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Description
A mere moment before you see the crea-

ture attack you, the putrid smell of 
rancid humanoid flesh invades your 
nostrils. The stench on the human-
oid’s clothes – a mixture of blood, 

sweat, and decaying flesh – is 
enough to make anyone retch 
and vomit. Those who come 

in contact with these crea-
tures know who they are, 
even when they cannot 

see them. These savages 
call themselves the 
calibans. 

The calibans are 
sadistically fierce 

warriors who haunt 
the wild places of 

Exodus. They usually 
wear dark colored clothes, 
soiled in the blood and 

entrails of their latest 
kill. The calibans’ have 
hairless bodies, and their 

chalk white skin is covered 
with jagged scars, physical 

disfigurements, and blood red 
tattoos. These marks describe 

their personal history and prowess 
in combat, but only other calibans 
can understand them. The massive 

and powerful build of an adult 
caliban has been combat tested 

time and time again, as this 
creature will challenge 
anyone opposing him. 
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As with other creatures which gaze conveys their 
inner nature, a caliban’s eyes are as black as the 
darkest, starless night. Those who know them under-
stand that their soul is equally dark, for the nature 
of these fiends is as sinister and aggressive as their 
disquieting stare suggests. The lips of a caliban, often 
covered in humanoid blood, conceal teeth that have 
been filed and shaped into fine points, like those of 
a shark. The word caliban is a perverse corruption of 
“cannibal”, describing these creatures’ dietary needs 
as well as the reason for their sharpened teeth – which 
make it easier for them to tear through the flesh of 
their victims.  

A caliban fights without honor, and he is willing to 
use any weapon or dirty trick to kill an opponent. 
A sword and a throwing axe are the most valuable 
possessions a caliban can have. Both of these items 
are always at his side, ready to be used to slay a foe in 
battle or cut him up for the evening meal. The Caliban 
language is a combination of animal-like groans, 
howls, and grunts. No one has ever been able to 
communicate with these nomadic, primitive savages.

Caliban - CR half
Male Caliban Warrior 1 
CE Medium Humanoid (Caliban) 
Init: +0
Languages: Caliban
AC: 13 (+3 studded leather armor), touch 10, flat-
footed 13 
hp: 5 (1 HD)
Save: Fort +3, Ref +0, Will -2 
Speed: 30 ft. (6 squares) 
Melee: Longsword +4 (1d8+3/19-20) or bite +4 
melee (1d4+1)
Ranged: Throwing axe +1 (1d6+3) 
Space: 5 ft. Reach 5 ft. 
Base Atk: +1; Grp +4
Special Qualities: Darkvision 60 ft.
Abilities: Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6 
Feats: Power Attack
Skills: Jump +6 
Possessions: Studded leather armor, longsword, 
throwing axe (2), and 7 gp. 

Combat
Most calibans favor the sword and throwing axe, but 
some prefer to use their bare hands in a fight. They 
enjoy attacking from concealed places and often set 

ambushes to surprise their prey. The calibans do not 
obey the typical rules of combat or warfare. For them, 
killing a foe in order to consume its flesh is all that 
matters. Calibans normally work in small groups of 
three. They use simple tactics: One caliban charges 
the most powerful target, another supports him by 
striking at anyone who would attack him, and the third 
provides ranged support for them.

Caliban Characters
Calibans live in loosely organized tribes. In their 
society, rank is decided by raw physical strength and 
by a warrior’s prowess in battle. Thus, the most brutal 
and efficient killers among them rule. 

A caliban’s favored class is barbarian. Those who lead 
their respective tribe often have levels of fighter or 
ranger as well. Caliban rogues are not unheard of, but 
they are extremely rare. 

The caliban warrior presented above had the following 
ability scores before racial adjustments: Str 13, Dex 
11, Con 12, Int 10, Wis 9, Cha 8

Caliban Paragon  
- CR 3

Male Caliban Paragon 3 
CE Medium Humanoid (Caliban) 
Init: +2
Languages: Caliban
AC: 17 (+2 Dex, +5 breastplate armor), touch 12, 
flat-footed 15
hp: 15 (3 HD)
Save: Fort +6, Ref +3, Will +0 
Speed: 30 ft. (6 squares) 
Melee: Longsword +10 (1d8+6/19-20) or bite +8 
melee (1d4+2)
Ranged: Throwing axe +6 (1d6+5) 
Space: 5 ft. Reach 5 ft. 
Base Atk: +3; Grp +8
Special Qualities: Darkvision 60 ft.
Abilities: Str 21, Dex 14, Con 17, Int 10, Wis 8, Cha 
7 
Feats: Consume Brain*, Prime Specimen*, Weapon 
Focus (longsword)
Skills: Listen +5, Survival +5 
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Possessions: breastplate armor, +1 longsword, master-
work throwing axe (2), potion of bull’s strength, and 
7 gp. 

*See New Feats, below. 

Caliban paragons embody the primitive, warrior 
culture of their people. In their respective tribe, 
caliban paragons are viewed as heroes, and thus they 
have the respect of their peers. They are often called 
upon to lead bands of warriors against the enemies 
of their tribe. Like typical members of their race, 
caliban paragons have no sense of honor and will use 
any underhanded tactic at their disposal to defeat an 
enemy. 

NEW FEAtS

Consume Brain
A caliban can steal an enemy’s memories and skills by 
consuming its brain. 

Prerequisite: Caliban, a fresh corpse (dead less than 
one hour).

Benefit: By eating the brain of an intelligent creature, 
a caliban gains access to its most closely guarded 
thoughts. He cannot, however, discern whether a 
memory is natural or magically implanted (most 
commonly by a compulsion or charm effect). These 
stolen memories fade quickly. After 1 hour, a caliban 
must succeed on a Concentration check (DC 15 + 
2 per hour after the first) to access them. These 
memories are completely lost if the caliban fails this 
Concentration check. 

Additionally, a caliban gains the consumed creature’s 
racial bonuses on skill checks and attack rolls for 1 
hour. Only racial bonuses that result from training, 
memory, or innate talent are transmitted in this 
manner. In other words, a caliban does not benefit 
from a racial bonus on Hide checks that depends on 
the color of the creature’s coat, or from a bonus on 
Jump checks that depends on the strength of its legs. 
However, a dwarf’s stonecunning ability could be 
acquired, as could a gnome’s attack bonus against 
kobolds and goblinoids. 

Consume Heart
A caliban is able to gain some of a creature’s strength 
and power by consuming its heart. Prerequisite: 
Caliban, a fresh corpse (dead less than one hour).

Benefit: By eating the heart of a creature, a caliban 
gains a +1 enhancement bonus to Strength and 

Constitution for every 4 Hit Dice of the consumed 
creature, to a maximum of +6. These bonuses remain 
in effect for 1 hour. A caliban who consumes the heart 
of more than one creature within the same hour gains 
only the bonuses granted by the first heart he ate. 

Great Sunder - General
You can smash through your opponents’ weapons to 
hit their bodies.

Prerequisite: Strength 15+, Improved Sunder, Power 
Attack.

Benefit: Whenever you successfully sunder an oppo-
nent’s melee or ranged weapon, you may immediately 
make one extra attack using your best attack bonus. If 
you hit and threaten a critical, you gain a +2 circum-
stance bonus to confirm that critical.

Special: A fighter may select Great Sunder as one of 
his fighter bonus feats.

Filthy Beast
Your diet and poor hygiene have made you resistant to 
poison and disease.

Prerequisite: Caliban.

Benefit: You gain a bonus on all saving throws 
against poison and disease equal to one-half your 
character level.

Plague Carrier - General
You are infested with a virulent disease that spreads in 
combat.

Prerequisite: Filthy Beast.

Benefit: You are infected with a chronic, low-grade 
case of filth fever (see Disease in the SRD for details). 
You suffer none of the normal effects of the disease, 
but whenever you make a successful attack with a 
natural weapon (including an unarmed strike), the 
target must succeed at a Fortitude save (DC 10 + 
one-half your HD + your Constitution modifier) or 
become infected, suffering the disease’s full effects.

Prime Specimen [General]
You are stronger than others of your race.

Benefit: You gain a +1 bonus on all Strength-based 
skill checks and a +3 bonus on Strength checks.

All mechanics on all pages is Open Game Content as 
defined by the Open Gaming License. See page 4 for 
more information.





©
 2007 LO

U
IS

 P
O

R
TE

R
 JR

. D
E

S
IG

N
 P

erm
ission granted to photocopy for personal use only.

STR

DEX

CON

AC

FLAT

CHA

WIS

INT

TOUCH

SPEED

FORT

BAB

INTIV

REF

WILL

NAME RACE CR

MELEE

RANGE

MELEE

RANGE

HIT POINTS

LEVEL

ALIGN

_________

_________

CLASS

_________

_________

_________

_________

_________
Attacks (#)

Special / Notes

D
EL

AY
 o

r 
R

EA
D

Y U
N

C
O

N
SC

IO
U

S

STR

DEX

CON

AC

FLAT

CHA

WIS

INT

TOUCH

SPEED

FORT

BAB

INTIV

REF

WILL

NAME RACE CR

MELEE

RANGE

MELEE

RANGE

HIT POINTS

LEVEL

ALIGN

_________

_________

CLASS

_________

_________

_________

_________

_________
Attacks (#)

Special / Notes

D
EL

AY
 o

r 
R

EA
D

Y U
N

C
O

N
SC

IO
U

S

STR

DEX

CON

AC

FLAT

CHA

WIS

INT

TOUCH

SPEED

FORT

BAB

INTIV

REF

WILL

NAME RACE CR

MELEE

RANGE

MELEE

RANGE

HIT POINTS

LEVEL

ALIGN

_________

_________

CLASS

_________

_________

_________

_________

_________
Attacks (#)

Special / Notes

D
EL

AY
 o

r 
R

EA
D

Y U
N

C
O

N
SC

IO
U

S

STR

DEX

CON

AC

FLAT

CHA

WIS

INT

TOUCH

SPEED

FORT

BAB

INTIV

REF

WILL

NAME RACE CR

MELEE

RANGE

MELEE

RANGE

HIT POINTS

LEVEL

ALIGN

_________

_________

CLASS

_________

_________

_________

_________

_________
Attacks (#)

Special / Notes

D
EL

AY
 o

r 
R

EA
D

Y U
N

C
O

N
SC

IO
U

S



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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE 

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

System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce 
R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson. 

Advanced Race Codex: Half-Orcs, Copyright 2007, Green Ronin 
Publishing; Author Robert J. Schwalb 
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