SCCRC 18 OF
GIATL DRA%@HS

The Minot.aur

Paririnver



Secrets of Giant Dragons

The Minotaur

Cameron Corniuk

Minotaur Artwork by moggo23 released under the Creative Commons Attribution-Share Alike License



http://moggo23.deviantart.com
http://creativecommons.org

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 1.0a, Section 1(e), and are not
Open Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, locations, characters,
artworks, and trade dress. (Elements that have previously been designated as Open Game Content are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game mechanics of this game product are Open Game Content, as
defined in the Open Game License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be
reproduced in any form without written permission.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

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

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

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

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

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

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to
the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

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

8. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

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

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

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

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

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

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

15. COPYRIGHT NOTICE

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



The minotaur are a proud, hardworking race living between three different worlds—the Xanxy Desert
to the south, the Nathari Plains to the East and North, and the Tempest Sea to the West. Living near
the shoreline is not what enabled the minotaur to be such great sailors, though. Instead, it was being
such great sailors that enabled them to find their home. Know this: they will defend that home with
their dying breath.

Long ago, the minotaur were but an experiment. A powerful conclave of wizards had wanted to
leave the world of their lessers behind and start anew. They captured many during a period of strike
and turmoil, enslaving man, woman and child. Worse yet, they not only treated their slaves poorly,
they would experiment on them. Knowing that they needed a race that was both strong and
subservient, they began experimenting with magically stealing the traits of beasts of burden and
mixing them with those they had enslaved. Finally, they had come across what appeared the perfect
combination. From man and bull, the minotaur was born. They were strong and they were fierce,
fearless, but able to be controlled through the wizards’ powerful magic. The minotaur became the
laborers of the conclave. They built their ships and sailed them across the sea to a lifeless island. It
was then that they took their chance. The minotaur and the ogrun, both subject to the cruelty of their
masters rose up against them.

The wizards fell one by one. Many
minotaur sacrificed themselves during the
battles. Still more after the war was over,
because there was so little food and no one
else to trade with. The minotaur looked back to
the ship. Depending on who you hear the story
from, some say the ogrun told the minotaur they
were mad to travel back across the sea with so
little supplies and without the wizards’ to help
guide the wind and the waves. Others will tell
you how the minotaur stole away in the middle
of the night, carrying all the supplies they could,
and leaving the ogrun to perish. That is why, to
this day, the Ogrun and the minotaur have an
uneasy truth. No one who was there is alive
today. There are but rumors and stories. But,
both managed to survive. The minotaur have
become great traders and sailors, and often
work with trading with the ogrun, because they
will not despoil the sacred island, it still carries a
stench for the minotaur. They want to go and
then leave—mostly leave.

Besides sailing, the minotaur have proven to be fierce warriors, carving out their piece of the
land from surrounding and nomadic tribes. They have also managed to prove to be quite capable
farmers. Mostly, they are self-sufficient, untrusting of outsiders who may decide that they too can
outsmart or overpower the minotaur. That was a long time ago, but some scars never heal.



Physical Description: Minotaur are tall and broad. They typically stand 18 to 24 inches taller than
most humans. Their shoulders are often twice as wide as a full grown, muscular human male. Their
skin is an almost leathery hide, ranging in hue from deep red to dark brown. They have the head of a
bull with the horns to match. They also have hooves at the end of their muscular legs. The grow tufts
of hair on top of the head and the males grow facial hair.

Society: Somewhat isolationist, fearful they one might try to take advantage of them again, the
minotaur tend to keep mainly to themselves. That is, unless they are on one of their sailing vessels.
They feel free on the sea. Few are better than their sailors, although not all minotaur are sailors. Their
world is deeply rooted in honor, hard work, and personal responsibility. They live mainly in the open,
under thatched huts amid bountiful farmland.

Relations: The minotaur have ongoing trade relationships with the ogrun as well as a number of
kingdoms who are willing to pay their fees. There is an uneasiness between the minotaur and the
Stragosian Empire, because the minotaur have refused to swear fealty to the throne. That makes
Stragos nervous, considering the strength of the minotaur navy. There is also tension between the
minotaur and the desert dwellers and the Natharian Plainsmen who believe they stole ancestral land
when they landed here.

Alignment and Religion: The minotaur live by the word and their deeds. They may seem harsh, but
really they are matter of fact and busy. They will always honor their commitments. Most are Neutral
Good.

Adventurers: There are plenty of opportunities for a young minotaur to go adventuring, but they
usually stay close to home. They work on the family farm. Those who want a sense of adventure will
often sign up to serve on one of the merchant ships where they know they will always be back home
soon. There are those, however, who seek for something more—maybe a piece of their forgotten
past, to earn the respect of their neighbors, or to simply make their way away from home (which
typically only happens after a devious act gets them exiled).

Male Names: Barak, Drog, Kazan, Trogor
Female Names: Axun, Galt, Nitka, Welryn
Standard Racial Traits

Ability Scores: The minotaur are strong and sturdy, but tend to be a bit gruff and curt. They gain +2
Strength, +2 Constitution, and -2 Charisma.

Size: Minotaur are Medium creatures, receiving no bonuses or penalties due to their size.
Type: The Minotaur are monstrous humanoids with the minotaur subtype.
Base Speed: 30 feet.

Languages: Be default, minotaur start out knowing Common and Tauron. Minotaur with high
Intelligence scores can choose from the following list for their bonus languages: Ogrun, Nathari,
Desert Speak, Elven, Aquon, and Dwarven.

Solid Shape: Minotaur are immune to Polymorph spell effects and grants a +2 bonus to save versus
harmful transmutation spells and effects.



Fearless: Minotaur gain a +2 racial bonus on all saving throws against fear effect.

Lifebound: Minotaur gain a +2 racial bonus on all saving throws made to resist death effects, saving
throws against negative energy effects, Fortitude saves made to remove negative levels, and
Constitution checks made to stabilize if reduced to negative hit points.

Of the Sea: Minotaur spend so much time near the sea and sailing, all members of the race get
Profession: Sailor and Swim as class skills.

Relentless: Minotaur gain a +2 bonus on combat maneuver checks made to bull rush or overrun an
opponent. This bonus only applies while both the member of this race and its opponent are standing
on the ground.

Natural Attack: The minotaur had both a gore and goof natural attack. The gore is a primary natural
attack while the hooves are a secondary natural attack. Gore does 1d6 damage while the hooves do
1d4 damage.



