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Far to the southeast of the Misland Republics exists a large 
archipelago that represents the edge of the known world. The 
seas beyond it are caught in a perpetual storm that rages far 
beyond what nature can produce of its own accord, and the storm 
is generally regarded as a magical phenomenon of some sort. 
Its origin remains unknown but for centuries it has stymied all 
attempts at exploration beyond the archipelago, and the storms 
that frequently spawn around its perimeter have made even the 
archipelago itself difficult to reach safely. The Misari Expanse, 
as the archipelago is called, remains only partially explored 
and one of the most dangerous and unpredictable environments 
known to the people of Aden. It is home to strange people, 
strange creatures, and secrets that can only be guessed at.

This is one of those secrets.

The Belua Legacy
Centuries ago, an enchanter named Octavia Belua was one of 

the most brilliant members of the Celestial College in Aramyst. 
She was fascinated by, some said obsessed with, the elusive 
qualities that separated intelligent life from other creatures, and 
studied it much of her life in an attempt to replicate it in some 
small way. It was her life’s work, her constant experimentation, 
that led to the creation of the ferran race. The experiments, as 
history now recognizes, were successful beyond her intention, 
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leading to a race that was truly as intelligent as any other, and it was 
Belua’s hope to see them recognized as such. Unfortunately, her treach-
erous son Contemtus Belua betrayed her and saw her committed to an 
asylum while he continued to manipulate events and see the ferrans 
treated as slaves. It would be almost a century before the ferrans were 
truly freed. Even then, another in the Belua line, Luesti, would do all in 
his power to see the animal-people subjugated or slain outright. Fortu-
nately, his schemes, while exacting a terrible price, were ultimately 
unsuccessful.

The Belua line did not end with Luesti. The family continued until 
the modern era, a constant fixture in the politics of the Celestial College 
and Aramyst in general, although much reduced from the glory days 
of Octavia Belua. The family is believed to have been wiped out in the 
Darkfall, based as they were in the capital city of Reggora. However, 
the shameful conduct of both Contemtus and Luesti centuries before 
had made them very cautious and conservative, and they had little toler-
ance for those among them who would not conform to societal norms. 
One such individual, a bastard half-breed with outrageous notions about 
the application of Octavia’s original research, and was cast out from the 
family in disgrace long ago. Through a series of unlikely events, this 
outcast found himself on the Misari Expanse near his one hundredth 
birthday, ready to begin his life’s work at long last.

Mercato Belua is a half-elven arcanist who has, without a doubt, 
inherited his ancestor’s brilliance. Unfortunately, he shares a bit of his 
other ancestors as well and has very little sense of restraint when it 
comes to experimenting with his ideas without full consideration for the 
potential consequences. Upon arriving in the Expanse, a location chosen 
because he would be able to conduct his experiments with no outside 
interference whatsoever, Mercato quickly established a base of power 
and then began his experiments in earnest. For almost a century, he has 
perfected his art and answered the question that plagued both him and 
his distant ancestor: is there a barrier that be crossed when bestowing 
intelligence? Octavia Belua answered the question concerning lower 
animals, including mammals, birds, and reptiles, although the latter 
two would come to be undone by her descendant Luesti. Rapacians 
and naga confirmed the presence of intelligence among that kingdom, 
slurgithians among fish and fish-like creatures, and the ilithix among the 
insect kingdom. There was but one true frontier left, and Mercato Belua 
vowed to forge ahead into it at all costs.

In his laboratory in the Misari Expanse, far from the prying eyes 
of the Known Lands, Mercato Belua has created intelligence life from 
the plant kingdom. He calls his creations the florrans, and he continues 
to experiment and perfect them as much as possible, although he has 
no long-term goal in mind and they exist largely as slaves to his will. 
Naturally, in true keeping with his legacy, he has never through to take 
this into consideration and if he did, it would likely have no bearing on 
his experiments.

The Florrans
Like the ferrans, with whom they share similar arcane energies, the 

florrans are an incredibly diverse people. They share different qualities 
depending upon the type of plant from which they were created, and 
while Belua has experimented with dozens of different plants, only a 
few have proved truly reliable, and it is from their stock that almost all 
florrans presently in existence are drawn. His first experiments, years 
ago, drew from existing species of plants, some of which were very 
dangerous, that had the capacity for movement. His first successes were 
mobile plants that were largely mindless but which would respond to 
external stimuli and move toward water, sunlight, or whatever else they 
needed. With that success easily reproduced, Belua began altering the 
plants’ forms. Certain creatures that already existed, such as shambling 
mounds, leshy and the like, that possessed at least a rough humanoid 
form, if perhaps not functional intelligence (the latter of the two being 
creations of the fey, and not reliably reproducible results). 

Despite their nature as plant-based beings, florrans are different 
from their predecessors in numerous important ways. First and fore-
most, because of the level of activity and cognitive ability that florrans 
possess, they cannot gain all their nutrients from soil and sunlight as is 
typical for most plants. They must ingest calories to maintain a normal 
level of activity comparable to that of other races. Most florrans prefer 
high-calorie vegetable matter or sugar as a mean of gaining this energy, 
and prefer to leave the consumption of meat to animals. This is not to 
say that they cannot consume meat; they certainly can, and do when 
necessary, but it is something of a cultural taboo among their kind. 

Florrans do not possess a gender as such things are understood by 
other races. Some prefer to adopt the aspect of male or female to facili-
tate their interactions with outsiders, but the majority simply exist as 
asexual beings. Reproduction is a purely practical matter and is also 
asexual, with the production of seeds or buds eventually resulting in 
new beings. The vast majority of florrans have no predisposition toward 
their offspring, and rarely know who they are. There has been a trend 
in recent years, as Belua has continued to evolve their intelligence, of 
some florrans taking a keener interest in their offspring. Others among 
their kind find it strange, and Belua seems to find it amusing, but for 
now has not done anything about it. 

The creation of the florrans is not yet a perfected process. For all 
the similarities between ferrans and florrans, plants are vastly more 
different from the pre-existing intelligent races than common animals, 
and the process by which they have been evolved was more intricate, 
with greater room for error. At present, roughly one in fifty florrans that 
are created via the race’s typical asexual reproduction is a monstrous, 
massive creature more comparable to the aforementioned shambling 
mounds than anything else. These creatures are cunning, but not truly 
intelligent, and ruthlessly destructive. The florrans regard these entities 
as kinsmen of sorts, but will not suffer their presence, as the monstrosi-
ties do not recognize anything else as an ally. When possible, they are 
pushed out of Belua’s domain to exist in the wilderness, but when that 
is not possible they are destroyed. Belua regards the creatures as a 
curiosity, and as an additional layer of security ensuring that the lands 
surrounding his claimed area of the Expanse are difficult if not impos-
sible to cross. 
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Florran Racial Traits
Players wishing to play a florran may choose any one of the following 

racial profiles when making their character.

Sturdy Florran Racial Traits

Use the Sturdy Florran racial profile when creating a florran whose 
abilities and appearance draws from large, rigid plants such as trees or 
other particularly hardy types of flora.
+2 Constitution, +2 Wisdom, -2 Charisma: Sturdy florrans are hardy 
and observant, but tend to be socially incompatible with others.
Size: Sturdy florran are Medium creatures.
Normal Speed: Sturdy florrans have a base speed of 30 ft. 
Plant Type: All florrans are Plants, and have the Plant creature type. 
However, because they so closely mimic human form, they do not 
possess any of the standard immunities possessed by most Plant crea-
tures (mind-influencing, paralysis, poison, et al.).
Verdant Nature: The florran race is naturally diverse. Florrans all 
choose three abilities from the Verdant nature racial traits.
Barky Flesh: Sturdy florran have thick, barky hides, which grants them 
a +2 natural armor bonus to AC.
Massive: Sturdy florrans count as large creatures when calculating their 
Combat Maneuver Bonus, Combat Maneuver Defense, and Intimida-
tion skill checks. They calculate equipment encumbrance and make 
Strength checks as if their Strength was 2 higher. They receive no attack 
penalty for using weapons intended for large creatures. However, the 
limits on using oversized weapons remains unchanged.

Tangler Florran Racial Traits

Use the Tangler Florran racial profile when creating a florran whose 
abilities and appearance is inspired by vine-based, creeping plants.
+2 Strength, +2 Wisdom, -2 Charisma: Tangler florrans have great 
fibrous strength, but lack humanoid social skills.
Size: Tangler florrans are Medium creatures.
Normal Speed: Tangler Florrans have a base speed of 30 ft. 
Plant Type: All florrans are Plants, and have the Plant creature type. 
However, because they so closely mimic human form, they do not 
possess any of the standard immunities possessed by most Plant crea-
tures (mind-influencing, paralysis, poison, et al.).
Verdant Nature: The florran race is naturally diverse. florrans all 
choose three abilities from the Verdant Nature racial traits.
Reach Bonus: Because of its vine-like limbs and elasticity, Tangler 
florrans have Reach with any weapon, including their natural weapons.
Natural Weapons: Tangler florrans can whip with their vine-like 
extensions for 1d4 damage. They may use their vines with the Weapon 
Finesse feat, and tangler florrans with Two-Weapon Fighting may treat 
their vines as their off-hand weapon. Although the player may declare 
the tangler to have any amount of vines, only one natural attack is 
allowed.
Natural Grapplers: Tangler florrans have Improved Grapple as a 
bonus feat.

Thorny Florran racial traits

Use the Thorny Florran racial profile when creating a florran whose 
abilities and appearance are based on lithe, thorned plants, including 
various bushes and flower- or berry-producing plants.
+2 Dexterity, +2 Wisdom, -2 Charisma: Thorny florrans are naturally 
mobile, but lack social acumen.
Size: Thorny florrans are Medium creatures.
Normal Speed: Thorny florrans have a base speed of 30 ft. 
Plant Type: All florrans are Plants, and have the Plant creature type. 
However, because they so closely mimic human form, they do not 
possess any of the standard immunities possessed by most Plant crea-
tures (mind-influencing, paralysis, poison, et al.).
Verdant Nature: The florran race is naturally diverse. Florrans all 
choose three abilities from the Verdant nature racial traits.
Natural Weapons: Because of the thorns covering portions of their 
bodies, Thorny florrans’ unarmed attacks do 1d4 lethal damage.
Thorned Body: Any creature who attempts to grapple a thorny florran 
suffers 1d4 damage (plus the grappler’s Str bonus) per round grappling.

Verdant Nature racial traits

Florran characters do not receive alternate racial traits as the florran 
race is already naturally diverse. All florran characters select three 
racial traits from the following list: 
• Bountiful: The florran can produce enough edible fruits or nuts to 

feed four medium-sized creatures for a single day each week.
• Bouquet: The florran produces a mild pollen that has a pleasing scent 

to most civilized beings. The florran gains a +1 circumstance bonus 
to Diplomacy and Bluff rolls with non-hostile beings who possess a 
sense of smell.

• Fibrous: The thickness of the fibers running through the florran’s 
body makes it tough to hack. It has DR 2 against slashing weapons.

• Floral Empathy: The florran can communicate with plants to get a 
general feel for the area (recent weather, whether certain types of 
creature have passed recently, nearness of water sources), granting a 
+4 bonus to Survival checks when in an area with verdant plant-life.

• Low-Light Vision: Florrans with this trait can see twice as far as 
humans in conditions of dim light.

• Photosynthetic: Although most florrans cannot subsist on sunlight 
alone, florrans with this trait have particularly robust chlorophyll 
that they can fall back on. The florran requires only half the normal 
amount of food and drink to remain healthy, as long as it gets at least 
two hours of direct sunlight exposure per day.

• Phototropic: The florran has particularly active chlorophyll and can 
draw higher than normal sustenance from sunlight. As long as the 
florran receives a minimum of four hours of direct sunlight per day, it 
has no need to eat. Water is still a necessity. 

• Sappy: Once per round, if the florran has previously been struck with 
a piercing or slashing weapon during the same combat, the florran’s 
may use its flowing sap to hold fast a weapon used against him. The 
attacker must make a Reflex save vs. DC 10 + florran’s Con bonus to 
avoid this affect. Otherwise, he must make a Str check vs. the same 
DC, or use a full round action during which he is flatfooted, to free 
the weapon.

• Spined: Any natural weapons that the florran possess particularly fine 
points and can be used to inflict more damage than usual. The critical 
range of the florrans natural weapons increases to 19-20/x2.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative Material” 

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

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

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 

license with the exact terms of this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your 

original creation and/or You have sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE 

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

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

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License 

to copy, modify and distribute any Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written 

permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due 

to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming 

aware of the breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 

enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by  

E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Inc.; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 

Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.Pathfinder Roleplaying Game Bestiary. © 
2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn
Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, 

Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Combat.  © 2011, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, 

Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor.
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