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Sadly, Captain Shell’s letter never reached Lord-President Roosevelt. Instead, I found it buried in a pile of glass in my 
backyard after a particularly vicious storm. At first I wanted to pass the letter off as a hoax or a joke but the sincerity of Cap-
tain Shell’s words made me believe it was the real thing.

With no way to return the letter to the Flaming Crab or forward it to another dimension, I decided to do what any good 
gamer would do. I took Captain Shell’s information on flying cavaliers, grabbed a couple of writers and created an RPG sup-
plement. Then I contacted my publisher, Alex, and asked him to publish the book. 

Inside these pages you’ll find the wind warden, an alternate class for the cavalier base class, five new cavalier orders spe-
cializing in winged mounts and new rules on aerial mounted combat. Please let us know what you think.

I can only hope that, somehow, a copy of this book makes it through the ether to the United Commonwealths of America 
and Lord-President Roosevelt.

             Sincerely,
             J Gray

    

Level Base Attack 
Bonus

Fort 
Save

Ref 
Save

Will 
Save

Special

1st +1 +2 +0 +0 Challenge 1/day, mount, order, winged 
cavalry

2nd +2 +3 +0 +0 Order ability

3rd +3 +3 +1 +1 Wind warden’s charge

4th +4 +4 +1 +1 Challenge 2/day, wind rider

5th +5 +4 +1 +1 Soft landing

6th +6/+1 +5 +2 +2 Teamwork feat

7th +7/+2 +5 +2 +2 Challenge 3/day, air superiority

8th +8/+3 +6 +2 +2 Order ability

9th +9/+4 +6 +3 +3 Winged cavalry

10th +10/+5 +7 +3 +3 Challenge 4/day

11th +11/+6/+1 +7 +3 +3 Mighty charge

12th +12/+7/+2 +8 +4 +4 Demanding challenge, teamwork feat

13th +13/+8/+3 +8 +4 +4 Challenge 5/day

14th +14/+9/+4 +9 +4 +4 Greater air superiority

15th +15/+10/+5 +9 +5 +5 Order ability

16th +16/+11/+6/+1 +10 +5 +5 Challenge 6/day

17th +17/+12/+7/+2 +10 +5 +5 Winged cavalry

18th +18/+13/+8/+3 +11 +6 +6 Teamwork feat

19th +19/+14/+9/+4 +11 +6 +6 Challenge 7/day, master air superiority

20th +20/+15/+10/+5 +12 +6 +6 Supreme challenge

Table: Wind Warden
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WIND WARDEN
The sky is the wind warden’s domain. Astride flying 

mounts, the wind warden is known to spend as much time 
in the air as on the ground. Masters of a difficult and dan-
gerous craft, wind wardens are either respected as skilled 
warriors or dismissed as careless fools. Though it is true 
that many of these fighters die after being knocked from 
the saddle; they are fearsome, honorable, and driven to the 
achievement of sacred oaths or unfulfilled challenges.

Role: Riding mighty winged beasts, the wind warden 
is able to hunt vicious monsters and make tactical strikes 
over enemy defenses. Outside of combat, the wind warden 
is an adept, if distant, diplomat and knight. With a fierce 
mount at his side, he is always an unknowable outsider, a 
man who has tamed the untamable wilds and survived. The 
wind warden is an alternate class for the cavalier base class.

Alignment: Any.

Hit Die: d10

Starting Wealth: 5d6 × 10 gp (average 175 gp) In ad-
dition, each character begins play with an outfit worth 10 
gp or less.

Class Skills
The wind warden’s class skills are Bluff (Cha), Climb 

(Str), Craft (Int), Diplomacy (Cha), Fly (Dex), Handle Ani-
mal (Cha), Intimidate (Cha), Profession (Wis), Ride (Dex), 
Sense Motive (Wis), and Swim (Str).

Skill Ranks per Level: 4 + Int modifier.

Class Features
All of the following are class features of the wind warden.

Weapon and Armor Proficiency: Wind wardens are 
proficient with all simple and martial weapons, with all 
types of armor (heavy, light, and medium) and with shields 
(except tower shields).

Challenge (Ex): Once per day, a wind warden can chal-
lenge a foe to combat. As a swift action, the wind warden 
chooses one target within sight to challenge. The wind 
warden’s melee attacks deal extra damage whenever the 
attacks are made against the target of his challenge. This 
extra damage is equal to the wind warden’s level. The wind 
warden can use this ability once per day at 1st level, plus 
one additional time per day for every three levels beyond 
1st, to a maximum of seven times per day at 19th level.

Challenging a foe requires much of the wind warden’s 
concentration. The wind warden takes a –2 penalty to his 
Armor Class, except against attacks made by the target of 
his challenge.

The challenge remains in effect until the target is dead or 
unconscious or until the combat ends. Each wind warden’s 
challenge also includes another effect which is listed in the 
section describing the wind warden’s order.

Mount (Ex): A wind warden gains the service of a loyal 
and trusty steed to carry him into battle. This mount func-
tions as a druid’s animal companion, using the wind war-
den’s level as his effective druid level. The creature must be 
one that he is capable of riding and is suitable as a mount. 
A wind warden may choose any druid animal companion 
which has or at some level gains the ability to fly.

A wind warden does not take an armor check penalty on 
Ride checks while riding his mount. The mount is always 
considered combat trained and begins play with Light Ar-
mor Proficiency as a bonus feat. A wind warden’s mount 
does not gain the share spells special ability.

A wind warden’s bond with his mount is strong, with the 
pair learning to anticipate each other’s moods and moves. 
Should a wind warden’s mount die, the wind warden may 
find another mount to serve him after 1 week of mourning. 
This new mount does not gain the link, evasion, devotion, 
or improved evasion special abilities until the next time the 
wind warden gains a level.

Order (Ex): At 1st level, a wind warden must pledge 
himself to a specific order. The order grants the wind war-
den a number of bonuses, class skills, and special abilities. 
In addition, each order includes a number of edicts that 
the wind warden must follow. If he violates any of these 
edicts, he loses the benefits from his order’s challenge abil-
ity for 24 hours. The violation of an edict is subject to GM 
interpretation. 

A wind warden cannot change his order without under-
taking a lengthy process to dedicate himself to a new cause. 
When this choice is made, he immediately loses all of the 
benefits from his old order. He must then follow the edicts 
of his new order for one entire level without gaining any 
benefits from that order. Once accomplished, he gains all 
of the bonuses from his new order. Note that the names of 
these orders might vary depending upon the campaign set-
ting or GM’s preference.

A wind warden may choose any order available to a cava-
lier, samurai or wind warden. Members of these orders are 
not necessarily bound together, but some organizations do 
exist that are comprised of wind wardens that all belong to 
one specific order.

The wind warden specializes in aerial combat 
and needs a mount who can take him to the skies. Any 
animal companion who gains flight qualifies as a wind 
warden’s. The following is a partial list of potential 
companions.

Bat, Dire   Pteranodon
Beetle, Giant  Puffball
Dimorphodon  Quetzalcoatlus
Griffon   Roc
Magic Carpet*  Vulture, Giant
Mantis, Giant  Wasp, Giant

    Pegasus
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Winged Cavalry (Ex): The wind warden’s mount is 
a master of aerial mounted combat. The wind warden’s 
mount adds half the wind warden’s level to Fly checks 
(minimum 1). The mount is able to fly in medium armor, 
though it does not automatically gain proficiency in it. If 
the mount has a fly speed, it is able to carry the wind war-
den at normal speed while flying even if its fly speed says 
otherwise. The mount may take 10 on fly skill checks even 
if stress and distractions would normally prevent it from 
doing so. 

Additionally, at 1st, 9th, and 17th level, the wind war-
den’s mount receives a bonus feat. These feats may be cho-
sen from the list below. The mount must meet the prereq-
uisites of any bonus feat chosen.

Ability Focus, Armor Proficiency (Medium), Death from 
Above, Flyby Attack, Hover, Improved Natural Armor, Im-
proved Natural Attack, Impaling Charge, Jumper, Lithe 
Attacker, Multiattack, Narrow Frame, Skill Focus (Fly), 
Stable Gallop, Sure-Footed, Valiant Steed, Weapon Fi-
nesse, Wingover.

Wind Warden’s Charge (Ex): At 3rd level, a wind 
warden learns to make more accurate charge attacks while 
mounted. The wind warden receives a +4 bonus on melee at-
tack rolls on a charge while mounted (instead of the normal 
+2). In addition, the wind warden does not suffer any pen-
alty to his AC after making a charge attack while mounted.

Wind Rider (Ex): At 4th level, a wind warden learns to 
ride mounts with exceptional skill. The wind warden adds 
1⁄2 his level to all Ride skill checks.

Soft Landing (Ex): At 5th level, a wind warden be-
comes accustomed to hard falls. The wind warden reduces 
all fall damage by twice his wind warden level.

Teamwork Feat: At 6th level, and every six levels 
thereafter, a wind warden gains a teamwork feat in addi-
tion to those gained from normal advancement. The wind 
warden must meet any prerequisites for his selected team-
work feat. The wind warden’s mount also gains the team-
work feat but does not need to meet the feat’s prerequisites.

Air Superiority (Ex): At 7th level, the wind warden 
gains expertise in seeking out and destroying other aerial 
threats. Both he and his mount gain a +2 competence bo-
nus to attack and damage against flying targets. This bonus 
increases to +4 at 13th level and +6 at 19th level. Neither 
the wind warden nor his mount need to be flying to gain 
these bonuses.

Mighty Charge (Ex): At 11th level, a wind warden 
learns to make devastating charge attacks while mounted. 
Double the threat range of any weapons wielded during a 
charge while mounted. This increase does not stack with 
other effects that increase the threat range of the weapon. 
In addition, the wind warden can make a free bull rush, 
disarm, sunder, or trip combat maneuver if his charge at-
tack is successful. This free combat maneuver does not 
provoke an attack of opportunity.

Demanding Challenge (Ex): At 12th level, whenever 
a wind warden declares a challenge, his target must pay 
attention to the threat he poses. As long as the target is 
within the threatened area of the wind warden, it takes a 
–2 penalty to its AC from attacks made by anyone other 
than the wind warden.

Greater Air Superiority (Ex): At 14th level, the wind 
warden gains expertise in knocking other aerial combat-
ants out of the sky. The wind warden may use the trip com-
bat maneuver on a flying target if the target uses wings to 
fly. On a success, the target is unable to fly for one round 
and falls up to 500 ft. If the target would suffer damage 
from the fall it may make a Fly check against the wind war-
den’s CMD to pull up at the last second. In addition, if an 
enemy can see the wind warden and has no allies at a  high-
er elevation than the wind warden, he suffers a -4 penalty 
on saving throws against fear effects.

Master Air Superiority (Ex): At 19th level, the wind 
warden dominates the skies. He may choose to expend two 
uses of his challenge ability to apply his challenge to all 
airborne enemies currently within sight. The targets must 
be flying when the wind warden first issues the challenge 
but it remains in effect even if the target lands. 

Supreme Charge (Ex): At 20th level, whenever the 
wind warden makes a charge attack while mounted, he 
deals double the normal amount of damage (or triple if 
using a lance). In addition, if the wind warden confirms a 
critical hit on a charge attack while mounted, the target is 
stunned for 1d4 rounds. A Will save reduces this to stag-
gered for 1d4 rounds. The DC is equal to 10 + the wind 
warden’s base attack bonus.

Wind Warden Orders
The orders presented in this book are designed with the 

wind warden alternate class in mind but there is no reason 
a cavalier or samurai could not select one as her order if 
the GM permits it. In such a case, use the character’s cava-
lier or samurai level in place of wind warden levels for de-
termining the strength of order abilities.

Order of the Feather
Wind wardens of the order of the feather ally with the 

pegasi as stalwart defenders of good against evil. Patrolling 
the skies, these wind wardens keep vigilant watch and root 
out evil wherever they find it. If a member of the order of 
the feather encounters evil, it is her responsibility to drive 
it away from her homeland if needed, subdue it if possible, 
and slay it if not.

Edicts: The wind warden must routinely patrol for the 
presence of evil with the aid of her pegasus mount’s de-
tect evil ability. The extent of action the wind warden is 
expected to take depends on the intensity of the evil aura 
the pegasus senses. 
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Aura Power (Evil) Expected Course of Action

Faint Treat with suspicion, but only confront 
if shown evidence of an evil act.

Moderate Give an opportunity to repent, or else 
be driven or escorted from protected re-
gion. May be incapacitated by nonlethal 
means, if possible.

Strong Give an opportunity to repent or be 
slain on sight.

While members of the order of the feather are expected 
to be brave, they need not be suicidal. If an evil creature is 
clearly more than a match for an order of the feather wind 
warden, the order’s tenants allow her to seek reinforce-
ments unless an innocent’s life is in immediate danger.

Challenge: Whenever an order of the feather wind war-
den issues a challenge, a glowing symbol of the order is 
branded onto the target’s forehead. This glowing symbol 
emits light visible only to the wind warden and her mount. 
The brand allows the wind warden to clearly see the tar-
get through concealment granted by invisibility, darkness 
or illusions from spells such as mirror image, blur, and 
displacement. The symbol persists for the duration of the 
wind warden’s challenge. 

Skills: An order of the feather wind warden adds Knowl-
edge (Religion) and Knowledge (Planes) to her list of class 
skills. Whenever she makes a Sense Motive check to assess 
someone’s trustworthiness or oppose a Bluff check, she 
gains a bonus equal to ½ her wind warden level (minimum 
1). 

Mount: All members of the order of the feather ride a 
pegasus. An order of the feather wind warden must choose 
a pegasus as her mount. 

Order Abilities: A wind warden belonging to the 
order of the feather gains the following abilities as she in-
creases in level.

Discretionary Strike (Ex): At 2nd level, a wind war-
den takes no penalty on attack rolls for using a lethal weap-
on to deal nonlethal damage. If the wind warden deals 
nonlethal weapon damage to a challenged evil creature, 
that creature must make a Will save of DC of 10 + 1⁄2 the 
wind warden’s level + the wind warden’s Charisma modi-
fier or else become shaken for a number of rounds equal to 
the wind warden’s level. 

Eyes of the Pegasus (Su): At 8th level, the wind war-
den gains detect evil as a constant spell-like ability with a 
60-foot radius. Additionally, three times per day the wind 
warden can increase the damage of either her attack or her 
mount’s attacks by an additional 2d6 damage against crea-
tures detected as evil by their detect evil ability. This bo-
nus damage increases by an additional 1d6 for every four 
wind warden levels beyond the 8th (to a maximum of 5d6 
at level 20). 

Smiting Challenge (Su): At 15th level, the wind war-
den’s challenge becomes more powerful against evil foes. If 
the target of the wind warden’s challenge is evil, the wind 
warden adds her Charisma bonus to attack rolls made 
against the target of her challenge. If the target of the chal-
lenge is an outsider with the evil subtype, an evil-aligned 
dragon, or an evil undead creature, the bonus to damage 
on the first successful attack made against the creature in-
creases to 2 per wind warden level. Regardless of the tar-
get, the wind warden’s attacks automatically bypass any 
DR the challenged creature might possess. 

Pegasus
Starting Statistics

Size Large; Speed 60 ft; fly 120 ft (average); AC +3 nat-
ural armor; Attack bite 1d3; Ability Scores Str 18, Dex 
15, Con 16, Int 10, Wis 13, Cha 13; Languages Common 
(cannot speak); Special Qualities darkvision 60 ft., de-
tect evil 60 ft., detect good 60 ft, low-light vision, scent. 

7th Level Advancement
Speed fly 120 ft (good); AC +2 natural armor; Attack 

bite 1d4, 2 hooves 1d6; Ability Scores Str +2, Cha +2; 
Special Attacks smite evil (1/day) 
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Order of the Hunt
No bounty can escape from the order of the hunt. Expert 

trackers, cunning combatants and tireless pursuers, they 
can find the most elusive charge across land or sky.

Edicts: The wind warden must always pursue a bounty 
to the best of his ability. He must obey the wishes of his 
contractor.

Challenge: Whenever an order of the hunt wind war-
den issues a challenge, he gains a +2 bonus to Perception 
and Sense Motive checks against the target. This bonus 
increases by +1 for every four levels the wind warden pos-
sesses (to a maximum of +6 at 17th level).

Skills: An order of the hunt wind warden adds Percep-
tion and Survival to his list of class skills. Whenever he 
makes a Survival check to track, he gains a bonus equal to 
½ his wind warden level.

Mount: All members of the order of the hunt ride a pter-
anodon. An order of the hunt wind warden must choose a 
pteranodon as his mount. 

Order Abilities: A wind warden belonging to the order 
of the hunt gains the following abilities as he increases in 
level.

Relentless (Ex): At 2nd level, the wind warden’s bond 
with his mount allows him to enhance the pteranodon’s 
tracking ability. When the wind warden is astride his 
mount the DC of all Survival checks the pteranodon makes 
to track by scent is reduced by 5 and both mount and rider 
gain Skill Focus (Perception) as a bonus feat.

Bring’em Back Alive (Ex): At 8th level, the wind war-
den is trained in nonlethal combat. He can use a weapon 
that normally deals lethal damage to deal nonlethal damage 
with no penalty on his attack roll. In addition, the wind war-
den adds his Wisdom bonus (if any) to his CMB whenever he 
uses combat maneuvers against the target of his challenge.

Team Grapple (Ex): At 15th level, if the wind warden 
hits the target of his challenge with a melee attack while 
the target is within his pteranodon’s threatened area, the 
pteranodon can start a grapple against the foe as a free ac-
tion that does not provoke an attack of opportunity. 

Pteranodon
Starting Statistics

Size Medium; Speed 10 ft., fly 50 ft. (clumsy); Attack 
bite (1d8); Ability Scores Str 8, Dex 21, Con 10, Int 
2, Wis 14, Cha 12; Special Qualities low-light vision, 
scent.

7th-Level Advancement
Size Large; AC +2 natural armor; Attack bite (2d6); 

Ability Scores Str +8, Dex –2, Con +4.

Order of the Spire
Wind wardens in the order of the spire fly high above 

temples or places of sacred value, watching vigilantly to 
protect whatever or whomever lies inside. These wind war-
dens are observant and patient, but are quick and deadly 
atop their magic carpets when danger arises. Those belong-
ing to this order are often of steadfast faith or else have a 
spiritual connection to the location that they must protect.

Edicts: An order of the spire wind warden is bound to 
an artifact or building of sacred value and must protect it 
or ensure its well-being at all costs. The wind warden must 
select an object or place of spiritual significance to protect 
when choosing this order.

Challenge: Whenever an order of the spire wind war-
den issues a challenge, all allies within 30 ft. of receive a 
+1 deflection bonus to AC against attacks from the subject 
of the wind warden’s challenge for one round; if the wind 
warden damages the target of her challenge, this duration 
is extended by 1 additional round. The deflection bonus in-
creases by +1 for every 4 levels the wind warden possesses 
(to a maximum of +5 at 17th level). 

Skills: An order of the spire wind warden adds Knowl-
edge (religion) and Perception to her list of class skills. 
Whenever she makes a Knowledge check related to the 
subject of her protection, she gains a bonus equal to ½ her 
wind warden level (minimum +1).

Mount: An order of the spire wind warden rides a magic 
carpet. A wind warden in this order must choose a magic 
carpet for her mount. The carpet gains HD as an animal 
companion without any cost to the wind warden. The car-
pet will not allow itself to be sold or traded, and any at-
tempt to do so will result in the wind warden’s expulsion 
from the order. 

Additionally, a magic carpet may have a medium sized 
rider despite being only medium sized, itself.

Order Abilities: A wind warden belonging to the order 
of the spire gains the following abilities as she increases in 
level.

Distant Attacker (Ex): At 2nd level, the wind warden 
ignores half the penalties to Perception due to distance. 
Once per hour, when the wind warden charges an oppo-
nent while riding her magic carpet mount, the mount can 
move up to four times its movement speed when it makes 
the charge.

Aerial Ambush (Ex): At 8th level, whenever the wind 
warden charges an opponent from higher ground, or from 
above while riding her magic carpet mount, the wind war-
den’s attack deals an additional 2d6 precision damage. 
This precision damage increases by 1d6 for every two levels 
after the 8th (to a maximum of 8d6). This damage is not 
multiplied by critical hits or feats such as Spirited Charge. 

Mystic Guard (Ex): At 15th level, as long as the wind 
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warden is riding her magic carpet mount, both she and the 
magic carpet mount gain a +3 luck bonus to AC, and spell 
resistance equal to 10 + her wind warden level. At 20th 
level, the luck bonus to AC increases to +5.

Magic Carpet
Starting Statistics

Type Construct; Size Medium; Speed 10 ft.; fly 60 ft. 
(average); Attack slam (1d4); Ability Scores Str 14, 
Dex 18, Con -, Int 5, Wis 13, Cha 8; Languages Com-
mon (cannot speak); Special Qualities darkvision 60 ft., 
low-light vision, hover, tassels.

7th-Level Advancement
Speed 20 ft., fly 120 ft. (good); Ability Scores Dex +2, 

Int +2; Can wield one light or one-handed weapon in its 
tassels; Weapon Proficiency (simple weapons)

Magic Carpet    CR 3
XP 800  
N Medium construct
Init +4; Senses darkvision 60 ft., low-light vision; Per-

ception +1

DEFENSE
AC 14, touch 14, flat-footed 10
hp 35 (3d10+20)
Fort +1, Ref +5, Will +2
Immune construct traits

OFFENSE
Speed 30 ft., fly 60 ft. (average)
Melee slam +3 (1d4+2)

STATISTICS
Str 14, Dex 18, Con —, Int 5, Wis 13, Cha 8
Base Atk +3; CMB +5; CMD 19 (can’t be tripped)
Feats Hover, Skill Focus (Fly), Wingover
Skills Fly +13
Languages Common (can’t speak)
Special Qualities tassels

ECOLOGY
Environment any
Organization solitary
Treasure none

SPECIAL ABILITIES
Hover (Ex): A magic carpet can hover in place 

without Fly checks, and kicks up a dust cloud if within 20 
ft. of ground in an area with lots of loose debris.

Tassels (Ex): Although a magic carpet has no limbs, 
it can carry small objects in its tassels. A magic carpet can 
carry up to two small objects while on the ground, and up 
to four while flying. A magic carpet cannot throw items car-
ried this way, but can drop them as normal. A magic carpet 

with 7 HD or more can wield a single light or one-handed 
weapon and gains proficiency with simple weapons.

Wingover (Ex): Once per round, a magic carpet can 
turn up to 180 degrees as a free action without a Fly check.

Magic carpets are usually created by powerful magi for 
the purposes of transporting loads of treasure rather than 
protecting it. As a result, most flying carpets lack any sig-
nificant offensive capabilities. Magic carpets roll them-
selves up when they “sleep”, and are known to slumber for 
thousands of years until an adventurer stumbles upon it 
while looting a treasure hold.

Construction
A magic carpet is crafted similarly to a carpet of fly-

ing, except the creator grants the carpet the gift of limited 
sentience in the creation process. This process utilizes a 
complex ritual that involves expensive components cost-
ing 500 gp per HD of the flying carpet created. The magic 
carpet cannot be created with HD greater than the crea-
tor’s level.

Magic Carpet
CL 10th; Price 13,000 gp
Construction Requirements Craft Construct; over-

land flight; Cost 10,000 gp (plus 500 gp per HD)
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Order of the Sting
The order of the sting is composed of ruthless individu-

als that work as transport, enforcers and bodyguards for 
assassin guilds, syndicates and other criminal organiza-
tions. They are the strong arm of crime, armored shadows 
stalking the night.

Edicts: An order of the sting wind warden must pro-
tect his criminal partners from bodily harm, except when 
doing so would put an operation at risk. He must seek to 
complete any guild activity successfully and report back to 
the guild in the event that it does not. He must guard the 
guild’s secrets with his life.

Challenge: Whenever an order of the sting wind war-
den issues a challenge, he can apply her challenge bonus 
damage to both melee and ranged attacks.

Skills: An order of the sting wind warden adds Bluff 
and Stealth to his list of class skills. Whenever he makes 
a Stealth check while wearing medium or heavy armor, he 
gains a bonus equal to ½ his wind warden level (minimum 
1).

Mount: All members of the order of the sting ride a gi-
ant wasp. An order of the sting wind warden must choose a 
giant wasp as his mount. 

Order Abilities: A wind warden belonging to the order 
of the sting gains the following abilities as he increases in 
level.

Poison Use (Ex): At 2nd level, the wind warden is 
trained in the use of poison and cannot accidentally poison 
himself when applying poison to a weapon.

Sneak Attack (Ex): At 8th level, the wind warden 
gains the sneak attack special ability, as a rogue of half his 
wind warden level. Additionally, if the wind warden and 
his wasp are both threatening the same target, they are 
considered to be flanking that target.

Honor Among Thieves (Ex): At 15th level, whenever 
the wind warden or his wasp poison a foe, that foe is con-
sidered flat-footed against the attacks of the wind warden’s 
allies until he is cured.

Giant Wasp
Starting Statistics

Size Medium; Speed 20 ft., fly 60 ft. (good); AC +2 
natural armor; Attack sting (1d6 plus poison); Ability 
Scores Str 10, Dex 14, Con 11, Int —, Wis 13, Cha 11; 
Special Attacks poison (frequency 1/round for 6 rounds; 
effect 1 Dexterity damage; cure 1 save, Con based DC); 
Special Qualities darkvision; CMD trip +8.

7th-Level Advancement
Size Large; AC +2 natural armor; Attack sting (1d8 

plus poison); Ability Scores Str +8, Dex –2, Con +7.

Order of Talon and Mane
The order of talon and mane strives for justice and fair-

ness. These wind wardens are as bold and proud as the 
griffons they take as companions. Most members of the or-
der come from noble families, striving to protect those less 
fortunate than themselves.

Edicts: An order of talon and mane wind warden lives 
to inspire those less fortunate by example and to protect 
the weak by any means necessary. She must always guide, 
guard and protect those of a lower social status.

Challenge: Whenever an order of talon and mane wind 
warden issues a challenge, all allies within 30 ft. receive a 
+1 morale bonus to melee attack rolls and saving throws 
against fear effects for 1 round; if the wind warden dam-
ages the target of her challenge, this duration is extended 
by 1 round. This morale bonus increases by 1 for every 4 
levels the wind warden possesses (to a maximum of +5 at 
17th level).

Skills: An order of talon and mane wind warden adds 
Knowledge (nobility) and Knowledge (history) to her list 
of class skills. Whenever she makes a Diplomacy check 
against someone of lower social station, she gains a bonus 
equal to ½ her wind warden level.

Mount: All members of the order of talon and mane ride 
a griffon. An order of talon and mane wind warden must 
choose a griffon as her mount. 

Order Abilities: A wind warden belonging to the order 
of talon and mane gains the following abilities as she in-
creases in level.

Protect the Weak (Ex): At 2nd level, a wind war-
den gains Bodyguard as a bonus feat. Whenever the wind 
warden uses this feat, extend the duration of the bonuses 
granted to her allies by her challenge by 1 round.

Noblesse Oblige (Ex): At 8th level, the wind warden 
gains In Harm’s Way as a bonus feat. Whenever the wind 
warden uses the feat, double the bonuses granted to her 
allies by her challenge until the next round.

Talon and Blade (Ex): At 15th level, the wind war-
den’s griffon gains the benefits of Wind Warden’s Charge 
and Mighty Charge whenever the wind warden is riding it.

Griffon
Starting Statistics

Size Large; Speed 30 ft., fly 40 ft. (average); AC +4 
natural armor; Attack bite (1d6); Ability Scores Str 14, 
Dex 15, Con 14, Int 5, Wis 13, Cha 8; Languages Com-
mon (cannot speak); Special Qualities darkvision 60 ft., 
low-light vision, scent.

7th-Level Advancement
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Speed 40 ft., fly 80 ft. (average); AC +2 natural armor; 
Attack bite (1d6), 2 talons (1d6); Ability Scores Str +2, 
Con +2; Special Attacks pounce, rake (1d6). 

Aerial Mounted Combat 
In the Pathfinder Roleplaying Game, riding a flying 

mount is a bit more complicated than riding a mount on 
the ground. For one, three-dimensional aerial combat adds 
a thick layer of complexity to a game that’s largely based in 
a two-dimensional tactical grid. Secondly, unlike riding on 
the ground, both the rider and the mount must make skill 
checks for various maneuvers. 

Just like when riding on the ground, an aerial rider must 
make Ride checks to perform certain actions while mount-
ed. The checks cover a variety of actions ranging from di-
recting a mount into combat to spurring it to greater speed. 
At the same time, the mount must also make Fly checks 
to perform certain maneuvers. Just like the Ride checks, 
these are move actions that can be made as part of normal 
movement. The checks cover actions such as tight turns, 
sudden ascents, and hovering. 

Having two different skills to keep track of and roll for 
each round might be too much die-rolling and hamper fun 
and flavorful combat at some tables. If the GM wants to 
speed up the turns of players riding flying mounts, the fol-
lowing variant rules can be used. 

Ride Action 
(rider makes 
check)

Ride DC Fly Action 
(mount makes 
check)

Fly DC

Guide with knees 5 Move less than ½ 
speed and remain 
flying

10

Stay in saddle 5 Hover 15

Fight with combat-
trained mount

10 Turn greater than 
45° by spending 5 
ft. of movement

15

Spur mount 15 Turn 180° by 
spending 10 ft. of 
movement

20

Control untrained 
mount in combat

20 Fly up at greater 
than 45° angle

20

Variant Fly/Ride Skill Rules
In order to cut down on the number of skill checks rider 

and mount must make each round, the GM can choose to 
consolidate them. If ever a certain set of actions requires 
the rider to make a Ride check and the mount to make a 
Fly check concurrently, instead make a single check equal 
to the DC of the most difficult action being performed. Add 
+2 to the difficulty for each additional Ride or Fly check 
performed that round. The skill used for this check, either 
the rider’s Ride skill or mount’s Fly skill, is determined by 
the skill required for the base action.

Example: If the rider spurs her flying mount while as-
cending at greater than a 45 degree angle, she must nor-
mally make a DC 15 Ride check while her mount makes 

a DC 20 Fly check. Under the variant rules, however, the 
mount makes a single DC 22 Fly check. 

In addition to these checks, a particularly skilled rider 
can direct her mount to perform additional advanced ma-
neuvers. Advanced maneuver checks are made using the 
lower of either the rider’s Ride skill or the mount’s Fly skill. 

Advanced Maneuvers
Barrel Roll: As a full-round action, you can direct your 

mount up to twice its move speed in a straight line while 
rolling. This movement does not provoke an attack of op-
portunity, and both you and your mount gain a +4 dodge 
bonus to AC until the start of your next turn. You can’t 
make attacks of opportunity until the start of your next 
turn. If the check fails, the movement provokes as normal 
and no dodge bonus is granted.

Loop-De-Loop: As a full-round action, you can di-
rect your mount to ascend vertically half its flight speed, 
move its flight speed opposite to your current horizontal 
direction, and descend half its flight speed vertically. The 
descent does not provoke attacks of opportunity, but the 
ascent and horizontal movement does. The loop-de-loop 
can be used as part of a charge or withdraw action. If the 
check fails, the movement does not occur and both you 
and your mount are considered flat-footed until the start 
of your next turn. 

Roll-Off-The-Top: As a full-round action, you can di-
rect your mount to move its full flight speed in a straight, 
horizontal line then ascend vertically half its flight speed 
and then move its full flight speed in a straight, horizontal 
line opposite to the first. This movement can be used as 
part of a charge or withdraw action. If the check fails, only 
the first increment of horizontal movement occurs and 
both you and your mount are considered flat-footed until 
the start of your next turn. 

Sudden Dive: As part of a charge or withdraw action 
while descending at an angle of 45 degrees or greater, you 
can direct your mount to move up to four times its flight 
speed; or, as part of a run action while descending at an 
angle of 45 degrees or greater, you can direct your mount 
to move up to six times its flight speed. If the check fails, 
the movement still occurs but both you and your mount 
are entangled until the end of your next turn.

Flight Maneuver Ride/Fly DC

Barrel Roll 20

Loop-De-Roll 25

Roll-Off-The-Top 25

Sudden Dive 30
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards”). All Rights 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, extension, upgrade, 
improvement, compilation, abridgment or other form 
in which an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d) “Open Game Content” means the 
game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, 
and means any work covered by this License, including 
translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts, 
creatures, characters, stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor 
(g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, 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 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the 
rights 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, independent 
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 distributing are Open Game Content.

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

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

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content 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.
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