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INTRODUCTION

Jntroduction

The term plains generally conjures images of sprawling flatlands
covered by nondescript grass and waves of grain. There are no rolling hills,
majestic peaks, wizened trees, colorful canyons or other topographical
features present in other environments. The average person envisions the
plains as a monotonous repetition of green and amber plants blanketing
dull, flat ground. While the plains may lack the breathtaking landscapes
encountered in other environments, civilization as we know it would not
be possible without this unique and delicately balanced habitat. Men
and beasts alike depend upon food to survive, and no other biome can
produce as much nourishment as the fertile grasslands. The edible grains
that thrive in the environment’s rich soil are an essential staple of the
humanoid diet. Though men cannot eat and digest most of the wild grasses
that flourish in the fields, these abundant and resilient plants feed immense
herds of grazing animals that humanity depends upon for meat, leather,
wool, transportation and hard labor. What the plains lack in geographical
scenery, they more than compensate for in biological diversity and sheer
numbers. It is for mastery over this vibrant tapestry of flora and fauna that
humanity has fought and died since the dawn of civilization.

The plains offer a wealth of opportunities for adventurers seeking
to tame these wild lands and its feral beasts. Whether they began their
adventuring careers as sedentary farmers tilling the earth, shepherds
raising livestock in the pastures or nomadic hunter-gatherers born and
bred in the saddle, the challenges and obstacles standing in the way of
those endeavoring to make their mark in this environment are real and
deadly. Evil men, fearsome beasts and covetous monsters represent just
a few of the dangers that await men and women aspiring to further their
own ambitions in their quest for fame, riches and glory. Adventurers
must also prepare for the unseen as well as the plainly obvious. Fields
of Blood provides players and characters alike with the tools needed to
conquer their fears and foes in this ever-changing world. Sometimes, the
keys to victory lie within the heart and mind. These abilities manifest
themselves as new feats, spells, archetypes and alternate uses of existing
skills specifically designed to overcome the rigors of this rugged,
unforgiving environment. On other occasions, success depends upon

having the right equipment on hand to win the day. Magic items such as
an enchanted weapon, a transformative beast skin, an airtight mask and
incendiary beans can mean the difference between life and death. There
are also times when mundane objects such as a flame-retardant suit,
an alchemical substance or an ordinary set of horseshoes may save an
adventurer’s bacon in a tight spot. On the grasslands, shortcuts and easy
ways out are few and far between. Adventurers that rely solely upon the
whims of fortune and their tired routines frequently fertilize the rich soil
in their unmarked and forgotten graves.

Fields of Blood also offers GMs innovative ideas and new enemies
to test the mettle of novice and seasoned players alike. Weather is a
fickle and perilous adversary in the GM’s toolkit. Extreme temperatures,
ferocious rainstorms, severe winds and the awesome might of an angry
tornado can wreak more havoc than a marauding army. Monsters not
previously seen before also lurk within the tall grasses, waiting to
spring from their hiding places and count unwary adventurers among
their victims. The three adventures that appear in this sourcebook use
some of these unknown creatures and other dangers presented herein
to defy conventional thinking and keep the players on their proverbial
toes. Tactical prowess, roleplaying skills, deductive reasoning and the
right tools are essential to survive all three of these deadly encounters
and reap the just rewards. As in the wild, those that refuse to adapt to a
changing environment ultimately perish.

Fields of Blood incorporates elements of flavor of the American,
African, and Asian plains to integrate them with components from Frog
God Games’ The Lost Lands Campaign Setting. It is not necessary to be
familiar with or use any of the preceding material to use this sourcebook.
Fields of Blood works perfectly fine as a standalone product with no
background information needed.

So gallop unfettered through the fields on a snow-white pegasus, raise
a tankard (or two) at a jovial giant’s brewery, run alongside a stampeding
herd of angry buffalos, and discover a land where wonders never cease. In
the words of a typical plains native, “the more one travels, the more one
realizes there is even more that he has not yet seen.”
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A gentle breeze rolls through the endless fields, swaying grasses taller
than the average man as if they were dancing to the beat of a silent drummer.
The vast sea of greenery stretches for as far as the eye can see across a
topographically featureless landscape. These are the images commonly
associated with the plains. They are seen by many as a monotonous
tapestry of green grass and amber grain. Yet, this flatland teems with life.
Immense waves of migratory animals leisurely graze on the lush plants
growing in the rich soil. Meanwhile, predators hidden in the grass wait
for the opportunity to pounce on the herd’s most vulnerable member.
Unlike any other biome, these beasts are partly responsible for shaping
their grassy environment. They devour and trample any tree saplings that
attempt to take root in the earth. Their voracious appetites and thundering
hooves help prevent the plains from transforming into forests.

In many respects, the plains, or the more accurate term — grasslands
— act as a middle ground between the arid deserts and the moist forests.
Many scholars thus refer to the grasslands as a transition zone because
this fertile land separates the two extremes of the environmental spectrum.
The grasslands receive enough rain to allow grasses and smaller flowering
plants and legumes to take root and flourish, but there is usually not
enough moisture and nutrients in the soil to support large shrubs and trees.

However, another natural and sometimes manmade force plays a
more significant role in stifling tree growth in the grasslands — fire.
Grasslands experience an annual rainy season and a dry season. During
the drier months, the brown, desiccated stalks and withering blades of
grass act as tinder. Raging infernos spawned by lightning strikes, extreme
heat and careless people race across the plains at breakneck speed,
consuming everything in their path. Grasses quickly rebound from the
fiery conflagrations because their root crowns lie underground. Trees
succumb to the flames. The blaze destroys the burgeoning sapling and the
tree’s shallow root system, which is too close to the surface to withstand
the fire’s intense heat.

The grasses also play a pivotal role in preventing the plains from
turning into deserts. Their underground water storage structures and deep
roots retain enough moisture to keep the soil damp and firm during the dry
season and even during prolonged periods of drought. Without these root
systems, even a mild drought can cause the thin layer of fertile topsoil to
dry up and turn into worthless dust. A strong wind then lifts the dust off
the ground and creates a dust storm much like the black blizzards that
ravaged the United States during the 1930s. In addition to maintaining
the ground’s integrity, grasses are indirectly responsible for fertilizing
the soil. Numerous animals eat the plant’s exposed blades and, in turn,
these creatures eventually return the nutrients back to the earth in the form
of bodily waste. This process replenishes the soil’s nutrient content on
a continual basis and adds another layer of topsoil to the ground, thus
improving the grassland’s overall health.

This biome’s moderate temperatures and adequate rainfall support
a diverse assortment of flora and fauna. Naturally, grasses dominate
the landscape, but other plants also thrive. Forbs such as clover and
sunflower are common on the plains. Likewise, legumes, peas and beans
also grow well in this environment. Grazers — animals that primarily
eat grass and other low-lying plants — roam the plains in a constant
search for food. Humanoids and many animals cannot digest grass.
These creatures developed specialized adaptations over time that allow
them to break down cellulose, the primary organic compound found in
grass. These mechanisms include ridged teeth to grind grass into many
parts, compartmentalized stomachs containing enzymes that break down
cellulose, and the practice of regurgitating the grass and chewing it again
even after it has been partially digested. The regurgitated plant matter is
commonly known as cud. These social herbivores live in large groups
that number into the thousands and, in some instances, into the millions.
Sheep, cattle, buffalos, wildebeests, gazelles, deer, rabbits and prairie dogs

are just some of the many animals that dwell in this habitat. Naturally, the
abundance of prey animals supports a sizable predator population ranging
from the relatively small coyotes and badgers to larger predators such as
bears and lions. The circle of life is perhaps nowhere more evident than in
the world’s temperate and tropical grasslands.

Right Ingredients

Temperature and precipitation are the predominate factors in creating
the plains, but it takes a delicate balancing act to sustain this vital biome.
Too much heat and not enough water can turn the grasslands into a desert.
Likewise, too much rainfall can transform the plains into forests. Year-
round frigid temperatures stifle plant growth and prevent grasses from
taking root and growing in the extreme cold. Maintaining the plains’ ideal
equilibrium of moisture and warmth is a difficult challenge. It is not just
the amount of rainfall that is important, but also how and when the rains
fall. Warmer grasslands typically experience a rainy season followed by
prolonged periods of drought. This alternating cycle of drenching storms
and dry spells is critical to the grassland’s survival. Rainfall received
during the wet seasons provides enough water to prevent the soil from
drying out and reverting into a desert, even during an extended drought.
When the rains finally subside, the damp, green blades of grass slowly
transform into browned, dried husks. Any parched trees that attempted
to take hold steadily wither in the thin, arid soil. The desiccated plants
provide the perfect fuel for fires to sweep across the land and destroy
any encroaching forests. The charred remains of plants and animals in
the conflagration’s path become the grasslands’ newest layer of topsoil. If
the rains fell year round, the moist, green grasses and damp earth would
douse most fires before they even started, thus allowing trees and shrubs
to establish a foothold in the grasslands.

Temperate grasslands differ from tropical grasslands in that the
contrast between the rainy and dry seasons is not as extreme. They do,
however, experience more dramatic seasonal temperature swings than
tropical grasslands. Temperate plains typically receive less annual rainfall
than tropical grasslands, but dry spells are shorter. On the other hand,
temperatures vary wildly throughout the year. It is not uncommon for
temperatures to soar in excess of 90° Fahrenheit during the hot summer
months and then drop below zero degrees during the frigid winters.
Grasses generally do not grow when the temperature falls below 50°
Fahrenheit, so temperate grasslands experience a growing season and a
dormant season, whereas plants in tropical grasslands grow year-round.
Naturally, the growing season usually occurs from mid-spring through
mid-autumn, followed immediately thereafter by the dormant season.
Some regions have very short growing seasons that last only through the
summer months. Because grasses grow from the bottom up, their stalks
wither during the dormant season. The decaying plant matter becomes
a source of fertilizer for the next growing season and prime fuel for any
fires that beat back the encroaching trees. Winter’s flames transform the
desiccated husks into fresh topsoil for spring.

Without any trees, wind is a constant hazard for plains travelers, though
it plays a critical role in regulating this unique biome. The steady breezes
are a key ingredient in shaping the fires that ravage the grasslands. Wind
constantly replenishes the fire’s source of oxygen, but more importantly, it
ensures the flames do not linger too long in a fixed location. The breezes
buffet the flames like seeds on the wind, allowing them to burn dead
and dying organic matter without charring the soil itself for a prolonged
period of time. This prevents grass roots from sustaining significant
damage from the raging inferno. Wind also blows away any loose surface
dirt, creating dust storms that hurtle across the land during the dry and
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dormant seasons. The wind keeps the topsoil relatively thin and dry, thus
preventing encroaching trees and shrubs from establishing roots in the
ground and toppling over the rare few that actually manage to establish a
brief foothold in the grasslands.

Though grasslands hug the coastlines in several parts of the world,
most plains are found in interior regions next to deserts and mountain
ranges. For instance, Africa’s great savannahs border the Sahara Desert
to the north and the Kalahari Desert and Namib Desert to the south and
west. Likewise, the Great Plains of the American Midwest lie east of
the Rocky Mountains and west of the Mississippi River. This particular
configuration of geographical features leaves the Great Plains especially
vulnerable to tornadoes. Warm, humid air surging northward from the
Gulf of Mexico interacts with cooler, drier air passing over the Rocky
Mountains and Canada. The collision creates violent thunderstorms that
spawn fearsome tornadoes. The vast tracts of low-lying flat land provide
no natural obstacles to the swirling vortexes of intense wind and flying
debris. During the winter months, the same weather pattern produces
ferocious blizzards that howl across the prairies.

The runoft from these intense thunderstorms and melting snows gives
rise to rivers and streams that carve paths through this expansive landscape,
as well as lakes and ponds where the waters eventually collect. Still, finding
water can be difficult in the grasslands. Though the search is not as desperate
as those encountered by desert travelers, fresh water is not as plentiful as in
other environments. For that reason, animals and men frequently live near
sustainable bodies of water. The watering hole is a common gathering place
for animals inhabiting the savannahs. Likewise, villages, towns and cities
spring up in close proximity to lakes and rivers that are used to irrigate fields
during dry spells and to transport goods to distant locales.

The grasses themselves are a critical component of this precariously
balanced environment. They are the glue that holds the semidry soil
together. Their intricate network of roots extends deep below the ground
and anchors the fragile dirt in place, preventing it from blowing away
during the dry and dormant seasons. These subterranean tendrils function

like countless strands of string literally tying down the earth. In comparison,
trees and large shrubs have shallow root systems that are better suited for
the forest’s thick layer of damp earth. The fierce winds that rush across the
plains deal no damage to the flexible grasses, but would quickly uproot
any trees that stood in their path. Though trees provide a home for many
animals, few creatures eat their leaves, stems and bark. Various species
of grasses are a plentiful source of food for vast herds of herbivores and
humanoids alike.

Grains of Truth

It is very likely that civilization as we know it would not exist without
this remarkable biome. The temperate plains’ endless cycle of growth,
fire, decay and renewal creates a nutrient-rich soil conducive to large-
scale farming that is generally not possible in a desert or a forest without
expending considerable resources to irrigate arid lands or fell numerous
trees. This environment has the right temperature and moisture levels to
produce food crops essential for human survival. None is more important
than cereal grass, commonly known as grain. Grain is an essential dietary
staple, whether it comes as rice, wheat, barley, corn, oats or rye. In addition
to its nutritional value, grains can also be dried, milled and pressed for
long term storage and usage in other popular food products. Though fruits
and vegetables can be dried, and meat can be smoked and salted, grain is
far easier to store and secure than these foodstuffs. Even today, grain silos
are a common sight on many farms. The ability to preserve grain for future
use allows large populations to withstand temporary disruptions to the
community’s food supply caused by prolonged drought, disease and fire.
Grain has a nearly indefinite shelf life, whereas dried fruits, vegetables
and meats can only be preserved for limited periods of time.

Wild grains differ dramatically from the domesticated varieties that most
people are accustomed to seeing. The maize plant originally encountered
by the ancient Mayans bears little resemblance to the cornstalks seen
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today throughout the Midwestern United States. Crossbreeding and
selective planting processes transformed these raw materials into a more
desirable end product. For instance, if a particular cornstalk developed
sweeter kernels than the neighboring plants, farmers would exclusively
plant the seeds from the sweeter plant the following year. Over time, these
grains transformed into their current forms.

Rice and corn are commonly eaten in their original form, whereas
wheat and rye are frequently ground into powder and combined with other
ingredients to create bread. As a result, many people refer to the plains
as civilization’s “breadbasket.” The fertile plains of North Africa and the
Nile River Delta were known as the breadbasket of the Roman Empire in
ancient times. Likewise, many Americans still use the term to describe
the grain-producing areas of the Midwestern United States. Grains can
also be used as the fermentable base for many alcoholic beverages that
were usually safer to drink than untreated water. Barley and hops are the
primary components in beer, while barley, corn and rye are often used to
make whiskey. Dried grains are also used as a construction material for
building homes. Though commonly applied to roofs, thatch, the name used
to describe threshed grains, is sometimes applied to walls as well. Thatch
insulates structures, allowing the building to maintain a comfortable
interior temperature regardless of exterior weather conditions. In spite of
its appearance, thatch does not burn easily, and it resists the ravages of
wind and water with remarkable durability. Likewise, straw, the dry stems
of threshed grain plants, serves as a bedding material, fuel, insulation and
even a decorative material for making baskets or stuffing scarecrows and
dolls. Grain’s applications are virtually limitless.

Grass is also the primary food for many animals. Fortunately, the
livestock found on the typical farm prefer to eat plants that few humanoids
can digest. Cattle and sheep, perhaps the two most common domesticated
animals, have specialized stomachs that break down grass. Horses also
subsist on a diet of grass, though they can break down cellulose, the
primary molecule found in grass, without a compartmentalized stomach.
The omnivorous domesticated pig can eat both meat and plant matter, but
most farmers feed them a corn-based diet supplemented with grass and
other plants. These animals are responsible for nearly all dairy products,
meat, leather, wool, and, in the case of horses, the primary means of long-
distance transportation across the fertile plains.

Domesticated animals are not the only creatures that graze in the
pastures. Immense herds of wild beasts also feast on the rolling fields.
Luckily for them, grass is a renewable food source. Unlike trees and
shrubs, grass grows back relatively quickly after an animal devours
its stem. While it would take a forest years and perhaps even decades
to ecologically recover from the devastation wrought by thousands of
hungry herbivores eating its bark, stems and leaves, the hewn blades of
grass reemerge from the soil within a matter of weeks. A diverse array
of predators follows close behind the migratory herds on their constant
search for greener pastures. No other biome can support such large animal
populations without straining its resources to the absolute limit. Thanks to
the wonders of grain, the grasslands bestow enough food to satisfy man
and beast alike.

Game Applications

Grasslands often serve as a buffer between the arid deserts and
the vibrant forests. As such, the residents of these biomes may cast an
envious eye in the direction of their fertile and temperate neighbor.
Desert inhabitants seeking water, food and shelter from the relentless heat
frequently cross the border to trade with the nearby plains communities
or in extreme cases, take up arms to acquire these valuable commodities
from their fellow men. Though forest-dwellers lack the desperation of
their desert counterparts, the grasslands’ fertile soil is easier to work and
more conducive to farming than the thick, damp forest floor. Likewise,
plains residents need wood to build their homes and manufacture a variety
of essential goods, such as furniture, weapons and tools. It is also possible
that careless humans in either biome could deliberately or accidentally
start a fire that spreads to the neighboring biome. In these circumstances,
adventurers may be needed to repel desert raiders, to establish diplomatic
ties with a foreign nation or to even extinguish a raging inferno before it

destroys countless acres of valuable farmland. All it takes is a single spark
to ignite a war between these competing interests.

Types of Grasslands

As the name implies, grasslands are a biome dominated by grasses,
though not all grasses are the same. Some grasses tower higher than the
average man, and others are little more than greenish-brown stubble
coating the dry earth. Naturally, temperature and rainfall decide which
path the land is going to follow. Warm, humid climates give birth to
tropical grasslands, generally known as savannas. Africa is home to the
world’s best-known savanna, which is inhabited by many of nature’s most
iconic animals, including lions, cheetahs, giraffes, zebras and gazelles.
Temperate grasslands, often referred to as prairies and steppes, receive
less rainfall than their tropical counterparts and experience much greater
seasonal temperature fluctuations as well as greater variations between
daytime and nighttime temperatures. The Great Plains of the American
Midwest and the Eurasian Steppe are the most recognizable examples of
temperate grasslands.

Tropical Grasslands

Tropical grasslands, also known as savannas, are characterized by
year-round warm temperatures and greater humidity than their temperate
counterparts. Grasses are the most prevalent form of plant life; however,
individual trees and even some clusters of trees can be found close to
sustainable water sources, such as large lakes and rivers. Acacia trees are
among the most common found in this habitat. Their fire-resistant bark
and deep taproots allow them to withstand the seasonal fires and long
periods of drought that plague this biome during the dry season. Baobab
trees are also found here, though they adapted differently to life in the
savanna. The leaves and branches of this tall tree lie far beyond the reach
of the typical herbivore, including the giraffe. These plants also store
water in their incredibly thick trunks. In addition to their unusual shape
and size, some believe that these trees live for thousands of years. These
claims remain unverified.

Temperatures peak during the summer months, though they rarely
eclipse 90° Fahrenheit, and typically average around 80° Fahrenheit.
Temperatures generally remain constant throughout the course of the
day with the difference between the daytime high and the overnight
low being no more than 15° Fahrenheit. Winter is more noticeable for
its lack of rainfall rather than any discernible drop in air temperatures.
Winter temperatures are roughly 15° Fahrenheit cooler than the summer
highs, and also experience little variation between the daytime high and
overnight low temperatures.

Savannas receive an average of 40 inches of rainfall per year, though
the amount of rainfall is less critical than how it is distributed. Savannas
have a rainy season, which lasts from six to eight months, and a dry season
that encompasses the balance of the year. Roughly 90% of the average
annual precipitation falls during the rainy season. Torrential downpours
generally occur at the onset and conclusion of the rainy season, but are
not exclusively limited to these periods. The typical rainy season starts
in early April and ends in late October, give or take a month on either
end. Violent thunderstorms and a persistent, drying wind usher in the start
of the dry season. The dry season is critical for the savanna’s continued
survival because the prolonged lack of moisture keeps the soil thin and
arid and allows fires to destroy burgeoning saplings and dead vegetation,
thus killing invasive trees and replenishing the soil with vital nutrients.

Natural processes are responsible for the creation of most savannas, but
men and even animals can give birth to this biome. The most common
example of the former’s role in breathing life into a savanna occurs when
farmers fell nearby forests and burn the trees as fertilizer in a vain effort
to transform the former forest floor into farmland. The plan succeeds for
a short time until the crops exhaust the soil’s limited nutrient content, and
the farmers eventually abandon the withering fields. The surrounding trees
make an attempt to reclaim the tilled land for the forest, yet the damage is
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already done. The neighboring grasses infiltrate the neglected earth, and
seasonal fires do the rest to keep the encroaching forest at bay. In a similar
fashion, massive herbivores with an appetite for tree leaves, branches and
bark can wreak havoc on a forest. Unlike the humans, these animals did
not intend to convert a copse of trees into grassland, but their insatiable
hunger accomplished the identical ends by expending less energy.

Even in the preceding circumstances, grasses grow in a territorial
manner. It is extremely unusual to see different grass species intermingled
with one another in a particular area. In general, one and possibly two
varieties of grass hold sway over a wide region, choking off any invaders
that trespass on their space. Several species of grass found in the savanna
can reach a staggering height of 9 feet, though the constant movement
of immense migratory herds ultimately tramples even the hardiest plants.
Most are roughly half that height. Savanna grasses adapted to the thin,
porous soil and extended droughts by storing nutrients and water in their
underground root network. During the dry season, the plant no longer
supplies these precious commodities to its expendable stem and leaves.
The plant’s exposed parts turn brown and eventually wither, only to be
replaced by fresh, green ones when the rainy season returns.

Savannas teem with animal life, especially during the hot, rainy
season. Insects, rodents and birds are plentiful during the humid summer
months. Unfortunately, many of these small creatures carry an unwanted
passenger with them — disease. Mosquitoes transmit an entire host of
virulent pathogens, including yellow fever, dengue fever, encephalitic
viruses and the dreaded malaria, while rats and other rodents can transmit
the rabies virus with their bite and are unwitting carriers of bubonic
plague and hantavirus. Still, these pests take a backseat to the remarkable
fauna that inhabit this lush habitat. The savanna is best known for the
enormous herds of large herbivores that call this environment home.
At any given time, a million or more wildebeests, gazelles, antelopes
and water buffalos may be grazing on a fertile tract of grassland or
drinking from the refreshing waters of a lake or river. Though they are
not as numerous as the preceding animals, the mighty elephant and the
odd giraffe must be mentioned among the biome’s most-renowned and
recognizable creatures. These animals do not stray far in search of food
and water during the rainy season, yet the advent of the dry season sends
them on an annual pilgrimage to find fresh, running streams and greener
pastures. The savanna’s iconic predators always trail close behind them.
The sleek cheetah, the conniving hyena, the crafty leopard and the king of
beasts, the majestic lion, occupy the highest rung of the habitat’s extensive
food chain. In the eyes of most humans, it is impossible to separate these
creatures from the savanna.

Humans living alongside these creatures lead a similarly nomadic
lifestyle. In spite of the fact that it is warm enough to grow crops on a
year-round basis, the thin, arid soil and protracted droughts generally
make farming a difficult and laborious endeavor. Like the animals, Man
is a hunter-gatherer. Humanoids follow their prey’s migratory patterns,
practically walking side by side with the fearsome canine and felid
predators that stalk the tall grasses. The hunt is a communal event in most
humanoid settlements. A lone man is no match for an angry wildebeest,
and faces grave danger when surrounded by agitated herbivores or in the
sights of a larger predator. Like hyenas and lions, men organize themselves
into groups in order to track down and slay their quarry. Numbers and
strategies compensate for what men lack in raw size and strength.

Those that do not hunt forage through the grasses in search of wild
grains, fruits and seeds, such as okra. In spite of their need to work
together, humanoid settlements in the savanna are much smaller in size
and population than those found in the temperate grasslands where
wide-scale farming is possible. Most humanoids live in communities
that consist of extended family members near a viable water source. The
typical settlement consists of at least several moderate-sized huts. The
residents that occupy these quarters share the space with their immediate
families along with a few domesticated animals, most notably goats,
that are used to produce milk, fur and meat. The crude abodes are
constructed from plant matter, particularly grasses. There are some trees
in the savannas, so structures crafted from tree branches and cut wood
can be found in the largest and most established towns and villages.
Because the climate is fairly stable throughout the year, the structures
are designed to provide shelter against heavy rains and high winds rather

than keep the residents warm during the winter months. The roofs and
walls allow light breezes to pass through their porous surface, while
repelling rainfall. In spite of their lightweight construction materials, the
huts cannot be disassembled with ease.

Tropical Grassland Campaign

The tropical grasslands rank near the top of the most hospitable biomes
in terms of weather. With the exception of the hot, humid summer,
temperatures are generally comfortable throughout the rest of the year,
allowing adventurers to explore the vast tropical plains without worrying
about the dangers posed by intense heat and numbing cold. Still, finding
water can be a challenge, especially during the dry season. Explorers
therefore frequently carry sufficient quantities of water to last for the
duration of their journey. Food poses less of a problem as wild grains, fruits
and game are plentiful all year round, particularly along riverbanks, ponds
and lakes. The same principle applies to most humanoid settlements found
scattered throughout the savanna. Most communities are relatively small
with transient populations and few, if any, permanent structures crafted
from mud bricks or wood. Towns and cities constructed from stone do
exist, though they are the exception rather than the rule. Most sprang up
near coastal areas bordering oceans and other substantial bodies of water
that facilitate commerce with neighboring regions. Here, the rural residents
of the plains mingle and trade with the city’s cosmopolitan inhabitants and
exotic foreigners visiting these far flung shores. Adventurers find these
distant locales to be the best places to acquire information from the local
populace and trade for vital provisions and magical equipment.

The tropical grasslands are renowned for their unique and abundant
flora and fauna. But other valuables buried beneath the thin, arid soil also
command the attention of monsters and adventurers alike. Diamonds are
perhaps the most valuable and sought after of the savanna’s inorganic
resources. Prospectors find the precious mineral in ores extracted from
the earth as well as close to the surface in riverbeds, along the shores
of lakes and in shallow ponds scattered throughout the savanna. Gold
and platinum are also found in similar areas throughout the tropical
grasslands. Makeshift towns and villages frequently spring up near
the source of these valuable commodities. Naturally, conflicts between
business rivals and the indigenous peoples and monsters take place on a
regular basis. Adventurers are often hired by one or more of these parties
to eliminate their competitors and protect their employer’s financial and
personal interests.

In addition to scouring the land for buried riches, some wealthy
hunters contract the services of adventurers to accompany them on
safaris in the feral tropical grasslands. These intrepid explorers endeavor
to add the land’s most dangerous game animals to their expansive trophy
collections. Their prize kills include dire lions, rhinoceroses, elephants,
leopards, water buffalos and cheetahs. Other hunters seek the assistance
of adventurers to slay these creatures for commercial purposes. In
addition to selling their fur, humanoids use the body parts of many
of these animals for homeopathic remedies and magical concoctions.
Furthermore, ivory culled from the tusks of elephants also fetches a
hefty price on the open market.

Temperate Grasslands

Temperate grasslands are commonly referred to as plains, prairies and
steppes. Most people use each of the preceding terms interchangeably, but
there are subtle differences among the three. The word plain is actually
a geographical term used to describe flat terrain. It became synonymous
with temperate grasslands because North America’s temperate grasslands
are notoriously flat, thus earning the moniker The Great Plains. Prairies
are temperate grasslands dominated by tall grasses. Short grasses are more
prevalent on the colder and drier steppes. Regardless of the term used,
grasses including wild cereal grains dominate the temperate grasslands.
Trees and shrubs are difficult to find, but a few species, such as poplars
and oaks, grow near riverbanks and lakebeds.

Temperate grasslands experience more seasonal and daily variations
in temperature than their tropical counterparts. During the hot summers,
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daytime highs soar above 90° Fahrenheit, and even exceed 100° Fahrenheit.
Because there is less humidity in the air than in the savanna, overnight
lows can drop by as much as 30° Fahrenheit, especially in interior areas
far removed from the moderating influence of large bodies of water. The
same extremes are felt during the biting, cold winters. Highs barely crawl
above the freezing point, and lows routinely dip into the teens and single
digits with the occasional flirtation with subzero temperatures. The frigid
winds howling across the prairies make it feel even colder on the plains
during the harsh winters.

Steppes receive between 10 inches and 20 inches of annual rainfall,
while prairies get between 20 inches and 35 inches of annual rainfall.
Steppes are often found adjacent to deserts and on the lee side of mountain
ranges, which lessens the amount of rain received in the steppes because
of the rain shadow effect. It is also common for prairies and steppes
to border one another, especially in areas close to mountain ranges.
In either case, precipitation occurs predominately from early spring
through late summer, typically peaking in May followed by a slow and
steady decline until October. The contrast between the wet season and
dry season is less severe than that experienced in the savanna. Temperate
grasslands are less dependent upon fire to eradicate burgeoning trees and
shrubs, in large part due to the lesser amounts of rainfall and the bitterly
cold winters. In addition, most precipitation that occurs during the dry
season falls to the ground as snow. The coating of snow prevents most
fires from igniting and spreading across a wide area. Still, the flames
eventually come, burning away the rotting vegetation slain by the lack
of moisture and winter’s deep freeze.

The warm, moist months are better known as the growing season,
whereas the colder, drier months are referred to as the dormant season.
Farmers working the land sow their seeds at the beginning of the growing
season and harvest their crops at the onset of the dormant season. This is
especially true with cereal grass plants such as wheat, rye, barley, rice,
corn and oats. In spite of the bitter cold winters and moderate rainfall,
the temperate grassland’s soil is slightly deeper and more fertile than the
warmer savanna’s thin, arid earth. This is particularly true on the prairies
where the warmer and moister climate is more conducive to growing
than the cooler and more arid steppes. During the dormant season, some
plants succumb to the lack of moisture and the frigid temperatures. The
decaying organic matter adds another layer of topsoil to the already
nutrient rich dirt. This is especially true when grasses die. Their complex,
subterranean network of roots rots beneath the surface thus increasing the
soil’s fertility. The decomposing plant matter also maintains a firm grip
on the surrounding earth, which prevents it from drying up and blowing
away. As long as the ground remains undisturbed, the land retains its
stability and productivity; however the farmer’s plow frequently sunders
the unseen bonds holding the soil together. Unless properly irrigated and
maintained, the rich earth can turn into worthless dust during periods of
extended drought, as exemplified by the Dust Bowl that devastated the
North American Plains during the 1930s. Likewise, men hew the trees
in neighboring forests in an effort to transform the former forest floor
into arable land. Success demands several years of careful planning and
fertilizing to build up the ground’s topsoil layers, yet permanent conversion
ultimately depends upon climactic factors outside of humanity’s control.
Without man’s intervention, the land may revert to forest over time or turn
into grassland under the right conditions.

Grasses coexist better in the temperate grasslands than they do in
the savanna. Naturally, some thrive in the warmer and moister prairies,
while others prefer the colder and drier steppes. The slightest variations
in temperature and rainfall frequently determine where a particular
species grows best. Prairie grass can reach a staggering height of 10 feet,
though most varieties average between 6 feet and 8 feet in height. Mixed
in among these conventional types of grasses are the wild varieties of
important food staples such as wheat and barley. Other important cereal
grasses including oats, rice, corn and rye flourish in this fertile soil.
Flowering plants also take root in the prairies. Most notable among these
are some members of the legume family such as clover and alfalfa. On
the other hand, the grasses encountered on the steppe are much shorter.
The tallest grasses, often located in areas bordering forests, stand
approximately 4 feet above the ground. Most other grasses grow to a
maximum height of 2 feet. The few flowering plants found in the steppe

generally bloom during the early spring. In spite of the inroads made by
several types of flowering plants, grasses still dominate other forms of
plant life in the prairies and the steppe.

Winter is an inevitable fact of life in the temperate grasslands, and
the creatures that call this place home must adapt to their environment
in order to survive. Bison, also known as buffalos, are probably the best
known of the large herbivores that inhabit the lush prairies, and they make
an ideal example to demonstrate this important principle. The massive
beasts grow thick, dark brown, shaggy coats to insulate their bodies
during the frigid winters. They also use their enormous, furry heads as
a makeshift snowplow, allowing them to eat the dormant grasses that lie
beneath the white coating covering the ground. As spring approaches,
they shed their winter coat and replace it with a lighter brown coat that
is better suited for tolerating summer’s oppressive heat. Other animals
cope with the changing temperatures in different ways. Some ride out the
winter in subterranean burrows. The underground lair may be as simple as
a hole in the ground, or it can be as massive as the prairie dogs’ elaborate
network of tunnels and chambers with multiple entrances. Larger herd
animals huddle close together to preserve body heat and give them some
protection against the frigid winds that howl across the plains.

Humanoids must also adapt to the changing seasons. How they do
so depends upon whether they lead a nomadic or sedentary lifestyle.
The prairie’s hunter-gatherers live in portable shelters that consist of
leather panels wrapped around retractable wooden frames. These hardy
individuals spend their days in close pursuit of the migratory, herd animals
that they hunt. They usually prey upon large game beasts such as bison,
caribou and deer, though they are not averse to feeding on birds, rodents
and smaller predators if left with no other choice. In addition to procuring
meat, these nomads also harvest wild grains, fruits and vegetables that
they use to make flour and meal.

These men and women roam the land as large family units that may
number in the hundreds. They also loosely affiliate themselves with
distant relatives living and hunting on neighboring lands. Despite rarely
establishing any permanent roots, these nomadic people can be extremely
territorial, especially when it comes to fending off rivals encroaching on
their hunting grounds. Many migratory animals follow the same trail year
after year; therefore, a territory that overlaps with the beasts’ preferred
route is highly sought after and coveted by hungry nomads. Territorial
disputes sometimes end in violence, and blood feuds between rival groups
can last for decades and even centuries.

Sedentary farmers dwell year-round in permanent shelters crafted
from wood, thatch and other natural materials. Men work the land,
planting seeds for their crops at the first signs of spring and harvesting
their yields at the onset of the dormant season. In addition to growing
cereal grasses, legumes and vegetables, many plains dwellers also raise
livestock for milk, wool, leather, bone and meat. These animals graze on
the bountiful grasses under the watchful eyes of their owners. For the most
part, sedentary residents are self-sufficient. They have enough stored grain
and livestock to outlast severe droughts and famines. This allows farmers
to sell their surplus food and goods to others. Villages, towns and even
cities spring up close to these agricultural centers to facilitate the trade of
these vital commodities and to protect the citizens from would-be thieves
and marauders. Of course, water is a necessity for farmers and townsfolk
alike. The shrewdest architects build their settlements close to potable and
navigable waterways. Cities usually develop near riverbanks and lakebeds
that can accommodate commercial vessels.

Individualism runs deep among the inhabitants of the temperate
grasslands. As the saying goes, “all politics are local,” and the
overwhelming majority of citizens have no interest in what happens 10
miles from their door, let alone across the vast breadth of the plains. In
spite of their ability to feed, arm, equip and house large populaces, these
communities are extremely insular and often completely apathetic about
the prospects of nation building. The concept of taming and conquering
vast swaths of territory is thoroughly unappealing and fruitless in their
eyes. Surprisingly, the nomadic peoples are more apt to carve out an
empire of endless grass than their sedentary, urban counterparts. The
reason is rather simple: Nomads take whatever they need from those who
already have it. This is especially true on the steppe, where vital resources
are scarce and thus in greater demand. In fact, nomadic steppe people
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under the command of Genghis Khan carved out the largest contiguous
land empire in human history, though his hard-won kingdom fragmented
shortly after his death. While urban dwellers are bound together by
commercial necessity and mutual convenience, the bonds of blood,
kinship and desperation tie the migratory hunter-gatherers together.

Temperate Grasslands Campaign

The temperate plains offer a good mix of wilderness and urban
adventuring opportunities. The untamed prairies and steppes are vast
open spaces subject to the ever-changing whims of the savage beasts
and hardscrabble nomads that constantly roam these lands in search
of greener pastures. For those endeavoring to make their mark on this
domain, it is practically impossible to do so without first taming the iconic
symbol of these lands — the horse. Children are born and bred in the
saddle and learn to fight from horseback at an early age. The temperate
plains’ fortunes are shaped by the ability to maneuver and attack in unison
with a trusted steed. Fortunately, these skills are not always needed, as
most residents harmoniously coexist with the land and each other. Still,
some men and monsters exhibit no reverence for nature or their fellow
man. Instead, they take what they want from others regardless of the
consequences. In the absence of any governmental authorities, innocent
civilians frequently turn to adventurers to protect them from raiders and
brigands terrorizing their lands. In addition to human adversaries, heroes
also battle against aggressive humanoids such as orcs and goblins, as
well as predatory beasts and herd animals such as hyenas, dire lions and
buffalos. Monstrous humanoids and other intelligent foes also stalk the
tall grasses and abandoned camps in search of sentient prey.

Adventurers making their way in the villages, towns and cities scattered
throughout the temperate plains face similar perils. Dark forces lurk
behind closed doors in the halls of power and the depraved underbellies
of these settlements, though they hatch their schemes and plots with
more subtlety than the brazen marauders harassing passing travelers.
Rare, exotic and illegal goods can also be bought and sold through the
same illicit channels typically doubling as a legitimate business. An air of
suspicion always accompanies newcomers; therefore, the average citizen
usually keeps information about black markets and nefarious services
close to the chest when dealing with strangers. In addition to the materials
available within inhabited locales, abandoned settlements typically harbor
vile secrets and forgotten treasures left behind in the haste to escape a long
forgotten apocalypse.

Malevolent men and creatures are not the only dangers in the grass
and grain fields. Weather on the temperate plains is harsh and fickle.
Adventurers seeking fame and fortune must be prepared for nature’s
furious and sometimes unpredictable wrath. Hot, humid summers wither
the hardiest warriors, and frigid winters literally chill the stoutest souls to
the bone. Tornados destroy anything in their path and can even level a city
in minutes. The fierce winds and blinding snow of a prairie blizzard can
halt a giant in its tracks. A single lightning strike can transform a peaceful
pasture into a roaring blaze in a matter of seconds. Plains adventurers soon
discover that nature cannot be controlled.

Water

Drought is a constant fear and reality in the grasslands. Even under
the best of circumstances, precipitation is generally scarce during the dry
season, especially in the steppes. Weather offers no guarantees. Sometimes,
rainy seasons come and go with little or no precipitation. The problem
gets exponentially worse for every year that passes without enough rain to
replenish the waters lost to evaporation and consumption. Whenever the
rains fail to come, the shortage places an incredible strain on the available
water resources. No area feels the effect more dramatically than the large
cities and towns that depend upon water to quench their residents’ thirst
and also irrigate the surrounding fields that provide the overwhelming
majority of the community’s food supply. Prudent civic planners and
farmers ideally plan their settlements with water needs foremost on their
minds. Though this would seem to dictate developing villages, towns and

cities along riverbanks and lakebeds, this course of action has its own
set of problems. Flash floods from torrential downpours and rapid snow
melt are just as much of a reality on the plains as drought, particularly in
nearby low-lying areas. To avoid such a catastrophe, architects construct
the settlement’s infrastructure in an elevated location close enough to
draw water from its source, but high enough and far enough away to avoid
damage from flooding. Engineers must strike a careful balance between
giving the residents easy access to water while ensuring public safety.

Rivers and Lakes

Grasslands are generally located on the continent’s interior, a great
distance from the oceans. Rivers and lakes are an important water source
and means of travel for settlers. The largest rivers and lakes are generally
found in the savannas, which receive more precipitation than the prairies
and steppes. For instance, the African savanna’s largest lakes, Lake
Tanganyika and Lake Victoria are considerably larger than any lakes in
the Great Plains and the Eurasian Steppe. Lake Victoria is also a source
of the Nile River, which is generally considered the longest river in the
world. Rivers and lakes in the savanna accumulate much of their water
from direct precipitation and lie in valleys encapsulated by mountain
peaks. Small vessels can navigate most parts of these rivers, bus some
areas are too shallow and rocky to negotiate without risking damage to
the boat. When the dry season comes, predators gather near these narrow
straits and wait for the migrating herds to ford the treacherous waters.
Once they spot suitable prey, the beasts charge toward the herd, sending
the entire throng of animals into a mad panic that crushes and drowns far
more escaping animals than the hunters do.

Most rivers in the prairies and steppes originate in adjacent mountain
ranges or are tributaries of a much-larger river. This is particularly true
in the case of temperate grasslands forming on the lee side of a mountain
range emulating the rain shadow effect. Runoff from melting snow
high atop the peaks accounts for most of the river’s water content. An
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individual river’s navigability depends upon precipitation totals. If the
annual rainfall is at or above its annual average, the waterway’s entire
length is usually navigable. Otherwise, large portions of the river are
too shallow for vessels larger than a rowboat. Riverbanks and lakebeds
are also important to plains settlers, because they are usually the only
locations where trees grow. Wood is necessary to build shelters, weapons
and other tools. Lakes found in the prairies and steppes are considerably
smaller than those in the savanna and are used predominately as a source
of drinking water and irrigation rather than commercial interests.

Aquifers

In the absence of a surface lake or river, settlements and farms sometimes
rely upon underground rivers and aquifers to meet residents’ needs. As
an example, vast areas on the Great Plains rely almost exclusively upon
aquifers to irrigate their crops. Because they not are readily visible,
successfully locating an aquifer is a bit of a challenge. If one is present, a
PC detects the aquifer with a successful DC 20 Knowledge (geography)
check. Finding an aquifer is only the first part of the equation. Water sinks
to its lowest level, so a pump or a well must be used to bring the water to
the surface. For this reason, engineers build settlements that rely upon an
underground water supply in a low-lying area close to the subterranean
reservoir.

Watering Hole

The term watering hole does not describe an actual body of water, per
se. The watering hole itself may be an accessible riverbank, a lake or a
small pond. The term is used to describe an area where numerous animals
come to drink from and bathe in the refreshing waters, particularly during
the dry season when water is scarce. The breathtaking scene of watching
hundreds and even thousands of animals gather around a small, blue oasis
is one of the savanna’s most indelible images. It is also one of the tropical
grassland’s most dangerous places. Predator and prey alike need water to
survive, forcing the opposing factions in close proximity to each other.
Even a sudden flinch from a thirsty lion can trigger a mad stampede.
Adventurers approaching a watering hole must do so with extreme caution
to prevent attracting unwanted interest from a hungry predator or setting
off a mass panic among the nervous prey animals. To make matters worse,
pathogens frequently lurk in the watering hole’s stagnant liquid.
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lains Cravel

Travel across the plains frequently evokes iconic images drawn from
classic Western movies and history. Whenever the thought first comes to
mind, many envision a pitched battle between mounted bandits and the
defenders of a horse-drawn stagecoach desperately trying to outrun one
another as they barrel across the short grasses. Some watch in awe as
cavalry archers under the command of the legendary Genghis Khan charge
across the Mongolian steppe and fire arrows at their terrified enemies. Still
others see the lone rider deftly maneuvering his trusted steed through the
tall grass and across the shallow rapids in a frantic dash to warn others
of an impending attack from hostile invaders. As the preceding images
demonstrate, it is practically impossible to imagine trekking across the
untamed grasslands without the horse. Though the horse plays a prominent
role in plains travel, it is not the only means of journeying across the
vast expanses. The mode of transport frequently depends upon the trip’s
purpose and the terrain. Leading a flock of sheep across the steppe in
search of fresh grass is easily accomplished from horseback. Fording a
raging river while mounted is almost a sure way to drown. Experience has
taught the grasslands’ residents that every situation is different, and those
that succeed must adjust to overcome unique and unexpected obstacles.

Many plains dwellers, particularly in the steppes and savannas, lead a
nomadic lifestyle, so travel is an integral part of their existence. Steppe
peoples are constantly on the move. Animal husbandry is a way of life in
this environment, and those that tend to the flocks must sate their livestock’s
voracious appetite. A hungry herd can devour an entire field in a single
day, necessitating relocating the animals to greener pastures on a continual
basis. Likewise, the dry season forces the savanna’s hunter-gatherers to

follow their migratory prey and locate new fresh water sources along
with burgeoning fields of wild grain and ripened vegetables. Their long,
circuitous journey often crosses tumultuous waterways and brings them in
close contact with the animals they hunt and the fearsome predators that
follow in their footsteps as well. The prairie’s fertile farmlands attract a
continuous influx of new settlers looking to build a better life on the rough
and tumble temperate grasslands. These newcomers frequently travel
great distances searching for the ideal tract of land to plant their seeds
and build their new life. Though many establish permanent roots in this
biome, they frequently sell their surplus of food products to local vendors
and merchants from far-flung lands. The humanoids that inhabit the
tropical and temperate grasslands likely travel more than the inhabitants
of any other environment.

Trails

In spite of the fact that grasslands present few natural barriers to
travelers, explorers frequently develop a preference for a particular
route as they make their way across the vast plains. Though these
roughhewn, dusty trails would not be considered roads in the
traditional sense, they still serve their intended purpose — to provide a
safe and efficient means for transporting people and goods through the
uncharted wilderness. In many instances, these trails run parallel to the
rivers and streams that bisect the land. Their close proximity to water
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is not an accident. The men and animals that traverse the grasslands
need water to survive. While a handful of men can carry enough water
to complete their journey with relative ease, transporting enough
water to quench the thirst of several hundred cattle, sheep or horses is
completely impractical. The same waters that nourish man and beast
alike also pose the greatest natural obstacle to those venturing across
the plains.

Crossing a treacherous river with a herd of animals, a horse-drawn
vehicle or a frail person requires tremendous bravery and skill. Few
attempt the harrowing feat. A single misstep can subject the errant
trespasser to one of the waterway’s lethal currents and drag the
creature to a watery grave. In the case of social animals, a frightened
beast can send the entire herd into a mad panic as the terrified animals
battle the current and each other to find firm footing on dry land.
Bridges are rare, because width tends to be a greater challenge than
depth. Spanning a 100-foot-wide river is an expensive proposition
requiring enormous financial resources as well as tremendous
amounts of men and materials. Whenever a trail fords a stream
or river, it usually does so as the most navigable location rather
than the seemingly more logical shallowest point. This is highly
advantageous on the most heavily traveled trails, where industrious
boatmen ferry passengers from one bank of the river to the other. In
the absence of any available watercraft, finding a negotiable path
across a straight, wide and shallow point or a location where the
river breaks into several channels is usually a better proposition than
exclusively looking for the narrowest and shallowest spot, which
often has dangerous, swirling currents containing hidden debris.

Trails link humanoid communities together. Like the debate about the
chicken or the egg, it is sometimes difficult to tell which came first — the
trail or the settlement alongside it. Most trails are manmade, so the answer
depends upon who first blazed the trail. Did the villagers or townsfolk
create the trail to facilitate travel to a nearby location or did someone
establish the settlement in order to accommodate the needs of passing
travelers on the nearby trail? In either case, practically every permanent
settlement has at least one trail passing through the center of it.

The following tables represent the percentile chance of encountering
a settlement while traveling on a trail in a savanna, prairie and
steppe. (Cities are not included on the table, because they are large
enough to generally appear on a map of the immediate area.) The
“Movement” section of Chapter 7 of the Pathfinder Roleplaying Game
Core Rulebook indicates that creatures can travel through the plains
without impediment on a trail and at three-quarters speed through
trackless areas. (See the upcoming section Are Plains Plain? for
details regarding movement through these areas.) The GM should
consult the table every 24 miles, which is the amount of ground that
an unencumbered man can cover in a single day on the trail. Naturally,
creatures that move faster than 30 feet may require the GM to consult
the table more than once over the course of the day, and those that
move slower may roll on the table every other day instead. The GM
should attempt only one roll for each 24-mile interval.

Table 2—1: Settlement in a Prairie

Setftlement Type PercentageChance of Presence

Thorp/Hamlet 01-25
Village 26-45
Town 46-60

No Settlement 61-00

Table 2—2: Settlement in a Savanna

Seftlement Type Percentage Chance of Presence

Thorp/Hamlet 01-20
Village 21-30
Town 31-35

No Settlement 36-00
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Table 2—3: Settlement in a Steppe

Seftlement Type Percentage Chance of Presence

Thorp/Hamlet 01-15
Village 16-25
Town 26-30

No Settlement 31-00

Blazing a Trail

Trails are born more than they are made. Pioneers exploring the wild
grasslands almost never devise a deliberate plan of how they intend to
get somewhere. Instead, they set foot into the wilderness with nothing
more than a vague idea and an intended destination in mind. The land then
dictates how they get there through trial and error. Trails mimic the laws
of electricity. They normally follow the path of least resistance. Naturally,
flat land near a plentiful water supply and lush, short grasses makes the
best terrain, but nature is not obligated to accommodate humankind.
Rivers, lakes, tall grasses, hills, gradients and other natural and manmade
obstacles frequently stand in the intrepid explorer’s way. Whenever
these barriers confront the bold pioneer, he must use his ingenuity and
experience to devise a feasible solution.

The easiest option is to go around the impediments, but efficiency and
simplicity are important considerations in making that decision. Taking
travelers 20 miles out of their way to avoid a vast tract of tall grass is
grossly inefficient in comparison to using a controlled burn to carve a
negotiable path through the high vegetation. Likewise, there are instances
where rivers and streams can and should be crossed out of necessity rather
than completely avoided. Trails must also be easy to follow in order for
people to use them. It is very easy to get lost or stuck on a meandering
route filled with switchbacks and steep inclines, which defeats the purpose
of blazing the trail in the first place. Roads are not made from cobblestone
and macadam. Over time, the passage of men and beasts beats the ground
into submission and creates a well-worn, dusty trail that is readily visible
to the naked eye even from afar. Though some contain periodic signposts
and landmarks, they are primarily constructed from extensive use by
living creatures.

Fields of Gold

Trails create opportunities. They take downtrodden farmers searching
for a second chance to virgin farmlands they can call their own. They
beckon shepherds and their flocks to greener pastures, and lead merchants
to newfound markets in distant lands. Others follow in the footsteps of
immense herds of prey animals on their endless search for food. Trails
are the glue that hold civilization together even in a land dominated
by vast fields of green and gold. This is especially true as it relates to
neighboring domains. Though the grasslands produce an abundance of
grain, meat, precious metals and gems, other important commodities are
in high demand and short supply. Foremost among these are wood and
salt, two goods respectively found in abundance in the adjacent forests
and deserts. Trails allow suppliers to reliably transport their merchandise
without incurring extensive delays caused by getting lost or following a
circuitous and even dangerous route across the uncharted wilderness. In
addition to connecting the people and products of the plains to foreigners,
travelers hailing from the forests and deserts also establish overland trails
across the grasslands connecting them with one another. For instance, the
Great Silk Road that crossed the Eurasian steppe facilitated trade between
the Mediterranean world and the exotic markets of the Far East.

Trails are also used to transport animals and information in a fast and
dependable manner. The dry season renders much of normally edible plant
life inert and worthless, so farmers must frequently relocate their herds to
greener pastures or quickly transport their livestock to larger settlements
for slaughter. Animals, especially domesticated ones, are generally fearful
of water and any changes in their routines. Avoiding perilous treks across
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waterways and unfamiliar routes makes it safer and easier to move large
herds without incurring substantial resistance from the animals and
casualties along the way.

News also travels quickly along the trails, especially when they are
combined with horse relay stations. Though most people are familiar with
the Pony Express from the American West, the Persians and the Mongols
had a mail delivery system that predated the Pony Express by more than
500 years. Fresh horses and riders would be stationed at varying intervals
along the trail. As one rider galloped into the station, he would pass his
message off to a new rider who would then repeat the process at the next
designated interval. This system allowed messages and correspondence to
move much faster than relying upon one person and one horse to carry the
message the entire distance.

The passage of valuable goods and information along these trails attracts
the unwanted interest of bandits and highwaymen. Unfortunately, the tall
grasses that border many trails offer ideal ambush sites that these ne’er-
do-wells use to their advantage. In the absence of any strong, centralized
governmental authority, the responsibility for keeping the roads safe
usually falls to the local citizens and private enterprises that use these
routes to relocate their herds and ship their wares to markets. Few farmers
and merchants have enough time and energy to deal with these problems
themselves; therefore, they frequently hire adventurers to patrol the roads
and bring the perpetrators of any crimes committed on the trails to justice.
Of course, the exact parameters involved in dispensing justice to criminals
are often left to the adventurers’ imagination. Small villages, towns and
individual merchants rarely have the logistical and financial means to
incarcerate prisoners for extended periods of time. They generally prefer
that adventurers mete out their concept of “frontier justice,” which may
consist of anything ranging from summary execution to a stern warning.
Most punishments fall somewhere between these two extremes.

Traveling Plains Trails

Plains travelers generally view trails as a guide through the feral
grasslands rather than an absolute necessity. Shepherds, farmers and
merchants alike commonly seek out the road less traveled and make their
own way across the fertile landscape only to once again converge with
the well-worn trail miles down the road. The reasons for doing so vary.
A rash of robberies on a particular stretch of trail may convince some
to avoid the area for the time being. Others may try their luck at finding
a verdant field of green grasses for their livestock some distance away
from the beaten path. A few brave souls may even attempt to blaze a new
trail across trackless ground en route to their final destination. In the end
though, the majority opts for familiarity over the unknown.

Trails are vital for vehicular traffic. Men and horses fare well walking
and striding across the open plains. The same cannot be said for covered
wagons, carriages and stagecoaches. These vehicles are best suited for
a flat, trampled-down surface and are easily jostled and damaged when
rolling over uneven terrain. A large stone or a hidden depression may
shatter its fragile wheels or even overturn the vehicle and destroy it.
Likewise, water and mud also impede the vehicle’s movement and can
casily bring the entire contraption to a screeching halt. Drivers almost
always stick to the roads, which also makes the vehicle an easy target for
brigands and thieves. To deter would-be robbers and protect their valuable
cargo, an armed contingent usually accompanies the shipment for the
entire trek. While merchants can afford this luxury, settlers and pioneers
headed for greener pastures are not as fortunate. Most cross their fingers
and pray for the best on the perilous journey. Those who can afford it may
pin their hopes on adventurers to safely guide them to their new life.

Roads Untraveled

Trails are primarily designed with long-distance commercial traffic in
mind rather than short jaunts through the grasslands. Hunters are not going
to find prey animals waiting for them on the side of the road. Farmers and
shepherds looking for new arable land and fresh fields are unlikely to find

13

unclaimed territory next to a trail. Some endeavors necessitate traveling
off of the beaten path and across the untracked plains. In general, the land
itself does not pose any significant obstacles to explorers. Tall grasses
impede movement and obscure vision, but navigating a path through the
vegetation merely requires extra work. The peril lies with what is hidden
within the tall grasses. Predatory beasts and monsters frequently lurk
behind the amber and green fagade, where they patiently wait and watch as
their unwitting victims draw closer to their ideal ambush site. In the blink
of an eye, the attacker crashes through the stalks of grains and pounces
on its startled prey. Rivers present a similar dilemma. Crossing the river is
generally not a necessity, but it can be extremely dangerous for those that
choose to do so. In addition to contending with the treacherous currents
and murky depths, hungry crocodiles and alligators troll the muddy waters
and savagely bite any creature that strays too close to the water’s edge.

Animals and monsters are not the only creatures that use camouflage
and deception to slay their quarry. The humanoid hunters that stalk the
wildebeests, gazelles, buffalo and the grasslands’ other large herbivores
also use the untamed terrain to their maximum advantage. In addition
to blending in with the tall grasses and remaining downwind of their
target like most other predators, men can learn a great deal from the
grasses. Many migratory animals follow the same paths year after year,
so a trampled-down patch of grass may indicate the herd’s annual route.
This is especially true in areas with heavy undergrowth. If a herd passed
through a cluster of contiguous squares with heavy undergrowth within
the last year, characters attempting a Perception check to locate tracks
or a Survival check to locate and follow tracks gain a +4 bonus to their
check. Likewise, a field reduced to stubble is another indicator that a large
group of animals recently grazed in a particular area. A successful DC
15 Knowledge (nature) check determines whether animals damaged the
plants or other causes, such as disease, drought and fire, are responsible
for razing the field. If the check is successful, and tracks are in the area,
PCs searching the area gain a +2 bonus to Perception checks to locate
them and Survival checks to locate and follow the tracks leading into and
out of the area. The preceding bonuses are in addition to rather than in lieu
of the DC modifiers that appear in the “Survival” section of Chapter 4 in
the Pathfinder Roleplaying Game Core Rulebook. The grasses sometimes
have a tale to tell for those who know where to look for it.

Plains-dwellers often quip that “the common man commonly stays on
the well-worn trail and remains common, while the extraordinary man
blazes his own trail and becomes the stuff of legends.” Whether or not one
believes the adage to be true, adventurers seeking adulation and fortune
in this rough-and-tumble world must stray from the beaten path and make
their unique mark on the world in places where others fear to tread.

Are Plains Plain?

For gaming purposes, tropical and temperate grasslands are generally
lumped together and categorized as the plains. (The “Plains Terrain”
section in Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook
discusses farms, grasslands and battlefields.) Though prairies, savannas
and steppes are properly classified as grasslands, they also differ from one
another in many important ways that necessitate additional details about
their impact on movement.

The table below describes in general terms how likely it is that a given
square has a terrain element in it.

Table 2—4: Terrain Elements on the Plains

Prairie Savanna Steppe
Typical Trees — 5% =
Light Undergrowth 40% 30% 15%
Heavy
Undergrowth Lo 1e7 e

Cultivated land in any grassland may be treated as a farm (see the
“Plains Terrain” section in Chapter 13 of the Pathfinder Roleplaying
Game Core Rulebook for details). The effects of trees, light undergrowth
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and heavy undergrowth are first described in the “Forest Terrain” section
in Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook.

When determining movement through trackless grasslands, the GM
should adjust movement rates in accordance with the prevailing terrain. It
is appropriate to allow characters to move at three-quarter speed through
trackless areas dominated by short grasses. Adventurers blazing a trail
through trackless areas dominated by tall grasses, i.e. grasses tall enough
to impede vision, move at half speed. Though short grasses generally do
not impede movement, the reduction to speed is based upon the presence
of natural obstacles on trackless terrain that are not normally encountered
on roads and trails. These obstacles include streams, inclines and patches
of tall grass.

Modes of Travel

Perhaps no other environment is as conducive to travel as grasslands.
This lush biome has enough vegetation and water to support men and
beasts alike for a long journey, but not enough to impede progress on most
occasions. Steep hills, sharp declines and muddy earth are rare obstacles.
Trees and other immovable objects are few and far between. These
stomping grounds are ideally suited for most creatures, but no animal has
had a bigger impact shaping this land’s destiny than the horse. The horse
singlehandedly altered the outcomes of wars, opened the wild frontiers for
exploration, and facilitated trade between distant lands. It is impossible to
imagine what the plains would be like without this remarkable creature.

Horses

Humanity’s domestication of this noble creature indelibly changed
the fortunes of those aspiring to make their mark on the plains. This
is especially true in the temperate grasslands where cavalry soldiers
reign supreme, as exemplified by the Mongols’ conquest of vast
territories in Asia and Europe during the Middle Ages. The flat, open
terrain and firm earth are perfectly suited to accommodate the horse’s
many combat applications. Though deserts lack natural obstacles, the
loose, shifting sands, undulating dunes and scorching heat limit the
animal’s ability to function in that hot environment for more than brief
intervals. Likewise, the forest’s abundance of trees and soft, yielding
ground significantly reduce the horse’s speed and ability to move
through the congested terrain.

Under the ideal conditions found on the plains, the horse’s size,
strength, speed and maneuverability give its rider a significant advantage
over infantry troops. The mere sight of an armored half-ton beast
charging across the field of battle at breakneck speed can shatter the
fighting spirit of the average foot soldier and send the panicked warrior
into a mad dash for safety. The mounted archer may be the deadliest
weapon on the battlefield. Armed with his fearsome composite bow, he
can fire his arrows at a target up to one mile away. An entire column of
these dreaded bowmen can unleash a coordinated barrage of projectiles
that could turn the skies dark on a sunny day and rain down death upon
their helpless foes.

Horses also play a critical role in reconnaissance missions and
communications. A lightly encumbered unit of mounted soldiers can
cover tremendous amounts of ground in a few hours and provide military
commanders with detailed intelligence about enemy formations,
sizes, locations and movement. Perhaps the horse’s greatest military
advantage is its ability to transport men and equipment vast distances
in a single day on the temperate grasslands. Horses are grazers, so
there is no need to carry immense quantities of feed to satisfy the
animal’s nutritional demands. When it is hungry, it stops in a field and
devours enough grass and plant matter to re-energize itself and resume
the journey. Its ability to forage for food in the grasslands without
incurring any significant delays further enhances its usefulness and
efficiency on the battlefield.

Though most commonly associated with their combat usage, horses
also perform other important tasks that warrant mention. They are

commonly used as pack animals. The average horse can carry a maximum
load of 900 pounds. Doing so greatly encumbers the animal, however,
and slows it down. The horse’s handler can reduce the animal’s strain by
properly balancing the weight. To do so, the character must succeed on
a DC 15 Profession (porter) check at the beginning of the day’s journey
when he places the saddlebags onto the animal. If he succeeds, he reduces
the animal’s encumbrance by one category, so a heavy load becomes a
medium load, and a medium load becomes a light load. He cannot exceed
the horse’s maximum carrying capacity, even if he succeeds on the
preceding skill check.

Obviously, packhorses never travel alone and are always accompanied
by their humanoid masters and armed guards charged with safeguarding
the animals and the goods they carry. The entourage may include up to 50
horses walking in single file. Their human traveling partners may walk
alongside them, ride atop a horse or, in the case of a wealthy merchant,
sit in a luxurious carriage. Horses can also pull covered wagons and
stagecoaches. These vehicles substantially increase the animals’ hauling
capacity, but they function poorly on rough, uneven surfaces. For that
reason, they are predominately confined to trails and are almost exclusively
used for long-distance travel by those who can afford such amenities.
See the “Land Vehicles” section in Chapter 4 of Pathfinder Roleplaying
Game Ultimate Combat for details regarding the usage and game statistics
for these overland vehicles.

Horses also play a prominent role speedily transporting words and
ideas instead of goods and wares. The fastest and most-durable animals
are chosen to perform the important task of delivering correspondence to
distant lands. Some do so at the direction of an individual or small group
of persons, while others are part of a centrally governed mail delivery
system. In either case, many treasured and sacred documents began their
journey into history within the closed confines of a mounted courier’s
saddlebags.

Without a doubt, horses are the preferred means of travel and transport
among plains-dwellers. In addition to the animal’s speed, practicality
and self-sufficiency, the fastest, best-mannered and most-beautiful
specimens serve as a status symbol among the gentry and the ruling elite.
At a minimum cost of 75 gp, the typical horse is an expensive purchase
beyond the reach of the average man. A champion racing stallion or a
specially trained prancing pony can cost more than 10 times that amount.
Regardless of whether an individual owns a prized steed or an old nag, the
horse is often a household’s most valuable and loyal asset.

Taking a Ride

There are some instances where being a passenger is a better
alternative than being an active participant. Instead of buying horses
and procuring provisions for a long overland trek, characters may
decide to leave the logistics to someone else, while they sit back and
take a ride. The vehicle’s operator generally charges a fee dependent
upon the quality of the accommodations and the total distance traveled.
The “Transport” section in Chapter 2 of Pathfinder Roleplaying Game:
Ultimate Equipment provides the costs normally charged for such
a trip. Adventurers have many tricks up their sleeve, and hitchhiking
ranks among the oldest. In lieu of payment, a character may attempt
a Diplomacy check to convince the operator to allow him and perhaps
even his friends to ride for free. The Difficulty Class of the check is
10+1 for every gp the trip would normally cost. If the operator is going
in the same general direction as the character, decrease the check’s DC
by —5. If the character’s destination takes the vehicle in the opposite
direction of its intended destination, increase the check’s DC by +5. If
the check fails, the character and his allies may not attempt to hitch a
free ride from the driver for the next 24 hours.

By Hoof or by Foot

Walking is a cheap alternative to purchasing a horse, though it
is generally slower and more tiring than traveling on horseback.
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Still, walking has its advantages, especially in the savanna. Men are
more predictable than horses. Large predators are more commonly
encountered in the tropical grasslands than they are in the temperate
grasslands. The average man is unlikely to bolt and run at the sight of a
charging monster or an unearthly event. More importantly, fresh grass
is often difficult to find during the savanna’s severe dry season. For
most residents of this warm environment, the expenditures in time and
energy needed to feed the animal on a year-round basis do not justify
the benefits of saving travel time. In comparison, a small goat consumes
far less food and water, is not a finicky eater, may be sheared for wool,
provides a renewable source of milk, and can be slaughtered for meat,
leather and bone in a time of extreme famine. It also costs significantly
less to purchase a goat than a horse.

Shoes are an absolute necessity for those that travel by foot. The
undergrowth teems with sharp edges and spines from the indigenous
vegetation. In addition, the grasses hide large quantities of debris and
wildlife that can injure bare feet. Sandals are commonly worn in the
savannas, as their open-foot design allows more air circulation and keeps
the feet cooler than conventional shoes. The seasons determine the type of
footwear worn in the temperate grasslands. Sandals are appropriate during
the hot summers, but the cold, snowy winters demand insulated boots that
protect the extremities from frostbite.

Exotic Mounts

Horses are not the only animals used for combat and transportation
purposes. Other beasts and monsters sometimes cooperate with men to
smite enemies and get them and their goods from one place to another.
The massive elephant is perhaps the most impressive and feared combat
mount, mostly because of its enormous size. Elephants lack the speed,
grace and maneuverability of horses; therefore, they are predominately
used to overrun and terrify enemy forces. Perhaps the best-known
use of war elephants occurred during the Second Punic War when the
Carthaginian general Hannibal Barca crossed the Alps and attacked
the Romans with his unit of war elephants. In addition to their roles in
combat, elephants are also used as pack animals, though their enormous
food and water requirements limit their usefulness to short trips rather
than long journeys. Powerful rulers and wealthy aristocrats occasionally
use the immense beasts as mounts in an ostentatious display of their might
and vast fortune.

Oxen, neutered male cattle, are used to pull carts and haul goods over
short distances, though they are better known for lugging heavy ploughs
across untilled fields. It is possible to ride an ox as a mount, but its slow
speed and lumbering gait make for a slow, bumpy ride. Mules, the sterile
offspring of a male donkey and a female horse, make excellent pack
animals, especially in rugged terrain that requires sure footing. However,
they and their donkey relatives have the same food demands as the horse,
making them a poor substitute for their faster and considerably stronger
kin. Though they can be ridden as mounts, mules and donkeys generally
cannot be combat trained.

The domesticated animals presented above are docile and accustomed to
being in close quarters with people, making it relatively easy to train them
as mounts and laborers. Wild beasts present a much different challenge.
These creatures must be tamed before they can be used for any of these
purposes. Doing so requires the handler to rear the animal from infancy
and then succeed on a Handle Animal skill check to domesticate the
feral creature. Humanoids have attempted to rear many animals over the
generations, but the most popular mounts include zebras, lions, leopards,
buffalos, gazelles and even cheetahs, as well as the dire varieties of these
and other animals indigenous to the grasslands.

Presented below are two tables with the costs to purchase plains mounts
and the distance they travel over the course of a single day.

These prices are for untrained animals. Combat trained mounts generally
cost 1-1/2 times the normal price. The speeds are based upon traveling
on the trails across the plains without risking overexertion. Travel across
difficult terrain and trackless expanses may reduce these speeds, while
moving at a hustle or force marching the creature may increase these
speeds albeit at the risk of injuring or killing the mount.
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Table 2—: Costs to Purchase Plains Mounts

Buffalo’ 50 gp

Cheetah’ 160 gp

Donkey or Mule | 8 gp

Elephant 1,000 gp

Gazelle' 45 gp

Horse 75-300 gp based upon type of horse
Leopard’ 100 gp

Lion' 200 gp

Ox 50 gp

Zebra'? 75 gp

Table 2—6: Distance of Overland Travel Per Day
Creature

Miles Traveled

Buffalo’ 32 miles

Cheetah’ 40 miles

Donkey or Mule 32 miles

Elephant 32 miles

Gazelle! 48 miles

Horse 40 miles

Leopard’ 32 miles

Lion’ 32 miles

Ox 32 miles

Zebra'? 40 miles

' Animal must be successfully reared before it can be
taught tricks. See the “Handle Animal” section in Chapter
4 of the Pathfinder Roleplaying Game Core Rulebook for
details regarding rearing animals.

2 Zebras share the same game statistics as light horses.

Rivers and Lakes

Waterborne travel is an alternative to overland travel, but it too comes
with its share of benefits and drawbacks. Unlike men and pack animals,
boats do not need to stop for food or rest. As long as they have a sufficient
crew to man the oars in shifts, the vessel moves around the clock without
interruption. When propelled by even a modest current, a boat floating
downstream can travel 50 miles or more in a single day. Unfortunately,
ships moving in the opposite direction do not fare as well. Rowing a large
watercraft upstream is an exercise in futility. The skippers of these vessels
must devise an alternate means of propulsion to combat the natural flow
of water. The options include using a rotating paddle powered by a team
of men or a small contingent of giants, having pack animals on shore pull
the vessel upstream, creating a magical means of propulsion or fabricating
a mechanical engine. Rivers and oceans experience the strongest tidal
variations with their water currents and waves. These natural forces also
affect lakes, albeit to a lesser degree.

Waterborne travel is a feasible alternative for transporting goods
and passengers that offers significant advantages over its land-based
competitors. As previously discussed, superior speed tops the list of
benefits. Watercraft operators do not need to feed and care for dozens
of pack animals before, during and after long journeys. In spite of the
frequently cramped, overnight quarters, a large ship offers more amenities
and comforts than an animal’s back or even the most luxurious carriage.
It is possible to relax on deck, engage fellow passengers in conversation
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and even dine in style aboard the vessel as opposed to the monotony and
deprivation experienced during a long, overland journey. The “Transport”
section in Chapter 2 of Pathfinder Roleplaying Game Ultimate Equipment
provides the costs normally charged for water travel.

Traveling aboard a rowboat or keelboat seems like a wondrous
alternative to the drudgeries of horseback travel and walking, but it is
not as idyllic as it first seems. The most formidable obstacles are finding
the materials and someone with the expertise to build a seaworthy
vessel. Wood is in relatively short supply in the temperate grasslands,
particularly in the steppe. Plains are typically located in landlocked
areas far from the oceans, so sailors and shipbuilders are difficult to
find in this environment. Hence, most seagoing vessels are constructed
elsewhere at great expense to the purchaser. Those that are built locally
tend to be small craft requiring few materials and limited expertise to
build and operate, such as canoes, kayaks and rafts rather than keelboats
and rowboats. The shift toward lightweight boats is partly attributable to
the lack of building materials and skilled craftsmen, but it is also linked
to the navigability of the waterways themselves. Many rivers are too
shallow to support bulky, oceangoing ships. Rapids are another common
hazard, especially during the height of the rainy season in the savanna
and after the snow melts in the temperate grasslands. The jagged rocks
and rough currents rip larger vessels’ hulls to shreds. On the other hand,
the people manning a canoe or kayak can lift the lightweight craft out
of the water and carry it overland, allowing them to safely bypass the
river’s treacherous sections. Of course, doing so also prevents them
from transporting large quantities of cargo.

Manmade creations also pose problems for waterborne commercial
traffic in particular. Men and some monsters build dams along the course
of a river in order to protect low-lying areas from flooding, to increase a

river’s depth in particular sections or to siphon off river water to construct
a reservoir for a town or city’s drinking water supply. Though these
projects are built to benefit the community, they often create unintended
consequences that transform the surrounding landscape. A dam may
accidently divert water into a populated area and destroy a settlement, or
it could transform a previously navigable stretch of river into rapids, thus
defeating its original purpose.

Just as highwaymen plunder valuables from those traveling by land,
pirates and ruffians also troll the waters for fresh victims. Pirate ships are
rare on the rivers, but they are more common than expected on large lakes.
(For those interested in naval combat, Fire as She Bears from Frog God
Games is a valuable resource for building and outfitting vessels, as well
as for resolving combat between them.) Pirates prefer lakes over rivers for
several reasons. Fewer places exist along riverbanks to hide, whereas a lake
may contain numerous small islands with hidden coves and foggy areas
perfect for concealing pirates and their vessels. In addition, crossing the lake
by boat is a much faster alternative to circumventing the lake by an overland
route that could add hundreds of miles to an otherwise short trip.

The few brigands that stalk the rivers use the terrain to their maximum
advantage. One of the most common tactics involves affixing a heavy rope
or a chain to an immovable object on opposing riverbanks, thus creating
a barrier that prevents larger boats from passing. Meanwhile, the thieves
concealed within the vegetation on each side of the river demand that
the crew pay a fee to continue past their illegal tollbooth or surrender
their vessel to the concealed thieves. If the captain refuses to accept their
terms, the concealed thieves fire their arrows at exposed crewmembers
and lob other projectiles and spells at the boat until the skipper acquiesces
to the brigands’ demands, the crew destroys the barrier and continues their
journey, or the crew repels the thieves.
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lains hazards

The world’s grasslands may be the planet’s most hospitable environment,
at least from a weather standpoint. With the exception of a few weeks
during the summer months, temperatures in the savanna remain
comfortable year-round. Likewise, temperate grasslands also experience
comfortable temperatures for roughly half of the year, with the remainder
split between three months of hot, sticky weather and three months of
numbing cold. In a world teeming with life, finding food and water rarely
presents a significant challenge except during the frigid winters in the
temperate grasslands. Daily survival is usually not the life-and-death
struggle encountered in the hot and dry desert and the frigid taiga.

Still, the plains have their share of formidable hazards. Though
frequently brief, the weather events that torment the grasslands rank
among the deadliest. Animal predators often lurk in the grasses waiting
to pounce on their next meal. Though these ferocious beasts generally
target game animals, a sick, injured or vicious predator may zero in on
a humanoid meal instead. The grasslands are home to many of nature’s
fiercest and deadliest creatures, but they are not all renowned for their
sheer brawn. Some of them, like the mosquito, are barely visible to the
naked eye, but they are far more lethal than a pride of lions or even a mighty
tyrannosaurus. These tiny pests are the unwitting carriers of countless
diseases, including dengue fever, malaria and yellow fever. Insects and
beasts are not the environment’s only living threats. Bandits, outlaws and
highwaymen plague the land, depriving their unfortunate victims of their
valuables and on some occasions, their lives. Savage, brutish monsters
always pose a danger to those that stray too far from home to traverse the
wilderness. Unseen hazards frequently hide behind the fagade of tranquil
fields and lush waves of grain.

Overview

This sourcebook organizes the plains’ major hazards into four categories:

e The first category — fterrestrial hazards — presents rules and
information to adjudicate the effects of non-weather related natural
dangers. These include large-scale disasters such as grass fires, black
blizzards, sinkholes, volcanic eruptions and earthquakes.

e The second category — plants — describes the dangers caused by
the native flora, particularly those with toxic properties and those able to
produce widespread allergic reactions.

e The third category — plains inhabitants — discusses the hazards
posed by the indigenous species that inhabit this biome. Men, monsters,
beasts and vermin hide in the tall grasses waiting to strike any hapless
victim that crosses their paths.

e The final category — weather — discusses the environment’s most
fearsome weather events such as tornadoes and blizzards, and touches
upon lesser-recognized dangers such as sunburn. This section also
provides tables for generating random weather effects in a savanna, prairie
and steppe.

Some of these sections summarize and expand upon rules that already
appear in the Pathfinder Roleplaying Game Core Rulebook. Others are
entirely new ways to look at old and overlooked hazards encountered in
the plains.

Terrestrial Hazards

Fire is the force that shapes the plains. It simultaneously destroys and
renews the landscape. The charred remains of burnt tree saplings and
brown grass replenish the biome’s fertile topsoil with vital nutrients. As

previously discussed, the flames keep trees and shrubs at bay. Without
it, tropical grasslands would eventually transform into forests, while
temperate grasslands would teeter between turning into forests or deserts.
Naturally, grassfires are most prevalent during the dry season, as the sere,
withering plant stalks reach the peak of their flammability. Yet the dry
season can also bring more than fire. Poor farming practices, arid soil and
wind may turn a once-prosperous farm into a massive dust storm known
as a black blizzard. Besides stripping essential topsoil from productive,
cultivated land, the massive cloud of swirling dirt can damage life and
property. While there is no mistaking a black blizzard, sinkholes are
nearly impossible to spot until it is too late. Formed by natural processes,
manmade construction and the underground activities of several animals
and monsters, sinkholes can turn a tract of fertile farmland or a patch of
grass into an inescapable deathtrap in a matter of seconds.

Yet none of the preceding dangers compares to the raw energy released
by an erupting volcano or an earthquake. Grasslands are usually not
associated with either natural disaster, because plains are typically located
in the continent’s landlocked interior sections, far removed from major
fault lines and coastal regions. Despite this perception, earthquakes and
volcanoes have ravaged the grasslands throughout history. The New
Madrid earthquakes of 1811 and 1812 violently shook large portions of the
Midwestern United States. Any significant eruption of the world’s largest
volcano, the Yellowstone Caldera, would utterly decimate the steppe and
prairie land just east of the fiery cataclysm. Though these events are very
rare, their wrath is often felt for generations afterward.

Grassfire (CR 4)

Whether ignited by a wayward lightning bolt, intense summer heat, a
camper’s carelessness or a deliberate act, grassfires can start in an instant
and spread across vast swaths of land in mere minutes. Buffeted by the
wind, grassfires move extremely quick and do not linger in the same place
for more than brief intervals. During a forest fire, it takes an extended
period of time to reduce even a dry tree to smoldering ash. But desiccated
grass plants shrivel and burn in a matter of seconds, forcing the starving
fire to find more combustible fuel elsewhere.

The “Forest Fires” section in Chapter 13 of the Pathfinder Roleplaying
Game Core Rulebook provides the details for adjudicating the effects of
a forest fire. Some adjustments are needed though to accurately depict
the effects of a grassfire. The flat terrain makes it relatively easy to spot a
burgeoning grassfire from afar. A character who succeeds on a Perception
check, treating the fire as a Colossal creature (reducing the DC by 16),
can spot a grassfire from as far away as 2d6 x 800 feet rather than 2d6 x
100 feet as in the case of a forest fire. The leading edge of a grassfire (the
downwind side) moves extremely quickly, traveling at a speed of 2d6x20
feet per round in light to moderate winds, 2d6 x 30 feet per round in strong
to severe winds, and 2d6 x 40 feet per round when influenced by winds in
excess of 51 mph. As previously mentioned, grass fires exhaust their fuel
supply relatively quickly, so once a particular portion of the grasslands is
ablaze, it remains so for only 2d4 minutes (1d4 minutes in the steppe)
before it reduces the withered grasses and plants to fine ash, rather than
burning for 2d4 x 10 minutes as in a forest fire. Lastly, characters engulfed
in the blaze gain a +4 bonus to their Reflex save to avoid catching fire
because of the fire’s speed as its races across the plains.

Of course, the preceding discussion relates to grassfires caused by
unseen forces. Characters and their enemies may intentionally or
accidently ignite a grassfire while fighting on the open plains. A dropped
torch, a neglected campfire, a flaming sword and many spells that create
fire can set the grasslands ablaze. The risk of starting a deadly inferno is
a significant consideration when battling foes outdoors, especially during
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the dry season. As a general rule of thumb, green plants subjected to an
instantaneous flame do not catch fire, whereas dried, brown plants have
a 50% chance of igniting. Fires that last for 1 round or more always ignite
desiccated grasses, grains and other plants. On the other hand, every
round there is a camulative 10% chance that a green plant exposed to an
open flame catches fire. Once a fire starts, the wind direction determines
where it goes unless the characters or their adversaries use other means,
such as a gust of wind spell to steer the blaze in another direction. Whether
caused by nature or the actions of living creatures, virtually nothing can
stop a raging grassfire except perhaps a torrential downpour.

Black Blizzard (CR 4)

Fires may be attributed solely to natural causes, but the dreaded black
blizzard cannot spring into existence without human intervention. Grasses
have deep and intricate root systems that keep the soil in place during
prolonged dry spells. Whenever farmers till the fields where the plants
once grew, the plow sunders these bonds to make room for new crops to
grow in their place. Though the grassland’s fertile soil produces wondrous
yields, farmers often forget that the biome is always one precarious step
away from turning into worthless desert. Experienced farmers know that
in order to prevent desertification from happening, they cannot exclusively
rely upon rain to water their fields. They must use water from another
source such as a nearby river or aquifer to irrigate their plants. Those that
do not learn this valuable lesson helplessly watch as their crops die and the
rich topsoil becomes fallow. The dusty particulates fuel the black blizzard,
but one more ingredient is needed to finish the devastating concoction.

Location is another critical factor that plays into the creation of a black
blizzard. The flat land’s lack of obstacles and undulations makes it easy to
keep a close eye on the pastures and work the plow, but it also leaves the
land vulnerable to the black blizzard’s catalyst — wind. Hills, trees and
shrubs provide some natural protection against the wind, as do manmade
barriers such as berms, stone walls and earthworks. An open, dry field

with no protection against the wind is a black blizzard waiting to happen,
especially when combined with unsound farming techniques. Farmers
that fail to rotate their crops and leave their fields bare during the windy,
winter months practically ensure the creation of black blizzards.

Black blizzards reduce vision to 1d4 x 5 feet and turn the sky so dark
that it blocks out the sun, turning day into night (dim light). They smother
unprotected flames and can even choke protected flames (50% chance).
Black blizzards are accompanied by windstorm-magnitude winds. The fine
particulates deal 1d6 points of nonlethal damage each hour to anyone caught
out in the open without shelter and also pose a choking hazard. (A character
with a scarf or similar protection across his mouth and nose does not begin
to choke until after a number of rounds equal to 10 plus his Constitution
score). A character that begins to choke also has a chance of contracting dust
pneumonia, a potentially deadly disease (see the subsequent sidebox for
details regarding this ailment). The dust creeps in through all but the most
secure seals and seams, chafing skin and contaminating gear. In addition, there
isalso a 10% chance that the swirling dust generates enough static electricity to
deal 1d6 points of electrical damage to anyone who suffered nonlethal damage
from prolonged exposure. Black blizzards typically last for 2d10 hours and
leave 2d3-1 feet of fine sand in their wake. These dusty cyclones can travel for
hundreds and even thousands of miles before finally dissipating.

Dust Pneumonia

Type—disease, inhaled; save Fort DC 13; onset 1d4
days; frequency 1/day; effect 1d2 Con damage, as
long as character suffers Constitution damage, he
suffers a —4 penalty on Stealth checks and has a 20%
chance of spell failure when casting spells with a verbal
component due to excessive coughing; cure 1 save.
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As if the black blizzard’s physical damage were not bad enough, its
economic and social toll is far greater. Farmland ravaged by black blizzards
may be rendered useless for years, forcing the resident farmers to abandon
their farms and seek work elsewhere. In addition to losing their land,
livestock losses are often devastating. Homeless and penniless, these
migrants rarely receive a warm welcome wherever they go. It is hoped
most learn a valuable lesson from the experience and realize that those
who live off the land must also be its caretakers.

Volcano

Volcanoes are hardly synonymous with the plains as the mid-continental
land rarely experiences the fiery eruptions that plague many coastal regions
and oceanic islands that are typically spawned by volcanic activity. The few
volcanoes that scar the land differ from conventional volcanoes in the fact
that they may not spew lava. Instead, some eject sodium and potassium
carbonate minerals at a much lower temperature than the red-hot magma
commonly associated with volcanic eruptions. This unique black lava is
less viscous and behaves more like water than normal lava, so it moves at a
speed of 120 feet per round. Creatures in the lava’s path must succeed on a
DC 25 Reflex save to avoid being engulfed in it. Because it ejects at a lower
temperature than other types of lava, this lava deals 1d6 points of damage
per round of exposure, and 10d6 points of damage per round to creatures
engulfed by it. Damage from lava continues for 1d3 rounds after exposure
ends, but this additional damage is only half of that dealt during actual
contact (that is, 1d3 or 5d6 points per round). This lava is extremely rare
and valuable for some arcane magic practitioners because of the material’s
unique ability to change mineral composition when exposed to air (see
Chapter 5 for descriptions of the mystical applications of pseudomorphs).

The few active plains’ volcanoes are typically found in rifts formed by
continental plates attempting to separate from one another. Stratovolcanoes
comprise the majority of plains’ volcanoes. This type of volcano appears

as an inverted cone. Numerous layers of ash, rock, pumice and other
volcanic debris piled atop one another give the volcano its upside-down
conic shape. In some instances, the volcanos weight becomes so great that
it collapses upon itself, forming a caldera. These volcanoes are extremely
dangerous and are usually categorized as supervolcanoes because of their
immense power. The Yellowstone Caldera in Wyoming is considered by
many to be a supervolcano, and its previous eruptions were so powerful
that they transformed a nearby mountainous area into the Snake River
Plain. Fortunately, eruptions are infrequent and brief, but the explosion
is incredibly violent. Lava ejected by the blast travels at a speed of 60
feet per round. Creatures in the lava’s path must make a successful DC
20 Reflex save to avoid being engulfed by it. Lava deals 2d6 points of
damage per round of exposure, but it deals 20d6 points of damage per
round to engulfed creatures. Damage from lava continues for 1d3 rounds
after exposure ceases, but this additional damage is only half of that dealt
during actual contact (that is, 1d6 or 10d6 points per round).

Earthquakes

Like most features of the natural world, man frequently takes the
stability of solid ground for granted, but at any given time nature can
literally shake this belief to its very foundations. The planet’s surface is
not fixed or immobile. Instead, it is more like pieces of an interlocking
jigsaw puzzle floating upon a sea of molten rock. The “pieces” are known
as tectonic plates that are large masses of contiguous land or ocean floor
that interconnect with the tectonic plates around them. The space between
adjoining plates is known as a fault or a fault line. The tectonic plates are
constantly subjected to the tremendous pressure exerted by the tectonic
plates surrounding them. When a portion of one or more tectonic plates
can no longer withstand the pressure, they shift, resulting in an earthquake.
Though the vast majority of earthquakes occur along a fault line, some
occur within a contiguous tectonic plate as witnessed by the New Madrid
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earthquakes of the 19th century. In addition, some earthquake activity
may be attributable to a hotspot, a volcanic region where the earth’s mantle
is inexplicably hotter than the surrounding mantle. Earthquakes in these
regions typically occur in conjunction with volcanic activity. However,
these types of earthquakes are the exceptions rather than the rule.

Earthquakes are among nature’s most powerful forces, but they pose
no real danger to someone standing out in the open unless they are
literally standing atop the fault line. Otherwise, the tremor would likely
knock him to the ground and disorient him for a few minutes afterward.
Grasslands generally lack trees, so there is little danger of being
struck by a falling tree. On the other hand, settlements are extremely
vulnerable to an earthquake’s devastating effects. The violent shaking
can easily damage poorly constructed buildings or extremely tall
structures. Earthquakes deal 20d10 points of damage to all structures
subject to its effects. GMs may want to increase the damage by up to
50% for buildings located near the epicenter and decrease it by up to
50% for buildings in outlying areas. Many plains natives believe that
earthquakes are the handiwork of malevolent subterranean creatures
such as the derros and the drow. Whenever one occurs, calls arise for
adventurers to delve into the scarred earth and bring the responsible
culprits to justice.

Sinkhole (CR varies)

Geologically, the plains are less susceptible to sinkholes than most
other environments. Though the grasslands typically occupy elevated
plateaus several hundred and sometimes several thousand feet above sea
level, there is usually not enough groundwater to erode the rock layers
beneath the surface that is needed to create a naturally occurring sinkhole.
Instead, manmade subterranean structures and the burrowing activity of
several animals and monsters account for the plains’ seeming abundance
of sinkholes. Abandoned mines are another common cause of sinkholes.
Over time, the support structures holding the tunnels’ ceilings in place
steadily rot and weaken. When they fail, the mineshaft collapses, creating
a sinkhole. Faulty sewer tunnels in urban areas can also lead to the
development of a sinkhole. Men are not the only creatures that delve into
the earth. Ankhegs burrow just below the surface, leaving tons of displaced
and disintegrated soil in their wake. Likewise, prairie dogs dig elaborate
networks of tunnels and chambers. Ultimately, the rocks and dirt above
these complexes slowly give way until they completely collapse under their
own weight or under the weight of a creature passing overhead, such as an
unsuspecting adventurer.

The typical sinkhole measures 4d6 feet in diameter and descends to a
depth of 2d4 x 10 feet, though they can be larger or smaller depending
upon the circumstances surrounding their creation. Terrain conducive
to creating a natural sinkhole can be spotted with a successful DC 15
Knowledge (geography) check, though a successful check does not verify
the presence of a sinkhole or pinpoint one’s exact location. It merely tells
the character that a sinkhole is more likely to be found in a given region
than elsewhere. Likewise, a character moving at a normal pace can notice
a potential sinkhole with a successful DC 18 Survival check. (A character
not actively searching or looking for a sinkhole should be treated as if
he were taking 10 on his Survival check.) Creatures that fail to detect
the sinkhole walk 1d6 feet past the edge before the ground suddenly
collapses. A creature can avoid falling into the sinkhole by succeeding
on a Reflex save (DC 15+1 per foot beyond the sinkhole’s edge). Those
who fall into the sinkhole suffer the appropriate falling damage (1d6
points of damage per 10 feet fallen). The damage caused by the sinkhole
determines its CR (see the “Challenge Rating of a Trap” section in Chapter
13 of the Pathfinder Roleplaying Game Core Rulebook for guidance). In
general, for every mile traveled in the savanna and prairie, there is a
1% chance of stumbling across a sinkhole. Passing through areas near
abandoned mines, prairie dog complexes and ankheg lairs may increase
the percentage chance of encountering a sinkhole to 5%. In this case, a
successful DC 20 Knowledge (nature) check spots the telltale signs of
these creatures’ presence in the area. There are fewer sinkholes on the
steppes, so there is a 1% chance of stepping onto a sinkhole for every two
miles traveled across the steppe.

Plants

Green plants are endemic throughout the grasslands. Luckily, the
overwhelming majority of the plains’ plant life provides more benefits
than detriments. Grasses, legumes and other edible species sustain vast
populations of animals and people alike, yet mixed in among the vast fields
of nourishing grain are several plants with unintentional and deliberate
abilities to harm other creatures. Some expel immense clouds of irritating
pollen, and others develop defense mechanisms to prevent hungry animals
and people from eating and injuring them.

Grasses (CR 1)

Humanoids generally do not walk into a field and eat grass. However,
most herbivores, including livestock and horses, regularly do. In general,
poisonous plant species have a bitter, unpleasant taste, so after a few
tentative mouthfuls, the animal wisely moves on to better-tasting fare
with no ill effects. Still, some varieties do not display the outward signs
of toxicity such as bad taste, prickly texture and odd coloration. Naturally,
these varieties are the most dangerous because the animal’s keen senses of
taste and smell fail to protect it from the perilous meal. Johnson grass is
perhaps the most invasive of these species. Under normal circumstances,
eating a healthy Johnson grass plant’s leaves and stems poses little danger
to livestock and horses unless consumed in extremely large quantities.
However, merely chewing on an injured, wilted or frozen specimen can
be fatal. Under these conditions, a chemical compound within the leaves
changes, coating the plant with lethal cyanide. Recognizing the presence of
Johnson grass and other plants toxic to grazing animals, such as locoweed
and larkspur, requires a successful DC 16 Knowledge (nature) check,
Profession (gardener) check or Profession (herbalist) check. These grasses
are most prevalent in the savannas and prairies (2% chance of encounter
per square mile). They are less common in the steppe (1% chance of
encounter per square mile).

While the preceding grasses only pose a danger to grazing animals,
other species are not as kind. Stinging grasses are the most common and
painful hazard to men and beasts alike. Fine, translucent nettles cover the
plant’s leaves and stem and inject a weak, yet painful acid into the skin.
These plants blend into the surrounding foliage, making it difficult to see
them and their nettles amid the sea of vegetation. Doing so requires a
successful DC 15 Perception check. Once spotted, the plants can be easily
avoided. Otherwise, creatures moving through the area take 1d6 points of
piercing damage and 1d3 points of acid damage per round of exposure. A
successful DC 12 Reflex save halves the damage. Natural and manufactured
armor reduces the piercing damage by an amount equal to the creature’s
total armor and natural armor bonuses, but neither armor type lessens or
negates the acid damage. It takes a successful DC 27 Handle Animal or
DC 22 Ride check to coax an animal through the area containing stinging
grasses after it sustains damage from the plants. Stinging grasses are most
prevalent in the steppe where there is a 2% chance of encountering them
within a 4-square-mile area. They are less common in the prairie (1%
chance) and are extremely rare in the savanna (1% chance per 25-square-
mile area).

Poison Ivy (CR 2)

In many respects, poison ivy is the chameleon of the plant kingdom.
It can grow as a small vine along the ground, as a shrub or as a climbing
vine, making it impossible to positively identify poison ivy without a
successful DC 17 Knowledge (nature) check, Profession (gardener) check
or Profession (herbalist) check. Poison ivy is commonly found along the
transition zones between grasslands and forests. But it also grows in open
fields where it is least noticeable and more dangerous. Even if the character
can identify the plant, it is sometimes impossible to see it tangled amid the
neighboring grasses. In this instance, a character moving at a normal pace
locates poison ivy within a mixed field of greenery with a successful DC 17
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Perception or Survival check.

Whenever the plant’s leaves or stem are injured, it releases a toxic
concoction of oils known as urushiol. Injury occurs whenever a creature
brushes against any part of the plant. The oil clings to skin, fur and clothing,
though it only irritates skin. Removing and thoroughly washing any
clothing or fur that came in contact with the poison ivy plant eliminates
any possibility of future contamination. If these items are not removed in
a timely manner, transferring the urushiol to the skin becomes a foregone
conclusion. Poison ivy causes a severe rash and blisters to develop on
the skin. In spite of its ugly appearance, the rash and blisters cannot be
spread from person to person unless the second individual comes in direct
contact with any urushiol residue still present on the first person.

Poison Ivy

Type—poison, contact, ingested, inhaled; save Fort
DC 13; onset 8d6 hours; frequency 1/day; effect 1d2
Dexterity damage, as long as the character takes
Dexterity damage, it is distracted; cure 1 save

Burning poison ivy to eradicate it from a field is an incredibly bad idea.
Inhaling the smoke has the same effects on the lining of the lungs as it does
on the skin. In addition to the effects detailed above, inhaling poison ivy
also deals 1d2 points of Constitution damage.

Ragweed (CR 2)

Ragweed is the bane of many farmers and allergy sufferers worldwide.
The flowering weed is an opportunist. It lacks the hardiness to compete
with entrenched grasses for nutrients, and must rely upon natural forces
and living creatures to eradicate its competitors before it can take firm
root in disturbed soil. Ragweed commonly appears in recently tilled or
burnt fields, along riverbanks and in other areas devoid of dominant plant
species. Ragweed is most prevalent in the prairies, though it can also be
found in lesser concentrations in the savannas and steppes. Identifying the
plant and its allergic properties requires a successful DC 10 Knowledge
(nature), Profession (gardener) or Profession (herbalist) check. The plant
survives for only one season, but midway through the summer until the
onset of winter, its flowers open and release up to a billion grains of pollen
into the air. The wind propels the lightweight, roughly spherical grains
across the plains, where they can travel for several hundred miles before
finally settling back to earth. As a general rule of thumb, any creature
within 3d6x10 feet downwind of the plant comes in contact with its pollen.

The pollen has no detrimental effects to living creatures other than
humans. Ragweed pollen may trigger a severe allergic reaction in some
people. Those affected by this irritant must endure several days of the
classic symptoms associated with hay fever — watery eyes, runny nose,
sneezing, itching and a sore throat. Whenever the character first comes
into contact with ragweed that season, he develops an allergy unless he
makes a successful Fortitude save. Creatures that succeed on the initial
save are immune to ragweed allergen for 1 year. If the same creature is

Ragweed Pollen

Type—disease, contact, inhaled; save Fort DC 12;
onset 2d4 minutes; frequency 1/day; effect 1 Con
damage, as long as a character suffers Constitution
damage from ragweed allergen, he takes a -2
circumstance penalty to Perception and Stealth
checks and has a 20% chance of spell failure when
casting spells with verbal components because of his
watery eyes and frequent sneezing; cure 1 save

exposed to ragweed pollen again, and he successfully saves, that creature
gains lifelong immunity to ragweed pollen.

Every day from midsummer through late autumn, a character traveling
through the prairie has a 5% chance of encountering ragweed pollen. The
chances decrease in the savanna (3%) and the steppe (2%).

Plains Inhabitants

Vast herds of wild and domesticated herbivores thrive on the nutrient-
rich grasses. Likewise, the abundance of prey animals also supports a
diverse predator population. These creatures generally do not pose a threat
to humanoids, but there are always exceptions. Instead, the pests that they
cannot see are a far greater danger than the behemoths that are practically
impossible to miss. Mosquitoes, ticks and other creatures that feed on human
and animal blood transmit a host of deadly diseases to their unsuspecting
victims. In many ways, the bite of a minute tick can be deadlier than a
lion’s bite or the horns of an enraged buffalo. However, vermin, beasts and
monsters are not the only living creatures that set their sights on humanity.
Outlaws and highwaymen prowl the trails, farmlands and untamed fields in
search of easy marks. Some resort to simple muggings, while others stage
elaborate robberies holding up horse trains, carriages and even entire towns.
Though some creatures deliberately intend to cause harm to others, plains
inhabitants can unwittingly wreak tremendous damage.

Mosquitoes (CR 1/4)

Every so often, the typical plains traveler experiences an unwelcome
sensation. Sometimes it feels as if something is moving across his skin.
Other times, there is a sudden and urgent need to rub or scratch a swollen
nodule that just appeared on his skin a few moments earlier. In certain
cases, the person catches the bloodthirsty thief in the act of feasting on his
warm, nourishing blood. The ordeal then ends with a quick slap or flick
that crushes or removes the offending creature before it causes any more
damage. Other than an irritating itch and mild annoyance, most people
give no further thought to the brief engagement with the unwelcome
parasite. Within hours, the swelling and redness subside, and the interlude
becomes a distant memory. In most cases, this attitude is justified; however,
there are rare instances where the pest leaves more than a passing mark
on its unwitting host. Instead, the insiect’s bite or proboscis transmits a
virulent disease to the unsuspecting victim. Mosquitoes and ticks are the
two creatures most responsible for spreading contagions in this manner.

In the real world, mosquitoes easily kill more people than all other
non-sentient creatures combined. They have spread numerous diseases
from antiquity through the present with malaria likely being the deadliest.
Mosquitoes thrive in warm, humid environments, so they are most active
in the savanna where the year-round warmth and abundance of animal
and human hosts provides the ideal environment for feeding themselves
and their offspring. Mosquitoes that live in the prairies and steppes
hibernate during the long, cold winters. Female mosquitoes deposit their
eggs in stagnant water. Small ponds, puddles and even manmade rain
collection devices are ideal locations for mosquito larvae to feed and grow.
Larvae that reach adulthood perpetuate the reproduction cycle, allowing
the insects to multiply at staggering rates.

The Pathfinder Roleplaying Game Bestiary 2 presents versions of the
mosquito swarm and the giant mosquito. Likewise, Frog God Games’ The
Tome of Horrors Complete also includes a version of the giant mosquito.
The giant versions are designed for characters to physically battle against
these individual creatures or a swarm of them. An ordinary, solitary
mosquito poses no combat threat whatsoever to even the tiniest and
feeblest character. A flick of a finger is enough to kill the pest in most
instances. Still, the common mosquito can inflict tremendous damage to
even the mightiest warrior. The following table details the daily chances of
encountering a disease-carrying mosquito based upon the grassland type
and time of year. The GM can and should interject encounters with non-
disease carrying mosquitoes to increase the characters’ fear and paranoia
of these pests.
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Table 3—1: Daily Percent Chance of
Encountering Disease-Carrying Mosquito

Spring Summer Autumn Winter
Prairie 01-03 01-05 01-02 —
Savanna 01-06 01-10 01-04 01-02
Steppe 01-02 01-03 01 —

Characters that encounter disease-carrying mosquitoes do not
automatically contract a contagion. Adventurers may take preventive
measures against these insects, including the use of mosquito repellents
and mosquito nets (see Chapter 5 for details regarding these items.)
Mosquitoes are typically most active at dawn and dusk, so characters that
protect their exposed skin and sleeping quarters are less likely to get bitten
than those that take no precautions. Still, there are no foolproof ways to
completely avoid any exposure to these creatures other than completely
covering a person’s entire skin, which is rather impractical.

Characters that run into a disease-carrying mosquito have two chances
to avoid becoming infected by the unwelcome pest. They can spot and kill
it before it strikes or detect its presence before it gorges itself on blood.
Naturally, the first option is more difficult. Characters spot an approaching
mosquito with a successful DC 26 Perception check. Unless the character
is actively searching for something, the character is considered to be taking
10 on the check. If the check succeeds, the character kills the mosquito
with a successful unarmed strike attack against AC 8. (Attacking in this
manner does not provoke an attack of opportunity against the character.)
If the attack misses, the mosquito flies away, but there is a 50% chance
that it returns 1d4 rounds later. Each missed attack gives the mosquito an

An undetected mosquito lands on the character’s exposed skin,
inserts its proboscis into the epidermis and begins feeding. Though
the insect secretes an analgesic designed to numb the area to avoid
being caught in the act of stealing blood, sensitive individuals may still
detect its presence through a one- or two-step process. A successful
DC 11 Fortitude save negates the analgesic’s effect on the character,
allowing him to feel the mosquito’s proboscis burrowing into his skin.
A successful DC 16 Perception check is then needed to actually spot
the mosquito before it gets its fill of blood and flies off in search of
another host. Because the mosquito is now stationary, an unarmed
strike against AC 0 is all that is needed to kill it. (Again, attacking
the mosquito does not provoke an attack of opportunity.) Creatures
that fail the Fortitude save notice the mosquito with a successful DC
26 Perception check before it detaches itself and flies away to find
another victim.

Even if the character kills the mosquito in the act of feeding, the
character must still succeed on a subsequent Fortitude save to avoid
contracting whatever disease the pest carried. Killing the mosquito
grants the character a +2 bonus on the Fortitude save. If the character
killed the mosquito and succeeded by 5 or more on his initial Fortitude
save, that individual gains a +5 bonus on his Fortitude save. Likewise,
a character that killed the mosquito and succeeded by 10 or more on
his initial Fortitude save gets a +10 bonus on his Fortitude save to
avoid contracting the disease. These preceding bonuses do not stack.
The following table may then be used to determine which disease the
mosquito carries based upon the season and type of grassland. The
sidebox provides details about the possible diseases.

Table 3—2: Disease Transmitted by Mosquito

opportunity to hide, meaning the character must succeed on another DC Dengue Encephalitis | Filariasis | Malaria
26 Perception check to locate the flying pest after a miss. S
Prairie 01-05 06-80 81-85 86-95 | 96-00
. . . Savanna | 01-20 — 21-35 36-75 | 76-00
Mosquno—transmmed Diseases Steppe | — 01-90 | 91-95 | 9600 | —

DENGUE “BREAKBONE” FEVER

Bite—disease, injury; save Fortitude DC 14; onset
1d4+3 days; frequency 1/day for 1dé+1 days; effect
1d4 Dexterity and 1d2 Constitution damage, as long
as a character suffers Constitution damage from
dengue fever, he is fatigued; cure 2 consecutive
saves.

ENCEPHALITIS

Bite—disease, injury; save Fortitude DC 12; onset
2d4+2 days; frequency 1/day for 2d4 days; effect
1d3 Wisdom damage, as long as a character suffers
Wisdom damage from encephalitis, he is confused;
cure 1 save.

FILARIASIS “ELEPHANTIASIS”

Bite—disease, injury; save Fortitude DC 12; onset
3dé days; frequency 1/day for 4dé days; effect 1d3
Dexterity damage, as long as a character suffers
Dexterity damage from filariasis, he is slowed; cure 2
consecutive saves.

MALARIA

Bite—disease, injury; save Fortitude DC 13; onset 1d3
days; frequency 1/day; effect 1d3 Constitution and
1d3 Wisdom damage; cure 2 consecutive saves.

YELLOW FEVER

Bite—disease, injury; save Fortitude DC 14; onset
1d4+2 days; frequency 1/day for 3d4 days; effect 1d4
Constitution damage; cure 2 consecutive saves.

Ticks (CR 1/4)

Mosquitoes are not the only critters that spread disease on the open
plains. Ticks, a member of the arachnid family, also lurk in the grasses,
waiting to hitch a ride on a suitable host for a future blood meal. Like
mosquitoes, ticks prefer warm, humid habitats such as the savanna over
the temperate grasslands’ cooler and drier environment. Still, ticks can be
found practically anywhere and are ideally suited for life on the plains.
These insidious bloodsuckers cannot fly or jump. Instead, they use two
pairs of legs to attach their bodies to a leaf or a blade of grass and use their
forelegs to climb onto a victim as it passes their hiding spot. Ticks have
acute senses that allow them to detect the nearby presence of a potential
host and find a weak spot in the creature’s skin so that it can easily burrow
through the outer epidermis. Whereas mosquitoes use hit-and-run
guerilla tactics to feed and find their next meal, ticks hang around for the
long haul. A tick can attach itself to a single host for days at a time until
it finally sates its appetite for blood. They are silent, tiny parasites whose
coloration blends well with clothing and are difficult to locate without a
thorough, tactile examination.

Like mosquitoes, the Pathfinder Roleplaying Game Bestiary 2 and
Frog God Games’ The Tome of Horrors Complete present giant versions
of these bugs, while the former also includes a tick swarm. A solitary,
adult tick is no match for even a small child. The youngster can crush
the arachnid with ease. Ticks are hard to spot and tricky to permanently
remove. Smashing a tick kills the pest, but may leave its mouth and
head buried beneath the skin, increasing the chance of contracting an
infection from the creature. The following table details the daily chances
of encountering a disease-carrying tick based upon the grassland type
and time of year. The GM can and should interject encounters with non-
disease carrying ticks to increase the characters’ fear and paranoia of
these pests.
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Table 3—3: Daily Percent Chance of
Encountering Disease-Carrying Tick

Spring Summer Autumn Winter
Prairie 01-02 01-03 01 —
Savanna 01-03 01-05 01-02 01
Steppe 01 01-02 — —

In order to come into contact with the tick, the person must brush
against the tick’s temporary home, and the tick must latch onto the target’s
clothing or its body. Ticks move relatively slowly and can spend 1d4 hours
looking for an ideal feeding location on its host. This gives the character
or his companions a chance to spot the hitchhiker before it has an
opportunity to deal any damage. The character and anyone within 10 feet
of him notice the tick with a successful DC 26 Perception check. Unless the
character is actively searching for something, the character is considered
to be taking 10 on the check. Light-colored clothing grants a +2 bonus
to this Perception check. If the check succeeds, the character may kill or
remove the tick without making an attack roll.

An undetected tick eventually settles on a feeding location and burrows
into the skin. Because ticks stick around for a while, they secrete an
anticoagulant that prevents the blood from clotting, giving the pest an
uninterrupted flow of blood. A successful DC 11 Fortitude save negates
the anticoagulant’s effect on the character, alerting him to the presence
of something biting on his skin. A successful DC 16 Perception check is
then needed to actually spot the tick. A character that sees the tick may
kill or remove the tick without making an attack roll. Creatures that fail
the Fortitude save notice the tick with a successful DC 26 Perception
check. Catching a tick in the act of feeding requires a delicate procedure
to completely remove the hungry arachnid. Crushing the tick kills it,

but its detached mouth and head remain buried beneath the skin, thus
increasing the chances of contracting a disease from the pest. Other than
using magical means, ticks are best removed with a steady hand and a
small precision grasping tool. A character determines the best method for
removing a tick with a successful DC 10 Knowledge (nature) check. It then
requires a successful DC 10 Sleight of Hand or Heal check to remove the
pest. If the character uses an appropriate tool, rather than his fingers, to
grasp the tick, he gets a +2 bonus (+4 for a masterwork tool) to the check.
Though there are countless homeopathic methods to remove a tick, these
techniques fail at least 50% of the time. (The GM must adjudicate the exact
chance of failure based upon the specific method used to remove the tick.)
Even if the character kills and properly removes the tick in the act of
feeding, the character must still succeed on a subsequent Fortitude save
to avoid contracting whatever disease the pest carried. Properly removing
the tick grants the character a +2 bonus on the Fortitude save. Characters
that succeeded on their initial Fortitude save to resist the arachnid’s
anticoagulant gain an additional +2 bonus to their saving throws against
disease. Improperly removing the tick and leaving its mouth and head
behind imposes a -2 penalty on the Fortitude save. (Decapitating the tick
spills more of the arachnid’s infected blood into the wound than merely
leaving it alone.) Allowing the tick to eat its fill and exit the skin grants
neither a bonus nor a penalty to the Fortitude save. The following table may
be used to determine which disease the tick carries based upon the season
and type of grassland, and the sidebar presents details on the diseases.

Table 3—4: Disease Transmitted by Tick

Tick-Transmitted Diseases

ENCEPHALITIS

Bite—injury; save Fortitude DC 12; onset 2d4+2 days;
frequency 1/day for 2d4 days; effect 1d3 Wisdom
damage, as long as a character suffers Wisdom
damage from encephalitis, he is confused; cure 1
save.

HEMORRHAGIC FEVER

Bite—injury; save Fortitude DC 12; onset 1d3 days;
frequency 1/day; effect 1d2 Constitution and 1d2
Wisdom damage, as long as a character suffers
Constitution damage from hemorrhagic fever, he
takes 1 point of bleed damage every 1d4 hours; cure
2 consecutive saves.

LYME DISEASE

Bite—injury; save Fortitude DC 11; onset 2dé days;
frequency 1/day; effect 1d2 Dexterity damage; cure
1 save.

SPOTTED FEVER

Bite—injury; save Fortitude DC 13; onset 1d2 weeks;
frequency 1/day; effect 1d3 Constitution and 1d3
Wisdom damage, as long as a character suffers
Constitution damage from spotted fever, he is
sickened; cure 2 consecutive saves.

TULAREMIA

Bite—injury; save Fortitude DC 12; onset 1d3+2 days;
frequency 1/day; effect 1d2 Constitution damage;
cure 1 save.

Encephalitis D%Z;]:ie Hen';ceu\:z::gic
Prairie 01-35 36-50 51-55
Savanna 01-25 — 26-75
Steppe 01-35 36-75 —
Prairie 56-80 81-00
Savanna 76-85 86-00
Steppe 76-90 91-00

Animals

Wildlife abounds in great numbers on the plains, especially in the
savanna and prairie. It is not unusual to see thousands and perhaps
even millions of hungry herbivores mass together around a watering
hole or along a migratory route heading toward a vast field of pristine
grasses. Naturally, predators are rarely far behind, patiently watching
and waiting for the opportune moment to strike an isolated and
comparatively weak animal. Under normal circumstances, these
animals pose minimal danger to humans. But there are occasions where
they defy convention and become a deadly threat, either intentionally
or unintentionally.

The large plains herd animals are generally docile creatures that display
aggression only when humans and predators threaten them and most
especially their offspring. Though they do not actively hunt other creatures,
an angry wildebeest or bison is a powerful and dangerous opponent even
for an experienced adventurer. An attack rarely comes without significant
provocation and a warning, so in most instances, the character has ample
time to back off and diffuse the tension between himself and the agitated
beast. In some cases, an adventurer that fails to get the message may find
himself engaged in combat with not just one animal, but an entire slew
of them, particularly in the case of the more aggressive creatures. As a
general rule of thumb, domesticated animals and noncombative animals
— i.e. those that treat their natural weapons as secondary attacks — flee
in the face of danger. Deer, sheep, cattle, antelopes and zebras fall into this
category. The larger and more combative herd animals, such as aurochs and
bison, typically stand their ground to fight off trespassers and predators.
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Stampede (CR varies)

Herd animals sometimes react en masse to a singular event that can
be as mundane as a clap of thunder and as extraordinary as a ghostly
presence walking among them. In most cases, the sight or scent of a
fearsome predator is responsible for frightening the herd. What ensues
is a stampede — a chaotic, mad dash to escape the danger as quickly as
possible regardless of what stands in their way.

The first step in the process of adjudicating a stampede is to determine
whether it takes place at all. Herd animals are the only creatures that
behave in this manner, although a stampede may include several different
species at any given time. (Some animals, such as horses and mastodons,
are not specifically identified as herd animals, but their descriptive text
and ecology imply that they organize themselves into herds. At the GM’s
discretion, these animals may also be classified as herd animals.) The next
ingredient is a catalyst — an event that potentially triggers a stampede.
It can be as simple as an inexplicable sound from the opposite bank of a
watering hole or as unusual as a fear spell. Once these two conditions are
met, the GM must determine whether a stampede takes place. This is done
by rolling Will saves for the herd animals. The following table provides the
appropriate Will save DCs based upon the particular situation.

Table 3—5: Will Save DC

Event Will Save DC

Inexplicable noise'’ 5

Sight or scent of an

unknown creature’ 5

Peal of thunder’ 10

Sight or scent of a nearby | 10+1 for every two additional
humanoid' humanoids beyond the first

10+1/2 predator’'s HD+1 for
each additional predator
beyond the first

Sight or scent of a
recognizable predator® 4

Partially submerged in

water’ 15

15+attacker's HD+1 for each

Herd member attacked?® addifional attacker beyond

the first
Completely submerged in 20
1
water
Fire' 20
Unnatural aura 20

20+creature’s HD+1 for each
additional creature beyond
the first

DC of spell or spell-like effect

Sight or scent of an
unnatural creature®

Spell or spell-like effect

! Aggressive (combative) herd animals gain a +4 bonus on their Will
saves to resist panicking against these events.

> A humanoid that makes a successful DC 20 Handle Animal check or
wild empathy check grants the herd a +2 bonus to its Will saves. These
bonuses stack with one another.

3 The herd animals must be able to identify the creature as a predator through
past experience. In the event that two or more different types of predators are
present, use the creature with the most Hit Dice to determine the Will save’s DC.

* Aggressive (combative) herd animals gain a +4 bonus on their Will
saves to resist panicking whenever they encounter other animals, plants
and vermin. They do not get this bonus against any other creature type.

> If the herd does not stampede, aggressive (combative) herd animals
fight back against the attacker(s) on a one for one basis.

¢ Unnatural creatures include aberrations, outsiders and undead.

Itis impossible to roll several hundred or even several dozen individual Will
saves to determine how the entire herd responds to the potential crisis. The
GM should instead roll a sampling of Will saves to accurately gauge the herd’s
overall mood. Depending upon the herds size, it is recommended that the
GM attempt at least three saves for a small grouping (30 or less), five saves
for medium-sized grouping (31-100), seven saves for a large grouping (101-
250) and up to nine saves for a very large herd (251+). (Odd numbers are
preferable to even numbers to eliminate any potential ties.) If there are several
different types of herd animals present, such as sheep and cattle, each creature
type should receive at least one saving throw. If there are any remaining saving
throws to be divided based upon the herds size, the GM may allocate them on
a pro rata basis or distribute the rest to the most numerous animal within the
herd. The following table details the outcome of these saving throws.

Table 3—6: Will Save Results

Result Outcome

Majority of
animails fail their
saving throws

stampede

herd is on edge but does not
stampede, suffers a -1 penalty per
failed saving throw to any future Will
saves to avoid stampeding

At least one
animal fails its
saving throw

herd remains calm, gains a +2 bonus
to any future Will saves to avoid
stampeding

All animals
succeed

Bonuses and penalties accrued during this phase expire 1 hour later.
A Will save must be made for each separate event (even if the herd is
stampeding), unless the herd encountered an event within the last hour
that had a Will save DC equal to or higher than the current event, and the
herd did not stampede. If that occurs, the herd does not need to attempt
another saving throw to avoid stampeding. For instance, if the herd
spotted a pride of 10 lions thirty minutes ago and did not stampede (DC
21), a saving throw would not be needed to avoid stampeding because of a
peal of thunder (DC 10).

If a stampede occurs, the entire herd turns and flees at maximum speed
away from the perceived danger. In most cases, the animals run in the
opposite direction from the threat, but that may not always be possible.
Another obstacle or potential threat may stand in their way, in which case
the herd bolts in a random direction. Any creature or object in the herd’s
path is subject to being trampled.

While stampeding, the herd animals gain the trample special attack
and the stampede special ability, even if the base creatures do not have
the ability (see the Pathfinder Roleplaying Game Bestiary “Herd Animal,
Aurochs” for details regarding the stampede special ability.) If the herd
animal already has the trample special attack, it deals the damage listed in
its description to any creature occupying its path. Otherwise, the following
chart lists the herd animal’s trample damage based upon its size:

Table 3—7 Herd Animal Trample Damage

Herd Animal Size | Trample Damage

Small 1d3+1"% times its Strength modifier
Medium 1d4+1'% times its Strength modifier
Large 1dé+1"% times its Strength modifier
Huge 1d8+1'% times its Strength modifier
Gargantuan 2dé+1'% times its Strength modifier
Colossal 2d8+1'% times its Strength modifier

The herd encompasses an area measuring 5 feet wide for every two
herd members and 5 feet long for every herd member. Thus, a herd of 30
animals would be 75 feet wide and 150 feet long. The herd runs as fast as
its slowest member, and its members are considered to be adjacent to one
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another. A stampeding herd does not need to make a check to deal damage.
It merely has to move over opponents in its path. A character staring down
a stampeding herd has two options. He can make an attack of opportunity
against the trampling creature, but at a —4 penalty, or he can attempt to avoid
the trampling creature and receive a Reflex save to take half damage. The
save DC against a creature’s trample attack is 10+1/2 creature’s HD+2 from
the stampede special ability + creature’s Str modifier. If the herd contains
more than one type of herd animal, the GM may randomly determine which
animal is attempting to trample the target creature. In the event that the
herd animal is too small to trample the target creature, the GM may select
a different herd animal. The herd can only deal trampling damage to each
target once per round regardless of how many times the herd’s movement
takes it over the target creature. The herd continues running in the same
direction until it encounters an impassable obstacle or a new event forces it
to change course. The herd runs for a number of rounds equal to the herd’s
lowest Constitution score. The CR for a herd is equal to the highest herd
animal’s CR+1 for every 60 herd members (minimum 1).

Did Somebody Lose a Zebra?

Some of the plains’ most iconic animals lack game statistics.
Fortunately, there are many animals that share common features
and characteristics with the missing animals. The following table
details what other animals’ game statistics can be used in their
place.

Table 3—8 Substitute Animal Statistics

The savannas are also home to these animals’ prehistoric counterparts, the
dinosaurs. These behemoths roam the tropical grasslands, devouring anything
in their path. Fortunately, most are herbivores, but the carnivorous dinosaurs
are not selective about their prey. A hungry dinosaur attacks and eats any
living creature that crosses its path regardless of its appearance and size. The
gargantuan tyrannosaurus is the largest and most-feared of these reptilian
predators. A lone tyrannosaurus can level a building in a manner of seconds
and can slay a bison with a single bite. The savanna’s nomadic residents steer
a wide berth around these monsters, yet conflicts are sometimes unavoidable.
When they do occur, villagers seek adventurers to rid the tropical grasslands
of this enormous, destructive beast. Though a few species can endure the
temperate grasslands’ frigid winters, most dinosaurs, especially the largest
ones, fare poorly in cold environments. They generally remain within the
warmer tropical grasslands and forests on a year-round basis.

Though food is often foremost on the minds of most predators, animals
sometimes attack people for other reasons. Some lash out at humans that
wander too far into their territory or stray too close to their young. More
commonly, people stumble into a predator that they rarely see slithering
through the tall grasses. From the dawn of time, humanity has feared and
reviled snakes. These reptiles are often seen as wily deceivers that serve as
the willing agents of dark deities and evil monsters. Reality is different than
perception. Snakes avoid people whenever possible and usually give loud
and ample warning of their displeasure. Some aggressive species do not
back down from a confrontation with humanoid foes, however. Venomous
snakes are described in the Pathfinder Roleplaying Game Bestiary under the
entry “Snake, Venomous.” Of course, some venomous snakes are deadlier
than others, a harsh reality that is not reflected in a generic stat block. Frog
God Games’ The Tome of Horrors Complete provides a comprehensive
list of variant snake venoms (Appendix D) that more accurately represent
the potency and toxicity of numerous species, including those that slither

Predatory Animals

The predators that stalk the great herds come in all shapes and sizes.
One of the largest, the majestic lion, saunters across the savannas with
the swagger of a mighty king. On the other hand, the crafty hyena skulks
behind the confident feline as it waits for an opportunity to steal the
big cat’s most recent kill. In spite of their fearsome natural weaponry,
predatory animals typically do not target humanoids, yet there are always
exceptions to the rule. Humanity refers to beasts that deliberately hunt
and eat humans as man-eaters. One of the most famous incidents of this
behavior occurred in the late 19th century, when two man-eating lions
mauled and devoured railway workers building a bridge over the Tsavo
River in Kenya. Numerous theories abound as to why some predatory
animals develop a taste for human flesh, but the consensus holds that most
do so as a last resort or in response to human behaviors. Large predators
scavenging the remains of dead soldiers littered about a battlefield may
grow accustomed to eating humans and begin to see people as prey. A
sudden and sharp population decline among their traditional fare may
also force the hungry beasts to find alternative food sources. A man-eating
big cat, crocodile and even a hippopotamus can be a frightful adversary for
a farming community, nomadic people and adventurers alike.

sercpenimsl SEESIRIEE it through the grasses. Presented below are three tables to randomly determine
African see Fofhﬁnder Ro_leploying Game the type of snake encountered in a savanna, prairie or steppe, as well as
buffalo, Bestiary “Herd Animal, Aurochs” for provide more individualized entries for the species’ venom.
cattle, ox complete stats

see Pathfinder Roleplaying Game Table 3—9 Savanna Snakes
Gazelle Bestiary 3 *Herd Animal, Antelope” Type of Snake Encounter Chance

for complete stats

- AdderV' 01-30

see Pathfinder Roleplaying Game s
Wildebeest Bestiary 2 “Herd Animal, Ram” for Black Mamba™ 31-45

complete stats Boomslang'! 46-60

see Pathfinder Roleplaying Game Cobra™? 61-80
Zebra SB%STZOW Horse, Light” for complete Viper® 81-00

' Add +1 to the base creature’s CR.

2 Add the giant template to the base creature to create the black mamba.
*GMs may add the advanced and/or giant templates to the base creature to
create a king cobra. Add +1 to the advanced or giant creature’s CR.

" Hemotoxin

NNeurotoxin
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Table 3—10 Prairie Snakes

Type of Snake Encounter Chance

Copperhead" 01-30
Rattlesnake" 31-00
HHemotoxin

Table 3—11 Steppe Snakes

Type of Snake Encounter Chance

Adder® 01-50
Viper* 51-00
" Hemotoxin
NNeurotoxin
Snake venom comes in two general varieties — hemotoxins and

neurotoxins. Hemotoxins destroy living tissue and red blood cells, which
disrupts clotting. Neurotoxins are paralytic agents that shut down the
victim’s nervous system. Most snake venoms incorporate elements of both
types of toxin, but one is generally predominant. Appendix D of The Tome
of Horrors Complete by Frog God Games provides game statistics for the
variety of snake venoms presented here. For reference, all the necessary
details are presented in the sidebar.

Snake Venoms

ADDER VENOM
Bite—injury; save Fort DC 18; frequency 1/round for 6
rounds; effect 1d4 Str and suffocation; save 2 saves.

BLACK MAMBA
Bite—injury; save Fort DC 19; frequency 1/round for 6
rounds; effect 1d4 Str and suffocation; save 2 saves.

BOOMSLANG VENOM
Bite—injury; save Fort DC 18; frequency 1/round for 6
rounds; effect 1d4 Con and nauseated; save 2 saves.

COBRA VENOM

Bite—injury; save Fort DC 16; frequency 1/round
for 4 rounds; effect 1d4 Con, 1d2 Str, necrosis and
suffocation; save 1 save.

COPPERHEAD VENOM
Bite—injury; save Fort DC 13; frequency 1/round for 4
rounds; effect 1d2 Str; save 1 save.

KING COBRA VENOM
Bite—injury; save Fort DC 19; frequency 1/round for 6
rounds; effect 1d4 Str and suffocation; save 2 saves.

RATTLESNAKE VENOM
Bite—injury; save Fort DC 13; frequency 1/round for é
rounds; effect 1d2 Con and necrosis; save 1 save.

VIPER VENOM
Bite—injury; save Fort DC 15; frequency 1/round for 6
rounds; effect 1d2 Con and necrosis; save 1 save.c

Men and Monsters

Virulent pests and wild animals are not the only living creatures to
torment the plains’ humanoid inhabitants. Men and monsters also stalk
the land searching for hapless victims to further their diabolical schemes.
Villages, towns and especially cities typically have some form of organized
criminal activity within the community. Some openly sell their illicit
goods and services, and others lurk in the shadows in furtherance of
their nefarious plots. Outlaws living outside of humanoid settlements
typically resort to thievery as their primary occupation. Petty thieves
steal agricultural products such as grain and livestock under the cover of
darkness while their owners sleep.

The plains’ more daring and violent crooks ply their craft on the trails
and rivers that bisect the grasslands. Unlike their nocturnal counterparts,
these brazen bandits and highwaymen attack horse-drawn vehicles and
their passengers in broad daylight, which may result in a high speed chase
across the plains and a bloody battle with the vehicle’s hired defenders and
occupants. The boldest criminals ride into villages, towns and cities and
rob lucrative targets, such as armories, banks, museums and treasuries.
In some remote circles on the rough-and-tumble prairies, their exploits
frequently catapult them from hated villains into celebrated outlaws and
the stuff of legends. To further enhance their exalted status, clever thieves
redistribute some of their ill-gotten spoils among the impoverished local
populace. Doing so buys them a network of spies and informers as well as
vital logistical support and temporary safe houses in times of need.

Though some criminals go it alone like the savanna’s solitary cheetahs
and leopards, the vast majority follows the lead of the grasslands’ social
predators and forms gangs that closely emulate the animals™ hierarchal
order. The leader and second-in-command typically direct and coordinate
the group’s activities. The gangs are evenly split between those that lead
a nomadic lifestyle on the outskirts of society, and those that adhere to
a sedentary existence. In the latter case, they usually live under an alias,
and typically lead unassuming lives in remote, rural communities far away
from their criminal stomping grounds or dwell in the seedy underbelly
of the grasslands’ largest humanoid settlements. A handful even takes up
residence with the region’s malevolent giants, ogres, orcs and goblins in
exchange for a percentage of their earnings.

Many adopt colorful monikers such as Rhett Smiley and the Haymakers,
The Shrieking Buffalos, Kid Goat and the Wild Horsemen, and Death by
Horseback that increase their reputation among their adoring followers
and their aggrieved victims. Notoriety is a heavy burden. In many cases,
the victims of their deeds seek restitution and revenge regardless of the
potential costs. A few prefer to take matters into their own hands and mete
out their own brand of justice. The rest defer to the expertise of bounty
hunters and adventurers alike. The rewards offered for taking down a
renowned and dangerous gang can exceed the haul gained from a royal
tomb or a giant’s lair. Capturing and killing wanted outlaws can be a very
lucrative profession indeed.

Humanoid thieves are not the only sentient creatures that prowl the
endless waves of grain and grass. Goblins and their tokoloshe cousins
are prolific breeders that, left unchecked, could outnumber all other
humanoids combined. In spite of humanity’s constant efforts to rein them
in, these savage creatures swarm across the land like a virulent plague.
Gnolls are also prevalent in large numbers in the savannas where they
scavenge kills from other predators alongside their hyena companions.
These creatures boast the largest monstrous populations, but an individual
goblin or gnoll is no match for the grasslands’ mightiest creatures. Gold
dragons hold sway in the savannas, though they rarely interfere in the
affairs of others unless they are left with no other choice. In addition, many
of the new monsters presented in Chapter 6 carve out their own niches in
the tropical and temperate grasslands of the world. Some aid humanity
willingly, like brew giants and yumboes, others assist humanity for a price,
such as kayapis and rainmakers, but most oppose humanity at every turn.
These creatures pose the greatest hazard to the adventurers that call this
environment home.
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Weather

The grasslands’ weather hazards tend to be extremely violent, but short-
lived. The low-lying plains are highly susceptible to nature’s most powerful
weather event — the tornado. In addition to spawning this whirling
cyclone of destruction, the vicious thunderstorms that rumble across the
flat expanses occasionally transform into microbursts, a vortex of shifting
winds and torrential rain that is the bane of all flying creatures. They can also
produce lightning strikes that can transform a tranquil field into a raging
inferno in a matter of seconds. During the winter months, the colliding
masses of cold and warm air conjure fearsome blizzards packing high winds,
bitter cold and blinding snows that blanket the landscape in a coating of
ice and snow. The intense storms that wrack the plains wreak tremendous
damage that can require years of extensive rebuilding and recovery.

Tornadoes (CR 10)

No weather event is as awe-inspiring and terrifying as a tornado. Its
inverted cone shape and ferocious howling winds strike fear in the hearts
of every creature that inhabits the plains. Though they can occur in almost
any location, the majority occur in flat areas on the lee side of mountain
ranges bordering warm coastal regions as exemplified by the portion of
the United States commonly referred to as Tornado Alley. Cold, dry air
passing eastward over the Rocky Mountains collides with warm, moist
area surging north from the Gulf of Mexico. When the opposing air masses
meet, thunderstorms erupt. Occasionally, these violent storms transform
into locally intense bands known as supercells. Most tornadoes develop
from these supercells, but tornadoes can form without the presence of
a supercell. Still, the tornadoes spawned in this manner are often much
larger and far more potent than tornadoes created by other atmospheric
conditions. A successful DC 20 Knowledge (geography) check allows a
character to determine if a particular region is conducive to the formation
of these monstrous weather events. An accurate map of the region grants
a +2 circumstance bonus on the preceding check. Likewise, a successful
DC 20 Knowledge (nature) check determines whether the current weather
conditions are likely to spawn a tornado, but it does not provide exact
details — specifically where and when the tornado is going to form.

Tornados can occur at any time of year, but they are most common
during the spring and least so during winter. They are difficult to predict
and can form in a matter of minutes. Tornadoes come in varying shapes
and sizes. The average tornado measures 10d10x5 feet across and moves at
an average speed of 250 feet per round, making it virtually impossible to
outrun. Tornadoes move in a haphazard manner. A GM should randomly
determine the cyclone’s direction each round. Tornadoes that occur in
areas conducive to their formation may be ten times larger than average
and can move twice as fast. Seeking secure shelter, preferably underground,
is the only defense against the tornado. The average tornado lasts for 3d10
rounds before dissipating, though it is possible for a tornado to last for an
hour. The “Weather” section in Chapter 13 of the Pathfinder Roleplaying
Game Core Rulebook details a tornado’s effects on characters caught within
the vortex. In addition to the damage described in the preceding section,
tornados that strike populated areas deal 1d6 additional points of lethal
damage per round to any creature caught inside of the tornado on account
of flying debris swirling around the vortex.

Microburst

Cousin to the tornado, a microburst is a dangerous downdraft of
air that creates straight-line winds as opposed to the rotational winds
encountered in a hurricane or tornado. A microburst is always associated
with a thunderstorm. This weather event duplicates the effects of a
windstorm and thunderstorm as described in the “Weather” section in
Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook with one
notable exception: Flying creatures are especially vulnerable to the shifting
downderafts of wind that occur in a microburst. They suffer a 24 penalty to

Fly checks attempted within the microburst. In addition, flying creatures
blown back by the wind are instead hurtled toward the ground at a rate of
2d6 x 10 feet per round. Creatures actually striking the ground suffer the
appropriate falling damage. The microburst checks the progress of Huge-
sized creatures, while it blows back Large-sized creatures and smaller. The
average microburst encompasses an area measuring 2d6 x 1,000 feet in
diameter and lasts for 1d4 minutes before dissipating.

Lightning

Thunder and lightning go hand in hand. It is impossible to have one
without the other. It would also be difficult to have grasslands without
lightning. These random bolts of electricity are frequently the sparks that
set the desiccated plants ablaze and turn the formerly tranquil grasslands
into a roaring inferno. Every 30 seconds during a thunderstorm, a lightning
bolt crashes to the ground 2d4-2 miles away in a random direction from the
storm’s center (treat a result of “0” as less than 1 mile). The bolt deals between
4d8 and 10d8 points of electrical damage to everything in its path and
ignites any flammable materials that it hits. There is a 1% chance of lightning
striking any character less than 1 mile from the bolt. This chance is reduced
t0 0.5% if the character is curled into a ball in a depression or other low-lying
area. The chances of getting struck are doubled for creatures wearing metal
armor or standing adjacent to materials that conduct electricity. A character
that succeeds on a DC 15 Knowledge (nature) check accurately determines
his distance from the storm’s center and ascertains that staying low to the
ground lessens the chances of being struck. The “Storms” section in Chapter
13 of the Pathfinder Roleplaying Game Core Rulebook provides additional
details about thunderstorms and lightning.

Blizzards

The savannas are spared the ravages of these ferocious winter storms,
but the temperate grasslands are not as fortunate. Unlike the average
snowstorm, high winds, heavy snow and frigid temperature accompany the
arrival of these fearsome storms. The wind and precipitation are so intense
that it restricts visibility to 5 feet, even if the character has darkvision.
Creatures 5 feet away have concealment (attacks by or against them have a
20% miss chance). The “Rain, Snow, Sleet, and Hail” and “Storms” section
in Chapter 13 of the Pathfinder Roleplaying Game Core Rulebook detail the
blizzard’s additional effects.

Temperature

The temperate grasslands are a study in temperature contrasts. While
temperatures remain fairly steady throughout the year in the savanna,
the variations in temperature between summer highs and winter lows
can vary by as much as 100° Fahrenheit. Excessive heat and bone-chilling
cold are serious dangers for plains adventurers. The “Cold Dangers” and
“Heat Dangers” sections in Chapter 13 of the Pathfinder Roleplaying Game
Core Rulebook detail the effects of temperature extremes on unprepared
characters. Random weather charts that appear at the end of this chapter
allow the GM to determine the daily high and low temperatures along with
the wind speed and chances of precipitation.

Sunlight

The sun’s rays brings light and warmth to the world, but an invisible danger
accompanies them — ultraviolet radiation. The ground absorbs some of this
harmful radiation. However, the lack of shady vegetation and prolonged
periods without significant cloud cover provide no respite from the sun's
incessant rays. Ultraviolet radiation is particularly harmful to the body’s
largest organ — the skin. The damage is referred to as sunburn, and it is in fact
a radiation burn rather than an injury caused by exposure to a heat source. As
aresult, it is equally possible to get sunburn on a bright, cold day than itis on a

27



FIELDS OF BLOOD

warm, sunny day. Of course, the person would also have to remain outside for
an extended period of time on a frigid day without wearing significant layers
of clothing to keep his body warm. The same materials that protect his body
from the cold also protect his skin from the sun’s harmful rays.

Loose-fitting, light-colored clothing along with a hat provide the best
protection against sunburn. A brim or visor to shield the eyes and face from
the sun is also useful. Even so, these precautions are not perfect. Scarves
protect the neck and lower face, but it is impossible to cover the eyes without
sacrificing vision. The sun is at its peak from late morning through early
afternoon. From 10 a.m. until 3 p.m. on bright, sunny days, humanoids
exposed to direct sunlight must make a successful DC 10 Constitution check
every hour to avoid getting sunburn on body parts not covered by clothing.
These typically include the face, neck, hands and eyes. Constitution checks
are not necessary whenever there is significant cloud cover.

Table 3—12: Sunburn Check DC Modifiers

Precaution Sunburn Check

DC Modifiers
Clothing' 4
Every previous +]
check that day
Footwear -1
Gloves -1
Headdress -2
Light-colored 9
clothing
Scarf -2
Visor -2

! Clothing must cover the arms, torso and legs.

Sunburned humanoids feel its effects within 2d12 hours after exposure
to the sun. Sunburn deals 1d4 points of nonlethal damage per day for the
next 1d4 days. Characters can only get sunburned once per day, but its
effects are cumulative and stack with one another. Whenever a character
rolls a natural 1 on his Constitution check, his eyes become sunburned.
In addition to taking nonlethal damage, the character suffers from light
sensitivity and takes a -2 penalty to Perception checks for the next 1d4
days, even after the nonlethal damage is healed. Only a remove blindness/
deafness or similar spell cures the light sensitivity.

In addition, between 10 in the morning and 3 in the afternoon, creatures
with light sensitivity suffer instead from light blindness unless they
succeed on a DC 10 Constitution check. They must make this check every
hour during this time frame and the check’s DC increases by +1 for every
previous check that day. Creatures that roll a natural 1 on an attack roll or
saving throw while outside during this time of day must succeed on a DC
10 Constitution check to avoid suffering from light sensitivity for the next
1d4 rounds. This effect is not cumulative and does not stack with itself.

Daily Weather

The grasslands’ weather can vary wildly from day to day and season to
season. Temperatures are fairly constant in the savanna, but the prairies and
steppes experience hot summers and frigid winters. Wet and dry seasons
are also common on the plains, but they are most pronounced in the
savannas where most rainfall occurs during a four-month period followed
by a prolonged dry spell. Presented below are several tables that allow GMs
to determine the weather in a savanna, prairie or steppe. The tables are
organized according to grassland type, so the first group of tables applies
to weather in a savanna, the second group applies to weather in a prairie,
and the third group applies to weather in a steppe. The tables can be used
to determine the daily high temperature, daily low temperature, wind speed
and chance of precipitation. All of the tables are based upon percentile dice.

Savanna

The following tables generate the daily high temperatures, low temperatures,
wind speed and chance of precipitation in a savanna according to season.

Table 3—13: Daily High Temperature

Die Roll Spring Summer Autumn Winter
01-10 | 84+3d4°F | 88+3d4°F | 78+3d4°F | 68+4d4°F
11-20 | 82+3d4°F | 86+3d4°F | 76+3d4°F | 66+4d4° F
21-30 | 80+3d4°F | 84+3d4°F | 74+3d4°F | 64+4d4°F
31-40 | 78+3d4°F | 82+3d4°F | 72+3d4°F | 62+4d4°F
41-50 | 76+3d4°F | 80+3d4°F | 70+3d4° F | 60+4d4°F
51-60 | 74+3d4°F | 78+3d4°F | 68+3d4°F | 58+4d4°F
61-70 | 72+3d4°F | 76+3d4°F | 66+3d4°F | 56+4d4°F
71-80 | 70+3d4°F | 74+3d4°F | 64+3d4°F | 54+4d4°F
81-90 | 68+3d4°F | 72+3d4°F | 62+3d4° F | 52+4d4°F
91-00 | 66+3d4°F | 70+3d4°F | 60+3d4°F [ 50+4d4° F

To determine the daily low temperature, subtract the amounts shown
on the following table from the day’s high temperature. For instance, if
the preceding table generates a high temperature of 100° F, and the low
temperature generates a result of 25-4d6°, which results in a total of 36°,
the daily low temperature is 73° F (109°-36°= 73° F).

Table 3—14: Daily Low Temperatures

Die Roll | Low Temperature
01-10 —2+3d4
11-20 —4+3d4
21-30 —6+3d4
31-40 -8+3d4
41-50 -10+3d4
51-60 —12+3d4
61-70 —14+3d4
71-80 -16+3d4
81-90 —-18+3d4
91-00 —20+3d4

The following table determines the wind speed measured in miles per
hour based upon the season.

Table 3—15: Daily Wind Speed* (miles per hour)

Die Roll Spring Summer Autumn Winter
01-10 1d3 1d4 1d3 1d2
11-20 1d4 1dé 1d4 1d3
21-30 1dé 1d8 1dé 1d4
31-40 1d8 1d10 1d8 1d6
41-50 1d10 2d6 1d10 1d8
51-60 2d6 3dé 2d6 1d10
61-70 3dé 4dé 3dé 2dé6
71-80 4d6 5d6 4dé 3dé
81-90 5d6 6dé 5d6 4dé
91-00 6dé 7d6 6dé 5dé

! Increase the daily wind speed by 6d6 mph in the event of a thunderstorm
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or blizzard.

Whenever the wind speed equals or exceeds 30 miles per hour, it triggers
a dust storm during the dry season. A dust storms effects are described in
the “Storms” section in Chapter 13 of the Pathfinder Roleplaying Game
Core Rulebook.

The following chart determines the daily chance of experiencing a
storm. It is also based upon the season.

Table 3—16: Daily Chance of Precipitation

Result Spring Summer | Autumn Winter

No

Precipitation 01-80 01-60 01-78 01-97

Rain 81-82 61-68 78-84 98

Thunderstorm 83-00 69-00 85-00 99-00
Prairie

The following tables generate the daily high temperatures, low
temperatures, wind speed and chance of precipitation in a prairie
according to season.

Table 3—17: Daily High Temperature

Die Roll Spring Summer Autumn Winter
01-10 | 65+4dé6°F | 85+4d6° F | 60+4dé6° F | 35+4d6° F
11-20 | 65+3d6é°F | 85+3dé° F | 60+3dé° F | 35+3dé° F
21-30 | 60+4dé° F | 80+4d6° F | 55+4dé° F | 30+4d6° F
31-40 | 60+3dé6°F | 80+3dé° F | 55+3dé° F | 30+3dé° F
41-50 | 55+4dé° F | 75+4d6° F | 50+4dé° F | 25+4d6° F
51-60 | 55+3dé°F | 75+3d6° F | 50+3dé° F | 25+3dé° F
61-70 | 50+4d6°F | 70+4d6° F | 45+4d6° F | 20+4dé° F
71-80 | 50+3d6°F | 70+3dé° F | 45+3d6° F | 20+3dé° F
81-90 | 45+4d6°F | 65+4d6° F | 40+4d6° F | 15+4d6° F
91-00 | 45+3d6°F | 65+3d6° F | 40+3d6°F | 15+3d6° F

To determine the daily low temperature, subtract the amounts
shown on the following table from the day’s high temperature.
For instance, if the preceding table generates a high temperature of
109° E, and the low temperature generates a result of 25-4d6°, which
results in a total of 36°, the daily low temperature is 73° F (109°-36°

Table 3—19: Daily Wind Speed' (miles per hour)

Die Roll Spring Summer Autumn Winter
01-10 1d8 2dé 1dé 1d8
11-20 2dé 2d8 1d8 2d6
21-30 2d8 3dé 2dé 2d8
31-40 3d6 3d8 2d8 3dé
41-50 3d8 4dé 3dé 3d8
51-60 4dé6 4d8 3d8 4dé
61-70 4d8 5d6 4dé 4d8
71-80 5d6 5d8 4d8 5dé6
81-90 5d8 6dé 5dé 5d8
91-00 6d6 7d6 5d8 6d6

! Increase the daily wind speed by 6d6 mph in the event of a thunderstorm
or blizzard.

The following chart determines the daily chance of experiencing a
storm. It is also based upon the season.

Table 3—20: Daily Chance of Precipitation

Result Spring | Summer | Autumn | Winter
No Precipitation 01-55 01-60 01-70 01-65
Rain’ 56-90 61-75 71-94 66-90
Thunderstorm? 91-94 76-95 95-97 91-98
Microburst 95-96 9697 98 99
Tornado 97-00 98-00 99-00 00

If the temperature is 32° F or less, the precipitation falls as snow.
2 If the temperature is 32° F or less, the thunderstorm becomes
a blizzard.

Steppe

The following tables generate the daily high temperatures, low
temperatures, wind speed and chance of precipitation in a steppe according
to season.

Table 3—21: Daily High Temperature

=73°F).

Table 3-18: Daily Low Temperatures

Die Roll Spring Summer Autumn Winter
01-10 | 65+4d4°F | 80+4d4° F | 45+5d4° F | 20+2d4° F
11-20 | 63+4d4° F | 78+4d4° F | 43+4d4°F | 18+2d4°F
21-30 | 60+4d4°F | 75+4d4° F | 40+4d4° F | 15+2d4°F
31-40 | 58+4d4°F | 73+4d4° F | 38+4d4°F | 13+2d4°F
41-50 | 55+4d4°F | 70+4d4° F | 35+4d4° F | 10+2d4°F
51-60 | 53+4d4°F | 68+4d4°F | 33+4d4°F | 8+2d4°F
61-70 | 50+4d4°F | 65+40d4° F | 30+4d4°F [ 5+2d4°F
71-80 | 48+4d4°F | 63+4d4° F | 28+4d4° F | 3+2d4°F
81-90 | 45+4d4°F | 60+4d4°F | 25+4d4° F | 0+2d4°F
91-00 | 43+4d4°F | 58+4d4° F | 23+4d4° F | —2+2d4°F

To determine the daily low temperature, subtract the amounts

Die Roll | Low Temperature
01-10 -5+3dé
11-20 -5+3dé
21-30 -10+4d6
31-40 -10+3d6
41-50 —15+4d6
51-60 -15+3d6
61-70 —20+4d6
71-80 -20+3d6
81-90 —25+4dé
91-00 -25+4d6

The following table determines the wind speed measured in miles per
hour based upon the season.

shown on the following table from the day’s high temperature. For
instance, if the preceding table generates a high temperature of 100°
F, and the low temperature generates a result of 25 - 4d6°, which
results in a total of 36°, the daily low temperature is 73° F (109° - 36°
=73°F).
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Table 3—22: Daily Low Temperatures

Die Roll | Low Temperature

01-10 —2+2d4
11-20 —4+2d4
21-30 —7+2d4
31-40 —9+2d4
41-50 -12+2d4
51-60 -14+2d4
61-70 -17+2d4
71-80 -20+2d4
81-90 -22+2d4
91-00 -25+2d4

The following table determines the wind speed measured in miles per
hour based upon the season.

Table 3—23: Daily Wind Speed (miles per hour)

Die Roll Spring Summer Autumn Winter
01-10 1d3 1d2 1d3 1d4
11-20 1d4 1d3 1d4 1d6
21-30 1dé 1d4 1dé 1d8
31-40 1d8 1dé 1d8 1d10
41-50 1d10 1d8 1d10 2d6
51-60 2d6 1d10 2d6 2d8
61-70 2d8 2d6 2d8 3dé
71-80 3d6 2d8 3d6 3d8
81-90 3d8 3dé 3d8 4dé
91-00 4dé 3d8 4dé 4d8

'Increase the daily wind speed by 6d6 mph in the event of a thunderstorm
or blizzard.

The following chart determines the daily chance of experiencing a
storm. It is also based upon the season.

Table 3—24: Daily Chance of Precipitation

Result Spring | Summer | Autumn | Winter
No Precipitation | 01-65 01-50 01-70 01-75
Precipitation’ 66-90 51-75 71-90 76-96
Thunderstorm? 91-98 81-99 91-00 97-00
Tornado 99-00 00 — —

!If the temperature is 32° F or less, the precipitation falls as snow.
2 If the temperature is 32° F or less, the thunderstorm becomes a blizzard.
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Skills and Feats

Training is an important part of an adventurer’s career. Those who hone
their bodies to perform a specific task do so through endless practice and
repetition until they reach the point where conscious thought fades into
the background, and muscle memory takes control. Individuals striving to
improve their minds improve their acumen through reading, formal study
and creative thinking rather than physical exercise. Skills and feats define
a character’s mastery of these critical tasks. Skills measure a character’s
ability to walk across a tightrope, climb out of a pit or remember an
obscure piece of knowledge picked up decades earlier. Anyone who
devotes enough time and energy to a particular endeavor is bound to
improve regardless of his innate talent. As a rule of thumb, skills represent
generality, and feats represent specificity. Even a clumsy wizard can learn
to jump with enough practice, but it requires much more dedication and
specialized training to improve his martial prowess with a quarterstaff
or to learn to wear armor. With those differences in mind, this chapter
presents a number of alternative uses for existing skills and new feats to
aid characters as they adventure throughout the plains.

Skills

Skills measure a character’s ability to perform a variety of mental
and physical tasks ranging from the spectacular to the mundane. They
determine whether or not a character can miraculously leap across a
gaping chasm or successfully operate an inn. Skill ranks represent the
amount of practice, training and study that the individual devoted to a
particular discipline. Naturally, the more ranks devoted to a particular
skill, the greater degree of expertise in the field. In addition to skill ranks,
the character’s class also plays a significant role in developing skills.
For instance, rogues are inherently adept at many skills, such as moving
silently through dungeon corridors, but their chosen profession places
little emphasis on recognizing religious symbols. Still, any character
that sets their mind to it can ultimately accomplish anything, though the
challenge may require more effort for some than others.

The Pathfinder Roleplaying Game Core Rulebook describes the game
uses for all of these skills. In many cases, the description contains enough
information to accurately adjudicate the outcome of a character’s actions. Some
situations are not addressed in the skill’s description, however. The following
section provides guidance for addressing unique circumstances that the GM
may encounter during a character’s journeys throughout the grasslands.

Acrobatics

Winters are harsh in the temperate grasslands. A deep blanket of snow
frequently covers the hardened ground. The plummeting temperatures
cause water to solidify, transforming lakes, ponds and occasionally rivers
into a contiguous block of solid ice. Walking across these slick surfaces
is tiresome and treacherous. Normally, it costs two squares of movement
to enter a snow-covered square and four squares of movement to enter
a square blanketed with heavy snow. Ice presents a similar hazard as it
requires 2 squares of movement to enter a square covered by ice, and the
DC for Acrobatics checks increases by +5. In most circumstances, ice and
snow impede movement, but it is possible to turn an obstacle into a boon.

Ice skates and skis allow creatures to turn adverse weather conditions to
their advantage. These items appear in the “Clothing” section in Chapter
2 of The Pathfinder Roleplaying Game Ultimate Equipment. A character
wearing ice skates must spend only 1 square of movement to enter an
ice-covered square. Similarly, a character wearing skis must spend only
1 square of movement to enter a square covered in snow, regardless of its

depth. In addition, ice and snow are not considered difficult terrain for a
properly equipped character. Though skis can be used on an icy surface
with a +5 penalty to the check’s DC, ice skates are ineffective in snow.
The following rules regarding skiing apply to cross country skiing only.
Downbhill skiing is addressed in the upcoming Mountains of Madness.

It takes considerable practice and skill to master the arts of skating and skiing.
The preceding section indicates that a successful DC 5 Acrobatics check is
needed to skate across an icy surface at the character’s normal speed. This check
does not take stopping, turning and advanced maneuvers into account. A good
skater can skate much faster than he can run. Likewise, an expert skier may
reach breathtaking speeds in excess of 80 mph while skiing down a steep vertical
drop, though the slower cross-country skiing is generally more applicable in
the typical plains campaign. A character on skates and skis ignores the DC
modifiers for moving across slippery surfaces discussed in the “Acrobatics”
section in Chapter 4 of the Pathfinder Roleplaying Game Core Rulebook. The
following tasks require checks and apply to ice skating and skiing.

Table 4—1: Skating and Skiing

Task Acrobatics DC

Take a 5-foot step 0

Skate and skiin a straight line at normal 5

speed

Reduce speed in half 10

Turn 45 degrees by spending 5 feet of 10

movement

Complete stop 15

Increase speed to 1% times base speed 15

Turn 90 degrees by spending 5 feet of 15

movement

Charge! 20
20+1 per 5 feet

Jump and land on feet of distance

jumped

! Includes successfully moving and stopping adjacent to your opponent.

The character must succeed on a separate check for each task attempted
during his turn. A character that fails an Acrobatics check immediately falls
prone (losing his move or standard action) and slides 1d4x5 feet in the same
direction that he was traveling before falling unless a solid, immovable
object impedes his progress. He provokes attacks of opportunity and cannot
take any actions while sliding in this manner, including attempting an
Acrobatics check to avoid an attack of opportunity due to movement.

A character that successfully moves in a straight line at his normal speed
must fully complete his movement. For instance, a skater with a base speed of
30 feet must move 30 feet during the course of his move or standard action,
unless he succeeds on a task to reduce his speed or stop. If he does not threaten
an opponent at the end of his movement, he cannot attempt a melee attack
unless he has a feat or special ability that allows him to move both before and
after making an attack. Likewise, a character using a ranged weapon while
skating or skiing takes a -4 penalty to his attack roll. Skating or skiing down
a slope increases the character’s speed by an amount of feet equal to half
of the slope’s steepest angle rounded down to the nearest 5-foot increment.
Therefore, skiing down a 45 degree slope increases the character’s speed by
20 feet during that round. In this circumstance, a successful Acrobatics check
is not needed to increase his speed, though he could increase his base speed
even further with a successful check. A character that falls while skating or

31



FIELDS OF BLOOD

skiing down a slope greater than 10 degrees slides 1d4 x 10 feet, instead of the
normal 1d4 x 5 feet and takes falling damage from the mishap if he slides into
a barrier or obstacle. The distance that he falls is equal to half his total speed.
Thus the character with a base speed of 30 feet that skis down a 45 degree
slope at 1% times his base speed takes 3d6 points of damage because it would
be the equivalent of a 30-foot-fall (20 feet from slope + [30-foot base speed
x 114]=65 feet/2=32.5 feet rounded down to 30 feet). He cannot attempt an
Acrobatics check to ignore the first 10 feet fallen. It is impossible to skate or
ski down a slope greater than 60 degrees.

Skating or skiing up an incline decreases the character’s speed by an
amount of feet equal to the angle of the slope rounded down to the nearest
5-foot increment. Whenever a character falls while moving uphill, he
slides 1d4 x 10 feet back down the slope, though he takes no damage from
the fall. It is impossible to skate or ski up a slope greater than 30 degrees.

Handle Animal

This skill is typically used to improve the attitude of a single animal.
Circumstances may occur when it becomes necessary to improve the
disposition of a large collective of animals instead of one individual. The
grasslands are home to vast herds of social animals that gather together
for mutual protection against predators. Though composed of numerous
individuals, the animals often act with a singular mindset. Whenever one
animal gets frightened, nearby beasts may follow the creature’s lead,
causing a stampede. As discussed in Chapter 3, a successful DC 20
Handle Animal check improves the herd’s disposition and may prevent
it from panicking.

In addition to its usage on wild animals, this skill can also be used to
train domesticated riding animals to use a specific gait. On the surface,
there seems to be little reason to teach a riding animal how to move. But
some gaits are more aesthetically pleasing than others and offer more
stability for rider and mount alike. Most riding animals canter and trot
at slow speeds and gallop when they run. A few animals, such as camels,

are instinctive pacers. In order to teach an animal to use one of these gaits
on command requires the handler to succeed on a DC 15 Handle Animal
check to teach it the gait trick. This trick includes the gaits canter, gallop,
pace and trot. Likewise, an animal trained for the general purpose of
riding knows the gait trick in addition to the come, heel and stay tricks.
The canter and gallop are closely related strides, as the gallop is a faster
variation of the canter. These two gaits are more comfortable for the rider
than the pace and trot. Unless otherwise specified, a riding animal is either
cantering or galloping at any given time.

The pace and the trot gait make for a much bumpier ride than the
canter and gallop. Using either imposes a —2 penalty on attack rolls,
concentration checks and Ride checks made while mounted atop a pacing
or trotting animal. Though there seems to be no advantage for pacing
and trotting, an animal exclusively using either of these gaits tires less
easily than an animal cantering and galloping, allowing it to hustle for
2 hours without a problem (see the “Movement” section in Chapter 7 of
the Pathfinder Roleplaying Game Core Rulebook for details regarding
hustling). After 2 hours, the animal sustains lethal damage as normal. In
addition to this benefit, an animal that is pacing or trotting provides a
more stable ride for the driver and passengers of any vehicle the beasts are
pulling. The penalties to the attack rolls of the occupants and driver of a
moving vehicle pulled by animals pacing or trotting are halved.

Other Skills

Several skills may be used to maintain the animal’s gait dependent
upon the circumstances. A successful Handle Animal check always
works as long as animals are involved. A mounted rider can make
a successful Ride check to control his mount’s gait, whereas a
Profession (driver) check may be used to regulate the gait of animals
pulling a moving vehicle. The GM must ultimately determine the
applicability of each skill to the particular circumstances.

If the animals are not hustling or running, a successful DC 10 Handle
Animal check allows them to maintain their gait for one hour. If the
animals are hustling, the DC increases to 15, but the check is still made
once per hour. Whenever the animals are running, a successful DC 20
Handle Animal check is needed to keep the animals pacing or trotting.
This check must be made every minute. In all three cases, each subsequent,
consecutive check after the first increases the check’s DC by 1. A failed
check indicates that the animals “break stride” and revert to a canter or
a gallop. In this case, the animals are treated as if they were cantering or
galloping for the entire duration of the check. In order to get the animals
back on stride, the handler must succeed on another Handle Animal or
other appropriate skill check using the same DC as the failed check.

L]
Ride

Horses are endemic to the grasslands, and horse racing is a time-honored
pastime throughout the plains. Owners proudly boast about their stable’s
greatest victories and legendary racers. Likewise, guiding such a prized
asset to the winner’s circle boosts the jockey’s reputation and prestige
in many illustrious circles. Many cultures refer to horse racing as the
sport of kings — an allusion to its widespread popularity among society’s
elite and the exorbitant costs associated with breeding, raising and racing
championship horses. In spite of its aristocratic nature, adventurers may
become part of this grand spectacle as an observer, a wagering interest or
even a participant. The following section provides guidelines for handling
such an event.

A race requires all of the participants to have the same base speed.
A light horse with a base speed of 50 feet is always going to outrun a
human with a base speed of 30 feet in a normal race. These rules are solely
intended to determine the outcome of a race between competitors with the

same base speed, instead of providing a mechanism for a human to catch
a horse in a foot race. The first step in adjudicating the outcome of a race
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is to establish a baseline. The creature with the lowest hit point total acts
as the baseline. Every other participant then compares its hit point total to
the baseline and consults the following table.

Table 4—2: Determining Lengths

Hit Point Difference | Number of Lengths Gained

Per Hit Point of Difference

from Baseline

1-5 1 length
6-15 1/2 length
16-30 1/4 length

31+ 1/8 length

In a race, a length is a unit of measurement representing the creature’s
length measured from nose to tail. Lengths, rather than feet, are used to
represent the distance separating each of the competitors in a race. In a
race containing creatures of varying sizes, a length may be treated as 6
feet. As in all cases, fractions are rounded down. (It is important to note
any fractional differences for later use.) For example, the following race
has three entrants: Light Horse A, Light Horse B and Light Horse C. Light
Horse A has 10 hit points, Light Horse B has 13 hit points, and Light
Horse C has 17 hit points. Since Light Horse A has the lowest hit-point
total, it serves as the baseline. Light Horse B has 3 more hit points than
Light Horse A, so it receives 3 lengths. Light Horse C has 7 more hit
points than Light Horse A. It receive 6 lengths ([5x1=5] plus [2x}2=1] =
5+1=6). (The number of lengths that each horse has should be kept secret
from the other competitors, if possible.) After determining the number of
lengths that each participant has, the race may proceed to the next step.

The next step in the process is determining the race’s distance, which is
measured in furlongs. A furlong is equal to 1/8th mile, and each furlong
comprises a competitor’s turn. All of the race’s participants move the
same distance each turn (1 furlong). However, a competitor may add one
or more of its lengths to its distance traveled during its turn. For instance,
using the example that appears above, Light Horse B may use two of its
three lengths during its first turn. Light Horse A has no lengths, and Light
Horse C, which has six, decided not to use any of its lengths during this
turn. Both Light Horse A and Light Horse C are currently two lengths
behind Light Horse B at the end of the first furlong.

In addition to the horse’s innate abilities, the rider or jockey also plays
an important role in determining the race’s outcome. Each turn, the rider
may attempt a Ride skill check. A successful DC 20 Ride check adds
one length to the horse’s distance traveled during that turn. A check that
succeeds by 5 or more and every 5 thereafter adds an additional length to
the horse’s distance traveled. The jockey must use these lengths during his
turn, and their usage is not subject to any restrictions as discussed in the
subsequent section. So a Ride check of 30 would add three lengths to the
horse’s distance traveled in addition to any lengths that the horse added
during its turn. So if Light Horse B’s rider succeeded on a DC 30 Ride
check, it would stretch its lead to five lengths after the first turn.

This process continues until all of the turns are completed. The horse
that finishes the race with the most lengths is the winner. In the event
of a tie, the horse that began the race with the most lengths (including
fractions) is declared the winner. If both horses still have the same number
of lengths, the race ends in a tie (dead heat).

A horse cannot add more lengths to its distance traveled in a single
turn than the race’s distance measured in furlongs. For example, a quarter
horse cannot add more than two lengths to its distance traveled in one
turn, because the race’s distance is two furlongs. Likewise, a horse cannot
add more than half its total lengths + 1 to its distance traveled in a single
turn. For instance, Light Horse C has six lengths. It cannot add more than
four lengths ([6x/2=3] = 3+1=4) to its distance traveled in a single turn. It
is important to remember that jockeys are not subject to these limitations.

Sprint races are short races that are run over any distance between 2
and 6 furlongs. Quarter horses typically run 2 furlongs, while the classic
sprint distance is 6 furlongs. Stakes races are longer races that are run at
any distance greater than 6 furlongs up to 1’2 miles. Again, the classic
stakes race distance is 1% miles or 10 furlongs. Steeplechase races are

even longer, sometimes stretching out to distances in excess of 2 miles (16
furlongs). In addition, the participants must succeed on Acrobatics checks
made to leap over obstacles placed at set intervals along the course.

Though most races involve a rider sitting atop the mount, these
rules can also be used to simulate harness racing. A harness horse pulls
a tethered cart similar to a chariot. The driver sits in the cart, which is
commonly known as a sulky. Unlike traditional racehorses that gallop,
harness horses are typically required to pace or trot. If the horse breaks
stride, that competitor is immediately disqualified. The process is the
same as outlined above with the exception that the driver must succeed
on a DC 20 Handle Animal check every half mile (4 furlongs) to maintain
the horse’s gait throughout the race. The typical harness race is 1 mile or
8 furlongs long.

Survival

Rivers are the most formidable natural obstacles encountered in the
grasslands. Reliable bridges are few and far between so, in most cases,
creatures attempting to get to the other side must take their chances
with the mighty waterway’s treacherous currents and murky depths. A
successful DC 15 Survival check identifies the safest location to ford the
river, granting that character a +2 bonus on Swim checks made to cross
the river at that point. The character may grant the same bonus to one other
character for every 1 point by which his Survival check result exceeds 15.
It is important to note that a successful check determines the best place to
cross the river as it pertains to the depth, distance to the other side and the
strength of the currents in the immediate vicinity. It does not identify the
presence of hostile creatures lurking beneath the murky waters.

Feats

While it is possible for a character to be at least competent in every
skill, the same cannot be said for feats. Even the mightiest adventurers
can only master a handful of abilities among a universe of possibilities.
Some characters opt for specialization by choosing a series of feats that
are intertwined together. Others adopt a broad-based approach and select
feats that improve a diverse array of talents. This chapter provides new
feats beneficial to those that explore the plains as well as feats with more
generalized applications.

Bamboozled

You can dazzle others with your speech and find loopholes in the words
of others.

Benefit: You can attempt a Profession (barrister) check in place of a
Bluff check when telling a lie to other creatures. The Bluff skill check
modifiers also apply to the Profession (barrister) skill check. In addition,
you get a +2 bonus on saving throws made against spells and spell-like
effects with the language-dependent descriptor.

Between the Sgokes (Combat)

Vehicles are vulnerable to your ranged attacks.

Prerequisites: Point Blank Shot, Precise Shot, Disable Device 5 ranks
or Knowledge (engineering) 5 ranks.

Benefit: Your ranged attacks against vehicles deal double damage.
Whenever you confirm a critical hit against a vehicle with wheels,
your ranged weapon becomes lodged in the wheel’s spokes. (Roll the
confirmation roll even though vehicles normally aren’t susceptible
to critical threats.) The driver must immediately succeed on a DC 20
Profession (driver) check to prevent the vehicle from flipping over onto its
side. Whether the check is successful or not, the vehicle gains the broken
condition, regardless of its hit point total. If the vehicle already has the
broken condition, it is wrecked instead, regardless of its hit point total. If
the vehicle is already wrecked, it is destroyed, regardless of its hit point
total.
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Normal: Vehicles that have taken hit point damage in excess of half their
total hit points gain the broken condition. Vehicles that have 0 or fewer hit
points, but have not yet reached negative hit points equal to the number of
squares of its space are wrecked. When a vehicle reaches a negative number
of hit points equal to the number of squares it takes up, it is destroyed.

Cheetah Sprint

You can increase your speed while charging.

Prerequisites: Fleet.

Benefit: Whenever you charge an enemy as a full-round action, your
base speed increases by 10 feet. Your base speed does not increase if you
are charging as a standard action. This feat allows you to charge enemies
that you would not normally reach.

Clip Wings (Combat)

Your ranged attacks can knock flying, winged creatures out of the sky.

Prerequisites: Dex 13, Point-Blank Shot, Precise Shot, base attack bonus +11.

Benefit: Whenever you confirm a critical hit with a ranged attack, in
addition to the normal damage your attack deals, a flying, winged creature
can no longer flap its wings and falls to the ground unless it succeeds on
a Fly check (DC equals your confirmation roll). A successful DC 15 Heal
check or the application of any spell that cures hit point damage repairs
the damage to the creature’s wings and allows it to resume flapping.

Coagulant

Your blood clots with astounding speed.

Prerequisite: Con 15.

Benefit: You take half damage from blood drain, bleed and wounding
effects (minimum 1). As a free action at the beginning of your turn before
taking bleed damage, you may attempt to a DC 10 Constitution check to stop
the bleeding. You take a penalty on this roll equal to the amount of bleed
damage you took during your last turn. You may also attempt to stabilize

while suffering from a bleed effect. However, the Constitution check’s DC
is 5 higher than normal (DC 15). Penalties still apply to this check.

Normal: Creatures suffering from a bleed effect automatically fail
Constitution checks made to stabilize.

Concert Pianist

Years of practice on keyboard instruments have made your fingers
strong and nimble.

Prerequisite: Perform (keyboard instruments) 5 ranks.

Benefit: You gain a +2 bonus on Disable Device checks made to disarm
traps and Sleight of Hand checks made to take an object from another
creature. This feat does not allow you to use these skill checks untrained.
You also gain a +2 bonus to your CMD to avoid being disarmed.

Counterpunch (Combat)

You can immediately attack an opponent that failed on a Bluff check to
feint in combat.

Prerequisite: Combat Reflexes, Sense Motive 5 ranks.

Benefit: You gain a +4 bonus on your Sense Motive checks to avoid
being feinted in combat. Whenever an adjacent opponent unsuccessfully
feints in combat, even if it attempted to feint another creature, you may
attack that creature as an immediate action using your highest attack bonus.
Once you use this feat, you cannot use it again until the beginning of your
next turn. Its usage counts toward the number of attacks of opportunity
you can make in a round.

Deadly Thrower (Combat)

You rely on brute strength to hurl thrown weapons at close range.

Prerequisites: Dex 13, Str 13, Close-Quarters Thrower, Dodge,
Weapon Focus with selected weapon.

Benefit: Choose a type of thrown weapon. You cannot select a weapon
that does not add your Strength modifier to your damage roll. Whenever
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you make a ranged attack with the selected weapon, you may add your
Strength modifier instead of your Dexterity modifier on your attack roll.
You cannot use this feat if you suffer a range penalty to your attack roll.
Special: You can gain this feat multiple times. Its effects do not stack.
Each time you take the feat, it applies to a new thrown weapon.
Note: Close-Quarters Thrower can be found in Pathfinder Roleplaying
Game Ultimate Combat.

Deceptive Thrower (Combat)

You are trained in using your intellect when throwing light weapons, as
opposed to agility.

Benefit: With a light thrown weapon made for a creature of your size
category, you may use your Intelligence modifier instead of your Dexterity
modifier on attack rolls.

Special: An alchemist’s bombs and most splash weapons are considered
light weapons.

Disrespected

Your words cut to the bone.

Prerequisites: Cha 13.

You can demoralize opponents using Perform (act), Perform (comedy),
Perform (oratory), Perform (sing) or Profession (barrister) rather than Intimidate.

Double Throw (Combat, Teamwork)

Your thrown weapon suddenly changes direction, catching your target
by surprise.

Prerequisites: Dex 15, Deflect Arrows, Improved Unarmed Strike,
Snatch Arrows.

Benefit: As an attack action, you may hurl a thrown weapon to an
ally that also has this feat. If the ally catches the thrown weapon, he may
immediately throw it as an attack (even though it is not his turn) at a target
of his choice. If the target is within 30 feet of your ally, the target loses its
Dexterity bonus to AC (if any). Your ally may not use the Deflect Arrows
and Snatch Arrows feats again until the beginning of his next turn.

Frightening Snarl (Combat)

Your bark is worse than your bite.

Prerequisites: natural bite attack.

Benefit: Whenever you confirm a critical hit with your bite attack, you
may attempt an Intimidate check to demoralize the creature you bit and
any enemies adjacent to that creature as a free action.

Grass Runner

You can move through the grasslands without impediment.

Prerequisites: Plains Walker.

Benefit: While in plains terrain, you may move through any sort of
undergrowth at your normal speed and without taking damage or suffering
any other impairment. If this undergrowth has been magically manipulated
to impede motion, it still affects you. You gain a +4 bonus to saving throws
made to avoid being affected by such vegetation.

Hex Focus

Your hex is more difficult to resist

Prerequisites: Hex class feature.

Benefit: Add +1 to the Difficulty Class for all saving throws against the
hex you select.

Special: You can gain this feat multiple times. Its effects do not stack.
Each time you take the feat, it applies to a new hex.

Hurdlin§ Charger (Combat)

Obstacles do not 1rnpede your ability to charge.

Prerequisites: Acrobatics 5 ranks.

Benefit: While performing a charge, you may leap over obstacles in your
path. If your attempt to leap over an obstacle fails, you fall prone in a randomly

determined unoccupied square adjacent to the obstacle and your turn ends. If
you successfully leap over an obstacle within 10 feet of your target, you gain a
bonus to your attack roll equal to the obstacle’s height (measured in feet). This
bonus stacks with the attack bonus gained from charging.

Normal: Obstacles in your path prevent you from charging.

Immunized

Your immune system quickly adapts to threats.

Prerequisites: Con 15, Great Fortitude.

Benefit: Whenever you succeed on a Fortitude saving throw against
disease and poison, you are immune to that same disease or poison for the
next 24 hours regardless of the source. Whether your save is successful or
not, this feat cannot grant you immunity to diseases and poisons caused by
spells and spell-like effects, such as contagion and poison.

Iron Psyche

Your mind is a fortress, which prevents other creatures from damaging
your psyche.

Prerequisite: Iron Will.

Benefit: You gain a +2 bonus on saving throws against effects that deal
Charisma, Intelligence or Wisdom damage as well as those effects that
drain any of these abilities. The bonus also applies to effects that attempt
to reduce or impose a penalty to any of these ability scores. You do not
gain this bonus if the ability damage, drain or penalty is self-inflicted.

Jockey

Mounts achieve astonishing speeds under your guidance.

Prerequisites: Mounted Combat, Ride 6 ranks.

Benefit: You can spur your mount to greater speed with a free action.
If you succeed on your Ride check, the mount’s speed increases by 10
feet. If you succeed by 5 and every 5 points thereafter, the mount’s speed
increases by an additional 5 feet. If you roll a natural 20 on your Ride
check, the mount takes no damage for that round. You can use this feat
every round, but the mount becomes fatigued after a number of rounds
equal to 1% times its Constitution score.

Normal: You can spur your mount as a move action. A successful Ride
check increases the mount’s speed by 10 feet for 1 round. The mount
becomes fatigued after a number of rounds equal to its Constitution score.

Lion Tamer

You can tame wild animals faster than normal.

Prerequisites: Handle Animal 6 ranks.

Benefit: You gain a +4 bonus on Handle Animal checks made to a rear
a wild animal. You do not have to rear the animal from infancy, but you
must spend at least one continuous month in the animal’s company. This
feat does not allow you to exceed the number of animals you may rear.
You may only rear one animal in this manner at any time.

Normal: Wild animals must be reared from infancy.

Mechanically Inclined

You can repair practically anything.
Benefit: You gain a +4 bonus on all Craft checks made to repair an item,
even if you have no ranks in that particular Craft skill.

Military Historian

You may apply a detail from a past battle to your current situation.

Prerequisites: Profession (soldier) 5 ranks.

Benefit: You may attempt a Profession (soldier) check in place of an
initiative check once per day. When you gain 10 ranks in this skill and
every 5 ranks thereafter, you may use this feat one additional time per day.

On the Lookout

You make the most of your cover.
Prerequisites: Dex 15, Dodge.
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Benefit: You gain a +6 bonus to AC whenever you have cover (including
soft cover) and a +3 bonus on Reflex saving throws, though the saving
throw bonus does not apply to soft cover. Partial cover grants you a +3
bonus to AC and a +1 bonus on Reflex saving throws. You do not gain these
benefits if you are grappled, held, paralyzed, stunned or unconscious.

Normal: Cover grants a +4 bonus to AC and a +2 bonus on Reflex
saving throws.

Passionate Speaker

Your words rouse passion in others.

Benefit: You get a +2 bonus on all Perform (oratory) and Profession
(barrister) checks. If you have 10 or more ranks in one of these skills, the
bonus increases to +4 for that skill.

Plains Walker

You move faster than normal in plains terrain.

Benefit: While wearing light armor or no armor, your base speed
increases by 10 feet whenever you move across plains terrain. You lose
the benefits of this feat if you carry a medium or heavy load.

Special: You can only take this feat once. Its effects stack with Fleet.

Plant Channel

You can channel your divine energy to harm or heal plants.

Prerequisites: Channel energy class feature.

Benefit: Instead of its normal effect, you can choose to have your
ability to channel energy heal or harm plants. You must make this choice
each time you channel energy. If you choose to heal or harm plants, your
channel energy has no effect on other creatures. The amount of damage
healed or dealt and the DC to halve the damage is otherwise unchanged.
When used to heal plants, ordinary plants in the area benefit from the
overgrowth effect of the plant growth spell. When used to harm plants,
ordinary plants in the area suffer from the prune growth effect of the
diminish plants spell.

River Dance (Combat)

Your dancing skill allows you to kick prone opponents and creatures
smaller than you.

Prerequisites: Improved Unarmed Strike, Perform (dance) 6 ranks.

Benefit: Your unarmed strikes deal an additional 1d6 points of damage
against prone opponents and non-flying opponents two or more size
categories smaller than you. This damage is precision damage and is not
multiplied on a critical hit.

Running Tackle (Combat)

You hurl your body at your opponent and knock him to the ground.

Prerequisites: Improved Trip, Improved Unarmed Strike.

Benefit: When you hit an opponent with an unarmed strike as part of a
charge attack, you may initiate a trip as a free action.

Saboteur

You are a master saboteur.

Prerequisites: Disable Device 6 ranks.

Benefit: You gain a +4 bonus on Disable Device checks made to
sabotage devices, and you can do it in half the time. You ignore any
modifiers to the check’s DC when attempting to leave behind no evidence
of your tampering. If your Disable Device check to sabotage a device
succeeds by 5 or more, you know that you successfully sabotaged the
device.

Saw It Coming

You anticipate the actions of others in combat.

Prerequisites: Int 13.

Benefit: You may use your Intelligence modifier instead of your
Dexterity modifier on your Combat Maneuver Defense.

Snow Bum

You are an expert ice skater and skier.

Prerequisites: Acrobatics 4 ranks.

Benefit: You gain a +4 bonus on all Acrobatics checks made to ice skate
and ski. Whenever you succeed on an Acrobatics check to increase your
speed while ice skating and skiing, your speed doubles instead.

Sof't Spot

Weak spots cannot hide from you.

Prerequisites: Knowledge (engineering) or Profession (engineer) 5 ranks.

Benefit: If you spend 1 minute visually and tactilely examining
an unattended inanimate object, you may attempt to locate its most
vulnerable spot. Doing so requires a successful (DC 10+ the object’s
hardness) Knowledge (engineering) or Profession (engineer) check.
After locating the object’s soft spot, the first attack you make against the
unattended object completely ignores its hardness. After each successive
attack that you make, the object regains 1 point of hardness until it returns
to its original hardness. You may direct other creatures to attack the same
spot, but they lack your insight and confidence. Whenever they strike the
object, it regains 2 points of hardness per attack instead of 1 point. You
cannot use this feat more than once on the same object.

Special: The benefits of this feat do not apply to sunder attempts or
attacks against constructs, only on inanimate, unattended objects with
one exception. You may use this feat to smash through magically created
walls, such as a wall of stone.

Sg{ot Tell

ou excel at reading people’s faces and seeing through their deceptions.

Prerequisites: Sense Motive 4 ranks.

Benefit: You may use Sense Motive instead of Perception to see through
another creature’s disguise. If you successfully sense an enchantment on
another creature, you may attempt another Sense Motive check to identify
the spell’s caster as a full-round action. You must be able to see the caster,
and your Sense Motive check is opposed by the caster’s Bluff check. If
you are trained in Knowledge (arcana), you gain a +4 bonus to your check
made to identify the spell effect in place on the enchanted creature.

Normal: Disguise checks are opposed by Perception checks.

Sting Operator (Teamwork)

You and your allies can make anything sound believable.

Prerequisites: Bluff 5 ranks.

Benefit: Whenever you attempt a Bluff check to fool someone or a
Disguise check to conceal your true appearance, allies within 20 feet that
also have this feat can aid you with your Bluff and Disguise checks as if
they were aiding another as an immediate action. (Your allies always roll
a Bluff check to aid another, even if you are attempting to make a Disguise
check.) The allies attempt their aid another rolls before you attempt your
check. No more than four allies can grant you a bonus with aid another. If
you failed to fool someone, further attempts to deceive them are at a —10
penalty. You gain a +2 bonus for every ally that aided you in your original
attempt, however. You cannot use this feat to deceive the same creature
more than twice. The creatures you are attempting to fool must be able to
see, hear and understand your allies.

Supremely Confident

You are confident that you know exactly what is going to happen.

Prerequisite: Cha 15.

Benefit: You may use your Charisma modifier instead of your Dexterity
modifier on initiative checks. Whenever you roll a natural 1 on an initiative
check, you may reroll the initiative check, but you must accept the results
of the second roll, even if you roll another natural 1.

Normal: You add your Dexterity modifier to initiative checks.

Thick-Headed

Enemies find it difficult to stun you.

Benefit: You gain a +4 bonus on saving throws made to resist being
stunned. You gain this bonus only if the attack or effect that stunned you
also dealt damage.
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The plains are renowned for sudden change. In a matter of seconds a
single spark can transform the tranquil fields into a roaring conflagration.
The rapid approach of ominous dark clouds on the horizon may be the
harbinger of a deadly tornado or the dreaded black blizzard swirling across
the land. Adventurers seeking to make their fortunes on the grasslands
must prepare for the unexpected and the ordinary. While these events pose
a significant danger to life and limb, this land of extremes also experiences
soaring hot temperatures and bone-chilling cold snaps. In addition to the
hazards that explorers can readily see and feel, unseen perils lurk in the
grasses. Tiny, bloodsucking insects stalk the plains in search of their next
meal. These unwelcome parasites transmit a plethora of virulent diseases
to their blood feast’s unfortunate victim. Adventurers hoping to tame their
environment cannot rely on wits and experience alone. They need tools
and equipment to survive in this constantly changing habitat.

Clothing

Clothing is the explorer’s first line of defense against the brutal
heat and deep freezes. It offers protection against the sun’s incessant
rays of warm, ultraviolet light as well as the frigid winds and chilling
temperatures that roll across the temperate grasslands during the
cruel winters. Lightweight, breathable fabrics are best suited for both
extremes, though their application differs dependent upon the season. A
single layer of clothing is most appropriate for the hot summers, whereas
multiple layers of the same materials are ideal for coping with the icy
winters. In addition to the basic clothing items, headgear, footwear
and other accoutrements are necessary for survival on the harshest and
most pleasant days alike. Presented below are a number of non-magical
clothing items for the well-prepared plains adventurer.

Table s—1: Clothing

Weight Cost Weight
Eyeglasses 50 gp —
Eyeglasses, masterwork 500 gp —
Fire-Retardant Outfit 200 gp 7 lbs.
Headgear 2gp 1lb.
Headgear, masterwork 40 gp 1 lb.
Leaden shirt 100 gp 3 lbs.
Sandals 1gp 1lb.
Sandals, masterwork 20 gp 1lb.
Savanna blanket, masterwork 20 gp Tlb.
Savanna ouffit 7 gp 4 lbs.
Savanna ouffit, masterwork 150 gp 3 lbs.
Savanna robe 5gp 2lbs.
Savanna robe, masterwork 100 gp 11b.
Scarf 1sp —
Skates, ice, masterwork 50 gp 2 lbs.
Skis, masterwork 250 gp 20 lbs.
Swarmsuit 20 gp 10 lbs.
Visor 2gp 1lb.

EYEGLASSES
Price 50 gp; Weight —

These glasses include two lenses fitted into a wooden
or metal frame that sit on the bridge of the nose and
are loosely wrapped around the wearer'’s ears. They
afford the same protection against sunburn as a visor
—i.e. -2 to the Constitution check DC fo resist sunburn.
In addition, they grant a +1 circumstance bonus on
Constitution checks against light sensitivity or light
blindness.

EYEGLASSES, MASTERWORK
Price 500 gp; Weight —

Precision-crafted from the finest materials, masterwork
eyeglasses consist of ftwo lenses fitted info a leather
frame that forms a tight seal around the eyes. They
afford the same protection against sunburn as
ordinary eyeglasses except that rolling a natural 1 on
a Constitution check against sunburn does not result in
the character's eyes becoming sunburned. Furthermore,
these eyeglasses negate the effects of light sensitivity
and light blindness, so a character suffering from either
condition can see normally while wearing them. The
eyeglasses grant a +2 circumstance bonus on Perception
checks made to detect a mirage and a +4 circumstance
bonus on Fortitude saves to resist blindness caused by
foreign objects coming into contact with the eyes, such
as a dirty trick maneuver to throw sand in the wearer's
eyes.

FIRE-RESISTANT OUTFIT
Price 200 gp; Weight 7 lbs.

Consisting of a lightweight wool coat, trousers, hat,
neckwear, boots and gloves, this outfit provides some
protection against open flames. The wearer gains fire
resistance 2 and a +2 circumstance bonus on Reflex saves
made to avoid catching fire. Repeated or prolonged
exposure to fire denigrates the wool and ruins the outfit
(typically after 1d10+20 rounds of exposure).

HEADGEAR
Price 2 gp; Weight 1 Ib.

Made from cotton, wool or flax, headgear protects the
head against the ravages of the sun.

HEADGEAR, MASTERWORK
Price 40 gp: Weight 1 Ib.

Expertly tailored from a continuous piece of cloth,
this headgear provides protection against sunburn and
grants a +1 circumstance bonus on Fortitude saves made
against exposure to hot weather. This bonus stacks with
the bonuses granted from wearing a masterwork savanna
robe and masterwork sandals. This version also includes a
scarf that protects against sunburn and shields the nose
and mouth against the choking hazards of a dust storm or
black blizzard.
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LEADEN SHIRT
Price 100 gp; Weight 3 lbs.

Woven from a mixture of flax and wool, this shirt also
contains numerous strands of lead sewn into the material.
The shirt absorbs the sun’s ultraviolet radiation, preventing
the wearer from becoming sunburned. The shirt does
not contain enough lead to shield the wearer against
magical and non-magical effects that are normally
blocked by a sheet of lead. The leaden shirt does
contain enough of the metal to grant the wearer a +2
circumstance bonus on saving throws to resist the effects
of radiation such as the metallurgic amber encountered
in Chapter 12.

SANDALS
Price 1 gp; Weight Ib.

These simple leather sandals provide adequate protection
against the heat and jagged rocks.

SANDALS, MASTERWORK
Price 20 gp; Weight 1 Ib.

throws against exposure to hot weather. This circumstance
bonus stacks with those granted from wearing masterwork
headgear and sandals. A masterwork savanna robe also
protects the skin and carried gear against the effects of
sandstorms and black blizzards.

SCARF
Price 1 sp; Weight —

This simple band of cloth is used to cover the nose and
mouth to protect against the choking hazards of a dust
storm and a black blizzard.

SKATES, ICE, MASTERWORK
Price 50 gp; Weight 2 lbs.

The common version of this item appears in Pathfinder
Roleplaying Game Ultimate Equipment. Masterwork ice
skates grant the wearer a +2 circumstance bonus on
Acrobatics checks made to perform a task on the skates.

SKIS, MASTERWORK
Price 250 gp; Weight 20 Ibs.

Solid, corrosive-resistant wood and leather provide
exceptional protection against the savanna’s hazards. The
sandals grant a +1 circumstance bonus to Fortitude saves
made against exposure to hot weather and taking damage
from exposure to the ground.

SAVANNA BLANKET, MASTERWORK
Price 20 gp: Weight 1 Ib.

Usually sewn from tightly woven silk, wool and cotton
fabrics, the savanna blanket grants a +2 circumstance
bonus on Fortfitude saves against exposure to cold weather.
When wrapped around the body, it protects skin and
carried gear against contamination from sand and dirt
during a dust storm, sandstorm or black blizzard. When
draped across the nose and mouth, it protects against
choking during the same events.

SAVANNA OUTFIT
Price 7 gp; Weight 4 Ibs.

The savanna ouftfit includes a savanna robe, headgear
and sandals.

SAVANNA OUTFIT, MASTERWORK
Price 150 gp; Weight 3 Ibs.

This variety includes masterwork versions of the savanna
robe, headgear and sandals. When worn together, they
grant a +5 circumstance bonus on Fortitude saves against
exposure to hot weather.

SAVANNA ROBE
Price 5 gp; Weight 2 Ibs.

Fabricated from cotton, linen, wool or a combination of
these materials, the savanna robe protects the body against
the dangers of sunburn.

SAVANNA ROBE, MASTERWORK
Price 100 gp; Weight 1 Ib.

This infricately woven silk outer garment affords the same
protection as an ordinary robe against sunburn, but it
also grants a +3 circumstance bonus on Fortitude saving

The common version on this item appears in Pathfinder
Roleplaying Game Ultimate Equipment. Masterwork skis
grant the wearer a +2 circumstance bonus on Acrobatics
checks made to perform a task on skis.

SWARMSUIT
Price 20 gp; Weight 10 Ibs.

This item appears in Pathfinder Roleplaying Game
Advanced Player’s Guide. In addition to providing
damage reduction against swarm attacks, it also protects
the wearer against ordinary mosquitoes and ficks. A
character that sleeps in a swarmsuit is automatically
fatigued the next day.

VISOR
Price 2 gp; Weight 1 Ib.

Visors are made from wood and covered in fabric that
is also used to fasten the item around the head. The item
protects the eyes and face from sunburn.

Adventuring Gear

Those who step out their door and onto the grasslands in search of
adventure need more than clothing if they plan to return home in one
piece. Seasoned explorers also rely upon a host of tools and items to aid
them in their journeys. Presented below are several non-magical items
adventurers can use to improve their chances of success on the plains.

Table 5—2: Adventuring Gear

ltem Cost Weight
Mosquito Net 1gp 1lb.
Mud Caulk (set of 4) 1gp 3 lbs.
Tiblu’s Anatomy (circulatory system) | 1,200 gp 2 lbs.
Tiblu’s Anatomy (muscular system) 1,400 gp 2 lbs.
Tiblu’'s Anatomy (nervous system) 1,000 gp 2 lbs.
Tiblu’'s Anatomy (respiratory system) | 800 gp 2 lbs.
Tiblu’s Anatomy (skeletal system) 800 gp 2 Ibs.
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MOSQUITO NET
Price 1 gp; Weight Ib.

Constructed from finely woven, tightly stitched fibers, a
mosquito net is a see-through barrier that is draped around
a tent. Though not entirely foolproof, mosquitoes and other
small pests cannot fly through or crawl through the mesh
material. A character sleeping in a tent protected by a
mosquito net decreases his chances of encountering a
disease-bearing pest by 50%. The mosquito net presented
here is large enough fo cover a Medium fent.

MUD CAULKS
Price 1 gp; Weight 3 Ibs.

These specially designed horseshoes offer greater fraction
on wet, muddy surfaces. A horse equipped with these shoes
can move through a shallow bog without impediment (see
the “Marsh Terrain” section in Chapter 13 of the Pathfinder
Roleplaying Game Core Rulebook) and ignores the DC
modifiers to Acrobatics checks made when moving across
slightly slippery surfaces. Mud caulks provide no benefits on
stone surfaces, and they reduce the horse’s base speed by
5 feet.

TIBLU'S ANATOMY (CIRCULATORY SYSTEM)
Price 1,200 gp; Weight 2 Ibs.

TIBLU'S ANATOMY (MUSCULAR SYSTEM)
Price 1,400 gp; Weight 2 Ibs.

TIBLU'S ANATOMY (NERVOUS SYSTEM)
Price 1,000 gp; Weight 2 Ibs.

TIBLU'S ANATOMY (RESPIRATORY SYSTEM)
Price 800 gp; Weight 2 Ibs.

TIBLU’'S ANATOMY (SKELETAL SYSTEM)
Price 800 gp; Weight 2 Ibs.

Tiblu Ottika created these five papyrus diagrams of the
human body shortly after he founded Tangjan College
roughly 80 years ago. The painstakingly detailed sketches
depict each of the major bodily systems: the circulatory
system, the muscular system, the nervous system, the
respiratory system and the skeletal system. His colleagues
and students produced several dozen copies of each
diagram before his descent info madness. Most were lost
over the passing decades. The few surviving copies are
usually kept in oversized scroll cases. Finding an intact
copy is rare, and locating a complete collection is nearly
impossible. Still, healers scour the grasslands hoping to
stumble upon just one of these prized drawings.

A character must be trained in the Heal skill to understand
any of the diagrams. It takes a character 24 hours to
thoroughly study the diagram and gain its benefits. He
must also spend at least 1 hour every week reviewing the
diagram again to retain its benefits. A character that fails
fo review the diagram on a weekly must succeed on an
Inteligence check every day thereafter (DC 10+1 per
previous check) or he forgets what he learned from the
diagram and can no longer use the diagram’s benefits.
Each diagram bestows the following benefits to the reader:

Circulatory System: This diagram grants the reader a +4
competence bonus on Heal checks made to stop bleed
attacks and to treat poison.

Muscular System: This diagram allows the reader to
attempt a Heal check to treat slow effects as a full-round
action. To do so, the healer must succeed on a Heal check

using the slow effect’s save DC. If he succeeds, the slowed
character may attempt a new saving throw to end the
effect on its next turn. This is a full-round action that does not
provoke attacks of opportunity. A creature can only benefit
from its slowness being freated within 24 hours of being
slowed and never more than once per day. It also grants
the reader a +4 competence bonus on Heal checks made
to freat wounds from caltrops, spike growth or spike stones.

Nervous System: This diagram allows the reader to
aftempt a Heal check to treat paralysis as a full-round
action. To do so, the healer must succeed on a Heal check
using the paralysis effect’s save DC. If he succeeds, the
paralyzed character may attempt a new saving throw to
end the effect on its next turn. This is a full-round action that
does not provoke attacks of opportunity. A creature can
only benefit from its paralysis being treated within 24 hours of
being paralyzed and never more than once per day.

Respiratory System: This diagram grants the reader a +4
competence bonus on Heal checks made to administer first aid.

Skeletal System: This diagram grants the reader a +4
competence bonus on Heal checks made to provide long-
term care.

Special Substances and Items

Any of these substances can be made by a character with the Craft
(alchemy) skill.

Table 5—3: Special Substances and Items

ltem Cost Weight
Extinguisher flask (flask) 30 gp 11b.
Instant ale (vial) 2gp —
Insect repellant (vial) 20 gp —
Liquid courage (vial) 50 gp —
Pseudomorph solution (vial) 50 gp —
Skin saver (vial) 20 gp —
Sunscreen (vial) 5gp —

EXTINGUISHER FLASK
Price 30 gp; Weight 1 Ib.

Grassfires are an unfortunate reality on the plains,
especially during the dry season. All it fakes is an ignition
source fo breathe life info a massive blaze. Characters
caught downwind of a rapidly moving fire are best served
outrunning the approaching firestorm, but that is not always
possible. When faced with no other alternative, crafty
adventurers may fall back on one desperate, last resort
— an exfinguisher flask. Many plains residents colloquially
refer to the alchemical creation as a “bofttle of lameout.”
Concocted from a mixture of fire-suppressant chemicals, an
extinguisher flask coats the ground with bubbly foam that
instantly absorbs oxygen and deprives the flames of their
critical fuel source.

An extinguisher flask can be thrown as a ranged attack
with a range increment of 10 feet. When it strikes a hard
surface (oris struck hard), the flask breaks and spreads
the contents throughout the area. All non-magical
flames within a 10-foot-radius spread are automatically
extinguished. The foam coats the surface for 10 minutes
or until it is exposed to at least 1 gallon of water. While the
foam remains in place, the affected area is fireproofed. An
extinguisher flask has no effect on magical fire, but it can
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be thrown as a splash weapon at a creature with the fire
subtype. Treat this attack as a ranged touch attack with
arange increment of 10 feet. The flask breaks if thrown
against the body of a corporeal creature with the fire
subtype and deals 2d4 points of damage with a direct
hit. Each such creature within 5 feet of the point where
the flask hits takes 1 point of damage from the splash.

On the round following a direct hit, the tfarget takes an
additional 1d4 points of damage. If desired, the target can
use a full-round action to remove the foam from its body
before taking this additional damage. Doing so requires a
successful DC 15 Reflex save.

Create: Craft (alchemy) DC 20

INSECT REPELLENT
Price 2 gp; Weight —

Disease-carrying insects are a constant danger to
plains travelers, especially in the warm savanna. To
ward off these unwelcome pests, alchemists blend
several herbs and oils info a topical lotion infended
to keep these annoying parasites at bay. The viscous
liquid is pleasant to the humanoid nose, but unkind
fo the insects’ olfactory senses. When applied to
exposed skin, insect repellent reduces the chances of
encountering a finy mosquito or tick by 75% and grants
a +4 circumstance bonus on Fortitude saves made to
detect the presence of either critter. In addition, insect
swarms deal half damage to characters doused in
insect repellent. Insect repellent lasts for 24 hours or until
exposed fo atf least 1 gallon of water. One vial of insect
repellent contains enough oily liquid to coat 10 Medium-
sized creatures. Unfortunately, the substance’s strong
aroma may give away the wearer’s position. Creatures
with the scent ability gain a +4 circumstance bonus
on Perception checks made to locate someone using
insect repellent.

Create: Craft (alchemy) DC 20

INSTANT ALE
Price 20 gp; Weight —

The bane of tavern owners and brewers alike, instant ale
is an alchemical creation that instantly turns ordinary water
and grain flour into delicious ale in under a minute. To make
matters worse for such proprietors, the ale’s alcohol content
is almost always higher than those found in conventional
brews (1d4+6% alcohol). Users can also add several of
their favorite ingredients to the mixture, including honey,
blueberries, apricots and other fruits, without affecting the
alcohol content. Instant ale uses a mutated species of
yeast and several other components to vastly accelerate
fermentation. Detractors claim that instant ale is merely pure
alcohol in a fancy vial, but instant ale produces colorful,
full-bodied ale that would be impossible to create by simply
pouring alcohol info a bland mixture of water and grain
flour. In addition to creating a hearty, alcoholic beverage,
instant ale also kills any harmful organisms in the water,
though it does not neutralize poison. One vial is sufficient to
transform 1 gallon of water into instant ale.

Create: Craft (alchemy) DC 15

LIQUID COURAGE
Price 50 gp: Weight —

The exact formula required to make this elixir remains a
closely guarded secret in the alchemist community, but
there is one ingredient that is an absolute certainty —
whiskey. Some soldiers swear that liquid courage is nothing

more than an extremely strong variety of the potent spirit.
Those in the know disagree. In either event, drinking a vial of
liquid courage grants a +5 alchemical bonus on Will saving
throws against fear effects for 1 hour.

Create: Craft (alchemy) DC 25

PSEUDOMORPH SOLUTION
Price 50 gp; Weight —

Some plains’ volcanoes spew an extremely rare type
of lava containing sodium and potassium carbonate
minerals with the unique property of being able to
change mineral compositions when exposed to air. The
material is useless in its raw form, but alchemists devised
a way to dissolve this unusual lava in a suspension
solution that can be ingested without fear of iliness and
is surprisingly palatable in spite of its slightly metallic
aftertaste. When an arcane spellcaster drinks the solution,
the next fransmutation spell that he casts with the earth
descriptor, such as stone shape and fransmute rock to
mud, is extended as though using the Extend Spell feat.
Use of the pseudomorph solution does not change the
spell slot of the altered spell. It is permissible to combine
a pseudomorph solution with metamagic feats possessed
by the drinker. In this case, only the feats possessed by
the drinker adjust the spell slot of the spell being cast. If
it is not used within 1 hour after the liquid is consumed,
its effects dissipate. Because of its high mineral content,
characters that drink more than one vial of pseudomorph
solution in any 24-hour period become nauseated (DC
14 Fortitude save negates) for 1d4 minutes. A nauseated
character expels the pseudomorph solution in its entirety,
thus negating its beneficial effects and rendering it
permanently useless.

Create: Craft (alchemy) DC 25

SKIN SAVER
Price 20 gp; Weight —

Crafted from a mixture containing honey, oats and
several other ingredients, this balm provides soothing relief
to skin ailments such as sunburn, rashes and minor irritation.
An application of skin saver prevents the character from
taking any addifional damage from skin conditions such
as sunburn and poison ivy for the next 24 hours or until the
balm is exposed to at least 1 gallon of water. Skin saver
does not cure the underlying condition; it only suppresses
the symptoms for 24 hours. In the case of poison ivy, the
character must still succeed on a Fortitude save to be cured
of the condition, while sunburn can last for several days
before it finally subsides. Skin saver grants a +4 circumstance
bonus on Heal checks made to treat wounds from calfrops,
spike growth or spike stones, as well as tfreating deadly
wounds. Skin saver can be used multiple fimes to treat the
same condition. One vial of skin saver contains enough
balm to coat a Medium-sized creature’s skin.

Create: Craft (alchemy) DC 25

SUNSCREEN
Price 5 gp; Weight —

Crafted from a blend of several plant oils such as sesame
and coconut ail, sunscreen grants protection from sunburn
when applied directly onto the skin. Sunscreen grants a
+4 circumstance bonus on Fortitude saves made to avoid
getting sunburn. Sunscreen lasts for 24 hours or until exposed
to at least 1 gallon of water. One vial contains enough
sunscreen to coat 10 Medium creatures.

Create: Craft (alchemy) DC 20
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Magic Items

Adventurers are composed of greater stuff than the average man, and
so is their arsenal of equipment. Though alchemical creations, tools and
household objects can come in handy in a pinch, there is sometimes no
substitute for raw magical power. When battling against the grasslands’
fiercest denizens, warriors and wizards alike place their trust in radiant
longswords etched with runes and mighty staffs crackling with mystical
energy. Presented below are a diverse number of magical items to aid
plains adventurers on their paths to greater glory.

Armor

SAFARI SHIRT
Aura moderate abjuration; CL 6th
Slot armor; Price 7,160 gp; Weight 15 lbs.

This +2 leather armor has brown and beige undertones that
allow the wearer to move through the tall grasses without
being detected. The wearer gains a +5 competence bonus
on Stealth checks made in plains terrain. Furthermore, the
safari shirt allows the wearer to hide from animals as the
spell. The ability lasts for 1 hour and may be used three times
per day. This armor is particularly popular among big-game
hunters who use it to move close to their chosen prey without
being detected until it is oo late.

Requirements Craft Magic Arms and Armor, hide from
animals; Cost 3,660 gp

WAR BARDING
Aura faint enchantment; CL 5th
Slot armor; Price 11.750 gp; Weight 80 lbs.

This +1 chain mail barding is designed to fit a light or heavy
combat frained horse. In addition to granting the animal
an armor bonus, the horse also gains the Improved Bull Rush
feat even if it does not meet the feat’s prerequisites. An
animal with an Intelligence score of 2 or less cannot use the
feat of its accord. Thus, the rider must command his mount
to bull rush an opponent. Doing so requires a successful DC
20 Ride check.

Requirements Craft Magical Arms and Armor, charm
animals; Cost 6.250 gp

Weapons

BOW OF UNSEATING
Aura moderate transmutation; CL 10th
Slot none; Price 13,400 gp; Weight 3 Ibs.

Built from a combination of flexible wood, horn, sinew
and resins, this +2 composite longbow (+2 Str bonus) is
the bane of mounted warriors throughout the grasslands.
Whenever the longbow confirms a critical hit, the
longbow's wielder may instead deal normal damage
and immediately make a free bull rush attempt. The
arrow is Medium and uses the longbow's caster level
as its base attack bonus with a Strength of 15. This gives
the longbow a Combat Maneuver Bonus of +12. If the
wielder makes a successful bull rush attack against a
mounted opponent, the target is knocked off his mount
and lands prone in a space adjacent to the mount
that is directly away from the longbow’s wielder. If the

longbow's wielder used a ready action to attack a
charging opponent, he gains a +4 bonus to his bull
rush attempf.

Requirements Craft Magic Arms and Armor, telekinesis;
Cost 6,900 gp

DISEASED ARROW
Aura moderate necromancy; CL 6th
Slot none; Price 956 gp 6 cp; Weight 1/10 Ib.

This +1 arrow is painted a sickening brown color and
always has a sharpened bone tip. If it strikes a foe, it
bursts info magical energy resembling a leprous hand
placed on the target’s body. In addifion to dealing the
damage it would normally deal, the target must succeed
on a DC 14 Fortitude save or contfract a disease. This
ability duplicates the effects of the contagion spell.
Bubonic plague is the most common disease placed
onto the arrow.

Requirements Craft Magic Arms and Armor, contagion;
Cost 481 gp. 6 cp

HANDAXE OF SCALPING
Aura moderate transmutation; CL 6th
Slot none; Price 8,306 gp; Weight 3 Ibs.

This +1 handaxe is most commonly found among
nomadic peoples living in the femperate grasslands.
The haft is always fabricated from the bone of a large
predatory animal, and the blade is etfched with images
of fearsome birds. Whenever the wielder confirms a
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critical hit with this weapon, the handaxe crashes info the
victim's skull and strips the flesh from bone. In addition

to dealing the damage from the critical hit, the gaping
wound deals 1 point of Charisma damage and dazes

the victim for 1 round. A successful DC 14 Fortitude save
negates the daze effect, but not the Charisma damage.
The handaxe’s wielder must be able to reach the victim’s
head to use this ability.

Requirements Craft Magical Arms and Armor, daze;
Cost 4,306 gp.

RAPIER OF ADEPT FENCING
Aura faint enchantment; CL 5th
Slot —; Price 9,320 gp; Weight 2 Ibs.

This +1 rapier, popular among the urban aristocracy,
settled many old scores throughout the ages. Precious
gems such as garnets and rubies adorn its handle
and guards, and inscriptions etfched onto the blade
describe the real and imaginary fransgressions of the
stately gentlemen and ladies who died at the hand of
the blade's victorious wielder. The decorative weapon
befits its privileged owner. Though not intelligent, the
rapier takes fiendish delight felling opponents that exude
confidence and personal magnetism. When the rapier’s
wielder confirms a crifical hit with the blade, the wielder
may choose to deal 1d4 points of Charisma damage
instead of multiplying the damage dealt by the rapier.
The preceding ability may be used up to three times per
day. Until the beginning of the wielder’s next turn, the
opponent struck by the rapier suffers a morale penalty
to attack rolls equal to the amount of Charisma damage
dealt by the rapier. If the opponent’s Charisma modifier
(after the Charisma damage) is greater than the amount
of Charisma damage dealt, the rapier’s wielder may add
the difference to his next attack roll made with the rapier
against that opponent.

Requirements Craft Arms and Armor, fouch of idiocy; Cost
4,820 gp

SPEAR OF BEAST SLAYING
Aura moderate transmutation; CL 6th
Slot none; Price 15,302 gp; Weight —

Carved from acacia and painted dark brown, this +1
magical beast bane spear is a revered weapon and status
symbol among the people of the grasslands. Whenever the
weapon kills a magical beast, the wielder gains a number of
temporary hit points equal to the slain magical beast’s HD.
The hit points last for 1 minute per HD of the magical beast
killed. These temporary hit points do not stack. Whenever
the spearis thrown at a magical beast, it returns to the
wielder’'s hands on a successful hit. This functions as the
returning special ability.

Requirements Craft Arms and Armor, death knell;
Cost 7,802 gp

WAHUAPA HUSK
Aura faint enchantment; CL 5th
Slot none; Price 750 gp; Weight 1 Ib.

Created from the closed cornhusk of the murderous
maizeman, this strange magic item still harbors some
of the creature’s hatred within its bloodthirsty kernels.

A wahuapa husk is a thrown weapon that has a range

of 20 feet. On a direct hit, the wahuapa husk's outer
fibers burst, dousing the target with corrosive dried blood
that deals 4dé points of acid damage. Though the acid
dissolves quickly, the wounds it creates do not. The target
continues to take 4 points of bleed damage at the start of
its furn until the bleeding is stopped by a successful DC 15
Heal check or the application of any effect that heals hit
point damage.

Requirements Craft Magical Arms and Armor, acid arrow,
bleed; Cost 375 gp

Rings

RINGS OF SMOKE AND MIRROR

Aura moderate fransmutation (Smoke) and moderate
illusion (Mirror); CL 10th

Slot ring; Price 21,600 gp (Smoke), 16,000 gp (Mirror), 45,600
gp (set); Weight —

This unusual pair of rings differs from most pairs as each
ring looks and functions differently. The first ring, “Smoke”
is a silver ring bearing etchings of wispy clouds cut info
the band. On command, the ring fransforms the wearer
info an insubstantial, smoky outline that duplicates the
effects of gaseous form. This ability may be used once
per day and lasts for 20 minutes. Three times per day,
Smoke's wearer may confer the ghost touch special
ability to any handheld weapon. This ability lasts for 1
minute. Touch attacks and unarmed strikes always gain
the benefits of the ghost fouch special ability. This ability
is a continuous effect.

The second ring “Mirror” is a silver ring infused with
numerous flecks of glass. On command, the ring conjures
illusory images of Mirror's wearer that duplicate the
effects of mirror image. The ring creates 1d4+3 such
images. This ability may be used once per day and
lasts for 10 minutes or until all of the images have been
destroyed, whichever comes first. Mirror's wearer also
gains a +4 insight bonus on saving throws to disbelieve
illusion spells and spell-like effects.

Though the two rings are usually found together, each
ring functions independently of the other. When worn
together, the rings’ wearer gains a +2 deflection bonus
to AC.

Requirements Forge Ring, gaseous form (Smoke), mirror
image (Mirror); Cost 10,800 gp (Smoke); 8,000 gp (Mirror)

Staffs

STAFF OF THE GRASSLANDS TRAVELER
Aura moderate conjuration; CL 12th
Slot —; Price 29,700 gp; Weight 5 Ibs.

This staff is made from a twisted and gnarled corn stalk
and is topped by a closed green husk of corn. This staff
allows use of the following spells:

® calm animals (1 charge)
® diminish plants (2 charges)
® fransport via plants (3 charges)

Requirements Craft Staff, calm animals, diminish plants,
fransport via plants; Cost 14,850 gp
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Wondrous Items

BEAN OF INCREDIBLE STALKING
Aura moderate transmutation; CL 6th
Slot none; Price 7,200 gp; Weight —

This humble item appears to be nothing more than an
ordinary salmon-colored, kidney-shaped bean. When the
bean is fossed down and the correct command spoken,
the bean transforms into a 40-foot-high, 5-foot-diameter
beanstalk that burrows its roots into any solid foundation,
including wood, stone and metal, and anchors the
twisted, fibrous plant in place. Any creature occupying the
beanstalk’s square at the time of its creation finds itself atop
the beanstalk on a 5-foot-diameter landing protected by a
wall of thick vegetation that grants the occupant cover (+4
to AC and +2 bonus on Reflex saves). A creature occupying
the beanstalk’s square at the time of its creation can avoid
being hoisted atop the beanstalk with a successful DC 16
Reflex save.

The beanstalk has hardness 2 and 150 hit points. When its
hit points drop to O, it crashes to the ground. If a creature
aftempts to topple a beanstalk, he must succeed on a DC
30 Strength check. Any creature atop a falling beanstalk
takes 3dé points of damage from the fall. If the beanstalk
is destroyed in this manner, the bean cannot transform into
a beanstalk again for 1 week. Climbing up and down the
beanstalk requires a successful DC 21 Climb check. When
the correct command word is spoken, the bean's owner
may turn the beanstalk back into a bean. Any creature
atop the beanstalk at the time harmlessly floats back down
to earth as if it were affected by a feather fall spell. The

bean may be commanded to transform into a beanstalk
once per day for up to 1 hour af a fime.

Requirements Craft Wondrous Item, plant growth; Cost 3,600 gp

Beast Skin

Crafted from the preserved hides and furs of wild animals, beast skins fit
snugly over the wearer’s torso regardless of the base animal’s size. Nonmagical
prototypes conferred no benefits other than to making the wearer appear to be
another wild animal instead of a humanoid hunter. Over time, practitioners of
arcane magic improved the beast skins’ features to make them appear more
lifelike. There are many varieties of beast skins, but they all share the same
common characteristics. As a standard action, the beast skin’s wearer may use
the item to transform himself into the corresponding beast for up to 10 minutes
per day, usable in 1-minute increments. Those minutes need not be consecutive.
The transformation functions as the beast shape spell. (The benefits conferred
by each skin are described in the individual entries that follow.) It takes 24 hours
for the beast skin to attune itself to its wearer. Presented below are a number of
beast skins commonly encountered in the grasslands.

BEAST SKIN (CHEETAH)
Aura moderate transmutation; CL 10th
Slot chest; Price 13,400 gp; Weight 3 Ibs.

Created from the skin of the fastest land animal, this item
fransforms the wearer info a Medium-sized cheetah. While in
cheetah form, the wearer gains a bite and two claw attacks
as well as a +2 size bonus to his Strength and a +2 natural
armor bonus. The wearer also gains the low-light vision and
scent special abilities.

Requirements Craft Wondrous Item, beast shape |;
Cost 6,700 gp
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BEAST SKIN (CROCODILE)
Avura moderate fransmutation; CL 10th
Slot chest; Price 17,750 gp; Weight 3 Ibs.

Created from the scaly skin of this watery predator, this
item transforms the wearer into a Large-sized crocodile.
While in crocodile form, the wearer gains a bite and tail
slap attack as well as a +4 size bonus to his Strength,

a -2 penalty to his Dexterity, and a +4 natural armor
bonus. Furthermore, the wearer gains low-light vision in
addition fo the grab special ability. The wearer gains a
swim speed of 30 feet.

Requirements Craft Wondrous ltem, beast shape II; Cost
8,875 gp

BEAST SKIN (PTERANODON)
Aura moderate transmutation; CL 10th
Slot chest; Price 17,750 gp; Weight 3 Ibs.

Created from the leathery skin of this primordial
dinosaur, this item fransforms the wearer intfo a Large-sized
pteranodon. While in pteranodon form, the wearer gains
a bite attack as well as a +4 size bonus to his Strength, a
—2 penalty to his Dexterity, and a +4 natural armor bonus.
Additionally, the wearer gains the low-light vision and scent
special abilities. The wearer also gains a fly speed of 50 feet
(clumsy maneuverability).

Requirements Craft Wondrous ltem, beast shape II; Cost
8,875 gp

BEAST SKIN (ELEPHANT)
Aura moderate fransmutation; CL 10th
Slot chest; Price 22,200 gp; Weight 3 Ibs.

Created from the hide of this majestic herbivore, this item
fransforms the wearer into a Huge-sized elephant. While in
elephant form, the wearer gains a gore and slam attack
as well as a +6 size bonus to his Strength, a -4 penalty to his
Dexterity, and a +6 natural armor bonus. Addifionally, the
wearer gains low-light vision in addition to the frample and
scent special abilifies.

Requirements Craft Wondrous Item, beast shape Ill; Cost
11,100 gp

BEAST SKIN (HORSE)
Aura moderate transmutation; CL 10th
Slot chest; Price 13,400 gp; Weight 3 Ibs.

Created from the skin of the plain’s most endemic animal,

this item transforms the wearer into a Large-sized horse.
While in horse form, the wearer gains a +4 size bonus to his
Strength, a -2 penalty to Dexterity and a +4 natural armor
bonus. He can also aftack with both hooves as well as
gaining the low-light vision and scent special abilities.

Requirements Craft Wondrous Item, beast shape II; Cost
6,700 gp

BEAST SKIN (HYENA)
Aura moderate transmutation; CL 10th
Slot chest; Price 13,400 gp; Weight 3 Ibs.

Created from the skin of this crafty canine predator, this
item transforms the wearer into a Medium-sized hyena.
While in hyena form, the wearer gains a bite attack as well
as a +2 size bonus to his Strength and a +2 natural armor

bonus. The wearer also gains the low-light vision and scent
special abilities.

Requirements Craft Wondrous Item, beast shape I;
Cost 6,700 gp

BEAST SKIN (LION)
Aura moderate transmutation; CL 10th
Slot chest; Price 17,750 gp; Weight 3 Ibs.

Created from the pelt of the king of beasts, this item
transforms the wearer into a Large-sized lion. While in lion
form, the wearer gains a bite and two claw attacks as
well as a +4 size bonus to his Strength, a -2 penalty to his
Dexterity, and a +4 natural armor bonus. The wearer also
gains low-light vision as well as the grab, pounce and scent
special abilities.

Requirements Craft Wondrous Item, beast shape II;
Cost 8,875 gp

BEAST SKIN (VULTURE)
Aura moderate transmutation; CL 10th
Slot chest; Price 13,400 gp; Weight 3 Ibs.

Complete with feathers, this item transforms the wearer
info a Small-sized vulture. While in vulture form, the wearer
gains a bite attack as well as a +2 size bonus to his Dexterity
and a +1 natural armor bonus. The wearer also gains the
low-light vision and scent special abilities. The wearer gains
a fly speed of 30 feet (average maneuverability).

Requirements Craft Wondrous Item, beast shape |;
Cost 6,700 gp

BOOTS OF THE PLAINSTRIDER
Aura faint transmutation; CL 5th
Slot feeft; Price 3,500 gp; Weight 1 Ib.

These supple leather boots grant the wearer a +5
competence bonus on Survival checks made to track other
creatures in the plains. The wearer can hustle and perform
a forced march across terrain without taking nonlethal
damage and becoming fatigued. Upon command, the
wearer can act as though affected by a longstrider spell
for up to 6 hours per day while on the plains. The longstrider
effect’s duration need not be consecutive hours, but it must
be used in 1-hour increments.

Requirements Craft Wondrous ltem, longstrider, creator must
have 5 or more ranks in Survival; Cost 1,750 gp

BRIDLE OF BITING
Avura faint fransmutation; CL 5th
Slot neck; Price 5,000 gp; Weight 2 Ibs.

This bridle crafted from fine leather and thin, durable
wood can be placed in the mouth of any animal or
magical beast that can be used as a mount. While wearing
the bridle, the creature gains a primary bite attack that
deals1dé points of damage for a Medium creature (or
1d8 for a Large creatfure) and counts as a magic weapon
for the purpose of overcoming damage reduction. If the
creature already has a natural bite aftack, the bridle grants
the creature a +1 enhancement bonus to the bite’s aftack
and damage rolls.

Requirements Craft Wondrous ltem, magic fang;
Cost 2,500 gp
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BOX OF STRAWS
Aura faint evocation; CL 5th
Slot —; Price 6,000 gp; Weight —

There is a time-honored tradition on the plains that whenever
a group of people must select one person to complete an
exiremely dangerous mission, the one among them who draws
the shortest straw is then tasked with the perilous assignment.
This item is designed for that exact purpose. Images of grinning
skulls adorn the outside of this tiny, macalbre bone box that
stands upright. No amount of force can open the container’s
lid until the box’s owner verbally commands it to do so. At that
fime, the box’'s owner must designate one specific creature
that the owner expects to encounter in the next hour. The
description does not require the owner to specify the creature
by name, but it must contain enough detail to distinguish the
chosen opponent from all others; otherwise the box remains
closed. For instance, designating the fire giant chieftain
provides enough specificity to activate the item’s magic,
whereas a general statement, such as the most-powerful
demon, does nof. If the GM determines that the chosen
opponent satisfies the preceding requirement, the lid flips open
fo reveal the fips of 100 colored straws of identical size and
shape that may be drawn from the box. Regardless of how
the box is held or manipulated, the straws do not fall out of the
box (even if held upside down), and each piece appears to
be the same size. A living creature may remove one straw from
the box as a free action. The same creature cannof remove
another straw for 24 hours, however. Even after each straw is
removed from the box, they still appear identical. After all of
the participants draw a straw and the owner closes the box's
lid, the straws then reveal their actual size. (The GM randomly
determines who drew the shortest straw.) The shortest straw

radiates an azure blue aura for all to see.

The creature holding the shortest straw gains a +1 luck
bonus on attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks made against that specific
opponent for the next hour. At any fime before the 1 hour
expires, the creature may gain a +2d4 luck bonus (replacing
the +1 luck bonus) to any failed attack roll, saving throw
or skill check made against the designated opponent. If
the bonus is enough to turn the failure into success, the roll
succeeds and all benefits gained from the box immediately
cease. Once the box of straws’ lid closes, it may not be
opened again for 12 hours. The box magically replaces
any straws previously drawn and removed from the box.
Furthermore, at least two creatures must draw straws from
the box in order to activate its magic.

Requirements Craft Wondrous Item, divine favor; Cost 3,000 gp

BRAGGART'S MUG
Aura moderate transmutation; CL 6th
Slot none; Price 1,250 gp; Weight 1 Ib.

Fantastical images of unbelievable deeds and
inspirational verses commemorating these allegedly true
events adorn the sides of a large, porcelain drinking mug.
Once per day on command, the mug fills itself with tasty,
honey-flavored ale. Drinking the ale in its entirety, which is
a full-round action that provokes an attack of opportunity,
grants the imbiber a +10 competence bonus on Bluff checks
made to fool someone, though it does not apply to any
other uses of the BIUff skill. If a magical effect is used against
the imbiber that would detect his lies or force him to speak
the truth, the user of the effect must succeed on a DC 21
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caster level check to succeed. In addition, the imbiber

CORN COB PIPE OF DREAMING

becomes so enamored with his superiority that he gains a +2  Aura moderate illusion; CL 10th

bonus on saving throws against compulsion spells and spell-
like effects. Unfortunately, the creature’s endless boasting
and overbearing personality cause him to suffer a -5
penalty on Diplomacy checks. All of the preceding effects
last for 1 hour.

Requirements Craft Wondrous Item, creator must have af
least 5 ranks in the BIuff skill, glibness; Cost 625 gp

BUFFALO HORNS
Aura moderate transmutation; CL 6th
Slot head:; Price 7,500 gp; Weight 3 Ibs.

This tight-fitting leather helmet is created from the
horns of the savanna buffalo, a large, aggressive
herbivore. The horns grant the wearer a gore aftack
that deals 1dé points of damage for a Medium wearer
(or 1d4 points of damage for Small wearers). Treat this
attack as a primary natural attack. In addition, the
wearer remains conscious and can continue fighting
even if his hit point total is below 0. The creature is still
staggered and loses 1 hit point each round. The wearer
still dies when his hit point total reaches a negative
amount equal to his Constitution score.

Requirements Craft Wondrous ltem, magic fang, stabilize;
Cost 3,750 gp

CAVALRY SADDLE
Aura faint transmutation; CL 5th
Slot none; Price 17,500 gp; Weight 15 lbs.

This expertly crafted leather saddle with stirrups affixes
itself fo the back of any animal or magical beast suitable
for riding. The saddle magically changes size and shape as
necessary. The saddle grants the rider the Mounted Archery
and Mounted Combat feats, even if he does not meet the
feats’ prerequisites.

Requirements Craft Wondrous ltem, creator must have at
least 5 ranks in the Handle Animal and Ride skills;
Cost 8,750 gp

CHEETAH TAIL
Aura faint transmutation; CL 5th
Slot belt; Price 3,400 gp; Weight 1 Ib.

This odd belt is crafted from leather and its alternating
pattern of painted spots resembles the cheetah'’s fur
pattern. Once per hour, as a free action, the wearer may
activate the belt. Doing so instantaneously conjures a long,
feline tail that profrudes from the back of the belt and
remains in existence until the beginning of the wearer’s
next turn. The tail allows the wearer to move at 10 times
his normal base speed when he makes a charge. As part
of his charge, he can make one 45-degree or less turn if
he succeeds on a DC 20 Acrobatics check. If the check
fails, he immediately falls prone in that square. He loses the
charge and provokes an attack of opportunity from any
creatures that threaten the prone character. This ability has
no effect on other modes of movement, such as burrow,
climb, fly or swim. In addition, the cheetah tail also grants
a +4 competence bonus on Acrobatics checks, including
those made to turn 45 degrees or less.

Requirements Craft Wondrous Item, longstrider;
Cost 1,700 gp

Slot none; Price 36,000 gp; Weight —

Carved from a hollowed-out cob of corn, this simple
6-inch-long pipe can and frequently is used to smoke
ordinary tobacco or any other combustible material. The
pipe's magical effects require no fuel and no ignition
source. Upon command, as a standard action, wispy strands
of gray smoke suddenly billow out of the pipe’s bowl that
the smoker can manipulate to duplicate the effects of a
shadow conjuration spell or a shadow evocation spell. The
smoker can use the pipe to cast each of the preceding
spells once per day.

Requirements Craft Wondrous ltem, shadow conjuration,
shadow evocation; Cost 18,000 gp

DIE OF FATE SAVING
Aura strong abjuration; CL 13th
Slot neck; Price 11,450 gp; Weight —

This seemingly ordinary, six-sided bone die sits inside of
an opaque, franslucent crystalline sphere. The sphere is
attached to a piece of dried sinew that hangs around
the wearer's neck. The unusual die freely floats within
the sphere, as it constantly spins and rotates in varying
directions. The die's movement has no visible effect except
whenever an opponent scores a crifical threat against the
wearer. The sphere then glows and bathes the wearer in
a strange, pink aura that grants a +1dé luck bonus to the
wearer's AC for the opponent’s confirmation roll. In addition,
once per day as an immediate action, the wearer can add
a +1dé bonus to any saving throw he just rolled. The wearer
must activate this ability before the saving throw’s results are
revealed. If the added bonus turned a failure into a success,
the die loses its magical properties for 1 hour. If the added
bonus saved the wearer’s life, the sphere shatters and the
die is permanently destroyed.

Requirements Craft Wondrous Item, limited wish or miracle;
Cost 5,725 gp

FLESH GLUE
Aura moderate transmutation; CL 10th
Slot none; Price 2,000 gp; Weight —

As the name suggests, this thin, sticky ointment contains
several fast-acting resins and glues. If an ounce of flesh glue
is rubbed over the skin, the creature gains DR 2/bludgeoning
and immunity to bleed effects for 1 hour. The price and
creation cost given are per ounce.

Requirements Craft Wondrous ltem, stoneskin; Cost 1,000 gp

HAT OF POTION STORAGE
Aura moderate conjuration; CL 10th
Slot head; Price 2,000 gp; Weight 1 Ib.

This silk hat looks like an ordinary top hat. The hat's
wearer may pour a pofion into the hat to store it in an
extradimensional space for future use. The hat can store a
maximum of four potions at any time. If the wearer pours
another potion into a hat that already contains four potions,
the new potion replaces one of the previously stored potions
(owner's choice), which is then destroyed. The wearer
can remove the hat from his head as a free action and
command it to convert one of the stored potions into its
liguid form as a swift action. Neither action provokes an
attack of opportunity. Drinking the potion is still a standard
action that provokes an attack of opportunity. The hat
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stores only potions. It cannot be used to store other liquids,
including oils, elixirs and alchemical creations. It takes 24
hours for the hat to attune itself to its wearer. Potions poured
into it before it attunes to its wearer are permanently lost.

Requirements Craft Wondrous Item, secret chest; Cost 1,000 gp

HEADDRESS OF THE THUNDERBIRD
Aura moderate evocation; CL éth
Slot head:; Price 14,400 gp; Weight 1 lbs.

This wondrous, feathered headdress wraps around the
wearer’'s head. Made from the feathers of the legendary
thunderbird, natives recognize this headdress as a symbol
of the wearer's exalted status within the community. A
brand-new headdress has 40 feathers, but the typical
headdress has 4d10 feathers still attached to its base when
first discovered. Once per round, the wearer may detach
a single feather from the headdress and attach it to one
arrow. Doing so requires a move action that does not
provoke an attack of opportunity. If the wearer has the
Quick Draw feat, he may remove one feather and attach
it to the arrow as a free action. Any attempts to detach
additional feathers require a move action to complete.

The arrow becomes a +1 arrow that deals 1dé points of
electrical damage and 1dé points of sonic damage on a
successful hit. A creature critically hit by this arrow is stunned
and deafened for 1 round if it fails a DC 16 Fortitude save.
Whether the arrow hits or not, it is destroyed after the attack.

Requirements Craft Wondrous Item, lightning bolt, sound
burst; Cost 7,200 gp

JOUSTING SADDLE
Aura moderate conjuration; CL 6th
Slot none; Price 15,800 gp; Weight 15 Ibs.

This exquisite handmade leather saddle has brass plates
that afford the rider added protfection against enemy
lances and other reach weapons. The saddle magically
changes size and shape as necessary. Melee aftacks made
against the mounted rider with a reach weapon suffer a
20% miss chance (similar to the effects of concealment). The
preceding benefit applies only fo manufactured weapons
with the reach special feature, such as a lance. In addition,
the saddle grants the rider the Mounted Combaft feat, even
if he does not meet the feat’s prerequisites and a +4 bonus
fo his Combat Maneuver Defense against any combat
maneuver that attempts fo knock the rider off his mount.

Requirements Craft Wondrous ltem, creator must have at least
5 ranks in the Handle Animal and Ride skills; Cost 7,900 gp

LAVENDER NECKLACE
Aura moderate abjuration; CL 8th
Slot neck; Price 18,000 gp; Weight 1 Ib.

This floral necklace contains a mixture of herbs, particularly
lavender and dried pieces of cedar and other insect-
repellent wood. The necklace creates an invisible barrier
around the wearer, preventing vermin with 2 HD or fewer
from penetrating the barrier and coming into physical
contact with the wearer. Vermin with 3 HD or more can
penefrate the barrier with a successful DC 16 Will save,
though the barrier still deals 2dé points of damage to them
as they cross. The barrier causes pain to vermin, deterring
most from coming into contact with the wearer. In addition
to its effects against individual vermin, the wearer only takes
half damage from vermin swarms.

Requirements Craft Wondrous Item, repel vermin; Cost 2,000 gp

LUCKY TANKARD
Aura faint evocation; CL 5th
Slot none; Price 4,000 gp; Weight 1 Ib.

Brew giants take the credit for creating the first of these
fortuitous tankards. The makers typically etch cultural
symbols for good luck onto the tankard’s silver body. Once
per day on command, the tankard fills itself with sweet,
apricot-flavored beer. Drinking the beer in its entirety, which
is a full-round action that provokes an attack of opportunity,
grants the imbiber a +1 luck bonus on attack rolls and
weapon damage rolls for 10 minutes. In addition, the
imbiber may also use one of the following benefits:

The imbiber can take an additional standard action
during his turn. This additional standard action cannot be
used to cast a spell.

The imbiber may reroll an attack roll he just made before
the results of the roll are revealed. He must take the result of
the reroll even if it is worse than the original roll.

The imbiber may take 20 on one skill check, even if he is
threatened or distracted, and the skill being attempted
carries a penalty for failure.

Using one of these abilities immediately ends the lucky
tankard's effects.

Requirements Craft Wondrous Item, divine favor; Cost 2,000 gp

MAGIC PEBBLE
Avra faint illusion; CL 5th
Slot none; Price 500 gp; Weight —

The wicked tokoloshes are renowned for using these
magic pebbles o escape from a sticky situation. Of course,
humanoids always aspire to do better than their goblinoid
foes, and the magic pebble is one such example. The magic
pebble must be kept in the user's mouth for 1 hour before it
attunes itself to its owner. If the user removes the pebble from
its mouth at any time, the user must begin the attunement
process anew. The user may only keep one magic pebble in
his mouth at any time. As a free action, the user may swallow
the pebble and become invisible for the next 5 rounds. The
magic pebble then loses its magical properties.

Requirements Craft Wondrous Iltem, invisibility; Cost 250 gp

MASK OF FILTERING
Aura moderate transmutation; CL 7th
Slot head; Price 25,000 gp; Weight 1 Ib.

This form-fitting ceramic mask can be worn only by
humanoids. It completely covers the wearer's nose and
mouth. Leather bands affixed to the mask hold it in place.
It magically adjusts its size and shape fo accommodate
the wearer's face, creating an airtight seal between it and
the wearer's skin. Minute pinholes invisible to the naked
eye allow air to pass through the otherwise impenetrable
barrier. While wearing the mask, the wearer ignores all
effects dependent upon breathing. The wearer is immune
to inhaled poisons, debris that inhibits breathing such as
sand and dust, cloudkill, stinking cloud and similar effects.
The wearer cannot suffocate and can breathe normally
underwater. The mask prohibits the wearer from eating or
drinking. Donning the mask and removing it is a full-round
action that provokes an attack of opportunity.

Requirements Craft Wondrous ltem, water breathing;
Cost 12,500 gp

MOJO AMULET
Aura varies; CL varies
Slot neck; Price 4,150 gp (charm amulet), 3,600 gp (fortune
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amulet), 5,000 gp (luck amulet), 8,000 gp (spirit amulet);
Weight 3 lbs.

Also known as a relic bag, this amulet consists of a flannel
or linen bag attached to a leather cord that hangs around
the wearer's neck. A small bone from a magical beast or
a divine spellcaster must be placed inside of the bag. The
mojo amulet grants the wearer one of the following abllifies:

Charm Amulet: Twice per day, the wearer can cast charm
person as per the spell. Faint enchantment; CL 5th; Craft
Wondrous Item, charm person; 2,075 gp.

Fortune Amulet. Once per day, the wearer can detect
gold. This functions as locate object, but it can only be used
to locate gold. Moderate divination; CL éth; Craft Wondrous
Item, locate object; 1,800 gp.

Luck Amulet: Once per day, the wearer can increase
any die roll he just made by rolling 1dé and adding it to
the result. Using this ability is an immediate action taken
after the original roll is made and the results are revealed.
Moderate transmutation; CL éth; Craftf Wondrous Item,
divine favor; 2,500 gp.

Spirit Amulet: The wearer gains a +4 deflection bonus
against melee attacks made by evil, incorporeal undead
creatures. Moderate abjuration; CL éth; Craft Wondrous
Item, shield of faith; 4,000 gp.

The creator defermines the amulet type af the fime of its
creation, and it can never be changed. It takes the mojo
amulet 24 hours fo aftune itself fo the wearer.

Requirements Craft Wondrous Iltem, divine favor; Cost 2,075
gp (charm amulet), 1,800 gp (fortune amulet), 2,500 gp
(luck amulet), 4,000 gp (spirit amulet)

PEACE PIPE
Aura faint enchantment; CL 5th
Slot —; Price 4,500 gp; Weight 2 Ibs.

This ornately decorated wooden pipe measures nearly
two feet in length and is open at both ends to allow two
people to simultaneously puff on its smoke. The pipe has no
magical properties until it is filled with tobacco and ignited,
which requires a full-round action. Once lit, the pipe remains
active for 10 minutes. The pipe’s smoke grants the user a
+5 competence bonus on all Diplomacy checks while the
pipe remains active. To use this effect, the user must inhale
the pipe’s smoke for 1 minute. It can grant this bonus to only
one creature at a time. In addition, when two creatures
smoke the pipe at the same time, the smoke cements a
bond of friendship between the two creatures, duplicating
the effects of charm person. This usage generally requires
two willing parficipants and is often done for ceremonial
purposes to celebrate the conclusion of a successful
negofiation. In this circumstance, both parties willingly
forego their saving throw and accept the pipe’s effect. An
unwilling creature negates the pipe’s effects by succeeding
on a DC 14 Will save. Attempting to force an unwilling
creature to smoke the peace pipe requires a successful
grapple check to pin the target and force the pipe into its
mouth. Even then, an unwilling creature can continue to
hold its breath to prevent it from inhaling the pipe's smoke.

After remaining active for 10 minutes, the peace pipe
extinguishes ifself. The peace pipe cannot be used again
until 1 hour passes after it extinguishes itself.

Requirements Craft Wondrous ltem, Heighten Spell, charm
person; Cost 2,250 gp

PEAS IN A POD
Aura moderate evocation; CL éth
Slot none; Price 1,350 gp; Weight —

Though the item’s name frequently evokes snickers and
laughter from rubes, those on the receiving end of this

sfrange item’s powers know there is nothing funny about

it. This small, dull gray hollow sphere no larger than a
pinecone is constructed from a brittle, lead alloy. A gentle
shake reveals that numerous smaller objects lie inside of

the sphere’s outer casing. Peas in a pod can be thrown up
to 40 feet with no range penaliies. Upon sharp impact, the
sphere shatters, spreading 1dé tiny pellets into every square
within a 10-foot radius. Each pellet then detonates in an
instantaneous flash of light that deals 1dé points of radiation
damage to any living creature that shares the square. A
successful DC 17 Reflex save halves the damage. Radiation
mimics the effects of fire. Fire resistance offers no protection
against radiation damage. Any living creature that lingers
in the blast area suffers 1 point of Constitution damage for
every 10 minutes spent there.

Requirements Craft Wondrous Item, fireball; Cost 675 gp

RAINMAKER DERBY
Aura strong fransmutation; CL 14th
Slot head; Price 29,500 gp; Weight 1 Ib.

This tall, often black derby hat resembles those that sit
atop the heads of the sinister fey beings that bear the
same name. In fact, most of them actually did sit atop
the creatures’ heads at one point in their existence. Like
their tempestuous namesake, the rainmaker derby is an
unpredictable item. Three fimes per day as a standard
action, the wearer can command the hat to unleash one of
the following spell-like effects:

® |ightning bolt (DC 14 Reflex half)

® fog cloud

® gust of wind (DC 13 Fortitude negates)
® jce storm

Lightning bolt and gust of wind originate from the cavity
in the overturned hat's crown and affect a target that the
wearer designates. On the other hand, the cavity in the
overturned hat’s crown is the center points for fog cloud
and ice storm. The rainmaker hat can be removed from
the wearer's head and dropped to the ground as a free
action. There is a 50% chance that the hat lands on the
ground right side up rather than upside down. Placing the
hat on the ground so that the top of the crown is in contact
with the ground rather than the brim requires a move
action. If the hat lies on the ground in its normal, upright
position as if it were resting upon the wearer’s head, the
hat's magical effect is negated and sfill counts toward its
daily usage limitation. If the hat is sfill atop the wearer’s
head when he activates any of the magical effects, he
becomes the target and the center point of the magical
effect. It takes the hat 24 hours to attune itself to its wearer.
If the hat's wearer uses the hat to create a new spell-like
effect while another is still in place, the previous spell-like
effect immediately ends and is replaced by the new spell-
like effect. In addition to these preceding effects, the
hat's wearer also gains a +2 bonus on saving throws and
Constitution checks made to resist the effects of naturally
occurring weather events. The preceding bonus does not
apply to spells, spell-like effects and supernatural abilities.

Requirements Craft Wondrous Item, control weather;
Cost 14,750 gp

SEED OF INSTANT UNDERGROWTH
Avura faint fransmutation; CL 5th
Slot none; Price 900 gp; Weight —

This small green seed can be thrown up to 60 feet with
no range penalties. When it lands atop soil able to support
plant life, the seed immediately sinks into the ground. At
the beginning of the user’s next turn, heavy undergrowth
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suddenly fills the 40-foot-radius around the seed. The
undergrowth supplements the existing plant life in the area
instead of replacing if, though over time the undergrowth
may eventually choke off and kill the existing plants. The
heavy undergrowth costs 4 squares of movement to move
info and provides concealment with a 20% miss chance.

It increases the DC of Acrobatics checks by 5 and grants

a +5 circumstance bonus on Stealth checks. Running and
charging are impossible. The seed has no effect when it
lands atop a stone, wood or metallic surface, as well as
earth lacking any surface moisture such as desert sand and
gravel. The undergrowth created by the seed is permanent
but it can be destroyed or removed in the same manner as
ordinary plants.

Requirements Craft Wondrous Item, plant growth; Cost 450 gp

STILL OF INTENSE SPIRITS
Avura moderate fransmutation; CL éth
Slot none; Price 8,750 gp; Weight 5 Ibs.

This still can used as an ordinary still to produce non-
magical hard liquor, but most owners call upon its magical
properties fo handcraft specialty spirits more useful to
adventurers than connoisseurs. The still can produce 10
ounces of magical liquor each day, and it takes 1 hour to
complete the distillation process. The still owners can make
only one type of spirit at a fime, though he can use the still
to create different types of spirits during the course of the
day. However, the still cannot exceed its 10 ounce per day
limit, and it sfill takes 1 hour fo produce each variety of spirit.
Spirits produced in this manner retain their potency for 24
hours before losing their magical properties. In order to gain
the benefits of any magical spirit, the imbiber must drink a
jigger (2 ounce shot) of the liquor. Once consumed, the
magical spirit’s effects last for 1 hour. The still of infense spirifs
can produce any of the following spirits:

Absinthe: Also known as the “Green Fairy,” absinthe has
been the favored drink of poets and artists for centuries.
Absinthe grants the imbiber a +2 competence bonus on all
Perform skill checks.

Brandy: Made from distilled wine, brandy is commonly
associated with the aristocracy rather than the common
man. Brandy grants the imbiber a +4 bonus on all Diplomacy
and Knowledge (nobility) checks.

Gin: Juniper is the dominant flavor of this clear spirit. Gin
grants the imbiber a +4 bonus on saving throws made to
avoid being sickened or nauseated.

Rum: Produced from sugar cane and molasses, rum grants
the imbiber a +4 bonus on all Initiative checks.

Tequila: Made from the agave plant that is typically found
in neighboring semi-arid desert regions, tequila grants the
imbiber a +4 bonus on saving throws made against illusion
spells and spell-like effects.

Vodka: This spirit can be produced using a number of
differing base ingredients. Vodka warms the imbiber as if
he were affected by an endure elements spell, though the
spell’'s benefit apply to exposure to a cold environment only.

Whiskey: Grains, such as barley, rye and corn, are
whiskey's primary ingredient. Whiskey grants the imbiber a
+4 bonus on saving throws made against fear effects.

Requirements Craft Magical Arms and Armor, create food
and water, purify food and drink; Cost 4,375 gp

TALISMAN OF STOLEN KNOWLEDGE
Avura moderate transmutation; CL 8th
Slot neck; Price 8,000 gp; Weight 1/2 Ib.

appearance, the item is actually made from recycled
leather book covers fitted over a quill framework. The
falisman of sfolen knowledge grants the wearer a +2
competence bonus on all Inteligence-based skills and
allows the wearer to use any Intelligence-based skill
untrained. In addition, once per day, the wearer can take
20 on any Intelligence-based skill check, even if he would
normally be unable to do so. This item is especially valued
by alchemists, bards, witches and wizards.

Requirements Craft Wondrous ltem, creator must have at
least 5 ranks in any Craft and Knowledge skill, fox’s cunning;
Cost 4,000 gp

TINDERBOX OF TALL TALES
Aura moderate transmutation; CL 12th
Slot none; Price 16,000 gp; Weight 2 Ibs.

Forged from cast iron, this small, cylindrical box contains
all the ingredients needed to start a fire. Its components
include flint, firesteel and tinder (typically dry straw or
another charred textile). Whenever the tinderbox is used
to start a campfire, the finderbox’s owner may activate
the item’s magical power by beseeching the tinderbox
to "bring my tales to life.” The tinderbox then ignites a
campfire that must remain lit for af least 1 hour, and any
living creatures wishing to be affected by the campfire’s
magic must remain within 10 feet of the flames for at
least 1 confinuous hour. After meeting these prerequisites,
any living creature sitting around the campfire may tell
a “tall tale” to the others around the campfire. The tall
tale must last at least 5 minutes. Though the tale may be
accompanied by music or dance, it must contain verbal
components that relay a fictitious story. Any attempts
to recount real events result in immediate failure. At the
conclusion of the tall tale, the speaker attempts a DC 20
Bluff check. If the speaker incorporates music, dance or
any other performance element info the tall tale, he may
attempt a Perform check for the appropriate skill. During
the recitation of the tall tale, he may use as many Perform
skills as possible. For instance, he can sing, dance and
play a stringed instrument at the same time. Ultimately,
the GM must determine how many Perform skills the
speaker can simultaneously use. Each successful DC 10
Perform check grants the speaker a +2 bonus on his Bluff
check.

If the speaker fails his Bluff check, the speaker takes a
penalty fo Charisma equal to the difference between his
Bluff check and DC 20. This penalty remains in effect until
the campfire is extinguished. If the speaker succeeds on
his Bluff check, he gains a +2 enhancement bonus to his
Charisma for the next 12 hours. If the check succeeds by 10
or more and every 10 thereafter, the enhancement bonus
increases by 2. Like other temporary enhancement bonuses,
bards, paladins, and sorcerers (and other spellcasters who
rely on Charisma) affected by this item do not gain any
additional bonus spells for the increased Charisma.

The tinderbox’s magical abilities may be used once per
day, and a living creature may fell only one tall tale every 24
hours. Any aftempts to tell additional tall tales immediately
fail. The tinderbox of tall tales cannot affect more than 24
HD of creatures per usage (including failed attempts). Upon
reaching this limit, the campfire immediately extinguishes
itself. Likewise, the tinderbox’s owner can also extinguish the
campfire upon command, and it is also subject to effects
that douse magical fires. Whether used to create a magical
fire or an ordinary fire, the tinderbox always replenishes its
supply of tinder.

This odd-looking talisman resembles a tightly clenched,
mummified humanoid fist. In spite of its macabre

Requirements Craft Wondrous Item, eagle’s splendor;
Cost 8,000 gp
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Nerwy Monsters

The plains teem with life. Vast herds of migratory animals crisscross
the grasslands on their endless quest for fresh fields to graze upon and
temporary safety from the countless predators that stalk the land in
search of fresh prey. In addition to these plentiful wild beasts, other more
dangerous monsters also call this domain home. Most of these creatures
live in the expansive savannahs, prairies and steppes, while the remainder
takes up residence within and close to humanoid settlements. Below are
a collection of new monsters ready to challenge or assist any
adventurers endeavoring to tame the plains.

Adze

Membranous wings protrude from the body of a tiny
flying insect with multifaceted compound eyes and
an elongated proboscis. In the blink of an eye, the
creature transforms into a human toddler.

ADZE CR4
XP 1,200

N Tiny magical beast (shapechanger)

Init +4; Senses darkvision 60 ft., low-light
vision; Perception +1

AC 17, touch 17, flat-footed 12 (+4
Dex, +1 dodge, +2 size)

hp 27 (5d10)

Fort +4; Ref +10; Will +2

DR 5/cold iron

Speed 10 ft., fly 40 ft. (average)
Melee touch +11 (attach plus
blood drain) as insect only

Space 2-1/2 ft.; Reach O ft.
Special Attacks blood drain in
insect form, deep slumber gaze in
human form

Str 3, Dex 19, Con 10, Int 6, Wis 12, Cha 15

Base Atk +5; CMB +7 (+15 grapple); CMD 14

Feats Dodge, Lightning Reflexes, Weapon Finesse
Skills Fly +13, Perception +1, Stealth +18
Languages Common (cannot speak)

SQ change shape (insect and human, polymorph)

Environment temperate plains
Organization solitary, pair, swarm (4-16)
Treasure none

Attach (Ex) When an adze hits with a touch attack in its
insect form, its six legs grab hold of its target, anchoring it in
place. An attached adze is effectively grappling its prey.
The adze loses its Dexterity and dodge bonuses to AC and
has an AC of 12. It latches onto its victim and inserts its
proboscis into the grappled target’s flesh. An adze has a
+8 racial bonus to maintain its grapple on a foe once it is
attached. An attached adze can be struck with a weapon
or grappled itself. If its prey wins a grapple check or Escape
Artist check against it, the adze is removed.

Blood Drain (Ex) An adze drains blood at the end of its turn
if it is aftached to a foe, inflicting 1d2 points of Constitution

damage. The acts of inserting its proboscis info its victim
and then draining the victim’s blood are nearly painless. The
Constitution damage does not wake a sleeping creature
(magical sleep or natural sleep) unless the victim succeeds
on a DC 14 Fortitude save. The victim may attempt a new
saving throw every time it sustains Constitution damage
from the adze's blood drain, but the saving throw's DC
increases by 1 for every
previous save the victim
aftempted. Once an adze
deals 10 points of Constitution
damage, it detaches and
flies off to digest the feast. If
its victim dies before the adze
eats its fill, the adze detaches
and seeks a new target.
Change Shape (Su) An adze
has two forms. Its natural form
is that of an insect, but it can
also take the form of a human.
An adze's human form is fixed
— it cannot assume different
human forms. An adze can
fly and drain blood in its insect
form. It can use its deep slumber
gaze ability in its human form, but it
cannot fly. Likewise, it can attach to
another creature in its insect form only.
An adze can shift into either of its forms
as a move action. Equipment carried
by the adze in its human form shifts with
and is absorbed info ifs insect form. Magic
itfems do noft function in ifs insect form.
When an adze shifts back info its human form,
equipment (including magic items) returns to its
frue state and functions normally.
Deep Slumber Gaze (Su) Sleep for 5 minutes,
(standard action rouses the creature as does
damage, except for the adze’s blood drain), 30
feet, Will DC 14 negates. A creature that succeeds
at the saving throw cannot be affected by the same
adze's deep slumber gaze for 24 hours. This is a mind-
affecting sleep effect. The save DC is Charisma-based.

Nothing is perhaps more terrifying than being attacked in bed, especially
within the confines of home while fast asleep. The realm of dreams is
supposed to be a safe haven, but the dreaded adze turns a restful slumber
into a lethal nightmare. In the dead of night, the tiny shape changer slips
through the smallest cracks to feast on the warm blood of a sleeping
humanoid victim. In many cases, the victim remains completely unaware
of the adze’s presence until it is too late. For those that do awaken during
the assault, the frightening sight of an unwelcome parasite attached to
its body proves worse than any horror that any nightmare could possibly
conjure.

In their insect form, adzes are poor combatants. They rely upon agility,
flight and stealth to carry out their nighttime assaults. Hungry adzes
preferably target those people least likely to fight back. Very young
children, the elderly and the chronically ill constitute its ideal victims. In
addition to offering little resistance against the bloodsucking monsters, an
untimely death among these high risk groups is often wrongly attributed
to natural causes rather than a deliberate killing. However, seasoned
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plains dwellers realize that a sudden uptick in the community’s body
count, even among this pool of individuals, is likely the handiwork of the
dreaded adze. Under these circumstances, citizens take extra precautions.
They ensure that all entry points are closed shut and tightly secured.
Some families even sleep in shifts to prevent an adze from slipping into
their residence unnoticed. When confronted in its insect form, the adze
abruptly assumes its humanoid form. Though it remains a relatively weak
melee opponent, the creature may use its gaze attack to put its opponents
back to sleep. In either form, escape is foremost on the adze’s primitive
mind.

Learned men and women speculate that the shape-changing adzes are
an offshoot of stirges. In their insect form, the creatures appear similar
to their common ancestor. The typical adze weighs 1 pound, is 8 inches
long and has a 1-foot wingspan. The adze has six legs and its body shape
is akin to a firefly, though it lacks that creature’s bioluminescent abilities,
and it is not a vermin. In human form, the adze is nearly indistinguishable
from an ordinary human 1-year-old. It is the same size as the small child
and has fine, black hair growing atop its head. The only clues to its true
parentage are its unsteadiness while walking upright and the constantly
shifting colors of its irises.

Male adzes lead a solitary existence, and female adzes live in colonies.
Both sexes drink blood and are particularly active during mating season,
which occurs at the changing of every season. Adzes are marginally
intelligent; their limited brains are solely focused on feeding and
reproducing. They have no concept of treasure.

Demon, Kaasi

Thick, muscular humanoid legs support a hairy, bestial torso
with long, powerful arms, wickedly keen claws and
a wild boar's head with black tusks and clumps of
coarse hair.

KAASI DEMON
XP 4,800

CE Large outsider (chaotic, demon, evil,
extraplanar)

Init +4; Senses darkvision 60 ft.;
Perception +21

CR8

AC 21, touch 9, flat-footed 21 (+12
natural, -1 size)

hp 105 (10d10+50)

Fort +12; Ref +3; Will +9

DR 10/cold iron or good; Immune
electricity, poison; Resist acid 10,
cold 10, fire 10

SR 19

Speed 30 ft., climb 20 ft.

Melee 2 claws +17 (1dé+7 plus grab),

bite +16 (1d8+7 plus taste of blood)
Space 10 ft.; Reach 10 ft.

Special Attacks constrict (2dé+7),

taste of blood

Spell-Like Abilities (CL 12th):

At will—cause fear (DC 14),

teleport (self plus 50 Ibs. of objects

only)

1/day—summon (level 4, 1 kaasi 35%)
3/day—>bull’s strength (granted to a
mortal humanoid only), fear (DC 17), rage
(granted to a mortal humanoid only), scare
(DC 15)

Str 24, Dex 11, Con 21,
Int 12, Wis 15, Cha 14
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Base Atk +10; CMB +18 (+22 grapple); CMD 28 (32 grapple)
Feats Cleave, Improved Initiative, Power Attack, Skill Focus
(Perception), Weapon Focus (claw)

Skills Climb +24, Intimidate +16, Knowledge (nature) +10,
Knowledge (planes) +12, Perception +21, Sense Motive +15,
Stealth +9, Survival +15

Languages Abyssal, Common; telepathy 100 ft.

Environment any (Abyss)
Organization solitary
Treasure none

Taste of Blood (Su) Every time a kaasi demon deals damage
to a living creature with its bite attack, the kaasi gains a
number of temporary hit points equal to 1/2 the victim's Hit
Dice. Temporary hit points gained from this ability stack, but
only fo a maximum number of temporary hit points equal

to the kaasi's Hit Dice. These temporary hit points last for 10
minutes. Furthermore the victim must succeed on a DC 18
Will save or become frightened for 1d4 rounds. Whether or
not the save is successful, an affected creature is immune fo
this ability for 24 hours thereafter. Creatures that are already
frightened become panicked instead for 1d4 rounds. This is a
mind-affecting fear effect. The save DC is Charisma-based.

Hunting is a necessity in the grasslands. Men hunt other creatures for
food, leather, bone and other materials that cannot otherwise be found in
nature. Most plains’ cultures revere the animals and beasts they kill for
sustenance. Yet for some men, the thrill of the hunt is not enough. Their
egos drive them to seek greater challenges, and none is more formidable
than the most-dangerous game — their fellow man. No creature derives

more pleasure from this spectacle than the demonic kaasi. People
believe that killing another person solely for sport is an act
of bloodlust and even insanity; these malevolent demons
perceive the murders for what they truly are — the ultimate
exercise of mortal man’s control over another sentient
being. This is the weakness the kaasi seeks to exploit as it
leads its newfound protégé down the path of corruption.
Kaasi demons ultimately seek to transform these
steely, dispassionate hunters into feral cannibals. In
the incessant wars on their home plane, demonic
overlords deploy these sinister demons to hunt
down and assassinate designated targets. After
slaying their foes, kaasi mutilate their victims and
feast on their flesh. Likewise, they endeavor to turn
rational, composed mortals into wild, cannibalistic
beasts. The kaasi strives to replace human pride
and the desire to control other creatures into
raw, primeval emotion. It accomplishes this
task with words and magic. The amoral demon
verbally reinforces the notion that passion and
zeal are far more powerful tools than thought
and deliberation. The kaasi then demonstrates
the notion by imbuing its target with the same
magical rage that the fiend itself takes into
battle. Under the influence of its mystical
might, the mortal hunter first tastes the flesh
of its kin and sinks into the depravity that

defines this immortal monster.
This vile fiend is a frightful sight in
the throes of combat. The powerfully
built, 10-foot-tall, 600-pound man
beast is an enraged juggernaut.
Hunger for carnage and meat gnaw
at the very fiber of its being as
the creature lashes out at its
enemies with its savage
claws and powerful jaws.
Though perfectly content to
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rend its foes into pieces, it prefers squeezing the life out of its helpless
victims with its huge arms before devouring them in a carnal feast. In
spite of their formidable magical powers, kaasi only resort to wielding
magic as a last resort. Spells deprive the demon of its favorite pleasure —
feeling the life ebb out of a hopeless opponent. After defeating a hapless
mortal, the kaasi always saves a memento from the kill. The trophy can
be as mundane as a severed body part, a personal item or even an artifact
formerly in the creature’s possession. Over the course of its enormous
lifespan, the average kaasi is almost certain to have accumulated an
impressive treasure trove of souvenirs from its fallen prey.

Forlorn Soul

This abomination of a woman skulks about like a feral animal. An
angry scowl contorts her face into a twisted visage of pure hate above a
grotesquely distended abdomen, stretching the mottled, leathery skin to its
absolute breaking point.

FORLORN SOUL

XP 1,600

NE Medium undead

Init +8; Senses darkvision 60 ft.; Perception +9

CR5

AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)
hp 52 (7d8+14 plus 7)

Fort +4; Ref +6; Will +4

Defensive Abilities rejuvenation

Immune undead fraits

Weaknesses love forlorn

Speed 30 ft.

Melee 2 claws +9 (1dé+3) or touch +8 (unborn touch)
Special Attacks kiss from the grave (DC 15), unborn
touch (DC 15)

Str 16, Dex 18, Con —, Int 9, Wis 9,1 15

Base Atk +5; CMB +8; CMD 22

Feats Improved Initiative, Skill Focus (Stealth),
Toughness, Weapon Focus (claw)

Skills Intimidate +8, Perception +9, Sense Motive
+6, Stealth +17

Languages Common

Environment urban
Organization solitary
Treasure incidental (jewelry)

Kiss from the Grave (Su) As a standard
action, a forlorn soul can kiss a humanoid
creature of equal size or smaller. The forlorn
soul must grapple an unwilling target before it
can use this ability. The kiss causes the subject
to fall in love with the forlorn soul duplicating
the effects of charm person unless the creature
succeeds on a DC 15 Will save. The charm
effect wears off 2d4 minutes later. A creature
that successfully saves is not subject to the
same forlorn soul’s kiss for 24 hours. This is a
mind-affecting charm effect. The save DC is
Charisma-based.

Love Forlorn (Ex) A forlorn soul is instinctively
drawn to its former lover and attempts to use
its kiss from the grave ability on its target. It
continues to do so until it succeeds. In
contrast, the forlorn soul pursues and attacks
its killer to the exclusion of all others. It
continues the assault until it slays its killer or

the creature disappears from its sight. When given a choice
between its former lover and its killer, the forlorn soul always
chooses its former lover.

Rejuvenation (Su) The only way to permanently destroy a
forlorn soul is to reunite it with its former lover. If that person
is still alive, he or she can destroy the forlorn soul by willingly
or unwillingly kissing the undead creature. If that person is
deceased, the forlorn soul can be destroyed by interring it
next to its former lover. Otherwise, the “destroyed” forlorn
soul reappears 1d4 days later at a location where the
former lovers once met. When this occurs, the creature’s
corporeal body is restored and is teleported to the location
where it reappears. Spells and effects that prevent a
creature from teleporting, such as dimensional anchor,
also succeed at temporarily preventing the forlorn soul
from rejuvenating and reappearing in its normal location.
When the effect or condition preventing the forlorn soul
from teleportfing is removed, the forlorn soul immediately
reappears at the location as normal.

Unborn Touch (Su) As a standard action, the unborn child
within a forlorn soul can make an incorporeal fouch attack
through its distended abdomen. The touch afflicts the victim
with overwhelming sadness if it fails a DC 15 Will save. The
victim can take no actions other than to sob and weep
while in this state and is considered dazed. On the victim's
next turn, it may attempt a new saving throw to end the
effect as a full-round action that does not provoke aftacks
of opportunity. If this save is successful the effect ends. If
not, the victim continues fo sob uncontrollably for the next
5 rounds and remains dazed. A victim with an Intelligence
score of 2 or lower is not affected. This is a mind-affecting
effect. The save DC is Charisma-based.

No tale touches the heartstrings more than the tragic deaths of star-
crossed lovers. For the heroes and heroines of these forbidden unions,
passion’s intense flames burned bright for a fleeting instant before
cruel fate extinguished their light far before its time. Some loves
refuse to die. Rare instances exist when a wrongly slain woman
with an unborn child rises from the grave to avenge the foul deed.
In her savage quest for revenge, the forlorn soul proves numerous
adages about a woman’s fury and the thin veil that separates
love and hate.

Slain female humanoids carrying an unborn child are the
only creatures that can undergo the ghastly transformation
into this undead abomination. Furthermore, betrayal is the
catalyst that stirs this monster from the solemnity of death.
The forlorn soul’s murderer must be someone she trusted

during her mortal existence, but it cannot be her lover. The

list of suspects includes family members, friends and even

former lovers. Forlorn souls begin their unnatural existence in the

predawn hours on the morning after their untimely death. Corpses

buried beneath the ground crawl through the dirt up to the surface,

while those interred in crypts and mausoleums pound on the doors

and exterior surfaces until they escape. Once freed from the trappings

of the grave, the forlorn soul begins her murderous rampage as she

hunts for both her killer and her former lover. The marginally intelligent

forlorn soul prefers rending her foes with her claw attacks, especially

when outnumbered. She reserves her kiss from the grave ability for any

male humanoid creature with a Charisma score of 14 or higher. Any

creature may be subjected to the wrath of her unborn touch. The undead

monstrosity fights until destroyed, secure in the thought that she is
destined to soon rejuvenate and resume her loathsome existence.

In general, forlorn souls appear much as they did in life with

several noteworthy exceptions. Though she still walks upright, her

gait and posture are decidedly simian. A feral glare and an angry

scowl replace the forlorn soul’s formerly innocent, loving eyes,

gentle lips and soft cheeks. However, her most disturbing new

feature is the gruesomely swollen abdomen as if her pregnancy

had taken on some malignant new life and was stretching the
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enclosing skin to the point of bursting. If exposed, this abdominal flesh is
tight and leathery with mottled bruising and striations. The forlorn soul
intermittently moans and groans, as she shambles about searching for her
killer and her former lover. In the absence of either, the spiteful monster is
perfectly content slaying any hapless creature that crosses her path.

Forlorn souls have no concept of treasure except for those items given
to them by their lovers during their mortal lives. They closely guard and
covet these objects. Otherwise, they display no interest in acquiring and
amassing worldly goods. Forlorn souls are typically found in out-of-the-
way places where she and her earthly lover used to rendezvous for their
romantic trysts.

Geresun

Long, shaggy hair pours down the face and back of a slender, 5-foot-tall,
ivory-skinned humanoid with sunken eyes, a tiny nose and thin, pale lips.

GERESUN

XP 200

Male geresun ranger 1

CE Medium humanoid (geresun)

Init +1; Senses low-light vision; Perception +4

CR1/2

AC 12, touch 11, flat-footed 11 (+1 Dex, +1 shield)
hp 13 (1d10+3)
Fort +5; Ref +3; Will +0; +2 vs. fear

Speed 30 ft.

Melee club +3 (1d6+2)

Ranged javelin +2 (1d6+2)

Special Attacks favored enemy (elves +2), first
blood

Str 15, Dex 13, Con 16, Int 8, Wis 10, Cha 12
Base Atk +1; CMB +3; CMD 14

Feats Mounted Combat, Step Up?

Skills Handle Animal +5, Heal +4,
Knowledge (nature) +3, Perception +4, Ride
+6, Survival +4; Racial Modifiers +2 Ride

SQ born in the saddle, fearless

Languages Geresun

SQ track +1, wild empathy +1

Environment temperate plains
Organization Solitary, pair, family (3-10)
Treasure NPC gear (3 javelins, club, light
wooden shield)

The geresuns are the surviving outcasts from an
ancient race related to modern elves. Contemporary
humanoids commonly refer to them as the “wild men
of the steppes,” a nickname they earned on account
of their aggressive nature and primitive culture. The
geresuns’ distant ancestors were simple and peaceful
isolationists. Unlike the burgeoning neighboring
humanoids, their population grew at an alarmingly
slow rate. Most males were born sterile, and women
rarely delivered more than four children over the
course of their lifetimes because gestation took as long
as five years. When the humans, elves and other humanoids
encroached into their territory, the pacifist majority offered
no resistance and meekly accepted the newcomers. The more-
numerous invaders quickly diluted their genetic heritage and
within the span of several hundred years they were absorbed by
the other races and ceased being a unique people. Those few that
refused to acquiesce to the upstarts fled deeper into the steppe.
Over time, they abandoned many of their old, nonviolent ways
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and instead adopted a policy of violent aggression toward other humanoid
races. These people developed into the race now known as geresuns.

Over the intervening centuries, their ancestors’ highly artistic and
sophisticated culture steadily devolved into a primitive, militaristic
society. They replaced their forebears’ love of poetry and music
with bloodthirsty screams and war chants. Geresuns are nomadic
raiders that take what they need from other humanoids, particularly
elves and humans whom they blame for their miserable existence.
Geresuns typically attack their foes from horseback, hurling a javelin
at a nearby enemy before dismounting and engaging their opponent
in hand-to-hand combat. Geresuns lack any metalworking skills, so
they usually wield wooden clubs and shields. They rarely wear armor
into battle.

For lack of a better term, geresuns are “cannibalistic vegetarians.”
They steal fruits, vegetables, grain, leather and worked metal from their
civilized neighbors, but never harm the resident wildlife and livestock.
However, they cheerfully slay their fellow humanoids and drag their
corpses back to their temporary shelter to devour their flesh during an
orgiastic feast that also includes debauched fertility rites. Like their
ancestors, geresun females give birth no more than twice a decade. To
increase their population at a faster rate, geresun witches brew potions
that increase a woman’s chances of conceiving twins and triplets during
these raucous ceremonies.

Geresun men and women are practically identical in height and build.
The average geresun is 5 feet tall with an athletic physique. Skin tones
range from pale white to olive complexion, though most are some

shade of ivory. Dark brown is the dominant hair color, but black,
red and even purple are not uncommon among the race. Hair is a
personal source of pride for all geresuns. They never cut or trim
their shaggy hair. Losing one’s hair at the hands of another is a
certain death sentence for the aggrieved. For that reason, most
immediately flee and make their way in the world as adventurers.
Unfortunately for them, geresuns get along with virtually no
humanoids other than orcs and some of the larger goblinoid
races whom they admire for their warmongering culture. They
occasionally forge alliances with these races to battle against
their despised elf kin.

Geresun Characters

Geresun are defined by their class levels — they do not
have racial Hit Dice. They have the following racial traits.
+2 Constitution, +2 Charisma, -2 Wisdom: Geresuns
are hardy people with strong personalities, but they are prone
to acting in a rash manner.

Born in the Saddle: Geresuns receive a +2 racial bonus on

Ride checks. In addition, the DC to fast mount or dismount is
15 instead of the normal 20.

Fearless: Geresuns receive a +2 racial bonus on saving
throws against fear effects. This bonus also applies to any
check made to allow his mount to approach a creature that has

an unnatural aura.
First Blood: Geresuns take particular delight killing
humanoids. The first time a geresun deals damage to a humanoid
with a melee attack, the geresun gains a +1 morale bonus on
his next weapon attack and damage roll against that humanoid
opponent. The geresun can use this effect against multiple humanoid
opponents during the course of a single combat. He cannot use this
effect against the same humanoid opponent more than once during
the combat.
Step Up: Geresuns receive Step Up as a bonus feat at 1st level, even
if they do not meet the prerequisites.
Weapon Familiarity: Geresuns treat any nonmetallic weapon
other than an improvised weapon as a martial weapon.

Languages: Geresuns begin play speaking their own

language, Geresun. Geresuns with high Intelligence scores
can choose from the following: Common, Elven, Giant, Goblin,
Gnoll, Halfling and Orc.
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Giant, Brew

This burly giant with a round belly and bushy beard exudes a carefree
outlook and zest for life.
BREW GIANT CR7
XP 3,200
CG Large humanoid (giant)

Init +0; Senses low-light vision; Perception +9

Base Atk +7; CMB +14; CMD 24

Feats Iron Will, Martial Weapon Proficiency (greatclub),
Power Attack, Skill Focus (Profession [brewer]), Weapon
Focus (greatclub)

Skills Handle Animal +9, Heal +7, Infimidate +9, Perception
+9, Profession (brewer) +12, Profession (engineer) +9,
Profession (woodcutter) +9, Survival +9

Languages Common, Giant

Environment temperate plains

Organization solitary, pair, family (3-6)

Treasure standard

AC 20, touch 9, flat-footed 20 (+11 natural, -1 size)
hp 85 (10d8+40)

Fort +11; Ref +3; Will +7; +4 vs. nausea, sickening and
ingested poisons

Defensive Abilities rock cafching, stfrong stomach

Speed 40 ft.

Melee greatclub +13/+8 (2d8+9)
Ranged barrel +6 (1d6+9)

Space 10 ft.; Reach 10 ft.

Special Aftacks barrel throwing (60 feet)

Str 23, Dex 10, Con 18, Int 12, Wis 15, Cha 15

Strong Stomach (Ex) Brew giants gain a +4 racial bonus on
saves against nauseaq, sickening and ingested poisons.

As the name suggests, the temperate grasslands are home to many
species of the humble grass plant. Unfortunately, humanoids cannot
properly digest most types of grass, but there are exceptions. Barley is
one of the most noteworthy of these. Though it is used as an ingredient in
breads, soups and stews, it is most widely used as the primary fermentable
component for beer and ale. Its counterpart, the hops plant, also thrives
in the same environment, and the two crops can often be found side by
side. Beer plays a vital role in civilization. The process of making beer
not only produces alcohol, it also kills the harmful pathogens found in
untreated water. The intoxicating beverage comes in many forms, but true
connoisseurs agree that no one makes a tastier and more satisfying beer
than the renowned brew giants.

Brew giants always live in aboveground structures near vast fields
of wild barley and a renewable water source. Before settling down in a
particular area, the family’s brewmaster always samples the local plants
and water supply before making a final decision. If the barley’s taste and the
water’s purity please his discriminating palette, the entire family takes up
residence at that site. Otherwise, the family moves on to another location.
The typical brew giant community consists of a male patriarch and his
descendants. Though every family member plays a part in harvesting the
grain and producing beer, the brewmaster oversees the operation from
start to finish. In most cases, the patriarch and the brewmaster are the
same person. However, anyone blessed with innate talent and expertise
can attain the coveted position regardless of their age and gender. Aspiring
brew giants work their way up the ladder as apprentices. Others branch
out into growing and harvesting more exotic ingredients that are used
to produce specialty ales. An apiary is a common sight in brew giant
communities for the bees’ ability to pollinate flowering plants and produce
honey, an added ingredient in many beers. Likewise, apricots, blueberries,
hops, raspberries and other fruits find their way into the brew giants’
wort. After completing the fermentation process, the family consumes
the finished product and sells any excess to local humanoid communities
where the beers and ales are in high demand.

Brew giants are outgoing, colorful characters with eccentric
personalities and unbridled enthusiasm. They enjoy friendly relations with
most humanoids with the exceptions of goblins, orcs and especially their
oafish hill giant cousins. On those rare occasions where someone rouses a
brew giant to anger, the mighty humanoid bashes the fool with its greatclub
that frequently doubles as a spoon used to stir and mix beer ingredients.
The massive creature may even hurl a keg of beer at an enemy, though
much deliberation goes into the decision to potentially destroy so much of
the precious liquid. As in the beer-making process, the patriarch and the
brewmaster coordinate the family’s actions and movement in battle. The
normally reserved brew giants are fierce combatants that fight to the bitter
end in defense of their homes and loved ones.

Brew giants are not particularly tall by giant standards. The average
male reaches a maximum height of 9 feet, and females are 1 foot shorter.
What they lack in height, they make up for in girth. Their barrel chests and
bulbous bellies give the appearance that they are just as wide as they are
tall. Brew giants weigh 1,500 pounds with some individuals topping the
one ton mark. Their skin color ranges from light bronze to pale white, and
their bushy hair also tends toward the blonder shades. Males always grow
thick beards and moustaches. Brew giants often keep large dogs and birds
of prey as pets and guardians over their fields and stores of beer.
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Grainworm, Giant

Rigid, amber plates shaped into interlocking rings comprise the body of
a large worm with an enormous, malodorous maw. Disgusting slime oozes
between the junctions of its interlocking rings.

GIANT GRAINWORM
XP 2,400

N Large vermin

Init —1; Senses darkvision 60 ft., fremorsense 30 ft.; Perception +0

CR 6

AC 19, touch 8, flat-footed 19 (-1 Dex, +11 natural, -1 size)
hp 76 (9d8+36)

Fort +10; Ref +2; Will +3

Defensive Abilities sime; Immune mind-affecting effects

Speed 20 ft., burrow 20 ft.

Melee intoxicating bite +9 (2d8+6 plus grab and
intoxication)

Space 10 ft.; Reach 10 ft.

Special Attacks intoxicating bite, swallow whole (2d8+6
bludgeoning damage, AC 15, 7 hp)

Str 19, Dex 8, Con 18, Int —, Wis 11,1 10

Base Atk +6; CMB +11 (+15 grapple) CMD 20 (30 vs. grapple,
can't be fripped)

Skills Stealth =5 (-1 in plains); Racial Modifiers +4 Stealth in
plains

Environment temperate plains
Organization solitary
Treasure none

Intoxicating bite (Ex) Pure grain alcohol coats the
creature’s teeth. Any living creature bitten by
the giant grainworm must succeed on a DC 18
Fortitude save or go blind for 1d4 rounds and take
1d4 points of Dexterity and Wisdom damage.

A successful save negates the blindness and
halves the ability damage (minimum 1). The
blindness’ duration stacks with itself, but not with
other blindness spells and effects. Creatures
immune fo poison are immune to this effect.
Likewise, bonuses to saving throws made to
resist poisons also apply to this effect. The save
DC is Constitution-based.

Slime (Ex) Giant grainworms produce slime

that allows them to tunnel below the ground
with relative ease and makes them

extremely difficult to grapple.

They gain a +10 racial bonus

on Escape Artist checks

and combat maneuver

checks made to escape

a grapple, and fo their

CMD to avoid being

grappled.

The giant grainworm bears
no animosity toward mankind.
That sentiment is not mutual,
however. The large, ravenous
vermin subsists on a diet of grain,
particularly barley, corn, rye and wheat.
Naturally, the creature’s food preferences
bring it into conflict with humanoid farmers

who also grow these crops. A single giant grainworm can decimate a thriving
field in a matter of hours. Unlike most other pests, there are no natural or
manmade defenses that can stop the grainworm. It has no natural predators, it
can topple the sturdiest fences or burrow underneath them, and it fears nothing.
In simplest terms, the giant grainworm is a voracious eating machine. Many
farmers consider the monster to be the greatest threat to their livelihood.

The giant grainworm slithers through the fields and grasses in a constant
search for food. The large herbivore is primarily active during the daylight
hours. It burrows into the earth a few hours after sunset and remains there
until dawn unless disturbed by the presence of another creature on the
surface above its subterranean sleeping quarters. Though not aggressive
by nature, the giant grainworm can be territorial. Whenever roused to
action by a perceived trespasser, the creature deals with the threat by biting
it and attempting to swallow the intruder whole. If the battle turns against
the giant grainworm, the creature burrows into the earth until it reaches a
safe location. Farmers trying to kill or drive the monster from their land
attack the creature en masse, hoping to slay it before it slithers beneath the
soil. However, most of the time, residents hire seasoned adventurers to
eradicate the hungry menace.

Giant grainworms measure 16 feet in length and are 4 feet in diameter.
Small, spiny teeth surround the boundaries of their gaping maws, and a
horrific stench emanates from the undigested, fermenting grain in their
gullets. The slime dripping from their bodies aids their burrowing, and
their amber coloration offers some camouflage to these large creatures
as they move through tall grasses and tightly packed cornfields. Giant
grainworms are usually solitary nomads, though not by choice. The
creatures’ ravenous appetites make it difficult for them to share their
territory without exhausting their food supply in a matter of days. For that
very reason, large farming communities tremble at the sight of one giant
grainworm since more of the hungry beasts may also be on the way.
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Hag, Azimu

Tendrils of wiry, black hair pour down the warty face of a
hideously ugly crone.

AZIMU HAG

XP 2,400

CE Medium monstrous humanoid
Init +1; Senses darkvision 40 ft.; Perception +10

CR 6

AC 19, touch 11, flat—footed 18 (+1 Dex,
+8 natural)

hp 60 (8d10+16)

Fort +6; Ref +7; Will +7

SR 17

Speed 30 ft.

Melee 2 claws +12 (1d4+4 plus
blood fright) or lance +12/+7
(1d8+6/x3)

Ranged longbow +9/+4
(1d8/x3)

Spell-Like Abilities (CL 8th):
Constant—pass without
frace, tongues

At will—dancing lights,
disguise self, ghost

sound (DC 12), mount
3/day—death knell

(DC 14), phantom

steed

Str 19, Dex 12, Con 14,

Int 13, Wis 13, Cha 14

Base Atk +8; CMB +12;

CMD 23

Feats Alertness, Blind-

Fight, Deceitful, Great

Fortitude

Skills Bluff +8, Disguise +12, Handle Animal +6, Knowledge
(geography) +5, Perception +10, Ride +12, Sense Motive +3,
Stealth +12

Languages Aklo, Common

SQ mimicry

Environment temperate plains
Organization solitary
Treasure standard

Blood Fright (Su) Every time an azimu hag deals damage

to a humanoid victim, the creature struck must succeed on
a DC 16 Will save or be shaken for 1d4 rounds. Creatures
that succeed on this save cannot be affected again by
the same azimu hag'’s blood fright for 24 hours. Creatures
that are already shaken become frightened instead for 1d4
rounds. This is a mind-affecting fear effect. The save DC is
Charisma-based.

Mimicry (Su) An azimu hag can imitate the sounds of any
horse.

The nomadic azimu hag endlessly stalks the open plains
in search of fresh victims. Its relentless hunger for humanoid
flesh and bloodlust drive this loathsome creature to fravel
great distances over the course of a single day to sate its
appetite for meat and suffering. Azimu hags are unique
in the respect that they are adept riders and — barring
unusual circumstances — are always first encountered atop
a magically summoned or conjured steed. These cunning

predators typically appear to other humanoids
disguised as mounted hunters armed with a light
lance and a longbow. In spite of their innate cruelty,
azimu hags can temper their overwhelming thirst
for bloodletting long enough fo gain the frust of
their fellow fravelers. After the sun sets and the
campfire embers finally die, the azimu hag
springs into action and slays her unfortunate
companions. She then feasts on her prey with
carnal delight. It is for that very reason that
many seasoned plains travelers keep one
eye open in the company of strangers.

The cannibalistic azimu hag is a ferocious
combatant, but the wily crone prefers subterfuge
over brute force. Because of their nomadic

lifestyle, azimu hags almost always use their disguise

self spell-like ability to appear like attractive human

females. The coy seductress typically flirts with the

men in her traveling company. However, nothing

gives her more pleasure than watching her stunned

victim tremble at the sight of her true appearance.

Just as the female mantis devours her doomed mate,

the azimu hag tears her suitors to pieces as soon as

she is done with them. In the rare instances where

her illusions fail, she attacks her opponents with her

jagged claws or from horseback. She continues to

rend her prey until she kills her foe, or her enemy
forces her to retreat. She never surrenders.

Azimu hags are 6 feet tall with green, warty

skin and gangly arms ending in long fingers

culminating in sharpened claws. Their chiseled

faces and steel gray eyes reveal no emotions

except for a lascivious grin and a slight gleam

whenever they taste fresh blood on their

tongues and lips. Azimu hags do not have lairs;

therefore they are rarely accompanied by other

types of hags. Most azimu hags lead a solitary life;

however whenever they do form covens, the group

almost always consists exclusively of azimu hags. They carry all their

worldly goods with them, so their treasures tend to be lightweight items

such as gems and jewelry. They especially prize magic rings. They keep
these objects on their person and their mount whenever possible.

Hestovato

Jagged barbs protrude from the elbows of a leprous humanoid with
two faces on its head. A kind, human face looks forward, while a sinister,
demonic face looks backward.

HESTOVATO

XP 4,800

CE Medium monstrous humanoid
Init +3; Senses all-around vision, darkvision 60 ft.; Perception +17

CR8

AC 21, touch 13, flat-footed 18 (+3 Dex, +8 natural)
hp 95 (10d10+40)
Fort +7; Ref +12; Will +9

Speed 30 ft.
Melee 2 elbows +15 (1d8+4)
Special Attacks paralyzing goze

Str 19, Dex 146, Con 18, Int 14, Wis 15, Cha 16

Base Atk +10; CMB +14; CMD 27

Feats Blind-Fight, Cleave, Lightning Reflexes, Power Attack,
Weapon Focus (elbows)
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Skills Acrobatics +9, Bluff +9,
Climb +15, Disguise +13,
Intimidate +12, Perception +17,
Stealth +18, Survival +13;
Racial Modifiers +4

Perception, +4 Stealth
Languages Common,

Elven

Environment
temperate plains
Organization solitary,
gang (2-4)

Treasure standard

All-Around Vision (Ex) A
hestovato has two faces that
allow it to see in all directions.
Hestovatos gain a +4 racial
bonus to Perception checks
and cannot be flanked.
Paralyzing Gaze (Su) Paralyzed
with fear for 2d4 rounds, 30 feet,
DC 18 Will save negates. This is a
mind-affecting fear effect. The
save DC is Charisma-based.

The tribal peoples of the plains
generally refer to the malevolent hestovato
by a more colloquial name — two-face.

The wicked creature’s first appearance in
folklore practically dates back to the dawn
of man, yet despite its lengthy history, its
origins remain shrouded in uncertainty. The
most plausible myth claims that an angry
god transformed a traitorous mortal into
this wretched creature as punishment for
his betrayal. Other legends relay a similar
tale with subtle nuances. Whatever
their history, there is no doubt that

the grasslands’ nomads greatly fear

the hestovato and always keep a wary
lookout for this hideous monster in the
glow of their evening campfires.

Hestovatos roam the open plains
under the cover of darkness. They avoid large humanoid communities,
preferring to stalk small parties of men and women from afar as they
travel across the vast prairies. Like predatory animals, hestovatos target
the group’s weakest members, particularly children, pregnant women and
the injured. The creature moves through the grasses with great stealth as
it approaches its prey. In the warm light of the dying flames, the hestovato
turns its back to its victim and gazes at the terrified creature with its
demonic face. The ghastly sight is enough to paralyze the bravest of men,
let alone a frightened child or expectant mother. The hestovato then uses
its barbed elbows to finish the deed, tearing its target into pieces. Though
carnivorous, these monstrous humanoids kill other sentient beings for
the sheer thrill of doing so. They take greater delight mutilating the
corpse than consuming the raw flesh.

From the front, hestovatos look no different than the average
man. During the day, the creatures keep their distance from other
humanoids and often wear loose fitting clothing to conceal their
blotchy skin and elbow barbs, as well as a headdress to cover their
demonic face. Hestovatos caught spying on their future victims quickly
concoct a bogus explanation for their odd behavior. They typically claim
they are lost merchants, hunters and even holy men en route to a sacred
site. Hestovatos are usually encountered alone, but small groups of these
asexual monsters occasionally band together to pursue a large, humanoid
party. These alliances never last long. The greedy creatures soon squabble
over their choice of victims and the allotment of spoils.

Horse, Mustang

The spirit of raw freedom still burns in the heart of this majestic horse
as it thunders across the prairie.

MUSTANG

XP 600

N Large animal

Init +3; Senses low-light vision, scent; Perception +8

CR2

AC 14, touch 12, flat—footed 11 (+3 Dex, +2 natural, -1 size)
hp 17 (2d8+8)
Fort +7; Ref +6; Will +3

Speed 50 ft.; sprint
Melee bite +5 (1d4+5), 2 hooves +0 (1d6+2)
Space 10 ft.; Reach 5 ft.

Str21,Dex 17, Con 19, Int 2, Wis 17, Cha 11

Base Atk +1; CMB +7; CMD 20 (24 vs. trip)

Feats Endurance, Run®

Skills Acrobatics +3 (+7 when balancing and jumping),
Perception +8; Racial Modifiers +4 Acrobatics when
balancing and jumping

SQ combat trained

Environment temperate plains
Organization solitary, pair, herd (4-40)
Treasure none

Sprint (Ex) Once per minute, a mustang may sprinft,
increasing its land speed to 70 feet for 1 round.

Horses played an integral role in man’s conquest of the plains. The
domestication of these proud animals was a pivotal moment in human
history; however some horses refused to be tamed without a protracted
struggle. Men generally refer to these wild beasts as mustangs. These feral
horses live in herds that roam the open grasslands. Their constant search
for food and fresh water can take them upward of miles in a single day.
Men covet these animals for their speed and durability, but breaking the
free spirit of one of these headstrong animals is a dangerous task. Mustangs
are far more territorial and aggressive than their domestic counterparts.
They instinctively bolt at the first sign of a potential predator, including
humanoids, and attack any would-be captors with unbridled ferocity. For
those that succeed in subduing these wild beasts, the prize is a superior
mount that can be managed yet never truly tamed.

Fighting is a way of life for all mustangs, but especially the males.
Like most other social animals, mustangs have an
established hierarchy. A dominant mare serves
as the herd’s leader, directing the activities
of other group members comprised
mostly of other mares and juveniles.

The typical herd consists of twenty
individuals.
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Kayapi

Thick, grayish wool covers the body of a brawny, 6-foot-tall humanoid
with cloven hooves for feet and an ovine head. Two large, curved horns
protrude from the top of its head with their sharpened tips facing forward.

KAYAPI

XP 1,200

CN Medium monstrous humanoid

Init +4; Senses darkvision 60 ft.; Perception +6

CR4

AC 17, touch 10, flat-footed 17 (+7 natural)
hp 37 (5d10+10)
Fort +3; Ref +4; Will +7

Speed 30 ft.

Melee gore +9 (1dé+6)

Special Attacks powerful charge (gore, 2dé+6)
Spell-Like Abilities (CL 5th):

At will—detect magic

3/day—cure light wounds

1/day—remove disease

Str 19, Dex 10, Con 15, Int 12, Wis 13, Cha 16

Base Atk +5; CMB +9; CMD 19

Feats Improved Initiative, Iron Will, Skill Focus (BIuff)

Skills Bluff +11, Climb +8, Heal +6, Knowledge (arcana) +6,
Perception +5, Spellcraft +6, Stealth +4, Survival +5
Languages Common

SQ thumbless

Environment temperate plains
Organization solitary, pair, family (2—-6), community (10-60)
Treasure standard

Thumbless (Ex) A kayapi lacks an opposable thumb,
making it difficult fo grasp manufactured weapons and
other objects in its hands under stressful conditions. Any
fime a kayapi rolls a natural 1 on an attack roll with a
manufactured weapon, the kayapi drops the weapon. If
the kayapi wields the manufactured weapon with both
hands, the kayapi holds onfo the weapon if it succeeds on
a DC 12 Reflex save. Likewise, whenever a kayapi rolls a
natural 1 on a Reflex save, it drops everything held.

Many sages believe that the saying “beware of wolves in sheep’s
clothing” traces its origins back to man’s first dealings with the clever
kayapi. Legend claims that the creature owes its creation to a powerful
sorcerer who transformed a treacherous apprentice into this wretched
monster after he caught the charming young man in bed with his
ravishing wife. The myth’s widespread acceptance among plains settlers
can be attributed to the kayapi’s deceitful nature. Logic would dictate
that humanity has nothing to do with these conniving monsters, but
the kayapis sometimes aid other creatures in times of need. They are
skilled healers, and their intervention has saved many lives throughout
the years. Naturally, the kayapis do not lend their assistance out of pure
altruism. They always have an ulterior motive and have no regard for the
consequences that result from achieving their goals. Anyone who accepts
the kayapis’ help does so at his own peril.

Kayapis live on the fringes of civilization near the rugged cities, towns
and villages that dot the grasslands. They are sedentary farmers that construct
permanent settlements housing as many as 100 individuals, though most
kayapi communities are much smaller with an average population around 20.
In spite of their well-earned reputation for deviousness and their fearsome
appearance, kayapis are not militaristic or greedy. They show no interest in
expanding their territory and amassing great fortunes. Instead, kayapis firmly
believe in the legend surrounding their creation, and they do everything they

can to find a way to undo the curse that afflicts their race. The determined
humanoids no longer seek the mundane spells and items that have failed them
for centuries and now fixate their attention on the exotic and bizarre. Long
forgotten artifacts, homemade remedies, experimental magic, rare ingredients
and even cursed items capture their fancy. Whenever they aid other creatures,
locating and acquiring a means of undoing their unfortunate malady always
drives their actions. They let nothing stop them in their quest to regain what
they perceive to be their lost humanity. Kayapis first try to trick those who
stand in their way, but when all else fails, they lower their terrifying horns
and charge headlong at their opponent. Though they can use manufactured
weapons, their four-fingered hands lack opposable thumbs, which makes it
difficult for them to wield conventional weapons in battle.

The typical kayapi stands 6 feet tall and weighs 300 pounds regardless
of gender. Their skin is always pink, but it is rarely visible beneath the
thick coat of light gray wool that covers their entire bodies, including
their heads and faces. While gray is the most prevalent wool color by a
wide margin, white, ivory and brown can be found in larger communities.
Kayapis immediately slay any of their kin born with black wool, though
rumors persist that flocks of these creatures dwell on remote pastures
far from their brethren. Their heads are distinctly ovine with immense
rigid horns protruding from the top of their skulls that loop around the
back of their heads and culminate in a sharp end that ultimately points
in the same direction as their nose. Kayapis hate their appearance and
are most embarrassed about their cloven hooves, which they usually try
to hide with ill-fitting shoes and socks whenever they interact with other
humanoids. Despite these efforts, many people derogatorily call them the
“ugly shepherd’s bastard children,” an obvious reference to the purported
circumstances of their conception and birth.
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Malingering Spirit

This apparition stares with hate-filled eyes. A wry, malignant sneer
spreads across its thin lips.

MALINGERING SPIRIT

XP 2,400

NE Medium undead (incorporeal)

Init +6; Senses darkvision 60 ft.; Perception +10

CR 6

AC 17, touch 17, flat-footed 14 (+4 deflection, +2 Dex, +1
dodge)

hp 76 (9d8+36)

Fort +7; Ref +7; Will +9

Defensive Abilities incorporeal,

rejuvenation; Immune undead traifs

Weaknesses desecration bound

Speed fly 40 ft. (perfect)

Melee nether touch +8 (1dé plus 1
negative level)

Special Attacks obscene touch,
planar sacrifice

Str —, Dex 14, Con —,

Int 14, Wis 12, Cha 19

Base Atk +6; CMB +8; CMD 23
Feats Blind-Fight, Dodge,
Improved Initiative, Iron Will,
Lightning Reflexes

Skills BIuff +10, Fly +19, Intimidate
+11, Knowledge (arcana)

+11, Knowledge (planes)

+8, Knowledge (religion) +11,
Perception +10, Sense Motive +8,
Spellcraft +11, Stealth +9
Languages Abyssal, Common, Infernal

Environment any
Organization solitary
Treasure standard

Desecration Bound (Su) A malingering

spirit is mystically bonded to a

single desecrated altar, shrine or

permanent fixture dedicated to

its deity or aligned higher power.

It must remain within the radius

of the desecrate spell plus an

additional amount of feet equal to

the spell’s radius. In most instances,

it cannot move more than 40 feet from

the bonded object without suffering consequences. A
malingering spirit that strays too far from its bonded object
immediately takes 1dé points of Charisma damage. Each
minute thereafter, the malingering spirit takes an additional
1dé points of Charisma damage. Eventually, the separation
reduces the malingering spirit's Charisma to 0, thus
“destroying” the malingering spirit. If rejuvenates 2d4 days
later, if possible.

Nether Touch (Su) The malingering spirit bristles with
negative energy. Its touch deals 1dé points of damage and
bestows 1 negative level on a successful hit. The malingering
spirit does not gain 5 temporary hit points for each negative
level it bestows on an opponent. Instead, it can opt to
temporarily assume corporeal form for up to 5 rounds for
each negative level bestowed on an enemy. While in

this form it loses its deflection bonus to AC and fly speed.
Reverting to and from its incorporeal form is a move action.
Malingering spirits use this ability to once again feel the
physical sensations that they savored during their perverse
mortal existence. Any negative levels can be removed after
24 hours with a successful DC 18 Fortitude save. The save DC
is Charisma-based.
Obscene Touch (Su) This incorporeal touch attack only
affects living creatures with an Intelligence score of 3
or higher. As a standard action, the malingering spirit
momentarily merges its incorporeal body with its foe's body.
The perverse violation is a fremendous distraction that
causes self-loathing and despair. The target must succeed
on a concentratfion check to cast spells. If a different
condition requires the target to attempt a concentration
check, the DC increases by +5. In addition, the subject
suffers a —4 penalty to all Intelligence-based and Wisdom-
based skill checks. The subject creature no longer trusts
anyone and cannot be an ally fo another creature.

This prevents it from benefiting from spells and spell-like
effects that target allies or use feats and other abilities
that require an ally’s assistance. The subject cannot
aid another, and any spells it casts no longer affect

allies. A successful Will save (DC 18) negates these
effects. Every 10 minutes, the target may attempt
a new saving throw to end the effect. This is a
full-round action that does not provoke
attacks of opportunity. A creature
that successfully saves against
the obscene touch cannot be
affected by the same malingering
spirit's obscene touch for 24 hours.
This is a mind-affecting effect. The
save DC is Charisma-based.
Planar Sacrifice (Su) By sacrificing
a humanoid victim in physical
contact with its desecrated,
bonded object, the malingering
spirit can duplicate the effects
of alesser planar ally spell. The
malingering spirit only chooses
sacrificial victims consistent with
those it preyed upon during its mortal
existence. The ritual always fails if it
attempts to sacrifice other creatures
for this purpose. Like the spell, the sacrificial
ritual lasts for 10 minutes and can be completed once per
day. The deity or aligned higher power attuned to the altar,
shrine or permanent fixture then sends the outsider to the
malingering spirit; however, the sacrificed creature’s soul
serves as its payment for performing a service. The called
outsiders remain under the malingering spirit's control for
one week. The malingering spirit can control 18 HD worth of
outsiders. If the malingering spirit exceeds this number, the
newly called creatures fall under its control, and any excess
outsiders from previous sacrifices return fo their home plane.
Casting consecrate, hallow or any similar magic upon the
bonded altar, shrine or other permanent fixture releases
called outsiders from their service unless the malingering
spirit succeeds on a Will save against the caster’s DC for
a spell of that level. Likewise, dousing the bonded altar,
shrine or other permanent fixture with a sufficient amount
of holy water to cover the entire surface releases the
called outsiders for their service if the malingering spirit fails
a DC 11 Will save. The malingering spirit must attempt a
Will save for each outsider under its control. Permanently
or even temporarily destroying the malingering spirit also
releases called outsiders from its service. A freed outsider
immediately returns to its home plane.
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Rejuvenation (Su) It is impossible to destroy a malingering spirit
by force of arms: the “destroyed” spirit restores itself in 2d4
days. The only way to permanently destroy a malingering spirit
is fo “destroy” its incorporeal form and then cast consecrate,
hallow or any similar magic upon the bonded altar, shrine

or other permanent fixture or douse the object with enough
holy water to cover its entire surface. Consecrating the altar
without first “"destroying” the malingering spirit's incorporeal
form deals 3dé6 points of positive energy damage to the
creature; however it does not permanently sever the bond
between the creature and the object. The creature’s force of
will and connection to its malevolent benefactor restore the
desecration effect 1d4 rounds later.

Some people’s lies and deceptions are so brilliantly flawless that they are
said to lead a double life. By day, they show the world their upstanding public
facade. Yet, when night falls and the world’s attention turns elsewhere, their
true nature emerges from the shadows. They become unfaithful spouses,
abusive parents, corrupt leaders and untrustworthy friends. However, the
charade cannot continue indefinitely. In the end, those they hurt pull back
the veil and reveal the ugly truth for all to see. There are some though,
whose sins are so terrible and perverse that their hidden existence endures
even after their mortal life ends. On these rare occasions, dark and vile
entities take notice and magically bind the malevolent creature’s soul to a
profane object where it lives out the rest of eternity as a malingering spirit.

The wicked apparitions owe their existence to the evil forces that
took an interest in them. While there is no consensus about the exact
criteria needed to attract these beings’ attention, it appears certain that
the creature’s crimes must be so grave that even other evildoers could
not bear to witness their heinous deeds. Sadism, perversity, deception
and murder compromise the key components to becoming a malingering
spirit. In fact, death only seems to intensify the compulsion to indulge its
sick, violent and deviant fantasies. The spirit’s drive to once again engage
in the pleasures of the flesh is so strong that it motivates the creature’s
every action. It is most interested in temporarily attaining corporeal form,
which it does using its nether touch ability. Fortunately for humanity, the
malingering spirit is limited by the fact that it cannot venture far from its
desecrated object and must act through others. To accomplish its ends, the
malingering spirit strikes bargains with mortals, offering them the services
of an outsider in exchange for fresh sacrifices. Those foolish enough to
make a deal with these malevolent creatures soon rue their decision.

These incorporeal creatures appear as they did in life with the exception
that they no longer hide behind their fagade. They frequently lick their
pufty lips and always have a salacious grin on their faces. Their callous
eyes burn with desire, and they frequently make provocative gestures
and contort their bodies into bizarre, suggestive positions. A malingering
spirit is always encountered alone in the desolate places where it led its
clandestine second life. Most craved earthly riches during their lifetimes,
and their greed endures even after their deaths.

Ngomifari

Though more upright than the typical ape, this bipedal creature is
undoubtedly simian. It has the head, arms and upper torso of a chimpanzee
with hairy, humanoid legs and feet.

NGOMIFARI

XP 1,200

NE Medium monstrous humanoid

Init +3; Senses darkvision 60 ft.; Perception +9

CR4

AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 37 (5d10+10)
Fort +3; Ref +7; Will +7

Speed 30 ft., climb 30 ft.
Melee 2 claws +10 (1d4+4)

Special Attacks stunning surprise
Spell-Like Abilities (CL 5th):
3/day—disguise self, ventriloquism (DC 14)
1/day—invisibility

Str 19, Dex 16, Con 14, Int 13, Wis 13, Cha 16

Base Atk +5; CMB +9; CMD 22 (26 vs. trip)

Feats Deceitful, Iron Will, Weapon Focus (claw)

Skills Bluff +9, Climb +17, Disguise +14, Intimidate +9,
Perception +9, Sleight of Hand +6, Stealth +15, Survival +6;
Racial Modifiers +4 Bluff, +4 Disguise, +4 Stealth
Languages Common, Sylvan

SQ knuckle-walk

Environment urban
Organization solitary, pair, pack (5-10), gang (12-144)
Treasure standard

Knuckle-walk (Ex) Though they walk upright with relative
ease, Ngomifaris are tfreated as quadrupeds and receive a
+4 bonus to their Combat Maneuver Defense when resisting
a trip attempt while standing on the ground.

Stunning Surprise (Ex) Whenever a Ngomifari scores a hit
against a flat-footed creature, that creature is considered
flat-footed until the end of the Ngomifari’'s next turn
regardless of any class features and abilities it may have.

If the Ngomifari scores a critical hit against a flat-footed
creature, that creature is also stunned for 1 round (until just
before the Ngomifari's next turn) unless it succeeds on a DC
16 Fortitude save. A successful save negates the stunning
effect, but the creature is still considered flat-footed until the
end of the Ngomifari's next furn.

Some sages believe that men and apes shared a common ancestor
somewhere in the distant past. If that is the case, the conniving Ngomifari
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may be the best living proof of this theory. In spite of its undeniable
simian origin and appearance, the cunning beast is more at home in
and around humanoid communities than it is in the wild. The resident
humanoids would prefer that these loathsome creatures remain in their
natural habitat — the copses scattered across the neighboring savannahs.
Their reputation for causing havoc precedes them in every city, town and
village they visit. Upstanding citizens always keep an eye out for these
sinister monsters that lurk in the dark alleys and lawless underbellies in
large cities and towns. In the dank cellars and sewers, they conduct their
nefarious business with the settlement’s criminal elements. These masters
of disguise and deception are willing to undertake any illegal enterprise
for a handsome fee. Burglary, forgery, confidence schemes, rigged games
of chance and smuggling comprise their areas of expertise, though
they have no qualms expanding their operation to include more violent
endeavors. Many plains settlers often quip, “For every one Ngomifari you
can see, there are 100 victims that you cannot see.”

Ngomifaris rely upon subterfuge and stealth to get the upper hand
on their enemies. Their preferred tactics include using their powers of
disguise to attack an unsuspecting foe and dropping down onto a surprised
opponent from a concealed position. When forced into melee combat,
the powerfully built monsters wield vicious claws that they use to slice
through armor and flesh. Ngomifaris are not renowned for their bravery.
They flee in the face of danger and retreat to a safe location in order to plot
their revenge. In spite of their innate cowardice, they keep trying to exact
their vengeance against their designated target until they finally succeed,
even if it demands numerous attempts.

Male and female Ngomifaris are virtually identical in size and appearance.
They are still slightly taller than the average man even with their stooped
postures. Thick, black hair covers their bodies from head to toe, though it is
not visible beneath their fine clothing. Their long arms nearly touch the ground,
allowing them to easily walk on all fours whenever doing so is advantageous
to them. Their long fingers are remarkably dexterous, but they never wield
manufactured weapons. Instead, they adorn their hands, wrists and fingers with
extravagant jewelry. Ngomifaris especially prize magical rings, gloves and
gauntlets, and they value these items above all others. Likewise, they often wear
veils, hats and headdresses to conceal their faces when moving among humans.

Ombu Horse

This majestic, wooden steed trots with tremendous grace and agility
as it parades across the grasslands.

OMBU HORSE
XP 800

N Large construct

Init +1; Senses darkvision 60 ft.; Perception +0

CR3

AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, -1
size)

hp 52 (4d10+30)

Fort +1; Ref +2; Will +1

Immune construct fraits; Resist fire 5

Speed 40 ft.

Melee bite +5 (1d4+2)

Space 10 ft.; Reach 5 ft.
Special Attacks gout of lame

Str 14, Dex 12, Con —, Int —, Wis 10, Cha 1
Base Atk +4; CMB +7; CMD 18 (22 vs. trip)
SQ Trainable

Environment any
Organization solitary
Treasure none

Gout of Flame (Su) As a standard action

Construction

An ombu horse is assembled from pieces of fire-resistant wood,
typically ombu wood, and a masterwork leather saddle that are
doused with exotic oils infused with crushed herbs and horsehair
worth at least 300 gp.

CL é6th; Price 8,300 gp

Craft Construct, animate objects, geas/quest, limited
wish, mount, resist energy (fire), scorching ray, creator
must be caster level é6th.

Skill Craft (carpentry) DC 17; Cost 4,150 gp

once every 1d4+1 rounds, an ombu horse can spit a gout of
flame dealing 3dé points of fire damage to a single target
up to 20 feet away. A successful DC 13 Reflex save halves
the damage. The save DC is Reflex-based.

Trainable (Ex) An ombu horse can follow the simple
directions of its master in spite of the fact that it is mindless.
It is freated as if it were combat-tfrained. It can be directed
to move in combat if the rider succeeds on a Ride check

fo guide with knees. Likewise it can be commanded fo

fight if the rider succeeds on a Ride check to fight with a
combat-trained mount. The same check is also needed to
command the ombu horse to use its gout of lames aftack.
Finally, the rider can get the ombu horse to leap if he
succeeds on a Ride check fo leap. The rider can perform
the stay in saddle, soft fall and fast mount or dismount tasks
without the ombu horse’s cooperation. The rider cannot

use the spur mount task on the ombu horse. (See the “Ride”
section in Chapter 4 of the Pathfinder Roleplaying Game for
details regarding these tasks.)

According to legend, Prince Aluuwatto is responsible for directing the
construction of the first ombu horse 700 years ago. The king’s haughty
son felt that no living horse was worthy of carrying his noble person in

all of his triumphant glory. He commissioned
his clan’s wizard to fashion him a steed
befitting of his lofty position. Pressed

for time and resources, the crafty
magician built a horse from the parts

of several children’s rocking horses

made from soft ombu wood

and spare riding
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equipment. Though the construct was slower and less fit for combat
than a trained heavy horse, it compensated for these deficiencies with
its regal bearing and endless stamina. Much to his surprise, the wooden
beast pleased the arrogant prince as he strode into his newly acquired
territory on the back of the world’s first ombu horse. Since then, other
practitioners of arcane magic followed suit and created more ombu horses
for themselves and anyone else with a large enough coin purse to afford
the wondrous creation.

Ombu horses are ill suited for combat. The construct’s soft, wooden
legs are not strong enough to gallop and to strike opponents with any
significant force. The creature can only trot. Though this particular gait
is aesthetically pleasing to watch, it is slower than a conventional gallop.
However, ombu horses are not defenseless. They are always constructed
from fire-resistant wood and can periodically expel a jet of flame to scorch
their enemies. Their lightweight construction materials allow them to leap
over barriers that would impede the typical combat horse. They do not
know fear and never bolt in the face of danger and unnatural auras. Still,
an ombu horse is viewed more as a status symbol than a feared combatant.
Noblemen and aristocrats ride these creatures into battle to show off their
wealth and importance while occasionally blasting an enemy with gouts
of searing hot flames. Likewise, they are also used for long journeys as the
ombu horse has no need to stop for food, water and rest along the way. On
occasion, powerful kings use a pair of these constructs to pull their royal
carriages on important diplomatic missions.

An ombu horse resembles a living specimen in every detail. They are
slightly smaller than the typical light horse and their coloration is also
similar. Most are chestnut brown with black as the second most-prevalent
color. White and gray lag far behind these two colors. Ombu wood is the
most-common construction material on the plains, but ombu horses in
other environments may use different types of fire-resistant wood.

Though it is mindless, an ombu horse can follow simple
directions. An ombu horse only obeys its master, which is
determined at the time of its creation. It tries to unseat anyone
else who attempts to ride it, and it expels a jet of flame at any
creature that attacks it.

Protean, Phambente

Covered by colorful bluish-green scales, this serpentine
creature has a rounded, snakelike head with an elongated,
protrusive snout filled with razor-sharp teeth. lIts disproportionally
undersized arms and fingers end in wicked claws.

PHAMBENTE PROTEAN

XP 1,600

CN Medium outsider (chaotic, extraplanar, protean,
shapechanger)

Init +5; Senses blindsense 30 ft., darkvision 60 ft., detect
law; Perception +7

CRS

AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural)
hp 51 (6d10+18)

Fort +8; Ref +8; Will +0

Defensive Abilities amorphous body, freedom

of movement; DR 5/cold iron;

Immune acid, mind-affecting effects,

polymorph; Resist electricity 10, sonic 10;

SR 16

Speed 30 ft., fly 30 ft. (perfect)

Melee bite +10 (1d6+3 plus delusion),
2 claws +9 (1d4+3)

Spell-Like Abilities (CL 6th):
Constant—detect law

At will—lesser confusion (DC 12),
sleep (DC 12)

3/day—see invisibility

1/day—chaos hammer (DC 14), magic circle against law

Str 16, Dex 13, Con 16, Int 11, Wis 6, Cha 13

Base Atk +6; CMB +9; CMD 20

Feats Improved Initiative, Lightning Reflexes, Weapon Focus
(bite)

Skills Bluff +8, Fly +18, Intfimidate +6, Knowledge (arcana) +7,
Knowledge (planes) +9, Perception +7, Spellcraft +7, Stealth +8
Languages Abyssal, Protean

SQ change shape (polymorph)

Environment any (Limbo)

Organization solitary, pair, choir (3-6)

Delusion (Su) A creature struck by a phambente’s bite
aftack is infused with raw insanity and must succeed

on a DC 16 Will save or become delusional for 1 round.
Rounds of delusion dealt in this manner stack. A delusional
character cannot discern what is real and what is not. He
is unsure how to act, causing him to suffer a -2 penalty

to attack rolls, weapon damage rolls, saving throws, skill
checks, concentration checks and ability checks. Spells
cast by a delusional character have a 20% chance of
failure. In this state, he is particularly vulnerable to illusions,
freating all saving throws against these spells as if he rolled
a natural 1. This is a mind-affecting effect. The save DC is
Constitution-based.

Rational minds institute law and irrational minds sow chaos.
Insanity is the seed that grows entropy and chaos. Sunder the bonds
of reality, and the universe reverts to its disordered, primordial state.

These statements best describe the phambentes’ philosophy. These

outsiders aspire to spread delusion and delirium to every living
creature and inanimate object they encounter. They believe they
are the agents of lunacy and entropy in a world destined to
come undone.

Phambentes rarely seek to corrupt sane minds, and instead
focus their energies on those already afflicted with
madness. Some even masquerade as asylum staff and
patients, where they roam the hallways whispering
their inane babbling into the welcoming ears of
their crazed minions. Insane mortals summon
these creatures to advance their absurd plots,
and these creatures are all too willing to aid
them in their endeavors. Phambentes achieve
these goals by instilling madness into their
opponents using their magical abilities.
They are particularly fond of confusing their
enemies as well as using their delusion attack
to implant doubt into their foes’ uncertain
minds. They prefer to spread the plague
of insanity to other sentient creatures
rather than outright kill them
whenever possible. With that said,
they are not averse to slaying those

that stand in their way.
Like other proteans, phambentes
are decidedly snakelike with bluish-
green scales covering the length of their
serpentine bodies. Though undoubtedly
reptilian, their heads are shaped like
a typical humanoid skull. They have a
crocodilian snout filled with serrated teeth
that protrudes from their scaly faces, and
stubby, prehensile hands with sharp claws.
Phambentes are equally comfortable slithering
across the ground or taking to the air. In spite
of their entropic outlook, these creatures hoard
precious gems and are particularly covetous of

brightly colored, shiny jewelry.
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Psychic Devourer

Grossly elongated fingers, a slight head tilt and a blank, inquisitive
facial expression are the only traits that distinguish this creature from an
ordinary man.

PSYCHIC DEVOURER

XP 1,600

NE Medium monstrous humanoid

Init +6; Senses darkvision 60 ft.; Perception +10

CR5

AC 17, touch 13, flat-footed 14 (+2 Dex, +1 dodge, +4
natural)

hp 51 (6d10+18)

Fort +5; Ref +7; Will +6

Immune mind-affecting effects

Speed 30 ft.

Melee 2 slams +10 (1d4+3 plus grab)

Special Attacks expert grappler, memory gaze, psyche
feed

Str 16, Dex 14, Con 16, Int 1, Wis 12, Cha 1

Base Atk +6; CMB +9 (+13 grapple); CMD 22 (26 vs.
grapple)

Feats Dodge, Improved Initiative, Weapon Focus (slam)
Skills Perception +10

Languages Common (cannot speak, see psyche feed)

Environment any
Organization solitary
Treasure incidental

Expert Grappler (Ex) The psychic devourer
is a skilled grappler allowing it fo use ifs
grab ability against any Medium-sized
creature or smaller.

Memory Gaze (Su) Modify memory,

range 30 feet, Fortitude DC 16 negates.
The save DC is Constitution-based.

Once per day as a standard action,

the psychic devourer can eliminate all
memory of an event the target actually
experienced as per the modify memory
spell. Psychic devourers use this ability
immediately after feeding to erase all
recollections of their attack against the
victim.

Psyche Feed (Su) A psychic devourer wraps
its elongated fingers around its target’s head
and feeds on its psyche. An unwilling victim
must be successfully grappled and then
pinned before the psychic devourer can
use this ability. The psychic devourer deals
1d3 points of Intelligence and Charisma
drain each round the pin is maintained
and then adds the amount of Intelligence
and Charisma drained from its victim to

its own Intelligence and Charisma scores.
These additional points of Intelligence

and Charisma fade from each ability
score af arafe of 1 point per day. After
each successful psyche feed attack,

the victim must succeed on a DC 16

(+1 for every previous save) Will save

fo avoid being stunned for 1d3 rounds.

A stunned creature is not required to
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make additional saving throws fo resist this effect as long
as it remains stunned. Likewise, the psychic devourer must
also succeed on a DC 16 (+1 for every previous save) Will
save after every successful psyche feed attack to continue
feeding. A failed save causes the psychic devourer to end
the grapple and prevents the creature from feeding again
unfil its Intelligence and Charisma scores are reduced to 1.

This ability has no effect on creatures other than
humanoids and monstrous humanoids. The psychic
devourer must be able to reach the victim's head to feed
in this manner. This is a mind-affecting effect. The save DC is
Constitution-based.

There are rare instances where the failure to resist a baleful incantation
creates unintended consequences. The psychic devourer is one such
example. Being deprived of one’s mental faculties in the blink of an eye
is a terrifying prospect, especially for those who devoted their entire
lifetime to developing their minds. The unnatural process of quarantining
a man’s intellect and personality to the brain’s deepest recesses is too
traumatic for a few, unique individuals. When subjected to a feeblemind
spell or another ability that reduces their Intelligence and Charisma
scores to 1, these beings transform into psychic devourers. At first, the
physical metamorphosis is virtually unnoticeable. Unable to speak, the
psychic devourer monotonously moans and groans in a futile effort to

communicate. Over time, the creature’s fingers elongate as it seeks
to feed on the minds of others.
Psychic devourers lead a solitary, nomadic life, traveling from
one community to the next in search of humanoid prey. When it
arrives inanew location, the residents often crown the dimwitted,
groaning monster as the settlement’s newfound village idiot.
The ignorant, yet cunning creature plays along with the
charade. It lets the townsfolk ridicule and abuse it as
it looks for future victims among the populace. The
psychic devourer targets the most vulnerable humans
— the sick, the young and the very old. When
night falls, the creature takes to the fields, alleys
and residences in search of the potential prey it
identified earlier in the day. It attacks first with
its slam attack and attempts to grab its foe. Once
it has a firm grasp on its opponent, the psychic
devourer wraps its elongated fingers around the
victim’s head and feeds on its knowledge and
personality. As it does so, the monster laughs
with giddy delight, slowly and deliberately
uttering words and phrases that it frequently
spoke in its previous existence. After it has had
its fill, the psychic devourer releases the victim
and erases the victim’s memory of the attack. If
the psychic devourer fails to modify the creature’s
memory, it resumes its slam attacks against the
victim until it slays its opponent. Otherwise, the
slightly smart and more charismatic psychic
devourer resumes its role as the village idiot until
it is ready to eat again.

Psychic devourers dress in bedraggled
clothes with long sleeves to partially conceal
their unusual hands. They have no interest in
acquiring worldly goods, and they despise all

forms of magic. The monsters especially abhor

any creature that can cast arcane spells. If the
psychic devourer sees that person using magic,
it immediately targets that individual above
all others. This is especially true whenever
it encounters the person that feebleminded
it. In that particular instance, the psychic
devourer dispenses with all pretenses and
charges headlong toward its intended target.
It never retreats and always fights to the
death regardless of the circumstances.
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Raggedy Man

This 2-foot-tall creature looks like a limp, cloth doll missing its hands
and feet. Two red glass shards serve at its eyes, and bright scarlet hair
protrudes from its head.

RAGGEDY MAN

XP 800

CE Tiny aberration

Init +3; Senses darkvision 60 ft.; Perception +8

CR3

AC 15, touch 15, flat-footed 12 (+3 Dex, +2 size)

hp 26 (4d8+4 plus 4)

Fort +2; Ref +6; Will +5

Defensive Abilities unstructured

DR 5/cold iron; Immune mind-affecting effects, paralysis,
poison, polymorph, sleep effects and stun

Speed 10 ft.

Ranged ranged touch +8 (burst of strength or strand of
weakness)

Space 2-1/2 ft.; Reach O ft.

Special Attacks beguiling gaze (DC 14), burst of strength,
strand of weakness (DC 14)

Str2, Dex 16, Con 12, Int 6, Wis 12, Cha 14

Base Atk +3; CMB +4; CMD 10

Feats Lightning Reflexes, Toughness

Skills Perception +8, Stealth +22; Racial Modifiers +4 Stealth
Languages Common (cannot speak)

Environment urban
Organization solitary, pair, pack (3-6)
Treasure none

Beguiling Gaze (Su) Any creature within 30 feet that

meets the raggedy man’s gaze is beguiled for 2d4 rounds
if it fails a DC 14 Will save. A beguiled creature can take

no actions, but is not helpless. Each round on its turn, a
beguiled creature may attempt a new saving throw to end
the effect. This is a full-round action that does not provoke
attacks of opportunity. A creature that successfully saves

is immune to the same raggedy man's beguiling gaze for
24 hours. This is a mind-affecting effect. The save DC is
Charisma-based.

Burst of Strength (Su) A raggedy man that has drained
Strength within the last hour can unleash a glowing sphere
from its eyes at any target within 30 feet. The raggedy man
must succeed on aranged touch attack to strike its target.
The sphere deals 2d4 points of force damage. The raggedy
man can use this effect a number of times equal to the
amount of Strength drain it dealt within the last hour.

Strand of Weakness (Su) A raggedy man can use this
ranged touch attack to target any living creature within 30
feet. When a raggedy man hits with its strand of weakness
attack, it attaches a strand of gossamer fo its victim. While
attached, the raggedy man drains 1 point of Strength each
round as a swift action. The effect is so subtle that the victim
must succeed on a DC 14 Fortitude save each round to
even notfice the strand and its effect. The victim gains a

+2 bonus to its Fortitude save for every previous save the
creature made against this effect. Creatures that cannot
see the raggedy man add +5 to the saving throw's DC.
Sleeping creatures instead add +10 to the saving throw's
DC. The strand instantly breaks as soon as the attached
creature moves more than 30 feet away from the raggedy
man. Likewise, any creature, including the attached

creature, can use a move action fo automatically sever the
stfrand. The raggedy man cannot aftach to more than two
creatures at any one time. The save DC is Charisma-based.
Unstructured (Ex) A raggedy man has no internal bodily
structures and organs. It is not subject to critical hits or
flanking. It is immune to bleed, mind-affecting effects, pain
effects, paralysis, poison, polymorph, sleep effects and
stunning. It cannot be constricted and takes no damage
from grappling attacks. It does not take additional damage
from precision-based attacks, such as sneak attack.

Bizarre and enigmatic are the best words to describe the raggedy man.
At first glance, the odd aberration seems to be a neglected child’s toy.
Whether by design or a wildly fortuitous stroke of luck, the creature
uses its resemblance to an inanimate doll and the ubiquitous scarecrow
to blend into its environment without rousing suspicion. Raggedy men
effortlessly breathe through their clothlike skin, which is more akin to a
thin membrane than actual epidermis. Because of this unique feature, they
can remain perfectly still and appear lifeless for hours and sometimes days
at a time. Raggedy men also lack any internalized structure. They have no
bones, no organs and no blood. There is nothing beneath their thin outer
coating other than countless strands of silky gossamer tightly wound into
a spongy stuffing. The creature’s weird anatomy leads many scholars to
conclude that raggedy men are magical creations that somehow found a
way to propagate descendants from an original prototype. Regardless of
the circumstances surrounding their genesis, raggedy men are hideous
monsters that subsist on strength sapped from other living creatures.

Raggedy men primarily dwell near farms and settlements. In a rural
setting, they pose as small scarecrows. Raggedy men living in an urban
environment play the role of a discarded doll waiting to be rescued by an
unfortunate family. Unless they are engaged in combat, they move only
when they are certain no one is watching. In either guise, these predatory
aberrations bide their time before striking. They wait until their intended
victim is alone and preferably asleep. In most
cases, raggedy men prey on family pets and
young children, but a group of raggedy
men may even attack an adult human
or farm animal. After selecting a
target, the creature sneaks up on his
opponent and releases a strand of
silky gossamer that attaches to
its enemy’s skin. The raggedy
man draws strength from its
target through this conduit.

The process of extracting
strength from a foe is subtle
and practically unnoticeable,
especially if the creature is
asleep. If the victim detects
the raggedy man’s presence,
the creature uses its beguiling
gaze to subdue its startled
enemy. When all else
fails, raggedy men fight

to the bitter end,
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as they cannot fathom the meaning of death.

The typical raggedy man reaches an average height of 2 feet and weighs
a mere 3 pounds. Its body shape resembles that of a skinny child, though
its arms and legs end in rounded stumps instead of hands and feet. Their
skin coloration ranges from bright white to taupe, and their hair is usually

some shade of red. The glass shards that function as eyes are always red.

Consistent with their other bizarre physiological features, raggedy men
can survive for weeks on end without eating. Their alien minds do not

grasp the concept of wealth.

Rainmaker

Attired in the finest clothing, a derby hat and a handcrafted mahogany
cane, this handsome, affable man turns heads and exudes an air of mystery
and confidence wherever he goes.

RAINMAKER

XP 1,200

NE Medium fey

Init +4; Senses low-light vision; Perception +11

CR4

AC 16, touch 14, flat-footed 12 (+4 Dex, +2 natural)
hp 33 (6dé6+12)

Fort +4; Ref +9; Will +7

DR 5/cold iron; SR 15

Speed 30 ft.

Melee mwk rapier +9 (1dé+1/18-20)

Special Attacks instigate

Spell-Like Abilities (CL 6th):

3/day—entangle (DC 15), fog cloud, obscuring mist
1/day—call lightning (DC 17), command plants (DC
18). diminish plants, plant growth

Str 13, Dex 18, Con 15, Int 14, Wis 15, Cha 18

Base Atk +3; CMB +4; CMD 18

Feats Quick Draw, Weapon Finesse, Weapon Focus
(rapier)

Skills Bluff +17, Diplomacy +13, Escape Artist +11,
Knowledge (geography) +9, Knowledge (local) +9,
Knowledge (nafure) +11, Perception +11, Sense
Motive +11, Sleight of Hand +9, Stealth +11;

Racial Modifiers +4 Bluff

Languages Aklo, Common, Sylvan

SQ call rain, woodland stride

Environment temperate plains
Organization solitary
Treasure standard

Call Rain (Sp) Once per day, a rainmaker
can create steady light rain or snowfall if
the tfemperature is cold enough. This effect
functions as control weather save that it can
only be used to create light precipitation,
and it affects a circle with a 2-mile radius

or less as designated by the rainmaker. The
rainstorm created is static.

Instigate (Su) A rainmaker always knows

the right words to sow discord and mistrust
among other creatures. As a standard
action, a rainmaker implants a suggestion
info the mind of another living creature.

The target must be within 30 feet of the
rainmaker, and it must also hear and
understand the rainmaker. The subject resists
the effect with a successful DC 17 Will save.
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A failed save allows the rainmaker to suggest that another
creature within the target’s line of sight means fo harm

the subject. Each round, the subject has a 50% chance to
attack the creature allegedly intending to harm it using all
methods at the subject’s disposal. Otherwise, the target
spends the round shouting and gesturing at its alleged
assailant. The subject can take no actions while doing so,
but is not considered helpless. The creature being aftacked
by the subject is free to react in any manner it chooses,

up fo and including aftacking the subject. If the alleged
assailant attacks the subject, the subject attacks that
creature and confinues doing so unfil the effect ends. The
effect lasts for 6 rounds. After the effect ends, the subject’s
attitude toward its alleged assailant is freated as unfriendly
regardless of any previous relationship between the two
partfies.

Whether the save is successful or not, the subject is
immune fo the same rainmaker’s instigate effect for 24
hours. Likewise any creature, including the alleged assailant,
that heard the rainmaker’s instigate effect is also immune
to the same rainmaker’s instigate effect for 24 hours.
Rainmakers use this effect sparingly, as listeners that save
against the effect may turn against the rainmaker. When
this occurs, the crafty fey creatures try to bluff their way out
of the sticky situation. This is a mind-affecting, language-
dependent effect. The save DC is Charisma-based.

Woodland Stride (Ex) A rainmaker can move through any
sort of foliage at full speed without taking damage or
suffering impairment. Areas of foliage that have been
magically manipulated affect it normally.

Farmers can be a competitive lot. Though they are renowned
for working together through tough times, envious eyes are easy
to find in every farmhouse and field. Only the most cantankerous

misanthropes wish for the outright ruin of their neighbors, but
there is still a burning desire to do better than others. Hard
work, sound planning, fertile soil and a good business model
are the tools used by most aspiring farmers to achieve their
goals. However, a few avaricious souls look to an easier
alternative — the charismatic rainmaker. This charming fey
creature looks and acts the part of a dashing gentleman. He
promises his prospective clients plentiful rainfall, remarkable
plant growth and spectacular crop yields, and unlike the typical
huckster, the rainmaker actually delivers incredible results.

In spite of barely lifting a finger, the lucky farmer enjoys

astounding prosperity and good fortune. In exchange for his

assistance, the rainmaker asks for only one thing — a future
service. The rainmaker deliberately omits any details about
the nature of this service, but he assures his mark that it is just

a small favor. Meanwhile, much to the rainmaker’s delight,

jealous competitors bemoan the lazy upstart’s undeserved

success.

These malicious fey creatures revel in sowing discord
and spawning bitter feuds within farming communities. Of
course, the rainmaker has an ulterior motive for his actions.

He wants to expel the humanoid farmers from the land and

return the earth to its natural state. The rainmaker can think

of no better way to simultaneously accomplish this goal and
derive some amusement from this endeavor than to turn the
residents against each other and watch the divisive spectacle
unfold from afar. He lights the powder keg’s fuse with his
small favor, which always turns out to be a malicious prank
that ignites a war between competing families. As the
battle rages on, the rainmaker destroys selected crops in a
deliberate effort to escalate the hostilities and expand the
conflict into new territory. In due time, the rainmaker’s
scheme may reduce an entire town to cinders.
Naturally, the rainmaker shies away from combat and
uses his proxies to take up arms on his behalf. When left
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with no other alternative, the gentlemanly fey uses his mastery of plants
and the weather to entangle his enemies and call bolts of lightning down
upon his foes. The devious rainmaker’s cane also doubles as a scabbard
for its masterfully crafted rapier. If victory seems improbable, the
rainmaker’s thoughts turn to escape. Rainmakers typically use fog cloud
to conceal their getaway. A cornered and defeated rainmaker cordially
surrenders and graciously offers his humble services to his vanquisher.
He bides his time in the victor’s company until he can later escape or win
his captor’s trust.

Rainmakers appear as handsome men with long, brown hair that they
tuck underneath their tall derby hat. They have an olive complexion and an
athletic physique. A rainmaker’s eyes are always green, and many humans
claim to see a gleam in their eyes whenever they see their schemes come
to fruition. The fey creature wears fine, twill trousers and a gentleman’s
coat, but he is always barefoot. Rainmakers are exclusively male and are
usually solitary creatures, though they sometimes combine forces to throw
a large farming settlement into total disarray. Rainmakers amass sizable
personal fortunes from the plundered treasuries of their ruined victims.

Spiradillo

Hard yet flexible scales akin to plate armor cover the body of what
otherwise looks like a large, sleek, predatory cat with an elongated snout
filled with sharp, jagged teeth.

SPIRADILLO

XP 1,600

N Large magical beast

Init +0; Senses darkvision 60 ft., low-light vision, scent;
Perception +6

CRS

AC 18, touch 9, flat-footed 18 (+9 natural, -1 size)
hp 57 (6d10+24)
Fort +9; Ref +5; Will +3

Speed 30 ft., swim 20 ft.

Melee bite +11 (1d8+5), 2 claws +10 (1d4+5)
Space 10 ft.; Reach 10 ft.

Special Attacks bowling trip

Str 21, Dex 10, Con 18, Int 6, Wis 12, Cha 6

Base Atk +6; CMB +12; CMD 22 (26 vs. trip)

Feats Power Aftack, Skill Focus (Stealth), Weapon
Focus (bite)

Skills Perception +6, Stealth +8, Swim +18; Racial
Modifiers +4 Stealth

Languages Common (cannot speak)

Environment temperate plains
Organization solitary or pair (plus 2—-4 young)
Treasure standard

Bowling Trip (Ex) As part of a charge, a spiradillo can
tuck its head and legs into its body akin fo a tightly
packed ball as it hurtles itself info its target’s legs like
a modern bowling ball, allowing it to trip its farget
without provoking an attack of opportunity. If the
target has more than 2 legs, the spiradillo adds +4 to
its combat maneuver aftack roll for each additional
leg the target has. (The spiradillo can use this

attack against a creature that cannot be

tripped, but the attack always fails.) If the

attack succeeds, the target is knocked

prone and takes 1dé+7 points of

damage. A creature that fakes damage

from this atfack must succeed on a DC

17 Fortitude save or its speed is reduced

by half. The penalty lasts for 24 hours or until the creature
receives magical healing that cures all the damage dealt by
this attack. If the target has more than 2 legs, the Fortitude
save's DC increases by +1 for each additional leg it has. The
spiradillo ends the charge on the opposite side of the target
or in the nearest open space behind the creature if there
are other creatures occupying that space. It can return to

its upright state as a free action or it may remain in a tightly
packed ball until the end of its turn. If it chooses the latter
option, it can take no actions, but it gains a +4 enhancement
bonus to its existing natural armor. If the attack fails, the
spiradillo unwinds from its tightly packed posture and stops in
the space directly in front of the opponent. It is also knocked
prone. The save DC is Constitution-based.

Natural selection takes some strange twists, and the spiradillo is one of
the odder divergences. Most assume that the monster is an unnatural cross
between a leopard and an armadillo, but reality is even more bizarre. In
spite of its resemblance to these animals, the spiradillo actually descends
from an ancient species of crocodiles that transitioned to life on land
countless millennia ago. This creature originally emerged from the rivers
bisecting the grasslands for brief intervals before retreating back into the
water. However, it found more plentiful prey on land than in the shallow
waterways. As it transitioned to its new habitat, the beast’s body adapted in
kind. Though it retained its impressive musculature and formidable natural
armor, its legs grew longer, its torso slimmed significantly, its snout became
less pronounced, and the length and girth of its tail greatly diminished.

Spiradillos target large herbivores, especially
horses, buffalos and cattle. These creatures developed
an unusual tactic that greatly differs from those
used by other predatory animals against these
sizable enemies: They barrel toward their foes
at full speed and at the last instant wrap their
armored body into a sphere much like a living

66



CHAPTER 6: NEW MONSTERS

bowling ball. The attack is intended to topple its intended target and
damage its often fragile legs to reduce the victim’s speed. Unable to
outrun the aggressive predator, the injured creature must stand and fight
against the armored beast’s frightening claws and bite. Spiradillos are still
good swimmers, and it is not uncommon for them to chase their prey into
the water where they likely hold a decided tactical advantage. Spiradillos
are not picky when selecting prey. They eat anything and are not averse to
assaulting wayward humanoids who cross their path.

The average spiradillo is 10 feet long, stands 4 feet high and weighs
450 pounds. Females are marginally larger than males. As vestigial
remnants of their reptilian heritage, spiradillos are hatched from eggs that
their mother lays along the edges of lakes, streams and rivers. Spiradillos
are highly territorial and are encountered alone or in mated pairs along
with their young. Over the passing millennia, their coloration faded from
dark green to a yellowish-green color that helps the low-lying predators
slyly move through the tall grasses. Their pale yellow eyes are also more
forward set than their crocodilian relatives and their tails are significantly
shorter and thinner. Spiradillo eggs are quite valuable, fetching as much as
1,000 gp on the open market, as plains-dwelling giants and even dragons
use the creatures as guardians and hunting companions. Some wealthy
humanoids also raise the creatures as exotic pets in spite of the monster’s
surly disposition and aggressive nature. Spiradillos cannot be trained and
attack any creature that they deem to be prey.

Tear Collector

A watery, blue sheen surrounds a spindly, childlike
creature with bulbous eyes and a depressing frown
etched onto its innocent face.

TEAR COLLECTOR

XP 1,600

NE Small outsider (extraplanar, water)
Init +5; Senses darkvision 60 ft.;
Perception +11

CR5

AC 19, touch 13, flat-footed
17 (+1 Dex, +1 dodge, +6
natural, +1 size)

hp 39 (6d10+6)

Fort +6; Ref +5; Will +7

Speed 20 ft., swim 40 ft.
Melee melancholy
touch +9 (1d10 plus 1d3
Charisma damage, Fort
DC 15)

Special Attacks
melancholy touch (DC
15), tears of suffering
(DC 195)

Str 14, Dex 13, Con 12,

Int 12, Wis 15, Cha 15

Base Atk +6; CMB +7;

CMD 19

Feats Dodge, Improved

Initiative, Lightning Reflexes

Skills Escape Artist +10, Knowledge
(planes) +10, Perception +11, Sense
Motive +11, Spellcraft +10, Stealth +14,
Swim +19

Languages Aquan, Common; telepathy
100 ft.

Environment any (Elemental Plane of Water)
Organization solitary

Treasure none

Melancholy Touch (Su) A tear collector’s touch deals
1d10 points of damage plus 1d3 points of Charisma
damage. A DC 15 Fortfitude save negates the Charisma
damage but not the physical damage. The save DC is
Charisma-based.
Tears of Suffering (Su) As a standard action once every
1d4 rounds, a tear collector can spray bitter, stinging
tear drops in a 20-ft.-cone dealing 4dé points of acid
damage. Creatures in the area may attempt a DC 15
Reflex save to halve the acid damage. In addition, living
creatures that take damage from the teardrops are
also overcome by tremendous sadness. For the next six
rounds, the subject falls prone and intermittently sobs
and weeps. The affected creature may take a single
move action or standard action each round (butf not
both, nor can he take full-round actions, but he can still
take swift, immediate and free actions). The impulsive
blubbering and wailing imposes a 20% chance of spell
failure when casting spells with verbal components. A
successful DC 15 Will save negates this effect. A creature
that successfully saves against the sadness effect is
immune fto the same tear collector’s sadness effect for
the next 24 hours. Creatures with an Intelligence score
of 2 or less are not affected by this ability. The sadness
effect is a mind-affecting effect. The save DCs is
Charisma-based.

Legends say that a child’s imagination can bring
most anything to life. That assertion remains
unverified, but this wicked monstrosity proves
that a child’s suffering can give birth to a
creature of pure evil. Some believe that these
creatures coalesce from the actual tears of
innocent children subjected to unspeakable
acts of cruelty and depravity. Others contend
that they are the manifestation of their
tormentors’ twisted nightmares. The malevolent
tear collectors waste no time contemplating their
origins and are instead singularly focused on
spreading sadness and melancholy to every living
creature they encounter.
Tear collectors constantly relive the horrific crimes
that sprang them into existence. They replay the
dreadful events over and over in their warped minds,
savoring every agonizing cry and bloodcurdling scream
with voyeuristic delight. Because of this connection to
the past, they rarely stray far from the locations where
these terrible crimes brought them into existence.
Tear collectors do not go out of their way to seek new
victims. They are content waiting for other living
creatures to come to them. When this occurs, the tear
collector prefers to remain hidden until it can ambush its
foes and blast them with its tears of suffering ability. On
subsequent rounds, it attempts to touch its enemies until
its tears of suffering ability fully recharges.

Their affinity for water coats their small, thin bodies in
a blue sheen. The sadness needed to create even one tear
collector is so great, that it is very unusual to encounter more
than one in a particular location. There are rare instances
where perpetrators’ crimes are so heinous and prolific that
two or more tear collectors’ territories overlap. In these cases,
the clever outsiders coordinate their attacks in battle, taking
turns unleashing their tears of suffering attacks against their
opponents. Whenever possible, tear collectors spend most of
their time in water. If they amass any treasure, they usually hide

it underwater.
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Tokoloshe

Standing no more than 3 feet tall, these scrawny, hairy humanoids have

proportionally oversized heads that feature bright red eyes, a mouth full of

Jjagged teeth, long pointed ears, scraggly beards and a wide, flattened nose.
Their wrinkled skin is always some combination of red, brown and green.

TOKOLOSHE

XP 135

Tokoloshe warrior 1

NE Small humanoid (goblinoid)

Init +2; Senses darkvision 60 ft.; Perception +3

CR1/3

AC 16, touch 13, flat-footed 14 (+2 armor, +2 Dex, +1 shield,
+1 size)

hp 7 (1d10+1 plus 1)

Fort +3; Ref +2; Will +0

Speed 30 ft.
Melee short sword +2 (1d4/19-20)
Ranged shortbow +4 (1d4/x3)

Str 11, Dex 15, Con 12, Int 10, Wis 9, Cha 6

Base Atk +1; CMB +0; CMD 12

Feats Alertness

Skills Climb -8, Perception +3, Ride +5, Sense Motive +2,
Stealth +9; Racial Modifiers -8 Climb, +4 Stealth
Languages Goblin

SQ magic pebble

Environment temperate plains and forests

Organization gang (4-9), warband (10-16 with goblin dog
mounts), fribe (17+ plus 100% noncombatants; 1 witch; 1
chieftan of 6th-8th level, 2—4 lieutenants, 10-40 goblin dogs,
wolves, or worgs)

Treasure NPC (leather armor, light wooden shield, short
sword, shortbow with 20 arrows)

Magic Pebble (Su) All tokoloshes keep a single, magic
pebble in their mouths at all fimes. Once per day as a free
action, the tokoloshe can swallow the pebble and become
invisible until the beginning of its next turn. A new pebble
must remain in the tokoloshe’s mouth for 24 hours before it
gains this magical property.

Tokoloshes are wild, unruly cave dwellers that typically live on the
fringes of the civilized world. They are predominately found on the open
plains where their small size and agility make them adept at ambushing
prey in the tall grasses. The cunning goblinoids are exclusively
carnivorous, hunting all manner of creatures to sate their voracious
appetites. Tokoloshes take whatever meat they can get, though they have
a strong preference for humanoid flesh, particularly elves and humans.
Goblin dogs and wolves typically accompany them on their hunting
expeditions.

Tokoloshes sometimes cooperate with their goblin cousins, though
each race’s leaders vie for supremacy. They undoubtedly share a common
heritage with their more prevalent goblin cousins, but their innate magical
abilities hint at some fey or outsider lineage. The wily monsters have the
supernatural ability to momentarily vanish from sight, affording them
the opportunity to either outflank a vulnerable opponent or get a head
start on their escape. They use this unique power with great effectiveness
on the battlefield in conjunction with their swarming tactics. Like other
tribal societies, the strongest warrior ultimately ascends to the coveted
role of chieftain. In this capacity, the tokoloshes’ supreme ruler asserts
his dominance over his weaker brethren as well as other humanoid and
goblinoid races in the area.

Tokoloshes are short, wiry humanoids with disproportionally large,

bestial heads and a thick coat of hair. Male tokoloshes occupy every
position of power within the tribe except one — the tribal witch. Like their
goblin cousins, the highly superstitious tokoloshes greatly fear the power
of the witch’s hex and to a lesser extent their mastery of arcane magic.
Witches are always female, and in some unusual cases, they may not even
be a tokoloshe. Though the witch does not lead the tribe into battle, she
exerts tremendous influence over the actions of its chieftain.

Tokoloshes have a ravenous appetite for food and riches. They are
the ultimate binge-eaters, able to devour roughly one-quarter of their
bodyweight in a single meal and also go for several days without a morsel.
Tokoloshes are particularly fond of jewelry and gold. Their chieftains and
clerics love to adorn their bodies with the spoils of war.

Tokoloshe Characters

Tokoloshes are defined by their class levels — they do not have racial
Hit Dice. They have the following racial traits.

+2 Dexterity, +2 Wisdom, —2 Charisma: Geresuns are hardy people
with strong personalities, but they are prone to acting in a rash manner.

Small: Tokoloshes are Small creatures and gain a +1 size bonus to their
AC, a +1 size bonus on attack rolls, a —1 penalty to their CMB and CMD,
and a +4 size bonus on Stealth checks.

Fast: Tokoloshes are fast for their size, and have a base speed of 30 feet.
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Darkvision: Tokoloshes can see in the dark up to 60 feet.

Magic Pebble: A tokoloshe has the ability to create a magic pebble, as

described above.

Skilled: Tokoloshes are sneaky and hard to spot; they gain a +4
racial bonus on Stealth checks. However, as plains natives they lack the
opportunity to develop skill at climbing; coupled with their exceptionally

large head, this leads to them having a —8 penalty on Climb checks.

Languages: Tokoloshes begin play speaking their own Goblin.
Tokoloshes with high Intelligence scores can choose from the following:

Common, Giant, Gnoll, Halfling and Orc.

Tsetsabu

Fear fills the eyes of a 4-foot-tall, slightly built humanoid with amber

skin and frizzy, straw-colored hair.

TSETSABU

XP 400

N Small humanoid (tsetsabu)

Init +2; Senses darkvision 60 ft.; Perception +3

AC 14, touch 14, flat-footed 11 (+2 Dex, +1
dodge, +1 size)

hp 9 (2d8)

Fort +0; Ref +5; Will +1; —4 vs. fear
Weaknesses fear monger

Speed 30 ft.
Melee short sword +4 (1d4-1/19-20)
Special Attacks sneak attack +1dé

Str 8, Dex 14, Con 10,

Int 12, Wis 12, Cha 8

Base Atk +1; CMB -1; CMD 12

Feats Dodge, Weapon Finesse?®

Skills Perception +3, Stealth +12, Survival +6;
Racial Modifiers +4 Stealth

Languages Common, Elven

S$Q hide in plain sight

Environment temperate plains
Organization pack (6-10)
Treasure NPC gear (short sword)

Fear Monger (Ex) Tsetsabus are

easily frightened. They suffer a

—4 penalty to all saves against fear

effects.

Hide in Plain Sight (Ex) A tsetsabu can use

the Stealth skill even while being observed. A
fsetsabu can hide itself in the open without
actually hiding behind anything. A tsetsabu
can use this ability only while it is being
observed by humanoids. The ability has no
effect while being observed by other creature
types.

Sneak Aftack (Ex) Tsefsabus have a sneak
attack for +1dé points of damage that is
identical to the rogue ability. This ability stacks
with any sneak attack damage that a
tsetsabu gains from another source.

For adolescent boys, their first hunt with the
tribe’s men is an important rite of passage on
their path to adulthood. Many boys spend their
childhood looking forward to the critical event
with anticipatory delight. Proud fathers teach

CR1
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their eager sons how to blend in with their surroundings, sneak up on their
quarry and ultimately slay their intended prey. Practicing hunting techniques
with small, harmless creatures is one thing. Staring a fearsome boar or an
angry buffalo in the face is something entirely different. When that moment
of truth arrives, the majority performs admirably, but a small number freeze
at the most inopportune time. Hesitation is a natural response to a young
person’s first real encounter with peril, and many overcome their fear on
subsequent attempts. There are a few though who cannot cope with fear.
For this unfortunate handful, life in their community becomes unbearable.
Incessant ridicule follows them everywhere they go. The shame takes a
heavy, psychological toll on the developing youngsters, forcing them to
leave their homes and venture out into the unforgiving wilderness. Those
that survive the first weeks eventually come across others just like them.
Those they left behind in their native towns and villages refer to these
outcasts as tsetsabus, which they define as the “frightened ones.”
Tsetsabus always travel in groups of six to ten individuals, and are
never encountered alone. Tsetsabus scour the open plains searching
for wild fruits, vegetables and grains. They also follow human hunters
from afar, hoping to steal or scavenge precious scraps of meat from their
former counterparts. What they lack in strength and bravery, they make
up for with ingenuity and stealth. Tsetsabus are extremely adept at
avoiding detection by their fellow humanoids. In fact, they can even
go unnoticed whenever another humanoid directly observes them.
They use these skills to infiltrate humanoid campsites, homes and
villages on their endless quest for food. In the unlikely event that
they are caught in the act of stealing, escape is foremost on their
minds. However, tsetsabus never willingly leave another tsetsabu
behind, even if they must fight to save their friend’s life. In combat,
tsetsabus attack with their short swords. They rely heavily on sneak
attacks, whether they gain them from flanking their enemies or using
their Stealth skill. They continue to fight until their morale finally breaks.
Tsetsabus are commonly thought of as a human offshoot. Human is the
predominant racial heritage for all tsetsabus, but most also have some
measure of elf, goblin, halfling and even orc blood coursing through their
veins. The typical tsetsabu is short and spindly with small hands and
dexterous fingers. Skin color ranges from a light brown to pale white.
They always wear drab clothing intended to help them blend in with
their surroundings. Tsetsabus live in caverns and abandoned humanoid
settlements on the outer fringes of thriving humanoid communities. As
many as 100 tsetsabus may inhabit their lair, but the average population
is usually around 20 individuals. Their society is almost exclusively
male. Tsetsabu females are rare; most tsetsabus kidnap an infant
humanoid girl during their raids and rear her as their own. Once she
reaches adulthood, the tsetsabus crown her as their queen. She wields
absolute authority over the community and is free to select a consort of
her choosing. Most tsetsabu queens bedeck themselves with wondrous
jewelry stolen from their humanoid neighbors.

Woahuapa (Maizefolk)

Two short, truncated stalks serve as legs for a 7-foot-tall corn plant
with a central stalk, closed husks and serrated leaves. An open husk
atop the mass of leaves is vaguely humanoid in shape and appears to
function as the creature’s de facto head.

WAHUAPA CR4
XP 1,200

N Medium plant

Init +0; Senses low-light vision; Perception +8

AC 17, touch 10, flat-footed 17 (+7 natural)
hp 37 (5d8+15)

Fort +7; Ref +1; Will +1

Immune plant traits

Speed 20 ft.
Melee slam +8 (1d4+6 plus bleed)
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Special Attacks bleed (1d3)
Spell-Like Abilities (CL 5th):
3/day—entangle (DC 11)

Str 18, Dex 10, Con 16, Int 7, Wis 10, Cha 10

Base Atk +3; CMB +7; CMD 17

Feats Power Attack, Skill Focus (Perception), Weapon Focus
(slam)

Skills Perception +8, Stealth +14 (+22 in plains); Racial
Modifiers +8 Stealth (+16 in plains)

Languages Common (cannot speak)

SQ blood meal, grasswalk, serrated leaves

Environment temperate plains
Organization solitary, crop (3-6)
Treasure none

Blood Meal (Ex) If a wahuapa spends
10 minutes absorbing the freshly
spilled blood (within the last hour) of a
humanoid creature, the blood heals
5 hit points or grants it 5 temporary
hit points that last 1 hour. Once the
wahuapa feeds in this manner, it
may not do so again until at least 8
hours later.

Grasswalk (Ex) A wahuapa can
move through any undergrowth
(including magically

manipulated undergrowth) at

its normal speed, and can even
make a 5-foot step within such
terrain. A wahuapa can move
normally through the area

affected by its own entangle
spell-like ability.

Serrated Leaves (Ex) The

wahuapa's serrated leaves are
extremely sharp. Anyone striking

a wahuapa with a natural weapon
or unarmed strike takes 1d3 points of
slashing damage. A creature that
grapples a wahuapa or is grappled
by one takes 1dé points of slashing
damage each round the grapple
persists.

The cultivation of corn is a way of life
for many plains settlers. When extreme drought
plagues the land, desperate farmers in need of rain
sometimes take drastic measures to appease the gods
and simultaneously provide life-giving moisture to
their precious crops. On those rare occasions where
prayers and offerings fail, the community
may revert to a gruesome last resort —
human sacrifice. As the fresh blood soaks
the soil, thirsty corn plants longing for
nourishment absorb the sacred fluid’s
water content. In most cases, nothing
remarkable happens to the plant, but
there are instances where the victim’s
spilled blood instills sentience and
a desire for vengeance into the
otherwise mindless corn
stalk. Within hours of
its first feeding, the
malevolent  creature
uproots itself from the
ground and seeks out

those responsible for its ungodly creation. The monsters are generally
known as wahuapas, though some people also call them maizefolk.

There is no accepted consensus to explain why a tiny minority of
plants exposed to blood become wahuapas and the remainder does not.
The current theory contends that the affected plants already tasted human
blood before their transformation into wahuapas. Whatever the case may
be, there is no uncertainty that the metamorphosis imbues the creature
with limited intelligence that it uses to exact revenge against its unwitting
creators. If nothing else, wahuapas are cunning. During the daylight
hours, the monstrous plant takes root in the cornfields where it blends in
with the other plants while it waits for its intended victims to come to it.
Under the cover of darkness, it stealthily makes its way into the civilized
world and slays its enemies. The wahuapa’s serrated leaves are extremely
sharp and make excellent weapons. In addition, the sentient plant also
exerts some influence over its mindless brethren. Wahuapas do not know
fear and never retreat even in the face of an angry mob.

After their transformation, wahuapas stop growing and producing
seeds. The wahuapa looks like an ordinary corn plant in every respect
except for one — a bulbous ear of corn shaped like a humanoid head
sitting atop its central stalk. This open husk functions as the creature’s
brain. The wahuapa’s head lacks a mouth; it still relies upon its roots to
absorb nutrients from the earth. It keeps its stubby legs buried beneath
the ground when it is not moving. Wahuapas are usually encountered
alone, but there are recorded instances where the malevolent plants
banded together to defeat their human adversaries. Though they target
the persons who slew the original blood sacrifice, over time wahuapas
become indiscriminate killers that murder any humanoid that crosses their
path. In many cases, the plant lingers long enough to absorb the victim’s
spilled blood. In spite of its intelligence, the creature exhibits no interest
in material goods and treasure. Any items found in its vicinity were left
behind by its unfortunate victims.

Yumbo

This 2-foot-tall pearly white humanoid with silver hair wears traditional
local garb. It moves with great agility and a playful smile spans from ear
to ear.
YUMBO CR2
XP 600
CG Small fey
Init +4; Senses low-light vision, detect chaos, detect evil,
detect good, detect law; Perception +9

AC 16, touch 16, flat-footed 11 (+4 Dex, +1 dodge,
+1 size)
hp 18 (4d6+4)
Fort +2; Ref +8; Will +6
DR 5/cold iron

Speed 20 ft.
Melee short sword +7 (1d4-2)
Ranged javelin +7 (1d4-2)
Spell-Like Abilities (CL 4th):
Constant—detect chaos, defect evil, detect
good, detect law
3/day—dancing lights, ghost sound (DC 12),
mage hand, prestidigitation (DC 12)
1/day—charm person (DC 13), sleep (DC
13), ventriloquism (DC 13)

Str 6, Dex 19, Con 12,
Int 15, Wis 14, Cha 15
Base Atk +2; CMB -1;
CMD 14
Feats Dodge, Weapon
Finesse
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Skills Acrobatics +11, Craft (traps) +9,
Escape Artist +11, Knowledge (nature) +9,
Perception +9, Perform (dance) +9, Sleight
of Hand +11, Stealth +19; Racial Modifiers
+4 Stealth
Languages Common, Elven, Sylvan

Environment temperate plains
Organization solitary, pair, warren (4-24)
Treasure standard (short sword, 5 javelins)

According to popular folklore, yumboes are the
reincarnated spirits of deceased friends. The clever
yumboes know better than to ruin a good thing,
so they play along with this commonly held
belief. To make the ruse even more convincing,
they frequently name their offspring after the
recently departed members of the surrounding
human communities. Most humans never
catch onto the deception, though not because
the yumboes are particularly convincing in their
role as reincarnated spirits. Few humans even make
a halfhearted effort to pierce the illusion. The notion
that beloved friends still live among them brings comfort
to those still grieving their loss. The truth provides no solace.

Yumboes are actually fey creatures. They dwell in
underground burrows close to humanoid settlements. These
subterranean complexes consist of an expansive network of
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tunnels and chambers akin to those built by prairie dogs. Yumboes are
playful and friendly, but they are also flighty and restless. They lack
the patience to grow crops and rely upon the local humanoids to
unwittingly do it for them. They sneak into the farmers’ fields
during the dead of night and steal bushels of corn as well as
other fruits and vegetables. After hours of preparation, the
yumboes partake in an extravagant feast the following
evening. In addition to their kin, the fun-loving fey also invite
the local humanoid residents to join in the celebration
under the warm glow of the moon. In this respect, the
yumboes believe that they are sharing the harvest with

their neighbors rather than stealing from them.
Yumboes are lithe, attractive creatures with
bubbly personalities and boundless energy
for playing and celebrating. Yumboes live in
family units that are directly proportional in
size to the local human population. A yumbo
complex near a large city can number in the
hundreds. Those close to small, rural outposts
frequently consist of tightknit immediate families.
Yumboes defend their homes and their relatives
with their lives. They use their illusion magic to
deceive their enemies and lead them into traps and
ambushes. They prefer to scare their enemies away
and resort to killing only when left with no other
choice. Yumboes sometimes hold captured foes
for ransom and demand magic, gems and jewelry

in exchange for the prisoner’s freedom.
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Opells

Akin to a master potter sculpting a lump of ordinary clay into an artistic
masterpiece, those that dabble in the art of magic constantly shape and
reshape magic into unique, new forms. Whether they derive their power
from a divine entity or harness their energy from an arcane source,
innovation is the common bond that unites them. For those adventurers
who seek their fortunes on the vast expanses of the tropical and temperate
grasslands, the spells they design take several different tacks. Some aspire
to mastery of their environment. Others seek to manipulate it, and the
balance dream of conquering it. Presented below are a repertoire of spells
intended to accomplish any of these preceding goals and more.

ACID WATER

School transmutation; Level alchemist 1, sorcerer/wizard 1
Casting Time 1 standard action

Components V, S, M (powdered gold worth 10 gp)

Range touch

Target flask of water fouched

Duration instantaneous

Saving Throw Will negates (object); Spell Resistance yes (object)

This spell transforms a flask (1 pint) of water into corrosive acid
that deals 1d6 points of acid damage on a direct hit. (See the “Special
Substances and Items” section in Chapter 6 of the Pathfinder Roleplaying
Game Core Rulebook for additional details.)

BLADES OF GRASS

School transmutation; Level druid 2, ranger 2

Casting Time 1 standard action

Components V, S, DF

Range medium (100 ft. + 10 ft./level)

Area light and heavy undergrowth in a 40-ft.-radius spread
Duration 1 minute/level (D)

Saving Throw none; Spell Resistance no

This spell causes tall grasses, weeds and other plants to develop sharp,
serrated leaves and grow spiny needles from their stems. Any creature
that enters a square containing light undergrowth affected by this spell
takes piercing damage equal to 15 (20 for heavy undergrowth) minus the
creature’s AC. Dexterity and dodge bonuses to AC do not count for this
calculation. (Creatures with an AC of 15 or higher [20 or higher for heavy
undergrowth], without considering Dexterity and dodge bonuses, take no
damage from contact with the affected undergrowth.)

Any creature within the area of the spell when it is cast takes no damage
until they attempt to move. Creatures with the ability to pass through
overgrown areas unhindered can pass through affected undergrowth
at normal speed without taking damage. If you cast this spell on plants
that have already been magically manipulated to impede movement, the
previous spell immediately ends and is replaced by this one.

BLOOD BROTHERS

School transmutation; Level cleric/oracle 3, druid 3, inquisitor
3, ranger 3, witch 4

Casting Time 1 round

Components V, S, M/DF (a drop of the caster’s blood)
Range touch

Target you plus one living creature touched per five levels
Duration 1 minute/level (D)

Saving Throw Will negates (harmless); Spell Resistance yes

This spell forms a mental and physical bond between the affected
creatures. As long as they are on the same plane of existence, the affected
creatures are aware of the others’ general condition — unharmed,
wounded, dying or dead and the other creatures’ whereabouts if the other
creatures’ location is a familiar place, or an obvious one.

When the spell is cast, each subject, including you, rolls 1d6 and
consults the following table:

Table 7-1: Abilities

1dé | Ability

1 Strength
Dexterity

Constitution

Intelligence
Wisdom
Charisma
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The subject then compares its score in the randomly chosen ability to its
blood brothers’ scores in the same ability. Enhancement bonuses and other
temporary ability score modifiers are not considered in this comparison. If
the subject’s ability score is higher than any of its blood brothers’ ability
scores, the blood brothers use the subject’s ability score or their own score,
whichever is higher, for the duration of the spell. If the subject’s ability
score is the lowest ability score, the subject uses the next highest ability
score in place of its own. Any increase to your ability score or another
creature’s ability score is treated as an enhancement bonus to that score.

For instance, you cast blood brothers and touch your allies Gelfon, the fighter,
and Hallaway, the sorcerer. You, Gelfon and Hallaway are the spell’s targets.
You start the process of sharing abilities. You roll a 3. Your Constitution is 12.
Gelfon’s Constitution is 16 and Hallaway’s is 14. Because you have the lowest
Constitution score, you get a +2 enhancement bonus to your Constitution so that
your modified Constitution of 14 matches Hallaway’s score, which is the next
highest. Gelfon goes next and rolls a 1. Gelfon’s Strength is 18. Your Strength
is 14 and Hallway’s is 13, so both your scores are lower than Gelfon’s 18. You
get a +4 enhancement bonus to Strength and Hallaway gets a +5 enhancement
bonus to Strength. Hallaway goes last and rolls a 5. Her Wisdom is 14, which is
lower than your 17, but higher than Gelfon’s 12. Gelfon gets a +2 enhancement
bonus to Wisdom, and your Wisdom score remains the same.

Subjects cannot share the same ability more than once. If a subject rolls
the same ability as a previous subject, he continues rolling until he gets a
different result than the other subjects. Multiple castings of this spell do
not stack. A creature can only be affected by one blood brothers spell at a
time. Casting a new one ends the previous one.

CIRCLE THE WAGONS

School conjuration (creation); Level sorcerer/wizard 4
Casting Time 1 standard action

Components V, S, M (a splinter from a wagon wheel)
Range 40 ft.

Target all foes within a 40-ft.—-radius burst centered on you
Duration instantaneous

Saving Throw none; Spell Resistance yes

You conjure into existence a spinning wheel that hovers above you and
fires a bulletlike projectile at every enemy within the area. It uses your base
attack bonus plus your Intelligence or Charisma modifier (wizard and sorcerer
respectively). Your feats or combat actions do not affect the wheel’s attacks.
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The projectiles deal 1d10 points of damage per hit +1 point per every five
caster levels (maximum +4 at 20th level) and have a critical multiplier of x3.
You suffer no penalties for firing at an opponent engaged in melee. Intervening
creatures and objects may provide cover. The projectiles strike as a spell, not
as a weapon, so it can damage creatures that have damage reduction.

The wheel cannot be damaged, but it can be dispelled as normal. It
disappears out of existence as soon as it finishes resolving its attacks.

CLUMSINESS

School enchantment (compulsion) [mind-affecting]; Level
bard 1, inquisitor 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S, M (a drop of olive oil)

Range close (25 ft. + 5 ft./2 levels)

Targets one living creature/level, no two of which may be
more than 30 ft. apart

Duration instantaneous

Saving Throw Will negates; Spell Resistance yes

A subject affected by this spell drops everything held, as if the subject were
stunned. Because this is a compulsion effect, an object held in two or more
hands is just as likely to be dropped as an item held in one hand. Picking up a
dropped item is a move action that provokes an attack of opportunity.

Ccolic

School necromancy; Level cleric/oracle 2, druid 2, inquisitor
2, ranger 1, witch 2

Casting Time 1 standard action

Components V, S, DF

Range close (25 ft. + 5 ft./2 levels)

Target one animal/level, no two of which can be more than
30 ft. apart

Duration 1 round/level (D)

Saving Throw Fortitude negates; Spell Resistance yes

This spell nauseates animals. Horses are particularly susceptible to this
ailment, causing them to suffer a —2 penalty on their Fortitude save. A
mount affected by this spell attempts to unseat its rider. This only occurs
once, when the spell is cast. A mount attempting to unseat its rider rolls
a combat maneuver check opposed by the rider’s Ride check. If the
mount’s combat maneuver check exceeds the results of the rider’s Ride
check, the rider is knocked off the mount and lands prone in a space
adjacent to his mount. For the remaining duration of the spell, the animal
can take only a single move action each turn, though it no longer tries
to unseat its rider, if any. Directing the animal’s movements under these
circumstances requires a successful DC 20 Handle Animal or Ride check
(master’s choice). Otherwise, the animal moves in a random direction for
the remainder of the spell.

COWARDICE

School enchantment (compulsion) [fear, mind-affecting];
Level bard 2, magus 2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action

Components V, S, M (a piece of preserved flesh from an
invertebrate creature)

Range touch

Target living creature touched

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes

Your touch instills tremendous cowardice in the subject. The subject
cannot willingly enter a square that an enemy threatens, though it suffers
no penalties to its attack rolls, weapon damage rolls, saving throws, skill
checks or ability checks. Another creature can magically compel the target
to enter a threatened square or move it into a threatened square through
physical force, such as a bull rush maneuver or a throw. The subject can
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still make ranged attacks and melee attacks that allow it to attack from a
non-threatened square, such as those made with a reach weapon or by a
subject with a 10 foot or greater reach.

This spell does not prevent enemies from entering a square threatened
by the subject. If an enemy threatens the subject at the beginning of the
subject’s turn, the target takes 1 point of Charisma damage (no saving
throw allowed). The threatened subject must attempt to escape the
threatened square on its turn, but it still cannot enter another threatened
square in order to do so. If escape is impossible, and an enemy still
threatens the subject at the end of the subject’s turn, the target again takes
1 point of Charisma damage and is frightened (no saving throw allowed).
This damage stacks with itself and other sources that deal ability damage.
A creature reduced to 0 Charisma cannot exert itself in any way and is
unconscious. A frightened subject still cannot enter a square that an enemy
threatens. The subject remains frightened until it begins its turn in a square
that is not threatened by an enemy. It can be frightened again if it ends a
later turn in a square that an enemy threatens.

DIVINE RETRIBUTION

School evocation; Level cleric/oracle 4, inquisitor 4, paladin 3
Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 round/level (D)

Saving Throw Will half (see below); Spell Resistance no

Whenever an enemy of an opposing alignment successfully hits you
with a melee attack, ranged attack or a spell requiring an attack roll, your
deity infuses you with divine retributive energy that you may use to smite
that foe. As an immediate action you may then target the opponent that
hit you with a ranged touch attack. You must do so immediately after
determining the damage caused by the enemy’s successful hit. Your
ranged touch attack deals the same amount of divine damage as the attack
that just hit you. This damage is not multiplied on a critical hit, and you
cannot add precision-based damage or other modifiers to the damage. A
successful Will save halves this damage. This attack does not count as
one of your attacks of opportunity for the round, but you may not make
another such attack until the beginning of your next turn.

For the purposes of this spell, the enemy needs to oppose only one
component of your alignment (chaotic vs. lawful, good vs. evil) for
the spell to be effective. If the target opposes both components of your
alignment, you gain a +2 morale bonus to your ranged touch attack roll,
and the spell’s save DC increases by +2. Multiple castings of this spell do
not stack. A creature can only be affected by one divine retribution spell at
a time. Casting a new one ends the previous one.

FALLOW EARTH

School transmutation [earth]; Level druid 3, ranger 3
Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Area dirt in an area up to 1,000 ft. square and up to 10 ft.
deep (S)

Duration permanent

Saving Throw none or Fortitude negates (see below); Spell
Resistance yes

You turn a tract of earth into infertile soil incapable of supporting any
form of plant life. Ordinary plants in the affected area at the time of the
spell’s casting wither and die over the next 1d4 days. Seeds cannot take
root in the lifeless soil, and any existing plants transplanted into the area
also die 1d4 days later. A plant creature that enters the area takes 1d6
points of damage unless the plant succeeds on a Fortitude save. Plants that
fail the saving throw also treat the entire area as if it were difficult terrain.
Each time a plant leaves the area and later returns, it must attempt another
Fortitude save to avoid taking additional damage. Though this spell has
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some effect on plant creatures, it is frequently used by rival farmers to
ruin their competitors’ crops. In spite of the fact that this spell’s effects are
permanent, wind and erosion frequently sweep away the fallowed topsoil
over time and distribute it over a much wider area, negating its effects.

FAUX MOON

School enchantment (compulsion) [mind-affecting]; Level
cleric/oracle 2, inquisitor 2, sorcerer/wizard 2, witch 2
Casting Time 1 standard action

Components V, S, M/DF (a tiny pebble from a meteorite or
other heavenly body)

Range medium (25 ft. + 5 ft./2 levels)

Target up to one creature/3 levels, no two of which can be
more than 30 ft. apart

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes

Faux moon affects only afflicted lycanthropes in humanoid form. All
other creatures (including natural lycanthropes and afflicted lycanthropes
in their hybrid or animal form) targeted by the spell ignore its effects
and experience nothing out of the ordinary. An afflicted lycanthrope in
humanoid form that fails its save experiences great discomfort. Though
the spell does not force the afflicted lycanthrope to change shape, the
subject becomes visibly nervous, causing the target to involuntarily and
uncontrollably fidget, twitch and wretch. The target can attempt to hide its
discomfort with a successful Bluff check, though it suffers a —12 penalty
on such a check. You and any other creatures observing the subject
may attempt an opposed Sense Motive check to see through the ruse.
Otherwise, the discomfort is obvious.

As long as an affected subject remains in humanoid form, it suffers a —2
penalty on attack rolls, saving throws, skill checks and ability checks. (This
penalty is already included in the Bluff check penalty to hide the subject’s
discomfort.) These penalties remain in effect for the duration of the spell or
until the subject reverts to its animal or hybrid form, whichever comes first.

FIELD OF DARK DREAMS

School illusion (phantasm) [mind-affecting, evil]; Level
sorcerer/wizard 7

Casting Time 10 minutes

Components V, S

Range medium (100 ft. + 10 ft./level)

Area one 10-ft. cube/level (S)

Duration 2 hours/level (D); see text

Saving Throw Will negates; see text; Spell Resistance yes

You transform ordinary terrain into a terrifying haunted locale in
the minds of subject creatures. When you first cast the spell, you must
imagine the nightmares and visions that would haunt your potential
victims. Naturally, you are most familiar with the dark dreams that would
haunt others of your kind. The difficulty of the save therefore depends
upon your affinity with the subjects:

Table 7-2: Will Save Modifiers

Connection to Subject Will Save Modifier

Subject same race as you -2
Subject same creature type as you 0
Subject different creature type than you +2
Subject has alien mindset +4

The illusion affects the designated area for 2 hours per caster level.
Though the area appears like any other from a distance, any living
creature that enters the area is instantly overcome by horrific dreams and
graphic images. Any living creature that fails to resist these nightmares
falls into a semiconscious trance. A subject in a semiconscious trance may

take a single move action or standard action (but not both, nor can he
take full-round actions). The target can still take free, swift and immediate
actions. The subject suffers a —4 penalty on saving throws made to resist
enchantment and illusion spells, in addition to suffering a 20% miss
chance on attack rolls. The subject remains in this semiconscious trance
for 1 round per 2 caster levels up to a maximum of 1 minute.

On the creature’s next turn, it may attempt a new saving throw. This is a
full-round action that does not provoke attacks of opportunity. If this save is
successful, the effect ends. If not, the target falls into a magical slumber for
the remaining duration of the spell, where it experiences an endless montage
of gruesome visions and is considered helpless. Slapping or wounding
awakens a sleeping creature, but normal noise does not. Waking a creature
is a standard action (an application of the aid another action).

The dark dreams prevent restful sleep and cause 1d10 points of damage.
The dark dreams leave the subject fatigued and unable to regain arcane
spells for the next 24 hours. The preceding effects apply even if another
creature prematurely awakens the subject.

FIND TRACKS

School divination; Level cleric/oracle 2, inquisitor 3, ranger 3
Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 min./level (D)

You gain intuitive insight when looking for footprints and other telltale
signs of another creature’s passage through a particular area. You gain an
insight bonus equal to half your caster level (maximum +10) on Survival
checks made to locate and follow tracks while the spell is in effect. You
receive a check to notice tracks within 10 feet of you, even if you are not
actively searching for them, though this ability does not let you notice
tracks that have been magically erased, obscured or concealed.
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FORTUNE'S FAVOR

School divination; Level bard 3, cleric/oracle 2, sorcerer/
wizard 2, witch 2

Casting Time 1 standard action

Components V, S, M/DF (a deck of playing cards)
Range 40 ft.

Area all allies within a 40-ft.-radius burst centered on you
Duration 1 round/level (D)

Saving Throw none; Spell Resistance yes

You gain a limited ability to change the fortune of allies around you.
Every time an ally rolls an attack roll, saving throw, skill check or ability
check, you may roll two d20s. If one of your die rolls is the same as
your ally’s, you grant that ally an insight bonus equal to your caster
level (maximum +20) to that die roll. At 6th level and every three levels
thereafter, you may roll an additional d20 up to a maximum of 6 d20s at
18th level. If your ally’s attack roll threatens a critical hit, he may use your
matching die roll to confirm the critical threat or roll his own confirmation
roll (ally’s choice). A natural 1 on an attack roll still is an automatic miss,
and a natural 1 on a saving throw is still an automatic failure.

This spell negates any other spells or effects that allow an ally to reroll
an attack roll, saving throw, skill check or ability check.

GHOSTLY ANIMAL

School necromancy; Level druid 1, ranger 1
Casting Time 1 standard action

Components V, S, DF

Range close (25 ft. + 5 ft./2 levels)

Target one animal

Duration 10 min./level

Saving Throw Will negates; Spell Resistance yes

Though not perceptible to humanoids and other sentient creatures, this
spell gives the subject an unearthly appearance. Animals avoid the subject
at all times and do not willingly approach the target unless the animal’s
master succeeds on a DC 25 Handle Animal, Ride or wild empathy check.
The subject is unaware of its unnatural aura.

GRIEVOUS INSULT

School enchantment (compulsion) [mind-affecting]; Level
bard 1, inquisitor 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S, M (an ordinary shoe or boot)

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration 10 min./level

Saving Throw Will negates; Spell Resistance yes

This spell causes the subject to always say the wrong thing at the wrong
time. He suffers a —5 competence penalty on all Diplomacy checks and
Knowledge (local) checks made to gather information. When interacting
with another creature, he can never improve that creature’s attitude
beyond indifferent. Whenever he rolls a natural 1 on a Diplomacy check
or a Knowledge (local) check made to gather information, the creatures
he attempted to influence become hostile, regardless of the check’s
results. Grievous insult does not affect the subject’s ability to cast spells,
communicate with allies or utter command words.

HERD WHISPERER

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 hour/level (D)
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Your presence calms the jitters of herd animals and domesticated
animals in your midst. You gain a +10 competence bonus on Handle
Animal checks made to prevent a herd from stampeding. This bonus does
not apply to any other uses of the Handle Animal skill, such as handling
an animal, “pushing” an animal, teaching an animal a trick, training an
animal for a general purpose or rearing a wild animal.

HOGTIE

School conjuration (creation); Level bard 2, sorcerer/wizard
2, summoner 2

Casting Time 1 standard action

Components V, S, M (a small piece of silk rope)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 round/level

Saving Throw none; Spell Resistance yes

You conjure into existence a silk lasso that you may hurl at any target
within range with no range penalties. You must succeed on a ranged
touch attack to hit the target. On a successful hit, the silk lasso attempts
to grapple the target as a free action, using your caster level as its base
attack bonus plus your Charisma modifier (bard, sorcerer, and summoner)
or Intelligence modifier (wizard) in place of your Strength modifier. The
lasso adjusts its size to accommodate the target; its size modifier is always
the same as the target.

If your grapple check succeeds, the lasso pins the target. As a standard
action, a pinned opponent can attempt to free itself, usually through a
combat maneuver check or Escape Artist check. A successful escape
immediately ends the grapple. Likewise, another creature may attempt
to sever the silk lasso, which has hit points equal to your caster level and
AC 12. Destroying the silk lasso immediately ends the spell. You can also
release an opponent from the lasso’s grip as a free action.

Whenever the lasso fails to hit the target or is not pinning the target,
the silk lasso instantly returns to your hand. You may attempt to hurl it at
another target within range on a subsequent round. The lasso cannot pin
creatures that cannot be grappled.

HUSK

School conjuration (creation); Level druid 2, ranger 2
Casting Time 1 standard action

Components V, S, DF

Range close (25 ft. + 5 ft./2 levels)

Target one Medium creature or smaller

Duration 1 round/level (D)

Saving Throw Reflex negates; Spell Resistance yes

You conjure into existence a vegetative husk that emerges from the
ground and completely encapsulates and traps the target creature. The
husk is rooted into the ground and cannot move. The husk resembles the
fibrous plant matter that surrounds an ear of corn. The husk must lie on
earth that can support plant life. You cannot target a creature standing on
a stone or metal surface, though you can target a creature standing on a
wooden floor or similar organic material.

The husk provides the benefits of total cover to the creature trapped
inside of it. Furthermore, the creature inside the husk gains the grappled
condition. A grappled creature inside of the husk can try to cut its way
out of the husk with a light slashing or piercing weapon (the amount of
cutting damage required to get free is equal to 1/2 your total hit points),
or it can just try to escape the grapple. The husk’s AC is 10 + 1/2 your
caster level with no modifiers for size or Dexterity. When determining the
husk’s CMB and CMD, the husk uses your caster level as its base attack
bonus. It gains no modifiers to its CMB and CMD for size, Dexterity,
Strength or other AC bonuses, such as dodge and deflection, but you do
add your Wisdom modifier to the husk’s CMB and CMD. If the trapped
creature escapes the grapple, success pries the fibrous vegetative matter
apart. In either of the preceding cases, the creature within the husk must
use a standard action, move action or 5-foot step to actually step out of the
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husk. As in the case of being swallowed whole, another creature outside
of the husk can also cut the subject free.

When subjected to spells and effects that require a saving throw, the husk
uses your base saving throw without any modifiers. When the husk’s total hit
points are reduced to 0 or less, it immediately withers and turns to useless dust.
Otherwise, the husk remains in place until the spell ends, even if the target
is no longer inside of the husk. Once vacated by the target creature, another
creature of equal size or smaller can step inside of the husk. If the spell’s original
target escapes the husk by cutting its way free, the husk cannot grapple the
new occupant, and it provides the benefits of cover (rather than total cover)
to the creature inside of it. Otherwise, the husk grapples the new occupant and
provides the creature with total cover. The husk cannot accommodate more than
one creature at a time regardless of the current occupant’s size.

INSECTOID CLOUD

School conjuration (creation); Level sorcerer/wizard 2,
summoner 2

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Effect cloud spreads in 20-ft.-radius, 20 ft. high
Duration 1 min./level

Saving Throw Fortitude half; Spell Resistance yes

This spell generates a wispy cloud of translucent vapor that is toxic to
insects and arachnids, but causes no harm to other creatures. Creatures
within the vaporous cloud have concealment (attacks have a 20% miss
chance). An insect or arachnid (including a swarm of such creatures)
takes 1d4 points of Constitution damage on your turn each round while
in the cloud (a successful Fortitude save halves this damage). Insects and
arachnids lack the ability to hold their breath while within the cloud, but
insects and arachnids immune to poison are unaffected by the spell.

A moderate wind (11+ mph) disperses the cloud in 4 rounds; a strong
wind (214 mph) disperses the cloud in 1 round. A fireball, flame strike or
similar spell burns away the cloud in the explosive or fiery spell’s area. A
wall of fire burns away the cloud in the area into which it deals damage.
The cloud’s vapors are highly flammable. All creatures within the cloud’s
flaming vapors take 2d4 points of fire damage from the flames.

The insecticide cloud moves away from you at 10 feet per round, rolling
along the surface of the ground. Figure out the cloud’s new spread each
round based on its new point of origin, which is 10 feet farther from the
point of origin where you cast the spell.

Because the vapors are heavier than air, they sink to the lowest level
of the land, even pouring down dens or sinkhole openings. It cannot
penetrate liquids, nor can it be cast underwater. An insect or arachnid that
is not a creature does not receive a save. It immediately dies.

LION EYES

School divination; Level druid 2, ranger 2
Casting Time 1 standard action
Components V, S, DF

Range 30 ft.

Area cone-shaped emanation

Duration 10 min./level

Saving Throw none; Spell Resistance no

You sense whether another creature is being affected by a physical
condition. You instantly know whether each creature that you can see
in the area is wounded, dying, disabled, diseased, poisoned, sickened or
nauseated. You cannot determine whether creatures in the area are under
the influence of a mind-affecting effect or a curse such as lycanthropy.

MAD DASH

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V

Range personal
Target you
Duration see text

You gain a sudden, short-lived burst of speed that allows you to charge
enemies normally far beyond your reach. You can move at ten times your
normal base speed when you make a charge (if it is made before the end
of the next round). The spell does not increase your base speed other
than to charge. It also has no effect on other modes of movement such as
burrowing, climbing, flying or swimming.

MAGIC MIRROR

School conjuration (creation); Level magus 2, sorcerer/
wizard 2, summoner 2

Casting Time 1 standard action

Components V, S, M (a sliver of glass from a silver mirror
worth 10 gp)

Range personal

Target you

Duration 10 min./level or until discharged

Magic mirror conjures into existence an invisible, insubstantial mirror
that hovers in front of you. You are immune to gaze attacks specifically
directed at you. Furthermore, magic mirror reflects the gaze attack back
upon the creature gazing at you, forcing it to save against its own gaze
attack, if applicable. Magic mirror does not protect you from the effects of
looking directly or indirectly at a creature with a gaze attack.

As an immediate action, you can give physical form to the magic mirror,
allowing it to reflect a magic ray directed at you back at the ray’s caster.
You must decide to use this ability after the initial attack roll is made, but
before the results are revealed. You must be aware of the attack and cannot
be flat-footed. The caster uses its initial attack roll to determine whether
the reflected ray hits, if the spell’s range permits it to reach the caster. The
use of this ability shatters the magic mirror, thus ending the spell.

MOTION SICKNESS

School necromancy; Level sorcerer/wizard 1, witch 1
Casting Time 1 standard action

Components V, S, M (a spinning child’s toy)

Range touch

Target creature touched

Duration 1 min./level

Saving Throw Fortitude negates; Spell Resistance yes

You must succeed on a melee touch attack. The subject cannot move
more than half'its base speed. If the subject is being transported by another
moving creature or vehicle, the subject becomes sickened, regardless
of whether the creature’s or vehicle’s speed exceeds more than half the
subject’s base speed. The subject remains sickened until he gets off the
moving vehicle or is no longer being transported by another creature.

NEEDLE IN A HAYSTACK

School transmutation; Level alchemist 2, bard 2, inquisitor 2,
ranger 2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action

Components V, S, DF

Range personal

Target you

Duration 1 round/level (D)

For the duration of the spell, you are able to spot details that others
easily overlook. You treat all Perception checks that you make as if you
had taken 20 on the check. You are not subject to the normal restrictions
applicable to taking 20. You are considered to be taking 20 even when you
are faced with threats or distractions, and doing so does not take 20 times
as long as making a single check would take.
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PAINFUL RIGIDITY

School necromancy [pain]; Level antipaladin 4, cleric/
oracle 3, inquisitor 3, witch 3

Casting Time 1 standard action

Components V, S, M/DF (a small chunk of calcium)
Range touch

Target living creature touched

Duration 1 round/level

Saving Throw Fortitude negates; Spell Resistance yes

Debilitating pain surges through the subject’s body whenever it performs
certain actions requiring extensive motion. A target that moves more than
its base speed in a round, attacks, casts a spell with somatic components or
uses any Strength- or Dexterity-based skill takes 1d6 points of nonlethal
damage. This damage occurs immediately before the action is completed,
requiring spellcasters to make a successful concentration check in order
to cast spells with somatic components. If the subject performs two of
the preceding actions in a single round or performs an activity that takes
a full-round action to complete, such as a charge, a full attack or running,
the subject takes 2d6 points of nonlethal damage instead. The subject
cannot take more than 2d6 points of nonlethal damage in a single round,
even if another effect allows it to perform an additional action that would
deal damage, such as haste. The subject does not take damage when
performing a free, immediate or swift action, nor does it take damage
from taking a 5-foot step, even if it would normally take damage from
performing such an action. The subject does not take damage from making
an attack of opportunity.

PARIAH

School enchantment (compulsion) [mind-affecting]; Level
anfipaladin 2, cleric/oracle 2, druid 2, inquisitor 2, paladin 2,
ranger 2

Casting Time 1 standard action

Components V, S, DF

Range touch

Target creature touched

Duration 1 round/level

Saving Throw none; see text; Spell Resistance yes

The subject’s allies view him with suspicion and mistrust. Spells and
effects that target allies no longer affect him unless the caster succeeds on a
Will save. If the save succeeds, the spell’s or effect’s creator still considers
the subject an ally and is not affected by this spell. If the save fails, the spell
or effect does not affect the target (though it is still cast and may benefit other
creatures), and in that creature’s eyes, the subject is no longer considered an
ally until the spell ends. That creature’s attitude toward the subject shifts
to indifferent. The subject may attempt a Diplomacy check to change his
former allies’ attitude towards him. Doing so takes at least 1 minute.

Likewise, any creature attempting to use the aid another action or cast
spells that increase the subject’s ability scores, cure damage or otherwise
aid the target in any manner must also succeed on a Will save, otherwise
the spell or action is lost, and the creature’s attitude toward the subject
shifts to indifferent. In similar fashion, if the Will save succeeds, that
creature is not affected by this spell.

PAST GLORY

School divination; Level bard 2, cleric/oracle 2

Casting Time 1 immediate action

Components V

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration instantaneous

Saving Throw Will negates (harmless); Spell Resistance yes

A single word reminds the target of a glorious success. Cast this spell
when a creature rolls a saving throw or skill check that generates a success.

The creature may use the die roll again on another saving throw or skill
check made before the beginning of the target’s next turn. For instance, if
the target rolled a natural 20 on a saving throw, it may use that natural 20
again on another saving throw made before the beginning of its next turn.
The second roll must be for the same purpose as the first. A die roll that is
not used before the beginning of the subject’s next turn is lost.

PHANTOM SCARECROW

School conjuration (creation); Level bard 2, magus 2,
sorcerer/wizard 2, summoner 2

Casting Time 10 minutes

Components V, S, M (a piece of straw and linen)
Range close (25ft. + 5 ft./2 levels)

Effect one quasi-real scarecrow

Duration 1 hour/caster level or until discharged, then 1
round/caster level; see text

Saving Throw Will negates; see text; Spell Resistance no

You conjure into existence a Medium, quasi-real phantom scarecrow. It
then guards the area where it was conjured (it does not move). A phantom
scarecrow has a dull, brown head resembling an inverted burlap bag stuffed
with straw, black buttons for eyes and black stitching for a mouth. Its limbs
and torso appear to be constructed from the same materials, and the quasi-
real creature typically wears tattered trousers and an overcoat (the garments’
color and style can be customized as you wish). Animals do not willingly
approach within 100 feet of a phantom scarecrow, unless the animal’s
master succeeds on a DC 25 Handle Animal, Ride or wild empathy check.

The phantom scarecrow immediately moans if any Small or larger
creature approaches within 100 feet of it and continues doing so until the
spell ends, even if the intruder that triggered the moaning moves out of
the area. You and any other creatures that you designate at the time the
spell is first cast may approach the phantom scarecrow without triggering
aresponse. Creatures within 1,000 feet of the phantom scarecrow can hear
the sickening wail. The phantom scarecrow sees invisible and ethereal
creatures. It does not react to figments, but it does react to shadow illusions.

If an intruder approaches to within 5 feet of the phantom scarecrow,
the creature delivers a slam attack (+8 attack bonus, 1d8+3 points of
bludgeoning damage) once per round. The scarecrow is considered ready
to slam trespassers, so it delivers its first slam on the intruder’s turn. Its
slam is treated as a magic weapon for the purpose of overcoming damage
reduction. The phantom scarecrow can be attacked or dispelled. It is AC
16 (+6 natural armor) and has 20 hit points + 2 hit points per caster level.
Any attack against the scarecrow causes it to moan. This includes any spell
that targets the scarecrow or whose area or effect includes the scarecrow.
Causing harm to the scarecrow indirectly is not an attack. The spell lasts
for 1 hour per caster level, but once the scarecrow begins moaning, it lasts
only 1 round per caster level.

PLACEBO

School illusion (phantasm) [language-dependent, mind-
affecting]; Level bard 1

Casting Time 1 full-round action

Components V, S, M (a small chunk of pyrite)

Range touch

Target living creature touched

Duration instantaneous; see text

Saving Throw Will disbelief; see text; Spell Resistance yes

This complex spell causes the target to believe that it has been affected
by any 3rd-level or lower conjuration (healing) spell of your choice. You
are not required to know the spell, but it must appear on your spell list.
The chosen spell must be an instantaneous touch spell that affects one
living creature. The spell cannot have a range of personal or potentially
target more than one living creature. When you cast the spell, you must
communicate your intentions to the subject in a language and manner that
the subject understands. If not, the spell fails.

Placebo alters the subject’s perception, causing the subject to
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believe that the chosen spell has been cast upon itself, thus temporarily
duplicating the spell’s effects on the target. When the spell is cast, you
must make a Bluff check. (You may make a Perform [act] or Perform
[comedy] check, instead of a Bluff check if you selected either Perform
skill as your versatile performance. You cannot make a Perform
[string] check instead of a Bluff check.) If your Bluff (or Perform)
check exceeds the results of the subject’s Will save, the subject
believes the illusion and is temporarily affected by the designated
spell. If the subject’s Will save exceeds your Bluff (or Perform) check,
he disbelieves the illusion and is unaffected by placebo. The subject
cannot voluntarily forgo or fail his Will saving throw. Whether the
save is successful or not, the subject is immune to placebo for the next
24 hours, regardless of who casts the spell.

The spell’s temporary effects last for 1 minute per caster level. If
the spell cured hit point damage, these points are treated as hit points
gained by the barbarian’s rage special ability. They disappear when
placebo ends and are not lost first like temporary hit points. If the
spell cured a condition, poison, disease or similar effect, placebo
temporarily delays the onset of that effect. When the spell ends, the
subject is immediately affected by the delayed condition, poison,
disease or similar effect unless curative magic that eliminates or
negates the condition is cast upon the subject before the expiration
of this spell.

PREMATURE BURIAL

School illusion (phantasm) [fear, mind-affecting]; Level
sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (a piece of wood from a coffin)
Range close (25 ft. + 5 ft./2 levels)

Target one humanoid creature

Duration 2 rounds

Saving Throw Will disbelief; then Fortitude partial; Spell
Resistance yes

You create a phantasmal image of the subject suddenly awakening to
find itself buried alive in a cramped coffin beneath the earth. Only the
spell’s subject can see the coffin. You see only a vague, translucent outline
of a wooden coffin. When the spell is first cast, the subject is treated as
if it were being grappled. It cannot take any actions other than scratching
against the lid of its imaginary coffin and gasping for breath, but it is not
helpless. Any act by you or your apparent allies that threatens the subject
breaks the spell. On the creature’s next turn, it must succeed on a Fortitude
save or take 1d6 points of nonlethal damage per two caster levels (up to a
maximum of 5d6) and is stunned. A subject that succeeds on its Fortitude
save remains confined in the imaginary coffin and is dazed instead.

At the GM’s discretion, humanoid targets coming from a culture
obsessed with death and the afterlife may suffer a -2 penalty on their Will
save to disbelieve this effect. If the subject of a premature burial spell
succeeds in disbelieving and possesses telepathy or is wearing a helm of
telepathy, the spell can be turned upon you. You must then disbelieve it,
or you believe that you are being buried alive.

PREOCCUPY

School enchantment (compulsion) [mind-affecting]; Level
bard 1, magus 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S, M (a golden spinning toy worth 1 gp)
Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes

The subject’s mind becomes preoccupied with an obsessive thought.
The target cannot take 10 or take 20 on any skill checks or ability checks.
The subject suffers a —4 penalty on concentration checks. It cannot ready
an action or take an immediate action during another creature’s turn.

Whenever an enemy enters a square that the subject threatens, there is
a 50% chance that the subject is too preoccupied to take an action, such
as an attack of opportunity, against that creature. (This chance applies to
each threatened square that an enemy enters.)

PROTECTION FROM LIGHT

School abjuration; Level alchemist 3, anfipaladin 2, cleric/
oracle 3, druid 3, inquisitor 3, ranger 2, sorcerer/wizard 3,
summoner 3

Casting Time 1 standard action

Components V, S, DF

Range touch

Target creature touched

Duration 10 min./level or until discharged

Saving Throw Fortitude negates (harmless); Spell Resistance
yes (harmless)

Protection from light grants temporary immunity to damage caused by
spells and effects with the light descriptor, such as sunbeam and sunburst,
as well as the harmful effects of sunlight, including sunburn. When the
spell absorbs 12 points per caster level of damage from such spells (to a
maximum of 120 points at 10th level), it is discharged.

Protection from light does not absorb energy damage (acid, cold,
electricity, fire or sonic), even if the spell or spell-like effect contains
the light descriptor. A target with light blindness, light sensitivity or
vulnerability to sunlight, such as certain undead, may ignore penalties
from those qualities.

ROYAL CARRIAGE

School conjuration (creation); Level bard 5, magus 5,
sorcerer/wizard 5, summoner 5

Casting Time 10 minutes

Components V, S, M (a pumpkin seed)

Range close (25 ft. + 5 ft./2 levels)

Effect 6-ft.-high, 10-ft.-wide, 15-ff.-long covered carriage and
two quasi-real horselike creatures

Duration 1 hour/level (D)

Saving Throw none; Spell Resistance no

You conjure a sturdy carriage made of material that is common in
the area where the spell is cast and two Large, quasi-real, horselike
creatures that are magically tethered to the carriage. The carriage
shares the same characteristics as the carriage described in the “Land
Vehicles” section in Chapter 4 of Pathfinder Roleplaying Game
Ultimate Combat with a few exceptions. The carriage has plush
seating, decorative trim and responsive suspension. It resists flames
and fire as if it were stone. The doors are secure against intrusion,
being secured with arcane lock. An unseen driver is conjured to
drive the carriage for the duration of the spell, though you or another
creature that you designate when the spell is first cast may drive the
vehicle instead. Two phantom steeds tethered to the carriage provide
its means of propulsion. If the phantom steeds are separated from the
carriage, they immediately disappear.

The carriage’s hit points are equal to 90 or double your total hit points,
whichever is higher. The vehicle is broken when it is reduced to 44 hit
points or half your total hit points, whichever is lower. You must remain
within 100 feet of the carriage or the spell ends.

SACRED BREAD

School transmutation; Level cleric/oracle 3, druid 3, inquisitor
3. paladin 2, ranger 2

Casting Time 10 minutes

Components V, S, M (1 Ib. of grain, sprinkle of yeast and salf,
and a drop of water)

Range close (25 ft. + 5 ft./2 levels)

Effect 2d4 loaves of bread
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Duration 24 hours; see text
Saving Throw none; Spell Resistance no

Casting sacred bread makes 2d4 fresh loaves of magical bread. Each
loaf of sacred bread provides nourishment as if it were a normal meal for
a Medium-sized creature. The loaf also cures hit point damage equal to
1/2 your caster level (maximum 10 points) and 1 point of ability damage
when eaten. A creature can eat multiple loaves of bread over the course of
a day, but it cannot benefit from the bread’s curative properties more than
once in any 24-hour period. Sacred bread decays and loses its curative
properties after 24 hours. Casting a purify food and drink spell on a loaf of
sacred bread before it decays extends its freshness for another 24 hours.
Though such preserved bread can still be eaten and is treated as a normal
meal for a Medium creature, it does not heal hit point damage and ability
damage.

SINKHOLE

School transmutation [earth]; Level druid 5, sorcerer/wizard 5
Casting Time 1 standard action

Components V, S, M/DF (a chunk from a stalagmite or
stalactite)

Range medium (100 ft. + 10 ft./level)

Area 40-ft.-radius spread

Duration 1 round/level or permanent; see text

Saving Throw Reflex negates; see text; Spell Resistance no

This spell turns sand, earth, dirt, rock and stone into a wildly
unstable, patchwork surface riddled with concealed sinkholes. There
is a percentage chance equal to your caster level that each square
within the affected area contains a hidden sinkhole. (A safe square
remains that way for the duration of the spell.) A creature standing in a
square that contains a sinkhole or that later enters a square containing
a sinkhole must make a successful Reflex save to jump to safety in
an adjacent square. If the creature jumps into a square with another
sinkhole, the creature must succeed on another Reflex save to avoid
falling into that sinkhole. This process continues until the creature
falls into a collapsing sinkhole, reaches safety or runs out of movement
in which case the creature falls into the sinkhole. Creatures that are
forcibly pushed, moved or thrown into a square containing a sinkhole
do not receive a Reflex save to avoid falling into it. Creatures of Tiny
size and smaller are too light to collapse a hidden sinkhole. On the
other hand, creatures of Huge size and larger are too big to fall into a
5-foot-square shaft.

Any creature that fails its saving throw falls into the earth and lands
on the bottom of the sinkhole (up to 10 ft./2 levels beneath the surface).
Creatures that fall into the sinkhole take falling damage as normal. The
sinkhole’s smooth walls have a Climb DC of 25. A creature with a Strength
score of 5 or more that is equipped with a pole or similar device may
spend a move action to determine whether a particular square contains a
sinkhole or solid ground.

Freestanding, unattended objects weighing 20 pounds or more that
occupy the same square as a sinkhole cause the ground to collapse. Large
stone structures are generally immune to the spell’s effect, since sinkhole
cannot affect worked stone and is too localized to undermine such
buildings’ foundations. Smaller structures such as cottages and homes
that are supported by two or more solid and diametrically opposed points
remain standing. Sinkholes that come into existence during the spell’s
duration are permanent. Those that remain undisturbed become solid
ground again when the spell ends.

STRAW TO WOOD

School transmutation; Level alchemist 2, druid 2, sorcerer/
wizard 3

Casting Time 1 standard action

Components V, S, M (a piece of carved mahogany worth at
least 25 gp)

Range medium (100 ft. + 10 ft./level)

Target 5 Ibs. of straw/level, all of which must be within a
30-ft.-circle

Duration permanent

Saving Throw Will negates (object); Spell Resistance yes
(object)

This spell permanently transforms normal straw into hard, durable
wood that must be shaped into either a 6-foot-long, 4-inch-wide, 2-inch-
deep wooden plank, a wooden quarterstaff or a wooden spear. It takes
5 1bs. of straw to create each of the objects. Any attempt to transform a
lesser amount of straw into another object always fails.

Casting straw to wood against a construct made from straw, such as a
scarecrow, slows the creature (as the slow spell) for 1d4 rounds (no save).

STUNT DOUBLE

School evocation [force]; Level sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (a lock of your hair, a spool of thread
and a 100 gp gem)

Range close (25 ft. + 5 ft./2 levels)

Effect one duplicate of force

Duration 1 round/level (D)

Saving Throw none; Spell Resistance you

A mindless duplicate of you created from force suddenly appears in
a square designated by you. The duplicate cannot take any actions other
than move. It cannot attack or threaten other creatures. It has no gear and
cannot carry, wear or use any type of equipment. Each round after the first,
you can use a move action to direct the duplicate to a new location. The
duplicate has the same base speed as you and can move up to double its
base speed each round. Other creatures (including incorporeal creatures)
cannot move through a square occupied by the duplicate (though they can
fly over it), nor can it move through a square occupied by another creature.
The duplicate occupies space and may act as cover for another creature.
The duplicate weighs the same as you. Therefore, any traps you may have
triggered due to a pressure plate or similar device will also be triggered
by the duplicate.

Whenever your duplicate is adjacent to an opponent that is adjacent
to you, you gain a +2 bonus to AC on attacks made by that opponent.
Likewise, whenever you are adjacent to the duplicate, you gain a +2 bonus
on Reflex saves against spells and effects that also include the duplicate.

Your duplicate cannot be attacked or harmed by physical attacks, but
dispel magic, disintegrate, a sphere of annihilation or a rod of cancellation
affects it. Your duplicate’s AC against touch attacks is 10 adjusted by your
size modifier.

THUNDERING STAMPEDE

School evocation [force]; Level magus 3, sorcerer/wizard 3,
summoner 3, witch 3

Casting Time 1 round

Components V, S, M (a fragment of bull's horn)

Range close (25 ft. +5 ft./2 levels)

Effect three bull-like creatures of force

Duration instantaneous

Saving Throw Reflex half; Spell Resistance yes

Three bull-like creatures made of force, occupying an area measuring 30
feet wide, 10 feet long and 10 feet high, appear where you designate and act
immediately, on your turn. If the spell appears in an area already occupied
by another creature or a solid object, the spell automatically fails and is lost.
Though thundering stampede appears to consist of three separate creatures,
the line of force is solid and unbroken. You can direct it to move forward up
to 120 feet in a straight line from its point of origin. The thundering stampede
cannot turn or change direction in any way. The thundering stampede
tramples any creature or object of Huge size or smaller in its path, dealing 4d6
points of damage + 1 per caster level (maximum +20). A successful Reflex
save halves the damage. The thundering stampede cannot be damaged, but
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it can be dispelled. For the purposes of this spell, the thundering stampede is
treated as a Gargantuan creature. As a spell, thundering stampede overcomes
all types of damage reduction. Whenever the thundering stampede moves into
a space occupied by a creature or object of Gargantuan size or larger, the
obstacle halts its progress, and it can move no farther. At the end of the round,
thundering stampede immediately dissipates into nothingness.

TOUCH OF ERGOT

School necromancy; Level cleric/oracle 3, druid 2
Casting Time 1 standard action

Components V, S, M/DF (a handful of rye)

Range touch

Target living creature touched

Duration 1 round/level (D)

Saving Throw Fortitude negates; Spell Resistance yes

You infect the subject with the dreaded ergot fungus by making a
successful melee touch attack. The fungal spores attack the subject’s
mind and body. He cannot perform any actions that require focus and
concentration, including casting spells and performing any action that
takes longer than 1 round to complete. The target’s base speed is halved,
and he is sickened. Any attempts to use Dexterity-based skills that require
precise motor skills always fail, most notably using Disable Device to
disarm traps and open locks, and Sleight of Hand to take an object from
another creature. An infected creature can attempt a Fortitude save each
round to negate the fungus’ effects and end the affliction. Touch of ergot
has no effect on creatures immune to poison.

UNCERTAINTY

School enchantment (compulsion) [mind-affecting]; Level

bard 3, magus 3, sorcerer/wizard 3, witch 3

Casting Time 1 standard action

Components V, S, M (a small piece from a ship’s anchor)
Range touch

Target living creature fouched

Duration 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes

You must succeed on a melee touch attack. When faced with a split-
second choice, the subject is uncertain where to go. The subject’s dodge
bonuses to AC are negated while the spell is in effect. Likewise, the spell
negates the effects of the evasion, improved evasion, improved uncanny
dodge and uncanny dodge abilities. Arcane spellcasters sometimes
jokingly refer to uncertainty as the “rogue killer.”

UNSEEN DRIVER

School conjuration (creation); Level sorcerer/wizard 2,
summoner 2

Casting Time 1 standard action

Components V, S, M (a piece of a horse’s rein)

Range close (25 ft. + 5 ft./2 levels)

Effect one invisible, mindless, shapeless driver

Duration 1 hour/level

Saving Throw none; Spell Resistance no

An unseen driver is an invisible, semi-intelligent force shaped into the
likeness of a humanoid that can operate a vehicle at your command. The
unseen driver cannot perform any task other than driving the vehicle that
you designated it to operate at the time of the spell’s casting. The unseen
driver can follow simple instructions and has an innate sense of direction
and distance. It can be commanded to steer a vehicle in a specific direction
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for a specified distance, such as “drive the vehicle 10 miles north,” or the
unseen driver can be commanded to follow a clearly delineated path or
road that you designate it to follow. The unseen driver can routinely make
minor adjustments to its route to avoid visible barriers and obstacles as
long as doing so does not require a Profession (driver) skill check with a
DC higher than 10. The unseen driver can do this without any additional
commands from you. The unseen driver cannot perform any driving
actions with a DC higher than 10 even when you command it to do so.
Whenever faced with the task of attempting to perform such a driving
action, the unseen driver stops the vehicle and awaits your instructions
regarding its next action.

The unseen driver has an effective Strength of 10. The unseen driver
has 1 rank of Profession (driver). The unseen driver always takes 10 on
its Profession (driver) skill checks. It cannot attempt a skill check roll.
The unseen driver cannot fly, climb or even swim (though it can walk on
water). Its base speed is 15 feet. The unseen driver cannot attack in any
ways; it is never allowed an attack roll. It cannot be killed, but it dissipates
if it takes 12 points of damage from area attacks. (It gets no saves against
attacks.) If you attempt to send it beyond the spell’s range (measured from
your current position), the unseen driver ceases to exist.

VACUUM

School transmutation [air]; Level druid 4, sorcerer/wizard 4
Casting Time 1 standard action

Components V, S, M (a small leather bag filled with air)
Range close (25 ft. + 5 ft./2 levels)

Area cylinder (40-ft. radius, 40-ft. high)

Duration 1 round/level (D)

Saving Throw none; Spell Resistance no

You suck the air out of the affected area, creating a vacuum. Wind
effects instantly cease. The range increment for all ranged weapons
fired within the vacuum are doubled. All non-magical flames are
immediately extinguished. Magical flames are unaffected, and
creatures with the fire subtype take 1d6 points of damage per round of
exposure to the vacuum. All actions that require breathing fail. Living
creatures must hold their breath or eventually suffocate. There is no
sound in a vacuum; all creatures within the vacuum are treated as if
they were deafened. It is impossible to speak, cast spells with a verbal
component or activate magic items that require a command word.
Spells and abilities that deal sonic damage or depend upon sound, such
as blindsight and tremorsense, do not function.

WALL OF DUST

School conjuration (creation) [earth]; Level cleric/oracle 2,
druid 2, sorcerer/wizard 2, summoner 2

Casting Time 1 standard action

Components V, S, M/DF (a handful of dust)

Range medium (100 ft. + 10 ft./level)

Effect vertical sheet of swirling dust up to 20 ft. long/level or
a ring of dust with a radius of up to 5 ft./two levels; either
form 40 ft. high

Duration 1 min./level

Saving Throw none; Spell Resistance yes

An immobile vertical curtain of swirling black dust springs into
existence. Though composed of tiny particles, the wall obscures all vision
and blocks ranged attacks (except for magic rays and the like). It does not
require a firm foundation or anchor points and can rest on any surface,
filling any gaps as necessary. The wall’s stinging sands deal 1d6 points
of nonlethal damage +1 point of nonlethal damage per two caster levels
(maximum +10) to any creature passing through it.

If you evoke the wall so that it appears where creatures are, each
creature takes damage as if passing through the wall. If any 5-foot length
of wall is subjected to winds in excess of 30 mph that length goes away
for as long as the winds persist.

WHITE LIGHTNING

School evocation [cold, electricity]; Level magus 6, sorcerer/
wizard 5

Casting Time 1 standard action

Components V, S, M (a small piece of copper)

Range 60 ft.

Area 60-ft. line

Duration instantaneous

Saving Throw Reflex half; Spell Resistance yes

You release a powerful stroke of frigid electrical energy that deals 1d6
points of damage per caster level (maximum 15d6) to each creature within
its area. The stroke begins at your fingertips.

Half the damage is electrical damage, and the other half is cold damage.
If the damage caused to an interposing barrier shatters or breaks through
it, the stroke may continue beyond the barrier if the spell’s range permits;
otherwise, it stops at the barrier just as any other spell effect does.

81



FIELDS OF BLOOD

Archetvpes

The most successful organisms are those that quickly adapt to a
changing environment. Desirable features in one habitat may prove
useless in another. Adventurers are no different than an entire species.
They must also evolve to overcome threats and obstacles found in a
particular biome. The grasslands are not the same as most environments.
The desert is consistently hot and dry, the mountains are almost always
chilly and windswept, and the forests are generally warm and humid.
The plains are a land of wild extremes and vast expanses. A character
that thrives in a warm and humid climate may do well during the hot
summers, but withers and dies during the long, frigid winters on the
steppes and prairies. Versatility is preferable to specialization when
dealing with the fluctuating weather conditions in the grasslands.
However, mastery of a particular skill or field proves more beneficial than
a generalized approach when aspiring to bend the land and its inhabitants
to the characters’ wills. In order to achieve these goals, characters must
view their class abilities in an alternate light. For these intrepid souls,
conventional class features are parts of a flexible prototype rather than a
finished product etched in stone. Though many components of the base
model find their way into the new design, the shifting paradigm includes
unique adaptations ideally suited for the character’s intended purpose.
These creations are known as archetypes.

Creating an archetype is akin to a modern-day vehicle assembly line.
The basic platform rolls through production, where at varying points,
different styles and features are added or omitted to create something
slightly different or entirely unique in spite of the fact that every model
shares the same chassis. The same concept applies to character classes.
Though a daring acrobat and a cunning spy fill very different roles and
have specialized abilities that set them apart from each other, they are still
rogues at heart. Their base attack bonuses, skill ranks and save bonuses
are the same, and they share many common class features. The following
archetypes present numerous options that allow players to adapt their
characters for a plains campaign, though nearly all of these archetypes are
also suited for adventure in practically any other environment.

Barbarian Archetypes

The word barbarian almost always conjures images of ignorant,
bloodthirsty savages living a primitive existence far beyond the reaches
of civilized society. It is true that barbarians generally lag behind their
urban counterparts in regard to their sophistication, cultural etiquette
and formal education, but these men and women are more innately
attuned to the land and its wild denizens than the brightest pupil in any
cosmopolitan university. Barbarians are skilled animal handlers, riders
and, most importantly, warriors. They tap the primordial beast dwelling
within their souls to fuel the fury that propels them to victory on the
battlefield. Barbarians in the grasslands use their wrath to varying effects
and purposes. Whereas clerics, inquisitors, oracles and paladins use
divine magic, honorable deeds, impassioned words and portents to sway
converts to their faith, the ghazi relies on brute force to spread his faith
and sway others to his beliefs. The nomadic brave is a tribal warrior that
wanders the prairies and steppes defending his ancestral homeland against
the encroaching forces of civilization. Though their motivations and goals
differ, the same primeval rage burns in their hearts and minds.

Brave

The brave views the world in absolute terms. In his mind, life is an
endless struggle between his tribal kin and the civilized men attempting

to tame them. Transgressions against his people —real, exaggerated
and imagined — fuel his rage. Though almost always affiliated with
a tribe, the brave sees authority, even within his loosely configured
society, as hindering rather than helping him in his battle against
external forces trying to subjugate the lands and its inhabitants to their
will. Chieftains and elders within the community admire the brave’s
courage and determination, but often disapprove of the actions and
tactics he uses to advance his goals. In his eyes, and those of his fellow
tribesmen, the brave is a hero unfettered by the bonds of politics and
economics. In simplest terms, he is a one-man guerilla army devoted
to the cause of protecting his kin and their hunting grounds from those
seeking to exploit them. The brave believes that riding and training
an animal is akin to enslaving it; therefore, he always travels on foot.
Unlike most barbarians, the brave uses speed and stealth to maximum
advantage. He prefers to sneak up on his quarry and emerge unseen
from the tall grasses as he hurls his fearsome throwing axe at those
who stand in his way.

Weapon and Armor Proficiency: A brave is not proficient with
medium armor.

Skills: A brave does not gain Handle Animal (Cha) and Ride (Dex) as
class skills; instead, he gains Knowledge (geography) and Stealth (Dex)
as class skills.

Expert Thrower (Ex) At 2nd level, the brave’s expertise wielding
the throwing axe and any other thrown weapon improves by leaps and
bounds. Increase the range increment of any thrown weapon or object
by 10 feet. In addition, the brave gets a +1 bonus on attack and damage
rolls with thrown weapons at ranges of up to 20 feet. This ability replaces
uncanny dodge.

Terrain Expert (Ex) At 3rd level, the brave gains a +1 bonus on
Acrobatics, Knowledge (geography), Knowledge (nature), Stealth and
Survival checks made in plains terrain. These bonuses improve by +1
every three levels after 3rd. This ability replaces trap sense.

Plains Walk (Ex) At 5th level, the brave can move through 10 feet
of difficult terrain each round as if it were normal terrain. At 10th level
and every 5 levels thereafter, the brave can move through an additional
5 feet of difficult terrain each round. This benefit only applies when
moving through grasslands, and it stacks with the benefits gained from the
Acrobatic Steps and Nimble Moves feats. This ability replaces improved
uncanny dodge.

Rage Powers: The following rage powers complement the brave
archetype: bestial leaper**, fearless rage, hurling®*, greater hurling®,
hurling charge*, lesser hurling*, low-light vision, night vision, primal
scent**, quick reflexes, raging leaper, scent, sprint™*, swift foot and
terrifying howl.

*These rage powers appear in the “Barbarian” section in Chapter 2 of
Pathfinder Roleplaying Game Advanced Players Guide.

**These rage powers appear in the “Barbarian” section in Chapter 1 of
Pathfinder Roleplaying Game Ultimate Combat.

Ghazi

The ghazi leaves esoteric questions of faith and the nature of divinity
to those better equipped to answer such complex inquiries. He is instead
concerned with spreading his religious message in the only way he knows
how — by defeating those who oppose his faith on the battlefield. Despite
his religious fervor, the typical ghazi is too undisciplined and disorganized
to lead a pious or devout lifestyle. He loathes perfunctory rituals, solemn
oaths and sacred vows. In fact, the ghazi views all of the trappings of
organized religion with mistrust and suspicion. Though the typical ghazi
generally takes direction from his religious leaders, he perceives such
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orders as loose guidelines rather than firm doctrine. Outsiders swear
that the ghazi uses his beliefs as a flimsy excuse for his warmongering,
based on the fact that the ghazi typically amasses personal wealth from
his plundering rather than offering his booty in tribute to his deity. In the
ghazi’s mind, gods do not need earthly treasures, so he treats material
goods acquired during the course of his raids as just payment for his
services. Like most temperate grasslands barbarians, the ghazi is a skilled
horseman, though he is more adept at fighting as a cavalry soldier rather
than a mounted archer.

Fast Rider (Ex) The speed of any horse the ghazi rides is increased by
10 feet. This ability replaces fast movement.

Divine Approval (Sp) At 2nd level, the ghazi gains the ability to cast
a 0-level spell from the cleric and inquisitor spell list. The spell must
appear on both lists, and it must be the same level to cast. This spell can
be cast three times a day as a spell-like ability. The caster level for this
ability is equal to the barbarian’s level. The save DC for this spell is 10
+ the barbarian’s Wisdom modifier. The barbarian must have a Wisdom
of at least 10 to gain this ability. This ability replaces uncanny dodge.
If the barbarian has a Wisdom of 9 or less, he gains a rage power only
at 2nd level.

Divine Mission (Ex) At 3rd level, no magical power can turn the ghazi
away from his mission. He gains a +1 morale bonus on saving throws
against enchantment spells and effects. This bonus increases by +1 for
every six levels after 3rd. This ability replaces trap sense.

Divine Blessing (Sp) At 5th level, the barbarian gains the ability to
cast a Ist-level spell from the cleric and inquisitor spell list two times
a day as a spell-like ability. The spell must appear on both lists, and it
must be the same level to cast. The caster level for this ability is equal to
the barbarian’s level. The save DC for this spell is 11 + the barbarian’s
Wisdom modifier. The barbarian must have a Wisdom of at least 11 to
gain this ability. This ability replaces improved uncanny dodge. If the
barbarian has a Wisdom of 10 or less, he gains no abilities at 5th level.

Rage Powers: The following rage powers complement the ghazi
archetype: auspicious mark**, clear mind, disruptive*, fearless rage,
ferocious mount®, ferocious trample*, greater ferocious mount®, greater
ferocious trample*, renewed vigor, renewed vitality**, spirit steed* and
superstition.

*These rage powers appear in the “Barbarian” section in Chapter 2 of
Pathfinder Roleplaying Game Advanced Player’s Guide.

**These rage powers appear in the “Barbarian” section in Chapter 1 of
Pathfinder Roleplaying Game Ultimate Combat.

Bard Archetypes

Everyone has a story to tell, and bards are the ones who tell it. Though
seen as pure entertainers in some cultures, bards play a significant role
in the grasslands. They are the keepers of history in many societies,
passing down tales and legends from countless generations through
oral tradition. In a land often separated by great distances, bards also
chronicle contemporary events. They are sometimes the best source of
news and information about far-off lands and important events taking
place thousands of miles away from their present location. Yet bards are
more than ordinary heralds. Using their arcane magic and performance
abilities, they shape these myths and deeds to inspire those around them.
In that vein, the spectral dancer calls upon his dead ancestors to aid him
and his allies in his adventures across the grasslands. The tuul, the voice
of the warrior, uses epic poems to extol his allies to keep fighting even in
the direst of circumstances. Such bards are more than street performers;
they, too, are the stuff of legends.

Spectral Dancer

Whereas most bards seek the spotlight, the spectral dancer often
treads in dreary locales that few dare to visit. He believes that when
the living cannot defeat an enemy, one must beseech the dead for aid
and guidance. The spectral dancer defies convention and adorns his face

and upper torso with bone piercings and white paint, causing outsiders
to gaze upon him with morbid curiosity and utter bewilderment. Even
his kin perceive him as a macabre loner fascinated with spirits and the
afterlife, but his relationship with the dead is more complex than mere
wonderment. His spiritual connection to his departed ancestors infuses
him with insight and inner strength that is beyond the understanding of
living mortals. Furthermore, his link to the ghostly realm of the dead
grants him newfound powers to wage war on the restless souls that rise
from the grave or are reborn into twisted depravities in the foul depths
of the Lower Planes. Though perceived as a ghost hunter by some, the
spectral dancer believes he is a conduit that links the realms of the living
and the dead.

Bardic Performance: A spectral dancer gains the following types of
bardic performance.

Infuse Alignment: At 3rd level, the bard can make one weapon within
30 feet chaotic, evil, good or lawful, as he chooses. This performance
functions as an align weapon spell for as long as the weapon’s wielder can
see the bard. The bard cannot use this performance to affect his weapons.
This effect relies upon visual components. It replaces inspire competence.

Dead Can Dance: A bard of 6th level or higher can use his performance
to give an incorporeal creature semi-physical form. The target must be
within 60 feet and able to see the bard. This performance duplicates the
effects of ghostbane dirge (from Pathfinder Roleplaying Game Advanced
Player's Guide). A Will saving throw (DC 10 +1/2 the bard’s level + the
bard’s Cha modifier) negates the effect. This ability affects only a single
creature. This performance replaces suggestion.

Summon Spectral Warrior: This performance causes a humanoid-
shaped incorporeal creature to appear where the bard designates. The
spectral warrior can immediately act at the beginning of the bard’s
next turn. The spectral warrior cannot appear more than 60 feet from
the bard, and it must remain within 60 feet of the bard at all times. The
spectral warrior has a fly speed of 60 feet and perfect maneuverability.
The bard telepathically communicates his commands to the spectral
warrior. The bard designates the spectral warrior’s opponent, and its
ghostly melee touch attack deals 1d10 points of damage on a successful
hit. Each round after the first, the bard can use a move action to redirect
the spectral warrior to a new target. If the bard does not, it continues to
attack the previous round’s target unless the target moves out of range.
In this case, the spectral warrior returns to the bard’s side and awaits
a new command.

The spectral warrior uses the bard’s base attack bonus plus his Charisma
modifier as its attack bonus, though it cannot attack more than once
per round. The bard’s feats or combat actions do not affect the spectral
warrior. The spectral warrior has an AC of 10 + the bard’s Charisma
modifier, which is treated as a deflection bonus, and half the bard’s hit
points. If the spectral warrior is reduced to 0 hit points, it is destroyed.
This performance relies on visual components. This performance replaces
inspire greatness.

Ancestral Recall (Ex) A spectral dancer gains a bonus equal to half his
level on Knowledge (planes) and Knowledge (religion) checks made to
identify outsiders and undead creatures as well as their special powers or
vulnerabilities. This bonus applies only to those creatures created from the
bodies or souls of mortal beings. This ability replaces bardic knowledge.

Spirit Touched (Ex) At 2nd level, a spectral dancer gains a +4 bonus
on saves against spells and spell-like abilities cast by undead creatures and
outsiders formed from the bodies or souls of mortal beings. This ability
replaces well-versed.

Spectral Channel (Su) At 5th level, a spectral dancer gains limited
ability to channel energy as a cleric and Alignment Channel as a bonus
feat. He can only heal undead creatures, or he can deal damage to
undead creatures. A good bard must channel positive energy, which
deals damage to undead creatures. An evil bard must channel negative
energy, which heals undead creatures. A neutral bard must choose
whether he channels positive or negative energy. Once this choice is
made, it cannot be reversed. The amount of damage dealt or healed is
equal to 1d6 points of damage plus 1d6 points of damage for every
five bard levels beyond 5th (2d6 at 10th, 3d6 at 15th, up to a maximum
of 4d6 at 20th). Creatures that take damage from channeled energy
receive a Will save to halve the damage. The DC of this save is equal
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to 10 + 1/2 the bard’s level + the bard’s Charisma modifier. Creatures
healed by channeled energy cannot exceed their maximum hit point
total — all excess healing is lost. A bard may channel energy a number
of times per day equal to 1 + his Charisma modifier. This ability
replaces lore master and jack of all trades.

Tuul

Conquest is a way of life on the steppes. Hordes of mounted warriors
ceaselessly crisscross the vast, uncivilized grasslands in search of fresh
water, greener pastures and bountiful treasures. An ambitious leader
can sweep across the land faster than a swift wind and carve out an
immense, yet-often-fleeting empire in a fraction of the time it would
take a conventional army. The songs and poems that recount these
whirlwind feats and grand exploits must be as breathtaking and epic
as the events themselves. The bards that relay these tales must be as
familiar with the horrors of war as the warriors who partook in these
deeds. Though he typically does not stand shoulder to shoulder with his
armored comrades, he is close enough to smell the blood and carnage
firsthand, which bestows even more power to his inspirational words
and melodies. When all seems lost on the field, the great tuuls wade into
the thick of battle alongside their brothers-in-arms in a last-ditch effort
to pry victory from the jaws of defeat.

Battlefield Experience (Ex) The tuul is considered to be a fighter
of the same level for the purpose of determining whether he meets the
prerequisites of any Combat feat. This ability replaces bardic knowledge.

Bardic Performance: A tuul gains the following types of bardic
performance.

Last Man Standing: At 1st level, a bard can use his performance to
inspire his allies (excluding himself) to continue fighting even when
gravely injured. To be affected, an ally must be able to hear the bard’s
performance. While this performance is in effect, an affected ally that
is reduced to negative hit points, but is not dead, gains the benefits of
the Diehard feat. This ability does not affect an ally that was already
dying before the start of the performance. This effect requires audible
components. This performance replaces fascinate.

Stand Your Ground: A bard of 3rd level or higher can implore an ally
to stand firm in the face of a withering attack. That ally must be within
30 feet and be able to hear the bard. The ally gets a +2 competence on
AC against an opponent’s charge. This bonus increases by +1 for every
four levels the bard has attained beyond 3rd (+3 at 7th, +4 at 11th, +5 at
15th, and +6 at 19th). An enemy using the Intimidate skill to demoralize
the affected ally also adds this bonus to the skill check’s DC. This is a
mind-affecting effect that requires audible components. This performance
replaces inspire competence.

Valorous Deed: At 6th level, a tuul can inspire an ally within 30 feet
to perform great acts of heroism. This effect functions as a heroism
spell that lasts as long as the target can hear the bard’s performance.
Unwilling creatures can also be affected if they fail a Will save (DC
10 + 1/2 the bard’s level + the bard’s Cha modifier). Success renders
the target immune to this power for 24 hours. The bard cannot target
himself with the ability. This is an enchantment (compulsion) mind-
affecting effect that requires audible components. This performance
replaces suggestion.

Epic Deeds: At 18th level, a tuul can affect all allies within 30 feet
when using performance to instill heroism. This performance replaces
mass suggestion.

Strength of the Brave: At 2nd level, a tuul adds +1 to the save DC of
spells and bardic performance against opponents suffering from a fear
effect of any kind. This increases to +2 at 10th and +3 at 18th level. This
ability replaces versatile performance.

Onward: At 2nd level, a tuul gains a +4 bonus on saving throws against
effects that impede his movement, such as paralysis, solid fog, slow and
web. In addition, he also gains a +2 bonus to CMD against grapple. This
ability replaces well-versed.

Precision Wounds: At 5th level, a tuul receives a +1 circumstance
bonus on attack rolls made to confirm critical hits. This bonus increases
by +1 every five levels after 5th. This ability replaces lore master.

Cleric Archetypes

Despite their omnipotence, gods generally rely upon worshippers to
carry out their objectives and spread their influence in the mortal world.
Deities do not regularly descend from the skies or rise from the bowels of
the earth to direct the actions of their followers. Instead, they appoint earthly
representatives to lead their believers in a unified effort to accomplish their
goals. Clerics are the most widely recognized emissaries of divine authority
throughout the grasslands. Though other character classes swear allegiance
to a particular deity or belief system, worshippers view the cleric as the most
direct link between them and their divine patron. Clerics build churches,
perform important ceremonies and are the most constant visible reminder
of the deity’s presence among the laic. The wuuntzu, commonly referred to
as the village cleric, is the best example of the complex relationship linking
the congregation, the cleric and the deity. The polyglot adopts a universal,
play-it-safe approach to religion by paying homage to numerous gods and
philosophies on a constantly shifting basis. Their differing views on faith do
not lessen their devotion to those they serve — mortal and immortal.

Polyglot

The winds of fortune can change in the blink of eye on the rugged
grasslands, and the polyglot is prepared for any contingency. At one
moment, a plains traveler may need aid from a wind god, and a few seconds
later, he may require the assistance of a thunder god. Whereas typical
clerics venerate one deity or, in an extreme case, a closely knit group
of deities, the polyglot pays homage to multiple gods often belonging
to a variety of different pantheons. Skeptics dismiss the polyglot as a
fickle sycophant that feigns devotion to the gods for his own betterment.
Polyglots do not vigorously dispute this notion, but their relationship with
divinity is more complicated than mere necessity. Polyglots believe that
many forces, divine and natural, shape the world around them. In their
minds, the concept of a monogamous relationship with just one of these
powers seems to be a waste of resources. They see no harm in offering
some devotion to each of these omniscient entities, regardless of how little
influence they actually have on their lives. Polyglots consider their point
of view to be a form of celestial insurance, because they believe that in a
pinch it is better to have hundreds of acquaintances than one close friend.

Priest of Many Gods: The polyglot worships numerous deities, which
grants him access to many different domains. Before preparing his spells
for the upcoming day, the polyglot must pray to a deity of his choice,
though his alignment must still be within one step of the alignment of
his chosen deity. He must have some knowledge of this particular deity
in order to serve it. When in doubt, the GM may require the polyglot to
succeed on a Knowledge (religion) check in order to select that particular
deity. The polyglot may then select one domain from among those
belonging to his chosen deity with the exception that he may not choose
an alignment domain (Chaos, Evil, Good or Law) that does not match his
alignment. He receives that domain’s granted powers and domain spells
on that particular day, though he cannot select the same deity or domain
more than once per week. He does not gain a second domain.

Worshipper of Many Deities: The polyglot is considered to be a
worshipper of any deity that he selected as his patron any time within the
last week. This may allow him to bypass a glyph of warding attuned to
the worshippers of a particular deity or benefit from an effect that aids or
harms the worshippers of a specific deity.

Wuuntzu

The grasslands’ humanoid inhabitants differ from their urban
counterparts. Whereas most people savor the comforts of'a permanent home
and aspire to amass vast tracts of property, these concepts are thoroughly
alien to the plains’ wandering residents. For the many inhabitants that
lead a nomadic lifestyle, the bonds of kinship represent the only constant
in an ever-changing world. Immediate and extended family members live
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together as part of a larger community. Though continual migration is
a way of life, people still seek to add a greater sense of stability to a
turbulent existence. In many cases, the tie that binds them together is their
faith, and belief is typically synonymous with one person — the wuuntzu.
The word loosely means “to walk from birth to death,” and the wuuntzu
accompanies most residents every step of the way. Outsiders call him the
village cleric, but lifelong residents know the village is more than a place.
It is a common experience and a shared journey rather than a collection of
buildings and parcels of pasture. The wuuntzu encourages the hopes and
dreams of his brethren, and he does everything in his power to see them to
fruition and to protect his kin from harm.

Pillar of the Community: A wuuntzu must choose the Community
domain. He does not gain a second domain. If the cleric worships a deity,
that deity must be one that grants the Community domain. A wuuntzu
must channel positive energy.

Weapon and Armor Proficiency: Wuuntzus are not proficient with
medium armor.

In Touch with the Community: The wuuntzu gains Knowledge (local)
rather than Knowledge (arcana) as a class skill.

Reassuring Touch (Sp) The wuuntzu’s calming touch granted power
also removes the exhausted, panicked and nauseated conditions, as well
as healing nonlethal damage. The wuuntzu must spend two daily uses of
this granted power to use this ability.

Keeper of Fields and Flocks (Sp) The wuuntzu may prepare and
cast any spell that appears on the Animal domain and Plant domain spell
list, provided that he can cast spells of that level. He does not gain the
granted powers of either domain, and he cannot use these spells in place
of his normal domain spells. He can still prepare and cast these spells
even if they are not on the cleric spell list. He can prepare and cast any
combination of spells from the Animal and Plant domain spell list as long
as the total number of spells at each level does not exceed the number of
bonus spells he receives due to a high Wisdom. If he does not receive any
bonus spells at that level due to a high Wisdom, he cannot prepare and cast
a spell from the Animal or Plant domain at that level.

Druid Archetypes

Whereas clerics pledge their allegiance and devotion to one god among
many, druids revere the remarkable force that is nature. Some choose
to venerate nature itself as a living, breathing entity, whereas others
worship deities closely affiliated with the natural world. Regardless of
how they opt to revere nature, druids generally believe that they serve as
the caretakers and stewards of the world’s wild places. It is their sacred
task to maintain the circle of life’s delicate balance in a turbulent world.
Hunting, foraging and farming are integral parts of this natural cycle
when they are performed in a responsible manner. Working the land and
harvesting its bounties in an exploitive and irresponsible fashion may
unravel the carefully woven fabric of an entire ecosystem. At this point,
druids intervene to maintain nature’s sanctity and preserve its wonders
for generations to come. The herd master defends the vast populations
of indigenous herbivores against those that would decimate their ranks
for purely commercial purposes. The moon stalker seeks to rid the world
of nature’s greatest blasphemy — the curse of lycanthropy. Though both
archetypes target two very different quarries, they share the same desire to
return nature to its purest state.

Herd Master

The grasslands teem with immense herds of migratory animals. Their
numbers are greatest in the warm savannas, but the chillier prairies and
steppes are also home to substantial populations of these nomadic beasts.
These ravenous creatures play a crucial role in maintaining the grasslands’
uniqueness. They hungrily devour any tree saplings that attempt to take
root in the soil, thus helping to ensure that grasses remain the biome’s
dominant flora. The herd master recognizes their essential part in the
maintenance of this environment, though he also realizes that these
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animals serve as prey for the environment’s indigenous predators. What
he strenuously objects to is the exploitation of these animals solely for
economic gain. Slaying an animal exclusively for a body part, such as a
horn or a tusk, and leaving the remaining carcass to rot in the fields, is a
grievous crime against nature that demands a response. The herd master
takes it upon himself to answer nature’s call and deliver that response
to the offender. In addition to relying upon his tracking abilities to find
the perpetrator, the herd master also develops contacts within the local
humanoid communities to further advance his investigation. In many
respects, the herd master must be equally adept at moving through the
surrounding towns and villages as he is traversing the wilderness’ tall
grasses in search of justice.

Shady Contacts: A herd master adds Diplomacy and Knowledge
(local) rather than Climb and Fly as class skills and gains a +2 bonus on
Diplomacy and Knowledge (local) skill checks. This ability replaces the
nature sense ability.

Herd Bond: A herd master may not select a domain and must choose
an animal companion that is a herd animal. This can include any animal
specifically listed as a herd animal, such as an auroch or bison, or one that
is organized as a herd, such as an elephant or horse. This ability replaces
nature bond.

Wild Empathy (Ex) A herd master can use wild empathy with herd
animals (defined above) as a full-round action with a +2 bonus. This
bonus also applies to his animal companion.

Relentless Pursuer (Ex) At 2nd level, a herd master gains a bonus on
Perception and Survival checks equal to his druid level in plains terrain,
and he cannot be tracked in such environments. This ability replaces
woodland stride.

Avenge Nature (Ex) At 4th level, a herd master gains a +1 morale bonus
on attack and weapon damage rolls made against any creature that dealt
damage to an animal, including the druid’s animal companion, since the end
of the herd master’s last turn. The druid must be aware of the attack, and he
must see the creature and the affected animal. This includes area spells that
deal damage. This bonus increases by +1 for every four levels after 4th up
to a maximum of +5 at 20th level. This ability replaces resist nature’s lure.

Nature’s Fury (Ex) At 9th level, a herd master may fly into a furious
rage anytime he sees a creature with an Intelligence of 3 or more kill an
animal. The druid must be able to see the killing, and it must take place
since the end of the druid’s last turn. This effect functions as a rage spell
that lasts for a number of rounds equal to the druid’s Wisdom modifier.
The effect functions for twice as long if the slain animal is the druid’s
animal companion. The druid can use this ability once per day. This ability
replaces venom immunity.

Moon Stalker

When the moon is full and a bloodcurdling cry rings out in the
distance, the moon stalker springs into action. He is all too familiar with
the sound of a tortured creature undergoing an involuntary and accursed
transformation into something no longer human. Whereas other druids
defend the wilderness, the moon stalker spends his nights hunting his
unnatural quarry — lycanthropes. In his mind, the very existence of these
monstrous men and women blasphemes nature itself. Though druids
can and do transform into animals, the moon stalker believes that nature
granted this gift to her willing servants. Lycanthropes, on the other hand,
are cursed beings that nature condemned. As members of a damned race,
he sees them as scourges that he must rid from the world. In this pursuit,
the moon stalker makes no distinctions between good and evil or law and
chaos. There is only one absolute in his mind — that all lycanthropes
are a blight to nature that he must destroy. None may be better suited to
eradicate these monsters than the moon stalker.

Nature Bond (Ex) A moon stalker may not select an animal companion.
Instead, he must choose from the Darkness, Madness or Trickery domains
in addition to those normally available.

Detect True Form (Sp) At 1st level, a moon stalker can detect
the presence of creatures with the shapechanger subtype, including
lycanthropes. This ability functions like detect undead. This ability
replaces wild empathy.

Track Prey (Ex) Starting at 2nd level, a druid gains a bonus on
Perception and Survival checks equal to his druid level on skill checks
made to locate and follow tracks made by creatures with the shapechanger
subtype, including lycanthropes. He also gains the same bonus on any
Knowledge check made to identify a creature with the shapechanger
subtype and their special powers or vulnerabilities. This ability replaces
woodland stride.

Resist Shapechangers (Ex) Starting at 3rd level, a druid gains
a +4 bonus on saving throws against the exceptional, spell-like and
supernatural abilities of creatures with the shapechanger subtype,
including lycanthropes. He also gains a +2 dodge bonus to AC against
creatures with the shapechanger subtype and a +2 morale bonus on attack
rolls and weapon damage rolls against such creatures. These bonuses
increase by +2 at 9th level and every six levels thereafter. This ability
replaces resist trackless step and nature’s lure.

Natural Purity (Ex) At 9th level, a moon stalker gains immunity to
all curses, including lycanthropy. This ability replaces venom immunity.

Enemy Tactics (Ex) At 13th level, a druid gains DR/silver equal to 1/2
his druid level. This ability replaces a thousand faces.

Fighter Archetypes

No character class is more devoted to the art of armed combat than
the fighter. Other martial classes draw strength and might from their
bonds with their primal fury, the forces of nature, a deity or the cause of
good. The fighter derives his strength from muscles, bones and a stout
heart. He has no supernatural abilities in his repertoire, yet in spite of his
perceived shortcomings the fighter remains a force to be reckoned with on
the battlefield and in the dungeon. Countless hours of sparring, repetitive
exercises and innate courage make the fighter into a lethal killing machine.
Though the goal remains the same — to defeat his enemies — the fighter’s
versatile training techniques allow him to vanquish his foes in many
different ways. He can be an expert swordsman, a lethal crossbowman,
a precise archer, a stalwart pikeman or a two-handed fighting specialist.
Some look upon the typical fighter as an oafish brute, but the truth is
usually much different. Many fighters are also skilled tacticians that can
coordinate the actions of numerous creatures even in the chaotic din of
battle. The tjuman is one such example, as this clever soldier uses his
physicality, engineering skills and subterfuge to topple walled cities.
The coachman is a highly skilled crossbowman and unarmed combatant
who is often a carriage’s last line of defense against armed highwaymen
and kidnappers seeking riches or ignominious glory. In spite of their
enormous differences, their skill at arms and indomitable spirit are what
distinguishes them as fighters.

Coachman

A lonely stretch of road can be a very dangerous place in the grasslands.
Highwaymen, monsters and wild animals stalk these vital thoroughfares,
waiting for an opportunity to spring from the tall grasses and pounce on
defenseless travelers. Those that deviate from the well-worn trails face
even graver peril in the uncharted wilderness. Whether it is a carriage
transporting wealthy passengers to a far-flung destination or a wagon
laden with gold, one man may determine whether the trip ends in riches or
ruin. He is known as the coachman in many parts. Armed with his trusty
crossbow, this grizzled veteran of the highways is an astute navigator, a
skilled driver and a formidable guardian of the people and goods entrusted
to his protection. Many began their careers as tavern brawlers, professional
crossbowmen or soldiers in conventional armies. However, their disdain
for regimentation, the allure of the open road and the prospects of earning
a more lucrative living than the average foot-soldier or barroom tough
made them turn their backs on their former lives and experience life as a
series of journeys from one distant, exotic locale to the next. Coachmen
frequently adopt a fatalistic attitude, for death may hide behind the next
bend in the road. Yet behind the gruff, introspective exterior is a wily
combatant who can fell a charging auroch from several hundred yards
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away or fight toe to toe against a professionally trained and well-equipped
brigand in defense of his merchandise and those charged to his protection.

Weapon and Armor Proficiency: A coachman is not proficient with
tower shields.

Skills: A coachman gains Knowledge (geography) as a class skill.

Duke It Out (Ex) At 1st level, a coachman gains the Improved
Unarmed Strike and Mounted Archery feats as bonus feats, even if the
coachman does not meet the feats’ prerequisites. This ability replaces the
Ist-level fighter bonus combat feat.

Raw Grit (Ex) At 2nd level, a coachman gains a +1 bonus on saving
throws made against effects that cause him to become dazed or stunned.
This bonus increases by +1 for every four levels beyond 2nd. This ability
replaces bravery.

In My Sights (Ex) At 3rd level, a coachman can resolve an attack
against touch AC instead of normal AC on readied attacks made with a
crossbow. This ability replaces armor training 1.

Shielded Sniper (Ex) At 5th level, a coachman gains a +1 bonus on
attacks and damage rolls made with a crossbow whenever he or his target
has a bonus to AC from cover. This bonus improves by +1 for every four
levels beyond 5th. This ability replaces weapon training 1, 2, 3 and 4.

Knockout Artist (Ex) At 7th level, a coachman gains the Stunning Fist
feat as a bonus feat, even if he does not meet the feat’s prerequisites. If he
already has this feat, the coachman can choose any combat feat instead.
In addition, he may use this feat a number of times per day equal to half
his fighter level, plus one more time per day for every four levels he has
in classes other than fighter (except for monk levels). This ability replaces
armor training 2.

Roadside Brawler (Ex) At 11th level, a coachman that confirms a
critical hit with an unarmed strike may start a grapple as a free action
without provoking an attack of opportunity. He may only do so against
targets of equal size or smaller than himself. This ability replaces armor
training 3.

Skin of his Teeth (Ex) At 15th level, a coachman may add his base
attack bonus to any ability or skill check. He must announce his intention
to do so before attempting the ability check or skill check. He may use this
ability once per day. This ability replaces armor training 4.

Tjuman

When one thinks of siege warfare, images of massive walls, stone
battlements, trebuchets, cannons and other heavy artillery usually come
to mind. It is impossible to deny their ability to batter down walls and
break the wavering morale of a besieged populace. But it takes more than
sheer firepower to conquer a fortified city. There are instances where a
lone fighter proves mightier than a battery of cannons. Experience teaches
the tjuman that there are ways to defeat an entrenched army other than
smashing through its defenses. It is sometimes possible to climb over a
wall or dig a tunnel beneath it. On other occasions, a tjuman can slip
through the front gate unnoticed and wreak havoc from the inside. He
may discover a hidden passage that leads out of the city or a group of
disgruntled citizens and soldiers willing to lend aid to his cause. When
left with no other alternative, the tjuman may resort to traditional modes
of siege warfare with a peculiar twist. He combines armaments and
psychology to instill terror into the frightened people behind the wall.
Fortunately for many adventuring companies, these skills are very
transferable to exploring dank, subterranean lairs and infiltrating enemy
camps. If nothing else, the tjuman is a highly adaptable fighter with many
uses on and off the battlefield.

Weapon and Armor Proficiency: A tjuman is not proficient with
heavy armor.

Skills: A tjuman gains Diplomacy and Disguise as class skills.

Vigilant Infiltrator (Ex) At 2nd level, a tjuman gains a +1 insight bonus
to AC and a +1 insight bonus on Reflex saves whenever his actions trigger
an opponent’s readied attack. His instinctive reactions to danger allow him
to retain this bonus even when surprised, flat-footed or flanked. He does
not gain the bonus if he is helpless, unconscious or paralyzed. He does not
gain this bonus if another creature’s actions triggered the readied attack. The
bonus lasts until the beginning of the tjuman’s next turn, and it applies to all

enemies, not just the opponent that readied the attack. This bonus increases
by +1 for every four levels after 2nd. This ability replaces bravery.

Scale the Walls (Ex) At 3rd level, a tjuman no longer suffers armor
check penalties on Climb skill checks. The Climb skill check penalty for
accelerated climbing is reduced by 1, and this reduction increases by 1 for
every four levels beyond 3rd (to a minimum of 0). This ability replaces
armor training 1.

Siege Mastery (Ex) At 5th level, a tjuman gains the Siege Engineer
feat (see Pathfinder Roleplaying Game Ultimate Combat) as a bonus feat,
even if he does not meet the prerequisites. This ability replaces weapon
training 1.

Leap from the Walls (Ex) At 7th level, a tjuman no longer suffers
armor check penalties on Acrobatics skill checks. In addition, a tjuman
within arm’s reach of a wall can use it to slow his descent. At 7th level, he
takes damage as if the fall were 20 feet shorter than it actually is. At 11th
level, he takes damage as if the fall were 40 feet shorter than it actually is,
and at 15th level, he takes damage as if the fall were 60 feet shorter than it
actually is. This ability replaces armor training 2, 3 and 4.

Sticky Situation (Ex) At 9th level, a tjuman gains a +1 bonus on
attack and damage rolls when two or more opponents threaten him. This
bonus increases by +1 for every four levels after 9th. This ability replaces
weapon training 2, 3 and 4.

Monk Archetypes

Discipline and introspection can shape the mind and body into a
mystical force that transcends the boundaries of reality. The monk uses
these powers to peer into the hidden depths of his soul. In the deepest
recesses of his inner being is a reservoir of potent spiritual energy that
allows him to make the impossible seem ordinary. Monks refer to this
energy as ki. Though all monks derive their might from the same source,
they acquire and use it in different manners. For most outsiders, the
typical monk leads an ascetic, communal existence within the tranquil
courtyards of a walled monastery, where a wizened master teaches him
the arts of combat and meditation. In many cases, the stereotype is not far
from the truth, but some monks deviate from convention and blaze their
own trail on their spiritual journey to inner truth and higher understanding.
Some lead a solitary, hermetic lifestyle far from the company of others.
Others take solemn oaths vowing to deprive themselves of worldly vices
and pleasures in order to accomplish wondrous marvels. The archetypes
presented here adopt these approaches. The wild mbatsu lives alone
among the animals, where he emulates their actions and endeavors to
walk in their humble footsteps. Silent staff monks adhere more closely
to the conventional monastic lifestyle. However, they abide by a vow of
silence and devote their combat studies to the mastery of one weapon
— the quarterstaff. Regardless of their deviations from the paths most
chosen, monks aspire to be a pillar of lawful stability in an otherwise
chaotic world.

Mbatsu

The hermetic mbatsu dwells in an untamed, remote realm far removed
from the still ponds and serene gardens found in the traditional monastery.
He lives in the vast reaches of the grasslands, in isolated fields well beyond
the reach of even the most ambitious nomadic warlord. His shaggy, bestial
appearance leads observers to believe that he is a savage feral child
that miraculously survived to reach adulthood, yet the uncouth exterior
conceals a fearsome warrior with a complex philosophical outlook of the
world. He believes that animals are the gatekeepers to a primeval source
of mystical energy greater than any that the most learned minds could
possibly imagine. Within this unspoiled domain, the mbatsu carefully
studies and mimics the motions of the beasts that live alongside him. To
him, their subtle movements and instinctual behaviors are vestiges of a
bygone age when the first living creatures emerged from primordial slime
and walked in harmonious unison with Nature itself. Though he emulates
the actions of wild animals and appears unfettered by any type of structure
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or rules, the mbatsu actually adheres to a rigid daily schedule. His activities
coincide with those of the animals that he emulates. Throughout the
day, the mbatsu studies the activities of numerous species in a carefully
prescribed order. After completing his rounds for the day, the mbatsu then
puts into practice all that he observed, transforming his body and spirit
into a whirlwind of animalistic destruction.

Skills: An mbatsu gains Handle Animal, Knowledge (nature) and
Survival as class skills.

Bonus Feat: At Ist level, 2nd level and every four levels thereafter,
an mbatsu may select a bonus style feat from the following list of styles:
Crane Style, Mantis Style, Monkey Style, Panther Style, Snake Style,
Snapping Turtle Style and Tiger Style (these styles appear in the “Feats”
section of Chapter 2 in Pathfinder Roleplaying Game Ultimate Combat.)
He does not have to meet the prerequisites of that feat. Alternatively,
an mbatsu may choose a feat in that style’s feat path (such as Mantis
Wisdom) as one of these bonus feats if he already has the appropriate
style feat (such as Mantis Style). The mbatsu does not need to meet any
other prerequisite of the feat in the style’s feat path. This ability replaces a
monk’s standard bonus feats.

Instinctual Understanding (Ex) At 3rd level, an mbatsu may use his
Wisdom modifier instead of his Strength modifier on melee attack rolls
when making an unarmed strike or natural attack. This ability replaces
maneuver training.

Wild Empathy (Ex) At 3rd level, an mbatsu gains this ability, which
functions as the druid’s wild empathy, but using the mbatsu’s monk level
in place of the druid class level. This ability replaces still mind.

Wild Fury (Ex) At 4th level, an mbatsu may spend 1 point from his ki
pool as a swift action to gain a +4 morale bonus to Strength and take a —2
penalty to Armor Class for 1 round. This ability replaces slow fall.

Wild Understanding (Ex) At 5th level, an mbatsu adds his level to
all Handle Animal checks. By spending 1 point from his &7 pool as a
swift action, a monk gains a +20 bonus on wild empathy checks made to
influence animals for 1 minute. This ability replaces high jump.

Furious Powers (Ex) At 5th level, an mbatsu that spends 1 point from
his ki pool to enter a wild fury may spend 1 additional point from his
ki pool to apply one of the following barbarian rage powers to his wild
fury ability: intimidating glare, low-light vision, night vision, no escape,
raging climber, raging leaper, raging swimmer and scent. At 11th level,
he may spend 2 additional points from his 47 pool to add the following
barbarian rage powers to those that he may apply to his wild fury ability:
clear mind, internal fortitude, terrifying howl and unexpected strike. At
17th level, he may spend 3 additional points from his ki pool to add the
following barbarian rage powers to those that he may apply to his wild
fury ability: fearless rage and mighty swing, He may have only one rage
power in effect at any time. This ability replaces purity of body, diamond
body and timeless body.

Wild Charge (Ex) At 12th level or higher, a monk can spend 2 4i points
from his ki pool as a swift action to move at 10 times his normal speed
when he makes a charge and is treated as if he had the pounce ability. This
ability replaces abundant step.

Silent Staff Monk

An old adage says that silence is golden. For most, remaining quiet
is an act of courtesy, but for the silent staff monk it is a way of life. The
members of this monastic order believe it is better to say nothing and
strike with a hard stick than falsely boast about one’s achievements and
accomplish nothing. The preceding axiom defines two important aspects
of these monks’ lives — their vow of silence and their prowess with
the quarterstaff. Contrary to popular belief, their vow of silence is not
absolute. They can speak, though they do so only when necessary. In the
heat of battle, a silent staff monk coordinating his allies’ actions may seem
downright verbose. On the other hand, he is unlikely to utter a single word
at a crowded social event. In fact, the only sound that is usually heard in
a silent staff monk’s company is the twirling sound that his quarterstaff
makes as he rhythmically swings it in a choreographed duel against an
imaginary opponent. He devotes much of his time to his absolute mastery
of this weapon, but it is not his only love. These monks are more than

warriors. They are men and women of devout faith, though they do not
worship a deity per se. They believe that battle and war are living entities
that command solemn veneration, and victory is the greatest way to
exhibit one’s devotion to these powerful forces. The quarterstaff serves as
the means to achieve this glorious end.

Battle Ready (Ex) At Ist level, a silent staff monk always seems
prepared for battle. Whenever he rolls for initiative, he can roll twice and
take either result. At 11th level, he can roll for initiative three times and
take any one of the results. This ability replaces Stunning Fist.

Path of the Quarterstaff (Ex) At 2nd level, a silent staff monk gains
Weapon Focus as a bonus feat with his quarterstaff. At 6th level, the monk
gains Weapon Specialization with the same weapon as a bonus feat, even
if he does not meet the prerequisites. This ability replaces evasion.

Vow of Silence (Ex) A monk of 3rd level or higher gains a +2 bonus on
saving throws against language-dependent spells and effects. He is immune
to all spells and effects that compel him to divulge information to another
creature or otherwise speak against his will. This ability replaces still mind.

Reassess Tactics (Ex) At 4th level, a silent staff monk may spend 2
points from his ki pool to move up to a distance equal to the distance he
would otherwise be able to slow fall as an immediate action. He cannot
use this ability more than once per round. This ability replaces slow fall.

Reassess Strategy (Ex) At 5th level, a silent staff monk may spend 1
point from his ki pool as a swift action to gain the use of one combat feat
for a number of rounds equal to his Wisdom modifier. These rounds must
be consecutive, and he cannot change the feat once it is chosen. He must
meet the prerequisites to use this feat. This ability replaces high jump.

Quarterstaff Mastery (Ex) At 9th level, a silent staff monk gains the
Improved Critical feat with his quarterstaff as a bonus feat. At 13th level,
he gains the Greater Weapon Focus feat with his quarterstaff as a bonus
feat. He does not need to meet the prerequisites of either feat. This ability
replaces improved evasion and diamond soul.

Diamond Skin (Su) At 12th level or higher, the monk’s skin hardens
and takes on the appearance of diamond, granting him DR 10/adamantine
until the beginning of his next turn. Using this ability is a swift action that
consumes 2 points from his ki pool. This ability replaces abundant step.

Avatar of Battle (Ex) At 17th level or higher, a silent staff monk may
spend 3 points from his ki pool as a swift action in order to take a full-
attack action and move up to his speed as a full-round action. He can
move before or after the attacks as if he had the Spring Attack feat. Until
the beginning of his next turn, he gains a +4 insight bonus to Armor Class
and is immune to spells and effects that cause him to become blind, deaf,
frightened, panicked, paralyzed, shaken or stunned. This ability replaces
tongue of the sun and moon and empty body.

Paladin Archetypes

Paladins are the bearers of light in the darkness and the bringers of
hope in the midst of despair. They champion all that is good and just in
the world, sweeping away evil with unwavering courage and the strength
of their convictions. Wherever their travels take them, paladins tend to the
impoverished, the oppressed, the sick and the downtrodden. They speak
for those who have no voice, and they aid those in the greatest need. When
words and deeds are not enough, paladins take up arms and fight for those
too weak to defend themselves. Paladins abide by a strict moral code that
governs their actions. They do not have the luxury of choice. Wherever
evil stalks the land, paladins must act in spite of great personal danger or
the overwhelming odds against success. Though some perceive such a
code as a burden, paladins see it as a blessing. In their minds, clarity sows
conviction, whereas ambiguity encourages indecision. Free from the yoke
of uncertainty, paladins never hesitate to uphold the noble principles that
bring order to their lives and the world at large. The nomadic knight of
the road and his trusty steed patrol the roads, defending weary travelers
against the evil men and monsters that stalk the grasslands’ thoroughfares.
The sedentary village champion protects villagers and townspeople
against wandering marauders and malevolent creatures seeking to raid,
conquer, or destroy their settlement. Regardless of their role, all paladins
share the same noble goal — to eradicate evil wherever it skulks.
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Knight of the Road

The sight of a brave mounted knight clad in shiny armor is a welcoming
image for most travelers. Seated atop his noble horse, the knight of the
road protects innocents and heals the injured on his endless trek along the
thoroughfares that link far-flung destinations. Though he generally leads a
nomadic existence wandering the roads that connect distant cities, towns
and villages to one another, he may also agree to accompany a venturing
party partaking in a noble endeavor. He may ride alongside the faithful on
a long, religious pilgrimage, or he may ride in the company of a charitable
group transporting vital supplies to a community in desperate need. As
long as he deems the cause worthy, the knight of the road is willing to
travel to the farthest reaches of the grasslands to accomplish the mission.
Life can be cheap on the rough and tumble roads, and no one knows this
better than this saintly paladin. Armed with his sword and crossbow, he
is a formidable defender and a kindly traveling companion prepared to
vanquish any evil creature that crosses his path and sacrifice his life to
save the lives of others.

Skills: A knight of the road gains Knowledge (geography) as a class skill.

Tireless Traveler (Ex) At Ist level, a knight of the road gains the
Endurance feat and Mounted Combat as a bonus feat, even if he does
not meet the prerequisites. In addition, as long as the paladin and his
mount are adjacent, including when mounted, the mount also gains the
Endurance feat as a bonus feat. This ability replaces detect evil.

Get to Safety (Su) At 3rd level, a knight of the road can spend one use
of his lay on hands ability as a standard action to grant an ally within 30
feet the Mobility feat until the beginning of the paladin’s next turn. At 9th
and every six levels thereafter, the paladin can affect one additional ally
up to a maximum of three allies at 15th level. Allies do not need to meet
the feat’s prerequisites. This ability replaces aura of courage.

Good Samaritan (Sp) At 3rd level, a knight of the road can cast the
orison stabilize a number of times per day equal to his Charisma modifier
as a spell-like ability. The caster level is equal to his paladin level. The

save DC is 10 + the paladin’s Charisma modifier. This ability replaces
divine health.

Road Warrior (Ex) At 3rd level, a knight of the road gains a +1
competence bonus to AC, attack rolls and weapon damage rolls when he
and the creature he is fighting are on a highway, trail or road. At 9th and
15th level, this bonus increases by +1. At 6th level, the paladin’s mount
also gains a +1 competence bonus to AC, attack rolls and weapon damage
rolls under the same circumstances. At 12th level, the mount’s bonus
increases by +1. This ability replaces mercy.

Divine Bond (Su) Upon reaching Sth level, a knight of the road
must form a bond with a mount. This ability otherwise functions as the
paladin ability.

Dead Stop (Su) At 8th level, a knight of the road who successfully
hits an evil creature with an attack of opportunity can spend one use
of his lay on hands ability as an immediate action to immediately end
the target’s move action. The paladin can only use this ability if the
attack of opportunity was caused when the evil creature moved out of
or within an area the paladin threatens. Evil creatures negate the effect
with a successful Will save. The DC of this save is equal to 10 + 1/2 the
paladin’s level + the paladin’s Charisma modifier. At 12th level, a paladin
may apply this ability to any readied melee attack that successfully hits
an evil creature, as long as the evil creature’s movement triggered the
readied attack. At 16th level, a paladin may apply this ability to any
readied ranged attack that successfully hits an evil creature, as long as
the evil creature’s movement triggered the readied attack. This ability
cannot be triggered by an evil creature taking a 5-foot-step, and it cannot
be used to prevent an evil creature from taking a 5-foot-step. This ability
can only be used to immediately end an evil creature’s movement. This
ability replaces aura of resolve.

Village Champion

Every settlement has its darkest hour. Whether it comes at the hands of
a ferocious storm, a horde of marauding raiders or rampaging monsters,
the community’s continued survival sometimes hinge on the actions of
one man. Legends in nearly every grassland city, town and village tell of
a time when all seemed hopelessly lost until the sudden and unexpected
appearance of a lone figure on the outskirts of town. As the mysterious
stranger approached the frightened citizens, his radiant armor, steely
resolve and aura of goodness dispelled any doubts as to whether he was
a friend or foe. With a reassuring glance and a firm hand on his faithful
weapon, the holy warrior rushed headlong into the fray and saved the
citizens and their homes from certain doom. In the celebratory aftermath
of the victory, the jubilant residents open their doors and hearts to their
timely savior. The noble fighter asks for no recompense for his wondrous
deeds. Instead, he takes a solemn vow to defend his newly adopted brethren
from the evils that plague the land. Any time the forces of depravity and
corruption appear at his doorstep, the village champion savors the chance
to rid them from the world forever.

Presence of Greatness (Ex) At 3rd level, a village champion can
expend one use of his lay on hands ability to grant one or more adjacent
allies one combat feat he possesses as a bonus feat. This may be done as a
swift action. All allies must receive the same feat, but do not need to meet
the prerequisites of this bonus feat. This ability does not function if the
paladin is flat-footed or unconscious. Likewise, affected allies cannot be
flat-footed or unconscious. The ally loses the feat a number of rounds later
equal to the paladin’s Charisma modifier. In addition, the ally must remain
adjacent to the paladin at all times; otherwise, the ally is no longer affected
by this ability. This ability replaces divine health.

Channel Positive Energy (Su) Upon reaching 4th level, whenever the
paladin is affected by another creature’s channeled positive energy, he can
spend three uses of his lay on hands ability to channel positive energy as
an immediate action. This ability otherwise functions as the paladin ability.

Divine Bond (Su) At 5th level, instead of forming a bond with his
weapon or a mount, a village champion forms a bond with a specific city,
town, village or other settlement. As a standard action, a village champion
can bind a celestial spirit to a 40-foot-radius area centered on him for
1 minute per paladin level. These minutes need not be consecutive. The
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area can also be different, but it must be located somewhere within the
limits of the bonded settlement. When called, the spirit basks the affected
area in warm, glowing light. At 5th level, all good creatures (including
the paladin) in the affected area gain a +1 morale bonus on attack rolls
and on saving throws against fear effects. Undead creatures and evil
outsiders entering the area suffer a —1 penalty on attack rolls, damage
rolls and saves. Furthermore, the DC to resist positive channeled energy
within this area gains a +2 sacred bonus. At 9th level, the paladin’s divine
bond duplicates the effects of the magic circle against evil spell with
the exception of its area. At 13th level, good creatures also receive a +1
morale bonus on damage rolls and skill checks. In addition, the modifiers
applicable to undead and evil outsiders double (-2 penalty on attack rolls,
damage rolls and saves) and the DC to resist positive channeled energy
also doubles (+4 sacred bonus). At 17th level, any dead body in the area
cannot be turned into an undead creature. In addition, the paladin can fix
a single spell effect to the area. The paladin may designate whether the
effect applies to all creatures, creatures who share his faith or alignment,
or creatures who adhere to another faith or alignment. Spell effects that
may be tied to the area include daylight, death ward, discern lies, dispel
magic, resist energy and zone of truth.

All for One (Su) At 8th level, whenever a spell or effect targets the
village champion and one or more of his allies within 30 feet, he can
spend one use of his lay on hands ability to allow one of his allies to
use either the paladin’s saving throw against the effect or his own. The
ally must decide to do so after the rolls are made, but before the results
are revealed. Using this ability is an immediate action. At 11th level
and every three levels thereafter, the village champion can affect one
additional ally. This ability replaces aura of resolve, aura of justice, aura
of faith and aura of righteousness.

Ranger Archetypes

Impenetrable fields of thick, tangled grasses, raging rivers, and bitter cold
pose insurmountable obstacles to a conventional army. Dense vegetation
and roiling water can stop columns of infantry and cavalry in their tracks.
Frigid temperatures, snow and ice can kill the hardiest troops in a matter
of hours or condemn them to a slow, torturous death from starvation. In
war, sometimes less is more, and rangers are the perfect example of this
oxymoron. It takes little training and equipment to muster a large military
force of green foot soldiers, but numerical superiority is not always
enough to win the day. Speed, maneuverability, intimate knowledge of
the terrain and the ability to live off the land give commanders a sizable
tactical advantage over traditional foes. A lone ranger wreaks more havoc
in the feral grasslands than a battalion of heavily armored swordsmen. His
ability to move through the tall grasses undetected and without hindrance
allows him to slip behind enemy lines and infiltrate enemy camps. The
elusive commando is the master of wilderness warfare and an expert at
silently debilitating foes that stand in his way. Where the commando
relies on stealth and guile, the yuam relies on his horsemanship, speed and
bravery to prevail over his rivals. In the wild places of the world, rangers
are the ultimate warriors.

Commando

A commando succeeds where all others fail. No mission is too dangerous
for this cunning, mobile soldier. He always travels light, placing him at
a decided disadvantage against heavily armed and armored fighters in a
fair fight. However like life, war is rarely fair. Instead of depending upon
brawn and steel to win the day, the commando relies on stealth — both
of foot and blade — deception and ingenuity to neutralize opponents that
stand between him and his objective. Unlike conventional troops, which
are organized into larger units, the commando is typically part of a small
team or a lone warrior. In most military encounters, numerical superiority
plays a decisive role in a battle’s outcome, but not in the commando’s
case. He and his colleagues become one with the terrain, moving through
tall grasses to halt infantry and cavalry troops dead in their tracks. The

lightly armored and dexterous ranger uses such natural obstacles and
barriers to slip behind enemy lines with relative ease and incapacitate
foes without attracting attention to his clandestine activities. Though
few, if any, witness the commando in action firsthand, the aftermath is
unmistakable. Whether he rescued prisoners, destroyed a critical supply
depot, slew an important military figure or dispatched a group of sentries,
his destructive wake leaves a ruinous toll on the enemy.

Weapon and Armor Proficiency: Commandos are proficient with
all simple and martial weapons and with light armor and shields (except
tower shields).

Commando: At 1st level, a commando adds Disable Device to his list
of class skills and removes Handle Animal from his list of class skills.

Sneak Attack (Ex) At Ist level, a commando inflicts +1d6 points of
damage against targets within 30 feet that he flanks or that are denied their
Dex bonus to AC against him. This damage increases by +1d6 at 5th level
and every five levels thereafter. This ability replaces favored enemy.

Cover of Darkness (Ex) At 1st level, a commando gains low-light
vision. If he already has low-light vision, he gains darkvision with a
range of 30 feet. If he already has darkvision, the range of his darkvision
increases by 30 feet. This ability replaces wild empathy.

Behind Enemy Lines (Ex) Commandos are accustomed to acting
alone. At 4th level, when no ally is within 30 feet of the commando, he
gains a +1 morale bonus on attack and weapon damage rolls. This bonus
increases by +1 at 8th level and every four levels thereafter to a maximum
of +5 at 20th level. This ability replaces hunter’s bond.

Dastardly Finish (Ex) At 11th level, a commando gains the Dastardly
Finish feat as a bonus feat, even if he does not meet the prerequisites.
This feat appears in the Pathfinder Roleplaying Game Advanced Player's
Guide. This ability replaces quarry.

Pinpoint Targeting (Ex) At 19th level, a commando gains the Pinpoint
Targeting feat as a bonus feat, even if he does not meet the prerequisites.
If he already has this feat, he can instead take any combat feat, but he must
meet the feat’s prerequisites. This ability replaces improved quarry.

Yuam

Knowledge is power, especially when one rules over a vast steppe
empire. Outlying territories may be thousands of miles away from the
center of power, making it seemingly impossible to transport important
documents and communicate vital information from the capital to these
far-flung locales. Still, like most other facets of life in the temperate
grasslands, the horse provides a feasible and reliable solution to this
problem. While a single mounted courier travels faster than a man on
foot, fatigue eventually sets in, forcing rider and steed to rest for extended
periods of time. Administrators solved this dilemma by devising a system
that allows hundreds of men and horses to perform a task previously
assigned to one rider and mount. They built stations with fresh men and
horses at regular intervals along a designated route. Each rider and mount
completes just one leg of the trek rather than the entire journey and then
passes off his documents or information to a new rider at the next station
who repeats the process until the papers or news reached their intended
destination. Though outwardly simple, the job is not for the faint of heart.
Robbers and monsters sometimes lie in wait for passing riders, and there
are no respites for bad weather and poor riding conditions. Known as
yuam, these specialized riders are more than ordinary couriers. They are
exceptionally brave expert horsemen and fighters. Speed is of the essence
so, unlike the armored knight, the mounted yuam carries as little armor,
weapons and baggage as possible. He strikes a less-imposing figure than
the typical horse archer or mounted warrior, but looks are often deceiving.
One strike from the blade of a charging yuam is an experience that few
would-be thieves and raiders soon forget. That is if they survive their
encounter with this lethal courier.

Weapon and Armor Proficiency: Yuams are proficient with all simple
and martial weapons and with light armor and shields (except tower shields).

Yuam: At 1st level, a yuam adds Knowledge (local) to his list of class
skills and removes Knowledge (dungeoneering) from his list of class skills.

Charge of the Light Brigade (Ex) At Ist level, a mounted yuam gains
a +2 bonus on attack rolls and weapon damage rolls on charges made
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with a light or one-handed melee weapon. This bonus is in addition to the
attack roll bonus he gains from charging. The damage bonus is multiplied
on a critical hit, but it is not multiplied when determining the damage dealt
by a charging yuam with the Spirited Charge feat. At Sth level, and every
five levels thereafter, this bonus increases by +2 up to a maximum of +10
at 20th level. This ability replaces favored enemy.

Fast Rider (Ex) The speed of any mount the yuam rides is increased by
10 feet. This ability replaces wild empathy.

Combat Style Feat (Ex) At 2nd level, a yuam must choose the
mounted combat style that appears in the “Ranger” section in Chapter 2 of
Pathfinder Roleplaying Game Advanced Player's Guide.

Horse Bond (Ex) At 4th level, a yuam forms a bond with an animal,
which becomes his animal companion. A Medium ranger can select a
horse. A Small ranger can select a pony. This ability functions like the
druid animal companion ability except that the ranger’s effective druid
level is equal to his ranger level —3. The ranger gains a +2 bonus on
Handle Animal and Ride checks with his animal companion mount. This
ability replaces hunter’s bond.

Lonesome Road (Ex) At 9th level, the yuam is immune to fear (magical
or otherwise). This ability replaces evasion.

Strong Willed (Ex) At 16th level, the yuam gains a +4 bonus on saving
throws against enchantment spells and effects. This ability replaces
improved evasion.

Rogue Archetypes

Though synonymous with thieves in the eyes of many grasslands
residents, rogues are far more than common criminals. Sure, there are
some who earn a dishonest living stealing from others, but for those daring
individuals that choose this path, the term “rogue” is perceived more as
a concept than a profession. Blessed with an abundance and multitude of
skills and talents, rogues use their diverse abilities to shape their unique
destinies. During the course of his adventuring career, the typical rogue
may be called upon to play many different parts. Spy, assassin, smuggler,
bodyguard, detective and huckster are just some of the innumerable roles
that a rogue can perform in a lifetime of life on the edge. Yet, there are
rogues that opt to travel down the road of specialization and hone their
abilities in furtherance of their chosen field. The bank robber is a master of
disguise and safecracking who makes his living preying upon the security
vulnerabilities in this new and rapidly expanding industry. On the other
hand, the rustler sticks to a more traditional approach of stealing livestock
from their rightful owners. Regardless of their varying fields, these rogues
are more alike than they are different.

Bank Robber

In most campaign settings, banks — in the modern sense — are still
in their infancy. Complex lending instruments and investment banking
remain centuries in the future, yet individuals and businesses alike still
turn to banks for loans to get them through a difficult farming season
and to provide a more secure location for their money than inside of a
mattress or behind a loose stone in the bedroom wall. Banks use active
and passive means to safeguard their customers’ enormous stockpiles of
coins. Thick stone walls, complicated locking devices, armed guards and
magical wards are the most-common security measures. Large institutions
often employ networks of spies and ex-thieves to gather intelligence about
the activities of local criminals and identify potential vulnerabilities in
the bank’s defenses. In spite of these formidable obstacles, the enormous
rewards outweigh the tremendous risks. To carry out such a daring
escapade, the typical bank robber recruits others to assist him in the risky
endeavor. His team usually consists of other bank robbers and rogues but
the leader may also add hired muscle to his ragtag gang. An experienced
bank robber knows that the devil lies in the details. He may spend months
casing his target searching for weaknesses that he can exploit. Subterfuge,
coordination and speed are the main ingredients in a successful robbery.
If the plot fails, death is a virtual certainty. Succeed, and the bank robber

gains riches far beyond his wildest dreams — and in many grasslands
communities — he becomes the stuff of legends.

Mastermind (Ex) At 4th level, a bank robber receives a teamwork
feat as a bonus feat. He must meet the prerequisites for this feat. By
spending 1 minute, the bank robber can grant the use of a teamwork feat
that he knows to one of his allies. The ally does not need to meet the
prerequisites of these bonus feats. The ally retains the use of this feat for
3 rounds plus 1 round for every two levels the rogue possesses. The ally
must be able to see and hear the rogue. If the rogue falls unconscious or
cannot be seen and heard, the ally loses the benefit of the granted feat
until the condition is remedied. The rogue can use this ability once per
day at 4th level, plus one additional time per day at 8th level and every
four levels thereafter. This ability replaces uncanny dodge and improved
uncanny dodge.

Rogue Talents: The following rogue talents complement the bank robber
archetype: black market connections**, canny observer*, charmer*, coax
information*, fast getaway*, fast picks*, getaway artist**, quick disable,
quick disguise*, quick trapsmith*, slow reactions, surprise attack, trap
spotter and underhanded**.

Advanced Rogue Talents: The following advanced rogue talents
complement the bank robber archetype: getaway master**, improved
evasion, knock-out blow*, master of disguise®, rumormonger**, skill
mastery and thoughtful reexamining®.

*These rogue talents and advanced rogue talents appear in the “Rogue”
section in Chapter 2 of Pathfinder Roleplaying Game Advanced Player s
Guide.

**These rogue talents and advanced rogue talents appear in the
“Rogue” section in Chapter 1 of Pathfinder Roleplaying Game Ultimate
Combat.

Rustler

Any object of value represents a potential target for a wily thief. In
most cases, these items are small and easy to conceal. Coins, gems and
jewelry are prime examples, but some rogues opt instead to steal livestock.
Horses, cattle, sheep and other domesticated animals are their primary
targets. Taking these beasts from their rightful owners presents unique
challenges that other rogues rarely encounter. Without powerful magic,
it is impossible to hide a cow in one’s trouser pocket or inconspicuously
pilfer a prize stallion grazing in an open field. Rogues that choose this
profession must learn to interact with these animals in order to willingly
coax them away from familiar pastures and toward ones of the rogue’s
choosing. Rustlers typically lead a nomadic existence on the edges of
civilized society.

Weapon and Armor Proficiency: Rustlers are proficient with the lasso
in addition to their normal weapon proficiencies. (The lasso appears in
the “Weapons” section in Chapter 4 of Pathfinder Roleplaying Game
Advanced Player’s Guide.)

Rustler: At 1st level, a rustler adds Handle Animal and Ride to his list
of class skills and removes Disable Device and Sleight of Hand from his
list of class skills.

Steer Livestock (Ex) A rustler adds 1/2 his level on Handle Animal and
Ride skill checks (minimum +1). This ability replaces trapfinding.

Charm Animal (Sp) At 3rd level, a rustler can use charm animal as a
spell-like ability once per day. The rustler’s caster level is the same as his
rogue level. This ability replaces trap sense.

Rogue Talents: The following rogue talents complement the rustler
archetype: camouflage®, fast stealth, firearm training**, grit**, rogue
crawl, stand up, survivalist*, terrain mastery** and wall scramble**.

Advanced Rogue Talents: The following advanced rogue talents
complement the rustler archetype: another day*, defensive roll, hide in
plain sight**, hunter’s surprise®, improved evasion and skill mastery.

*These rogue talents and advanced rogue talents appear in the
“Rogue” section in Chapter 2 of Pathfinder Roleplaying Game Advanced
Player’s Guide.

**These rogue talents and advanced rogue talents appear in the
“Rogue” section in Chapter 1 of Pathfinder Roleplaying Game
Ultimate Combat.
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Sorcerer Archetypes

Magic is an innate force woven into the soul of every living being.
The typical creature lives an entire lifetime totally unaware of its
existence. For most, the ability to draw forth this power is buried within
the labyrinthine depths of the subconscious. Yet there are a few select
individuals born with an instinctual connection to the magical might that
roils beneath the surface of the conscious mind. For them, the ability
to cast spells is as ingrained into their psyche as eating, breathing and
sleeping are to the average person. The memories of a distant ancestor,
the touch of divinity, the primordial heat of the flame and the mysteries
of the world beyond the ordinary are a mere handful of the endless
possible bloodlines that flow through the fibers of the sorcerer’s being.
Those blessed with this unique gift can tap into an immense reservoir of
raw mystical energy. They can shape and harness this power to create the
previously unthinkable. Presented below are two archetypes that derive
their essence from their unusual bloodlines. The buga hails from nomadic
stock, and the wanderlust that pervades his soul allows him to travel far
beyond the means of ordinary men. The enigmatic wichanmuga dabbles
in the dark arts and gains his energy from an exiled ancestor. These potent
practitioners of arcane magic use the power of their bloodline to overcome
any that dare oppose them.

Buga

For countless generations, hunter-gatherers have roamed the grasslands
hunting the migratory herd animals and harvesting wild grains from
pristine fields. With each changing season, nomads pull up their tents and
leave their temporary home in search of greener pastures elsewhere. For
the buga, this existence is more than a way of life. It is ingrained into his
soul. He is born to be constantly on the move, never planting roots in any
one location for more than a brief respite. In the buga’s mind, familiarity
brings staleness. His inquisitive mind and adventurous soul long to seek
out new opportunities and challenges regardless of where they may be.
Whereas sedentary people desire the comforts of home, the buga finds
his peace of mind on the open road. Strange new places, uncharted
landscapes and exotic people are his inspiration. In spite of the fact that
his transient lifestyle implies a solitary existence, the typical buga is a
gregarious extrovert that makes fast friends wherever he goes. In fact,
many bugas accompany nomadic tribesmen on their long treks across the
feral wilderness. For these wandering herdsmen, a buga in their midst is
a most welcome sight. In turn, the buga aids his transitory companions
through his connection to the Nomad bloodline.

Nomad (Bloodline)

You were born on the open road, and it is your destiny to travel to far-
flung locales in search of adventure. The blood of nomads courses through
your veins and wanderlust roams in the deepest reaches of your soul. Your
magic reflects your innate desire to seek out new experiences and visit
foreign lands.

Class Skill: Survival.

Bonus Spells: expeditious retreat (3rd), whispering wind (5th), fly
(7th), dimension door (9th), teleport (11th), shadow walk (13th), greater
teleport (15th), discern location (17th), etherealness (19th).

Bonus Feats: Acrobatic Steps, Dodge, Endurance, Fleet, Mobility,
Nimble Moves, Run, Skill Focus (Survival), Step Up, Strike Back.

Bloodline Arcana: Whenever you cast a spell that increases your speed
or grants you a mode of movement that you normally do not have, such as
burrow, climb, fly or swim, you treat your caster level as if it were one higher.

Bloodline Powers: Your burning desire to see the world allows you to
move faster than normal.

Fast Movement (Sp) At Ist level, you can touch a creature as a standard
action, increasing its base land speed by +10 feet for a number of rounds
equal to 1/2 your sorcerer level (minimum 1). This adjustment is treated
as an enhancement bonus. You can use this ability a number of times per

day equal to 3 + your Charisma modifier.

Woodland Strike (Ex) At 3rd level, you can move through any sort of
undergrowth (such as natural thorns, briars, overgrown areas and similar
terrain) at your normal speed and without taking damage or suffering any
other impairment. Thorns, briars, and overgrown areas that have been
magically manipulated to impede motion, however, still affect you.

Seen the World (Ex) At 9th level, whenever you teleport to another
location, treat the destination as one step more familiar to you. In addition,
when determining whether you successfully teleported to your intended
destination, you may roll your percentile dice twice and use either result.
The preceding benefits apply to all conjuration spells from the teleportation
subschool. In addition, whenever you scry on a subject, treat the subject as
one step more familiar to you.

Wanderlust (Ex) At 15th level, your base land speed increases by +30 feet.

Unfettered (Sp) At 20th level, you can teleport once per day as the
spell as a standard action. In addition you gain immunity to all effects that
impede your movement. This ability duplicates the effects of the fieedom
of movement spell.

Wichanmuga

For some, exile is a fate worse than death. Forcefully depriving someone
of everything they held dear can be a more traumatic experience than an
appointment with the executioner’s thirsty blade. Unable to go back to the life
he formerly led, the exile must strike out on his own in an unforgiving world.
Most wither and die shortly after their sentence is passed. Others persevere
and find a quiet niche somewhere far away where they live the remainder of
their existence in rueful anonymity. But there are a few that seek vengeance
against those that sundered the bonds of home and family. Fearful of being
discovered by their pursuers, these pariahs take refuge in remote wilderness
areas and the seedy underbellies of large settlements where they plot their
revenge. In the dark and feral places of the world, these desperate men and
women sometimes turn to sinister, nefarious power to further their schemes.
These wicked plans rarely succeed, but their dalliance with these otherworldly
beings and the stigma of being ostracized leaves a festering scar on the
outcast’s descendants. Though he may not be an exile himself, the loneliness
and isolation of being an outsider constantly gnaws on his fragile psyche. Far
from the eyes of those that condemned his ancestor to his wretched fate, the
wichanmuga endlessly conspires to punish those who sundered his forebear’s
bonds of family, friendship and homeland. The wichanmuga does so through
his connection to the Exiled bloodline.

Exiled (Bloodline)

A powerful ruler or otherworldly being cast your family out of their
homeland and condemned your ancestors to a life of exile. You get the
sense that you never fit in no matter where you go and are constantly
on the run. Your magic draws strength from this sense of desperation to
grant you the ability to escape those who hunt you and consign them to
the same fate.

Class Skill: Disguise.

Bonus Spells: disguise self (3rd), darkness (5th), nondetection (7th),
lesser geas (9th), dismissal (11th), geas/quest (13th), banishment (15th),
maze (17th), freedom (19th).

Bonus Feats: Agile Maneuvers, Alertness, Deceitful, Defensive
Combat Training, Dodge, Lightning Reflexes, Mobility, Quick Draw,
Skill Focus (Disguise), Stealthy.

Bloodline Arcana: Whenever you cast a spell with a range of personal,
your resolve hardens, granting you a morale bonus on Will saves equal to
the spell’s level for 1d4 rounds.

Bloodline Powers: You long for others to experience the pain and
loneliness of being an exile.

Touch of the Shunned (Sp) At 1st level, you can make a melee touch
attack as a standard action to temporarily sever the target’s bonds of
friendship. On a successful hit, the target gains immunity to spells and
effects that target allies. Furthermore, it must succeed on a Will save to be
affected by any conjuration (healing) spells cast upon it. These effects last
for 1 minute per sorcerer level. The target receives a Will save to negate
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both of these effects. The save DC is equal to 10 + 1/2 your sorcerer level
+ your Charisma modifier. You can use this ability a number of times per
day equal to 3 + your Charisma modifier.

Otherworldly Alliances (Su) At 3rd level and every four levels
thereafter, you gain a +1 insight bonus to AC against outsiders and on
saving throws made to resist spells and effects created by outsiders.

Isolate (Sp) At 9th level, you point your finger and fire an invisible ray
at any target within 60 feet. You must succeed on a ranged touch attack to
hit. If you hit, the subject is invisible to all creatures except for you and
your allies. This effect functions as the greater invisibility spell. In addition,
the creature is affected by silence (as the spell), though the effect does not
extend beyond the target. While the target is aware of the silence effect, it is
generally unaware that it is invisible to other creatures. These effects last for
1 round per sorcerer level. A successful Will save negates these effects. The
DC of this save is 10 + 1/2 your sorcerer level + your Charisma modifier.
You can use this ability once per day at 9th level. At 17th level you can use
this ability twice per day, and at 20th, three times per day.

Exile (Sp) At 15th level, once per day, you can force an extraplanar
creature out of your home plane or force a creature from your home plane
to return to its birthplace. Otherwise, this ability functions as banishment.
This effect uses your sorcerer level as the caster level. At 20th level, you
can use this ability twice per day.

Stay Put (Ex) At 20th level, you gain spell resistance equal to your
sorcerer level + 5. You gain immunity to enchantment (compulsion) spells,
as well as spells and effects that displace you from your current location
and attempt to move you to another location. These spells include, but are
not limited to banishment, imprisonment and maze. You are also immune
to bull rush, drag and reposition maneuvers.

Wizard Archetypes

Mounds of dusty tomes, long beards, pointy hats and eccentricity are
the objects and traits commonly associated with wizards. Those that do
not practice the mystical arts perceive them as stodgy academicians that
spend their days pouring through forgotten lore and esoteric ramblings in
search of powerful new sources of magic. Wizards are more intellectual
and learned than other practitioners of arcane magic, but they are not just
bookworms. The grasslands demand a hardier breed of wizard than those
found in bustling metropolises and ancient cities. Constant travel is a
way of life for most residents of these vast expanses, and wizards are no
exceptions. The wizards that succeed here are more attuned to nature than
their cosmopolitan counterparts. Though they still derive their power from
transcribing and memorizing arcane writings, the wizards of the steppes,
prairies and savannas developed innovative ways to strengthen their
bonds with the awesome might of the natural world. The ilumbo develops
a connection with serpents while still retaining many of the traditional
trappings of wizardry. The bestial arcanist takes his bonds with nature one
step further by studying and eventually emulating the wild animals that
surround him. These two archetypes defy convention, yet their scholarly
and mystical roots allow them to tap into and harness tremendous magical
power that serves them well in the wild places of the world.

Bestial Arcanist

At first blush, the bestial arcanist appears to be an uncouth hermit
or wild man. The typically unkempt wizard lives in the grasslands for
extended periods of time and often wears loose-fitting rags that make
him look like a street beggar. Yet behind the feral fagade is an intelligent
naturalist who spends his days meticulously cataloging the activities and
behaviors of the beasts that dwell on the plains. These creatures fascinate
him, but his interest is not based solely upon curiosity, admiration and
a search of knowledge. Instead, he uses his understanding of magic and
nature to ultimately transform into one of them. Though sometimes
mistaken for a druid, the bestial arcanist sees himself more as a student
of nature rather than its sworn defender. Furthermore, intellect rather than
instinct or an innate affinity for the natural world guides his actions. In

keeping with his academic roots, his humble dwelling usually contains
countless carefully drawn diagrams and extensive journals along with his
most prized possession — his spellbook.

Arcane Bond (Ex) The bestial arcanist may not select an object and
must form a bond with a familiar.

School of the Beast: The bestial arcanist devotes an inordinate amount
of time to his study of animals that he forsakes three schools of magic.
These opposition schools are chosen at 1st level and cannot be changed
later. He cannot select transmutation as an opposition school. A bestial
arcanist who prepares spells from his opposition school must use two spell
slots of that level to prepare the spell. In addition, the bestial arcanist takes
a—4 penalty on any skill checks made when crafting a magic item that has
a spell from one of his opposition schools.

A bestial arcanist cannot specialize in a school of magic and does not
receive the universalist school. However, he receives an additional spell
slot of each spell level he can cast, from 1st on up. Each day, a bestial
arcanist can prepare a spell that appears on both the wizard spell list and
the druid spell list or any beast shape spell in that slot. This spell must
be in the wizard’s spellbook, and it cannot be from one of his opposition
schools. A wizard can select a spell modified by a metamagic feat to
prepare in his specialty slot, but it uses up a higher-level spell slot. This
ability replaces arcane school.

Study of Nature (Ex) A bestial arcanist gains the wild empathy ability,
which functions as the druid ability of the same name. For the purposes of
this ability, he uses his wizard class level in place of druid class levels and
his wizard class levels stack with all other classes with the wild empathy
ability. The bestial arcanist adds his Intelligence modifier to these checks
in addition to his Charisma modifier. This ability replaces scribe scroll.

Bestial Transformation (Sp) At 5th level, a bestial arcanist receives the
Natural Spell feat as a bonus feat even if he does not meet the prerequisites.
The duration of any beast shape spell cast by a bestial arcanist is doubled,
as though affected by the Extend Spell feat, without altering the level of
the spell. Applications of Extend Spell do not stack with this ability. This
ability replaces the Sth-level wizard bonus feat.
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ITumbo

The serpent is more commonly associated with treachery than
perhaps any other animal. Few people look kindly upon serpents, and
the sentiment extends to anyone in the company of these wily reptiles.
Mythology and folklore are full of instances describing the cunning
reptile’s proclivity to serve malevolent creatures and corrupt the innocent.
Whether this correlation with evil is attributable to their dangerous bite,
alien appearance or unpredictable nature is subject to debate, but the fact
remains that the serpent is reviled in many mystical circles. The ilumbo
is the rare exception. In many primitive grassland cultures, the ilumbo
is derogatorily referred to as the “lying snake” and “he who speaks with
forked tongue.” Yet while snakes are disliked and mistrusted in many
cultures, they are also greatly feared and the same trepidation precedes
the ilumbo wherever he goes. The ilumbo’s reputation for deceit is well-
known even in the grasslands’ remotest corners. Though the ilumbo is
frequently looked upon as being evil, his ethical outlook is better defined
as an abstract shade of gray rather than a solid black or white. Deceit
is a sinful act in many religions, but the ilumbo may foster an illusory
truth to accomplish a greater good or he may spread his web of lies to
destroy an entire civilization. These details determine whether the ilumbo
is a conniving angel or a devil in disguise. Nearly all ilumbos specialize in
the Falsehood focused arcane school of magic (see the “Focused Arcane
Schools” section in Chapter 2 of Pathfinder Roleplaying Game Advanced
Player's Guide for details regarding arcane schools of magic).

Arcane Bond (Ex) The iilumbo may not select an object and must form
a bond with a familiar. His familiar must be a reptile.

Falsehood School

The deception wizard uses his illusory magic to conceal the truth and
sow mistrust in the minds of others.

Associated School: lllusion.

Replacement Powers: The following school powers replace
the extended illusions, blinding ray and invisibility field
powers of the illusion school.

Born Liar (Ex) You gain a +2 enhancement bonus on BIuff,
Disguise and Perform (act) skill checks. This bonus increases
by +1 at 5th level and every five levels thereafter, up to a
maximum of +6 at 20th level. At 20th level, whenever you
succeed at a saving throw against a language-dependent
spell or effect, as an immediate action you can attempt to
frighten the caster to death, as per phantasmal killer.
Gullible (Su) As a standard action, you can make a melee
touch atftack that makes the creature believe everything

it sees and hears. If you hit, the farget treats all Will saving
throws made fo disbelieve illusions and all Sense Motive
checks to avoid being bluffed as if it rolled a natural 1 for 1
round. This is a mind-affecting effect. You can use this ability
a number of fimes per day equal fo 3 + your Intelligence
modifier.

False Images (Sp) At 8th level, you can emit a 30-foot-radius
aura of distorted images for a number of rounds per day
equal to your wizard level. These rounds do not need to

be consecutive. Enemies within this aura suffer a 20% miss
chance on melee and ranged attack rolls. The miss chance
does noft stack with any miss chance granted by another
form of concealment. This is a mind-affecting effect with
visual components.
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Faiths of the

lains

A popular aphorism in the grasslands states “the more one travels, the
more one needs.” Those unfamiliar with a nomadic lifestyle presume that
the saying is logistical in nature, referring to the need to procure supplies
and equipment for any long trek. However, the humanoid inhabitants of
the plains typically use this saying in a spiritual rather than a worldly
context. Sedentary people rarely travel more than 20 miles from their home
over the course of an entire lifetime. Therefore, they narrowly focus their
religious beliefs on a small number of crucial necessities — food, water,
weather and shelter. With limited contact from those outside their tightly
woven circle, religious viewpoints grow more insular and dogmatic over
time. Novel religious thinking is frowned upon, as the faithful vigorously
resist new ideas and tenaciously cling to their entrenched ways.

The wanderers who roam the plains’ vast expanses adopt a more
accepting viewpoint centered on inclusion rather than exclusion. Their
travels across the immense, open terrain bring them into contact with
many exotic peoples and faiths from distant lands. Rather than close their
minds and hearts to innovation, many nomads incorporate elements of
these religions into their own belief system. Necessity can change in an
instant in the grasslands, so it makes perfect sense to keep all options
available, especially in a tough spot. Fresh concepts and previously
unknown deities may hold the key to salvation in an ever-changing world.
These pragmatists readily embrace and add these new gods into their
complex and constantly shifting pantheons with frequent regularity. Their
willingness to stray from the path of orthodoxy leads outsiders to doubt
the sincerity of their faith. This misguided accusation chafes the typical
plains inhabitant who believes he is more spiritual than his stodgy, rules-
oriented counterparts. He believes that divinity exists in all things, but
recognizes that many gods from faiths different than his own hold sway
over the fate of the cosmos. From his vantage point, there is no harm in
paying at least passing homage to these deities in the event that one of
their divine gazes glances in his direction.

With these concepts in mind, the pantheon of deities worshipped by
plains’ inhabitants is not mutually exclusive of other religions. Though the
faith’s core beliefs and deities form the foundation of their religion, bits
and pieces of many other religions find their way into accepted doctrine.
Humans bordering a plains area may add elements of their neighbors’
religious beliefs into their own, or they may even incorporate some deities
from other nearby humanoid races into their ever-growing pantheon of
gods and goddesses. In spite of this widespread diversity and external
influences, some core principles and beliefs remain sacrosanct throughout
the grasslands. The following pantheon of gods and accompanying belief
system are suitable for use in any plains campaign. This is especially true
in The Lost Lands Campaign Setting of Frog God Games where the
Shattered Folk scattered throughout the Haunted Steppe venerate the gods
known as the Ethtuwate but usually referred to by the wandering tribes
simply as the Elder Spirits.

Ethtuwate Pantheon
(Elder Spirits)

Plains’ inhabitants willingly accept many new ideas, but the story
of creation is not subject to debate. Untold ages ago, Tunkaku the
Great Giver, an immense roiling mass of organic and inorganic matter,
inexplicably emerged from nothingness into the vast emptiness. No longer
bound together by the stifling confines of its former existence, the densely
packed, vaguely spherical shape literally tore apart at the seams hurling
pieces of itself into the great beyond. The largest chunks of debris raced

toward the farthest reaches of creation, where they eventually became the
points of light that wander across the night sky. The living matter ejected
to the depths of space transformed into the outsiders — the creatures born
of the four elements and those forged from the forces of good, evil, law,
chaos and neutrality. What remained of Tunkaku in the aftermath of the
great sundering slowly coalesced over the course of countless millennia
and became the center of the universe. This enormous expanse of rock
and soil stretched for thousands of miles in every direction. The organic
matter that resided on this expanse took shape during that time and
eventually populated the world with all manner of plants, animals and
living creatures, including humanity.

Overseeing this design were Tunkaku’s grandest creations: Thaka,
a radiant being astride a magnificent Pegasus, and Drethra, an equally
majestic entity mounted upon a fiery nightmare. Each day at dawn, Thaka
galloped across the sky, basking the world below in his warm, radiant aura.
After he thundered across the heavens, Drethra appeared at dusk upon her
bellowing, black steed, leaving nothing but shadow in her wake. They
repeated this dance every day at varying intervals. During the summer,
Thaka’s pace slowed, and his nourishing light and heat brought life to
a starving world. As winter approached, Drethra dominated the stage,
ushering in extended periods of blackness and cold that slew innumerable
plants and animals during her brief tenure. The earliest humanoids came
to revere Thaka and despise Drethra, a development that Drethra yearned
to remedy.

The Plains’ Birth

At the dawn of time, the mighty trees ruled the land, and the humble
grasses languished in their tyrannous shadow. Thaka bathed his
resplendent wooden giants with his warm glow and refreshing rains, as
the benevolent god rode in triumph atop the marvelous pegasus. Or at
least, that is how Drethra perceived the present situation. Envy coursed
through every fiber of her being, but she knew that the time would soon
arrive when she would punish those who cursed her.

Then, as she predicted, a day came when even Thaka could not illuminate
the world. It was as if a great object stood between him and the great forest,
casting an immense shadow upon the yearning earth. As luck would have
it, the strange event coincided with the winter solstice, the same day when
Drethra lorded over the heavens for longer than any other on the calendar.
She and her nightmare mount descended from the skies and plummeted to
earth in a cloud of fire and billowing smoke. Wreathed in flames, the scorned
goddess and her infernal companion carved a swath of fiery destruction
through the maze of trees, setting the great forest ablaze. When Thaka rolled
across the heavens to usher in a new day, even his radiant light could not
pierce the thick haze of ash and smoke coming from the smoldering timber
beneath him. Tears rolled down his divine face and doused the flames, yet
he intervened too late. Drethra destroyed much of the great forest, leaving
charred husks and scorched earth in her wake.

Yet a goddess sometimes cannot predict every outcome. Her plan to
decimate the forest and punish her detractors succeeded, but even she
could not anticipate what would happen next. As the trees rotted in the
open fields, the previously dormant grasses sprung to life, aided by
Thaka sowing their seeds across the land. Freed from the wooden giants’
oppressive yoke, the hardy plants asserted their dominance and claimed
dominion over the land that Drethra burned. Intent on creating a desolate
wasteland, the envious goddess’s actions instead gave birth to vast fields of
nourishing grain and grasses that could feed enormous populations of men
and beasts. On that fateful day, the survivors also discovered the secret
and power of fire. Though she slew many men and beasts and laid waste
to the great forests, Drethra accidentally gave humanity more control over
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their environment than Thaka ever did — the gift of fire. For that reason,
some of her former enemies came to revere her as their patron deity.
Since that day, Thaka and Drethra engage in an endless struggle for
control over the grasslands. Thaka sows seeds and periodically deluges
the thirsty earth with life-giving rain. To counteract him, Drethra uses fire
to immolate the amber fields and burgeoning saplings, but the resurgent
grasses quickly spring back to life. This delicate balancing act gives
the plains its unique properties. The grasslands constantly straddle the
boundary between deserts and forests, a balancing act that is sometimes
aided or made more difficult by the intervention of two squabbling deities.

Thaka, ““The Golden Rider,”
God of the Sun, Harvest, and Life

Alignment: Neufral good

Domains: Community, Good, Sun, Water

Symbol: A golden orb surrounded by stems, flowers and
leaves

Typical Worshippers: Chieftains, farmers, shepherds
Favored Weapon: Light mace

At some point in the day, nearly every humanoid inhabitant of the
grasslands offers a short prayer to Thaka, the bringer of light and warmth.
It is impossible to pass through a settlement without seeing at least a
makeshift shrine honoring the benevolent deity. As the most widely
worshipped god in the pantheon, his temples and shrines are found in
every camp and settlement throughout the plains. Though commonly
perceived as being male, Thaka, like the other members of his pantheon, is
androgynous. He appears to be a tall, slender humanoid with long, flowing
yellow hair, bronze skin and glowing blue eyes. He wears a resplendent
white robe and is always atop his mount, Hloctaw, the majestic white
pegasus. Many of Thaka’s worshippers consider him to be the pantheon’s
father and chief deity. However, Thaka does not express or espouse such
a belief. Likewise, he does not claim to have any familial connection to
Drethra, whom many worshippers erroneously deem to be his sibling.

Core Belief's

Life is impossible without Thaka. He is the sun that streaks across
the sky, bringing light, warmth and rain to a waiting world. His radiant
aura nurtures crops and brings life to all creatures that feed upon them.
Humility and compassion reflect Thaka’s benevolent nature. Bounty and
good fortune must be shared with the community, as his glowing face
and generous tears make the harvest possible. Thaka abhors violence, but
physical force is sometimes necessary to stop evil.

History

Thaka and Drethra came into existence when Tunkaku ripped apart at
the dawn of time, making them the pantheon’s oldest deities. None can
adequately explain why these two entities ascended to divinity, whereas
the remainder of Tunkaku’s organic matter became mortal creatures. Some
theorize that the god and goddess were originally destined to be one of the
distant travelers that roams the night sky, but Tunkaku’s dying essence
instead chose them to remain among the world of men. Most shamans
conclude that those far-off points of light are deities in their own right,
a belief that many plains’ inhabitants widely accept, as demonstrated by
their willingness to incorporate gods and goddesses from other pantheons
into their belief system. Whatever the case may be, Thaka never dwelt
on such matters, and instead devoted his energies on illuminating and
watering the fertile soil beneath Hloctaw’s radiant hooves.

When the world was new, Thaka and Drethra had a harmonious
relationship. The pair always met at dawn and dusk to exchange greetings
and pleasantries as one’s daily journey ended, and the other’s trek began.
Yet, with each passing generation of men, envy stirred within Drethra’s
soul, leading her to set the great forest afire and giving birth to the vast
grasslands that took its place. After that fateful day, Thaka made repeated

efforts to reconcile with his tempestuous counterpart. He begged her not
to listen to the shortsighted opinions of fallible mortals, but to no avail.
Drethra’s outlook hardened, and his conciliatory overtures always fell
on deaf ears.

In light of Drethra’s destructive actions, the previously aloof god
now pays greater attention to the creatures that wander the vast plains
nourished by his radiant light, warmth and rain. Since that day, he has
imbued several mortal heroes that piqued his interest with divine powers,
giving them dominion and authority over various aspects of life on the
plains. Many followers of these lesser deities owe at least some measure
of fealty to the entity responsible for their patron’s ascension into the
heavens. Not to be outdone, Drethra also grants divinity to creatures she
believes may further her cause. Over the intervening centuries, both gods
have done battle against the other’s minions in their continuing struggle
for supremacy over the world.

Clergy and Worshippers

Those who follow in Thaka’s footsteps lead righteous and humble
lives. The benevolent, gracious deity accepts any mortal being into his
priesthood regardless of the candidate’s race, gender, lineage or social
status. Thaka demands only one prerequisite — that his clerics place the
needs of others above their own wants and desires. His worshippers often
quip “those who serve Thaka serve many masters.” It is true that Thaka’s
priests tend to the spiritual, physical and material needs of their followers.
But his clerics also wield tremendous political influence in many of
the communities they serve. Earthly rulers frequently look to them for
guidance and advice in temporal matters of state. In fact, a handful of
Thaka’s priests occupy important positions of authority throughout the
grasslands where they act as tribal chieftains or the leader of a small
settlement. Such arrangements are usually temporary and occur out of
an urgent need to combat an encroaching evil that must be repelled.
Though Thaka detests violence, bloodshed is a necessary evil committed
in the name of upholding a greater good. When such actions are justified,
Thaka’s priests stand at the forefront, toe to toe with their fellow defenders
of goodness and righteousness.

Absent such exigent circumstances, Thaka’s priests attend to more
mundane affairs on a daily basis. They heal the sick and injured, till
the fields, perform important rituals and resolve domestic disputes.
Though Thaka’s priests lend tremendous support to the families under
their auspices, clerics cannot marry nor have children of their own. On
the surface, this doctrine contradicts Thaka’s mission as the god of life,
but there is a logical reason for this prohibition. Without a family of
his own, the needs of the community remain first and foremost in the
cleric’s mind. He never has to choose between serving his followers and
serving his family. In spite of this policy, the priesthood encourages but
does not mandate celibacy. Priests and priestesses that pursue intimate
relationships normally exercise caution and discretion. Unintended
pregnancies, extramarital affairs and any reports of deviant behavior are
grounds for mandatory expulsion from the priesthood. In addition to these
indiscretions, the clergy immediately removes any priest from its ranks
that amasses a personal fortune at the expense of his followers. Though
the clergy allows clerics to retain gear and equipment acquired in the
battle against evil, monetary treasures must be used for the betterment of
the community. Likewise, a priest of Thaka never asks for nor accepts any
recompense for his services. Those who run afoul of these rules soon find
themselves looking for another profession.

Every year on the Summer Solstice, 365 randomly chosen clerics gather
at the largest temple to elect their supreme leader, known as the Son of
the Sun. In spite of the name, females can and frequently do occupy this
prestigious role. On most occasions, the election is a mere formality, as
a serving leader rarely loses his position to an upstart. The vast majority
of Sons of the Sun die in office. The election of a new leader to replace
a departed predecessor is a politically charged affair. Behind the scenes
wrangling and the formation of shifting alliances are commonplace
during these events, but intrigue is extremely rare. Still, there have been
occasions where a prospective candidate used a fabricated scandal to
destroy a potential rival. Seasoned clerics of Thaka jokingly marvel at the
number of illegitimate children and adultery accusations that mysteriously
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surface just before an election for a new Son of the Sun.

Worshippers openly profess their faith in Thaka and extol his virtues
whenever an opportunity presents itself. Many families paint a golden
orb on their home’s front door, and wrap a dried vine or leaves around
the image to recreate the religion’s symbol. Though nearly all plains’
dwellers show a modicum of devotion to Thaka, those who depend upon
the sun and the rain for their livelihoods are his most-devout followers.
Farmers, shepherds, field hands, fishermen and others who work the land
begin their day at dawn with a short prayer to their divine benefactor and
conclude the day with a small offering to their beloved deity. Regardless
of the worshipper’s profession, a brief prayer precedes every family meal
thanking Thaka for the bounty of the harvest.

Temples and Shrines

Humility is a virtue, and Thaka’s temples and shrines exemplify this
ideal. The Mound of the Sun, the church’s center of power, is a large
carthen structure in the middle of the thriving settlement of Thian.
Though large by any building standard, the temple lacks the ostentatious
trappings of wealth and power commonly found in many other religions.
A simple altar adorned with the bounty of the harvest and an open area
for worshippers constitutes the basic design plan for Thaka’s temples. In
addition to their architectural features, Thaka’s shrines and temples are
always constructed in locales that offer a clear view of the sun on its daily
journey across the heavens. Builders position windows and openings in
the ceiling to allow sunlight to illuminate the temple or shrine’s interior at
regular intervals throughout the course of the day.

Clerics conduct prayer services at dawn, noon and dusk on all days
except the holidays. The most sacred holiday, Xajira, or the Dawn of Fire,
commemorates Thaka giving birth to the grasslands after Drethra burned
the great forest. The celebration takes place on the morning after the
Winter Solstice when Thaka sowed grain seeds across the scarred land and
watered the scorched earth with his tears. All worshippers attend prayer
services that morning and partake in the traditional meal of barley soup
and fresh bread washed down with generous tankards of beer and ale.
Shatku, or the Nightmare of Flames, begins at dusk the evening before
Xajira. On this holy eve, worshippers extinguish all lights and flames and
spend the overnight hours in complete darkness to mourn the great forest’s
destruction and Drethra’s reign of fire on that fateful evening. The faith’s
other major holidays include the two equinoxes and the Summer Solstice.
Otherwise, the typical worshipper attends prayer services at least once a
week, though times of particular need may warrant additional visits and
offerings.

Drethra, “Mother of Mayhem,”’
Goddess of the Moon,
Darkness and Fire

Alignment: Chaotic evil

Domains: Chaos, Darkness, Destruction, Evil, Fire

Symbol: A burning free

Typical Worshippers: Conspirators, lycanthropes, murderers,
pyromaniacs, spies, thieves

Favored Weapon: Dagger

None openly profess their love for the envious goddess of night, but
the few worshippers who venerate the temperamental deity claim that
they can feel her jealous glare and dark tendrils brush against their bodies
during a moment of utter spontaneity. Drethra, the mother of mayhem,
relishes such moments when a wicked deed comes to glorious fruition.
Those who pay homage to Drethra do so under the cover of darkness
in remote locales far from civilization or in secret chambers beneath the
crowded streets. She is depicted as a pale, sickly humanoid with wiry
jet-black hair, steely-gray eyes and parched, angry red lips. Burns adorn
her cheeks, and she wears a phosphorescent silver cloak that conceals a
dagger affixed around her slender hips. She strides across the night sky

atop her fiendish nightmare mount, Calcetrix the Malevolent. Drethra
bristles at the thought that she is somehow physically related to Thaka in
any manner. The mere suggestion is enough to garner the transgressor a
hateful gaze from the jealous mistress.

Core Belief's

The world is there for the taking. Never allow others to claim
ownership over what is deservedly yours. Darkness provides the means
for acquisition, and envy is the fuel of ambition. Law stifles inspiration.
Chaos encourages the unimaginable. Act on impulse whenever possible,
as instinct is the mother of innovation. Fire is the tool of vengeance. New
possibilities always emerge from the ashes.

History

Drethra’s current ideology belies her nurturing origins. Though
androgynous, Drethra gladly assumed the role of mother to an expectant
world as a foil to Thaka’s paternal nature. She believed that Tunkaku
instilled her with a maternal instinct toward the creatures that dwelt in the
world beneath her. In her divine mind, they were her children. The night
she brought with her sowed rest and strengthened the bonds of family
and friendship — or so Drethra thought. Her humanoid progeny believed
otherwise. The prayers of gratitude and thanks from the world below
resounded to the heavens and filled her waiting ears with one name —
Thaka:

“Praise to Thaka for the light! Blessings upon Thaka for the rain!
Great Thaka rides across the skies, and we bask in his warmth!”

Nearly every silent and spoken prayer celebrated Thaka. The few
who even mentioned Drethra begged her to leave and return Thaka to
his rightful place. Over the passing generations, Drethra’s love for the
world’s creatures turned to ambivalence and culminated in loathing. She
came to view humanity as a spoiled, ungrateful child. When the celestial
forces finally aligned in her favor, Drethra’s primal desire for revenge
spurned her to fall from the heavens and set the great forest ablaze with
her furious flames. But something unexpected happened to Drethra on
that seminal evening. She gave humanity the gift of fire. Amid the vile
curses and songs of hate that reached her ears, she heard the first words
of gratitude from mortal lips. Those who lurked in the darkness finally
spoke to her, and their doting mother answered their cries. Though small
in numbers, there were men and women worthy of her interest. Each night
when darkness crept in the world, her malevolent voice whispered her
grand designs into the minds of those in her service:

“The shadows are your ally. Take what you wish from those that oppose
me.

Drethra’s influence slowly spread through humanity, though her
worshippers never remotely rivaled the numbers of those who followed
her beneficent counterpart. Still, she realized another valuable lesson
from the great cataclysm — the ability to act through others. In addition
to her mortal minions, Drethra imparted some of her divine powers
into humanoids and beasts that could act in her stead, thus populating
the Ethtuwate with an assortment of lesser gods and demigods willing
to perform her bidding. Since that time, Drethra prefers to remain in
the background, manipulating and orchestrating the actions of others to
further her lust for darkness and anarchy. Drethra has no specific agenda
other than to humiliate and weaken Thaka. Just as she did centuries ago,
the Mother of Mayhem wants nothing more than to watch the world burn.

Clergy and Worshippers

Drethra’s priests are a diverse lot. Many hail from society’s dark
underbelly, beginning their adventuring careers as rogues and assassins.
Even those with no experience in the preceding professions usually share
the same skill sets commonly associated with those classes. Likewise,
those born with an innate talent for destruction or a mastery of fire, such as
sorcerers born with the appropriate bloodlines, can also rise to a position of
power within Drethra’s ecclesiastic hierarchy. Still, clerics account for the
largest percentage of her clergy, but they still comprise less than half of their
overall numbers. In keeping with their mistress’s philosophies, anyone with
ambition can rise to a position of leadership within Drethra’s priesthood.
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Secular authority figures, however, lean heavily on Drethra’s clerics for
advice and insight regarding their divine patron’s wants and desires.

The chaotic goddess’s clergy lacks any semblance of centralized
authority, and is instead based upon a localized power structure. A strong
church in a particular area may exert control over a large region, but in
most cases, a church’s influence rarely extends beyond the borders of
the village, town or city where the clergy and worshippers congregate.
Power within the church’s hierarchy usually depends upon the leader’s
ability to forge critical alliances with key people and placate the ambitions
of those seeking to take his or her place. Surprisingly, violence within
Drethra’s clergy is exceptionally rare. Those that attempt to assert their
authority through force of arms or mystical might almost always fail in the
endeavor. Those jockeying for a better position within the hierarchy are all
too aware that today’s alliance may be replaced by a new one tomorrow. A
demotion is temporary; death is permanent.

It is rare for someone to actively seek out Drethra’s favor, so clergy
and worshippers alike resort to other methods to increase their numbers.
Newcomers who develop a reputation for causing trouble or playing with
fire almost always attract her clergy’s wary interest in their constant search
for new recruits. Before allowing these initiates into the fold, Drethra’s
priests surreptitiously observe them commit an act that warrants inclusion.
Contrary to popular belief, spontaneous, random acts of mayhem and
mischief carry far more weight in the clergy’s eyes than sadistic crimes of
cruelty and violence. Impulsively torching a storefront goes a lot farther
toward acceptance than beating and robbing a helpless beggar.

If the clergy decides that the individual is worthy of membership in the
church, a lone priest approaches the subject and asks a variation of the
following question: “When the moon is high and darkness falls across the
land, who brings fire to those beneath the heavens? ” Naturally, the correct
answer is Drethra. Those who respond incorrectly or not at all receive
no further consideration. Anyone who answers Drethra must correctly
answer a cryptic and often roundabout series of probative inquiries to
gauge their suitability for membership. There are no right answers to
these additional questions. The priest uses this technique to measure the
person’s receptiveness to joining their community of worshippers. When
it becomes clear that the person is not interested or unlikely to join, he
politely and abruptly ends the conversation. Those who pass are invited to
become a member of the local church. Those who decline at this juncture
face an uncertain future depending upon their reaction. Anyone who gives
the strange interlude no further thought or mention is likely to survive
the encounter. Someone who discusses the odd event with others faces a
drastically shortened lifespan.

The local church’s leader, known as The Voice in the Darkness or The
Maker of Mischief, directs the activities of Drethra’s worshippers. These
directions are more akin to guidelines and suggestions rather than specific
plans or achievable goals. The Voice typically encourages her followers to
“cause mayhem” or “sow chaos” throughout the area, rather than telling
a particular individual to perform a designated task. There are some
exceptions to this general rule, and on those rare occasions when Drethra’s
followers do act in this manner, they also resort to using their favorite
tool to achieve their ends — arson. Fire is Drethra’s calling card, causing
many plains’ residents to quip that one can see Drethra’s bony fingers in
the tendrils of smoke rising from the flames. The perpetrators of such acts
can expect nothing in the way of financial, spiritual or physical aid from
the clergy, though the church offers protection and sanctuary to those that
commit crimes in Drethra’s name. Those who partake in these activities
quickly rise through the ranks of the church’s hierarchy to take their place
among the clergy’s leadership caste. The popular adage — those who do,
lead, and those who deal, rule — best captures this political dynamic.

Temples and Shrines

In most communities, Drethra’s clergy and worshippers operate in
secret, so it is impossible to find one of her temples or shrines without
extensive searching or assistance from a current member. The latter
method is faster, but Drethra’s followers do not point strangers in the
direction of their clandestine hideaway on a routine basis. In settled
environments, Drethra’s temples and shrines are always constructed in a
secure location with one entrance and an emergency escape route. Most

are located underground, accessible through a concealed access point
within an adjoining building or through the sewer system. Drethra’s
clergy calls upon their rogue, assassin and sorcerer members to construct
mechanical traps and conjure magical wards to prevent unauthorized
intruders from gaining entry to their subterranean temples and shrines. In
rural environments, Drethra’s places of worship can be found in remote
caves far from the beaten path. Guards stationed within the cave mouth
and the surrounding wilderness ensure that unwelcome visitors never set
foot in Drethra’s profane places of worship.

The temple complex itself contains a confusing network of passages,
tunnels and chambers that seem to lead nowhere. Repetitive corridors, false
doors and abandoned rooms are commonplace throughout the structure. In
the end though, all roads lead to the inner sanctum. Regardless of location,
this important chamber always features a dome with the faintly glowing
image of the moon painted upon its apex. Every day at midnight, The Voice
offers a percentage of the congregation’s ill-gotten take from that day to
their envious deity on a bejeweled stone altar. The thieves then give an even
smaller percentage to The Voice and divvy up the rest of the spoils among
the larceny’s participants. Drethra’s most devout priests and followers
bequeath their worldly possessions to the church upon their death. The
most valuable items fall into the hands of the current leadership, and the
remainder is used to elaborately decorate the inner sanctum. Magnificent
paintings, sculptures and other valuable objects with no combat applications
find their way onto the inner sanctum’s floor, walls and ceiling making the
location a prime target for the most daring adventurers.

The faithful are expected to visit the shrine or temple on Xajira to
celebrate Drethra’s destruction of the great forest and her triumph over
Thaka. Otherwise, her priests and followers perform no true religious rites
or ceremonies other than the midnight sacrifice. Instead, the temple serves
more as a gathering place than a spiritual center. To make the assemblies
even more raucous, the largest temples and shrines keep an ample supply
of beer, wine, whiskey and mead on hand to help fuel the debauchery.
Thanks to the plentiful stores of alcohol, members discuss current
events and future plans, relive past exploits and forge alliances with
other likeminded followers in the never-ending circus that is Drethra’s
leadership hierarchy. The right words and coins cement most pacts, but
the temple also boasts numerous discreet bedchambers to consummate
the most intimate partnerships. In fact, many of Drethra’s followers are
born of such unions.

Lesser Gods and Demigods

Throughout their conflict for supremacy, Thaka and Drethra imbued
divine power to mortal beings, albeit for different reasons. Thaka grants
godhood to creatures that he deems deserving and worthy of such awesome
responsibility. Drethra infuses creatures with divine might to aid her in her
struggle against Thaka. Though each of these entities owes its creation
to one of the Hun pantheon’s two primary deities, their loyalties and
allegiances sometimes shift over time. None has completely abandoned
its benefactor, but a few straddle the line between obedience and treason.

Cajusta, “The Mocking Jester,”
God of Comedy, Festivals and Mischief

Alignment: Chaotic neutral

Domains: Chaos, Fire, Travel, Trickery

Symbol: A red, blue and green jester’'s cap

Typical Worshippers: Children, comedians, performers,
safirists

Favored Weapon: Quarterstaff

This jovial deity sports a wry smile, a bulbous red nose, a colorful
jester’s cap and a mismatching pair of trousers and shirt. Once Drethra’s
staunchest ally and closest confidante, Cajusta’s personality slowly
transformed from a cruel prankster and hurler of harsh insults to a witty,
humorous clown that pokes as much fun at himself as he does others.
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Cajusta endured a difficult upbringing. Born out of wedlock to a Hundaei
nobleman’s servant, the misshaped bastard seemed destined for a life of
buffoonery. Adults and children alike teased and insulted the young boy
about his minor deformities and the embarrassing circumstances surrounding
his birth. The endless barbs and jests took a heavy toll on the frail, spindly
child’s fragile psyche. He escaped his tormentors at every opportunity and
idled his hours away juggling and reading books on a variety of topics.
By the time he reached adolescence, Cajusta was an accomplished juggler,
jokester and master of pyrotechnics, ready to turn the tables on his enemies.
His talents earned him a place in the nobleman’s court as his appointed
jester. Cajusta seized the opportunity and used his sharp wit to hurl withering
insults to his adversaries in court. Naturally, being the butt of Cajusta’s jokes
did not sit well with his foes, so they retaliated by throwing rotten food and
other disgusting objects at him during his next performance in front of the
entire court. The irate jester could take no more. He retreated backstage and
returned with five flaming juggling pins that he used in his next act. As his
detractors mocked him, a sardonic grin crossed his face. An instant later
he lobbed the fiery projectiles at his enemies. Five loud explosions, a thick
cloud of smoke and the stench of burning flesh suddenly filled the room.
Coincidentally, Drethra witnessed the incendiary spectacle and immediately
made Cajusta a demigod.

At first, Cajusta lived up to Drethra’s expectations as the quintessential
villain. The spiteful, angry deity delighted in tormenting others for even
the mildest real or perceived slight. Likewise, he encouraged his growing
contingent of worshippers to engage in cruel and even lethal pranks. Yet,
something strange happened. As the details of Cajusta’s sad life leaked out, he
became more sympathetic in the public eye. The downtrodden, the oppressed
and most especially bullied children came to view Cajusta as something of
a hero. No other deity knew their pain as personally as Cajusta. Over time,
he embraced this role and inspired his followers to use humor and harmless
pranks rather than violence to fight back against their tormentors.

Cajusta now enjoys widespread popularity, especially among children,
performers and satirists. In fact, bards make up the majority of Cajusta’s priests,
though clerics still occupy the higher echelons of the ecclesiastic hierarchy.
Regardless of their class, all priests of Cajusta wear motley outfits and have at
least some rudimentary skill in Perform (comedy). Many perform as clowns at
children’s birthday parties and other social events. In spite of these lighthearted
festivities, Cajusta and his followers are still mischievous by nature. They
are not above making an unfortunate bystander the butt of one of their saucy
jokes or damaging property in the course of pulling a prank. Fire is also an
integral part of any performance, sometimes with disastrous results. On special
occasions, such as a notable birthday, wedding or coming-of-age celebration,
two or more priests of Cajusta may engage in what worshippers call “The Fools’
Duel.” Each priest derides his fellow priests in rapid succession, hurling insults,
jibes and slurs at each other. Followers dub the priest that gets the most laughs
as Cajusta’s Fool, and he becomes the co-guest of honor.

Cajusta’s clergy leads a nomadic lifestyle, so there are no temples,
shrines or other places of worship erected in his honor. As his worshippers
frequently quip, “look for the cap and scepter if you seek Cajusta.” Priests
of Cajusta are always present in the grasslands’ largest settlements. They
pass through smaller settlements on an irregular basis spreading mirth
and mayhem wherever they go. They sometimes spend several nights
performing in a chieftain’s house or earning a modest living entertaining
worshippers and non-worshippers alike at local lodges.

Ituyugo, “The Parasite,”
Goddess of Disease and Suffering

Alignment: Neutral evil

Domains: Air, Animal, Death, Evil, Plant

Symbol: A gangrenous limb

Typical Worshippers: Diseased and disease-causing
creatures, evil humanoids, torturers, sadomasochists
Favored Weapon: Shortspear

Iluyugo resembles a cross between a mosquito and an engorged tick.
This loathsome monstrosity’s silky wings propel this diminutive, ravenous

creature through the air on its mission to spread contagion throughout the
world. Few beings directly worship the bringer of pestilence, but nearly
all pay some deference to the universally hated deity.

The exact circumstances of Iluyugo’s ascension to godhood remain
steeped in mystery, yet one fact is certain — Drethra created Iluyugo
almost immediately after she set the world aflame. Though illness and
disease existed before The Parasite’s unwelcome arrival, Drethra sought
to embody these invisible forces into something tangible that could instill
fear and dread into the world of the living. [luyugo’s minute size does
not lessen the sense of terror that accompanies her appearance. A fleeting
glimpse of an airborne insect, a monotonous drone and an inexplicable
welt on the skin sow trepidation in every humanoid community. Still,
Iluyugo herself serves more as a symbol of humanity’s inability to escape
disease than as an entity that actually spreads contagions throughout
the world. In fact, there are very few recorded instances of individuals
encountering the despised goddess. In spite of Drethra’s intentions, most
people still treat [luyugo as more of a bogeyman than a physical entity.

Only the most depraved creatures venerate Iluyugo. Those that delight
in bringing sickness and pain to themselves and others are her most
ardent followers. Iluyugo’s worshippers congregate in small cells known
as Contagions. Regardless of their class, her followers always wield a
shortspear that they lovingly refer to as “Iluyugo’s Sting.” Contagions
gather in secret meeting places concealed in large settlements where an
outbreak of disease is likely to be less noticeable. A cleric, inquisitor
or oracle always heads the cell. Believing they are tasked with a divine
mission to spread illness and suffering throughout the world, these
demented individuals use several methods to achieve this twisted goal.
They sometimes release large swarms of infected vermin into a humanoid
community. On other occasions, they distribute contaminated food and
water to a starving and thirsty populace. Iluyugo’s most devious devotees
pose as physicians and healers in temples and hospitals, yet instead of
curing the injured and dying, these sinister poseurs afflict those in their
care with the most lethal diseases. In addition to their wicked efforts
to sicken unsuspecting people, Iluyugo’s most devout disciples use
barbarous devices and techniques to inflict agony upon other creatures
as well as themselves. Naturally, torturer is the occupation of choice for
many of these warped minds.

Men and women not in Iluyugo’s service still pay deference to the
frightening goddess. At the first sign of plague, residents voluntarily
spill a few drops of blood in her name and leave it in a small bowl as an
offering to her parasitic minions. There is no evidence to suggest that the
ritual actually mitigates the effects of a natural or unnatural disease, but
no one is willing tempt fate and remove all doubt.

Srishwa, ‘““The Queen of Beasts,”
Goddess of the Hunt

Alignment: Neufral good

Domains: Animal, Good, Nobility, Strength

Symbol: A wolf's face

Typical Worshippers: Butchers, druids, good-aligned magical
beasts, hunters, intelligent animals, rangers

Favored Weapon: Spear

Srishwa appears to her worshippers as a mighty, dire wolf with golden
fur. Thaka elevated this majestic animal to the status of godhood after she
sacrificed her life to save the lives of her newborn cubs from an attack
by a vile poacher and his vicious pack of coyotes. He restored the heroic
martyr to life and granted her intelligence and divinity. As a predator in
her own right, Srishwa recognizes the sanctity and significance of the hunt
in humanoid society. She is Thaka’s staunchest ally.

During her mortal existence, Srishwa was the unquestioned matriarch of
the largest wolf pack in her region. While on the hunt for a fresh kill to feed
her young offspring, Sedit, the notorious poacher, and his trained pack of
coyotes laid eyes upon her cubs, which were being watched by two of the
group’s younger males. The hungry coyotes emerged from the tall grass and
charged at Srishwa’s cubs and the inexperienced pair caring for them. The
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two frightened wolves fled, but the loud commotion reached their mother’s
terrified ears. As the ferocious canines bore down on the unsuspecting
youngsters, Srishwa raced to the scene at breakneck speed and arrived just
in the nick of time. Though badly outnumbered by the coyotes and their
human master, Srishwa stood her ground long enough to allow the pack
to arrive. Srishwa fell, but her precious cubs survived the savage attack.
Moved by her unselfish act of courage in the face of insurmountable odds,
Thaka rewarded the brave mother wolf with sentience and immortality.
Thaka then gave her dominion over all aspects of the hunt.

Srishwa’s priests and worshippers are most commonly found on the
open plains where hunting is a cherished way of life and a daily necessity.
In their minds, one creature’s demise keeps countless others alive until the
next kill. At the conclusion of a successful hunt, Srishwa’s priests pray for
the slain victim’s soul and give thanks to their goddess for granting them
her bounty. Her ecclesiastical ranks consist solely of clerics, druids and,
to a lesser degree, rangers. Clerics perform the group’s main religious
rites, including The Taste of First Blood ceremony, which serves as a
coming-of-age ritual for adolescent boys and The Feast of Life prayer
that is said to honor the hunt’s quarry. Druids and rangers defend the
worshippers’ hunting grounds and prey animals from poachers and large
scale exploitation. Those that run afoul of Srishwa’s laws face a rude
awakening from nature’s fiercest protectors.

In keeping with the goddess’s rural roots, her simple shrines are only
found outdoors and consist of a ceremonial stone slab placed in a prime
hunting spot. They are always located in an important geographical location
such as an elevated bluff overlooking a migratory route or a watering hole
frequented by numerous herd animals. Priests and worshippers generally
use the slab to dress the carcass of a recently killed animal, leaving the
unused scraps behind as an offering to their goddess. Worshippers in
settled areas, particularly butchers, always keep such a slab in an outdoor
courtyard or even a rooftop area attached to their homes or shops.

Omay, “The Great Mother Corn,”’
Goddess of Fertility, Health and Marriage

Alignment: Neufral good

Domains: Animal, Community, Good, Healing, Plant
Symbol: A headless votive figure of a pregnant woman
Typical Worshippers: Animal breeders, parents, lovers,
midwives

Favored Weapon: Sling

Unlike the Ethtuwate’s mostly androgynous members, Omay is
undoubtedly female. She appears as a naked, pregnant woman with
long, black hair that extends beyond her knees and covers her entire
torso except for her distended belly. Stricken with a debilitating and fatal
disease during her mortal lifetime, Omay willed herself to survive long
enough to give birth to her beloved twin daughters before she succumbed
to the rigors of childbirth and the ravages of her crippling illness. Omay’s
determination and act of self-sacrifice moved Thaka. At the moment of her
death, he elevated her to the status of goddess.

Already the mother of six children, joy filled Omay’s loving heart when
she learned that she and her doting husband Utuko would be welcoming
twins to their happy family. Yet experience taught Omay that there was
something wrong with this pregnancy. In addition to the normal changes
that affect an expectant mother, Omay also suffered from debilitating
aches, extreme fatigue and inexplicable weight loss. Her twins grew
inside her womb, yet in spite of the village healers’ best efforts, the young
woman’s health steadily deteriorated. Omay knew that she was in a race
against time. Insufferable pain ravaged her withering body and drove
her to the brink of death, but Omay somehow endured the agony to give
her unborn children more time to mature. After seven months of horrific
torture, the dying woman summoned her last ounces of strength to give
her infants a fighting chance in an unforgiving world. Her daughters’ first
cries were the last mortal sounds Omay heard before Thaka ascended her
into the heavens to give comfort and solace to expectant mothers and all
those in need.

Though anyone can worship Omay and offer aid to her followers, her
formal priesthood is exclusively female. Any woman can become one of
her clergy regardless of race or age, but one aspiring to be one of her clerics
must have given birth at some point in her lifetime. There are no time
limits, so a woman that had a child many years ago can still become one
of Omay’s clerics later in life. The church prohibits unwed mothers and
adulterers from joining the ranks of her clerics, but the Mother Supreme,
the head of the church, may grant an exception to this rule in extraordinary
cases. Because of this restriction, the overwhelming majority of her
clerics are married or widowed. In addition to tending to the needs of
their own immediate families, many clerics work as midwives in the local
community and oversee livestock breeding on nearby farms and pastures.
Though typically associated with humanoid fertility, rural followers often
ask her clerics to bless their crops, fields and barns at the start of the
annual growing season.

Omay’s priests shy away from building grandiose temples and shrines
and instead renovate abandoned homes, corrals, and other simple
structures that they use to host daily prayer services and more importantly
provide essential services to the community at large. Plains’ residents
often quip “Omay turns no one away” in deference to her priesthood’s
willingness to aid young mothers and needy children regardless of their
personal circumstances or beliefs. Her places of worship frequently
double as hospitals, orphanages, veterinary clinics and temporary housing
for unwed mothers with nowhere else to go. Within the reassuring walls
of these buildings, Omay’s priests restore health to broken bodies and
tranquility to wounded souls.

On a more joyous note, her clerics relish the chance to unite two people
in love. As the patron goddess of marriage, many couples get married at
her temples and shrines, and then hold their receptions on the surrounding
grounds. In addition to performing the ceremony, her priests also supply
food, drink and entertainment for the lovers and their cherished guests.
Celebrations can last well into the wee hours of the morning as priests and
revelers alike feel the affair’s aftereffects for days to come.

Orlik, “The Rotting Limb,”” God of Death

Alignment: Lawful neutral

Domains: Death, Earth, Law, Repose

Symbol: A skeletal arm

Typical Worshippers: Assassins, embalmers, murders, soldiers
Favored Weapon: Light pick

Like Zuxaca, Orlik does not owe his creation to Drethra or Thaka, and
most shamans believe that the dour god of death predates those two primary
deities and even Tunkaka. Even his most devout worshippers know very
little about Orlik’s creation, background or history. He reputedly dwells
deep beneath the earth in a massive catacomb that stretches for thousands
of miles in every direction. Artists and sculptors typically depict him as
a humanoid skeleton mounted atop a large, decaying maggot or worm,
though no one can say for sure whether the image is accurate or the
product of an overactive imagination. The only thing certain about Orlik
is his dominion over the realm of the dead.

Mystery shrouds the glum lord of the dead. Though few deny his
existence, his most learned clerics and inquisitors vehemently disagree
with one another about his origins and appearance. Orlik is a paradox in
every sense of the word. The general consensus holds that Orlik existed
before Tunkaku emerged into the great emptiness, but this is the most
hotly debated topic within the church’s hierarchy. Some believe that
Tunkaku’s separation spawned Orlik. Others contest that Orlik was a
mortal being who ascended to godhood on his own accord rather than
through the intervention of another deity. A handful of academicians go
so far as to speculate that Orlik created Tunkaku, Thaka and Drethra,
but the mainstream clergy vigorously disputes this theory. The subject
of his appearance also generates significant debate among priests and
worshippers alike, who most commonly portray him as a humanoid
skeleton with varying amounts of rotting flesh clinging to his slender
bones. The majority contends he rides through his subterranean domain
atop a rotting worm, but it is not uncommon to see him mounted upon a
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mummified lizard, undead spider or not mounted at all. Though the details
sometimes differ, there is near universal agreement that Orlik judges and
presides over the spirits of the dead in a vast, underground cavern system
hundreds or thousands of miles below the surface.

An acolyte must be able to cast divine magic to join Orlik’s priesthood.
Inquisitors account for the largest percentage of his clergy, followed
closely by clerics with oracles running a distant third. In keeping with their
deity’s paradoxical nature, those in his service prepare his worshippers’
soul for an eternity in the afterlife rather than concerning themselves with
the matters of the flesh. They view Orlik’s primary role as being the final
arbitrator — the deity that rewards and punishes the actions committed
during this lifetime. What happens to the corpse after death is of no
concern to Orlik’s priests and his followers. The body exists for a fleeting
instant; the soul endures forever.

Every sentient, mortal being pays at least some homage to their ultimate
judge. His places of worship can be found in every grasslands settlement.
While the terms temple and shrine are frequently interchangeable, Orlik’s
clergy and worshippers differentiate the two. Temples are permanent,
manmade underground structures complete with a communal area and
catacombs. Shrines refer to natural caverns and sinkholes that worshippers
use to inter their dead and pray to their enigmatic deity. Unlike most
faiths, the individual graves encountered in these temples and shrines
are intended to instruct visitors about the potential consequences of their
mortal lives in the next world rather than to memorialize the decedent.
Instead, those venturing to Orlik’s places of worship more often than not
seek to better their standing in the afterlife by learning from the examples
set by those entombed within the temples and shrines.

Soncala, ““The Horse Lord,” God of War

Alignment: Lawful neutral

Domains: Animal, Law, Nobility, War

Symbol: A majestic white horse on an azure background
Typical Worshippers: Diplomats, warlords, generals, riders,
soldiers

Favored Weapon: Lance

Soncala appears as an incredibly muscular white horse with silver
hooves and a flowing silver mane. Thaka granted divinity to this brave
steed countless ages ago, after it charged riderless into battle against the
sorcerer Azzallagar’s fearsome skeletal army. At the height of the Hundaei
Empire, Soncala was effectively the chief god of the plains tribes. Under
his banner of the White Horse, countless hordes rose against the pikes of
the Hyperboreans legions. However, with the great civil war that caused the
collapse of the Hundaei and decimation of its population, Soncala’s stance
toward war changed. Having seen its scourge virtually destroy the people
that once revered him and leaving only scattered groups now called the
Shattered Folk to roam the nearly empty plains, Soncala sees war as only
a necessity of last resort, no longer a noble calling of conquest and destiny.

Soncala uses omens and dreams to communicate with his clerics. He
urges his priests to resolve conflicts with diplomacy instead of violence
whenever possible. Yet there are times when even Soncala agrees that war
is the only solution, and it is during these circumstances where Soncala’s
clergy displays their mettle. Like their divine patriarch did thousands of
years earlier, his priests take their place on the front lines alongside the
rank-and-file soldiers standing next to them. It is hard to miss Soncala’s
holy warriors since most of them proudly display his emblem on their
armor and shields and wear cloaks and tunics dyed with his trademark
azure and white coloration. In addition to his official priesthood,
inquisitors, oracles and rangers complement his ranks on the battlefield.
Soncala’s divine servants frequently spearhead the initial assault against
his enemies, extolling them to perform inspirational acts of courage and
sacrifice in the face of a wicked and sometimes superior enemy. During
the course of the battle, the role of Soncala’s clergy shifts from combatant
to defender before culminating in peacemaker. It is the priesthood’s final
role that attracts the largest percentage of his worshippers.

However, not all of the plainsfolk follow this “new” doctrine of Soncala.
Many groups remain warlike and recall the martial glory of their distant

ancestors. These groups still exist as raiders roaming the plains, though no
longer in the numbers of the great hordes of centuries before. Ironically,
though they often espouse a devotion to Soncala, these groups frequently
do not have any clerics of the Horse Lord among their number, as he
often looks unfavorably on their warlike ways and refuses to condone
their needless violence.

Soncala’s temples and clerics are found in every settlement with an
organized warrior society. During peacetime, worshippers offer prayers to
the receptive deity and offer gifts of food and other sundry items to help
offset the costs of financing the local garrison. In times of war, those too
young, old, sick and injured to fight are expected to donate their time and
labor to the local temple. They perform household tasks such as cleaning
the warrior lodges, mucking the horses’ corrals, cooking meals, and
repairing broken or damaged gear. Men and women that neglect to perform
these sacred duties often wake one morning to find a yellow streak painted
across the front of their dwelling. Plains’ dwellers refer to the insignia as
“Soncala’s Scornful Glare.” It is intended to communicate the citizens’
displeasure with the residents’ refusal to aid the cause. Strangely, it is
rarely used to shame deserters that refuse to take up the spear in defense
of a just cause.

Shrines are always smaller than temples. They are spontaneous
creations usually built to commemorate a great battle that took place at
the site or to memorialize a heroic deed that occurred at that particular
location. The typical shrine is a simple affair consisting of a stele that
explains the spot’s significance. In most cases, the faithful rather than
the clergy construct and maintain these shrines. The largest shrines may
include a barrow housing the remains of unidentified warriors who died
in the conflict or a monument that records the deceased warriors’ names.

Tunkaku, ‘“The Great Giver”

Alignment: Neufral

Domains: None

Symbol: A cornucopia overflowing with food
Typical Worshippers: Few if any

Favored Weapon: None

At the dawn of time, Tunkaku split into countless pieces, hurling
organic and inorganic matter to the farthest reaches of the universe.
Religious scholars frequently debate whether Tunkaku was a distinct,
sentient entity or an amalgamation of innumerable beings conjoined into
an incalculable mass. Whatever the case may be, there is no doubting that
Tunkaku ceased to exist untold eons ago. Prayers and petitions spoken
in his name go unanswered. Though some clerics profess themselves to
be priests of Tunkaku, none receives any granted powers or spells from
the extinct entity. Still, there are some humanoids that give thanks and
homage to The Great Giver, which is revered more as a concept or an idea
rather than an actual living being.

Ugutis, “The Sin Master,” God of Vices

Alignment: Chaotic neutral

Domains: Chaos, Charm, Darkness, Luck

Symbol: A bunch of grapes

Typical Worshippers: Addicts, gamblers, hedonists, poisoners,
sadists, seducers, softs, thieves

Favored Weapon: Dart

Though referred to as a god, Ugutis is the most androgynous member of
the Ethtuwate, a worthy distinction considering his penchant for perversion
and debauchery. He appears as an obese humanoid with gorgeous locks of
jet-black hair, a corpulent body, flabby breasts and the rounded hips of a
voluptuous woman. During his mortal lifetime, Ugutis indulged in every
worldly pleasure imaginable, thus attracting Drethra’s attention. After his
body finally succumbed to several consecutive days of nonstop carousing,
feasting and excess, Drethra made him a deity. He remains her staunchest
ally to this very day.
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Those who follow in his footsteps frequently blaze their own trails
through the grasslands. In keeping with his nonchalant, devil-may-
care attitude, Ugutis has no formal church, clergy or doctrines. Anyone
with a penchant for lust, gluttony and greed can become one of his
clerics regardless of race, gender or age. Like him, his clerics are free to
follow their impulses and improvise to their heart’s content. According
to their philosophy, life is too short to waste one’s times obeying rules
and adhering to convention. With this outlook in mind, Ugutis’ clerics
encourage his worshippers to listen to their instincts and do whatever
comes naturally. His worshippers are a mixed bag of deviants, miscreants
and troublemakers. Most follow Ugutis’ example and branch out to a
life of crime to support their multitude of vices, but there are some that
only indulge their inner demons after procuring the money necessary
to do so with full vigor. Despite their reputation for bohemianism and
evil, clerics and worshippers alike frown upon wanton acts of violence
and murder. Pain is inflicted only for the purpose of deriving pleasure
rather than to inflict injury. Death deprives Ugutis’ potential worshippers
the opportunity to indulge their darkest fantasies. In fact, his clerics and
followers sometimes aid authorities in apprehending murderers and other
violent criminals, which they naturally use as a bargaining chip during
their dealings with the authorities on other matters.

Ugutis has no temples in the conventional sense, but makeshift shrines
are commonly found in the dens of iniquity that harbor his favorite vices.
Most consist solely of a small statue of the rotund deity surrounded by
small offerings of coins, food, drink and narcotics in a recessed niche
obscured by a retractable satin or silk curtain. In larger settlements, Ugutis’
clerics and worshippers actually operate these houses of vice and use the
offerings to partially fund the business’ operating costs. Though renowned
for partaking in thievery, clerics subject those caught stealing from one of
Ugutis’ shrines to the harshest punishment — castration. Followers refer
to the discipline as “the deepest cut.”

Regardless of religious beliefs, attending one of Ugutis’ raucous
celebrations is an unofficial rite of passage for many young men and
women of the grasslands. Naturally, his clerics and worshippers use
these opportunities as a recruiting tool, hoping to sway impressionable
adolescents to adopting their decadent lifestyle and venerating The Sin
Master. Consistent with their free-spirited ways, his minions never resort
to forcibly converting someone to their faith. Likewise, they also allow
disillusioned members to abandon the faith with one caveat — to never
betray their former associates’ secrets to non-worshippers. The deepest
cut awaits anyone who violates this sacred trust.

Zuxaca, “The Serpent Trickster,”
Demigod of Madness

Alignment: Chaotic neutral

Domains: Animal, Chaos, Madness, Trickery
Symbol: A contorted eyeless serpent

Typical Worshippers: Madmen, serpents, tricksters
Favored Weapon: Scimitar

More than 100 feet long, the massive, gibbering serpent seems forever
destined to spend the remainder of eternity in the chaos that is Limbo. Since
his banishment to the distant plane countless millennia ago, he has slipped
from public consciousness and exists only in the delusional babbling of
those insane enough to venerate the divine embodiment of madness.

Religious scholars debate the exact nature of Zuxaca’s divinity. Since the
burning of the great forest, Thaka and Drethra have elevated several mortal
beings to godhood. But Zuxaca’s descent into inescapable madness predates
this seminal event. The consensus holds that he is not a deity in the true
sense, and is instead a mortal being with godlike powers and an unnaturally
long lifespan. Whatever the case may be, the accounts of Zuxaca’s origins,
history and role in the world remain remarkably consistent.

At the dawn of time, Zuxaca, a massive, sentient serpent with an
enormous ego, slithered through the great forest on his quest for
immortality. One day during his travels, the wily snake happened upon
Thaka’s grand pegasus, Hloctaw, drinking water from a pristine spring.

Believing the pool to be the source of endless life, he waited for Hloctaw
to depart before he dipped his giant tongue into the refreshing waters. The
pure water had a delightful taste, but much to his dismay, nothing magical
happened. He felt the same as he did before he drank. Certain that the
spring had some mystical property, Zuxaca waited for the majestic steed
to return to the site the following morning. The instant that Hloctaw bent
down to drink from the pool, the crafty Zuxaca sprang from his hiding
spot among the trees and leapt upon the unsuspecting pegasus. With his
body firmly wrapped around Hloctaw, Zuxaca called up to the heavens
and insisted that Thaka speak to him at once. Without hesitation, the
Golden Rider descended from the skies to confront the conniving serpent.

“Make me immortal,” Zuxaca demanded.

Thaka contemplated the request for a moment before responding. “I
cannot grant you immortality,” Thaka explained, “but I can tell you the
secret to attain it.” The supremely confident Zuxaca did not hesitate for an
instant. The prospect of acquiring eternal life consumed his every thought,
as he stood on the threshold of godhood.

“Then make me a god!” Zuxaca exclaimed with giddy anticipation.

With those words, Thaka placed his divine hands on the serpent’s head
and instantly imparted the mysteries of the universe to the hungry beast.
The sudden influx of knowledge overwhelmed Zuxaca and immediately
transformed him from a cunning, intelligent monster into an incoherent,
babbling lunatic. Thaka then hurled the gigantic serpent into the churning
maelstrom that is Limbo, where Zuxaca remains to this very day while he
vainly attempts to decipher everything Thaka told him ages ago. Though
his mind swims in a bottomless morass of insanity and confusion, Thaka
apparently granted the covetous serpent his ultimate wish — the secret of
immortality.

Unlike typical deities, Zuxaca offers no discernible responses to his
worshippers’ pleas and seems to be completely unaware of their very
existence. Likewise, nearly all of the insane demigod’s delusional servants
would be unable to understand the reply anyway. Still, there are a handful
of creatures that pay homage to Zuxaca by spreading the contagion of
madness to others. Some are clerics, but the majority belongs to races and
classes that are linked to the forces of chaos and entropy. Zuxaca’s most
dangerous minions are those that still possess a lingering vestige of sanity,
which allows them to concoct bizarre plots to further their maniacal causes.
These frequently charismatic figures attract likeminded individuals to carry
out their schemes. Zuxaca’s cabals meet and hatch their plans in remote,
wilderness locations and clandestine, subterranean quarters. Pockets of
worshippers can also be found in madhouses and prisons. Whenever one
of these schemes comes to fruition, Zuxaca’s minions descend upon an
unsuspecting world in a wild frenzy of bloodletting and destruction that
resembles a plague of locusts devouring a lush field. These moments of
chaotic sound and fury signify the introduction of madness and entropy
into a formerly orderly and stable existence. Fortunately, the insanity
frequently ends as quickly as it began.

Other Faiths

As the crossroads separating civilization from the wilds, the residents of
grasslands frequently come into contact with people from exotic cultures
with different religious beliefs. In most cases in the Haunted Steppe,
these individuals are polytheists who worship a family of gods akin to the
Ethtuwate. These faiths may include those that appear in other Frog God
Games’ products detailing The Lost Lands Campaign Setting such as
the Aesir or the Ginnvaettir presented in The Northlands Saga Complete
or any other campaign setting. No monolithic religion holds sway over all
the dispersed tribes of the Haunted Steppe.

In addition, while the Ethtuwate is revered in the largest grassland of
the world of Boros, it is by no means the only grasslands pantheon. The
savannas of Libynos likewise exist as vast plains, and their inhabitants
have little or no knowledge of the ancient Hundaei gods of the Ethtuwate.
Libynos and its pantheons will be detailed in a future Lost Lands product,
but the inhabitants of its grasslands know of and may well revere the
monotheistic religion of Mah-Barek that appears in Dunes of Desolation,
also from Frog God Games. Alternately countless waves of migrants,
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settlers, and conquerors have trod across those flatlands and left their own
deities and pantheons among the inhabitants.

Finally, GMs seeking an alternative to conventional deities can use
the philosophy known as The Path of the Circle (detailed below) instead.
This complex, deeply cerebral school of thought dismisses the traditional
concepts of life, death and ethos. It asserts that time follows a circular path
instead of a linear timeline, and that reality is a matter of perception and
not universal truth. It exists not only on the plains of the Haunted Steppe
and the mountains and hill country of the Chi’en Hegemony but can easily
have been exported to points farther abroad such as the plains of Libynos
and beyond.

The Path of the Circle

Alignment: Neufral

Domains: Amoral*, Monastic*, Perspective*, Time*
Symbol: A wooden scale in perfect balance

Typical Worshippers: Academicians, artists, intellectuals,
monks, philosophers, poets, scholars

Favored Weapons: Unarmed strike

*New domain. See “Clerics and Worshippers” below.

Existence has no beginning or end. That simple statement best defines
the fundamental principle that guides the lives of those that follow the
Path of the Circle. Though it expands from this modest starting point, this
profound assertion lies at the core of this esoteric belief system. Bledja
Ulgar, a nomadic spiritualist, laid the foundation of the faith nearly six
centuries ago in his seminal religious works commonly referred to as The
Concepts of Truthful Perspective. Within these tomes, Bledja outlines his
unique and insightful vision of time, space, perception, and reality. Over
the course of the intervening centuries, other great thinkers expounded
upon Bledja’s original tenets and took the creed in directions that even
Bledja could not imagine when he first postulated his radical ideas almost
600 years earlier.

Core Belief's

Existence has no beginning or end, because time is circular and not linear
as commonly thought. All living creatures have a soul, but consciousness
shapes an eternal state of being known as Tzu that transcends the physical
body after death. Only balance leads one to attain the desired state of
Venrani, which allows the Tzu to simultaneously exist in all times and
places. The forces of good and evil and law and chaos prevent the Tzu
from attaining Venrani. The gods are formerly mortal beings that attained
a transitional state between Tzu and Venrani known as Falsana, which
grants a limited form of immortality to their physical bodies. Reality is not
an absolute. Instead, perspective shapes reality. Therefore, every living
being’s reality is different from all others.

Bledja Ulgar

The humble circumstances of Bledja’s birth belied the precocious
youngster’s astounding potential. The sixth child of an unremarkable
shepherd and his domineering wife, Bledja spent his youth observing
the animals grazing in the pasture and marveling at the diverse flora that
flourished in the nearby fields. His hard-working parents bemoaned their
son’s laziness, as he seemed more preoccupied watching other creatures
labor than performing his assigned chores and tasks. Every time they
chastised him for his apparent loafing, the gifted child provided a complex
rationale for skipping his duties and instead devoting his complete
attention to observing the indigenous plants and animals. Bledja’s
explanations befuddled his simpleton father, but his musings intrigued his
headstrong mother who realized her brilliant offspring’s astounding mind.
She sent the adolescent on an arduous voyage across the Nether Sea to a
monastery in the distant Xaojing Mountains, where she felt his talents and
genius would be better served than spending a lifetime on the grasslands
herding sheep and harvesting corn. With a heavy heart, Bledja left home
and ventured to the remote village of Kamatkhan to begin his studies.

Truly alone for the first time in his life, the naive Bledja soon
experienced life’s grim realities on his long, perilous journey to his far-
flung destination. He spent the better part of a year on the road, witnessing
firsthand the changing of the seasons and the daily struggle to survive
on the harsh steppes. The harrowing experience physically transformed
the teenager into a man and changed his outlook of the world. As he
took passage aboard a small fishing boat across the sea, he experienced
nature in all its wrath and pitiless judgment, transforming the man into a
wise man. When he finally arrived at the gates of Kamatkhan monastery
10 months later, the seeds that would blossom into The Path of the
Circle were already in the inquisitive young man’s head. His teacher,
the great monk Qataz, would bring them to fruition over the course of
the following decade.

Under Qataz’s tutelage, Bledja brought coherent meaning to the raw
experiences he collected during his youth and arduous pilgrimage.
He realized that existence was cyclical. Actions and events constantly
repeated themselves in an unending cycle. Spring, summer, autumn,
winter and spring again occurred every year. Birth, life, death and
renewal followed the same pattern. While others perceived their lives
to be legs on a journey with a finite beginning and a finite conclusion,
Bledja came to believe that existence had definitive onset and no
absolute finality.

Bledja explained his philosophy using the following analogy. Though he
was undoubtedly awake as an infant, he has no memory of what he saw or
experienced during those waking hours. Yet, Bledja had some awareness,
in spite of the fact that he did not understand the concept at the time. Since
it was impossible to establish the exact moment that Bledja became aware
of his existence, the most logical explanation is that he always existed. To
expound upon his belief, he also postulated that since he was the offspring
of a union between his father and his mother, a part of him must have
existed within them before his birth. Likewise, the materials that would
eventually coalesce into the entity known as Bledja always existed. In
order to always exist, time must be circular rather than linear.

Bledja’s theory explains his existence before his actual conception
and birth, but death challenges the validity of his beliefs, especially if
the person has no offspring to carry on his legacy. In spite of humanity’s
best efforts to preserve flesh and bone, in time the organic matter that
once comprised the person eventually decays into inert dust. To explain
this apparent discrepancy, Bledja returned to his concept of awareness.
Consciousness eventually gives shapes to an intangible state of being that
he referred to as Tzu. Though it mirrors the traditional concept of the
immortal soul, Tzu differs in the fact that all creatures are born with the
potential to transform their soul into Tzu, but may not actually do so over
the course of their lifetime.

According to Bledja’s cosmology, the soul is an amorphous energy that
powers the body. It exists in every creature regardless of the creature’s
intelligence, sophistication and size. At the time of physical death, the
soul departs the body and is reincarnated inside of another creature. It has
no specific recollection of its previous state, though it does have some
measure of collective consciousness that it accumulates and passes dow