgdr of death ray. If
one of the former rays fails to eliminate the fdgs ray might at
least hamper it.

(Lesser Conjuration), Spellcasting (Necromancy), tCraf
Staff
Challenge Rating 10
Alignment: Neutral

All year long, the grey waters of the Pelluriarkliend snap at

Telekinesis:The All Seeing Eye can move objects or creaturethe ragged cliffs of the eastern shore, carvingesaand bays and

that weigh up to 325 pounds, as though with a tetsds spell.
Creatures can resist the effect with a successflilsafie.

steep walled fjords, whipped on by the slavemasted. In some
places in the northern waters the ice never mals, what is a

Antimagic Cone (Su): The All Seeing eyes central eye seasonal shroud of frost for Port Esben and Charglera constant

continuously produces a 150-foot cone of antimagiis functions

just like antimagic field (caster level 13th). Athagical and

supernatural powers and effects within the conesampressed —
even the All Seeing Eyes own eye rays. Once eaahdraduring its

turn, the All Seeing Eye decides whether the argima&one is

active or not (the All Seeing Eye deactivates thieecby shutting its
central eye).

burden for some of the coast near Davindale. Alteot hundred
miles down the eastern side shore from the ruinBadindale lies
one of these jagged fjords, an unforgiving, desotatnny called
Curaighdara by the locals.

The seaward cliffs of the coast here give way igpinl a fertile,
if cool-aired basin a little ways inland, once paft the vast
breadbasket economy of House Davin; now the farranglets are

All-Around Vision (Ex): The All Seeing Eye is exceptionally under the eye of orcs and traitorous Dorns loyahtovile Gregon

alert and circumspect. Its many eyes give it a aeiat bonus to
Spot and Search checks. Nor can it be flanked.

Chander. The people are worked to an early deatiergton after
generation, as the Occupiers seek to extract eatenyn of worth

Flight (Ex): The All Seeing Eyes body is naturally buoyantthey can from the land. Privateers, some of noleletdge, some

This buoyancy allows it to fly at a speed of 20tf@éhis buoyancy
also grants it a permanent feather fall effect tfees spell) with
personal range.

Background

There are things it is said that are older than argmthings
whose origins are shrouded in time. Dread thingsatares out of
nightmares given form. The All Seeing Eye as iki@wn is one
such creature, ancient and malevolent.

Deep in the depths of the earth this huge floatirigstalks the
tunnels and caverns looking for prey. However wliknany
predators the All Seeing Eye does not merely feetlhant, instead
it plots and plans, building power and enslavingatures, biding its
time, as it builds up its influence in the depths.

Servants of Izrador who have been sent to investitdjge myths
have all failed to return much to the dark godés mowever this has
proven no benefit to the force of light either he tlwarves have
found. On occasion the dwarves have opened tutoelseep and
found themselves devoured or enslaved by the elh§éye.

In every such instance the dwarves have sealetheffunnels
and posted guards there to ensure nothing comesagiy to them
the All Seeing Eye is a malevolent evil that fillem with dread,
because they know sooner or later as the orcs fhesin ever
deeper, that they must one day face this fientdefiepths.

Hsbling Bbaird
- Che Witch of Curaighdara fjord

Medium Monstrous Humanoid (Cold)
Hit Dice: 12d8+12 (66hp)

Initiative: +2

Speed:30 ft. (6 squares)

Armor Class: 15 (+2 Dex, +3 natural), touch 12, flat-footed 13

Base Attack/Grapple: +12/+12

Attack: Staff +12 melee (1d6), Harpoon +14 ranged (1d6)

Full Attack: Staff +12/+7/+2 melee (1d6) or
+14/+9/+4 ranged (1d6)

Space/Reach5 ft./5 ft.

Special Attacks: Eyes of winter, spells, master of ice

Special Qualities: Darkvision 60 ft, immunity to sleep and

paralysis spells and effects, cold subtype

Saves:Fort +6, Ref +9, Will +9

Abilities: Str 10, Dex 15, Con 12, Int 14, Wis 15, Cha 19.

Skills: Heal +17, Hide +10, Move Silently +9, Search +potS
+10, Survival +17

Feats: Point Blank Shdt Precise Sh8t Weapon Finese
Magecraft, Spellcasting (Transmutation), Spellcasti

Harpoon

escapees from enslaved families, some with the rabfe behavior
of freedom fighters, others bloodthirsty corsaimrgid costal
fortresses and settlements, a constant thorn irStredow's side,
bringing hope or additional misery to the leviestod downtrodden
Dorns.

Orcs are notoriously bad sailors, and not evenntbst severe
beatings administered by legates can improve tldlls, so the
pirates of the Pellurian operate with a lot legeriierence than their
kin in the wilds of the North, the plains of theusio and forest of
Erethor. However, this is not to say that they anatirely
unopposed... and one of the obstacles to their agmps a terrible
sorceress called the witch-woman of Curaighdara.

The fjord where she dwells is narrow and as jaggsda
vardatch wound and rimmed with perpetual frostmiog walls of
old, grim ice hued green or grey with age and désetion from the
water. The iron grey sea lashes the ice constardlysing slivers of
it to fall into the water, making the fjord almoshpossible to
navigate through, as small icebergs grind agaiash ether. At the
hidden end of the inlet, a rough beach of erodedest ranging in
size from a dwarf's fist to an oruk's head spraavtongst the ice
sheets, home to the witch-woman and her small ieobérassociates
and minions. The stony beach is a crescent-shaged adout 40'
wide and deep, with a scattering of larger, mogged boulders at
the fringes and an elliptical cavern into the itéhe rear.

Lurking amidst the icy crags are Skrrrth and Hlaaalo large
Ice elementals. Created by the witch-woman spiltiegionic blood
on the ice around her home, these two patientumesgare watchful
guardians. If they see prey that is few in numbet appears weak,
one will slip into the water and creep up on theilevthe other
throws spears of ice to distract and wound themreMormidable
prey sends them sneaking back to the witch-womahetd her.

On the shore of the stony beach is a pitiful hovelde of
driftwood, wrecked ship wood, and packed snow oceddyy stone.
This is home to the only sentient creature the witbman can
tolerate, a gnomish fisherman of venerable age dabikkal. The
gnome has lived his entire life in Curaighdara djothe only
survivor of a shipwreck that left him alone as aolascent, dying
in the chilly seas. The witch-woman, for reasonbefown, showed
mercy to the boy, returning with him the fijord am@rming him
until he was strong enough to take care of him#e#in sending him
to live on the beach outside her cave. There ifowe or closeness
between them; Ollikal is a half-demented hermithwito social
grace and atrophied language skills who spendisaiays hunched
over a fishing rod. His first reaction upon seegtigangers is likely
to be to stare dumbfounded, followed by panickightl

A long round cave opens in the glacier at the \magk of the
beach, dark during the day but lit at night wittdian, flickering
radiance. The witch-woman lives in the cave amidstiture raised




from the very ice and decorated sparsely; a heaay-fur blanket
covers the slab of ice that serves as a bed, tHks aee bare,
polished ice marked only with the occasionally splaf frozen
blood, and a small number of miscellaneous poszessire stored
in icy niches, shelves or stacked in the cornershefcave. The
witch-woman keeps such things as a copper hairbrastarved
wooden bowl or two, an ornate gold ring and a femther cushion
as her personal belongings, in addition to heresores staff and
clothing.

The witch-woman is regarded as an unparalleled teorsy
sailors of the eastern Pellurian, an ominous bogeyro scare
children and adults alike. They blame her for s&rinecalming
weather, early snows, bad crop yields, poor fishimgs and the
attacks of sea-dwelling monsters. In part, theyrigitet; while she is
not powerful enough a channeler to stir up the heraby herself,
she aids those who can with spell ingredientsalstand donations
of spell energy; and she has several times in #s¢ gpoken to the
monsters of the watery deep, scrags and merrowsaadserpents,
urging them out of their lairs to pillage and teize. She herself
preys on any ships that come close to Curaighdard, fpe they free
corsairs or Occupier galleys, trapping them in esidg fields of ice
and then wiping out the crew with her spells andkdgift - the
ability to change living beings into statues ofidate with but a
gaze. Most of the time, she simply freezes andreitates the
sailors, takes anything from the ships holds thk¢$ her fancy, and
lets the ice break it into splinters as she leaves.

The truth is that the witch-woman loves neither $iadow nor
the free peoples; but the agents of the Shadowoapped her with
deference and honeyed lies, lies that persuadetb faéd them with
her magic. Her natural inclination is to avoid Aliman and fey
contact, and seek the company of other 'monstelg'iafrequently,
but the Occupiers know how to avoid her wrath amdhigulate her
hatreds.

She is tall and slender, with the body of an unmat maiden
and the gently lined visage of a well-preservedyfgear old. The
witch-woman's hair is long and snow-white; her dkited a blue as
pale as the clear winter sky. She moves slowly aarkfully,
seemingly unhurried even in the midst of battle] aever betrays
emotion much unless she wishes it, even by a gestwismall as a
raised eyebrow or tightened knuckle. The witch-womaears
heavy robes of plain polar bear-fur, simply cut &edvily bundled,
and carries a thin staff that appears to be a egaree limb. It
glitters with ice that shines like diamonds, evethie gloom.

Combat

Eyes of Winter (Su): Gaze attack, turns victim to ice
permanently, 60 feet, Fortitude DC 20 negates.

Master of Ice (Ex): A master of ice, Ashling places her cold
heart and personality in all her spells and effemty spell that has
an energy type she casts is changed to the coldyetgpe. This
means she is unable to produce effects of the etkerents, despite
what the spell may implicate. If for any reasomalks energy type
cannot be changed to cold Ashling is unable tallead cast it.

Additionally any spell with the cold subtype (inding those
that are changed by this ability) are augmentedhlidg gain a +2
bonus to the save DC of all cold type spells ar@® donus to any
caster level checks made to beat spell resistaitbehose spells.

Spells (Sp): Ashling can cast spells of the channeling magic
type (See the MNIGHT 2nd Edition Core Book for information on
the three types of magic)

Spell Energy11

Free Cantrips:7

Spells Known

e 0O-level: Create Water, Mage Hand,

e 1lst-Level:Obscuring Mist, Chill Touch, Pass Without Trace,

Jump
e 2nd-Level:Acid Arrow (Ice Arrow*), Command Undead,
False Life, Chill Metal, Freeze WateFrost Bridgé

ENY
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3rd-Level: Sleet Storm, Ray of Exhaustion, Flame Arrow
(Frost Arrow*), Quench, Water Walk, Slow
* These spells are changed to the cold type acegrdi the

master of ice special quality.

! Spell described later in this book.

Possessions5 masterwork harpoons (javelins), polar bear-fur
robes, Staff of the Winter Pilgrim (functions asvand of
frost bridge, 34 charges).
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{ Skrrrth and Plaaab

|| part of the attack action.

Ice Elemental, Large

Large Elemental (Spirit, Cold)

Hit Dice: 8d8+24 (60 hp)

Initiative: +5

Speed: 30 ft. (6 squares), Swim 30 ft.

Armor Class: 19 (4 size, +5 Dex, +5 nature
touch 14, flat-footed 14

Base Attack/Grapple: +6/+12

Attack: Icicle +10 melee or ranged (2d6+2
2d6 cold)

Full Attack: Icicle +10 melee or ranged (2d¢
plus 2d6 cold)

Space/Reach:10 ft./10 ft.

Special Attacks: Chill Aura

Special Qualities: Damage reduction 5/mag
elemental traits, cold subtype

Saves: Fort +5, Ref +11, Will +2

Abilities: Str 14, Dex 21, Con 16, Int 6, Wis
Cha 11

Skills: Listen +12, Spot +12

Feats: Combat Reflexes, Dodge, Wea|
Finesse

Challenge Rating: 6 (8 for both Skrrrth ar
Hlaaah)

Treasure: None

Skrrrth and Hlaaah are two ice elementals cre |
by Aryth through Ashling’s magic power, as s |
they are not truly spirits of he trapped b
manifestation of the eternal. If either of then
destroyed they are lost forever, they do not be:
bodiless and can manifest again by possession
contacted by any means.

Ashling can create more elementals to replact
that was los but Aryth does not allow her power
sustain more than two different creatures at aagn
time.

Combat

Chill Aura (Su): The air around an ice elemer |
is freezing, this ability works just like thehill Metal
spell but affects everything within 3@&. of the
elemental and is active at all times. As with thelk
it takes 3 rounds for metal to reach the freeztate
the effect remains until the elemental is destrogs
the metal is removed from the area. The metal me
to its starting tempeture 2 rounds after the end of
exposure, just like it would with the spell.

Icicle (Ex): By focusing its aura the elements
capable of producing stesharp icicles effortlessl
The elemental may use the icicles as part of aa
attack, by prodcing them adjoined to its body, or
throw icicles at range, in the later case the r
increment is 30 ft. Producing the icicles is corsid |
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Background

In the later days of the Third Age, before the &dliIShadow, a
great and terrible scandal seared the halls of &ldbDavindale,
bringing shame and rage to lord Braghan Davin. Braghas a
mighty warrior in his day, a brawny, ox-shoulderadn with hair as
red as bloodied grass who had long since sheattsedword to
attend to the weary business of ruling his domBimghan had a
son, Haron, who was just as handsome, strong eshdired as his
father, and was promised in marriage to a daugtitelouse Esbhen.

But Haron did not wish to be a warrior or a mhoadeader like
his father. For him, the greatest pleasure wasetdolind in the
untamed, natural surrounds of the Northern wildsrenbe indulged
himself in the study of flora and fauna. He wouftksd seasons
avoiding his father's men, studying the migratiaitgrns of birds
and caribou and four horn goats, or investigating beauty of a
waterfall cavern. It was amongst the splendor ef North, he lost
his heart.

Ashling Bhaird was an apprentice herbalist and wigsnman
from a small settlement a short ways from Davind8lee was as
golden haired as the mythical ancestors of the §aand as sturdy
and practical as a woman needs to be when thensigildy for the
health of her clan lies on her shoulders. When,aoharvesting
sojourn in the wilds she came across the weathdedn Davin
crouched over a brook orchid, it was not, as thastrels would
have you believe, love at first sight.

Instead, irritated by what she perceived as the'smatrusion
into her herb garden, Ashling threw a rock at him.

Half-concussed by the blow, Haron tumbled down itite
rocky stream below, and she, regretting her hastly umwarranted
attack, hurried to fish him out. As she bandagex dkiull, Haron
was impressed; though she accepted responsihbilitthe incident,
she refused to hypocritically apologize. Self-asduand willful, she
was everything that the women of Haron's statiorewt. As they
began to talk, Ashling realized that he was a manenmterested in
exploring the glory of Eredane that wielding hisychore and
quaffing. He was, to her eyes, a romantic fool,druendearing one.

Inevitably, the minstrels will be relieved to hedngy fell in
love.

Ashling was no more overwhelmed by discovering theloved
was a lord and being introduced at Davindale ctlan Haron
proudly expected; Lord Braghan, on the other harad, farious that
his son had vanished for six arcs and come bac&lgning his
intention to wed a common wise woman. The argumet long
and deafening, as both men quickly resorted tootmatly their
disagreements. Ashling tried to mediate, but fonaself the victim
of the malicious manipulations of Mighna Esben, dfes betrothed.

The lovers had to flee Davindale court after the,rand hurried
beyond its walls to the coast. Haron was overcorith grief at
being rejected by his father and worse, threatenith
imprisonment and a marriage in chains to Mighnadeleided in his
derangement that the best choice was a suicide padhat they
could be together forever in the ancestor stoneking his spear, he
vowed to send her mercifully into the spirit wortd await him,
mere moments later. Ashling was horrified, and s& had no
choice but to defend herself. Casting a simple ganshe stunned
him for a moment, enough for her to snatch the rsped try to
knock him back into sense... but instead, the pgiertced his ribs,
and sent him screaming over the cliff.

Mired in despair, Ashling thought long and hard whjining
her beloved in death, or seeking vengeance on thasdad driven
him to it... but she was tired, and wanted nothimage than to go to
a place as cold and empty as her heart felt toAtieher organ of
emotion froze solid, she reached Curaighdara Fjnd,of the most
desolate places she could find.

But Ashling Bhaird did not die. She became sometkirg.

Hstrotb the Chaos Beast

Large sized Outsider (Chaotic, Trapped Spirit)

Hit Dice: 20d8+60 (150 hp)

Initiative: +6

Speed:20 ft (4 squares)

Armor Class: 18 (+2 Dex, -1 size, +7 natural), touch 11, flat-
footed 16

Base Attack/Grapple: +20/+30

Attacks: Claw +25 melee (1d8+6 plus corporeal instability)

Full Attack: 2 claws +25 melee (1d8+6 plus corporeal
instability);

Space/Reach10 ft../10 ft.

Special Attacks: Corporeal Instability

Special Qualities:immunity to critical hits and transformation,
spell resistance 15

Saves:Fort +15, Ref +14, Will +12;

Abilities: Str 22, Dex 14, Con 17, Int 10, Wis 10, Cha 10

Skills: Climb +29, Escape Artist +25, Hide +21, Jump +31,
Listen +23, Search +23, Spot +23, Tumble +27

Feats: Cleave, Dodge, Great Cleave, Improved Initiative,
Improved Natural Attack, Mobility, Power Attack

Challenge Rating:13

Treasure: none

Alignment: Chaotic Neutral

Foul and terrible, the creature before you has mb s
form. It constantly melts and reforms, apparenttavang
each shape from every nightmare that has ever gdgu
humankind. It chaotically shifts through a dozemsimus
forms before shaping itself into a bulbous thingwi#én eyes
swimming in a viscous sac at the top of a body shat’
surrounded by a ring of smacking mouths.

The horrific creature known as the chaos beastoffsthas a
mutable, ever-changing form. The chaos beast's mbinas vary,
but it always weighs about 200 pounds.

The Chaos beast does not speak.

Combat

For all its fearsome appearances, whether it hassclfangs,
pincers, tentacles, or spines, the chaos beast littesphysical
harm. Regardless of form, the creature seems urtableanage
more than two attacks per round. Its continual snautations
prevent the coordination needed to do more.

Astroth’s claw attacks, as well as any weaponsiéds, are
treated as chaotic-aligned for the purpose of mmamg damage
reduction.

Corporeal Instability (Su): A blow from the chaos beast
against a living creature can cause a terriblesfommation. The
creature must succeed on a DC 23 Fortitude saveeconte a
spongy, amorphous mass. Unless the victim managesntrol the
effect (see below), its shape melts, flows, writheasd boils. The
save DC is Constitution-based.

An affected creature is unable to hold or use gy.i Clothing,
armor, rings, and helmets become useless. Largesitworn or
carried — armor, backpacks, even shirts—hamper rtiae help,
reducing the victim’s Dexterity score by 4. Soft misshapen feet
and legs, reduce speed to 10 feet or one-quarterahowhichever
is less. Searing pain courses along the nervestreag that the
victim cannot act coherently. The victim cannottcgells or use
magic items, and it attacks blindly, unable toidmtish friend from
foe (-4 penalty on attack rolls and a 50% miss charegardless of
the attack roll).

Each round the victim spends in an amorphous s@ises 1
point of Wisdom drain from mental shock. If thetinds Wisdom
score falls to 0, it becomes a chaos beast spawn.




A victim can regain its own shape by taking a staddction to
attempt a DC 23 Charisma check (this check DC doesarg for a
chaos beast with different Hit Dice or ability sesy. A success re- most of the languages currently spoken on Ereddm, can
establishes the creature’s normal form for 1 minQOte a failure, the communicate with nearly all creatures, thanks sottingues ability.
victim can still repeat this check each round usuitcessful.

Corporeal instability is not a disease or a curgesinis hard to  Combat

Dendriel can speak Celestial, Infernal and Dracoascyvell as

remove. Ashapechanger stoneskirspell does not cure an afflicted

creature but fixes its form for the duration of #pell. A restoration,
heal, or greater restoration spell removes thécaéfh (a separate
restoration is necessary to restore any draineatpof Wisdom).

Immunity to Transformation (Ex): No mortal magic can
permanently affect or fix the chaos beast’s forrffeds such as
polymorphing or petrification force the creaturéoira new shape,
but at the start of its next turn it immediatelyur@s to its mutable
form.

Background

When the Sundering occurred their were things, hifings
besides Demons that were trapped here, the Chaos ‘Bsanth”
is one such creature. From a Chaos Dimension tliisnghmass
endlessly hunts, assuming the shape of loved dnesds, and
companions it lures people to their doom. Its asnsimple to
procreate, endlessly feeding and converting victiimis its spawn.
If truth be told if left unchecked the Chaos Beastild become a
problem in its own right even lzrador would have dontrol or
destroy. However the Chaos beast is cunning andréfid to leave
no trace or witnesses to its passing.

The Chaos beast dwells in the Demon Infested citfpoi-Sul
and ventures out on frequent wanderings to hunbD#asil elves. It
is they who gave it its name “Astroth”, which iretungle Tongue
means “formless”. They have stories of an evilispif the jungle
that takes the form of loved ones to lead wanddretheir deaths,
though few if any have a full realization of thdlfaextent of the
threat that lurks in their midst. Instead they d&edi it to be either a
folk tale or just another demon to deal with ang fano more
mind.

Dendriel the Shadowed

Medium Outsider (Chaotic, Trapped Spirit)
Hit Dice: 10d8 +30 (75 hp)

Initiative: +7

Speed:50 ft. (10 squares), fly 150 ft. (perfect)

Over the long, long years Dendriel has learned,rysibmany
other things, to be cautious during battle andsi the better part of
valor. He wouldn’t have lasted as long on Arythhas true body if
he hadn't. If Dendriel feels he’'s capable of outlyy an opponent,
he’s more than happy to do so. Against more longdlior immortal
opponents like elves or demons Dendriel will do lést to leave
permanent wounds if he's incapable of overpowehisgopponent.
Dendriel's natural weapons, and any weapon he sjelde treated
as chaotic-aligned and magic weapons for the perpo$
overcoming damage reduction.

Spell-like Abilities: At will — aid, charm monsteDC 19),
color spray(DC 16), continual flame cure light woundgDC 16),
dancing lights detect evil detect thought¢DC 17), disguise self
dispel magichold monste(DC 20),greaterinvisibility (self only),
major image(DC 16),see invisibility 1/day —chain lightning(DC
21), prismatic spray(DC 22),wall of force Caster level 12th. The
save DCs are Charisma-based.

Spells: While Dendriel still retains his clerical spellse can
only cast as a 10th level cleric with access toGhaos domain.

Gaze (Su):Dendriel can slay lawful creatures of 5 or less,HD
range 60 feet, Will DC 20 negates. Even if the sawveceeds, the
creature is affected as though by a fear spelR&dO rounds. Non-
lawful creatures, and lawful creatures with morentts HD, must
succeed on a DC 20 Will save or suffer the fearcefféhe save
DCs are Charisma-based.

Alternate Form (Su): A normal ghaele can shift between its
humanoid and globe forms as a standard action. uehe
corruption the light of Dendriel’s essence hasewef through, he is
forced to remain in his humanoid form.

Protective Aura (Su): Against attacks made or effects created
by lawful creatures, this ability provides a +4 ldefion bonus to
AC and a +4 resistance bonus on saving throws torenwithin 20
feet of the Dendriel. Otherwise, it functions amagic circle against
law effect and a lesser globe of invulnerabilitgttbwith a radius of
20 feet (caster level equals 10).

Tongues (Su):Dendriel can speak with any creature that has a
language, as though using a tongues spell (castet 14th). This

Armor Class: 30 (+3 Dex, +14 Natural, +3 leather armor +1) apjlity is always active.

touch 13, flat-footed 27
Base Attack/Grapple: +10/+16
Attack: Dal Pashva’s foretelling +18 melee (1d6+6, 18-20)

Dreams of Heaven (Su):Dendriel can give those he speaks
with a glimpse of the heavens, which he once kresva standard
action once per day. This is a mind-affecting &bithat may be

Full Attack: Dal Pashva’s forete”ing +18/+13 melee (1d6+6resisted with a Will save, DC 20. Those who see gh"rSIpse of

18-20)
Space/Reach5 ft./5 ft.
Special Attacks: Spell-like abilities, spells, gaze

heaven usually are engaged in conversation by Derafterwards,
who attempts to convince the target that the ordy W reach those
lands of paradise once more is to allow lzradoregain power.

Special Qualities: Damage reduction 10/law and cold iron,pendriel may then roll Diplomacy, opposed by theyédis Sense

dreams of heaven, familiar face of heroes, immumity
electricity and petrification, lowlight vision, pective aura,
resistance to cold and fire 10, spell resistance®®jues
Saves:Fort +10, Ref +10, Will +10
Abilities: Str 23, Dex 16, Con 17, Int 14, Wis 16, Cha 20

Motive, which, if he’s successful, persuades thigetto give up in
resisting the Shadow for one day. The target illldefend herself
if attacked by the forces of the Shadow, and wil mctually
attempt to aid the Shadow, but will otherwise cealseactivity for
the day that she believes would hinder I1zradornArngish merchant

Skills: Concentration +16, Diplomacy +18, Disguise +18,eHid would refuse to smuggle rebels past a checkpaintexample, or a

+16, Knowledge (History) +15, Listen +16, Move Sily
+16, Ride +16, Sense Motive +15, Spot +16

dwarf might shirk his guard duties for the day.
Familiar Faces of Heroes (Ex):Though never having directly

Feats: Combat Expertise, Diehard, Endurance, Improvegevealed himself to the races of Eredane, Dendseleerily

Initiative
Environment: Any land
Organization: Solitary
Challenge Rating:10
Treasure: No coins; double goods; standard items
Alignment: Chaotic neutral
Advancement:11-15 HD (Medium); 16-30 HD (Large)

reminiscent of the heroes of old. Those who attempise any non-
beneficial power granted by a Heroic Path agaimstrhust make a
Will save, DC 15, to go through with the act. Thegeso fail lose
their action for the round, although they do nduatly expend any
of the powers uses for that day. It somehow feetsg/to direct the
powers of a hero against such an oddly heroic tapfgure.
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Background

Dendriel came plummeting to Aryth not too long befdhe
Sundering, torn from the heavens by demonic hoadea war was
waged between the deities of light and shadow. dimglit all the
way, and killed many of the foul creatures in thegess, before
finally retreating to a quiet, untouched part oé tivorld where he
could lick his wounds away from the battle Izradod its brethren
then fought. Throughout the countless years too¥gll Dendriel
continued the good fight against the Shadow inNbeth, striking
down many fell and horrible beasts that dwellethie world during
that long, forgotten age. As the years wore onJdhg years taught
him caution, for while many were his victories,teo was he nearly
destroyed on more than one occasion. He knew wertte klie that
there might be none to stand against the Shadavthet it was his
duty to act as a beacon of light for the fey ofdame, where none
now shined from the heavens above. Elf-friend amdarden
companion, halfling ally and gnome partner, he ctongalk among
the many people and creatures of the world, hidiisgtrue form
from their eyes, so that he might aid them withhrai hindrance nor
distraction. While he played the hero amongst thees, it was
always in their form, so that they would look teithown folk for
greatness, so that they would find their own stiten@hus from
Dendriel were many heroes inspired, many dwarvdaddmitable
valor and elves of keen wit, never knowing that thee they
sometimes modeled themselves after was not orireefawn.

It was only during the war of the Second Age, wieador’'s
dragon host swept down upon the Fortress Wall, Dendriel
revealed himself for what he was. As the dragonaKierax reined
lightning down upon the dwarven citadel of the Lbian Stone, it
is said that one of their more troublesome sold{éas Dendriel’'s
Chaotic nature often grated against the dwarvesjesud leapt up
into the air, over the walls, transforming into al,t proud man,
whose eyes flashed with anger and eldritch powet,veéhose body
paid no more heed to the lightning Kerazmax brehthgon it than
he would a warm, spring breeze.

They say they saw him for but a moment, for aftertdok to
flight, he disappeared from sight. Still, they knbe was there, for
they saw wounds suddenly opening up here and th@a
Kerazmax’s nigh-invulnerable hide, while the migkitagon lashed
out at empty air. The dwarves merely watched unngai first, not
sure what to do, until finally, Dendriel shouted ¢w them, “Shoot!
Shoot it! | cannot take it on by myself!”

So, not knowing just where their savior was, theudiss let fly
their arrows and bolts, volley after volley of thestriking at the
dreadful creature that had killed oh so many oifrthember. And it
is here, just where Dendriel first showed himselfthe peoples of
Eredane, that he disappeared from them once morewkile he
and the dwarves finally took Kerazmax down, morantta few of
those arrows also found their way into Dendrielssli. Though
many of them failed to penetrate his otherworldibgli, some struck
true, and buried themselves deeply. Kerazmax hsal f@und his
target once or twice, giving a glancing blow to hiwisible
assailant. Kerazmax fell, but so, too, did Dendp&immeting from
the sky onto the cold, hard rocks below, his boelgrlty shattered. It
was only with some effort that he dragged himselfhis feet,
blinded with pain, unable to concentrate on even simplest of
incantations to mend his broken body.

Long was the time he wandered, still wounded, mobmetely
aware of the world around him. Far into the noshfdund himself,
not even so sure as to why. All he knew was hechaavhisper that,
frail as he was, made its way past the powerfudnkes of his mind.
Indistinct at first, the further he went, the clait became, until
promises of healing and succor came his way, saftm@easing to
the near-destroyed angel’s thinking.

So it was this being of light drew to close to Stvadand so it
was that Izrador worked his will upon him. Dendrieds enveloped
by his ancient foe, who sought to corrupt the brolghaele.
Promises of healing and promises of freedom reatchedangel’s

Pasbva

Dendriel’'s first meeting with the Sarcosans
heraldedby a rain of falling stars. He came to
sussar Ameen Ferull during a time of great trodii
the Sarcosan prince, freeing his lands of a sorc
wielding legate who had set his powers and infle
against Ameen. To the Sarcosans of the time Ddnd
was known as Farid Esram, the rider with no h
and in honor of the deeds he performed on Ami
behalf, the sussar ordered that metal gathered
the starshower be fashioned into a sword as a g
i| the hero.

Dendriel still wields this ancient suitar, and an |
Sarcosan who caught sight of it might receive ¢
inkling into the nature of its current owr
Presuming they recognize it, of course. Mad:
adamantine, this covenant item also grants
following powers to anyone of chaotic alignmeritov
meets the level requirements.

1st-level: The owner benefits from protecti
{| from law while the blade is on the owner’s person.

3rd-level: The sword gains a +1 enhancen
bonus.

6th-level: The sword grants its owner a +4 ins
bonus to all Sense Motive rolls.

8th-level: The sword gains a +2 enhancen
bonus.

10th-level: The sword’s wielder may cast lege

lore as a spell-like ability, once per day.
f 18th-level: In all the long years Dendriel t
borne this blade, he has yet to have uncoveres
power At 18th level, the sword’s wielder benef
from the foresight spell. This continues to funotix
long as it remains within ten feet of the last par& |
i| wield it.

ears, telling him he would know the light of thealien’s once more
were he but to offer his sword up to the one causieh would see
the Sundering undone.

So it was that the light of Dendriel was tarnishgaljt was that
he fell, for under the sway of Izrador, he falteradd found himself
diminished. For where once he would never have egien
thought to the offer’s of fell beings such as tHea&w, he now
gave them consideration, and the very essencesdiding cracked
with his momentary weakness. Still, he refused la fast,
screaming his refusal as he felt his being grovk dad cold as the
land about him. Dendriel fell, but not completelhat rebellious,
nearly invincible nature struck out at Izrador, Wwif wounding the
dark god, banishing it from his mind. Dendriel negal sense
enough to finally heal his festering wounds, arelflfrom those
harsh and bitter lands.

Unfortunately, while Dendriel does not work dirgcfor the
Shadow in the North, he is tainted deeply by IzraBiwen now, the
former angel works subtly to sabotage the plantha@$e who resist
the Shadow. He diminishes the spirits of those wioald resist;
convincing them that it would be pointless. He nedsi rebels of the
dangers in destroying black mirrors, and the dantiagg will wreak
upon all nearby. He does not wish to see othermédy but the
desire to see his home once more burns strondiisiheart, strong
enough that he would betray the light to which oee freely
offered his allegiance. Even though Dendriel rargisectly kills
those who work against the Shadow, over the lorgsythat he has
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aided it, his deceits have indirectly led to moeattis than most creature must make a second Fortitude saving thoowake an

orcs ever cause in their entire lifetime.

Having worn the guise of numerous heroes fromhairaces of
Eredane, it would be a great blow to those whofgiit against the
shadow to learn that some of their ancient warradreld were but
one being, one being who now works against thé&rtst one being
who is but a step away from falling into completedautter
darkness. Though Dendriel had, once, borne a magjieatsword,
like his forgotten lords once gave most of his peppendriel’'s was
shattered in the Battle of Three Kingdoms duringatld® with the
demon Basorey of the Iron-Hide.

Divraskubl Red Tide

Huge Outsider (Chaotic, Evil, Trapped Spirit)
Hit Dice: 18d8+54 (135 hp)

Initiative: +9

Speed:20 ft., swim 90 ft.

additional 1d6 points of temporary Strength dam&yyeatures that
are immune to poison are immune to the effecthisfred tide.

This tainted water vanishes after a few seconduriulence.
All open flames in the area are extinguished ifytfal a Reflex
save; likewise, all creatures with the Fire subtigdee 1d6 points of
damage per caster level (maximum 20d6), or hali witsuccessful
Reflex save. It takes Divraskuhl 1d4+1 rounds temmef itself.
During this time Divraskuhl cannot be attacked ertlhe target of a
spell.

Undertow (Ex): With a successful grapple check (grapple
bonus +33, including a +5 racial bonus on grapphecks),
Divraskuhl may engulf a creature of up to its ovirescategory.
Creatures so engulfed face drowning (see the Dundéaster's
Guide, page 85). Divraskuhl may eject the engutfeshture at any
time. A victim that is still alive when it emergesom the
Divraskuhl’'s body (whether by escaping the demdwkl or by
being ejected) takes 1d6 points of Wisdom damagause of the

Armor Class: 27 (+5 Dex, -2 size, +14 natural), touch 13, flatsstrain on its sanity that the sensation of drownimghis tainted

footed 22
Base Attack/Grapple: +18/+36
Attack: Slam +26 melee (2d6+10)
Full Attack: Slam +26 melee (2d6+10)
Space/Reach15 ft./15 ft.

water produced. Furthermore, the victim creaturestmmake a
successful Fortitude save (DC 21) on emerging oaffected by
Divraskuhl’'s Red Tide ability.

Frightful Presence (Su): No matter where or to whom
Divraskuhl appears, it inspires terror in all whehbld its power.

Special Attacks:Red Tide, Undertow, Frightful presence, Spelly|| creatures within 100 feet that have fewer Hit®or levels than

like abilities, Water Mastery, Drench, Vortex

Special Qualities: damage reduction
incomprehensible, outsider traits, immune to ailtibits,
immune to mind-affecting spells and effects, immuoe
stunning, spell resistance 20

Saves:Fort +14, Ref +16, Will +14

Abilities: Str 31, Dex 21, Con 16, Int 20, Wis 17, Cha 16

Skills: Hide +18, Intimidate +24, Knowledge (Arcana) +26,

it has must succeed at a Will save (DC 15) or becpamicked for

15/magic, 4d6 rounds if it has 4 or fewer Hit Dice or shaken4d6 rounds if

it has 5 or more Hit Dice. A successful save leabas opponent
immune to Divraskuhl's frightful presence for 24uhns.

Immunities (Ex): Divraskuhl's alien psychology and
physiology make it immune to critical hits, mindeating spells,
and stunning.

Incomprehensible (Ex): Because of Divraskuhl's now alien

Knowledge (Erethor) +26, Knowledge (Shadow) +26mindset, the gurgling language it speaks cannotirzerstood by

Knowledge (Trackless Sea) +26, Listen +24, Mover8iy

any known means. No mundane or magical effect tisatally

+26, Open Lock +26, Search +26, Sense Motive +24jiows verbal communication (including a tongueslgllows any

Spellcraft +26, Swim +39

other creature to understand it. It does appearetew that

Feats: Cleave, Great Cleave, Improved Initiative, Improvedbjyraskuhl can understand languages such as thenMlirdialect of
Bullrush, Improved Overrun, Improved Sunder, Poweg|yen, the Traders Tongue, Orcish or even the Bliokgue.

Attack
Challenge Rating:14

Divraskuhl is approximately 35' in height and weigt9000 Ibs.
On the surface Divraskuhl appears as a surginghifrp wave of
thick, red seawater, approximately 35 ft high.

Beneath the surface however Divraskuhl is almost ékcloud
of ink flowing on the currents, except in daylight in artificial
illumination it can be seen that this cloud is b&ck, but a deep
red. And on land Divraskuhl takes on the appearafiGehuge red
stained Water Elemental.

Combat

Spell like abilities: At will — control water, true seeingl/day —
control weatherCaster level 18th.

Because Divraskuhl is capable of understanding démguages, it
is not immune to language-dependent effects.

Water Mastery (Ex): Divraskuhl gains a +1 bonus on attack
and damage rolls if both it and its opponent atehing water. If
the opponent or Divraskuhl is touching the groutie, elemental
takes a —4 penalty on attack and damage rolls.s@heodifiers are
not included in the statistics block.) Divraskuldncbe a serious
threat to a ship that crosses its path. It canyeagerturn small craft
(up to 90 feet of length) and stop larger vessi8§ feet long). Even
large ships (360 feet long) can be slowed to tpEes.

Drench (Ex): Divraskuhl’'s touch puts out torches, campfires,
exposed lanterns, and other open flames of noneaabgrigin if
these are of Large size or smaller. Divraskuhldiapel magical fire
it touches as greater dispel magic (caster levégl 18

Vortex (Ex): Divraskuhl can transform itself into a whirlpool

Red Tide (Ex): This terrifying ability causes a surging, frothingonce every 10 minutes, provided it is underwated, @main in that

wave of thick, red seawater to wash over everythmg burst
centered on Divraskuhl, 180 feet wide and 18 feigth.hAll

creatures in the area of this red tide, which ehm@&raskuhl its

name, are immediately knocked prone and must makergtude

saving throw (DC 22). Swimming or flying creaturesthe area
aren't knocked prone, but they suffer a -4 penattythe Fortitude
save. A creature that makes its Fortitude savenag@liivraskuhl’s
red tide ability is sickened for 1 minute and takes2 penalty on
attack rolls, saving throws, skill checks, and igpithecks for that
time. A creature that fails this saving throw igtitdy ruined by the
poisonous effects of Divraskuhl’s tainted waterclisgreatures are
immediately nauseated for 1 minute, and they tal@ foints of
temporary Strength damage. After 1 minute, the eaends but the

form for up to 9 rounds. In vortex form, Divraskubdn move
through the water or along the bottom at its swieesl. The vortex
is 5 feet wide at the base, up to 45 feet widdatdop, and between
10 or 50 feet or taller. Divraskuhl controls theaetxheight, but it
must be at least 10 feet. Divraskuhl's movementlevini vortex
form does not provoke attacks of opportunity, eifeih enters the
space another creature occupies. Another creatiglet toe caught
in the vortex if it touches or enters the vortex,ifoDivraskuhl
moves into or through the creature’'s space. Creatome or more
size categories smaller than Divraskuhl when caumgtihe vortex
may be swept up by it. An affected creature musteed on a
Reflex save (DC 25) when it comes into contact wiih Yortex or
take 2d8 points of damage. It must also succeeal setond Reflex
save or be picked up bodily and held suspendedenpbwerful
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currents, automatically taking damage each roundba@naffected by
Divraskuhl's Red Tide ability. An affected creatueeallowed a
Reflex save each round to escape the vortex. Tlatuceestill takes
damage, but can leave if the save is successful.

Creatures trapped in the vortex cannot move excegb twhere
the elemental carries them or to escape the wiitlpGreatures
caught in the whirlpool can otherwise act normabiyt must make a
Concentration check (DC 10 + spell level) to cagpellsCreatures
caught in the whirlpool take a —4 penalty to Detyeand a -2
penalty on attack rolls. Divraskuhl can have ordynzany creatures
trapped inside the vortex at one time as will ffiside the vortex’s
volume.

Divraskuhl can eject any carried creatures whenévwerishes,
depositing them wherever the vortex happens tdflibe vortex’s
base touches the bottom, it creates a swirlingctlofudebris. This
cloud is centered on Divraskuhl and has a dianegtaal to half the
vortex’s height. The cloud obscures all visionJuiing darkvision,
beyond 5 feet. Creatures 5 feet away have conceglmbite those
farther away have total concealment. Those caungtiiei cloud must
make a Concentration check (DC 15 + spell level)ast @ spell.
While in vortex form, Divraskuhl cannot make slamtaeks and
does not threaten the area around it.

Skills: Divraskuhl has a +8 racial bonus on any Swim check
perform some special action or avoid a hazarcaritalways choose
to take 10 on a Swim check, even if distractednata@gered. It can
use the run action while swimming, provided it swim a straight
line.

Background

Divraskuhl came to Aryth’'s seas in the time befgears, she
was a gentle and caring spirit then still knownJssthannriar that
sought to travel all the seas, oceans and rivetiseofvorld and revel
in their beauties. Her travels of the world broudier to Aryth
where she stumbled upon shrines of the Elthedardisa from the
waters west of a land yet unknown to her. The heafithe towers,
shrines and temples as they glowed beneath thepswed to
Urothannriar that there was beauty above the seirfdiche waters
of this world. She rose as a gigantic wave of sappbeauty that
clashed gently against the shores of the smahdslaThere it was
that she lingered for hundreds of years in silemtemplation with
the priesthood of the Elthedar and the thousandgilgfims that
came to their shrines in search of clarity andrdgreShe provided
them with calm weathers and staved off most of steems and
hardship that nature bestowed upon this small petégo. But not
all things of peace and beauty persist, especralyin the world
known as Aryth. The Sundering came and fell spaitsse from the
depths, awaken by their dark masters fall. |1zraziéall was long,
and so was the battle for the small islands fanftbe western coast
of Eredane but in the end a large black spirittofra and tide rose
from the depths and washed over the shrines. Unntiea battled
the spirit for a time not long remembered by tides wind. In the
end the once beautiful islands were wrecked andrdtzack to the
depths of the ocean from which they had risen whenworld was
created. With them went their guardian, alone, doatt but
victorious over her nemeses. But a hollow victorwiés, for that
which she had fought for was destroyed in the m®cénd with
Urothannriar went the essence of the spirit she Hafkated,
absorbed into her own in order to quiet the masipiit for all the
ages left to this world so it could not rise again.

In time her spite, her anger at herself for nohgeible to be to
fulfill her duties as a guardian consumed her. $égre mind spiraled
away into the black nothingness that lies at thigoloo of the ocean.
And there, beneath the crumbling ruins of the dwimer spite
nurtured a seed deep in her mind and so Urothanfeia Her
insane mind mingled with the essence of her onéeatkd foe and
from the depth they, it, or whatever had formedrdkese millennia
in the dark rose, and with it the terrible legerfiddivraskuhl, a Red
Tide.

Death of Divraskubl

If Divraskuhl is slain on land, his essence wilegeharmlessly
into the soil where his tainted waters will be pddoy nature and
turn the surrounding lands into a fertile haven fdants and
plantlike creatures. Every plant that exists ol Wwé planted in the
future in a 18 mile radius around where Divraskwhk destroyed
will grow at twice its normal growth rate and litwice as long.

If Divraskuhl is slain while in a sea or oceanwitl erupt in a
titanic red wave. This wave, 180 miles wide andfé& high will
race towards the nearest coast as a red tidal efauaimaginable
proportions. Once it reaches the coast the deairuittwill unleash
shall be on a scale unprecedented for the westethdt. Everyone
caught in this tidal wave much make a Fortitudeesaivsuffer 2d6
points of temporary constitution loss then and maksecondary
Fortitude save a day later or suffer another 2d6tpmf temporary
constitution loss. Creature immune to poison are iatgnune to this
effect.

Ippizicus Child Eater

Large Outsider (Chaotic, Evil, Trapped Spirit)

Hit Dice: 7d8 + 35 (66 hp)

Initiative: +4

Speed:30ft. (6 squares)

Armor Class: 17 (-1 size, +8 natural), touch 9, flat-footed 17

Base Attack/Grapple: +7/+16

Attack: Claw +11 melee (1d8+5)

Full Attack: 2 claws +11 melee (1d8+5) and bite +6 (1d6+2)

Space/Reach10 ft./10 ft.

Special Attacks: Fear aura, spell-like abilities

Special Qualities: Damage reduction 10/silver or good,
immunity to electricity and poison, resistance tidacold
and fire 10, spell resistance 14, telepathy 100 ft.

Saves:Fort +10, Ref +5, Will +6

Abilities: Str 21, Dex 10, Con 20, Int 10, Wis 13, Cha 14

Skills: Climb +15, Concentration +15, Hide +6, Intimidate2+1
Listen +13, Move Silently +10, Search +10, Spot +13

Feats: Improved Initiative, Power Attack, Alertness

Challenge Rating: 8

Ippizicus is approximately 12" in height and wei@0® Ibs.

Ippizicus has an oddly simian appearance, withloagrarms,
stooped shoulders, a low forehead, and thick, polwémbs. His
skin is a mottled burgundy in color. His hair itk and ragged,
with pupil-less eyes of pure jet. His hide is cademwith matted,
black fur, and is especially thick in his groin @rand upon the
backs of his forearms. He wears no clothes of amty Einally, his
teeth are yellowed and broken, appearing moretlikefangs of a
crocodile than a human'’s, and protrude over hi lip

Ippizicus speaks Abyssal and High Elven.

Combat

Ippizicus prefers to flee an encounter, if given dooice,
however, he fights for survival, making use ofdllhis abilities to
defend himself. Each round he will target his oppurthat seems to
be the strongest with melee attacks with his Fema.aSince he
would flee if given the opportunity, Ippizicus willot waste attacks
on incapacitated foes and will always try to uss hbility to
summon lemure spirits that serve him even now tengit to
escape.

Fear aura (Su): Ippizicus can radiate a 5-foot-radius fear aura
as a free action. Affected creatures must succeadAll save (DC
12) or be affected as though by a fear (Caster [Euel character
that successfully saves cannot be affected agailpfiyicus’ aura
for one day. Demons are immune to this aura. The $2C is
Charisma-based.




| Deatb of Ippizicus
d10 roll PossessingBenefit
i Soul
| 1 Human +1 skill point/ level and one human
| child language at basic competence
' 2 Dwarrow +1 Fort Save and either traders tonglie
child or one dwarven language at basic
competence
3 Dwarf child Darkvision 60 ft. and a dwarven
language at fluent competence
| 4 Halfling +1 Ref Save and a halfling language]
| child at basic competence
5 Gnome +4 dodge bonus versus giants and
| child traders tongue at basic competence
f 6 Elfling child Low-light vision, +1 dodge bonus to
i AC and an elven or Halfling languag P
I at basic competence
7 Elf child Immune to paralysis and an elven
language at basic competence
8 Dworg child Gain the Toughness feat and either
orcish at pidgin competence or a
[ dwarven language at basic
i competence
9 Demon Immune to demon fear aura, Abyssal
i child language at pidgin competence
| 10  Animal-kin gain Alertness feat
Spirit

Telepathy (Su): Ippizicus can communicate telepathically with
creatures within 100 feet that speak Abyssal or Comm

Spell-like abilities: At will — darkness see invisibility Caster
Level 7th.

Death of Ippizicus

If Ippizicus is slain, his body instantly explodaso a shower of
insubstantial souls — those he has eaten oveggge-awispy figures
explode and flutter through the air, appearingaimet any nearby
creature. All creatures must make a Charisma cheCk1B to
determine if their personal magnetism attracts dttention of a
fleeing soul, unconscious targets are also requoedake the test.
A successful check indicates that the charactersefof personality
was too great for the spirit to resist. Targetezhtuires may make a
Will save (DC 15) to negate possession. Otherwisk,1d10 for
each possessed character and consult the followade to
determine what type of soul enters his body. Mldtigesults of an
identical nature are disallowed, and should beolied.

Furthermore, possessed characters gain the supeinability
to Detect Outsiders at will as per the Detect EBpiéll. A successful
Listen check (DC 20) indicates the possessing spisihimpering
effectively alerts even an unknowing character #vaevil outsider
is within 60’. A possessed character may, if desiegtempt to force
the spirit out of him and end the possession. Hg make a Will
save (DC 15) once per month and, if successful sfhiet departs
(along with any granted abilities). This possesssaumndetectable by
most normal and magical means. If a character ssgxsed by a
demon child, however, that character has a 10%caghemreturn an
Evil alignment when subjected to applicable detectspells or
abilities.

Large Outsider (Evil, Lawful, Shapechanger, Trapped
Spirit)

Hit Dice: 18d8+126 (207 hp)

Initiative: +7

Speed:40ft (8 squares);

Armor Class: 30 (+3 Dex, -1 size, +18 natural), touch 12, flat-
footed 27

Base Attack/Grapple: +18/+32

Attacks: Bite +27 melee (1d8+10)

Full Attack: Bite +27 melee (1d8+10) and 2 claws +22 melee
(1d6+7)

Space/Reach10ft./10ft.

Special Attacks: Spell-like abilities, feed

Special Qualities: Change shape, damage reduction 10/magic,
scent

Saves:Fort +18, Ref +14, Will +15

Abilities: Str 30, Dex 16, Con 25, Int 18, Wis 18, Cha 18

Skills: Bluff +27, Concentration +32, Disguise +27, Hide %20
Intimidate +27, Jump +31, Listen +25, Move Silentig4,
Search +25, Sense Motive +25, Spot +25, Survival +2

Feats: Cleave, Skill Focus (Concentration), Combat Reflexes,
Endurance, Improved Initiative, Power Attack, Track

Challenge Rating: 10

Alignment: lawful evil

Treasure: Double standard

Advancement: Special (see below)

This Carthorse sized wolf-like beast is akin to sbimgt
out of your worst nightmares, its orange glowing eyigmg
an even more fiendish appearance to this dark fluesd
beast whose razor sharp claws and teeth are cleasiple
to you.

Norgack speaks Black Tongue, Orcish, and Worg,.

Combat

Occasionally Norgack uses a two handed weapon inbab
instead of its claws, giving it multiple attacksdaallowing him to
make one bite attack each round.

Norgack’s natural weapons as well as any weaposlitls, are
treated as evil-aligned and lawful-aligned for tharposes of
overcoming damage reduction. Its natural weapoestraated as
magic weapons for the purpose of overcoming damedection.

Spell-Like Abilities: At will — blink, invisibility spherelevitate
misdirection(DC 16),rage (DC 17); 1/day —-charm monster(DC
18) crushing despai(DC 18),dimension dogrmass bull’s strength
mass enlarge Caster level is 18. The save DC's are Charisma-
based.

Feed (Su):When Norgack slays a humanoid opponent, it can
feed on the corpse, devouring both flesh and bied, as a full-
round action. Feeding destroys the victim’'s bodg anevents any
form of raising or resurrection that requires pdrthe corpse. There
is a 50% chance that a wish, miracle, or true restion spell can
restore a devoured victim to life. Check once fochedestroyed
creature. If the check fails, the creature canmobiought back to
life by mortal magic.

Norgack, like any Barghest, advances in Hit Dicecbgsuming
corpses in this fashion. For every three suitabigpses a Norgack
devours, it gains 1 Hit Die, and its Strength, Gion, and
natural armor increase by +1. Its attack bonussawve's improve as
normal for an outsider of its Hit Dice, and it gaiskill points, feats,
and ability score improvements normally. Norgackyosdvances
by consuming corpses of creatures whose Hit Dicdeweels are
equal to or greater than its own current total.

Change Shape (Su):Norgack can change shape into any
goblin-like creature of Large size (about 8 fedtaad 400 pounds)
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or a dire wolf. In goblin form, Norgack cannot uki natural
weapons but can wield weapons and wear armor.rénveblf form,
Norgack loses its claw attacks but retains its &itack.

Pass Without Trace (Ex):Norgack in dire wolf form can use
pass without trace (as the spell) as a free action.

Skills: * Norgack in dire wolf form gains a +4 circumstanc
bonus on Hide checks.

Background

Norgack is the leader of the Eldres Cadre Vilesshadmetracked
down and killed hundreds of escaped slaves andtaesie fighters
in the name of his master Sunulael, the Night King.

Norgack is a vile and contemptible sneak, dedicatecis
master’s cause. He loves his work and he lovesidgpaut a hunt
before moving in for the Kkill, reveling in the feand terror he
causes his prey.

Norgack is feared by orc, goblin and human alike #nose who
displease him often end up tortured to death atehealive for his
amusement.

Rashnak the Ravenous

Medium Outsider (Chaotic, Evil, Trapped Spirit)

Hit Dice: 5d8+10 (32 hp)

Initiative: +10

Speed:50ft. (10 squares)

Armor Class: 21 (+6 Dex, +5 natural), touch 16, flat-footed 15
Base Attack/Grapple: +5/+6

Attack: Claw +11 melee (1d6+1)

Full Attack: 2 claws +11 melee (1d6+1) and bite +6 (1d4)

Space/Reach5 ft./5 ft.
Special Attacks: Spell-like abilities, Feeding Frenzy.
Special Qualities: Hunger, Stalker, Damage reduction

10/magic, immunity to acid and poison, resistamcére 5,
spell resistance 14, Scent

Saves:Fort +6, Ref +10, Will +7

Abilities: Str 12, Dex 23, Con 14, Int 13, Wis 16, Cha 14

Spell-like abilities: At will — ghoul touch invisibility. Caster
level 7.

Hunger (Ex): If Rashnak doesn’t consume the corpse of one
medium size creature per day, he suffers a curwelali penalty to
attack, damage and saves per day he hasn't f&hadfinak hasn't
fed for at least 10 days it gains a negative ldgelevery day not
fed. When the number of negative levels equals Rashriotal
number of hit dice, he bleeds to death (see de&tRashnak,
below).

Stalker (Ex): Once Rashnak has caught the scent of a target and
he has been tracking his target for over an hourgéi@s the
following benefits: Rashnak can track a target at speed without
suffering any penalties to his survival checks.at® can run for up
to an hour per point of constitution before havittgg make a
constitution check or become fatigued while traglartarget.

Feeding frenzy (Ex): Rashnak can consume a medium size
dead or helpless target in 2d4 rounds, large inrédéds, huge in
6d4, gargantuan in 8d4, colossal in 10d4 roundd,samall corpses
in 1d4 rounds, smaller targets then Small size ydwakes at least
1d4 rounds. Rashnak regains lost hit points ateaof6 hit points
per consumed HD and after consuming a corpse lefiat medium
size Rashnak gains 1 extra standard action a raamthé duration
of 1 round/HD consumed from one creature. (Multiple
consummations overlap and do not stack). Hit pajaised by use
of this ability in excess of his maximum amounthaf points are
treated as temporary hit points, which fade awagraf hour per
HD of the target consumed. (Multiple consummatidosiot stack).

A creature whose corpse has been consumed by Rashnidkbe
raised of resurrected. Only a wish or miracle cangoa consumed
person back to life but even this kind of powerfudgic has a 50%
chance of failure.

Skills: *Rashnak has a +4 racial bonus to all Climb, Hide,
Listen, Move Silently, Spot checks while in the Anjjungle.

Deatb of Rashnak

If Rashnak is slain his remains will continue toel@ unnatural

Skills: Climb +13, Disguise +10, Hide +18, Knowledgeamount of blood. If the body is not utterly desedyby it will

(Erethor) +9, Listen +15, Move Silently +18, Seare9,
Spot +15, Survival +11
Feats: Improved Initiative, Weapon Finesse, Tr&ck
Challenge Rating:7

Cursed with an undying hunger Rashnak appears asisilDx
exceptionally small stature and it is this appeegathat has led
many a Danisil or Elfling to its demise. His halirost and black, his
skin smooth and a deep crimson, he stalks the ggngfl the Aruun,
in southern Erethor. His face eternally contorted a painful
grimace as his undying hunger drives him ever ¢m time thicket of
the Southern Jungles. He prefers to wear no clathesy sort but
occasionally dresses himself in the clothes ofcenevictim to lure
even more Elves to a gruesome end. Finally, htb teave a perfect
set of oversized white fangs protruding from baitvg. His fangs

are just a little too long to fit well in his mou#imd cause as constant

trickle of blood to seep from his mouth as he bitessown flesh in
anguish over his constant hunger.
Rashnak speaks Abyssal and Danisil.

Combat

Rashnak despises combat. He prefers to feed ortimants of
the fallen left behind by others to avoid risksuifable to find any
fresh meat he becomes invisible and uses his GFmudh ability on
the weakest looking available target. After sucttdlysparalyzing
his victim his consumes it with its Feeding Frembjlity and flees
as quickly as he can.

If he doesn't feel severely threatened or seeg tdingets erupt
into panic he revels in the horror and comes tegawiith its claws
after the rest screaming an unearthly high-pitcteedam.

continue to seep into the surroundings for two \seedkfter two

weeks, nature itself is violated as the unholy leeeps into the
ground and turns it faint crimson and a 240ft radaround his
corpse is utterly defiled. Trees twist into unnatuand depraved
forms of their original selves and every form délis mutated by
the vile blood that now runs through the land. EJ&ing creature
entering this area must succeed at a Will save DMrlfeel a

sudden craving for living flesh and will succumbthis craving in

1d4 rounds and attack the nearest living creatuigodn search of
one. This effect last for 1 hour. Every drop ofddcspilled onto the
defiled ground empowers the return of the Ravendidier 666

points of damage have been dropped to the grourtthein240ft

radius area, Rashnak the Ravenous will rise agaim fthe

bloodstained ground to continue his bloody feast.

Che Ravager

Large sized Outsider (Trapped Spirit)

Hit Dice: 18d8+90 (171 hp)

Initiative: -1

Speed:20 ft (4 squares);

Armor Class: 17 (-1 Dex, -1 size, +9 natural), touch 8, flat-
footed 17

Base Attack/Grapple: +18/+29

Attacks: Bite +25 melee (2d8+12)

Full Attack: Bite +25 melee (2d8+12)

Space/Reach10ft./10ft.

Special Attacks: Petrifying gaze, smite good

Special Qualities: Resistance to cold 10 and fire 10, damage
reduction 10/magic, low-light vision, spell resista 23




Saves:Fort +18, Ref +12, Will +13

Abilities: Str 24, Dex 8, Con 21, Int 3, Wis 10, Cha 15

Skills: Hide +16*, Listen +21, Spot +21, Survival +21

Feats: Alertness, Blind-Fight, Great Fortitude, Iron Will,
Improved Natural Attack (bite), Lightning Reflexes,
Weapon Focus (bite);

Challenge Rating:13

Alignment: Chaotic Evil

Treasure: None

The creature looks like a thick-bodied purplish tiep
with eight legs. Rows of bony spines jut from itskbac
around its head the spikes are elongated into spitie face
is almost skeletal and its drool-covered maw Idillith
razor sharp teeth over which a long slimy tongue esov
tasting the air. Its eyes glow with an otherworldlyamge
light like two embers in a dying fire.

The Ravager is a reptilian monster that petrifiedj creatures
with a mere gaze, reaching more than 12 feet Inagincluding its
tail, and weighting about 2000 pounds.

Combat

The Ravager relies on its gaze attack, biting onlgenv
opponents come within reach. Though it has eigbs,léts slow
metabolism renders it relatively sluggish, so iteslanot expend
energy unnecessarily.

The Ravagers natural weapons are treated as magmong for
the purpose of overcoming damage reduction.

Base Attack/Grapple: +6/+25

Attack: Claw +20 melee (2d6+15)

Full Attack: 6 claws +20 melee (2d6+15) and bite +18 (1d6+7)

Space/Reach10 ft./10 ft.

Special Attacks: Perfect Grab, Pounce, Rend, Rake, Fear Aura

Special Qualities:Alacrity, DR 30/magic and silver, Darkvision
120 ft, immunities, freeze in place, Malice, Regatien 5,
Tremor sense 60ft, Spell Resistance 26

Saves:Fort: +17, Ref: +15, Will +9

Abilities: Str 41, Dex 30, Con 34, Int 10, Wis 19, Cha 26

Skills: Climb +24, Hide +23, Jump +24, Listen +13, Knowledg
(Ibon-sul) +9, Move Silently +27, Spot +13, Surlivd 3

Feats: Multiattack, Improved Natural Attack (Claw), Abjit
Focus (Fear Aura)

Challenge Rating: 20

At the centre of Ibon-sul now lies a huge sileribyapparently
devoid of all life where no insects and birds gd @wen no demon
dares to stir a single stone. In this ruin, the ai&s of the once
greatest of the Elthedar temples to the Old Godis it® secrets for
the outside world. But those secrets are hauntedntéd by a
sleepless Malice, haunted by Yxbudur'zmutkimdu Tleeror in the
Walls. The first of the flood of Demons and vileeatures to spill
into the world of Aryth through the failing gate dbon-sul,
Yxbudur'zmutkimdu was the first to spill the bloodl the Elthedar
on their holiest of grounds and the last to stojptpey the ceilings
with the blood of the former priesthood. Yxbudurlztkimdu is a
vile she-demon now trapped by the wards of Ibonasmd whose
body is composed entirely from malice itself. Mongeafter having

Petrifying Gaze (Su):turn to stone permanently, range 30 feetShred the last of the Elthedar priesthood to bladldlyons she, along

Fortitude DC 21 negates. The save DC is Charisma-based

with all the other Demons that had spilled onto tArthrough the

Smite Good (Su):Once per day the ravager can make a normg@@te of Ibon-sul, found herself trapped by the waptaced on the

melee attack to deal an extra 18 points of damagénst a goo
foe.

Skills: *The Ravager’s dull coloration and its ability termain
motionless for long periods of time grant it a -#tial bonus on
Hide checks in natural settings.

Background

The beast that became known as “the Ravager” wasecteas
are many such corruptions, in the breeding pitShafros Obsidia.
However unlike many of these corruptions, the Ravageved too
much to handle, and in a fit of dreadful fury itriad on its keepers
and broke free. The beast was able to escape hetsdwers and
from there out of town.

Once outside the creature cut a swathe of murdgrmedatory
destruction all the way through Northern Erenlandhe Kaladrun
Mountains before it crossed over into the Whiteddekilling many
a dwarf and orc alike as it went. It was one trek that the creature
became something of a myth and gained its name, Ravager”
due to the many ravaged half devoured corpsedtitnéts wake,
many slain simply for the joy of the kill.

The Ravager now dwells in a cave on the easterrs Zibphe
Kaladrun mountains overlooking the White Desesg.clive lies near
one of the passes through the mountains to thetdedech makes
it a prime spot for the Ravager to feed from anahyran orc patrol
has fallen to its ravaging hunger.

Yxbudur zmutkimdu
- Che Cerror on the Walls

Large Outsider (Chaotic)

Hit Dice: 6d8+72 (99hp)

Initiative: +10

Speed:120 ft. (24 squares), Climb 120 ft.

Armor Class: 32 (+10 Dex, -1 size, +9 natural, +4 dodge)
touch 23, flat-footed 22
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4 gate that now were fully active again. Unable vielbon-sul, even

unable to even leave the High Temple she turnedrfadice to the
other Demons in the Temple to still her bloodldtw thousands of
years after having destroyed the last Demon unsbléee the
former High Temple or to be as foolish as to ergbe has lost the
last remnants of her mind to the never ending védrsmof the
Whispering wood that have haunted her every steugh the High
Temple for an eternity. And now lost in her madnasd bloodlust
she has roamed the walls, ceilings and floors @Hlgh Temple for
thousands of years in maddening solitude, ever arya living
thing to enter her domain.

Yxbudur'zmutkimdu is approximately 8' in height aneighs
400 Ibs. Her form is that of an utterly black ovees humanoid.
Her body absorbs all light and no eyes, mouth grdetail can be
discerned on her body. Her skin is a smooth obsiditer 8 feet
high body appears slender and has six oversized arotruding
from it, huge almost 2 feet long claws adorn thd eheach of her
six arms.

Yxbudur'zmutkimdu speaks Abyssal and Infernal, aallvas
Danisil and High Elven.

Combat

Yxbudur'zmutkimdu revels in combat and senselessdshed.
It has been hundreds of years since the last tintigirey thing
entered the ruin she now resides in. Still sheagdor the chance to
taste fresh blood again, for she tires of rippieg twn flesh to still
her bloodlust. When engaging in combat she nowepsefo first
stalk her prey from the walls, scaring them andagsier fear aura,
driving them deeper into the ruins in their madressd fear to their
doom. After reveling and feeding on the fear of pery she leaps
from the walls, grapples her target and pulls ithwher into the
walls of the Temple. She takes her prey somewhaméred where
she leaves it for later, returning to capture &t of the intruders...
Afterwards she returns to her prey to toy with théonturing them
to no end. For prey is scarce for Yxbudur'zmutkinahd when the

BNy



opportunity manifests itself, she will make suref@ast upon every she establishes a hold and can rake.

drop of blood she can splatter the walls with.

Additionally, Yxbudur'zmutkimdu suffers no penaltyor

Alacrity (Su): Yxbudur'zmutkimdu can move with distressing grappling only with the part of her body she atttkts foes,

speed and grace. She may make an additional sthadtion each

meaning she can grapple with each arm and stilagasito bite her

round, and as long as she is not flat-footed shiesga +4 dodge opponents.

bonus to her Armor Class.

Pounce (Ex) If Yxbudurzmutkimdu charges a foe, she can

Perfect Grab (Ex): When Yxbudur'’zmutkimdu hits with a claw make a full attack, including six rake attacks.

attack she can then attempt to start a grapplefrag action without
provoking an attack of opportunity. If she wins timapple check,

4 Oridron's Rag _
' This cloak was once the proud possessio |
Oridron, Elthedar High Priest of Ibasul. Oridror
had learned in deep meditation only moments b
the Sundering of the approaching doom and the
that the gate would spell for Ibaul. He made h
way as quickly as possible to the Gate summoni
many priests to him as lweuld on the way. But whi
he arrived it was already too late. The Sunderiag
come to pass, Izrador had fallen and for a monie
protective wards on the gate at the center o
Temple complex failed. And so Oridron beheld
first of the demons taspill into the sacred Hig
Temple of the Elthedar. Six huge claws graspe! |
edges of the frames of the planar rift and befaone
Yxbudur'zmutkimdu pulled herself through and ¢
the material plane.

His mind reeling from the disconnection with
god and immensely weakened and near powe
now the divine favor of their gods had left h
Oridron's intestines joined the splattered gutdie
fellow priests on the walls and ceilings
Yxbudur'zmutkimdu reveled in the massacre.

Yxbudur'zmutkimdu senskthe magic emanati
| from the blood and gut stained piece of cloth
1 quickly took it as her own as she whipped two ser
demons of the corpse of the disemboweled priest.

Now, thousands of years later, still sustaine
its magic but hardly more that dirty bloodstaine
and stinking rag adorning the back
Yxbudur'zmutkimdu the piece of cloth still conf
its powers onto its wearer.

Oridron's Rag confers the following benefits t
wearer:

e lst-level: The wearer of Oridron's Rag
| constantly under the influence of
' displacement effect, and as a result gain

benefits of concealment (50% miss chance)
e 3rd-level: Oridron's Rag bestows the po

onto its wearer to meld into work

stonewalls, ceilings and floors at will as a

of a move actionThis power doesn't functis

on walls; ceilings and floors made of nat

: or unworked stone. In this state the wear

| invisible to blindsight, trueseeing and ar

' other form of magical detection. The we:
of Oridron's Rag can reappear as a free actipn.

e 6th-level: Oridron used his cloak to tra'
almost instantly from one place to anothe
his temple. Once melded into a wall,
wearer of Oridron's Rag can move thro
the walls at a base speed of 240ft in

direction. This power only lets the e

travel through worked stonewalls, ceilings

floors.

Rake (Ex). Attack bonus +20 melee, damage 2d6+15.

Rend (Ex). Every time Yxbudur'’zmutkimdu hits with two of
her six claw attacks, she can latch onto her oppitsbody and tear
the flesh. This attack automatically deals an eRtt&+15 points of
damage. She also can rend with a successful grappiek once it
has established a grappling hold.

Fear Aura (Su): Yxbudur'’zmutkimdu continually radiates a 60
ft. radius aura of fear. A creature in the areatrsusceed on a DC
28 Will save or be affected as though by a featl paster level
6th). A creature that successfully saves cannatfteeted again for
24 hours. The DC is charisma based.

Regeneration (Ex): Positive or negative energy and sonic deal
normal damage to Yxbudurzmutkimdu. If Yxbudurzrkimdu
loses a limb or body part, the lost portion regraw3d6 rounds.

Freeze in Place (Su): If Yxbudurzmutkimdu remains
motionless for a full round, she blends into hemr@undings and
gains a +10 circumstance bonus on all Hide checks.

Immunities (Ex): Yxbudur'zmutkimdu is immune to mind-
affecting effects, fire, poison, paralysis, slodgep, and magical
temporal effects (such as time stop or the aginged by a ghost).

*Skills (Ex): Yxbudur'zmutkimdu gains a +8 racial bonus on
Hide and Move Silently checks.

Deatb of Yxbudur' zmutkimdu

The Elthedar and Elven spirits that haunt Yxbuduatdtkimdu
seek to deprive her of every bit of rest and peafcmind for all
eternity as punishment for what she did. But tlatehand vengeful
attitude by the spirits of the Aruun might be tmelaing of them all.

Because when Yxbudur'zmutkimdu's essence is relefised
her corporal form it's malice will flood the ruird Ibon-sul and
send a wave of hate through the Whispering WoodatGres
caught within the wave of hate as it spreads throtng ruins of
Ibon-sul or communing with the Whispering Wood la¢ time of
Yxbudur'zmutkimdu's demise must succeed at WillesBC 27 or
immediately succumb to uncontrollable impulses goviblence to
any and all persons or creatures that they coritaety will actively
seek out all living creatures whilst under the efeof the wave of
hate in an effort to harm them - attempting to #&iém, usually in
cruel and brutal fashion. Random violence will beeclied against
animals, plants and objects, in that order, whesemdient creatures
are present.

While the wave itself does not persist, this psyichcondition
lasts for the full 20 hours, after which it abrypéinds. If this comes
to pass without first having severed the Ilink bewe

Yxbudur'zmutkimdu and the Whispering Wood the capsmnces of
this disaster would be beyond any imagination shae of Izrador
himself. For the fate of all the Elves and the Boetis sealed if
Aradil herself succumbs to her inner malice andeuhat




Baden’s Bluff, Arc of Zimra, 99 Last Age
A missive to Brother Teros,

“Brother, the Hollow thinned their numbers as we
hoped, that nest of brine ungrals is a dangeroas@leven
for us, the truly faithful. But they have managedrack two
of our spies, the Inquisitor took them to the Diftikror in
thee Crown.

We fear our caches and hiding places may have been
compromised, the few who are left are getting uneasy
have to hold until the gnomes arrive with your payka

Che Great Betrayal

A very large and brooding orc sits in a huge roamweced with
maps and symbols showing troop placements. Thejpears lost
in thought as a messenger runs in another shepddrs. Almost
absentmindedly the orc reaches over and begireatbthe papers.

The papers are always the same: more reports fenharror
that is Erethor. Another thousand orcs dead foaia gf less than
three miles.How many have died this year, 30,000Re orc
thought.More than that? I've lost count. The elves somehold. h
The Bitch Queen is crafty and as good as or bettgeneral than |
am. If she had my resources, she would destroyai.igy the Dark
Lord feeds me with enough troops to bleed both sififgsHe is
playing with all of us. He ties my hands and Jaszif he truly
wanted a victory, he could have it. No, he dribbles enough
resources to slowly grind the fey to dust while enguthat his
loyal subjects are also bled white. I'm surprisedhas let me live
this long. I'm the only reason the eastern Eretfront is holding
together. The fools before me couldn't gain a ceraof the ground
I've gained. I've had enough; it's time.

The general summons one of his bodyguards. "Go adéader
Ganulk of the Mother of Bone Tribe. | need to sem,hnow."
Nodding, the bodyguard turns quickly and runs @dter a short
wait, Ganulk enters, leaving his weapons at ther.ddte orc
motions Ganulk to sit and tells his bodyguards &it wutside.

"Ganulk, | have news from the north. There is aagteetrayal
planned. One of the tribes is planning to move raggathe Dark
Lord." Ganulk does not speak, but his eyes widet his hand
strays toward the belt where a weapon used to sit.

"Do not worry; | haven't summoned you here to kifu. The
Mother of Bone tribe is still loyal and the Dark Hois pleased. He
has chosen your tribe to help carry out his vengeahhave asked
all the war leaders to meet here after midnighigtain Every leader
except you and your lieutenants will be in atteregant will hold a
feast and announce plans for the new campaignnBuhiat time, |
want you to move your troops forward and positioungelf to the
rear of the Blood Mother warriors. At an hour befdeavn, you are
to exterminate them. You will be the hammer and fiae will
unknowingly act as the anvil. | don’t want a sin@imod Mother
left alive. | can trust no other, so you will na¢ bupported initially.
The Blood Mother warriors are strong and recentigfoeced from
the north. With surprise, you will succeed. Thetoodl be great,
but know that your tribe will be favored by the Rdord."

Ganulk rises. "The Blood Mothers will be meat for ¢arder."
Ganulk bows. "I am honored that | have your tr@neral Grial. |
will not fail." At that Ganulk leaves, collecting his weaponshas

goes. Grial thinks, I“ know you won't fail, Ganulk. You are
bloodthirsty and stupid. You will slaughter the Blowlothers and
take most of your warriors with them. Hundreds, if thmusands of
Fell will rise and they will slaughter the rest ofuotroops and
create havoc among the rest of the front. By the ehthe day,
thousands upon thousands of orcs, oruks, and ogikde dead,
and the eastern front will shatter. With any ludie Blood Mother
and the Mother of Bone tribes will be fighting thghwout the north.
If I were the Bitch Queen, | would sweep up the eastent.”

Toward midnight the great hall begins to fill withc leaders,
human mercenaries, and legates. Spits of roaslirand boro are
turning. Tables are flowing with food and drink. Asual, the room
is split into three sections. The orcs and oruke tthe largest,
central position, the legates take tables furtlfresh the smells of
cooking and also from the oruks, and the human emamies take
what little is left. The Shadow's army is held tibge by fear. The
humans would love to slaughter the orcs, and tke sneer at the
weak humans. Fear of the one God, and more imnedglitgar of
Grial himself, keeps them in check. Around the rogumarding all
the entrances and the guest's weapons, are hionagrguard,
fiercely loyal and unquestioning. They have one Godl his name
is Grial.

"Voices of the One God, mighty warleaders, humdiesl |
welcome you to a victory feast. Eat and drink ydilirwhile |
prepare to tell you of the new campaign and howwiteachieve
our victory against the Bitch Queen and the fey.& Thowd roars
their approval and all are busy eating or drinkiAg. the leaders
feast, Grial's aides set up great maps of the ma$teest with
markers for positions of the tribes and mercenaAeshour into the
feast, Grial calls for attention.

"Warriors of the One God, before | begin with tHarpfor our
assault, |1 bring news of foul treachery." The rogaes silent.
"There is someone among us who is plotting to pdtre One God
and destroy our army." As he speaks, a number gdtds start
clawing at their throats. Blood and froth come olutheir mouths as
they die. Soon the human mercenaries and even rtsestart to
suffer a similar fate. One of the legates attertiptsast a spell. Grial
motions toward the legate and his bodyguard cutiggate down.
"The treachery is mine. You are dying from a pattdy deadly
elven poison. | thought it fitting that the elveavk a part in your
death, however unknowing."

Several orcs and oruks try to lunge toward Grialt, in their
weakened state he easily dispatches them. "As dksper army
attacks itself. With your deaths, what will remairthe army will be
leaderless, and most likely the tribes will be igg@rthemselves
apart. For our human allies, | expect none willagsc back to
Erenland. | hope the One God writhes in agony et I've done.
If He is watching, know that | am not done with ydiore misery is
coming" With that Grial walks toward the exit. He turns his
bodyguards. "Burn the building. There will be noneisses. The
servants should already be dead. When you arewlemigle."

The carnage is exactly as Grial had predicted.Blbed Mother
warriors were destroyed at tremendous cost to théhét of Bone
tribe. Grial had not warned Ganulk about the ogred the three
giants who were supporting the Blood Mother warriofihe
remnants of the Mother of Bone warriors were degtidyy the Fell,
and the leaderless army dissolved into chaos. Témtruttion
wrought by the Fell far outweighed their numberttes orcs lacked
leadership and didn't work together. Warbands ftethe east and




southeast. Rightfully fearing treachery, the humamcenaries tried
to flee and were surrounded and obliterated byotfes. For once
Aradil was caught unaware, and she wasted a daygtty piece

together what had happened. In the end she sert tnromps to the
eastern front and did score a great victory agdhesiorcs; had she
moved earlier the victory would have been eventgrea

Without local legates, the Dark Tower was not imratdy
aware of what happened. The Night King Zardrix west to harry
the elves until other forces could be dispatchedhé south, Jahzir
is almost assassinated by an oruk bodyguard. He glubrcs and
oruks in his castle to the sword and summons Idy@bps to
Alvedara. In the north, distorted rumors spreaduatietrayal by
other tribes and/or the humans. Tribal warfaretsthut is swiftly
and bloodily suppressed.

One week after the betrayal, the Dark Tower hasegi¢ogether
the true story. The leadership of Grial's tribérisught to the Tower
and put to question. After half of his tribe's leehip dies during
torture, it becomes clear that Grial was actingepehdently. Word
is spread that Grial is to be killed on sight. Greavards are offered
for proof of his death. All attempts to locate Hiail to turn up his
location. The cost of his betrayal is almost beybetef. The war
against the elves is crippled, at least along thali&en south of the
Pellurian Sea. The Traitor Prince Samael was kiléen the orcs
rampaged in Bastion, and open warfare between huerahsrcs in
the south raged for almost a week before Jahzidamstore order.
Only the extreme north and the Veradeen front againe fey
remained mostly intact. Grial's actions had seyevatakened the
Shadow. If he could have seen into the dark pitearide Vale of
Tears, Grial would have been happy, for the Darki Giol scream,
and the mountains shook with his fury.

H Pouse Divided:
Sects of the Order of
Shadow

The Order of Shadow is the dark church dedicatetieo
worship and service of Izrador.

The priests of this foul religion are the legatasd their
sole purpose is to serve the will of I1zrador. Mestdtes are
powerful clerics and wield potent magic. Many serme i
Theros Obsidia, attending Izrador in his enigmaitoals.
Others serve the Night Kings and district governoss a
advisers, providing them with both dark insight dnldck
magic. Still others cast powerful spells in supparthe orc
armies fighting the fey. They heal the injured amlead
magical fear and plague among the enemy. They thise
dead and send them into battle against the ehatralling
the foul creatures with necromantic arts.

The most vital service that the legates provide the
Shadow is the creation, maintenance and growth of his
network of temples and the black mirrors contairtestdin.
The coriths are the instruments through which Iprad
collects the arcane energies he requires to achibise
ultimate goals. As the custodians of these dararsltthe
legates are therefore essential to the Shadow’ssplan
- Excerpt from the MbNIGHT Campaign Setting

Che Lesser Legate

A legate who successfully completes his training. (isurvives
to become a 1st-level legate) takes up duty asssefelegate
generally in the service of a temple legate, altfiohis ultimate
future may lie with one of the other sects.

While attached to a temple, the lesser legatepaitticipate in a
wide range of duties in service to the Shadow: gbatwith his

astirax seeking magic, searching for rebels anitbtsa gathering
sacrifices, tending the zordrafin corith, etc. tie tourse of carrying
out these duties, the lesser legate hopes to glissin himself so that
he might come to attention of a powerful templeateg including
the one he already serves, or one of the moredétmerant legates,
who belong to a range of sects.

Over time, and as he gains experience, his owrreisti (in
game terms, reflected in his choice of domaindlss&nd feats) will
ultimately determine which path he follows. Uporiaeing a new
level of communion with the Shadow (i.e., in gareents he has
reached 3rd level as a legate and can therefoteneddevel spells,
his “new level of communion”) he knows that it islp a matter of
time before he must choose a sect to which he gslon

Choosing a Sect

Upon gaining 4th level as a legate (or 3rd levehdsgate and
1st level as a fighter for soldier legates), thesée legate must select
a sect to join. This is an important decision antwithout peril, as
a more senior legate who has targeted a lessetelégahis sect
may be offended when the lesser legate choosebearszct to join.

Cemple Legates

More than three-quarters of lesser legates simphtigue to
serve in a temple of Shadow as an assistant telegd¢e. Assistant
temple legates are generally of the same rank mithe Order’s
hierarchy, but serving as an assistant at the &wifph grand mirror
is far more prestigious than serving as an assistahe temple of a
red mirror or a pale mirror. Conversely, an asststiimple legate of
a temple with a weaker mirror may be personallyemmowerful and
influential, as his commanding temple legate wibt possess the
raw power of the one commanding a temple with adgjrairror.

As soon as they are able to cast 4th-level spiis being the
game term to reflect their depth of communion vitie Shadow),
and subject to there being a suitable vacancy, \ikye appointed
a pale temple legate; that is, a temple legateharge of a pale
corith, the weakest type. More senior appointmemty follow. A
temple legate able to cast 6th-level spells mawafgointed a red
temple legate, and a legate able to cast 8th-lgpells, and very
likely to be a greater legate, may be appointethadytemple legate.

Any commanding temple legate has near-total authevithin
the range of his corith, except as determined lgyeater legate or
Night King (this includes troop movements; troops moved only
at a Night King’s command, and no temple legate iinayede or
redirect the movement of troops). In the event\wartapping corith
effects, the order of ranking is greater legatandrtemple legate,
red temple legate and pale temple legate. Tiesgarerally left
unresolved, although this does promote some measfudiscord
and strife. However, a greater legate or Night Kivilj intervene if
such rivalry affects achievement of the Shadowalgo

The primary goal of any temple legate is the maiatee of the
zordrafin corith under his care. Related to thesnfust ensure there
are regular patrols of lesser legates and assistample legates
seeking magic, as well as a supply of regular Beesi to maintain
the power of the corith. Secondary to this primgogl is the simple
issue of government, although the Order of Shadafinds
government as being the system employed to enisatdihte mirrors
continue to function.

Soldier Legates

Lesser legates aspiring to the ranks of soldieatiegy must be
sure to have fulfilled the following conditions Hye time they have
reached 4th character level:

¢ Class Requirements3rd-level legate/1st-level fighter.

« Skills: Intimidate 1 rank, Ride 2 ranks.

« Feats:Weapon Focus (longsword), Sword-bound Astirax.

¢ Domain: Destruction or War.




e Special: Must have taken, or be able to take, the Power

Attack feat. Chaotic characters will rarely be stdd¢
except as expendable shock or terror troops.

Of course, it is possible to join the ranks of sioddier legates at
a higher character level; these are the bare mimisrin game terms
of what it is considered acceptable for a lessgatketo be allowed
to join the ranks of the soldier legates.

Once the ranks of the soldier legates are joinkd, doldier
legate then normally takes fighter levels untilhas gained Weapon
Specialization (longsword), and then he alterndiesveen the
legate and fighter classes while keeping the twassds
approximately equal in level.

Ranks of the soldier legates are as follows (NB:salldier
legates are officers).

e Soldier legate.

e Legate captain.

e Legate major.

* Legate high captain.

* Legate general.

Soldier legate ranks are outside the previouslytioead temple
legate hierarchy, but it should be noted that itaie that even a
greater legate would challenge a legate generasarthe general
had lost favor with Jahzir. The role of the soldmgates generally
places them outside the jurisdiction of the tempggates, although
permanent barracks within the range of a corith ld/qulace the
soldier legates under the command of the rankimgpke legate
unless they are specifically required for militatyties (although a
legate high captain will generally treat a tempbgate with
contempt, unless that temple legate is also a grdefjate; legate
generals generally do as they please, regardlegge qfower of the
presiding temple legate).

Itinerant Legates

While the temple legates represent the spiritual samporal
power of the Shadow, and the soldier legates reptébe Shadow’s
raw military might, the various itinerant sects negent the
Shadow’s more subtle powers, although it could dreectly argued
that the bone legates are not renowned for théitety.

Bone legates

Castigator legates

The requisites for a character to become a castitggate are:

« Class Requirements5th-level or higher legate.

¢ Skills: Knowledge: religion 8 ranks, Intimidate 8 ranks,

Sense Motive 2 ranks.

¢ Domain: Destruction.

¢ Spells: character must be able to castestow cursepell.

Another small sect, the castigator legates areezhby Zardrix
or lzrador to smite the Shadow’s enemies; this icatude other
legates. The castigators fall outside the normaéranchy
completely. They move only at the command of IzradoNight
King or a greater legate of this sect. While préoepegates are
feared for their ability to root out traitors, batilers and the
slothful, it is the castigators who are chosen assels of the
Shadow’s wrath.

Despite this power, castigator legates are geneigtiored by
the soldier legates (after all, an officer backedoy junior officers
and a squad of soldiers is difficult to simply midate) and also by
the bone legates (they are nearly mad and areagidikely to
destroy, and then animate, the castigator legateeifvhim so takes
them); this rankles the castigator legates, tothayleast. Temple
and theurgist legates, however, tremble when dgeast legate is
reported to be en route. The relationship withptexeptor legates is
complementary, so relationships between these tewtssare
generally good.

Che preceptor legate

The preceptor legates are the favored of Sunufdir role is
to spread the dogma of Shadow, to proselytize amdigt, and to
identify those wavering in faith or lacking in djénce for
deliverance to the castigator legates once theepteclegates have
uncovered all that they need to know.

Sunulael (or Izrador himself) is the only one whaynappoint
legates to this sect, and his requirements are high

« Class Requirements9th-level or higher legate.

e Skills: Bluff 3 ranks, Diplomacy 6 ranks, Intimidate 6 rank

Knowledge: religion 12 ranks, Sense Motive 6 ranks.
¢ Domain: Evil.
The preceptor legates are the highest rankingeo&#tts. Even

The Fell are one of the Shadow's most insidious anthe most junior preceptor legate (bearing in mimat this sect only

demoralizing creations, and thus one of the mdettfe. The bone
legates are members of a little-known sect thatdearEredane,
seeking corpses and animating these as Fell. Toleiis to spread
terror, fear and disease, although they typicaipain unnoticed.

e Class Requirements5th-level legate.

» Skills: Knowledge: religion 8 ranks.

chooses those who have distinguished themselvssrinice to the
Shadow) outranks any temple legate who is notalgeeater legate.
There are only two ranks in this sect: preceptgate and arch-
preceptor legate, the latter requiring legates toeast 13th level
with at least 16 ranks in Knowledge: religion.

It is rare for a preceptor legate to take levelany class other

« Feats: Enhanced Astirax Companion: Possess Undeatflan legate, although the greater legate prestigsscis also

Extra Turning.

* Domain: Death.

e Spells:the character must be able to cast animate dead.

Bone legates are also permitted to take levels @nméler,
although they are required to make Necromancyitseschool that
they choose. Those that continue on this path mdlinetimes
approach the theurgist legates for initiation astitadepts so that
their channeler powers are not weakened by thepcesof a corith.
This also means that the bone legates maintaimasually friendly
relationship with their theurgist legate colleaguasited in part for
their disdain for the soldier legates and the uneef orcs, but more
importantly for their more scholarly and collegiataditions.

Bone legates are generally somewhat less than kiemarchy
and ranks mean little to this sect; until a borgate is accepted into
the exalted ranks of the greater legates, no formialarchy is
employed. Bone legates are typically wanderers dteh dnermits
who reside in small groups near ancient cemetenigsattiefields.
The bone legates also represent the second snsaletstf the Order
of Shadow, representing five percent of the totahber.

A O\,

acceptable. Preceptor legates often travel incogaithough their
disguise rarely lasts as they simply carry theneselwith such
power and authority that it is very difficult fong to see them and
not realize what they are.

All of the other sects, including the soldier lezmtare afraid of
the preceptors. The appearance of a preceptorgivill any other
legate who is not a greater legate heart palpitaticand perhaps
even if he is one. Sometimes the appearance afeptor legate is
a fairly innocuous event: they come only to teatie fatest
revelation of the Shadow or to communicate somesagesfrom the
Night Kings, but other times they come with mysias purposes
and then leave after torturing and hanging bandsotdiers and
lesser legates, all in the name of keeping the 1OadeShadow
“pure.”

They are the smallest of the sects, barely reaahiegpercent of
the total number of the Order of the Shadow, buhufael's
sponsorship means that their influence is far greéttan mere
numbers would indicate.

NN



Che theurgist legate

The requirements for joining this sect are:

« Class Requirements5th-level or higher legate.

e Skills: Knowledge (Arcana) 8 ranks, Spellcraft 8 ranks.

* Feats:any item creation or metamagic feat, Magecraft.

« Domain: Magic.

* Spells: the character must be able to castdmspel magic

spell.

Theurgist legates are fairly common. They are dgates with
responsibility for creating the black mirrors innjanction with the
Shadow’s greater astiraxes. Magic is their passind,the preceptor
legates keep a close eye on them for this reasmnoften it is
magic, and not Izrador, that gains their greatesbtion.

Besides creating (and sometimes repairing) zordrediriths,
theurgist legates are often the ones dispatcheidviestigate and
then drain away the power of any power nexus thdbcated by
astirax patrols. They also manufacture any magimst needed by
the Order of Shadow.

This sect is surprisingly collegiate and scholarlgternal
internecine rivalries are rare and indeed frowngani nevertheless,
this sect is completely devoted to evil. Many ie tect also take
levels in channeler so as to better understandhdiiere of magic,
and some take levels in the corith adept prestigescso as to be
able to function within the range of a black mirror

Changing Sects

Many legates will change the sect to which theyhglover the
course of their lifetimes. Of course, the primasgue is being
selected to join a sect, and there is but one dtherd and fast
rule”: no preceptor legate may leave the preceletgate sect and
live, by order of Sunulael.

Rburutanma,
Che fFell Ringdom

The dark, humid heart of the Aruun is redolent witicked
spirits and malign forces. In the corrupt and vatdaeart of the
Aruun, where the trees hang with the sickly sweeking
deathchoke vine and the dank tresses of succuhirsimoss and
poison chigonga flowers beckon like open, crimsaumds, there is
a land where the dead rule.

Khurutania is like a hidden canker within the juegl The
Danisil would gladly be rid of it, but cannot mustbe necessary
forces on their own, being pressed by orcs fromribtheast and
the demons from within. To them, Khurutania is &eottainted
thorn in their sides, one that must be endured iirtan be seared
clean. For its part, Khurutania is careful not toyoke the elves by
being too rapacious or appearing too threatenimg, keeps its
dealings with the Shadow secret.

Distory

In the later years of the Third Age, the eyes efWitch-Queen
were abroad in Eredane, futilely trying to stavé tbke spies and
emissaries of the Shadow that wove their dark tre®ughout
Eredane, and seldom turned to examine her own donifathey
had, she would have seen a terrible massacre gretighery of the
forests. A small town of danisil and caransil, edlRowanbond, lay
due west of Cambrial and within the boughs of Enetliawas ruled
by a wise and powerful sorceress called LaupherghefEbon
Tresses. One morning it was attacked by savageSaraaidersl.
The horsemen came down with fire arrows and shimiedekus,
burning the outlying houses and riding among thepje as they
fled to the defensive grove walls. Lauphera couwtl lmear to lock
her people out to die, as she was kindhearted teédspi sagacity, so

the vine bridges were left lowered and the raidartered easily.
Rowanbond was put to sword and flame, pillaged apgd and
butchered. The screams of the dying and the sheentity of

carnage unleashed reacted with an artifact poskdsseauphera,
called the Deathstone, triggering a sinkhole ofilier magic. A

necromantic conflux formed, and the majority of tteevnsfolk

clawed back to a grim semblance of life, a wailirgyenous mass
of Fell. Lauphera herself became a stronger anckrr@rible form

of undead, and with her charm, authority and magic, brougiler

to the Fell. All that was good and kind had beeoused from her
soul by becoming undead.

By her command, they migrated west, climbing intoadpine
valley of the Arunath mountains. On the journeeyttkidnapped
two entire villages of their kin, using them as alking herd of
food. In the valley, they began to build a city ofithe very stone of
the mountainsides by Lauphera's command. Khroweadt called, a
word meaning, in jungle mouth, 'necropolis'. Prouiag herself the
Eternal Queen of the Fell in this place, she narnied valley-
kingdom Khu Rutaan Gral, the Place of The Ruling Deader
time, the name reformed to Khurutania.

For years, the Fell survived by thinning their omumbers and
sending out raiding parties to kidnap other elvesfeast upon.
Queen Lauphera devised a careful schedule of fgedirsuring that
selected Fell retained their intelligence whileesthwere allowed to
degenerate into less demanding slaves. The ungra allowed to
eat just often enough to retain their wits but ee¥er ravenous; by
promising extra meat to those who pleased her, hewpensured
their loyalty and that they would struggle to penfiodeeds in her
name.

In the last hundred years, Khurutania's fortunege hgreatly
improved. Not only have they been able to becomeendaring in
their raids since the Fall of the Shadow, as tesehre concerned
with their defense from external forces, and theappearance of
families or villages is explicable as the actiortted enemy, but the
Fell have acquired a cheap, rapidly renewing soofdéeesh meat.

Orcs

A battalion of orcs was captured during the LastiBats they
fought into the heart of the forest. Dragged to sbathern parts of
the valley, the Fell began to farm the orcs. Dwrabeklf-sufficient,
large and meaty, orcs provide an incredibly goagte® of food for
the Fell. These creatures are truly wretched, ebgnorcish
standards; defanged at birth, forced to feed marplants than the
flesh they prefer, treated as beasts, they havel into a near-
animal state, barely able to harness their innatguage talent
enough to speak to each other and watched bysirgleards for any
signs of escape or rebellidn.

In the last decade, another change has occurragbheaa's
long-time consort, a warrior named Zintel, was rslan an elf-
hunting raid. For a time Lauphera pined for het lose, until her
attraction was captured by a visitor. An Erenlangeman, able to
walk unscathed through the army of faengral thabtqmted
Khurutania, came to Khrove, bearing rich gifts analgical secrets.
After a time they became lovers, and Chalisha wataded as a
subordinate Quech.

Population and Social
Geography

8,956 creatures

¢ Lauphera the Eternal Queen

¢ Chalisha, Queen Consort

¢ The Council (10 ungral, six danisil, three caramsitd an
orc, 3rd-7th level, aristocrats, experts, chanseland
fighters).

¢ Royal Guards (20 faengral, various humans, elvesoars]
fighter 2/defender 2).




The Ungral (1,254 ungral of all races, mainly @aféen,
hunters and overseers of the orcish cattle).

The Faengral (3,670 faengral of all races, maiolgisrs,
laborers and slave drivers).

The Maelgral (4,000+ maelgral of all races, maialyorers
and cannon-fodder).

The Cattle (6,000+ slaves, mostly orcs with a smathber
of elves and humans).

The Fell of Khurutania are very much unlike thodeother
lands. They take pride in their appearance, thealngsing delicate
cloths, jewelry and potent perfumes to decoratenigdves. Almost
all of them are mummified, as well; organs remowadn enriched
with preservatives and stitched up, they are leghgaunt-looking,
but far from being as hideous as most undead, @ebping eerie
and unsettling. Current fashions are for miraniles saris and
robes, with long braided hair decorated with ivooynbs®

The faengral are less vain, but take steps to niaémselves
look fearsome, with tattoos, scars and decoratisnsh as animal
claws and fangs thrust through their bodies. Madlgbeing
scarcely more intelligent than magically createdead, wear only
decaying rags, and care nothing for their appeasaewen if they
are falling apart.

Upper-level Fell society is marked by conspicuoaisstimption
and lavish displays of power and decadence.

Pbysical Geograpby

The Fell kingdom stretches 160 miles, clinging & train-
shadowed side of the Arunath Mountains. In the Isotite slopes
are perforated by shallow, verdant valleys and basfksub-alpine
plain that serve as home for the orcish cattle péhsch of the
faengral army is stationed here, prepared to dehlslave uprisings
and raising the orcs for sustenance. The mountiasre bare, but
the valleys full of rich jungle plants more commpiibund on the
humid western side of the mountains.

Moving north, the mountains become steeper and audde and
there is a vast cleft through them, the Path of Raén Serpent,
diving from north to south. Long rope bridges sftaa gap, a misty
valley as sharp as an axe-blow in the stone. Khitsedf overlooks
the Path of the Rain Serpent. Outside of the vatleyundergrowth
tend towards tussock and hardy, colorless flowgirdng the area
around Khrove a desiccated look that contrasts thi#Hush gardens
within.

The northern reaches are gentle cliffs that giveg warolling,
descending foothills, and are dotted with villagest are home to

most of the ungral who do not call Khrove home,nglowith
numerous faengral. Here warm, fetid, moist air How off the
Druid's Swamp, making it the wettest part of Khanid, and
causing stagnant ponds to flourish.

Che Slave Pens

A more concentrated place of misery is difficult itnagine.
Even the halfling slave camps of Erenland are glafework, but
here sentient beings are reduced to walking foddrd$ wooden
palisades mark off huge square enclosures wherelongber in a
stupor, while smaller, isolated pens and cages halffings, elves
and humans. Filth is omnipresent, along with thd, dsluggish
wailing of the trapped slaves. Sickness is raraydwver, as the
keepers cull the unhealthy before they become tiiigs.

Intruders here are bound to find themselves outmueth and
shortly after being captured and placed in a bregdr butchering
pen for the inevitable slaughter and feast.

Patb of the Rain Serpent

This lush valley connects the biospheres of theitiwmest with
the arid eastern Arunath Mountains. Climate difféeds keep it
constantly moist and rich, with thick mist clingitg great trees.
The flowers are fragrant and colorful, home to titnge frogs,
humming birds, butterflies and bees. Several unifirels of
paradise are native to this valley alone.

The only blots upon the beautiful terrain are threell
fortifications. There are two small watchtowéisne on each side of
the valley, that guard 5,000-year-old steps cud the valley walls
by ancient fey-elves. These are kept carefullycase the bridges
are destroyed by war or weather. The third fodificn is a thick
walled redoubt built into the cliffs, guarding aegecave. This
cavern is home to a sleeping jungle spirit, a nt@jefeathered
serpent that once ruled the skies of this area.i@aubf the fact it
might awaken, Lauphera had some of her strongestons posted
here to delay it should it do so.

Rbrove

Set amidst gardens of dead weeds, the toweringkyploity of
Khrove squats watchfully over the Rain Serpent Walles layout is
square, with a low, pillared wall around the outskand a stepped
pyramid-palace at its heart. The entire area iedavwut of dark
brown stone dragged from higher up the Arunath pedkcorated
by lighter brown panels and carvings marked wittdeep red
pigment.

Khrove is home to over 800 ungral and many morades and
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Rburutanma’s DM Notes

1. Normally, the Whisper protects elves from attackshsas this, giving them warning of their foes andymenting spells
concealment and defense. This is part of theecof the Deathstone: it silences the Whisper iheand the elves had not taken adeq
measures to compensate for this loss, such asgastire scouts and way watchers.

2. The Deathstone also acted as a sort of phylad#ioying Lauphera to become a lich.

3. These orcs suffer an additionalint, Wis and Cha, and lack some of the innateesgion of their species. They also tend to
more body fat, and taste quite good with a whiteebase.

4. In many lands, such a Sapphic relationshquld cause much scandal. Among the Fell, howewsth shings are irrelevant;
passions but hunger seem subdued, the spirit d@melvilling, and the flesh is weak. Of more concénthe council is th@ueel
dallying with a mortal foreigner of unknown provit.

5. Derived from some population mechanics that loakeout right.

6. Lower-class ungrals—the craftsmen and other baisgendead—suffer half of any attractivenessed penalties the GM assi
to Fell in social interactions. Upper-class ungratlse queen, council and administrators—suffer noajig, so well madesp ant
decorated are they. This does not include attemptirpass themselves off as living beings, as Wesceration and preseation leave
them more undead-looking than most ‘normal’ ungral.

7. The watchtowers are 15' tall, circular in desigaher pillar-like, and made of ochyellow stone. A wide round platform sits |
the top of the tower, without covering or railsgds accessed by ladder.
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maelgral who serve as a garrison and labor forog,tan mention
who care for the trains of cattle lead up form Hoathern slave
pens. The outer areas of the city contain the lutshgrounds,
horrible gore-soaked courtyards with metal grakeg sluice down
into the catacomb-sewers. The city is planned orceatric squares;
closer in, the homes of the fell grow more and nmreate as their
residents increase in affluence and favor: nedinespalace live the
architects, councilors, generals and great artigfisile slightly

further out are cloth makers, masons, carpentetso#irer artisans.
There are even homes set aside to house the verynartal guests
who are not eaten on sight.

While Khrove has theatres, arenas, galleries amted#alls,
visitors will find it lacks places to eat or drinkven in their homes,
the ungral do not set aside areas for meals; flestonsumed as
soon as it is doled out, fresh off the carcassallysin public. The
sole exception is the queen's dining hall, whem@sti carnal feasts
are held regularly to reward her most favored stibje

Hdventure Seeds

While traveling in the Druid's Swamp or the Arutime PCs
are ambushed by a band of faengral and ungral tsjri@o
attack with nets, clubs and, if necessary,
applications of stupefying poisons (to which these a

¢ Every sentient being that dies within a 1-mile vadof the
Deathstone causes it to gain a point of a spemiad bf spell
energy. This spell energy evaporates at 1 pointipgr

e The SE can be used to cast any necromantic sgelidfder
knows without expending her own reserves, on afonre-
one basis.

« Any creature that dies within 1 mile of the arttfaaffers a -
1 to Will saves to resist returning as a Fell feery point of
SE in the Deathstone. For example, if the Deatleston
currently holds 9 SE, any creature dying nearbfessif9 to
the Will save. The point the artifact gains frorattiereature
dying does not count towards this penalty.

e The Whisper is dimmed within 5 miles, increasing C
of the Wisdom check by 5. Also, it can perceive dodess
in this area; this has no formal rules, but shdgdkept in
mind by the GM.

Che Borsha

Izrador is evil, but while that is as true as tha & bright, he is
not the source of all that is evil. In the depthé\emadar an ancient

generowil has awakened, one that was not yet discoveneel that those

upon the island are still unprepared for.

immune). The PCs are disarmed and taken to the pens, Once, they were a proud race, glorious in theiravadow their
where they meet the wretched, cowering cattle & thglory is gone, and all that is left is a corruptioitheir pride. From

sentient races. Under the hungry eyes of theirocapthe
PCs must devise an escape plan before greed ovesdbme
Fell's prudence and loyalty.

e The PCs are sent to find an ally of the elves. Awgvn the
vicinity of his home, they find it pillaged, withighs of
abduction and struggle. Trackers will be able titofo the
kidnappers without too much difficulty, until thesee the
slopes of the Arunath, where the stench of thousasfd
cattle is almost visible. They must attempt to fileeir ally,
and possibly the countless other slaves.

« In order to fight a powerful demon lord who is makia
grab for power within the Aruun, the PCs must séekaid

the depths of Asmadar white creatures, barely hoidam its
appearance, have come; what they want or why tideythose who
approach them is yet to be known.

The truth about the horsha, as they are callechéyrthabitants
of the island, is yet to be discovered, but thepteof Asmadar
have learned that they are tied to the very ruifighe island,
especially those that are underground, and thgtateea mysterious
and powerful lot. Through little study, and posgilohore rumors
and tales than anything else, word is quickly sgirea that they
were cursed; death was for them denied, and thels svould never
rest, but yet they would not live, for their bodigsuld not benefit
from the warmth of a heart and blood.

of a good-hearted being called the Rain Serpent. The Through centuries they have accepted their fatecémturies

entrance to its lair is within the valley that bmies hame.

The lair is sealed, however, and guarded by a baind
maelgral ogres lead by a fanatical danisil faengeaahed

Eshouka. They will not attack unless provoked, aaste

orders not to pursue, but will adamantly refusketdhe PCs
enter unless they have a royal dispensation. Ther&$

present themselves to the court, and beg the qfmen
permission to visit the Rain Serpent.

e Acquiring the queen's favor is an adventure bylfitse
Supplicants will suffer grisly tests of loyalty antlst make
many offers of gifts and obeisance. They will béjsated
to conditions that may prove lethal to mortals laue
harmless to fell, such as sleeping in quarters dtilbffal,
enduring showers of dirty, cold water, and suffgrin
subsequent exposure to the night's chill. Findhg, queen
will demand they partake in one of her feasts. HeeePCs
will discover if they have the stomach for stilekding,
fresh orc meat.

Che Deathstone

A glistening orb of perfectly polished ebon stottee size of
man’s fist, is held by a claw-like silver settir@ily darkness swirls
over its surface, sucking the warmth from the air.

« Anyone holding the Deathstone suffers a negatiwelle
which never goes away unless the artifact is retkgthis
cannot be cured byestoration for instance), and never
causes permanent level loss.

they have lied restless in the ruins of their farmgkory. But with
time came madness, and as they watched the yesspand felt
nothing but cold hands and cruel fates they tuthed own curses
into a curse of the very world they dwell within.

They learned of powerful energies that could beldeid, the
energy of magic, but their dead and frail bodieseweot able to
channel that energy with precision and safety, lsy theeded to
channel it through something. It was centuries teetbey learned
that they needed the lost warmth, and to storthét,power of the
earth itself would suffice.

To the surface they came. The sunlight burned tigirs and
blinded their eyes: too long they had been awamnfig and too
deep could it wound them, so they stalked at nigharching for
creatures that still lived, that had the warmthytbece lost. They
take them to their ancient ruins, and through adyaritual marked
by pain and sorrow to the victim, the living creatuthey take the
beating heart out of it and fuse it within a gem.

That gem is their source of power and the way teirth
knowledge. Through it they want to rebuild theivilization, for
they are now searching for a way to get rid of thairse by
channeling the warmth to their own bodies and mikdsatever the
truth may be, they need blood, and they want life.

Many among the Asmadarin lorekeepers have recdrgbn
abducted, and some wonder if the horsha would adbbking for
specific knowledge that would have escaped theasmr Perhaps
they search for a way to end their curse, for susath evil beings
must be cursed, perhaps by Izrador himself?




Hn Hdventure Background

All began three years ago, on a moonless nigtd, tdack-sailed
ship discreetly disembarked three cloaked figurasaodeserted
beach of Asmadar. These were actually a band ofihuegates of
the Order of Fear (basically, they are an unsanetiogroup of
legates who work for their own ends to promote theires in the
eyes of Izrador). They had come for a special pgepthey knew of
the secret of the ruins of Asmadar.

They knew they were the tombs of the Last Onespray-|
forgotten race of elthedar. This ancient people H&hppeared
before the Sundering, and there was a good reasonenknew who
they were: it was forbidden to research or invesgéigthat topic.
They quickly faded into history, then legend, tmething more. All
that remained were the tales of the horsha, "thigewH in ancient
elthedar language.

Distant cousins of the Darguul, they had bannedvafiship of
the Old Gods, and had become dark clerics of eitles (including
Izrador, though they called him a different naméhat time, and he
was only a deity among others). Unlike the priedtdbon-Sul, who
only summoned demons in order to study them anttrbdestroy
them, the horsha were an order of evil incarnate mled upon the
island through the use of treachery, poison andonegncy. Their
familiars were devils, and they used black magierguime they
could, just to get a firmer grip on their enslagedvants.

Actually, just before the Sundering, their powerswareatening
all of the elthedar kingdoms. Most of them hadia#d a form of
immortality under a special guise, as their skirs wanslucent and
pale, almost glowing in the dark. They would agemare, as in
truth they were undead.

Then the Sundering came.

At the beginning, it was a titanic battle of lighgainst darkness,
reflecting the heavenly battle that took place leetvthe Old Gods
and lIzrador's host. It lasted for two years, anthatend, when the
Dark Veil descended upon the skies, nearly evargtbin Aryth was
destroyed. At this time, the elthedar people whisking that the
Old Gods had punished them for their erratic bedrawll had taken
to hiding, except the arrogant horsha, who knewnithe Sundering
began, that their evil gods were fighting the Olold§, and that they
would eventually win. So they waited for their rediaas faithful
servants. Instead, they were crushed in a rainetéaonites (lzrador
has a grim sense of humor and does not like oppitic
sycophants).

The horsha were severely weakened with the cominth®
Veil, as their magic was a divine one, and they ldtonot
communicate with any other evil gods but IzradondAthis god
needed every bit of power in order to recover fitamcelestial fall.
So he turned his back upon them and left them &r thorrow.
Soon, their former slaves rebelled and tried tardgshem. They
were killed, and their bodies buried in their paklcruins, which

This serves the Order of Fear's plans: soon, tipalption will
be begging for help against these creatures. Tgegde will kill a
few a creatures, just to show they have this poWeey will then
tell people that Izrador loves them, and that et ks emissaries to
help them. All they have to do in return is pray hém in
gratefulness. And thus their sub-order will gainren@ower and
influence. Of course, they will keep a few horsifianly to justify
the need for their presence.

In 20 years, they think, the island's populatiofi & on their
side. Then they will show them the true face oédlor.

Important Considerations

Just learning the truth will be the scope of a caigmp. The PCs
will quickly learn that they alone cannot defeattsypowerful and
influential foes as the Order of Fear. But they vaéllentually
discover that the continent's legates do not kndwhis "secret
operation," and if they knew, they would strongigapprove, for
two reasons:

1. Horsha are undead and Sunulael does not want amgbae
than himself to be granted the right to experimemta
new form of unlife;

2. This operation was led without widespread knowledgd
disrupts Jahzir's plans, as it does not take intmant his
agenda of operations in the conquest of the sautheds.
Jahzir hates when an invasion is made without remd
informed of it, and with no coordination with hisvio
troops.

All the PCs need to do is identify the Three, gatbeidence
against them, and denounce them to the Order ofd®hand/or
Jahzir. They will be executed, and the Asmadariiishave a short
delay before being invaded.

Playing the Dorsha

It would be interesting to provide ways for PCs ¢tually "talk"
with the horsha; perhaps they are captured and dotdleature’s
origins and agenda before it steals their souls Waduld make them
not just another monster, but rather underlineftloe that they are
sentient, clever beings. Maybe have them tell t8e that they are
compelled to steal their souls and that the proaéssot be painful
for them... or that it is really not personal, khey cannot do
otherwise in order to "feed" on the PC's warmthislonly even
scarier to be confronted by a villain who shows passion and is
sad to commit evil acts.

A horsha "NPC" would really love to talk to a knoddgable
character (maybe one from the Chandrahaal) abouthise," the
point being to make the horsha ambiguous villains.

Such suggestions aim to make encounters with horsha

memorable and not "just another monster to be.5lain

were then blocked with boulders, and guarded withst and arcane The PBorsbha

glyphs. Inside their tombs they came back to fiée,such was the
power of their enchantments. But they were trappeitle, with
eternity to scream their anger.

Thousands of years passed, and the horror of sighies was
such that none dared explore their ruins. Thosevibw tried were
killed by the traps. All of this would change thrgears ago.

The horsha are a race of cursed creatures thata#te times
before the Sundering. They are mysterious and enitheir minds
twisted by the many years they have endured thesec Horsha
usually are of the channeler class, although fightad rogues are
not unheard of; in any case, the horsha’s featst rhaseither
spellcasting, metamagic or item creation feats; dloies not apply to

The Order of Fear somehow happened to know abceit theats that must be drawn from a specific list, @ligh if any of the

horsha, and decided to claim these creatures fir ttwn ends.
They explored their ruins and disarmed their trapey erased the
magical glyphs. They would free the horsha.

Their plan is simple: in their captivity, the hoasfigured a way
to restore their former power without having to ypta Izrador
(which they are now a bit reluctant to do). Theyado absorb a
living human soul, which they place inside a diachofhe stone is
used as a magical battery with which they fuelrtispiells. Soon,
rumors would fly of pale night creatures that woaltduct people
for unknown purposes, thus sowing terror in thertseaf the
Asmadarins.

AN\

above mentioned is included in the list it musttéleen before any
other feat.

Porsba Racial Craits
e +4 Wisdom, +2 Intelligence, -2 Strength, -2 Constition:
The horsha are wise and cunning, but their cursetdraed
their bodies into decaying vessels of their owmitspi

¢ Medium: As Medium creatures, horsha have no special

bonuses or penalties due to their size.
¢ Horsha base land speed is 30 feet.
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e Darkvision: Horsha can see in the dark up to 60 feet.

Darkvision is black and white only, but it is othese like
normal sight, and horsha can function just finehwio light
at all.

« Magecraft feat: A horsha gains the magecraft feat for free
at first level, but it does not gain any spell @yeidespite its
ability score.

e Vulnerability to sunlight: A horsha takes 1 point of
Constitution damage for every hour it is exposesutalight,
and it dies if its Constitution score reaches 0. tLos
Constitution points are recovered at the rate ot qvery
24-hour period spent underground or otherwise steslt
from the sun.

« Light sensitivity: Horsha suffer a -1 penalty on attack rolls
in bright sunlight or within the radius ofdaylightspell.

* Lost spark of magic: Horsha gain no spell points or ability
to cast spells regardless of their class, thougi till learn

rebuked.

Death in life: Immunity to all mind-affecting effects
(charms, compulsions, phantasms, patterns, and lenora
effects) and to poison, sleep effects, paralysisnring,
disease, and death effects. In addition, a horgsa mot
breathe, eat, or sleep, and is immune to fatigud an
exhaustion effects. The curse of the horsha hangirem
some of the undead traits while denying them thalspf
life.

Turn resistance: A horsha is less easily affected by the turn
special ability; as a result, when resolving a tuabuke or
bolster attempt, add half the horsha’s HD to deigem
whether it is affected or not by the attempt; rotiraattions
up. Note that horsha cannot be commanded or destray a
result of the turn undead special ability, regassllef their
HD.

spells. They cannot gain spell points or spellslpeel by
any means other than taking the Heart of the Livésy and e arguu

performing the ritual described in it.
Lost spark of life: Although they are not exactly undead, aho
horsha is considered so for all spells and eff@dtis means hin
that a horsha suffers damage framure spells and heals

Until now the dwarves have found but ruins and blphat
wcase logic-defying and ancient powers, ruirgs glyphs that
t at the existence of secrets that could predaém the elthedar

> themselves. Whether they were wise or fortunatiilsunknown,

but the dwarves have turned to their lorekeepergvary new
discovery of ruins, giving them time to study themd preventing
any more disturbances until they would be sureetlvasuld be safe.

damage frominflict spells. In addition, a horsha is
unaffected by spells that restore life to the stthjand can
be turned as an undead, although it cannot beogestror

Peart of the Living (Item Creation)

gem of high value.
which made time turn the horshas’ minds into caed@nd twisted complexes of morality and reaspd,the gift of magic.

during a night of full moon or any unique everkelan eclipse or platay alignment. During the ritual the horsha mastrice a living
humanoid capable of reasoning and moral choiceréyidg the heart of the creature out of its chest@lacing it into a pte and perfe
gem of value equal to at least 500 vp. The drgwf the heart is a coup de grace on the subjeet;to the energies and powers drav
the ritual, the Fortitude save made to resist thepale grace has its DC increased by 5+1 for eveviqus attempt madé#.the subjec
fails the save the horatdraws its heart out of the body while it is stiihscious; if it passes the save the horsha retrstthe attem)
until the victim fails. If the victim ever dies die the damage sustained without failing the stheeritual is lost and the horshaffers ¢
points of ability damage to all his ability scor&his damage is recovered at the rate of 1 pointag.

with the beating heart. After this is done theaitis complete, and the gem, now called heart efliting, can be used faasting an
storing arcane energies.

spell resistance equal to 10 + the horsha’s HDecdrlawn into the gem; spells that fail grant togken a spell point resge equal to tk
amount spent by the caster or the modified speéllesed to cast it, in éhcase of legates. A single gem can store a nuofbgpel
points equal to 5 times the sacrificed creaturels Bhd loses points at the rate of 1 point per week empty. Upon crd@on a gem he
half its maximum amount of spell energy; any spekry in excess of the amount the gem can store is dvatedy lost without an
other effect.

gem still retains its intrinsiealue, and some people might see such a gem as eormmodity, further increasing its value. In aage,
horsha can have only one active heart of the ligem at a time, although some are known to cagymasted gems as tropkito the|
own dedication to the breaking of the curse.

of the gem. This can be performed by using the gammeedure described abovedagrants the gem a number of spell points eqt
half the creature’s HD.

spell it wishes to cast, and its HD must beado twice the spell level minus one. A hearthd living gem has hardness equal to !
for every 100 vp value of the gem, and a numbénitoboints equal to its maximum spell energy cafyadny damage sustaideby the
gem also lowers its maximum spell energy capacity.

You are capable of using the essence of the liamijthe earth to store and channel magical energies
Prerequisites: Knowledge of at least one spell, must be one efitrsha and perform a ritual involvingiéing humanoid and o1

Benefit: Since the casting of their curse the horsha haea benied two of the greatest gifts a god coulddvesthe gift of life

To cast spells a horsha must perform a ritual wherbonds his own soul to his denied gifts; thgunes the realizationf a ritua

After drawing the heart of the subject of the ritaat of its chest, the horsha places it insideghm by merely touchinthe gen

The heart of the living gem is a vessel of arcamergy. Every spell cast upon a horsha whaies one such gem must overcor

An empty heart of the living gem has forever ldstgower and is utterly useless, being unable teeheed for another ual. The

Another method of granting the gem spell pointhéssacrifice of additional living beings that waujualify for the crean proces

The spells cast through the gem are those knovthébfiorsha, and the horsha’s Wis score must bd &xj8+ the spell leveof the

Normal: The horsha, although able to learn spells, arblerta cast them due to the lack of spell energy tave.
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Sometimes, that never happens.

Around the ruins of the masters of the dark magieatds of
great power are often found, glyphs and runes ¢hanate power
and give birth to rumors and, through time, myffise myths and
tales have turned many good dwarves into studehtheo dark
masters’ lore, which has given birth to even mates. This is how
the Riddle of the Darguul, as it is known, was bdmased on
obsession, madness and unclear events in thedftt®se devoted
to it study.

The myths, however, do not lack a source of aweraystery;
this is mostly true for the tale of an old and deted student of the
riddle, who, it is said, was able of make use & kimowledge he
gained through many years of devotion and createdusing and
intriguing machines, machines that seemed to wotkeé realms of
the magical and the mundane. The designs of th@imacowever,
have been related to those of the ruins themseb®sf a small
portion of the lost knowledge of the Darguul waageld into the
minds of their creators.

The most debated and obscure of the myths, howsvenge that
a few lorekeepers insist in telling. It tells howg@up of creatures
made out of stone, clay, steel and gems have ndroht of the
Kaladruns and fought side by side with the overwleal in the
Battle of Three Kingdoms. Whatever their origing\tlieparted as
soon as the Battle ended, into the heart of the mowsand through
them, a path none could follow as it closed beltiren.

In the most remote depths of the Kaladruns, howeseme
degree of truth in myths and legends told to scaillren can be
found. Hidden deep in the heart of Eredane liesetbimg that even
the deepest of the dwarven holdfasts has yet & facsociety that
has been able to endure even the cold and dark béahe
mountains with the sheer use of magic and knowledge

imprisoned Darguul have turned against one anothemnjng their
own treachery and fear against each other.

As time passed they knew that they would have toiwe, and
using their epic wizardry they managed to preséneenselves far
beneath the surface. The elthedar and the othes @cAryth were
now free of their threat and, as time passed, theglul and the
memory of their evil faded into history, the ruio§the crumbled
empire the only thing that would keep their existeralive in
memory, until the Sundering.

In the deepest recesses of the earth, howevededeendants of
the Darguul have endured and survived. Thousandgeafs of
isolation combined with purposeful magical modifioas have
allowed them to adapt fully to life underground.

Hn Hdventure Background

After the many years of isolation the Darguul flgasaw it
come to an end: the magical seals that protecteid uinderground
kingdom for so long were accidentally breached lgaan of Idenor
miners. Free from their magical prison, the Dargmade use of
their talents and evil to slowly infiltrate the yiand abduct its
citizens. The captured dwarves were turned inteeslaand the city
was sacked. After the fall, the Darguul retreatedkbinto their
underworld and concealed the operation with maggesls and
powerful illusions.

Through their prisoners, the Darguul learned ofphesence of
Izrador in Aryth and decided that they should shrthemselves in
secrecy for the time being. They will not stay quleowever, and
are preparing to conquer as many dwarven holdéssthey can, in
order to gather the miners and smiths they needufiply their
expansion politic and prepare the spells they rteedive life to

Arcane wielders of unimaginable powers and unmatcheheir army of constructs.

vileness are the true masters of the dark sodfety dwells below,
worshippers of a dark and ancient faith that habeng forgotten
by even the most wise and old creatures on thaaeirivet there are
others who follow their lead and hold powers thiéva them to
meld with earth and stone, leaping out of it agaiihe unaware, and
still others who blend in with their surroundingsdamove with
uncanny speed and lethal stealth.

Che Birth of the Raddle

Long before the Sundering, there existed a kingdbmountain
dwellers, distant cousins to the elthedar themselvdidhey were
capable wizards, and have wielded magic beyond demies that
were never surpassed before. With their powers lilaeg been able
to give life to statues made out of rock, earthtainand gems, and
create more than one item of magical power.

For all their knowledge, they were evil at heaggldng the
domination of all others, they captured anyone tleuld and
experimented on them with spells, sometimes crgamiire lines of
monstrosities, some of which became the currentewmatld
monsters. Their evil knew no limit, as they hun@own other
creatures and places of power and used them toehtreir powers
into twisted and cruel spells, which made theirsgr&ven more
crushing.

These were the Darguul, the masters of the dard,tlrough
their raw power and evil minds they reigned upaa world as the
undisputed masters of evil and corruption. Theeelén, however,
would never allow the evil ways of the Darguul teechrow the
world, so a war was waged between them.

The war endured for many years before some unknmovwer
made the Darguul be silent; no more of their eykls and
creations made their way to the surface world. Piukglyphs and
wards were found in some passages of the undergrofirthe
Kaladrun Mountains. Their famous spell mines, hosvewere
never found; all that was known was that they wedeeply
encroached in the mountains. With the sealing,dikeriented and

Having always been a proud race, the Darguul tutineid backs
on the gods long ago for having been marked andlynea
exterminated. They fear Izrador has not yet fosgotheir treachery
to the gods, and would turn all his armies agatimstn should their
presence be exposed. For this reason they mustipegand grow in
power before they can stand against his armies.

Although they have exterminated most of thosedrsjtsome of
these fled and joined forces with the elthedar hie tvar, and
colonized the surface of the mountains after it. & time passed
their lineage was mixed with the elthedar, andltedun the current
dwarves, which the Darguul see both as heirs totrmchery of
their own kind and weaklings.

The Darguul noticed some similarities between thewly
acquired slaves and their own race, making mangiesguthat
ultimately led to the uncovering of a part of theivn history.

A group of Darguul traitors that stood against firactice of
magic and technological experiments in the remats pere once
exterminated, and their very existence was wipeamfrmost
records. The few survivors that fled found a safeem among the
elthedar, establishing communities with them; ewalhy those
communities gave birth to the race known as dwarves

This knowledge made the Darguul look at the dwaraes
nothing more than heirs of a treacherous past aaklngs, whose
existence is both a defiance to the Darguul soeirtyculture.

Darguul Socicety

The Darguul have a strong sense of competitiorh) eatividual
is chaotic by nature, yet their society is veryeavhg and almost
tyrannical. They all dream to one day be free (amgbse their will
on others) by becoming members of the ruling cdunthis
explains why they keep spending their time perfagnmagical
research rather than killing each other. Howevkeytstill love
intrigue, manipulation and slander. Their motto “®nly success
matters, not the means to achieve it.” This sumshgpDarguul
philosophy.
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The Darguul are organized in a strict caste systdighest is
the ruling council, called the Council of Sorcenhavhas the right
of life and death over all others. They are onlgvaéd this position
through demonstration of magical power, usuallyiegpdn either
the candidate’s or a current member’s death. Eo¢résonly gained
through the destruction of one of the current memkigach one of
the members has designed a specific ritual thattgtam access to
psionic abilities. The Darguul only value succefslure is not
acceptable, and death is most often preferred. iShésproud race
indeed. The twist is that success is the requirénikit is gained
through treachery, it does not matter. Membershef €ouncil of
Sorcery always wear black robes and distinctivelgolnecklaces
with a gem pendant, which happens to be a very galhapellgem.

Under the Council of Sorcery are trusted individualho are
members of elite forces called the Guard: they railéia, secret
police and army mixed into one single corps, defemdheir kin
against the underworld monsters. They are traditiprthosen from
the Council members’ apprentices or trusted seryvanis are oath-
bound to protect them. Unless they are certain uccessfully
replace their masters, they usually are very ltyahem. They form
a militia armed with wands ahagic missilesor fireballs or such,
and make sure peace is kept in the dark caverrieeoDarguul.
They are also always on the lookout for traitorowkould wish to
strike against the Council of Sorcery or its memb#rshey hear
that someone wishes to challenge a master to daisdat in the
Council, they will try and assassinate him (remembaty success
matters), or ally with him if they feel he is magpewerful than a
current master. They finally are the ones in chafggefending the
Darguul caverns against external threats: monstetsels, and
strangers. It is important to note that they aeedhly ones (except
the Council members) who can decide who is a traadtwho is
not. They wear elaborate uniforms of synthetic rebes, and
prominently show their wands for further intimidati

Below the Guard are the "standard" Darguul: wizastisome
power, alchemists, golem makers, engineers, etfAhese work
hard to improve their lot in existence and gaineascto a higher
caste, eventually leading to a position on the CibwfcSorcery.
And for that, they all develop new magic, spelld afot to achieve
their goals.

Below these are their apprentices or assistantsy iMoek hard
to become full-fledged sorcerers or engineers aath gome
measure of freedom. This is usually achieved inwags: either by
killing or ridiculing their masters, or forcing theto grant them
freedom, through blackmail, treachery or the foreecbgnition of
their work’s worth.

Below these are the children, the weak-willed, priss and
other social deviants. They are granted no rigitsept that they
cannot be killed without justification (this is wdly only expected
after they are killed, however).

Strangers, slaves or other races are not consigegdof the
caste system and can be killed on sight by any iRérgith no
explanation or justification.

The Darguul have no true economic system, only stegy of
bartering that does not work for material goods taiher as an
exchange of favors. For example, knowledge, sootaler, and
magical ingredients can all be traded to some éxten

Darguul Cechnology & Magic

As powerful as their magic can be, it should beeddhat most
of the powerful tricks of the Darguul are linked tlweir creator;
when he dies or is slain, all of his creations tallthe ground
lifeless, and the spell effects he created arestiesh

Every Darguul wears a magical iron crown that addwm to
understand any other tongue and grants some cHailities; this is
most useful for communication with the slave raeesl when
dealing with "experiments" that went out of control

The caverns of the Darguul are the shelter fomtbst powerful
power nexus in Aryth, for they are the pulsatingaae heart of the

world. These places are callegellmines and infuse the Darguul
caverns with magic that pervades even the thinitaglf. The

Darguul have learned to tap their powers for theiagical

constructs. Each spellmine produces magical germsad wo fuel

different items. In game terms, all Darguul itente aonsidered
charge items. This is not a problem as long as theyain in the

Darguul caves, which are vibrant with magic (they'tineed to be
recharged there). Once outside of the caverns, Venwehey

become "charge" items. Roll 3d10 for the numberhafrges; once
emptied, these must have their spellgem changédsk oeturned to
the Darguul caves in order to work again. The gpetis worn by
the members of the Council of Sorcery are unique almiv their

wearers to double their spell energy and constafuity all the

magic items they wear or hold.

Due to the ambient magic caused by the proximitythaf
spellmines, all spells cast in the Darguul caves st as if their
caster’'s level were +2. The Darguul have exploiteid unique
feature of their environment to develop several heands of magic
and of technology, often mixing both.

This has resulted in a common, daily use of golenwst of the
time as "robots" used as assistants for their éxgeits. There are
also guard golems that protect the entrance to thies. They also
have created a transportation network using magiegons, each
one being bound for a specific destination avadaisl a rail system.
In addition, independent chariots exist that areedr by specific
golems.

The Darguul are also experts at creature buildirsing magic,
they create genetic monstrosities, mixing creatu@gether to
obtain strange results. The masters of Izradoeeding pits would
be fascinated by their work.

The Darguul have also developed their knowledgeéiofogy,
especially the study of underworld viruses. Theyehtbng toyed
with the creation of diseases, but lately havealisced symbioses
that are used to provide spell energy bonuses,l@onses, and so
on. It is not possible for an individual to have mnahan one
symbiosis at a time. This represents sort of a cahgi
nanotechnology, and looks very promising.

Rather than trusting their notes to old tomes, thegDul have
created a central consciousness which they use steampunk
computer network. It is made from the collectedinwaof the
deceased Darguul, particularly from the defeatednbezs of the
Council of Sorcery. Each individual researcher gaiosess to the
magical equivalent of modern-day data storage aodegsing. Such
“flesh computers” usually use a specific slave a®raninal. For
accessing the central data, the sorcerer just lggaysstructions in
front of the slave (whose brain is connected tocégtral network).
The slave tells him (as if in a trance) the dataobwined from the
central network. It is to be noted that the Dargonly share the
knowledge from dead masters and researchers, anadt rare for
them to try and abduct their rivals’ slaves in aorde practice
brainwashing rituals that will allow them accesshteir memory. Of
course it is a grim prospect to become such a slave

Finally, the Darguul have some interest in alchemlyich they
have turned into modern chemistry; this involveseegch into
explosives, medicine, synthetic textiles, and albrts of
hallucinogenic drugs, both mundane and magicalodgin their
researches, the Darguul know the secrets of matignso
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Baden’s Bluff, Arc of Obares, 99 Last Age

A missive to Brother Teros,

“Brother, the lying bastards haven't been able toiae
with your package yet, they say they can't do angthand
we are almost at their mercy, our supplies are algming
low, but luckily we will be striking at one of the rsiges
tonight.”

New Derbs

Herbalism rules in 2nd Edition are not as detadsdhey used
to be in the previous one, but even then therdéimes we may want
to use herbs as story tools and not merely as maidenefits, for
these moments a number of herbs are detailed béheiw,statistics
use the herbalism rules as a base and follow oh defscription,
seasons they can be found, rarity and how theyeasmployed.

These herbs can easily be used in any game, inguadiy game
that uses the more detailed rules of the 1st ed#ktting book or
the ones that employ the 2nd edition minimalisgipraach.

Hloia Leaf

SeasonAll

Rarity: Medium

Applied: Gnaw Root, Smoked

Open Use:lllegal

Aloia leaf is the leaf found on the Ancestor Treethe Forest of
the Sahi. It is a blue-green color, almost perjectiund, and 20
inches in diameter. Unlike the bark of the trebs,leaves are rough,
spined, and firm. Aloia leaf is prepared by a l&ygiprocess,
spanning several days. For an aloia leaf to beesséally used, the
plant cannot be exposed to sunlight throughoupiigparation. On
the first day, the herbalist must roll the leabimatlong tube and bind
it with a soft twine or ribbon. The leaf is therapéd on a warm
hearth (not hot) and left until first light the ieday. On the second
day, the leaf will have hardened, its texture aedsity that of a
smooth stone. The leaf is then unrolled, which igesy difficult
task, as the leaf is now near solid. Once unroltee, herbalist
spreads sasti berry paste along the surface (tffieceuthat will be
inward once re-rolled). Then, the leaf is re-rolt placed on the
hearth until the following first light. The thirdagt will decide the
plant's fate—a smoking leaf, or a gnaw root. Forokimg, the
herbalist grinds the leaf into powder, and seails & container. Any
air that leaks into the container ruins the pipkelEar gnaw root, the
leaf is submerged in water, and then boiled oveotsfire until the
water is gone. The leaf will be left as a near-erybstick, tasting
bitter and dry.

Uses

Gnaw Root: The gnaw root is very volatile. The green liquid
that oozes from the stick enters the system veigktyu After 5
rounds have passed, the user gains incredible enasebrdination,
strength, and speed: +2 Str, +2 Dex, and +4 termpdria points.
The bonus lasts for 1 hour. As with sasti berriles,effect wears on
the user’s body, and results in a fatigue penalgrwit has run its
course.

Smoked: Pipe-smoked aloia leaf grants the user relaxadiwoh
focus of mind, giving him a +2 circumstance bormuslit Will saves
and a +2 circumstance bonus to all Craft and Prioesskill
checks.

Balma

Season:Summer

Rarity: Medium

Applied: Salve only

Open Use:Legal

Balma is a fairly common weed found in the tall gess of
Cotrea, a village approximately 100 miles southedsBaden’s
Bluff. It is light green in color with large, palnivaped leaves. The
leaves end in sharp prickles, so many herbalistar vggoves to
extract the plant. Balma is a very useful plantréating cuts, both
minor and major. The plant is heated over hot stdioe several
hours until near brittle. When brittle, the herbtaitekes the leaf and
crushes it into a cloth or bandage. The bandagppsed directly to
the wound and left for one full day.

Uses

Salves: Balma salves heal 1 point of wound damage, and
increase natural healing rate by 2 points. For @@na 1lst-level
fighter would heal 3 hp per day.

Bark of the Ancestor Crees

Season:All

Rarity: Very Rare

Applied: Salve, Ingested, Smoked

Open Use:lllegal

This herb is harvested from the rare Ancestor Tieeated in
the Forest of the Sahi. As the trees are exceediage, the bark
that can be harvested is equally rare. This ‘hedni be very potent
when concocted by a master herbalist. Its maingaeps in the aid
of dying or sick individuals; however, it can alse used to extract
sickness and dying in others. The bark is a saft,wery durable
dark brown that smells of wet pine. A salve is el much in the
same way as balma, but the time of heating is manger. For
optimum use of the bark, 4 days of heating is negliat a low
temperature (small fires work the best). Ingested,bark is set to
boil with fresh water, and a sprinkle of south cooms grass. It is
served as a tea. Smoked bark is prepared muclathe way as the
salve, and the bark is ground into a blocky powders then
smoked either through a pipe or via wrapped leaves.

Uses

Salve: The salve is the least common form of applicatian.
salve simply removes exterior diseases upon apigica-boils,
warts, even leprosy. The salve is worn until treedse is expunged;
the more serious the disease, the longer it is woommon diseases
usually require 2 days of constant application; enlethal diseases
require as long as one month.

Ingested: Boiled as a tea, the bark is filtered out alonchwiite
grass after completion. This tea is odorless asig$eof a fine green
tea, leaving no aftertaste. There are two formthisftea, and only a
master herbalist should attempt to make either @m= form is a
healing potion, which shortens the boiling timestially. Timing




is absolutely critical to assuring success, anddavg disaster. A
healing tea instantly cures minor diseases, sutheasommon cold,
flu, pneumonia, and diarrhea, by cleaning out tlelybsystem
completely. This can happen in a number of fashiand herbalists
are recommended to inform those in their care efdide effects.
The second form is a deadly poison. A master histlralst boil the
tea for two shiftings of the sun to ensure the @oits complete.
Once served, the recipient must make two Fortitsaees against
poison (DC 16). The primary effect is 2d6 Con damé#ge,second
is paralysis for 2d6 hours.

Smoked: Ancestor bark smoked is a rare delicacy. It imaath
wood taste, and has the fine aroma of a summer feamfi does
have one side-effect, however, and any who havesththe bark
are familiar with it. One Fortitude save is reqdirghen smoking
(DC 11); if failed, the recipient is considered dhzklany speak of
the hallucinogenic properties ancestor bark hag,there are many
tales of visions enjoyed at the expense of thik.bar

Black Moss

Season:Winter

Rarity: Very High

Applied: Salve

Open Use:lllegal

Black moss is found in the coldest time of wintendegth the
roots of pine trees. It is, as the name suggespitch-black moss,
speckled very lightly with tiny white dots, barelisible to the eye.
Black moss has a foul stench when harvested, sordwvleat it can
daze the strongest man (Fortitude save DC 11, onamseated).
Black moss is used on the most serious of woundshéialing
properties are unmatched. To properly prepare bladss, an
herbalist must ensure that it is kept moist unpipleed. Then, the
white specks must be cut out one by one, until n@meain. To
leave the white specks is folly, as they would éhfdne wound in a
matter of hours, and kill the recipient not longeaf This requires
the skill of a master herbalist, as there are nsoecks, and each is
tiny. Then, the moss can be applied directly to wwund, and
fastened by a clean bandage. The recipient musbfbstrong
constitution, for as the black moss heals, it disons.

Uses

Salve: When applied, the moss works almost instantangpusl

removing 10 points of wound damage. It continuebeal 2 points
wound damage every hour thereafter, until removed.herbalist

usually oversees this process for if it is left foo long, the moss
can kill the user. For every hour the moss isdeftit drains 1 point
of Strength (temporary). If the recipient is rediite O Strength, his
muscles atrophy, and the drain becomes permarembved only

by a lesser restoration spell.

firewash Musbrooms

Season:Spring/Summer/Early Fall

Rarity: Medium

Applied: Ingested

Open Use:lllegal

The firewash mushroom is a large-headed, brighared|
fungus. Its stem is always a pale white, but thedhie an array of
colors that vary from plant to plant. The name cerfrem their
origin, as firewash mushrooms only grow after ae$brfire. An
easily used herb, the recipient simply ingestsntiushroom whole;
no preparation is necessary. The extraction angebtof the plant
present difficulty. Firewash mushrooms almost alsvagyow near
the hazmahal viper plant, a predatory vine thateidremely
venomous. Those that wish to extract the mushroomst rfirst
bypass the viper, as the viper itself protectsniushrooms fiercely.
Many do not understand the reason the viper dogediomany
speculate that the mushrooms are the source ofiplee’s venom,
and the relationship is symbiotic. A viper plantaaks by lashing

Vine +2 Melee (1d2 plus poison), 4 hp, AC
|| Special Attacks: viper poison (Fort DC 12, 188

| primary, 1d3 Str secondary).

The viper poison may also be harvested, a

i| has the same properties as listed above. It ideq |
| through injury only.

out with thin vines that are covered in thorns. Ti@ns hold potent
venom, and when they break skin, they inject ibittte victim.

Viper plants can be bypassed either through kiltimg plant, or by
using firewash mushroom juices as perfume (thedatiethod is
known only to very experienced herbalists [ProfassDC 20]).

Firewash mushrooms are essentially flavorless,ngaa hint of dry

dirt as aftertaste, and grant the imbiber clarftthought and insight
into interaction with others.

Uses

Ingested: Firewash mushrooms grant the imbiber +2 to all
Charisma-based social skills and +2 to all Knowledki#l checks
until the mushroom runs its course, after two pagsiof the sun (8
hours). However, the mushroom leaves the mind fogayl
unreceptive after the body has absorbed it, andrthiber suffers -2
to Wisdom for one passing of the sun (4 hours).

Porcha Root

Season:Summer

Rarity: Low

Applied: Ingested only

Open Use:Legal

The horcha root is found on the outer edges ofHhemahal
Wood, near the town of Cotrea, approximately 10@sngdoutheast
of Baden’s BIuff. It is a yellow root, lightly spe@d with orange
flecks. The leaves are almost always a golden-brihah is easily
found amongst the dark green grasses in whichatvgr Horcha
root is very useful in relieving sore and upsetrgtohs caused by
undercooked or rotten food. Horcha root is boiledvater until the
root itself turns a brownish color, then the liqui served as a
beverage.

Uses

Ingested: Horcha tea removes 2 points of poisoning contdacte
by foul foods. This includes intentional poisonimgweaker poison
(Fortitude save DC 12 or lower).

Polti Sugars

SeasonFall

Rarity: High

Applied: Ingested only

Open Use:Legal, under review

Polti sugars are harvested from the polti plantare flower
found within the Hazmahal Wood, near the village @dtrea,
approximately 100 miles southeast of Baden’s Blufffe lower has
beautiful blue-splashed violet petals that protrdiden a central
stalk. The flower is very small, only one inch hidput the roots run
very deep. Polti flowers are almost always foundwgng in the
moss of very old pine trees. The sugar is founth& dark green
roots, and is very difficult to extract. A very pige slit must be
made at the base of a root. If the slit is toodatfge root dies and
shrivels instantly. If the slit is made properlysidver liquid drips
from the root, enough to fill a thimble (each pdiiwer has roughly




4 main roots). The liquid is then processed throhght, carefully ‘ » Cost: Must be masterwork, +20 vp per Ib. of base weight.

applied by the herbalist. When all but a granulagedstance + ltem Types: Metal armor, metal or wooden shields, wooden

remains, the polti sugar is complete. Polti sugavdary sweet, and weapons.

can make any meal taste fantastic. « Effects on Armor: Spell failure -10%, ACP -2, max Dex
+1, armor weight reduced one category, to a mininafm

Uses light (heavy to medium, medium to light).

Ingested: Polti sugars are perhaps the Cotrean villagers' ¢ Effects on Shields:Spell failure -5%, ACP -2, shield size
greatest secret. One pinch of polti sugar is enougimake its reduced one category for purposes of shield bashing
effects known. The sugar is used only in despesbeimstances. minimum of light (one-handed to light).

When ingested, the sugar takes roughly 1 minuted@@ds) to take e Effects on Weapons:+1 bonus to damage. 75% cost, time,
effect. The recipient gains the Run feat during ghgar’s duration and resources to be enchanted.

of effect; in addition, he can run as fast as he wahout growing

tired. Once the sugar has run its course, howevénrtitude save Fomewood

(DC 19) is required. Failure results in instant ursmousness. A It is a sad, sad event when one of the great homewees of

successful save negates the unconscious side;dffgctegardless, the Caraheen dies. And vet, in this sadness, a gyahn be found

the user is exhausted. as the seeds are taken from the once-great tresedinto the earth,
preparing for new life to come. The remains of tinee are

Sasti Berries reverently crafted into small items and given dtsdy the former
residents of the particular homewood; these itearsycwith them

Season:Summer/Fall .

Rarity: Low some of the hope of life to come.

Applied: Ingested (paste) * Hardness:5. ,

Open Use:lllegal e Hit _Ponnts: 9 per inch of thickness.

Sasti Berries are a bright orange, red-seeded bewnyd all +  Weight: 75%. _
around the village of Cotrea, approximately 100 si#eutheast of + Cost: +10 vp per Ib. of base weight.
Baden’s Bluff. They grow in large bunches, and thebiself is * Item Types: Any wooden item, usually ornaments or
roughly the size of an adult's fingernail. Plumpcy, but extremely trinkets.
bitter, the sasti berry is edible, but not enjogalblerbalists use this « Effects: Any elf wielding or wearing a homewood item
berry as a way to empower their people. The sastyhs collected close to him gains a +1 morale bonus to all saves.

in the summer or fall, and ground in a pestle utgitexture is that
of a gooey paste. The paste is then soaked inggadtk for one  Jcewood

passing of the sun, and then ground once agairstore pestle. A This northern wood has a blue-white color and isegxionally
favored form of ingestion is on bread, or takenaighit, but strong, flexible, and light.
sprinkled with sugar. The taste is awful, and tftertaste worse, « Hardness:5.

leaving the mouth dry and sore. « Hit Points: 10 per inch of thickness.

¢ Weight: 50%.

Uses ¢ Cost: Must be masterwork, +20 vp per Ib. of base weight.
Ingested (paste):The paste has two properties. The firstis a Iltem Types: Wooden weapons; standard, composite, or

sense effect: the recipient gains +4 to Spot, histeearch, and mighty bows.

Move Silently checks for one passing of the surh¢irs). The . Effects: +1 attack (including bows, as the springy wood

second effect is a bonus to reactions; the redigams a +2 bonus imparts terrific force to projectiles); 50% cosime, and

to initiative. The accelerated state affects thdybadversely, and resources required to be enchanted.

when the berry has run its course, it leaves thsopetired and
weak. The user suffers from fatigued penalties| uasting a full
night. Metals

SPQCial Matm’ials Mi‘lt'zrs’alpecial material follows the description givam the

The following rules present new and alternate ritesspecial MIDNIGHT Campaign Setting sourcebook.
materials in a MNIGHT game. They are meant to take the place of * Hardness:15.

the standard rules and present greater benefita th@se.  Hit Points: 30 per inch of thickness.

Additionally statistics for new types of materiae given, as well *  Weight: 50%.

as brief descriptions on their role and appeardocease of use we e Cost: Must be masterwork, light armor/shield +1000 vp,

have divided the materials by category. medium +4000 vp, heavy +9000 vp, other +500 vp/Ib.

* Item Types: Metal weapons, metal armor.

«Ioods » Effects on Armor and Shields:Spell failure -10%, ACP -3,
max Dex +2, weight or size reduced one categona to
minimum of light.

Darkwood « Effects on Weapons:+2 enhancement bonus to attacks, +2

Usually found only near nature-attuned nexusekvazod trees initiative.

are tall and strong, their roots drinking deephaf magical energies
of Aryth. The wood is a deep, blackish-green, amaedibly hard. Hwnmaithral
Elves often use beautifully carved and cured piedetarkwood as

a replacement for metal in weapons, armor, and soats. of Mother Moon's gift was planted near the clankolaf the
i Hfirdnfess:S. ) ) dwarves, and in time, orcs have managed to accuiminute
* HitPoints: 10 per inch of thickness. quantity. Since the treason of the Black Blood dwsnrewever,
*  Weight: 75%. the Shadow has managed to mine far more of thislmend by

As rare as mithral is, there is an even less contyea. Not all

: ._. - : '__. _ - "._:.._.‘N- .
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New Weapons
Simple Weapons Cost Dmg (S) Dmg (M)
Light Melee Weapons
Grace knife 2vp 1d3 1d4
Orcish rot stick 15 vp 1d2 1d3
Martial Weapons Cost Dmg (S) Dmg (M)
Two-Handed Melee Weapons
Oruk Great Vardatch 100 ¥p —2 —2
Exotic Weapons Cost Dmg (S) Dmg (M)
One-Handed Melee Weapons
Sharisil Disc Shield 500 vp 1d3 1d4
Slaver’s Whiﬁ 15 vp 1d7 or 1d4 1d4 or 1d6

2 This weapon is made for large-sized wielders dolythat size it deals 3d6

4 This damage is nonlethal.

! This weapon also puts the target at risk of cortraxa disease, see the weapon description for nmboemation.

% This weapon can be used in two ways, the firsy isgplying the whip, the second by using the hatudégttack; it cannot be used as a double weapon

Crit Range Weli Type
x3 — 1lb. Piercing

x2 — 1 lb. Bludgeoning
Crit Range Waght Type
x3 — 35 Ib? Slashing

Crit Range Welg Type

19-20/x3 30ft. 15Ib. Slashing and Piercing
X2 15 ft. 2 |b. Slashing or Bludgeonir?g

points of damage. Caostaeight listed is for large size.

exposing it to the unholy energies of I1zradoraih e corrupted into
awnmithral, or dark mithral. This processes resint# becoming
dark and covered in an oily luster, which burns iothtes the flesh
of living beings. It is a vital component in thenstruction of
zordrafin coriths, though only a tiny amount isuiegd.

Hardness: 15.

Hit Points: 30 per inch of thickness.

Weight: 50%.

Cost: Must be masterwork, light armor/shield +1000 vp
medium +4000 vp, heavy +9000 vp, other +500 vp/Ib.
Item Types: Metal weapons, metal armor.

Effects on Armor and Shields:Spell failure -10%, ACP -3,
max Dex +2, weight or size reduced one categona to
minimum of light.

initiative, +1 (light), +d4 (one-handed), +d6 (thwanded)
acid damage.

Cold Iron

Aryth's cold iron is not the mystical substancecdbgd in the
Core Rules 3.5. Instead, it refers to cold-forgea;ithat is, metal
that has not been annealed, tempered, or otheowesty heated. It
is instead crafted by slow, repetitive beating hachmering.

Statistics for cold iron are as iron, except whevted below.
Cost: +5%, as it is more time-consuming and difficult o
blacksmith not to rely on his forge.

Leathers, Dides, and fabrics
Dragonbide

Hardness: 10.

Hit Points: 10 per inch of thickness.

Weight: Standard.

Cost: +550 vp per Ib.

Iltem Types: Armors (hide, scale, banded, breastplate, half-
full plate) or shields.

Effects: Energy resistance 5 or +4 to certain saves, basede
breath weapon(s) of the dragon it was made froms(tla young
adult or younger dragon grants a single bonusisotyipe, while an
adult or older grants two). For instance, dragoatagmor from a
dragon with line of lightning and cone of energyaidr breath

Effects on Weapons:+2 enhancement bonus to attacks, +2

weapons would grant electricity resistance 5 andter4ave vs.
energy drain. Also, it grants a +1 natural armanusoto the wielder
per 4 points of armor bonus.

Rentaal

Halflings are well known as the masters of leatradtc and
kentaal is the near-sacred perfection of this@nty the finest, best-
tanned leathers are used; these are carefully wovign metal
threads to increase strength, and the pieces ane spa cunning
way that reduces the mass of material needed witheasing the
protection over vital areas. Kentaal armor andhitgt has a lacy,
beautiful cut to it, but is no less strong for it.
Hardness: 1.
Hit Points: 5 per inch of thickness.
Weight: 90%.
Cost: Must be masterwork, +15 vp per Ib.
Iltem Types: Leather armor and clothing.
Effects: 25% fortification.

Leafweave

Made from broad forest leaves that have been tewii¢h
potions and magic to be as strong as leather, &afev armor
appears to be made of interlaced, overlapping feaselored the
rich green of summer or the golden-red of autumn.

Hardness:0.

Hit Points: 5 per inch of thickness.

Weight: Standard.

Cost: +100 vp.

Item Types: Leather armor and clothing.

Effects: Spell failure -5%, max Dex +1.

New (eapons

frace Rmife

It is laughable to think such a weapon is assotiatgh orcs,
but sometimes a weapon is needed to put an enemnyade, or
meal quickly out of its misery. The grace knifaisrude spike with
a handle, though some are bladed dirks employethénsame
manner.
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New Hrmors

Armor Cost

Armor/ Shield Maximum

Bonus Dex Bonus Check Penalty Failure Chance (30ft.) (20 ft.)
Light Armor
! Orcish Plate 250 vp 45 +3 -4 25% 30 ft. 20 ft. 25 Ib.
!
Shields
Sharisil Disc Shield 500 vp +1 — -2 15% — = 15 Ib.

! The bonus is reduced to +2 only when taking imtooant attacks from the back.

Armor Arcane Spell Speed

Weight

Orcish Rot Stick

This is actually a toy for orcish children. Manycish boys
living in the settlements near the inland sea ik these sticks to
sharpen combat skills and heighten their immunéesys The rot
stick is actually the dried body of a sea anem@res dry the body
while poking holes in it, and hollow it out whileneothing a handle.
Once dry it is filled with fecal matter. Not onlypdhe young enjoy
the squishy sounds of impact, the elders enjoyatiethat the weak
are culled very quickly by disease.

Targets hit by an orcish rot stick must make a Bave (DC 7)
or contract a random disease. To determine theashseontracted,
roll 1d6 on the chart below.

die roll Disease

1  Hepatitis.

2 Tetanus.

3 DIC (disseminated intravascular coagulation
massive thrombosis postfection that induce
spontaneous bleeding. Character is affected
damaged by a wounding weapon.

4 Plague.

5-6 No disease is contract:

Oruk Great Vardatch

This large two-handed spiked and serrated cleavarsword is
wielded primarily by the oruks of Izrador’s eliter€es. One edge is
serrated as a vardatch, but the tip is spiked th b@ections, and
the grip allows for continuous horizontal or angldshes that are
surprisingly fast for such a large weapon. The hsg&eping
slashes lend themselves well to Cleave-style attack

Slaver's Whip

This weapon appears to be a whip with a long haadi a
leather loop. The slaver's whip follows the samdesufor the
standard whip weapon, except where noted here.

The handle is used as a goad and as a club, ardofhean be
used to wrap around the hand, helping prevent tle&dar's being
disarmed: this effectively grants the user a +5usoon disarm
checks to avoid being disarmed, or as a nooseanb &ff a slave.
Some slaver’s whips have a knife hidden in the land

Statistics: Exotic class, one-handed melee weapon, cost 15
damage (whip) 1d2 nonlethal (small)/1d3 nonlethadedium),
damage (handle) 1d4 (small)/1d6 (medium), critixzal weight 2
Ibs., type slashing, reach (whip) 15 ft.

New Hrmors
Orcish Plate

This armor is the heaviest issued to orc soldibu, like the
vardatch they carry it is crude. The front of thmar is plate and
the back is leather; this is done to both save atenals and not to
impede the orc's movement, but still provides heanotection. If
attacked from the back the armor bonus is reduze@} something
the elves are very aware of.

Sharisil Disc Shield

These small spiked metal shields fit on the foremmd are
mounted with a special device called a disc laundhe trigger for
which is a wrist action. This weapon was specidigigned for the
Sharisil. The discs it fires are about 4 inchesdiameter and
surrounded by small razor-sharp teeth that cututjitoarmor and
flesh with ease. The shield only holds one disz tane, but another
can easily be reloaded as a move equivalent acfitie. disc
projectiles ignore the armor class bonus providgdityy nonmetal
armor (or the first 3 points of natural armor ib@ast).

New Covenant Items

Mirail’'s Embrace

This cedeku was created by Sharil in honor to higher Mirail
and his marriage to a beautiful woman whose narsebban lost in
time. It is said the blade resembled a lady’s heamdl had an edge so
sharp that it could cut anything even with the fgstttouch. The
truth behind the blade, however, is that Sharietbthe woman his
brother was to marry, and so created the blade avitare gift: the
fingernails of a demon given by its own will.

As the years went by, Sharil’s love strengthenebis®rother’s
health waned. At his love’s side he watched his twather slowly
die, until he could not wait anymore. One nightwedked into his
brother’s room and took the blade, raising it ie thark, and as he
struck the bed once, he heard a scream, a womaits.v

v Turning the body and watching in horror, Sharil dai& love
I?/ing there, lifeless, in her eyes a look of sorramd unequaled
pain. He ran away from the sight, leaving the blaeleind, unaware
of the weak grasp that held it.

Sharil was killed not long after. He could not rgoize his own
brother, for he seemed corrupted beyond wordsstig and will
lost to the demon housed in the blade, havingH@strue love by
his own brother’s hand.

From that day on the blade gained a dark taintiendarvings
matched the dangerous and blood-red fingernaitkeofiemon. It is




said the blade returns to its gentle appearanceeviee the blad
feeds on another innocent soul, keeping that appearuntil the crafted of bone hewn from the very plains leop&at Liam killed

The Leopard Sword is a masterwork cedeku, and amellh is
dawn of a new day. on that day long ago. It is also said that the dolaed and blue
leather thongs which are wrapped about the handlehe tanned
hide of that same leopard. A tuft of leopard fung from a tassel

Mtrcul s €mbrace Abilities by Level

1st level: The blade can emit a bloody red light once pe
day: regular illumination to a 30-foot radius, astthdowy
illumination extending up to 60 feet. Mimicking Shahe
night he entered his brother’'s bedroom, the wielafethe
blade gains a +2 profane bonus to Climb and Jumgkshe

« 3rd level: The wielder of the blade regains hit points at an
increased rate, effectively doubling all hit poihtsaled. Due
to the blade’s curse, however, the wielder of tlzelé does
not regain any ability score damage while carnimg blade
and for one week after that, the curse of Miralil kbgering
upon the blade, causing all who wield it to shascfdie.

e b5th level: The blade gains a +1 enhancement bonus. In
addition, the wielder's profane bonus to Climb anang
checks increases to +4.

< 8th level: The blade manifests its true nature, becoming an
unholy weapon that deals +2d6 to all good creatitreis.

The blade also counts as an evil weapon for pugpos$e
bypassing damage reduction. Any good-aligned credhat
carries the blade gains one negative level.

e 11th level: The blade gives the wielder the gift of darkness,
allowing him free use of the Scent feat, and alsoihg his
hands into demonic claws. The claws lack any pakta
be used as weapons, but they increase the protames lio
Climb and Jump skill checks to +8.

e 14th level: The blade enhancement bonus improves to +2
and the wielder’s hit point healing rate is tripkee normal
rate. The curse of Mirail now embraces the charactea
deeper extent, giving him a -4 penalty to all savesle to
resist poison or diseases. If the character is inemto
poison or disease by any means he loses the imynuwhite
carrying the blade and for a week after partinghwit
otherwise he suffers no penalty to the saves madesist
poisons and diseases.

e 18th level: Upon scoring a critical hit the cedeku emits a
soft and gentle voice that sounds like a womanise:d@nly
the target hit with it can hear the voice, suffgrthe effect
of a confusionspell for 2d4 rounds unless he makes a
successful Will save (DC 16).

Leopard Sword

The Leopard Sword was crafted near the middldnefSecond
Age, as a gift bestowed from a Sarcosan tribaldeg&athe Dornish
warrior Liam Stiofan. The Dorn had come upon a yp&arcosan
girl in the wild plains north of present-day Al Kihdvho was being
quietly stalked by one of the big plains leopards.

The story goes that despite not having a weapan widrrior
from House Stiofan tackled the leopard just as ds vpouncing.
With naught but his bare hands, he wrestled thesivasat down
before breaking its neck. With the corpse of thepéd on one
shoulder and the young girl holding his other hdredled her safely
back to the tents of her tribe, which were justrahe next hill. The
Sarcosans that saw the approaching massive Nqgptrgcked at
first, but when they saw his smile and heard thated cries of the
chieftain's daughter, and saw that she was unharthed worry
turned to relief, and then to outright gratitudéweTthankful tribal
leader insisted that the Dorn stay with them fer week, and lively
celebrations and hearty feasts were had each riighthe last eve
before the Dorn had to continue on his journey, théeftain
presented Liam with the Leopard Sword, saying theth a great
warrior should not be without a weapon in the veifdls. His
shaman/spiritual leader had worked feverishly other past few
days to create the fine blade.

pn the pommel, and the blade gleams with a pefifash.

Leopard Sword Hbilities by Level

1st level: Sight of the leopard: the possessor gains lowtligh
vision.

3rd level: Grace of the leopard: the possessor has a +4 on
Hide and Move Silently skill checks, and a +12 ddeskill
checks in tall grass and heavy undergrowth.

6th level: Claws of the leopard: +1 enhancement bonus,
Wild special ability (the possessor preserves this
enhancement bonus while in a wild shape).

9th level: Roar of the leopard: Thundering special ability
(on a critical hit the weapon roars like a leopand deals an
extra 1d8 points of sonic damage. The target mustena

DC 14 Fortitude save or be deafened permanently).

12th level: Bite of the leopard: Vicious special ability
(Deals an extra 2d6 points of damage to the opposreh

1d6 points of damage to the wielder).

15th level: Pounce of the leopard: the possessor gains the
Pounce monstrous ability (when the possessor makes
charge, he can follow with a full attack).




Baden’s Bluff, Arc of Hanud, 99 Last Age

Two men move swiftly across the docks, their faces
hidden inside dark hoods, one of them pauses aokislo
around while the other goes aboard a docked bafgetwo
of them then move below decks.

A single gnome is waiting them right a that endhaf t
small set of stairs, she hands them a single shibox, dark
as the Shadow itself and whispers.

“Theros sends you his regards.”

She then turns her back on them and locks hersstfe
her quarters, the two man leave the boat as quiaklyhey
came, merging with the darkness of the alleywayshef t
Bluff.

Glyphs

Glyphs are a new kind of magical item, requiringefal work
of the artisan. Each bears a spell, much like allsaould. A glyph
is activated by a command word and dischargespbk contained
upon the bearer of the glyph. To make a glyph #isaar must have
the Scribe Scroll feat, and make tattoos on thedvsabody for a
number of days equal to half the spell energy obshe spell used
in the glyph, paying the spell energy cost for thaell every day
during the crafting period. If an artisan is noteatn cast a spell,
either by his relevant ability score being loweartithe spell’s level
or by being of insufficient level, he cannot inberia glyph with that
spell.

The process of inscribing the glyph requires thisam to invest
his own power, paying an amount of experience poaofual to 20
per point of spell energy of the spell.

At the end of the tattooing process the artisan anak Craft
(tattooing) check with a DC equal to 10 plus douhke spell energy
spent on the crafting. If the check is succesdfaldlyph has been
successfully created; if the check fails the ch@ramay try again,
but all experience points invested in the procesdast.

Spells with expensive material components and ger@nce
point cost must have their cost paid in additiorthe costs given
above. A character does not need a nexus to ciftph, but faces
the risk of failure in the process of inscribing it

A glyph does not occupy any of the magical itemtssla
character normally has, but he is not allowed tar lmore than one
glyph at any time.

Sample Glypb
Se¢’'La Celeness Magical Glypb

These magical glyphs are used by the Se’'La Telewedsstroy
themselves utterly, ultimately evading capture. Witee glyph is
activated it instantly disintegrates the beareayileg no trace nor
remains behind.

Caster Level: 11th.

DC: 22.

Prerequisites: Scribe Scroll, Craft (tattooingRisintegrate
Market Price: 3,000 vp.

XP Cost: 120 xp.

Days to Scribe:3.

New Domains

The following are new domain options given to legatthese
are in addition to the normal choices they get, thaty are still
restricted to only two domains. Individual GMs niigliso want to
make these domains a special choice of a givenosegbup within
the order, this is encouraged, as it shows thenfesgation of the
order and how they can also be identified by thegrogranted to
them by the dark lord.

Darkness Domain

Granted Power: You gain darkvision to 30 ft., or your
darkvision is extended by 30 ft. if you already éahis ability.
Additionally, you gain the supernatural ability ®ee through
magical darkness of all kinds up to a range oft30régardless of
your darkvision range.

Darkness Domain Spells

Spell . -
Level Name and Brief Description
1 Cloak of Shadows grants concealment and hide

bonuses.
2  Darkness 20-ft. radius of supernatural shadow.
Deeper Darkness Object sheds supernatural

s shadow in 60-ft. radius.
Utterdark: Object emanates total darkness and
4 h g
stops all sounds in a 20-ft. radius.
5 Nightmare: Sends phantasmal vision to prevent
creature from resting
6 Cloak of Shadows, Greater Caster becomes
incorporeal.
7 Utterdark, Greater: Object emanates complete
darkness and stops all sounds in a 60-ft. radius.
8 Eternal Darkness: Object emanates an evil aura
that completely darkens a 60-ft. burst permanently.
9 Darkness Profane 60-ft. spread of complete

darkness damages and sickens good creatures.

Patred Domain

Granted Powers: Once per day you may choose a single
opponent against which you gain a +2 profane bamuattack rolls,
saving throws, and Armor Class for 1 minute.

Patred Domain Spells
Spell
Level

1  Doom:

2  Scare Shakens a single target.

3 Bestow Curse Places curse on object or person.

4 Song of Discord Creatures in a 2i- radius attac
each other.

Righteous Might: Your size increases, and you

gain combat bonuses.

Forbiddance: Stops all summoning and damages

creatures of different alignment that enter theare

Blasphemy Kills, paralyzes, weakens, or dazes

nonevil subjects.

Antipathy: Location or object repels creatures.

Wail of the Banshee Kills one creature/level.

Name and Brief Description

©




New Spells

Cloak of Shadows

Evocation [Darkness]

Level: Darkness 1, Leg 1
Components:V, S

Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1 minute/level (D)
Saving Throw: None

Spell ResistanceNo

The subject is surrounded by a great billowing nwsswirling
shadows which grant the subject concealment (20%s rihance)
and a +5 circumstance bonus to all Hide checks nradgdadowy
areas.

Cloak of Shadows, Greater

Transmutation [Darkness]
Level: Darkness 6
Components:V, S, DF

Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1 minute/level (D)
Saving Throw: None

Spell ResistanceNo

You enshroud yourself with a great swirling clodksbadows,
and then are seemingly absorbed by it, appearitig tmuch like a
shadow or wraith in appearance. You are treatedic@sporeal as
long as the spells last, and magical and silverpama ignore any
miss chance for being incorporeal in this way.

Darkness Profane

Evocation [Darkness, Evil]

Level: Darkness 9

Components:V, S, DF

Casting Time: 1 standard action

Range: Medium (100 ft +10 ft/level)

Area: 60-ft.-radius spread

Duration: 1 round/level

Saving Throw: Fortitude partial (see below)
Spell ResistanceNo

You hurl a blast of dark, unholy power that fill6@-ft. spread
with complete darkness and lingers in the area,ad@my good
creatures and making them sick. Creatures in the aefreffect are
allowed a Fortitude save or suffer 1d6 points ahdge per caster
level and are sickened for the duration of thelspithe save is
successful, a creature takes half the damage afpislethat round.

Evilly aligned creatures can see normally through darkness
created by this spell.

empower Hstirax Companion

Transmutation

Level: Leg 3

Components:V, S, DF

Casting Time: 1 action

Range: Touch

Target: Animal possessed by an astirax
Duration: 1 round/level or special
Saving Throw: Will negates

Spell ResistanceYes

The target animal possessed by an astirax causedditional
magic drain on its next successful attack. Therastdrains 1d4
points of spell energy more than usual on the lattac every five
levels of the caster (up to a maximum of +4d4 ah26vel). The
spell lasts until the possessed animal makes aessftd attack or
the spell duration expires.

cternal Darkness

Evocation [Darkness, Evil]

Level: Darkness 8

Components:V, S, DF

Casting Time: 24 hours

Range: Touch

Target: Object touched

Area: 60-ft.-burst radius centered on an object
Duration: Permanent

Saving Throw: None

Spell ResistanceNo

This spell causes the object touched to radiate pteim
darkness in a 60-ft. radius burst permanently.dditeoon, the area
radiates evil, is protected as pemagic circle against goodpell,
and all rebuke undead attempts made within the ameanade with
a +4 profane bonus; turn undead attempts insteffel su-4 profane
penalty.

Feed Fell

Necromancy

Level: Cha 4, Leg 4

Components:V, S, M

Casting Time: 1 minute

Range: Touch

Target: One creature with one of the Fell templates
Duration: Instantaneous

Saving Throw: Will negates (harmless)

Spell ResistanceNo

This spell provides nourishment to a single Felkature,
impeding the further decay of the subject as ifhad just fed on
warm flesh.

Material Component10 Ibs. of warm flesh from any creature
with an Intelligence score of 5 or more. Fell lartfean medium size
require greater amounts of flesh, double the garmount for every
size category the creature is larger than mediuwmte Nhat two
doubles do not equal a triple; this is an exceptiorthat rule.
Likewise, smaller Fell require half the given ambfor every size
category smaller than medium.

Freeze Water

Transmutation [Cold]

Level: Cha 2, Drd 2
Components:V, S, F

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Area: 10-ft. square/level; see text
Duration: Instantaneous

Saving Throw: None

Spell ResistanceNo

This spell makes all water in the area of effestantly become
ice. If the water has very high salinity (arcticdead sea water, for
instance), halve the area of effect. You can atetd-ft-square area
to a depth of 4 feet. Creatures on the water atithe of casting
must make a Reflex save or be caught inside theerircarea.




Creatures that are not immersed in the water babirtact with it

have a +2 bonus to their saves and are alloweddakhfree as a
full-round action (Strength check DC 10). A boatslekan 20 ft.

long on the surface is automatically trapped, andtneither be
hacked out or wait until the ice melts. Larger shipquire multiple
uses of the spell to be trapped. Creatures caugthteirarea of the
spell do not take any damage, but are exposedatddmperatures;
see Cold Dangers in the core rules.

Focus: A sphere of perfectly polished ice.

frost Bridge

Conjuration (Creation) [Cold]

Level: Cha 2, Drd 2

Components:V, S, F

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One bridge of ice 5 ft. wide, 1 in. thick, and tp10
ft/level long.

Duration: Concentration +1 round/level

Saving Throw: None

Spell ResistanceYes

You create a translucent bridge of magically stracey The
bridge must be anchored to solid objects at botisgput otherwise
can be at any angle you desire. Additionally, itsinbe continuous
and unbroken when formed. Creatures can move oiteheithout
difficulty, as it is not slippery and can hold 28. per caster level.
The bridge cannot be broken by normal means, #ritbe melted
down as normal ice would.

Focus: A flat square of polished ice.

Revert fell

Necromancy

Level: Cha 6, Leg 5

Components:V, S, M, XP

Casting Time: 1 hour

Range: Touch

Target: One creature with one of the Fell templates
Duration: Instantaneous

Saving Throw: Will negates (harmless)

Spell ResistanceNo

This horrible spell takes still-warm flesh and tegrates it into

a Fell creature, returning the Fell to a less dedastate. The subject

loses the current Fell template and regains whateveplate it had
previously, to the last decaying process.

If the subject of the spell did not have any otRel template
before the current one, the spell returns it tosta¢e it had when it
became a Fell, restoring any Intelligence lost frdm lack of
feeding as well as its original appearance.

This spell has no effect on other forms of undesn,creatures
that have not yet risen as Fell. Also, the speisdnot provide any
means of preventing any further decaying of thgestpand cannot
target a Fell creature who has failed to feed fdeast one year.

Material Component:Warm flesh from a creature with an

Intelligence score of 5 or greater; the amount addd appropriate
to the size and condition of the Fell, as notedwel

A very decayed maelgral might require an entireytoavorth
of flesh, while an ungral might only require theua@lent of a leg.
The components need not match the decayed patte dfell, nor
be from a single source. So long as there is acgrif volume of
flesh, the spell will work.

If a complete creature is sacrificed as the compoifar this
spell, that creature has a 50% chance of rising akeleton or
zombie in 1d4 days. The spell costs the casteX30

‘Utterdark

Evocation [Darkness]

Level: Darkness 4, Leg 4

Components:V, S

Casting Time: 1 standard action

Range: Touch

Target: Object touched

Area: 20-ft.-radius emanation centered on an object
Duration: 1 minute/level (D)

Saving Throw: None

Spell ResistanceNo

This spell causes the object touched to radiate pteim
darkness and stops all sound in the area. If d spdth level or
higher with the Light descriptor is used to counigerdark the
silencing effect is not countered, remaining in dnea until the spell
ends.

Utterdark, Greater

Evocation [Darkness]

Level: Darkness 7

Components:V, S

Casting Time: 1 standard action

Range: Touch

Target: Object touched

Area: 60-ft.-radius emanation centered on an object
Duration: 1 day/level (D)

Saving Throw: None

Spell ResistanceNo

This spell causes the object touched to radiate ptam
darkness and stops all sound in the area. If d epéith level or
higher with the Light descriptor is used to courgerater utterdark
the silencing effect is not countered, remaininghia area until the
spell ends.




Baden’s Bluff, Arc of Hisha, 99 Last Age
To Inquisitor Fahaad.

Congratulations on rooting out all those traitorshéar
there are few left now, and that more than one efrithas
helped in turning the others.

Because of your progress your services have been
assigned to a new ordeal on Erenhead, where a reddel ¢
has managed to avoid the High King’s troops for éhagcs
now.

The Order has also assigned me to intervene on the
Bluff and the task of stabilizing the city will bénm | will
be arriving in two weeks, you are to stop all petsiens
and stay on watch until then.

Sincerely,

Harrower Theros Azmahn.

Che Storm Crow

As the Second Age neared its end, a mystic appé¢art@ host
of the kalif of Calisham. The mystic wore the garitseof a senior
member of the Sahi and had an aura of great polter. mystic,
Salasin, came to warn the kalif of the terrible weat was coming
and the destruction it would bring to the peopleEoédane. The
kalif was not a man to be fooled by false proplwetfakirs, but he
believed the mystic or at least feared his powata$n told the
kalif that the Shadow in the North was stirring aveis reaching out
its hand to strike down those who would oppose lmiuding the
kalif. Salasin warned of assassins sent to kill laind others like
him throughout the south. Salasin provided more thiee warnings;
his predictions included when the attacks woulduocand who
would conduct them. The kalif's men uncovered salvegams of
assassins proving the strength of Salasin’s visidBalasin's
influence grew with every passing day. Sahi priestsie from the
surrounding villages and cities to meet the myatid learn from
him.

Salasin held a place of honor with the Sahi forcatrthirty
years. His predictions and interpretations of thessages from the
Riding Host helped guide the Sarcosan people throluglbattles at
the end of the Second Age and through the toughsyafter the
Shadow retreated. On a moonless evening in the 3@aof the
Third Age, Salasin gathered his closest followers #ld them that
he would soon ascend to the Riding Host. His folimi@egged him
to stay, but he told them that he would not be toshem and would
watch over his followers and the Sarcosans andmrethen he was
needed. Without another word, he rose and walked the
darkness. In the morning his followers searchecdisttrail but one
could not be found. Even the best trackers coutdind him. Many
believed that Salasin truly ascended to take bistftil place in the
host.

Many years passed and the words and deeds of i5aleeied
into legend. Sahi priests tried to emulate his hays, but none
could match the clarity of his predictions or hda messages like
he could. More than two hundred years passed b&alasin was
seen again. In the winter of 241 Third Age, anmkh, claiming to
be Salasin, appeared to the kalif of Cambrial. Tldentan was the

image of Salasin, as if he had walked out of atpajn The kalif

brought the old man to his Sahi advisors, who tekien for three

days. On the fourth day they proclaimed he waseaddihe great
mystic and teacher Salasin. The old man brougktptiedictions of
corruption, deceit, and lzrador's foul influencee tdccused high-
ranking officers and ministers of corruption anchsarting with the
Shadow. He revealed a black mirror that was higdshoutside the
city. Hidden arms caches and networks of Shadowesspiere

exposed. The old man survived at least three dnatiss attempts
as the kalif and his loyal soldiers purged the otythe Shadow’s
foul taint. As the kalif hung the last traitor, tblel man disappeared.

Over the next six hundred years, a figure callimgdelf Salasin
appeared to rulers throughout Southern Erenland. grédictions
were always dark, forever warning of the growingemsgth of the
Shadow in the North. He never spoke of prosperitgeace. While
the people honored him and valued his help, he lafsled the
Storm Crow, for where he walked there was bloodshed
destruction. The Storm Crow never stayed in an aveee then a
single arc and was rarely seen more than once gergration.
Kings, clan lords, and even the Witch Queen sowoghtthe Storm
Crow to seek his wisdom, but no trace could be fodree Storm
Crow came when needed and left after the evil had leaposed.

For six hundred years, the Storm Crow kept the Shado
influence from spreading through Sarcosan landshénlast years
before the end of the Third Age, the Storm Crow apge to the
nomadic riders in the south, telling them to prepfar the end of
the Kingdom of Erenland. He predicted the betrapél the
Sarcosans by a great warrior, a favored son, whaldvoe broken
and recast by the Shadow. His visions were daiq éor the Storm
Crow. The end was certain. He advised the nomadiersito
conserve their strength and beware the host framnibrth. The
battle would be lost, but the war might be wonribegh strength
could be preserved. The leaders were amazed wkebttiim Crow
told them not to ride north when the Shadow came,tlee
kingdom’s doom was written clearly in the stars.nyidollowed the
Storm Crow’s advice and did not ride to supportrthig at the last
battle. While they lived in shame they preservetlirie hope for
their people.

Recently, word has spread through the free peope ttie
Storm Crow, Salasin, has returned to share hisomisdnd power
with those who still resist. The rumors, if trueowid explain the
free riders’ success of late against the Shadomw’ses in the south.
If Salasin has returned, he will become a leadaghefresistance in
the south and a major thorn in Jahzir's side.

{hat’s really going on?

Salasin is an extremely powerful devil/outsidertthas allied
with Izrador during the battles that led to Izrdd@pirit being cast
down to Aryth. Salasin attempted to betray |zragthen it became
clear that the Dark God was going to lose. Salksimws that his
betrayal will never be forgiven and that the Dar&dGwill destroy
him if he is found. When the veil cut off his acedsom the other
planes, he hid in the virtually uninhabited southgrortion of
Eredane, sensing lzrador’'s growing power in thémdde watched
the arrival of the Dorns and the slow retreat ef fily. The battle at
the end of the First Age convinced him that Izradas intent on
taking Eredane and crushing any who opposed hinhadeto find a
way to protect himself and keep the Dark God fr&gaining his
full power.




The invasion of the Sarcosans gave him the toolseleeled. As
the Sarcosans settled the south and conquered dhes,DSalasin
studied them. He observed their customs and, muoportantly,
their religion. After devouring a small monastefySahi priests and
ripping their knowledge from their dying minds, healized just
how he would manipulate the Sarcosans to be hipeveagainst
Izrador. He would pose as a Sahi mystic and “ptédieents that
would earn him the trust of the Sarcosan lords.wdeld use his
skills in divination and his ability to shift forme infiltrate the
Shadow’s organizations in the south and expose thenthe
Sarcosans. Using these methods, Salasin succgssfplbsed much
of the Shadow’s corrupting influence, but he coubtd expose it all.
He divined the fall of Eredane and the betrayads tould result in
the formation of the Night Kings. He could not leis weapon
against Izrador be completely destroyed, so hechesh against
fighting in the last battle. He was able to sawauands of warriors
from dying that day. Since the Last Battle, he hasnbin hiding,
only appearing to save his own skin and to preverador from
completely controlling the south. Salasin knowsttha has few
options if the free riders fall. The elves wouldosouncover his
deception, and the dwarves are doomed. If he felhdéd another
option to stop Izrador, he would abandon the Sam®#o their fate.

Salasin has recently joined the host of Kalif Saiftae kalif is
suspicious of Salasin, but will use every tool s ¢o save his
people. The kalif has attempted to limit Salasinfuience among
the riders until he can be sure he is the Saldsido

Che Living Corith

Among the ranks of the legates of the Order of Shaitthere are
those whose hearts are darker than their fellowgse vileness is
an order of magnitude beyond that which is comnmmmlt those
who have sold their souls to the Shadow. The foubésthese
reprobates do not make Theros Obsidia their homister, they
dwell in the Foul Bog of Eris Aman and from ther@esiment with
necromancy and corruption, seeking the ultimatepepato use
against the elves.

Disparaged as the Canker Legates, this officiallyammed group
labors with great magic, seeking ways to turn thres forest home
against them and a way to corrupt the Whisper.yEars they have
experimented with various flora and fauna, and haeently met
with success.

An ancient willow tree was awakened by a channglethe
service of the Canker Legates, and the spirits sf $muls were
bound to it to give it an even greater level ofellgct. Further
necromancies were worked on the tree, giving it etbing of a
strange unlife, then two additional experiments everrked and
proved to be successful.

The first was the binding to the tree of the spidf elves who
were tortured and sacrificed in vile rituals detkcato the Shadow.
As the elves passed from this world their souleccrout to the
Whisper, and the Whisper heard. The tree now psesea link,
albeit tenuous, to the Whisper, and the Whispafrad.

The second experiment was to use the tree as thégoint for
various sacrificial rituals that would normally performed to create
a black mirror. Blood from the sacrifices was gatierin an
enormous bowl-like depression at the top of thekrand, after
much magical labor, the tree began to drain magim fthe lands
around it. While it is not yet as powerful as amal black mirror, it
seems to be growing stronger.

The Canker Legates now plan to move the tree, dulthed
Living Corith, into Erethor to see if its aura of ligaant influence
can spread, draining the magic, and possibly elerife from the
forest and the elven inhabitants, and corruptirgWhisper.

The Living Corith is essentially a weak black mitrbut has the
stats of an advanced, gargantuan treant that isaghdt disrupts the
Whisper in a one-mile radius but, as it grows imwen its disruption

effect will increase all the more. It will also cauthe forest to decay

around it. At first this will be a small radius atiie effect will be
imperceptible but, over time, both the radius amel $peed of the
decay will increase. If left for a dozen or so ywear would

completely wipe out Erethor.

Within its sphere of influence, the Living Corith sal
automatically generates raghtmare effect as per the spell of the
same name, but as a supernatural ability that regjuio action on
its part. As it grows stronger, the power of thifee will increase,
such that it will also produce effects that dugkceonfusionand
phantasmal killespells.

Hdventure Ideas

Before the tree is “activated” the party might inigsste the
capture of numerous elves or their disappearanteeifroul
Bog of Eris Aman.

« After the tree is “activated” the party may haveirttercept
it while it is on its slow but inexorable march rincthe Foul
Bog to Erethor.

¢ What is disrupting the Whisper?

« Why is the forest decaying?

Che Hstirax

He devours the magic of this world. He rends Asyth’
very soul; devouring, draining, consuming. His brepours
forth and overwhelms; yes, it consumes, it is a woisg
darkness. He will leech this world of all of its powall of
its life, and with all of its essence gathered i® hosom he
will ascend once more to the heavens to take hisepés
Lord of All.

This is from the canon of the Order of Shadow. Tédsne
utterance has been attributed to numerous legates séile they
have been gripped in some sort of spiritual ecstdaying which
time the Shadow himself possessed them. Each tile & word
has been spoken, the seer has been left bereftyo$deamblance of
sanity. In addition, many dying legates also prioclthis utterance
with their last breath.

Origins

"Nearly unknown in the mundane world, astiraxes are
the bane of Aryth's spellcasters. lzrador creatdte t
astiraxes during the wars of the Third Age to help h
servants find and eradicate any spellcaster thatodt
against him. He knew that without the aid of magiyti®s
people would easily fall to his forces. To this degates
are given an astirax as a companion and ally irirtteesk to
destroy the last remnants of magic among the salbfag
peoples of the world.

Astiraxes are naturally invisible and incorporedgiirits.
Should they become visible, they appear as appastiof
rotting animals. They take on the appearances bftted
animals they have possessed, causing older assiraxi®ok
like a cobbled-together, phantom animal golem, mafdée
rotting flesh of dead animals."

- Excerpt from thelst Edition IMNIGHT Campaign
Setting.

As lzrador's powers increased, he grew increasirghare of
his need for powerful allies to achieve his goatlcfining Aryth of
its magic. From the ineffable evil of his heart afrdm the
substance of his black breath came creatures gfbl@ndarkness
that not only blinded eyes, but closed hearts aedove
consciences. These creatures were tineastiraxes or greater
astiraxes and the time of their birth is not known.




These powerful minions of the Shadow seem to @xisbnstant
communion with their dark master, causing many b greater
legates to wonder whether they are actually min@taas of the
Shadow rather than individual creatures. Neverti®l®o legate
dares to enquire or experiment further, for evemuael treads
carefully when these creatures are present.

The ur-astiraxes created lesser spawn, the muck ownmon
astiraxes, from animals that they possessed anadsforaned,
sloughing away their flesh and bones to leave aorporeal spirit
of malefic hatred. These spawn became the commtinaas, the
ubiquitous companion of all legates, this spawrdagtinues to this
day.

While the peoples of Aryth are generally awarehaf éxistence
of the astiraxes, few know of the ur-astiraxeshairtimportance to
the Shadow.

Purposes

The astiraxes were spawned specifically to aidrthegate
“masters” in their hunt for the magic of Aryth. Bgree mysterious
process, lIzrador consumes any spell energy dréipeah astirax.

The overall goal of the ur-astiraxes is to assisador in his
draining of Aryth’s magic because it is this gadtemagic that will
provide the Shadow with the power to sunder thé & challenge
the powers that cast him down so long ago.

To this end, the ur-astiraxes were created bothsgawn
common astiraxes and also to act as tools thaigedlie necessary
energy for a black mirror to be created. In additithe greater
astiraxes serve as living embodiments of the Shadeill.

Vulnerabilities

Those that have successfully combated astiraxew khat the
incorporeal spirit is vulnerable to silver weapohke extent of this
vulnerability is more profound than many think.

An astirax that has possessed a creature is ngrthallight to
be safe from attacks. However, any critical hitwat silver slashing
or piercing weapon on a host creature will alsdidhfnormal
damage (but not the critical damage) on the posggastirax.

Slaying the astirax’s host will also harm the astirwho takes a
number of points of damage equal to the host'dibé.

ildland Adventures

Adventuring in Eredane means the characters spétdéatime
on the wildlands, braving the empty spaces betweigas and
settlements in order to avoid patrols and unduenttn, but
wilderness does not mean the same as no eventsy lyelu will
find a series of possible events that bring adwentpportunities
and how they can be used by the GMs to turn the bietween real
campaign events into more than just a few emptg.day

Locusts

A vast swarm of locusts is moving through the ragibocust
plagues occur about once a generation, and thg pames across
probably the only one they will ever see. Vast smsapof locust are
moving across the fields/prairie grass.

Possible Impact and Uses

The party can follow the plague to attack forcest tlre
scattered/hunkered down/etc. If the locusts areihgaover a town,
the party can use the disruption of the locustttack and destroy a
dark mirror. During the plague, windows will be Behshut, fires
will be burning to keep the locusts out of chimnegad some
families will simply pick up and move out of theear If a
village/small town basically closes itself off, tharty could slip in
and do tremendous damage with little or no charfcerganized

resistance. Twist: the locust plague is going tetrdg crops and
leave thousands on the brink of starvation (seénfaimelow). Game
animals will be gone and food will be very scame players won’t
be able to live off the land.

Grass fire

A large fire, sparked by a violent summer lightnistgprm, is
spreading across the grasslands. With very litile pver the past
several weeks, the grass is dry and will catchdirgekly. Animals
are fleeing from the fire in all directions.

Possible Impact and Uses

The fire will threaten caravan routes, humanoids|aand even
some farm villages. The only defense against tieeidi to flee. To
make matters worse, there are strong winds, whigtkemthe
primitive firebreaks (ditches, stream beds) indffex barriers
against the fire. The party can use the fire teeiraight through the
heart of the badlands. As the fire spreads outpé#ng can enter the
fire-damaged region before the normal inhabitaetdback, offering
a great opportunity to salvage supplies and toclattigolated
Shadow groups. Caravans that are forced to alterrihete are not
as prepared to move through more difficult terr@nd open
themselves up for ambush. Shadow patrols will imitdid due to the
fire. Twist: fires are very dangerous and can gasiln against the
party when the wind shifts. The party could endoemg chased by
the fire and suffering from the effects of the haad smoke.

Landslide

In the southern Kaladrun Mountains a vital pass thgports
the orc raiding parties and strongholds has beesed| by a major
landslide. The orcs out of Low Rock have been satit & small
army of slaves to clear the pass, but this willetakeeks, if not
months.

Possible Impact and Uses
The isolated garrisons and the inability to re-dygive the

party and the resistance the chance to take oartisewith far more
favorable odds. The closed pass will force the decsise much
more dangerous ways into the mountains and leaam thpen for
attack. The party could also work to make the laddswvorse by
sealing other areas of the pass. Twist: the labelsiso closes off
the pass to the party, possibly trapping the pdeyween the
blocked pass and an angry and hungry orc garrison.

Unfinished Barvest

The party comes across fields of wheat and frei¢egrheavily
laden with fruits that have not been harvested. [dbal village has
suffered from slave raids and disease and theytd@ve enough
healthy people to bring in the harvest.

Possible Impact and Uses

Any help the party provides in getting the hanieswill help
the village survive and maybe give them a surpiusade for other
goods. If the party decides to help with the hartae villagers will
remember and protect/hide the party in the futlirgist: the local
orcs/slave raiders know that the village won't lideato finish its
harvest. When the orc patrol comes through andthaeshe harvest
is in, they will search the village for fresh slavand steal most of
what was harvested.

famine

The party comes across a valley that is sufferimgnf poor
rains, fouled ground water, and damage to its crbps people may
starve over the winter, but they don't have thditgbor goods to




trade to get more food. They are afraid to leawdr thalley to seek
help due to roving orc and goblin patrols and teechto protect the
very young and old.

Possible Impact and Uses

If the party was to take wagons and bring back ftey could
save the village from starvation and earn the @i of a village.
Doing so will take several weeks of travel and éotite party to find
and barter for food. Twist: purchasing food wiltratt a lot of
attention. If the party is not local, farmers ampies in the area will
report a group buying lots of supplies. The localrigon will
assume the party is buying food for the resistanod, will try to
follow the party and attack whoever gets the food.

Discase and Sickness

A small village is suffering from sickness/diseas®a doesn’t
have the ability to heal themselves or acquirehtbdal medicines
necessary to end the sickness. Many will die ifytld®n’t get
magical/herbal healing.

Possible Impact and Uses

The party may be able to provide that healing (Bagpby
channelers or by using their own herbal medicin@s)ind the
medicines necessary. Using magic runs the risketéation, and
using rare herbal medicines could eliminate thetyfgarown
supplies. Once again, by helping the village, thetypis gaining
potential allies/friends. Twist: the villagers adesperate, and the
reward for turning in channelers will cause at fe@mse villager to
inform a nearby Shadow garrison that there is asgerusing
forbidden magic in their village.

Dead ar Band

The party comes across a war band that lies dead af
ambush. The bodies are relatively fresh, and tiseme indication of
who conducted the attack. All valuables have beepped, but the
bodies are otherwise untouched. There are threg twc tribes, all
of which are known to take prizes (scalps, ears).et

Possible Impact and Uses

The party can make it look like one of the othédres attacked
the war band and possibly create strife betweenvr®us orc
tribes. Twist: the war band was killed by anotlweral orc tribe who
purposefully did not take prizes to disguise thachkt That tribe will
try to track down who took the prizes.

Hmnesia

The party comes across a legate or senior Shadendfthat
was ambushed and left for dead. The injuries tlgaté&#Shadow
friend suffered wiped out most of his memories. dda remember
his skills, as the body reacts almost instinctiva@lge person is well
known, and most people will want to kill him onlsigr run in fear.

Possible Impact and Uses

Properly treated/trained, the amnesiac can be asedmeans of
getting into areas that are well defended. The armnecan be
publicly executed to raise morale and send a signtthe Shadow.
Twist: the amnesia is only temporary, and the e@tadowfriend
will realize what is happening and hide his recgJeom the party,
waiting for the right time to act.

Quarantine

A form of the plague is running rampant in villagesd
strongholds in and around Davindale. The local tlegahave
announced a quarantine on all nearby villages awhg. Orc

patrols have orders to kill anyone leaving the tewrhe orc patrols
fear the plague and will try to take down violatafsthe curfew
with arrows/missile weapons, and they will not toube corpses.
Only individuals wearing properly marked armbande allowed
out in the countryside. The plague is striking Sleadow forces
harder then the local Dorn population.

Possible Impact and Uses

If the party can get a sick person or carrier itite main orc
lairs, hundreds of orcs will die, and the plagueldde spread by
their patrols. The losses among the orcs couldthdggsring and
would open up Davindale for further resistance agiens. On the
bad side, there is a real risk that the party wdlhtract the plague
and could die as well. Twist: one of the party dobk the plague
carrier and sacrifice himself/herself to ensureplague is spread.

Cribal Warfare

The party enters an area where two major orc triedighting
for control of land and slaves. The local legatagehlost control or
have died in the fighting. Normal organization atedensive patrols
have collapsed. Fighting will not stop for at leastveek as each
tribe gathers allies and attempts to gain the upped.

Possible Impact and Uses

Attacks on orcs will be attributed to the othebériunless a
witness is allowed to escape. This is a prime dppdy to attack
orcs, Shadow sympathizers, or even a shrine taldzravith much
less risk. The orc tribes will not cooperate urdite tribe is
dominant. Twist: the losing tribe will try to leaveothing behind,
burning fields and anything else of value beforeythetreat. The
party may be forced to take an active hand to prewaedespread
destruction and most of the human population béiilgd or
enslaved.
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of all Peroes can Fall...

The Shadow won, but even now, a hundred years

!

after the fall of Erenland to the armies of Eredanethere are still those who stand their
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ground and try to undo what careful planning has abieved. But the Shadow is prepared

for those called heroes...

The second installment in the Tome of Sorrows sesef netbooks for the award winning
MIDNIGHT setting brings to you new tools and weapons to hesed in the name of the

Shadow in the North against the insurgence.

Inside this book you will find new prestige and legndary classes, a new core class, the
Kurasatch Udareen, or mother-wives of Izrador, as well as more thari5 new Villainous

Paths, over 30 new creatures and more!

Requires the use of the
Dungeons & Dragons®
Player's Handbook, v. 3.5,

published by Wizards of the Coast®
and the Midnight® Campaign Setting
published by Fantasy Flight Games®
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