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MONSTERS OF, NEDEXDDUS:

EXXEDIGE

DESCRIRTION

A tall, ebon-skinned humanoid stands
before you; his loose trousers and heavy
cloak do not conceal a leanly muscular
body, elf-like pointed ears, nor the ritual
scars marking it. His eyes, black pits of
night, watch you warily.

Exodites are the most common of the
races who once ruled Exodus, collec-
tively called the First Ones. They may
be Exodus’s first inhabitants; certainly
they believe they will be its last.

A hard, cruel people, exodites devote to
perfecting their bodies and minds and
consider anyone who does not share
this passion little better than an
animal. The religious among
them believe they have the
‘ potential to reach a state
of perfection rivalling
,” A that of their bloody god,
Khayne.
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’ . Outside of the hidden
. enclaves where the

. : surviving First Ones
dwell, exodites act as

{ spies, assassins and
L \ < bodyguards, moving
. — through the shadows of
8 . Exodus.

<.

Exodites speak their own
language and common.
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MONSTER OF/NEDEXDDUS: EXODITE
%mﬂ@ Exodites are better assassins and duelists than combat

soldiers; despite their intense personal discipline, they
Male Exodite Warrior 1 chafe under orders - especially from a commander

Usually Lawful Evil Medium Humanoid (Exodite, they do not personally respect - and cannot use their
First One) abilities to best effect when fighting in ranks. Thus,

Init: +2 Senses Darkvision 120 ft.; Listen +0, Spot most exodites fight alone or with non-exodite allies
10. such as other First Ones or humanoid mercenaries.

Languages: Exodite, Common. mﬂmm

...................................................................................................................... Exodites favor a weapon of their own devising, called
hp: S (L D) the bladestaff. It is not the most powerful weapon in
Save: Fort +2, Ref +4, Will+0 Exodus, but it is perhaps the most versatile.

: 30 ft. ) ) .
i/i)ied]éod(6§1qzareS)ff+41d6+3/1920 ----------------------- The exodite bladestaff is a two-hand exotic double
......9.?.9.‘.....2‘.9..1?.....%..95@ ............ ( ...................... ot ) ...................... weapon. Its primary claim to fame is that, by shifting
Melee: Exodite bladestaff +2/+2 (1d6+1/19-20) his grip, its wielder can deal slashing, piercing or
Ranged: Dart +3 (/d4+2) bludgeoning damage with either end.

: 5 ft; Reach 5 ft. ) ) .
]Sgpaciskjrleéci3 ---------------------------------------------------------------------- The exodite bladestaff is a special monk weapon.
Dase A t ........ Tl S Exodites treat it as a martial rather than exotic

weapon, and all exodites with monk levels are profi-
cient in its use.

"""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""" Exodite bladestaves cannot be bought by outsiders; on
---------------------------------------------------------------------------------------------------------------------- the black market, they typically sell for about 300 gp.

Bladestaff, exodite

+3. Damage (S): 1d4/1d4

Possessions: Masterwork exodite bladestaff, 20 darts, Damage (M): 1d6/1d6

masterwork studded leather armor, cloak and 25 gp. Critical: 19-20

Shadow Jump (Su): Exodites can travel between
shadows as if by means of a dimension door spell.
The limitation is that the magical transport must begin %mm
and end in an area with at least some shadow. An

Exodite can jump up to a total of 10 feet per level Exodites improve by advancing in character classes.
each day in this way. At higher levels, this amount can Most exodites encountered on mainland Exodus are

be split among many jumps, but each one, no matter monks or rogues serving the First Ones.
how small, counts as a 10-foot increment.

An exodite’s favored class is monk, and most exodite

@m leaders are monks.

Exodites are fierce combatants, taming their volatile The exodite warrior presented above had the
tempers with martial discipline and unleashing both following ability scores before racial adjusments: Str
on their enemies. 12, Dex 13, Con 10, Int 8, Wis 11, Cha 9.

Exodites fight without any sense of honor; they are g
perfectly willing to use any dirty trick imaginable %%&_ LY =]

to bring down a target. However, they are far from
cowardly, and will fight to the death, relishing battle
against worthy foes.

Male Exodite Paragon 3

Because they have a unique connection to the Plane Usually Lawful Evil Medium Humanoid (Exodite,
of Shadow, exodites can briefly pass between areas of ~ First One)

shadowy illumination; the creatures use this ability to  Init: +4 Senses Darkvision 120 ft.; Listen +2, Spot
get the drop on their foes or to escape from a losing +2.

battle. Languages: Exodite, Common.
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MONSTERIOF/NEDEXODUS: EXODITE]

AC: 17, flat-footed 13, touch 17 (+4 Dex, +2 Wis, +1
armor); 20% miss chance in shadowy areas.

Melee: Exodite bladestaff +5 (1d6+3/19-20) and
exodite bladestaff +5 (1d6+1/19-20)

Attack Options: Flurry of blows (-2 fo hit, extra
unarmed or bladestaff attack).

Feats: Cloak of Shadows, Two-Weapon Fighting,
Weapon Focus (exodite bladestaff).

Skills: Hide +12 (+14 in shadowy areas), Intimidate
+5, Move Silently +10, Tumble +10.

Possessions: +1/+0 exodite bladestaff, 20 masterwork
darts, bracers of armor +1 and cloak.

Shadow Jump (Su): Exodites can travel between
shadows as if by means of a dimension door spell.
The limitation is that the magical transport must begin
and end in an area with at least some shadow. An
Exodite Paragon can jump up to a total of 30 feet

per level each day in this way. At higher levels, this
amount can be split among many jumps, but each one,
no matter how small, counts as a 10-foot increment.

Swiftness of Shadows (Su): An Exodite Paragon can
use Shadow Jump or other dimension door effects as a
swift action.

This exodite moves with the easy grace of a
trained fighter. The bladestaff resting easily in his
outstretched hand and the confidant smirk on his
scarred face promise death to all challengers.

Exodite Paragons are masters of the staff and the
shadows, skilled warriors for the First Ones whose
pursuit of perfection has yielded deadly results.

Exodite Paragons fight much like less accomplished
exodites, but they have a particular fondness for
dueling, humiliating and slaying rival warriors.
Nonethelss, an Exodite Paragon did not reach his
present skill without knowing when to pick off less

physically powerful foes by Shadow Jumping behind
enemy lines.

If imperilled, an Exodite Paragon takes advantage of
his ability to use Shadow Jump as a swift action to

escape.

JF,SHADOWS - EXODITE

You are wreathed in shadowy power, making you
difficult to detect or strike.

Prerequisites: Shadow Jump 30 ft. or more, Cha 13+.

Benefits: As long as you remain in an area of at least
partial shadows, you get a +2 circumstance bonus on
Hide checks and have 10% concealment.

This is a Supernatural (Su) effect.

Special: You may take this feat up to five times. Its
effects stack.

Written by Jashua Cole

All mechanics on all pages is Open Game Content as
defined by the Open Gaming License. See page 4 for
more information.
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NAME RACE CR CLASS D NAME RACE CR CLASS D
STR [ ] INT [_] wmv [ ]| tever [ ] sTR [ ] iINT [ ] Nmiv [ ] vever [ ]
pEx [ | wis [ | BAaB [ | aAuen [ | DEX [ | wis [ | BAB [ | aAueN [ |
coN [ ]| cHa [ J ForRT [ ] [ ] coN [ | cHA [ J FoRT [ | [ ]
Ac [ ] ToucH|[ | rer [ ] ] ac [ ] ToucH|[ | rer [ | ]
FLAT [ | sPEED [ | wiL [ ] O FLAT [ | sPEED [ | wiL [ | O
MELEE [ | ] MELEE [ ] ]
MELEE [ | : ] MELEE [ | : ]
RANGE [ | ] RANGE[ | ]
RANGE [ | - ] RANGE [ | - ]
NAME RACE CR CLASS D c% NAME RACE CR CLASS D
STR [ | iINT [ ] iNmiv [ | LeveL [ | rg, STR [ ] INT [ Nmiv [ ]| tever [ ]
pex [ | wis [ | BaB [ | auen [ ||| oex [ ] wis [_] BaB [_| auen [ ]
coN [ | cHA [ JFORT [ ] [ ] 5“ coN [ | cHA [ | FoRT [ | [ ]

Ac [ ] ToucH[ | Rer [ | I % Ac [ ] ToucH| | rer [ | ]
FLAT [ | SPEED [ | wiL [ | O g FLAT [ | SPEED [ | wiL [ | O
MELEE [ | O <|mecee [ ] O
MELEE [ | O MELEE [ | N
RANGE[ | ]| [Ranvee[ ] ]
RANGE [ | - ] RANGE [ | - ]

Attacks (#)

Special / Notes

DELAY or READY
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Special / Notes

DELAY or READY
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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, moditfy, 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
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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.

Monster of NeoExodus: Exodite Copyright 2007, Louis Porter Jr.
Design, Inc.



