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I have harnessed  

the shadows that stride 

from world to world to  

sow death and madness...

H.P. Lovecraft

“From Beyond”
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The H`Laqu

The H’Laqu were not present on Abaddon until the disaster 
happened. They came with it, were the progenitors of it, 
were part of the meteor itself. They were – and are – the 
engineers of Abaddon’s destruction. Now they’re found, 
increasingly, all over the world. Insinuating themselves 
into air, stone, flesh and plants, subverting and spreading, 
wandering far and wide and engaging in strange and 
unnatural behaviours that nobody can understand. They’re 
not of this world, not of this dimension, not of this reality in 
any way. Inscrutable, inimical to the very existence of this 
world, perhaps even insane, the H’Laqu are a growing pres-
ence, a growing influence and a growing concern to all the 
forces at work across Abaddon. A threat that can’t be under-
stood, controlled or even directed, beyond the schemes and 
plans of man and undead alike.

What are the H`Laqu?
The planes are all but cut off from the material realm of 
Abaddon now. Holes can open in the dimensions and allow 
things to fall through to Abaddon and get stuck there, 
but it’s impossible for anyone to leave Abaddon’s mate-
rial dimension in any way. Even these other planes share 
common qualities with the material plane though, perhaps 
gravity, perhaps the flow of time. Essentially any person 
travelling from one of these planes to another can relate to it 
in some way. Those worlds are graspable, comprehensible, 
understandable.

The H’Laqu are not.

The H’Laqu defy normal defintion. They are one and 
many, bodiless and yet they inhabit the physical. They are 
everywhere and nowhere at once. They don’t come from an 
alternate plane of existence but from the very membrane 
between the worlds itself, the gap between the spheres. 
Relentless, uncaring and utterly alien the H’Laqu regard 
the inhabitants of Abaddon as largely being beneath their 
notice, they have fashioned this disaster, this world as their 
experiment and they begin to infest and change it, more like 
a virus than anything that anyone has ever fought before, 
but it is reality that they infect.

Where do the H`Laqu Come 
From?
Between realities, between the planes and the material reali-
ties there are gaps, spaces, a thin membrane that divides one 
reality from another. Sometimes this opens up into larger 
gaps, but it still isn’t a reality but rather a space of potenti-
ality, emptiness, non-existence.

The H’Laqu come from this space between the worlds, 
whether they originate there or not is lost in the depths of 
time but these spaces had become their home – and their 

prison. They had been confined to one small portion of this 
‘gap’ between realities, imprisoned, crystallised within this 
tiny space, reduced from infinite possibility to none. Time 
goes on forever though, things change, even in the vastness 
of the multiverse and the H’Laqu had beat against the walls 
of their prison so very long, observing the movement of the 
spheres, waiting for the moment that they could tear free 
a section of their prison and send it hurtling into a reality, 

THE STORY OF BLACK GLASS
There was noThing in The blackglass deserT for leagues in every 
direcTion. noThing grew There, noThing lived There. iT was an 
endless expanse of ground glass, exTending To every poinT of 
The compass, whipped up inTo sTorms ThaT would scour The 
flesh from your bones in momenTs and Tear you To ragged 
shreds.

The maggoT-kin has been wandering This inhospiTable place

for weeks now, drinking Their own piss To survive, buT There

was precious liTTle To eaT. so bad was iT ThaT falling inTo The

company of a wandering band of glass-cuT ghouls earlier ThaT

evening had been a blessing, raTher Than a curse. now, for The

firsT Time in weeks, The maggoT-kin had blood To drink, flesh

To chew and bones To burn.

“Tell us, blowfly.” They asked, in The flickering lighT of The 
burning bones. “Tell us of The h’laqu.” grown bold by Their 
brushes wiTh deaTh and The remoTe, empTiness of The deserT.

“you shouldn’T Talk of such Things.” grunTed blowfly, sTrip-
ping The roTTen flesh from a ghoul’s finger wiTh his filed down 
TeeTh, Throwing back his hood To leT Them see his beady red 
eyes, how serious he was.

“our luck won’T hold blowfly, we know you know abouT Them. 
if we’re all going To die anyway, whaT’s The harm in Telling us?”

“you won’T know The harm unTil i Tell you abouT Them.” 
muTTered blowfly, chewing on The sTripped meaT and sucking 
The rancid marrow from The bones. “Then iT’ll be Too laTe, buT 
i see i’ll geT no peace oTherwise.” he sighed and Tossed The 
bone onTo The fire wiTh The oThers To burn.

“They weren’T here... before.” he grunTed, nobody needed To

ask whaT he meanT by ThaT. “They came wiTh iT, were never seen

before iT. They’re noT like anyThing else. They’re noT evil, noT

exacTly. you know where you are wiTh evil. evil is relaTable, 
There’s a biT of evil in all of us and we know how iT Thinks, 
whaT iT likes, whaT iT’s Trying To do.”

he sighed again and poked Their meagre, green-Tinged fire wiTh 
a shin bone. “The h’laqu are differenT... indifferenT. They jusT 
don’T care abouT us, aT all, They don’T wish us harm, They don’T 
wish us good. we’re an asseT or we’re in The way and liTTle – if 
anyThing – in beTween. They’re noT dark To lighT, They’re noT 
evil To good, They’re noT like anyThing you can Think of. They 
corrupT, They TwisT, They use, They subverT.”

he paused a momenT and leaned forward Towards his gang of 
compaTrioTs, emphasising his final poinT.

“They’re jusT wrong.”
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sending some of their number through to pave the way for 
the rest, to find a way to free their brothers and to under-
stand the material universe.

What do the H`Laqu Want?
The H’Laqu want nothing more than to be free but their 
very nature is separate from reality, distinct from it. They 
do not understand living or unliving beings. They do not 
understand the material multiverse and they need to under-
stand it, to adapt to it and to enter it. They have laid waste 
to Abaddon in order to establish a beachhead, a research 
station to understand the material universe and to entrap 
samples from the broader multiverse.

Sklar sat silent in the roadhouse, bent over a cup of murky 
water. His scars itched and the hot wind, blowing in frag-
ments of ash and grit from the desert beyond didn’t help. He 
felt every year of his thirty years as through they were twice, 
or three times as many. His side, especially bothered him, 
still bandaged from the ambush of the caravan he had been 
protecting. He still didn’t know what it was they had faced. 
Men, perhaps? Black as the night, like shadows, like empty 
spaces in the world and even the strongest magic had barely 
touched them. He had been one of few survivors, the rest 
having gone to fill the bellies of the maggot-kin who had 
found them, rescued them – after a fashion.

His hand went to his side, it ached, it hurt, it was healing 
fast enough – he was lucky in that at least – but the area 
around it was blue and purple, as though bruised, even 
though it didn’t hurt as though it was. He had been laying 
up in this roadhouse, drinking the filthy water and eating the 
questionable food for too long, waiting for it to heal, now 
his coin was almost gone and it would be time to seek sell-
sword work sooner, rather than later – but who would hire a 
wounded mercenary, even if he felt well enough?

There was a sudden wave of sickness that washed over him, 
perhaps he still wasn’t well after all? The room span and 
he hunched lower over his water, retching a little. Then he 
thought... he thought he heard a voice, a voice inside that 
wasn’t his own. A voice offering to take the pain away, to 
make him strong again, to make him powerful, if only he 
would say yes and stop resisting, stop trying to heal himself 
from the wound that wasn’t a wound. The wound itched 
again as he listened to the voice, making him more and more 
aware of its presence, biting – as though fresh – and he was 
tempted, sorely, sorely tempted...

Feats of  
the Outer Dark

The presence and existence of the H’Laqu has created 
a profound spiritual and physical shift in the nature of 
Abaddon. These strange beings and their peculiar ways, 
their awesome power, invites worship as gods, fear as they 

are unnatural and alien and a response to their invading 
presence. The H’Laqu themselves are seductive, dangerous, 
infectious, changing everything that they come into contact 
with in one manner or another. They don’t work quite like 
anything else and this is reflected in the Feats that have 
arisen in their presence and amongst their cults. This is 
particularly true for two new forms of Feat:

Taint Feats
Taint Feats represent the creeping corruption of the H’Laqu, 
seductive in its power. These beings are like an infection and 
where they touch their influence is felt. For some this may 
appear to be a gift, but it always comes with a price of some 
kind, consequences that the person infected with their pres-
ence cannot always anticipate. To the cults these are seen as 
a gift, to others a curse, those who are marked in such a way 
may be treated as pariahs or prophets, depending upon the 
mindset of the local population. Even both.

Ritual Feats
The H’Laqu have magic, of a sort, working on their own 
ritualistic and ‘scientific’ understanding. Those who serve 
them can be taught some of these formulae which, while 
not as versatile or as useful as conventional spells are in the 
reach of the most ordinary cultist, able to be called upon 
to supplement their might and to spread their corruption 
further across the world.

New Feats
A Stitch in Time (Ritual)
While portals to other dimensions and planes cannot leave 
Abaddon, they can enter it and these holes in space are often 
the source of much terror and destruction. There are spells 
that can be used to close these gates but there are also rituals 
which can tap into the fractured energies of Abaddon and 
turn them to close the portals.

Prerequisites: Level 10+, Wisdom 12+, Intelligence 12+

Benefit: The ritual requires five participants, only one of 
which need know the ritual. A circle is marked upon the 
ground in the dirt or in chalk and a pointing device – typi-
cally a dagger, sword, staff or wand – is pointed at the 
breach. For the duration of the ritual – a half hour – the 
main ritualist must be protected by the other participants 
and at the end of that time the portal or rift is closed off. 
This will effect portals created by spells, so long as they are 
temporary and not permanent magic, it will also close off 
portals and rifts used as plot devices, at the Games Master’s 
discretion.

Bait (Combat)
You are expert in drawing the attention of monsters upon 
you, getting them to concentrate their attacks upon your 
person so that your friends can deliver blows while the 
creature is distracted.
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Prerequisites: Cha 12+, Bluff 4+

Benefit: By making a Bluff check against an enemy’s Will 
save, as a half action, the character can draw the attention 
of that enemy in combat. The enemy is compelled – if it can 
– to move at least five feet towards the character and gains 
a +1 bonus to hit and do damage to that character, while 
taking a -2 penalty to hit anyone else. The effects last for a 
number of turns equal to the amount the character beat the 
target’s Will save by.

Black Blood (Taint)
The taint of the H’Laqu has transformed your blood into 
something unnatural, caught between this world and the 
spaces between worlds. That it sustains your life at all is a 
miracle.

Prerequisites: A close encounter with the H’Laqu or their 
agents.

Benefit: The character is rendered completely immune to all 
poisons and diseases both natural and unnatural.

Drawback: The Games Master may pick one of the 
following drawbacks from the taint to apply to your char-
acter:

 1.  Your skin darkens to an unnatural dark hue, marking 
you as touched. Reduce your Charisma by -2.

 2.  Your body is constantly trying to reject the blood that 
flows in your veins rendering you weak and causing you 
to weep and cough up black blood almost constantly. 
Reduce your Constitution by -2.

 3.  Your nature gives you some of the weakness of the 
H’Laqu, non-magical weapons automatically confirm 
critical hits against you.

Black Whip (General/Combat)
The black whip is a terrible weapon made from extruded 
parts of the H’Laqu and given to their trusted servants. 
These weapons are flexible rents in reality, held by obsidian 
handles with the reach of a whip and the rending power of 
a blade.

Black Whip
Cost: N/A, Dmg(S): 1d6, Dmg(M): 1d6, Critical: x3, 
Weight: 1 lb., Type: S, Special: Disarm, Reach, Trip.

Black Whips ignore the bonus of magical armour when they 
strike, so that +2 leather armour would only provide two 
points of protection against a black whip, not four.

Prerequisites: Only trusted servants of the H’Laqu may be 
gifted with a black whip and taught in its use.

Benefit: You gain a black whip and the exotic weapon profi-
ciency to use it.

Cult of Black Glass (General)
The Cult of Black Glass is a widespread and secretive cult 
that serves the H’Laqu, going where they cannot, observing 

what remains of the mortal and undead races and being 
slowly corrupted by the H’Laqu who watch through them. 
There are agents of the cult everywhere and membership 
within the cult grants access to allies and information – so 
long as you are working for the H’Laqu purposes.

Prerequisites: Induction into The Cult of Black Glass.

Benefit: Access to the resources of The Cult of Black Glass.

Empty of Life (General)
The character is lacking in the essential, vital force that 
animates both living and nonliving entities. This grants them 
certain additional capabilities but makes them weak in other 
ways, essentially an empty vessel, ripe for possession.

Prerequisites: This feat may only be taken at character 
creation. The character may not have good or evil align-
ments.

Benefit: The character is soulless and may not be resur-
rected by any means whatsoever. Their body is an empty 
shell that has never been inhabited by an animating force 
and is nothing more than a biological machine. They are 
resistant to psychic and physical harm but are an open book 
to mind control and possessing forces. They gain a +2 bonus 
to Fortitude and Will saves, but take a -5 penalty (and lose 
this bonus) when subjected to mind controlling powers or 
possession attempts.

Experiment (Taint)
In trying to understand the material universe in which they 
find themselves the H’Laqu perform many dangerous and 
unnatural experiments upon demihuman, human and animal 
subjects, trying to blend their physical and magical qualities 
to better understand both halves of the new creation that 
they have made. While most of these subjects are destroyed 
some manage to escape into the wilderness and survive, 
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while others are ‘rescued’ by adventurers and set free. Some 
of these unfortunate souls take up the adventuring life for 
themselves, seeking to use what was done to them to their 
advantage.

Prerequisites: Experimented on by the H’Laqu.

Benefit: The character gains the benefit of a special monster 
ability – at the Games Master’s discretion – but must pay for 
this with a distorted physique. Typically this means the loss 
of -2 Charisma and a monstrous feature of some kind – such 
as a goblin’s bug-eyed, evil aspect – along with the benefit 
that they gain. In the case of the goblin that might be the 
ability to see in the dark. Typically these are relatively minor 
abilities, rather than dragonbreath or death-rays, but theo-
retically there is no limit to what the H’Laqu might blend.

Eyes in the Darkness (General)
Exposed to the unnatural radiation of the world and its many 
horrors, many minds are shattered and remade, opened 
up to the world beyond normal sight. This can give them 
powerful insights and resistance to illusions, as they begin 
to gain the barest hint of how the things beyond the veil see 
the universe.

Prerequisites: Wisdom 18+. This Feat must be taken at 
character generation or after a traumatic incident involving 
an outsider, particularly the H’Laqu. 

Benefit: The character is considered to constantly have the 
benefit of the True Seeing spell, subject to all its normal 
limitations and drawbacks. In addition the character may 
never have a total Will save score higher than their level, 
due to the fragility of their mind.

Eyes of Darkness (Ritual) 
The H’Laqu infect men, women, beasts, the land and even 
the air itself with their unnatural essence, working their way 
into the cracks between the material substance of a thing to 
control it. Many of these beasts, which carry a fragment of 
the H’Laqu consciousness, are offered as servants to their 
cults and agents and the Corvidim are one such of these 
dark servants.

Prerequisites: Wisdom 12+, Intelligence 12+, membership 
of an H’Laqu cult and taught the ritual.

Benefit: To summon the Corvidim the ritualist must darken 
a flat rock or a clear patch of ground with ash, oil or 
anything else that can blacken the surface before burning 
a fistful of feathers and tossing the ash into the air. This 
will call 1d3 Corvidim within 1d20 rounds which will 
perform one service for the ritualist. The ritual may only be 
conducted once per day.

Fugue (Combat)
Many victims of trauma and distress are left with tattered 
minds or periods where they black out or simply forget what 
they have done. Sometimes waking up to the aftermath of 
horrors or great feats that they, themselves, have perpetrated 

with no knowledge of what they have done. Some learn to 
harness this and to use it to their advantage.

Prerequisites: A horribly traumatic experience, Wisdom 
12+, Constitution 12+.

Benefit: The character gains +1 to their attack rolls and 
+1 to their Armour Class, along with damage reduction 1 
(against all kinds of attacks) for the duration of the fugue, 
which can be induced a number of times per day equal to 
their Wisdom bonus, lasting 1d6 x 10 rounds. Once the char-
acter’s immediate goal is complete – stated at the start of the 
fugue – the Games Master takes control of the character for 
the remainder of the fugue time period and the character is 
likely to harm themselves, engage in strange actions or even 
attack their friends and allies.

Full of Life/Unlife (General)
Some individuals are so full of the very essence of living 
existence, life or unlife itself, that their very presence is 
repellent and disgusting to the H’Laqu, driving them back 
and thwarting them.

Prerequisites: Charisma or Constitution 12+. This Feat 
may only be taken at character creation.

Benefits: The character gains +1 hit point per level (this can 
stack with Toughness) and also gains a +2 bonus to any save 
or other rolls to resist or confound the abilities and attacks 
of the H’Laqu or their agents, due to the ‘repellent’ nature 
of their bodies.

Hag-Ridden (Taint)
The H’Laqu can literally infect the physical body of a 
person, creature or thing, even the very air itself and adven-
turers are no exception. With this feat your character is 
infected with a fragment of the H’Laqu but has it – barely – 
contained and under control, gaining insight into the H’Laqu 
and their nature.

Prerequisites: The character must have encountered the 
H’Laqu and may or may not have been infected by them in 
game terms. They must have a Will Save greater than +6.

Benefits: The character has a ‘captive’ fragment of the 
H’Laqu contained within their body and this gives them a 
rudimentary insight into this terrible enemy. The character 
can detect H’Laqu and their taint within twenty feet, at will, 
with no resistance possible. They also gain +1 to attacks 
and damage against the H’Laqu thanks to their insight. They 
are more vulnerable to the H’Laqu’s attacks themselves 
however and suffer -1 to Armour Class and +1 damage from 
H’Laqu attacks – and those of their servants - in return.

Hand From Beyond (Taint)
The H’Laqu are not from the material world and when 
they become blended with that which is, as they infect it 
and spread throughout it many strange effects can become 
manifest. In some cases a physical being can become bound 
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to a tendril of H’Laqu energy, a string of unnatural non-
substance that can lash and cut invisibly around them.

Prerequisites: The character must have suffered a close 
encounter with the H’Laqu and have a Constitution of 12+.

Benefit: The character may lash out with a whip-like, 
invisible tendril of H’Laqu ‘flesh’ which can strike even 
incorporeal beings and those which are normally immune to 
physical attacks. This attack roll is made at -2 as it is crude 
and clumsy and does 1d4 damage, x2 on a Critical hit. It has 
a reach of 10 ft. and the attack is made in addition to any 
normal attacks.

Hidden Knowledge (Taint)
Those tainted and infected by the H’Laqu can sometimes 
hear and understand their whispering in the backs of their 
minds and can even communicate with them in a crude 
fashion, tapping into the secrets and understandings of the 
strange beings from beyond reality.

Prerequisites: Intelligence 12+, Wisdom 12+ and an 
encounter with the H’Laqu or an H’Laqu infection.

Benefit: A number of times equal to the character’s level 
they can attempt to tap into the knowledge of the H’Laqu 
in order to receive a +4 bonus to a skill check. The Games 
Master may use this, when applied to information gathering 
or knowledge rolls, to feed false information to the char-
acter to further the H’Laqu agenda. Instead of taking a Skill 
bonus the character may choose to use this ability in the 
same manner as the spell Augury, though, again, the Games 
Master may choose this as an opportunity to provide false 
information if it furthers the H’Laqu cause.

Hollow Man (Taint)
Some people are left hollow shells by H’Laqu infection. 
Black eyed husks that are only kept in motion by their 
indomitable wills and reluctance to die or fall to the dark-
ness.

Prerequisite: The character must have suffered and over-
come H’Laqu infection, Will Save 8+.

Benefit: The character’s body is no longer truly alive, or 
undead. It isn’t quite real any more. Their flesh becomes 
strangely insubstantial giving them a natural armour of +2 
and they gain a permanent +5 to their Hit Points. Should 
they be brought down to 0 hit points however, they are 
instantly destroyed.

Horrific countenance (General)
There are many sources of terrible injury to be found on 
Abaddon, not to mention the horrors visited upon any body 
simply by nature of having to live in such a world or from 
the mere fact of being undead. While many who live on this 
shattered world are inured to horror there are still those who 
can instil terror in those around them.

Prerequisite: This Feat may only be taken at character 
creation or after a terrible, deforming or transformational 
incident.

Benefit: The character gains a Fear Rating (See the book 
Horrific Fears page 7) equal to their Level +2.

Mark of Darkness (Ritual)
The Cult of Black Glass exists to gather information, offer 
worship and to spread the influence of the H’Laqu, their 
followers hoping to gain some small favour from these 
strange beings or to stave off their own destruction, even 
to claim a little of their power for themselves. The Mark of 
Darkness ritual allows the cult to spread the H’Laqu influ-
ence to others, infecting them with their essence.

Prerequisite: This Feat may only be taken by members of 
the H’Laqu cult.

Benefit: By binding a prisoner and painting their flesh 
with geometric patterns over the course of half an hour the 
ritualist may call the attention of the H’Laqu and force the 
target to make an infection check. See H’Laqu infection.

Numb the Mind (Ritual)
The Cult of Black Glass deals with unnameable, unknow-
able horror every day and encounters with their masters 
can be harrowing. Let alone the bleak terror of existence in 
Abaddon in any case. The cult has come up with ways to 
numb their minds to horror so that they are relatively unaf-
fected by it, though it weakens their mind in other ways.

Prerequisite: This Feat may only be taken by members of 
the H’Laqu cult.

Benefit: The ritual requires the preparation and imbibing 
of a sacred draught, the ingredients for which cost one gold 
piece to gather. This draught is drunk together while a chant 
is sung and horrific incidents and creatures are visualised. 
At the end of the ritual – which lasts half an hour – the 
participants are numbed to horror. Fear rating (See Horrific 
Fears) are considered 5 less until a 24 hour period is up but, 
during the same period, the recipient suffers a -1 penalty to 
Will saves in general.

The Bitter End (Ritual)
The Cult of Black Glass is hated, feared and pursued and 
while they try to keep to the shadows they will eventually 
get found out and will need to find a way to protect them-
selves. This ritual allows for the preparation of a sacred 
object which can call a part of their master to them to protect 
them.

Prerequisite: This Feat may only be taken by a member of 
the H’Laqu cult with an Intelligence of 14+.

Benefit: The ritual involves the shaping and engraving of a 
fist-sized lump of obsidian. Only one may be prepared per 
ritualist at any time. When shattered against the ground it 
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summons an Abyssal Arm for a period of 3d4 rounds before 
it snaps back into the between-world.

The Gap of Worlds (Ritual)
With a consolidated effort The Cult of Black Glass can tear 
a hole through to the world between and allow H’Laqu 
manifestations to spread from this tear, infecting a new 
settlement with their presence.

Prerequisite: This Feat may only be taken by a member of 
the H’Laqu cult with an Intelligence of 14+.

Benefit: With the participation of at least two dozen cultists 
and the sacrifice of a living or undead victim at a ritually 
prepared site – covered in geometric patterns – the ritualist 
can create a breach, allowing the H’Laqu to spread their 
influence into a new area.

The Gone (Ritual)
Those completely infected and withered by the H’Laqu seed 
within them become ‘Black Men’. Empty, hollow shells, 
man-shaped holes in the universe, avatars of the void and 
these – with the proper preparation – can be summoned by 
members of the H’Laqu cult to do their bidding.

Prerequisite: This Feat may only be taken by a member of 
the H’Laqu cult.

Benefit: With the sacrifice of a living or undead victim the 
energy released can be channelled through the H’Laqu seed 
in the belly of the cultist to bring forth a Black Man to do 
their bidding. The Black Man will take 1d4 x 6 hours to 
arrive and will follow a single instruction before returning 
to the wilderness.

Withering Stare (Taint)
Those touched by the emptiness of the H’Laqu sometimes 
show their influence in a horrifying, empty stare that seems 
to peer right into someone and wither their soul

Prerequisite: The character must be infected with H’Laqu 
taint and have Charisma 12+.

Benefit: The character may fix a single target with their 
stare at any time, in combat or outside combat. That target 
suffers a -2 penalty to all rolls while subjected to the stare 
but the character using the gaze must be in line of sight and 
may only take a single 5 ft. step while using this ability.

Spells
What the H’Laqu practice isn’t truly magic but that hasn’t 
prevented their knowledge, their ‘science’ being channelled 
through spells or inspiring magicians in their service to 
combine this ancient, otherworldly power with their own 
magical capabilities. The nature of the H’Laqu is antithetical 
to both life and unlife, disruptive to reality and to physical 
matter and so the magic of their followers reflects the nature 
of their being.

THE TALE OF SYNA
golar and his men dragged The remains of The sTrange Thing 
They had foughT down The sTairs inTo The crypT. golar haTed 
coming down here buT syna The widow was The one who 
would pay The mosT for whaT They had found. The only one, in 
facT, who would pay aT all and so, iT was worTh braving her 
crypT, her cobwebs and her sTrange cocoons for some coins 
and perhaps some leavings from her magical experimenTaTions.

syna’s anTechamber was designed To sTrike fear and awe in

The hearTs of Those who came To deal wiTh her, lined wiTh

The skulls and bones, jars conTaining The preserved remains of

a Thousand differenT species. golar gesTured To his men and

They dropped The sacks, They had filled wiTh The remains in The

middle of The chamber. sTriking The bell ThaT would summon

The half-dead wiTch To aTTend To her guesTs.

syna appeared like a ghosT, moving wiTh an eerie precision, like 
an insecT, a spider aT her breasT, TwiTching jusT enough To 
indicaTe ThaT iT was alive, raTher Than jewellery. her sallow 
face, red eyes sTaring wiTh The innaTe hosTiliTy of Those who 
spend Too much Time alone, fixed upon golar and her sibilanT 
voice hissed ouT.

“whaT have you broughT usss golar? sssomeThing nice? 
sssomeThing new?”

“i Think you’ll be pleased madam.” he replied, being as poliTe 
and brave as he could be, no good looking fearful in fronT 
of his men, even if The wiTch scared The hell ouT of him. 
he gesTured, curTly To his men, who Threw open The sacks 
To reveal The sTrange and ephemeral flesh beneaTh and The 
purplish vapour ThaT rose from iT.

syna sTalked down from her Throne of bones and webs and 
benT over The remains of whaT had once been a man, her bugged 
eyes widening sTill furTher as she benT over iT.

“oTher... buT noT oTher... planar buT noT from any plane... 
dark buT noT of darkness... malevolenT... buT noT evil. This

creaTure, whaTever iT is, is a mass of conTradicTions. i will be

able To learn a loT, This opens up new possibiliTies, new paThs

for magic – even Though This creaTure has none...” she Trailed

off, mumbling To herself, prodding aT The remains wiTh a bony

finger.

“There is sTill The small maTTer of paymenT, madam.” golar 
spoke up, coughing slighTly To draw The sTrange woman’s 
aTTenTion back To him, his men were iTching To geT ouT of here 
and he didn’T blame Them.

wiThouT even looking, wiThouT even paying aTTenTion, syna 
reached in her sleeve wiTh her claw-like hand and broughT 
ouT a small leaTher bag, dropping iT inTo golar’s hand so 
abrupTly and so inaccuraTely ThaT he had To scramble To caTch 
iT. when he opened iT, iT gliTTered wiTh dozens of gemsTones, 
Ten Times The sum ThaT he has been expecTing, noT ThaT he was 
going To complain. he pockeTed iT and backed away slowly, 
gesTuring To his men To follow, leaving The muTTering wiTch 
To her ruminaTions.
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Others have created spells that disrupt and protect against 
the H’Laqu, having survived encounters with them but both 
kinds of magic are rare and only now beginning to spread 
as the presence of the H’Laqu becomes more widely known 
– and feared.

Antilife Bolt
School Evocation [Non-specific]; Level Sorceror/Wizard 3
Casting Time 1 standard action.
Components V, S.
Range 50 ft.
Target Single opponent.
Duration Instantaneous/1 hour/level.
Saving Throw Reflex negates; Spell Resistance: Yes.

Opening a brief hole to the ‘space between’ the caster chan-
nels a bolt of nothingness and hurls it into their target where 
it spreads like a disease through their flesh, turning their 
veins black, outwards from the point of impact and making 
them appear – and act – diseased.

This spell corrupts the very essence of life and unlife, 
reducing the target’s maximum hit points by 1d4 per caster 
level to a maximum of 10d4. While the spell is in effect 
the target cannot be healed above their new, temporary, 
maximum hit points and if the spell reduces their maximum 
hit points to 0, then they are considered dead, not dying.

Antilife Ward
School Abjuration [neutral]; Level Cleric/Paladin/Sorcerer/
Wizard 4
Casting Time 1 standard action.
Components V, S, M (A 3 ft. radius circle of blood or 
powdered bone).
Range Touch.
Area 10 ft. radius around circle.
Duration 10 minutes/level.
Saving Throw Will negates; Spell Resistence: No.

Ranging out from the inscribed circle a zone of energy, anti-
thetical to this reality and all that lives within it, emanates 
outwards to a radius of 10 ft. Light and colour within the 
area drain and dim and the spell creates a barrier of this 
energy that any living or unliving being will have a hard 
time crossing to reach those protected within the circle. 
Only constructs, animated objects and beings infected by the 
H’Laqu are immune to the effects.

Attempting to cross the ward has a DC of 15 + caster level 
and each failed attempt by a living or undead being to cross 
the ward costs them 1d4 hit points. Each turn a living or 
undead being spends within the area of effect also costs 
them a single hit point.

Become Shadow
School Transmutation (polymorph); Level Sorcerer/Wizard 
6

Casting Time 1 standard action.
Components V, S, M (A cast shadow).
Range Personal.
Target You.
Duration 1 min/level.

With the spell cast the magician’s body melds with their 
own shadow and can move at their normal pace for the dura-
tion of the spell. The shadow form cannot cast spells, cannot 
speak and cannot lift or manipulate objects. Nor can it be 
harmed by any means save by being plunged into darkness. 
The shadow has no thickness and can slip through the tiniest 
gap in a door or window to gain entry. Shadow form gains a 
+4 inherent bonus to Stealth checks.

Shadow form is limited to areas of light where a shadow can 
be cast and at least tome part of the caster’s shadow form 
must remain in an area of light at all times. If the shadow 
form enters an area of darkness or is plunged into darkness 
then they revert to their normal form and suffer 1d6 x 1d4 
hit points of damage.

Beyond Alignment
School Enchantment Level 8
Casting Time 1 minute.
Components V, S.
Range Personal.
Target You.
Duration 1 hour/level.

The H’Laqu are creatures beyond anything that any of the 
races of Abaddon would consider morality. They are not 
evil, just beyond such considerations and so arrogant and 
so different that they defy such definitions. The H’Laqu 
are able to use items and capabilities, regardless of their 
normal moral restrictions and alignment and those who have 
studied them have found ways to take on that same, higher 
disdain for morality that the H’Laqu have, enabling them to 
move beyond restrictions in the same way, though this can 
be morally dangerous for a character as they emerge from 
the effect.

Under the effect of the spell a character is freed from all 
restrictions and effects related to alignment. They may use 
weapons and magic items regardless of their alignment 
restrictions, may pass through magical barriers that restrict 
according to alignment and may perform moral acts that 
would normally be beyond the bounds of their alignment.

Repeated use of the spell or dubious moral actions under-
taken while under its influence may shift the character’s  
alignment towards neutral once the spell wears off, at the 
Games Master’s discretion.

Black Meteor Shield
School Abjuration. Level Sorcerer/Wizard 4
Casting Time 1 standard action.
Components V, S, M (A fragment of the meteor)



-
 

P
A

G
E

 
1

1
 

-
Range Personal.
Area A 5 ft.-radius cylindrical whirlwind centred on you.
Duration 1 round/level.

This spell draws upon the resonance between a single 
meteor fragment and all others, drawing fragments, dust, 
sand and shards together into a whirling debris field around 
the caster. This whirling field of debris increases your 
Armour Class by +2 and does 1d4 +1/level damage (to a 
maximum of 1d4+15) to anyone attacking you or caught 
in the field surrounding you, every turn. The field offers 
no protection against attacks from above as it only forms a 
whirlwind shaped tube around you.

Black Meteor Strike
School Evocation [earth]; Level Sorcerer/Wizard 6
Casting Time 1 standard action.
Components V, S, M (A piece of meteor).
Range Long (400 ft. + 40 ft./level).
Area 40 ft.-radius.
Duration Instantaneous.
Saving Throw Reflex half. Spell Resistance: No.

A rent in space is torn and a fragment of the meteor, still in 
orbit around Abaddon, it yanked through at incredible speed 
and smashed into the target. The meteor explodes, filling the 
air with shards of meteorite. The strike does 8d6 damage/
caster level to all targets within its radius and leaves the 
area scattered with razor-sharp pieces of obsidian requiring 
a Reflex save against a DC of 20 or those moving through 
the area take 1d4 damage.

Black Pit (hiding place 
between the planes)
School Conjuration (summoning) Level Sorcerer/Wizard 6
Casting Time 5 minutes.
Components V, S, F (A hollow sphere).
Range Personal.
Target You.
Duration 2 hours/level.
Saving Throw None; Spell Resistance: No.

Access to the planes themselves is cut off from Abaddon 
but the space between the worlds – the prison home of the 
H’Laqu – can still be accessed. This spell punches a shallow 
hole in the skin between the worlds allowing the caster 
to hurl themselves into the void until reality snaps back, 
ejecting them from this unnatural space in the same place 
that they disappeared from. For every two hours they spend 
in void there is a 1-in-10 chance of being found and attacked 
by an Abyssal Arm.

Black Sand
School Conjuration (creation) Level Sorcerer/Wizard 5.
Casting Time 1 standard action.
Components V, S.

Range 50 ft.
Duration So long as the caster concentrates.
Saving Throw Suffocation; Spell Resistance: No.

Black, glittering sand gushes from the caster’s hands forming 
a 10 ft. cube of  shifting, moving, razor-sharp granules. So 
long as the caster concentrates (doesn’t move, perform any 
other actions and is not interrupted) they can move this 
mound of sand up to 15 ft. per turn. Anyone engulfed by 
the sand is held in place (unless they can make a Strength 
check against a DC of 20 to break free) takes 2d4 damage 
and must start to make suffocation checks, according to the 
suffocation rules. The maximu range from the caster that the 
sand can move before collapsing is 50 ft.

Black Talons
School Transmutation; Level Druid/Ranger/Sorcerer/
Wizard 3
Casting Time 1 standard action.
Components V, S.
Range Touch.
Target Living creature/person touched.
Duration 1 min/level.
Saving Throw Will negates (harmless); Spell Resistance: 
Yes (harmless).

Black Talons wreathes the fists or natural weapons of one 
person or creature in black, empty space. This confers a 
+1 bonus to damage and allows these weapons to ignore 
magical protection or the bonuses to Armour Class offered 
by spells and enchantments. This only allows the creatures 
attacks to penetrate and does not protect the creature from 
any adverse effects of any magical protections or fields – 
such as prismatic spheres.

Dark Eye
School Divination (scrying); Level Sorcerer/Wizard 5
Casting Time 10 minutes.
Components V, S.
Range 1 mile.
Effect Magical sense.
Duration 1 min/level.
Saving Throw None; Spell Resistance: No.

With an incantation you can call into existence a fist-sized 
sphere of darkness which you can then project into shadowy 
areas within a mile. The orb act as a focal point for all your 
senses at a distance. The orb must remain within shadow 
and if exposed to either bright light or total darkness – rather 
than shadow – the eye is dispelled and the caster using it 
takes 2d6 damage.

Emptiness
School Enchantment (compulsion) [mind-affecting]; Level 
Bard/Cleric 2, Sorcerer/Wizard 3.
Casting Time 1 standard action.
Components V, M (a black pebble)
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Range 20 ft.
Target 1 living creature.
Duration 1 turn/caster level.
Saving Throw Will negates; Spell Resistance: Yes.

This spell targets the spirit, the essential ‘animus’, of the 
target, opening them up to mind control, spiritual contami-
nation and other dangerous effects. Once subjected to the 
spell then the next Will save – or save against H’Laqu infec-
tion – that the target makes automatically fails in addition to 
being dazed as per the daze spell. If a target resists this spell 
then they cannot be subjected to it again for 1 hour.

Face of Fear
School Illusion [fear, mind-effecting]; Level Bard/Cleric 3, 
Sorcerer/Wizard 4
Casting Time 1 standard action.
Components V, S, M (token taken from fearsome crea-
ture).
Range 30 ft.
Duration 1 round/level.
Saving Throw As per fear rules; Spell Resistance: Yes.

By taking tokens from dead monsters the character can take 
on an aspect of their frightening mien, gaining their fear 
rating temporarily. For the duration of the spell the caster is 
infused with the unnatural horror of whatever creature they 
have taken their token from, requiring creatures and people 
who are susceptible to have to make fear checks while 
within 30 ft.

Immaculate Dissection
School Divination (scrying); Level Bard 4/Sorcerer/Wizard 
4
Casting Time 1 full turn.
Components V, S.
Range Close (25 ft. + 5 ft./2 levels).
Target One creature.
Duration 1 hour/level.
Saving Throw Will negates; Spell Resistance: Yes.

H’Laqu perception transcends the limits of matter, space 
and even time. By channelling such power through their 
own eyes a magic user can strip a target apart, understand 
them completely, understand their weaknesses and how best 
to assault them.

The target of the spell is exposed, allowing the player to 
view the basic creature write-up along with any information 
about its weaknesses. In addition the caster receives a +1 
bonus to hit and a +2 bonus to damage against that target. If 
the target resists this spell, it is immune to further castings 
for an hour.

Insignificance
School Enchantment (compulsion) (mind-affecting); Level 
Cleric/Sorcerer/Wizard 8

Casting Time 1 turn.
Components V, S, M (a magnifying lens).
Range Touch.
Duration 1 day/level.
Saving Throw Will negates.

The target of the spell is subjected to the terrible knowledge 
of their true insignificance in the multiverse. That they are 
of no more importance and significance than a mote of dust. 
This knowledge is crushing, even to the egos of beings who 
consider themselves heroes and demigods.

Those effected by the spell suffer the following effects:
• Turns 1-2: Helpless.
• Turns 3-5: Cowering.
• Turns 6-10: Shaken.

In addition to this effect the target is rendered suicidal by 
their exposure to the meaninglessness of their existence. 
Once removed from immediate concerns of survival – such 
as combat – the target becomes suicidal and will make an 
attempt on their own life. They must make a Will save 
against a DC of 25 each day for the duration of the spell or 
make another attempt on their own life.

Life Sign
School Abjuration; Level Cleric/Paladin/Sorcerer/Wizard 4
Casting Time 1 standard action.
Components V, S, M (A sigil daubed in blood).
Range Touch
Area 10 ft.- radius circle centred on the sigil.
Duration 10 minutes/level.
Saving Throw Will negates (harmless); Spell Resistance:
No.

H’Laqu manifestations and those infected by their presence 
can be warded off by this spell which creates a protec-
tive area around the symbol created by the caster. H’Laqu 
and their tainted must make a Will save to cross the circle 
and those within the circle gain a +2 deflection bonus to 
AC against H’Laqu attacks along with a +2 bonus to all 
saves against effects stemming from the H’Laqu or powers 
derived from them.

Mind Trap
School Enchantment (compulsion), (mind-affecting); Level
Bard 4, Sorcerer/Wizard 5
Casting Time 1 round.
Components V.
Range Close (25 ft. +5 ft./2 levels).
Target One intelligent creature within range.
Duration So long as the caster concentrates or until the 
puzzle is solved or defeated.
Saving Throw Will negates; Spell Resistance: Yes.

This spell creates a magical bond between the caster and the 
target, entrapping the target’s mind within a mental puzzle 
or challenge created by the caster. The caster can either 
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create a maze with a DC equal to their Intelligence score + 
Knowledge (Engineering) skill. The target must either wait 
for the caster to drop the spell or beat that DC a number of 
times equal to the maximum level spell the caster can cast.

Alternatively the caster can create a monster in their mind 
with a Challenge Rating equal to the maximum spell level 
that they can cast and force the target to fight it in their 
mind. Damage is real to the target and if the target defeats 
the mental monster the caster takes 1d6 damage per point of 
Challenge Rating and 2 points of temporary damage to their 
Intelligence.

Planar Shears
School Abjuration; Level Cleric/Sorcerer/Wizard 5
Casting Time 1 standard action.
Components V,S.
Range Medium (100 ft.+10 ft./level).
Effect Ray.
Duration 1 min/level.
Saving Throw None; Spell Resistance: Yes (object).

A flat, black ray, like a blade, projects from the hand of the 
caster and strikes the target, severing completely any ties 
between the target and the planes, even in the restricted 
sense in which such links are maintained on Abaddon. Any 
planar creatures are cut off from their contacts with the other 
worlds. Planar creatures loose access to their Supernatural 
powers and summoning from the other worlds along with 
Conjuration spells are disrupted by the spell.

Shardstorm
School Evocation [N/A]; Level Druid/Sorcerer/Wizard 5.
Casting Time 1 standard action.
Components V, S, M (A large shard of obsidian to be 
thrown down and shattered).
Range Long (400 ft. + 40 ft./level).
Area Cylinder (20 ft. radius).
Duration 1 round/level (Maximum).
Saving Throw None; Spell Resistance: Yes.

As the shard shatters the fragments, along with others like 
it from the surrounding area, are drawn into a whirling 
shield of fragments that protect the front of the caster with 
a shield of debris. This shield can absorb up to 50 hit points 
of damage before being destroyed or can be used to hurl 
waves of fragments at targets within the area of the cylinder 
template. Every 5 hit points of shards sacrificed to an attack 
does 1d6 points of slashing damage to anyone caught in the 
area of effect.

Squirming Maw
School Conjuration (creation or calling); Level Cleric/
Sorcerer/Wizard 9
Casting Time 1 standard action.
Components V, S,
Range Medium (100 ft. + 10 ft./level).

Duration 1 round/level.
Saving Throw None; Spell Resistance: No.

The magic punches a hole into the space between worlds 
to where a waiting H’Laqu form lurks. As the whole is 
punched the H’Laqu punches through the rift and tries to 
grasp, destroy or kill anything and everything that it can 
reach through the hole, feeding whatever it can get back 
through the portal to be destroyed.

The caster has no control over the 10 ft.-radius maw or the 
2d6 Abyssal Arms that are summoned around it. The arms 
reach out to grasp and attack anything within range and try 
to feed them back into the maw. Anything fed into the portal 
is affected as though hit by a Swallowed By Darkness spell. 
The spell lasts for its duration and then ceases, the tentacles 
withdrawn, dropping whatever is in their clurches and the 
portal closing.

Sterilise
School Necromancy; Level Cleric/Druid 3, Sorcerer/
Wizard 4
Casting Time 1 standard action.
Components V, S.
Range Touch/5 ft. radius +5 ft.-radius/level. 
Target Area around self.
Duration Instantaneous.
Saving Throw Fortitude negates; Spell Resistance: Yes.

The immediate area around the target, them selves or a 
single chosen target are sterilised, instantly, of all bacteria, 
virii and other micro-organisms. This instantly cures any 
disease or removes any disease-based attacks from any 
enemies for the remainder of the battle. It does have the 
disadvantage of destroying useful, ‘friendly’ bacteria as 
well. Any living target hit by the spell suffers a -2 penalty to 
their Constitution which returns at the rate of one per week 
as they are ‘reinfected’ with useful bacteria.

Swallowed by Darkness
School Conjuring; Level Sorcerer/Wizard 7
Casting Time 1 standard action.
Components V, S, M (a shard of broken mirror).
Range Medium (100 ft. +10 ft./level).
Duration Instantaneous.
Saving Throw Reflex negates; Spell Resistance: Yes.

Magic tears a brief hole into the gap between the worlds and 
threatens to swallow up a single target, casting them into the 
void to be lost forever. The attack does 2d8 damage per level 
to a maximum of 40d8 but if this damage fails to reduce the 
target to zero hit points then they take no damage. If they are 
reduced to zero hit-points they are swallowed up and lost to 
the darkness along with all their equipment. Against objects 
the spell bites a 5 ft. radius, spherical ‘chunk’ out of the 
object. The spell has no effect on force or energy barriers. 
The spell only affects one target each time it is cast.
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DARK STAR CRASH

sTones would sTill fall from The sky from Time To Time, ill

omened and Terribly desTrucTive when They hiT. mosT would

fall in The ruins and wilderness in These Times, buT Then mosT

everywhere was ruins and wilderness since The caTaclysm. sTill, 
The conTinuing fall of The black sTars from The sky kepT ThaT

Terrible, hisTorical evenT fresh in people’s minds and gave The

myThs and sTories of Those Terrible Times exTra biTe.

someTimes in The wilderness one would find greaT scars in The

land, scaTTered wiTh The sTar-sTones and even Though They

were considered cursed There were Those who were willing To

pay for The sTones; warlocks, magicians, alchemisTs and many

sTrange culTs across The land. finding one of These craTers

was, Then, a mixed blessing.

donal’s caravan was down on iTs luck, so many seTTlemenTs

had dried up and died laTely, Trade and haven was scarce and

There were fewer and fewer people seeking To Travel. necessiTy

overcomes cauTion is such circumsTances  and iT was wiTh more

relief Than dread ThaT donal cresTed The edge of The craTer

and sTared down inTo The boulder-scaTTered, sTeaming hole in

The earTh.

“Take some men and gaTher all of The sky sTones ThaT can be

moved.” he grunTed To his  number Two, poinTing down inTo

The craTer. “we’ll be able To recoup our losses and Travel To

a more prosperous area if we can sell in on kronsberg.

The men moved To his orders, relucTanTly. picking Their way

down The slopes wiTh ropes and sacks, moving To gaTher The

cursed sTone upon which Their forTunes and wages depended. 
There were some good finds down There, larger sTones ThaT

would feTch beTTer prices and according To The shouTs of The

men some were sTill warm, iT cannoT have fallen Too long ago.

suddenly There was a cry of alarm, donal TwisTed his head

Towards The noise and raised his Telescope, working The lens To

fix upon The source of The cries. The ground shook, The sTar-
sTone Trembled and Then came TogeTher wiTh a Thunderclap, 
Throwing men in all direcTions. They began To run buT, behind

Them, shrouded in dusT and sand, a figure was forming, roughly

and crudely hewn, formed from The Tumbling sTar-sTone iTself

iT was a mockery of The shape of The men who fled from iT.

iT sTrode across The craTer, limbs like knives, body as hard as

sTone and as black as piTch, hurling men like dolls, pulsing wiTh

an unnaTural lighT ThaT burned The eyes. iT was Tremendous, 
monsTrous, Terrible and unsToppable. donal shook his head

and kicked his heels inTo his mounT, spurring iT away. The firsT

rule of survival, look afTer yourself firsT buT even donal wepT

as he heard The Thumps, The cries, The sickening Thuds of The

greaT sTone fisTs sTriking The earTh and The screams of The

dying. no reward was worTh This.

Void of Despair
School Conjuration; Level Cleric/Sorcerer/Wizard: 5
Casting Time 1 standard action.
Components V, S.
Range 50 ft.

Area  20 ft. radius burst.
Duration 1 min/level.
Saving Throw Will negates; Spell Resistance: Yes.

This spell punches a hole in the universe through which 
a glimpse of the soul-destroying empty void between the 
worlds can be seen. Anyone caught within the radius of the 
spell is witness to that terrible emptiness and the ravening 
and strange radiations of the other-space. This fills those 
caught in the area with despair and fear. Those affected by 
their glimpse of the darkness suffer a -2 penalty to attack 
rolls, saving throws, ability checks, skill checks and weapon 
damage rolls for the duration of the effect. Creatures and 
people who are unable to see are unaffected by the spell.

Whirling Void
School Conjuration; Level Cleric/Sorcerer/Wizard: 8
Casting Time 1 standard action.
Components V, S.
Range 50 ft.
Area 20 ft. radius burst.
Duration 1 round.
Saving Throw Reflex negates; Spell Resistance: Yes.

Magic punches through to the space between universes and 
a whirling, sucking vortex appears, like a negative image 
of a galaxy, arms of darkness whirling around the yawning 
hole like a circular saw, cutting through and swallowing up 
anything within its radius. Everything caught in the area of 
the void or moving though it is hit as though by a swallowed 
by darkness spell and those within an additional 10 ft. of the 
void must make a Strength check against a DC of 15 or be 
dragged 5 ft. towards the void on the caster’s turn.

Whispering Madness
School Enchantment; Level Bard/Sorcerer/Wizard 6
Casting Time 1 standard action.
Components V, S, M (A vial of breath from a sleeping 
person).
Range Medium (100 ft. + 10 ft./level).
Target One intelligent creature.
Duration 1d4 days + 1 day/level.
Saving Throw Will negates; Spell Resistance: Yes.

The voice of the H’Laqu is channelled through into the mind 
of the target, whispering to their subconscious of forbidden 
knowledge and unspeakable horror, of the insignificance 
of the target’s life, their world, even their universe. This 
erodes the target’s mind and sanity over time, causing them 
to lose one point of wisdom and intelligence each day for the 
duration of the spell. If both statistics reach zero the target 
becomes irrevocably and permanently insane, catatonic.

Monsters
The H’laqu are changing everything on Abaddon, spreading 
like an infection through the people and the planet itself. 
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This infection manifests in many ways and amongst those 
are the twisted and altered creatures that the H’Laqu have 
created or made manifest simply through their unnatural 
presence. Their experiments, their attempts to grasp and to 
understand the physical world have also created any number 
of twisted beasts and failed experiments that move ahead of 
their infection like a wave.

With the presence of the H’Laqu currently limited, many of 
these creatures seem to only be one other source of strange-
ness amongst many but as the H’Laqu presence spreads, 
so will these twisted and dangerous creatures and what is 
currently folklore and legend will become horrible, every 
day, reality.

H`Laqu Traits
The H’Laqu are unlike anything else in the world and 
have certain unique traits and capabilities that are beyond 
anything else that adventurers might encounter. This makes 
them an individual and different threat that often require a 
very different approach in combat to creatures that adven-
turers might otherwise be used to.

Unaligned
The H’Laqu are beyond such concerns as morality and exist 
beyond the binding terms of alignment as it is understood 
by most beings. The H’Laqu are unaffected by wards, bind-
ings and spells that depend upon alignment for their effect 
and may use any magical item, regardless of its alignment 
requirements.

H`Laqu Creature Type
While the H’Laqu are outsiders, originating from beyond 
the material plane they have some unique attributes that 
affect them in their interactions with the world. Chief 
amongst these is their resistance to magical damage effects 
and their vulnerability to unalloyed reality.

•  H’Laqu take half damage from spells and magical 
weapons.

•  Non-magical weapons and attacks automatically 
confirm criticals against the H’Laqu.

•  H’Laqu receive a +2 bonus to saving checks made 
against the effects of spells.

Abyssal Arm CR 6
XP 2,400.
Huge, Unaligned, Extraplanar, Outsider, H’Laqu.
Init -1; Senses tremorsense 30 ft.; Perception: +19.

Defense
AC 20, touch 7, flat-footed 22 (-1 Dex, +13 natural, -2 
size).
HP 57 (6d10+24)
Fort +11, Ref +1, Will +3
Defensive Abilities H’Laqu traits.

Offense
Speed 0 ft.
Melee 1 tentacle +10 (1d8+8/19-20) + grab, constrict 
(1d8+16).
Space 10 ft.; Reach 30 ft.
Tactics The abyssal arm coils in shadow, waiting for 
something, anything, anyone to move within its reach and 
then tries to reach out, grasp them and crush them – if it 
perceives them as a threat.

Statistics
Str 26, Dex 9, Con 18, Int 10, Wis 12, Cha 12.
Base Atk +6; CMB +16; CMD  25.
Feats Great Fortitude, Power Attack, Skill Focus 
(Perception), Stealthy.
Skills Stealth +5, Perception +19; Racial Modifiers +12 
Stealth in dark conditions.

Ecology
Environment Any
Organisation Solitary, cluster 3-5
Treasure None (remains from victims at Games Master’s 
discretion)

Abyssal arms are aspects of the H’Laqu infection, projected 
through from the space between the worlds or manifesting 
from infected land, built out of the rock as it is shifted and 
changed. Abyssal arms are part of the H’Laqu themselves 
and are used to defend their strongholds as well as to rapidly 
take and defend areas as they infect them and spread. A town 
overcome by the H’Laqu at high speed can find Abyssal 
Arms literally erupting out of the ground, spreading chaos 
and panic, crushing and destroying any Defense before it 
can truly muster.

Abyssal Arms are thirty foot long coils of dark material, 
studded with spurs – like thorns. They look like living 
shadow but they have a solidity that runs counter to their 
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appearance. Their touch is bitterly cold and their very pres-
ence seems to suck light and heat out of the area around 
them and they coil into these lengthening shadows, lurking 
and waiting to spring forth and attack their prey.

Adventure Seeds
 •   A large, grand merchant’s house has become infected 

with H’laqu essence from an artefact held within the 
confines of his vault. Initially thought to be haunted 
– not an uncommon occurrence on Abaddon – the 
adventurers previously sent into the mansion to clean 
it out have vanished and so the merchant is looking 
for someone else to cleanse the house. While he prob-
ably keeps it close to his chest that another group of 
adventurers have failed, he will know that whatever is 
in there is uncommonly dangerous. Inside the house’s 
physics, the relationship between the different rooms, 
has become mixed and strange and in every dark corner 
the shadows are coming alive and sending tendrils out, 
questing through the house and its surrounds, looking 
for prey.

 •   Deep within the cellars beneath an old sorcerer’s tower 
a new magician is experimenting with the nature of 
the planar trap that Abaddon has fallen within, trying 
to find a way through. His cellars, dungeons and what 
remains of the broken tower is filled with imprisoned 
creatures and elementals that have become trapped 
upon Abaddon since its exclusion and deep in the very 
bowels of the tower he has managed to make some 
progress, punching through into the space between 
the worlds. Unfortunately for him this has allowed the 
H’Laqu to reach through and to begin to corrupt and 
take over his home with their tentacles. The very thing 
that the other magicians, who have hired the adven-
turers, feared might happen.

 •  A man stumbles from the wilderness, his flesh turning 
dark and cracked, begging for help, telling tales of 
having run into strange and terrible things in the wilder-
ness. Even as people try to help him his body erupts, 
a walking breach into the space between the worlds, 
Abyssal Arms springing forth and laying waste to his 
would be helpers, his body a helpless puppet being 
moved by the tentacles, unconscious and helpless.

Bacterial Macrobe cr 3
XP 800
Neutral, Medium, Ooze
Init -3; Senses Blindsight 30 ft.; Perception: -5

Defense
AC 7, touch 7, flat-footed 7 (-3 Dex)
HP 50 (4d8+24)
Fort +9, Ref -2, Will -4
Immune Ooze traits

Offense
Speed 20 ft (levitation).
Melee Slam +2 (1d4 + 1d4 acid)

Space 5 ft.; Reach 5 ft.
Special Attacks Absorb.

Statistics
Str 10, Dex 5, Con 22, Int -, Wis 1, Cha 1
Base Atk +3; CMB +3; CMD 10 (can’t be tripped)

Ecology
Environment Any
Organisation Cluster (4d4)
Treasure None.

Special Abilities
Acid (Ex): A Bacterial Macrobe’s acid only dissolves 
organic matter and not stone, metal or ceramic.

Absorb (Ex): Damage that the Bacterial Macrobe causes 
to its (organic) enemies is gained as temporary hit points. If 
the Macrobe doubles its starting hit points, it splits into two, 
new Macrobes that continue their attacks.

A floating, squirming sac of protoplasmic fluid, the Bacterial 
Macrobe is the result of H’Laqu experimentation and the 
violent reactions of the planet to their very existence. The 
H’Laqu see little difference between animate and inani-
mate matter and their experiments often mingle the two. 
The Bacterial Macrobe is one result of this experimenta-
tion, a gigantic bacterium analogue that roams and spreads 
across the land, reforming the landscape in alien ways.

The Bacterial Macrobe is a sausage shaped, free-floating 
‘balloon’ of churning, digestive juices, moving by whip-
ping a large, whipcord, rope-like tentacle, grappling from 
point to point across the ground or twisting it to drive them 
along like a propeller. The Macrobes spread by latching onto 
and digesting prey, splitting into two new Macrobes when 
they’ve absorbed enough material to do so.

Adventure Seeds
•  A large meteorite, a fragment of the same meteor respon-

sible for the cataclysm, has smashed into the ground and 
carved a deep, deep crater into Abaddon’s surface. The 
very depths of the planet have been exposed and rising 
from it, emerging from beneath the lava fields, have 
risen clouds of macrobes, actually the very ‘life blood’ 
of Abaddon herself, rising up to try and heal this terrible 
rift in its material. The planet is treating anyone and 
everything close to the rift as an enemy, her macrobes 
like white blood cells, attacking what it feels is an infec-
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tion. This is laying waste to everything for miles and to 
stop it, someone must venture into the eye of the storm 
and heal the very planet itself.

•  Deep in the hidden depths of the mountains the H’Laqu 
are experimenting, constructing a gigantic body in 
pieces. Head, arms, legs, organs. Loosely arranged, 
alive but not alive, built on a gigantic scale the inte-
rior of the body is like a giant model, helping the 
H’Laqu to understand the fleshly beings that they are 
now encountering. Everywhere within this body are 
swarming macrobes, following the patterns and flows 
of the body’s ‘pulse’, all part of a great experiment that 
– hopefully – the adventurers can thwart.

•  Water is scarce and often corrupted across Abaddon but 
it is essential to all life. The bacterial macrobes are no 
exception to this and a cluster of them have found an 
asis in the wilderness. They have replicated rapidly and 
the bodies of previous generations have calcified into a 
crust, a labyrinth, over the oasis. The place still swarms 
with the macrobes and other creatures that have formed 
a kind of symbiotic relationship with them, a new and 
unusual ecosphere unique to Abaddon. The oasis is 
worth a great deal, if it can be recovered from these 
dangerous and strange creatures.

Black Glass Mites CR 2
XP 600
Unaligned, diminutive, vermin, H’Laqu (swarm).
Init +2, Senses Tremorsense 20 ft., Darkvision 30 ft., 
Perception +3.

Defense
AC 19, touch: 16, flat-footed: 17, (+2 Dex, +3 natural 
armour, +4 Size)
HP 25 (3d8+6+6)
Fort +3, Ref +7, Will +3
Defensive Abilities Swarm traits, H’Laqu traits, Immune 
Weapon damage

Offense
Speed 20 ft.
Melee Swarm (1d6)
Space 10 ft. Reach 0 ft.
Special Attacks Distraction (DC 15), Devouring

Statistics
Str 3, Dex 14, Con 12, Int 2, Wis 14, Cha 4.
Base Atk +2, CMB -; CMD -
Feats Toughness x2
Skills Stealth +4, Perception +3 (+4 Perception when using 
tremorsense)
SQ: Swarm traits, H’Laqu traits

Ecology
Environment Any
Organisation Swarm
Treasure Incidental

Special Abilities
Devouring (Ex): Black Glass Mites are tenacious and 
deadly when they fasten on to their target. For each succes-
sive attack against the same target that they make they gain 
an additional +1 to hit and to damage as they burrow into the 
skin and cause tremendous harm to their victim.

There are many ways to overcome an enemy and great 
power and strength are not the only ways. Sometimes a 
giant can be toppled by something small or a chain of events 
stemming from a seemingly insignificant start. The Black 
Glass Mites are one such ‘insignificant’ start. In ones and 
twos they can enter caravans, slip under doors, climb into 
purses and spread, taking the H’Laqu infection with them. 
In a swarm they can strip a man to the bone and pour like 
oil, killing with a terrible efficiency which is hard to defend 
against.

Black Glass Mites a small, sharp, spindly, insectoid crea-
tures about the size a fingernail, with six, sharp, needle-like 
limbs and a bladed little mouth. As a swarm they appear as a 
glittering black tide, like an oil slick, rising out of the black 
sand to cover and consume.

Adventure Seeds
 •  A glittering stretch of black sand is dotted with bones 

and the wrecked remnants of destroyed caravans. The 
sand is the perfect cover for a seething horde of Black 
Glass Mites that are hiding beneath the surface, using 
the treasure and remnants of the caravan as a way 
to lure in more prey to sate themselves and to grow 
stronger and more numerous as well as providing valu-
able information about the many races of Abaddon for 
the H’Laqu groupmind. Will the adventurers be tempted 
across the sands? What if they’ve been hired to deter-
mine the fate of the caravan?

 •  A box, brought in from the wastelands by a scavenger, 
is full of a writhing mass of Black Glass Mites. When 
opened they pour out into the slums and begin to devour 
the people there. A swarm is a difficult foe to destroy, 
especially with so much cover and so many prey. The 
lord of the town orders the slums burned, but there must 
still be survivors in there, people who can be saved. Not 
to mention the mysterious box, whose origins might be 
discovered in time.
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 •  Black Glass Mites are a good means for the H’Laqu to 

spread their taint into settlements. Resembling glittering 
black jewels some cultists have managed to tame them 
and set them into jewellery, trading them at various 
settlements leading to the rise of new swarms and the 
spread of the taint following the cultist’s caravan route. 
Stumbling across one of these infected settlements and 
getting to the bottom of what caused the problem in the 
first place the adventurers are in a unique position to do 
something about it.

Black Man CR 8
XP 4800
Unaligned, Medium, Humanoid, H’Laqu.
Init +9, Senses Darkvision: 50 ft.; Perception: +10

Defense
AC 15, touch 15, flat-footed 10, (+5 dex)
HP 58 (9d8+18)
Fort +7, Ref +8, Will +7
Defensive Abilities H’Laqu traits

Offense
Speed 30 ft.
Melee Darktouch +13 (1d8+2)

Statistics
Str 14, Dex 20, Con 14, Int 16, Wis 12, Cha 10
Base Atk +6; CMB +8, CMD 23
Feats Alertness, Improved Initiative, Intimidating Prowess, 
Nimble Moves, Stealthy
Skills Bluff +5, Climb +10, Diplomacy +5, Disguise +5, 
Escape Artist +14, Intimidate +9, Perception +10, Stealth 
+19

Ecology
Environment Any.
Organisation Solitary, trio or group (2d4+2)
Treasure Normal

Special Abilities
Darktouch: While Black Men can wear armour and use 
weapons they have a deadly touch which can be as fearsome 
as any weapon. As well as carrying the H’Laqu infection 
this touch requires the target to make a Will save against 
a DC of 25 or lose one point from every Attribute as part 
of their existence is drained away. These lost points restore 
at the rate of one per day but if any statistic is reduced to 
zero in this fashion then the target dies, fading out of reality 
completely.

Darkstep: At will, as a full-round action a Black Man can 
dissolve into the space between the worlds, disappearing 
from reality for a time before reappearing anywhere within 
50 ft. The time lost between the worlds is random, lasting 
1d4 turns, but gives the Black Man a chance to recuperate 
or to place itself in a position of advantage.

Little disturbs humans more than another human that is 
wrong, in some way. To the H’Laqu mind, body, life, unlife, 
matter, energy, all are one and the same and to attack some-
thing psychologically is the same as attacking it physically 
or reducing a fortification to rubble. The Black Men are 
footsoldiers and harbingers of the H’Laqu, an interface 
through which they can speak, through which they can 
terrify, disturb, mislead and even negotiate when they need 
to. The Black Men are fully infected individuals, their bodies 
distorted by the sheer lack of understanding of the H’Laqu 
essence controlling them. They appear distorted, elongated 
or stunted, too many or too few joints, skin cracked and 
glowing, eyes impossibly deep and distant wrapped crudely 
in clothing that they do not fully understand the purpose of.

Adventure Seeds
•  Vandar claims to have thrown off the control of the 

H’Laqu and comes bearing information about their 
threat, information that few know of and that nobody 
can really tell is true or not. He claims to know where a 
group of bandits, men like him, similarly changed, are 
operating and is willing to take anyone who is willing to 
trust him to see them and to defeat them. Whether he’s 
telling the truth or whether this is an elaborate ambush 
or part of some twisted experiment remains to be seen 
but that someone truly can throw off the H’Laqu control 
completely seems manifestly unlikely. Perhaps, cruelly, 
the H’Laqu have given him the illusion of freedom 
merely to make him more convincing.
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•  Black Men come about from the infectious process of 

the H’Laqu invasion but this is a haphazard and unre-
liable process. Of late their cults and creatures have 
begun to capture, rather than kill, taking slaves back 
to a ‘processing plant’ that they have carved out of the 
rock. Here there are strange machines, crafted out of 
living beings and the energies of the other world, able 
to convert each and every person brought to them, reli-
ably, into Black Men. This could easily mean an army 
of these strange and unnatural people in short order and, 
hence, the first stand-up battle with the H’Laqu, one 
that the survivors of Abaddon might be hard-pressed to 
win.

•  A new village has sprung up deep in the wilderness, 
populated by men and women swaddled in cloaks, 
hoods and veils. This is another H’Laqu experiment, 
a settlement populated by their Black Men, trying to 
hide amongst the other humanoids and to find a place, 
trading, politicking and even warring with other settle-
ments. These strange folk seem to have dropped into 
the world out of nowhere and should their real nature 
be revealed there may well be trouble.

Corvidim CR 2
XP 600
Unaligned, Small, Animal, H’Laqu
Init +2, Senses Darksight 60 ft.; Perception: +8

Defense
AC 15, touch 15, flat-footed 11 (+4 dex, +1 size)
HP 9 (2d8)
Fort +5, Ref +6, Will +3

Offense
Speed 15 ft., fly 40 ft (good)
Melee Peck +6 (1d6+2)
Space 5ft., Reach 5ft.

Statistics
Str 13, Dex 19, Con 11, Int 10, Wis 14, Cha 3
Base Atk +3, CMB +3, CMD 17
Feats Alertness, Stealthy.
Skills Fly +8, Perception +8, Stealth +10

Ecology
Environment Any.
Organisation Single, pair or flock 6d6.
Treasure None.

Special Abilities
Linksight: What any member of the flock sees, all Corvidim 
see and any other H’laqu within a mile of the Corvidim can 
also sense what they sense – providing they have above 
animal intelligence. Corvidim themselves are surprisingly 
bright, about as intelligent as the average person and thus 
are capable of surprising tactics and intelligent use of their 
shared perception.

Many of the creatures to survive the disastrous impact of 
the meteor were scavengers and in the battles and strife 
that have come since that cataclysm, few creatures have 
survived so well as the crows. Little wonder then that these 
flying scavengers are amongst some of the first watchers 
and agents of the H’Laqu, keeping an eye on the populace, 
carrying messages for the cults and even attacking the 
vulnerable where and when they think they can prevail.

The Corvidim appear as outside crows or ravens with shiny 
glass-like beaks and talons, a metallic sheen to their wings 
and piercing, glowing blue-purple eyes. Unlike normal 
crows they are silent, rather than raucous and watch every-
thing around them with an uncommon intelligence, that of 
the H’Laqu that squat behind their eyes, viewing everything.

Adventure Seeds
 •  A single crow has been shadowing the adventurers 

for some time, following them on their travels and 
watching them undertake their adventures, keeping 
itself at a safe distance. After a time they begin to find 
themselves harassed by H’Laqu infected creatures, cult-
ists and monsters of increasing power and complexity. 
The crow is a spy, tracking them, making their location 
and movements known so that they can be tested and 
provoked towards some nefarious purpose.

 •  The sight of a battle between two tribes is bloody and 
empty of life. There are weapons and other things to be 
scavenged here but the bodies are attracting scavengers, 
many of which are dangerous to the living as well as 
the dead. Most prevalent of all are the crows, enormous 
and strange-looking, everywhere around the battlefield, 
perched on discarded swords and polearms. Strangely, 
though, the crows are not feeding on the dead. They are 
simply sitting, watching, waiting. Perhaps there’s more 
to this battle – and the crows – than is immediately 
apparent and these crows - since they work together - 
can be very dangerous.

 •  Corvidim have been spreading across the land, making 
themselves available to magic users as familiars. While 
there are problems in channelling magic through them, 
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due to their H’Laqu nature, with less powerful magic 
users this is less of an issue and it’s a means for the 
H’Laqu to gather information about magic and the 
history and workings of the world. It also puts them in 
a good position to destroy some of the strongest opposi-
tion the H’Laqu might face.

Infected Land CR 5
XP 1600
Unaligned, large, outsider, earth, elemental, H’Laqu
Init +4, Senses tremorsense 60ft., perception +6

Defense
AC 19, touch 9, flat-footed 19 (+10 natural, -1 size)
HP 60 (5d10+32)
Fort +9, Ref +1, Will +6
DR 10/-, Immune Elemental/H’Laqu traits.

Offense
Speed 15ft. (earthshift)
Melee Slam +14 (2d6+7)
Space 15ft. Reach 10ft.
Special Attacks Earth-surge

Statistics
Str 24, Dex 10, Con 19, Int 4, Wis 11, Cha 9
Base Atk +8, CMB +16, CMD 26
Feats Power Attack, Cleave, Great Cleave, Stealthy, 
Improved Initiative.
Skills Intimidate +2, Perception +6, Stealth +8

Ecology
Environment H’Laqu held areas
Organisation Single/Trio.
Treasure Normal – treasure is often used by the Infected 
Land to draw in ‘prey’.

Special Abilities
Earthshift: Infected land is actually a focal point, a strong 
– and vulnerable – point, within a larger area of corrupted 
earth or buildings. Within that infected area this focal point 
– or points – can shift, rippling through the earth and brick to 
defend itself or to attack interlopers. Earthshift takes place at 
the rate of normal movement, but is stealthy, allowing the 
Infected Land to make Stealth checks to disappear from 
view. No terrain counts as difficult and the Infected Land 
can ignore almost all conditions and traps at the Games 
Master’s discretion.

Earth-Surge: When the Infected Land attacks, it attacks 
– mostly – by changing the environment. It can swallow 
people up, constrict them, create spikes and otherwise harm 
enemies within quite a large area. It’s attacks are random 
and unpredictable, a D6 should be rolled to determine what 
tactic it takes.

 •  1 - Column strike: A column of earth rises from the 
ground and smashes into a single target, making a 

normal slam attack with the Infected Land’s normal 
combat statistics.

•  2 - Open Pits: A series of pits open up in the earth, on 
every target within and 20 ft. radius. Each target must 
make a Reflex save against a DC of 20 to avoid falling 
into the ground and falling prone as well as taking 2d6 
damage.

• 3 - Spike Eruption: A cluster of spikes erupt from the 
ground in all directions, threatening to pierce anyone 
who cannot escape the eruption. Everyone within 20 ft. 
must make a Reflex save against a DC of 20 or take 1d4 
spike strikes doing 1d4+2 damage each.

•  4 - Exploding Earth: The ground bulges, erupts and 
explodes, scattering sharp fragments of rock in all direc-
tions. The explosion has a 20 ft. radius and requires a 
DC 14 Reflex save to halve the damage, otherwise the 
targets take the full 6d6 damage.

• 5 - Crushing Tomb: The ground erupts around a single 
target and then slams together, crushing them in a 
chamber of earth and stone. A single target is struck and 
must make a Reflex save against a DC of 25 or take 8d6 
damage.

• 6 - Building Strength: The Infected Land does not 
act this turn, instead buildings its strength for its next 
attack, which is performed with +2 attack/DC and +2 
damage. These bonuses can be built up over successive 
turns.

The very ground itself can become infected by the H’Laqu 
presence. It darkens and changes, becomes a ‘living’ thing 
underfoot, undulating, twisting, turning, erupting in strange 
ways, giving off strange lights, playing host to strange gusts 
of wind and shifting gravity. The land is wrong, unnatural, 
unsettling and – in places – it comes alive, swallows people 
up, crushes fortifications and manifests horrors and impos-
sible landscapes that can drive a mortal mind mad.

Infected land appears twisted, peculiar, light moves across it 
strangely, day into night, night into day. Boulders may float 
or roll of their own accord, rock can flow like wax or water 
can be as hard as diamond. The land itself can erupt into 
spikes, open into pits and crush people who walk across it, 
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whipcord into tentacles to drag men down and drown them 
in the ground. It is no trap, but a living thing and can be 
killed – and cleansed.

Adventure Seeds
•  The adventurers are present when the H’Laqu infec-

tion spreads into an urban area. This is a disaster on 
a large scale as the ground and the very buildings that 
make up the town are infected and start to come alive, 
destroying, killing, spreading from building to building, 
district to district. The adventurers may be the only 
hope that the townsfolk have to rally and drive back the 
malevolent force that is turning their own homes against 
them. With a suitably robust Defense the infection may 
even be completely driven out and the city cleansed of 
the infection.

•  An old fortress, a survivor of the cataclysm, lies intact, 
deep in the wilderness lands. There are many maps and 
guides who claim to know where it is and many stories 
about the treasures and artefacts that the fortress may 
still contain. The problem is that the fortress is infected, 
alive, a honey trap, a ‘pitcher plant’ that can draw in 
explorers, allow them to get weakened by the other 
creatures that infest the fortress and then strike.

•  The scraggly farmland around the city has become 
infected by the H’Laqu presence. Livestock – such as 
they are – have begun to disappear, farmers have been 
killed and crops have yellowed and failed. Survival, 
always at a thin margin on Abaddon, is pressed to the 
absolute limit and the city filled to overflowing with 
refugees from agricultural areas. A great bounty has 
been placed for the successful destruction of the threat 
to the people, enough to tempt glory-hungry adven-
turers and mercenaries both.

Meteor Golem CR 15
XP 51,200
Unaligned, Large, Construct, H’Laqu
Init +9, Senses Darkvision 60 ft., Perception: +9

Defense
AC 32, touch 14, flat-footed 27 (+5 dex, +18 natural, -1 
size)
HP 129 (18d10+30)
Fort +19, Ref +13, Will +13
Defensive Abilities DR 20/-

Offense
Speed 30 ft.
Melee Fist-spikes +32 (1d10+15/17-20)
Ranged Glass fragments +22 touch (6d10 slashing)
Space 10 ft. Reach 5 ft.

Special Attacks
Ground Wrench: In place of its normal attack the meteor 
golem can thrust its fists into the ground and yank it, like 
a carpet or a tablecloth. Antone within 60 ft., within a 90 

degree cone in front of the golem must make a Reflex save 
against a DC of 30 or be thrown prone and take 1d6 damage.

Baleful Radiation: As a whole round action the meteor 
golem can stop, curl around itself, glow, and give off a lethal 
burst of radiation. Any target within 20 ft, alive must make a 
Fortitude save against a DC of 25 or lose 1d6 Constitution, 
Strength, Dexterity and Will as though struck by a poison. 

Call to Kind: Once per day a meteor golem can send 
out a call, resonating with other meteor fragments and 
summoning them to itself to repair its form and to strike 
at enemies around it. The whirling cloud of debris come in 
like lightning, cutting through any enemies and healing the 
golem of damage that it has suffered. Anyone within 10 ft. 
of the golem takes 5d6 damage and the golem heals 10d6 
damage.

Statistics
Str 39, Dex 20, Con -, Int 10, Wis 15, Cha 12
Base Atk +18, CMB +33, CMD 48
Feats Alertness, Critical Focus, Bleeding Critical, 
Staggering Critical, Critical Mastery, Great Fortitude, 
Improved Critical (Fist), Improved Initiative, Intimidating 
Prowess.
Skills Climb +24, Intimidate +25, Perception +9, Stealth 
+10

Ecology
Environment Any
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Organisation Solitary, or in association with other H’Laqu 
creatures/infected.
Treasure Incidental

Not every part of the H’Laqu has been freed from their 
meteoric prison and many fragments, large and small, of 
that cataclysmic celestial body remain scattered around the 
surface of Abaddon. They can be brought together by cult 
magicians or by H’Laqu projections and fashioned into a 
tough, ambulatory golem, made up of large fragments of 
meteoric rock and obsidian, crudely held together and able 
to move, to smash, to cut and to flense flesh from living and 
dead alike.

Until they move, meteor golems can appear to be nothing 
more than a random pile of rock and volcanic glass. Once 
they move they unfurl into a crude collection of rocks and 
black glass, glowing with a faint inner light. Its fists are 
clusters of broken glass, centred around a central core of 
meteoric iron, capable of smashing or cutting with enor-
mous strength, crude and constricted compared to most 
other H’Laqu manifestations, but powerful and dangerous 
enough for all that.

Adventure Seeds
 •  A collector is paying handsomely for meteor fragments 

to be brought to him and the adventurers are some of 
his favourite agents in finding this particular material. 
He pays them handsomely and over the odds for what-
ever they can provide to him over the course of several 
adventures. The latest fragments they have brought him 
contain enough H’Laqu essence for the meteor stones 
to self-organise into a Meteor Golem and strike out, 
shattering the collector’s compound and threatening to 
destroy the adventurers and their patron.

 •  A meteor strikes the city, shattering a slum and setting 
the whole quarter ablaze. The people are in a panic, 
the slum dwellings burning and collapsing and, in the 
middle of all this chaos and destruction a terrible stone 
giant arises, worsening the situation and exploiting the 
disorder created by the wholesale death to cause terrible 
damage, lashing out in a frenzy of hatred and sheer 
exultation at being free.

 •  One of the chief ‘missions’ of the existing H’Laqu 
agents and creatures is to recover fragments of the 
cataclysm meteor and the newer fragments that have 
fallen to Abaddon since. Many of these are being stored 
in depositories, fortresses and dungeons taken over by 
the H’Laqu. An assault on such a collection point would 
do a huge amount to set back the H’Laqu plans but any 
such assault must get past some fierce Defenses, not 
least of which columns of meteoric stone which, at a 
moment’s notice, can come to life as terrible engines of 
destruction.

Nyxsus the Surgeon CR 30
XP 9,830,400
Unaligned, Large, Humanoid, H’Laqu

Init +5, Senses Darkvision 60 ft., Perception +36

Defense
AC 10, touch, flat-footed (-1 Large)
HP  195 (30d8+60)
Fort +28, Ref +26, Will +38
Defensive Abilities H’Laqu traits

Dark Shell: Three times per day Nyxxus may summon 
reservoirs of dark energy from the space between the 
worlds and protect himself with a sphere of negative space 
that distorts the area around him. This effect lasts up to ten 
turns, though it can be stopped sooner if Nyxxus so wishes. 
This effect incurs a 95% miss chance on all direct ranged 
and magical attacks, provides a +4 bonus to saves against 
indirect or area effects and provides a +8 deflection bonus 
to Nyxxus’ AC.

Absorption: Attacks that do dark, cold or negative energy 
damage are instead absorbed, healing Nyxxus’ hit points. In 
dark (night time) or cold (sub zero) conditions he regener-
ates 4 hit points every turn.

Reincarnation: If destroyed, Nyxxus reconstitutes within 
the body of another infected humanoid in 1d12 months.

Deep Analysis: Each consecutive turn of combat that 
Nyxxus engages with a singular foe he gaints +1 to hit, 
damage and to his own AC while remaining engaged with 
that foe, to a maximum of +5. Changing targets resets the 
counter to zero.

Offense
Speed 40 ft. Levitate 10 ft.
Melee Claws +27 (1d6+4), Flensing Tentacles +27 
(1d4+4/18-20)
Ranged Negaspear 50 ft. range +24 (2d10/19-20/x3)
Space 5 ft. Reach 10 ft.

Special Attacks
Flensing Tentacles: A burst of  short, waving tentacles 
appears from Nyxxus arm and strips away skin and flesh 
down to the bone with disturbingly quick strokes. This 
strikes 1d6 times in a single successful hit. 

Negaspear: With a raised hand Nyxxus sumons a bolt of the 
very nothingness from which he came. This reaches out and 
strikes, punching through just about anything and leaving 
terrible wounds all the way through. This strike may be 
used to sunder at the same time as doing its normal damage, 
without provoking an attack of opportunity.

Dark Alliance: Nyxxus is a walking breach in reality and 
as such, up to three times per day he can summon forth 1d4 
Abyssal Arms to aid him.

Statistics
Str 18, Dex 12, Con 16, Int 20, Wis 18, Cha 11
Base Atk +23, CMB +28, CMD 39
Feats Alertness, Critical Focus, Bleeding Critical, Blinding 
Critical, Critical Mastery, Deafening Critical, Sickening 
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Critical, Staggering Critical, Stunning Critical, 
Tiring Critical, Exhausting Critical, 
Deceitful, Iron Will, Improved Initiative, 

Persuasive.
Skills Acrobatics +11, Bluff +22, Craft 

(biomechanics) +38, Diplomacy +32, 
Fly +21, Intimidate +32, Perception 
+36, Sense Motive +34, Stealth +11.

Ecology
Environment Any
Organisation Solo or combined with 
other H’Laqu minions.
Treasure None.

Special Abilities
Spell Replication: Nyxxus unnatural 

science can replicate ten levels of spells 
in each encounter and he can repeatedly 

‘cast’ these spells without restriction. 
Each spell takes the form of a biome-
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chanical or otherworldly scientific device but only H’Laqu 
may use these.

Nyxsus the Surgeon was one of the first to be infected by the 
H’Laqu and is a powerful embodiment of the H’Laqu desire 
to understand and dismantle the material world, the multi-
verse, everything that they can about the dimension of exis-
tence that they have escaped to. Of the original man that the 
H’Laqu have possessed virtually nothing is left. A distorted 
and twisted body that seems stretched and distorted, like 
a scarecrow, unnaturally jointed, flesh of purest black, 
broken up by cracks across the surface of his flesh like the 
surface of a magma field, the unnatural light of the H’Laqu 
glowing through the cracks. Wreathed in cloth that shows 
the light of distant spheres Nyxsus eyes burn in his head 
and this gaunt, terrible figure stalks the land like a force of 
nature, dissecting, destroying, experimenting and searching 
for knowledge and understanding in an endless and slowly 
rolling tide of destruction.

Adventure Seeds
 •  Word comes out of the rotting forests of a strange and 

terrible figure stalking down from the north, pausing 
only to rend and kill and break apart any and every 
living thing in its path. This has caused a great exodus 
of people and animals, fleeing from the unnatural figure 
and its destructive actions. The consequences of this, 
creatures and people displaced from the forest, provide 
plenty of opportunities for adventurers in dealing with 
monsters and people out of their place. Once that is 
dealt with there will be a need to see what truth there 
is to the rumours and what strange threat this peculiar 
figure truly represents.

 •  Nyxxus, as representative and avatar of the greater 
H’Laqu mind, has discovered most of what he  can from 
dissection and biological experimentation. Information 
of a different and ‘higher’ type now needs to be 
extracted by newer methods – torture, diplomacy and 
discussion. To these ends Nyxxus establishes a base 
of operations, deep beneath the ground and stocks it 
with H’Laqu creatures, cultists and people as well as 
captured representatives of as many cultures and people 
from around Abaddon as possible. These kidnappers 
range far and wide and their depredations must be coun-
tered, then there are those who wish important people to 
them rescued from the dungeon fastness, not to mention 
that adventurers themselves would be of special interest 
to Nyxxus for the information that they have.

 •  Captured by members of The Cult of Black Glass, the 
adventurers find themselves confined within an arena, 
a gladiatorial arena wherein Nyxxus is overseeing tests 
of some of his biomechanical augmentations and altera-
tions to creatures – including humanoids. The adven-
turers are his choice to test his creations upon and as 
they fight and destroy each one the next one is adapted 
to their tactics and their strengths. Between each bout 
they are kept locked within cells and permitted to heal 

but there may also be some opportunity to engineer an 
escape in those times. 

BIOMECHANICS
biomechanics is a crafT skill which enables The h’laqu To

manipulaTe flesh and blood of suiTably prepared subjecTs To

crafT iTems and devices, replicaTing The effecTs of oTher crafT

skills and alchemical procedures. This skill cannoT be learned

by normal individuals who lack The Tools and oTherworldly

naTure necessary To manipulaTe living flesh in such a way.

Viral Macrobe  CR 4
XP 1,200
Neutral, Medium, Ooze
Init -3; Senses Blindsight 30 ft.; Perception: -5

Defense
AC 7, touch 7, flat-footed 5 (-3 dex)
HP 46 (4d8+28)
Fort +9, Ref -3, Will -4
Immune Ooze traits

Offense
Speed 20 ft (levitation)
Melee Spike +5 (1d6+3 and Infect)
Space 5 ft.; Reach 5 ft.

Special Attacks
Infection: Covered with spines the viral macrobe, when 
it attacks and causes damage, inserts its own protoplasmic 
material into a living target. The target must make a forti-
tude save against a DC of 15 to resist the infection and if 
they fail to make this save then they lose 1d10 hit points 
after 1d6 turns, ‘birthing’ a new viral macrobe that starts 
with the same number of hit points that they just lost. Each 
fresh infection leads to the emergence of a new macrobe.

Statistics
Str 14, Dex 5, Con 24, Int -, Wis 1, Cha 1.
Base Atk +3; CMB +5; CMD 12 (can’t be tripped)

Ecology
Environment Any
Organisation Cluster (4d4)
Treasure None.

Like the Bacterial Macrobes the Viral Macrobes are the 
result of peculiar experimentation undertaken by the H’Laqu 
resulting in gigantic versions of diseases that can sweep the 
land in a manner perhaps even more grotesque than their 
normal sized counterparts. Viral Macrobes inject their prey 
with complex organic materials which rapidly deform and 
repurpose the flesh of their target into more of their own 
kind. An encounter with a single macrobe can rapidly 
descend into a desperate battle for survival as men fall and 
burst asunder into more of the infectious creatures.
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Viral Macrobes appear as almost spherical, football sized, 
free-floating orbs, covered in long, spines which are their 
method of attack. They are not remotely intelligent and 
attack on reflex, often operating in swarms that aggregate 
simply because they all act instinctively in the same way.

Adventure Seeds
•  While the adventurers are sheltering in a farmstead 

from a storm, strange forms float out of the wilderness, 
driven by the storm winds and blow into settlement, 
the dangerous, infectious, Viral Macrobes. While the 
few that they initially encounter are relatively easily 
dispensed with others have blown into the scant fields 
and the herds of thin farm animals that they support. 
Those have been infected and consumed and a great 
swarm of Viral Macrobes has arisen to the cost of the 
farm animals. If they’re not stopped and destroyed here 
they may spread far across the country.

•  The adventurers are hired to capture one of these Viral 
Macrobes and return it to a researcher within one of 
the larger surviving settlements. Capturing such a 
dangerous and disturbing creature is challenging in and 
of itself, especially given how much they have become 
hated by victims of their depredations. Even worse, 
their sponsor is a member of The Cult of Black Glass 
and wishes to use the Viral Macrobe to reproduce more 
if its kind and then to unleash them within the settle-
ment.

•  The Viral Macrobes have completely overrun one 
important settlement but there are some reports of survi-
vors, still managing to eke out a living, even amongst 
the swarms of Viral Macrobes. There is a chance that 
these people have some sort of natural immunity or have 
discovered a way to stave off the Viral Macrobes. Such 
information is incredibly important as these strange 
creatures spread across Abaddon and the adventurers 
are hired to look into the stories, to infiltrate the infected 
city, to brave the Viral Macrobes and the mysteries of 
the ruins in order to return with one or more of these 
individuals who are immune.

Void Elemental CR 5
XP 1,600
Unaligned, Medium, Outsider, H’Laqu
Init +9, Senses Darkvision 60 ft., Perception: +0

Defense
AC 19, touch 15, flat-footed 13, (+5 dex, +1 dodge, +4 
natural, -1 size)
HP 60 (8d10+16)
Fort +8, Ref +11, Will +4
DR 5/-; Immune Elemental traits, mind-affecting effects
Special Defenses H’Laqu traits

Negative Space A combatant striking the Void Elemental in 
close combat takes 1d10 hit points of damage to themselves 
or to their weapon, but also deals an additional 1d10 points 
of damage to the elemental.

Offense
Speed 50 ft.
Melee 2 slams (1d8+2)
Space 10 ft. Reach 10 ft.

Special Attacks
Abyssal Ray: The elemental crackles with energy from 
the space between the worlds which it can unleash in place 
of its normal attacks as a ranged attack at +13 doing 10d6 
damage. If the target is reduced to zero hit points they are 
entirely disintegrated. A reflex save against a DC of 16 
negates the effect.

Statistics
Str 14, Dex 21, Con 14, Int -, Wis 11, Cha 11
Base Atk +8, CMB +11, CMD 26

Ecology
Environment Any.
Organisation Single or cluster (1d4)
Treasure None

Not everything that comes across from the void between 
the worlds is the H’Laqu. Nothingness grasps for form, 
something spontaneously appears out of nothing just as 
the worlds themselves have spun out of emptiness. As 
the H’Laqu push through from the other side they bring 
nothingness with them and this emptiness takes form, even 
a crude intelligence. The Void Elementals are bubbles of 
this intelligent ‘nothingness’, free to float and roam and 
consume in a simple, animalistic search for substance.

Void elementals appear as free-floating ‘holes’, punched 
through reality, distorting light around them and granting a 
vision of the darkness of the void beyond. As they feed they 
become smaller and smaller until they are negated by the 
very substance that they seek to consume, tearing holes in 
material reality as they do so.
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Adventure Seeds
 •  A breach is formed, punched through into the space 

between the worlds and from which Void Elementals 
begin to bubble and push through, disintegrating the 
world around them bite by bite, piece by piece. If this 
isn’t stopped then these elementals will eat away the 
whole world and so somebody needs to venture into the 
changing and collapsing landscape to find and seal the 
breach in any way that they can.

 •  A singular Void Elemental has been captured within 
a bubble of magical energy where it can’t absorb 
more matter or life, for study. This Void Elemental is 
much sought after by magical researchers, priests and 
alchemists across Abaddon and they are competing 
in bidding with various forces to capture it for their 
own personal study. Of course, its prison is very much 
dependent on a constant flow of magic and in stealing 
the Void Elemental and its prison, that prison may end 
up being disrupted.

 •  A magician has hit upon a means to extract the ‘very 
substance of nothingness’ from the Void Elementals and 
is prepared to equip adventurers with items that will 
give them the means to harvest this non-material from 
such Void Elementals as can be found. In hunting them 
down it becomes apparent that their appearance is also 
associated with the movements of a man, an agent of 
the H’Laqu given a means to draw the Void Elementals 
through from their place beyond the mortal sphere, 
testing and probing at Defenses throughout Abaddon for 
weak points that the H’Laqu can exploit.

The Cult of  
Black Glass

Power attracts attention, envy, fear and worship. The 
unnatural power of the H’Laqu is no different. Even as they 
infiltrate themselves into the land and into the very flesh and 

blood of the people, against their wishes, there are others 
who voluntarily turn themselves over to the H’Laqu, serve 
their ends and work to their purposes in exchange for power. 
Many are willing to sell out others for so little as not being 
consumed and taken over. Some even see the spread of the 
H’Laqu as an end to suffering and the right and proper death 
of Abaddon, a wounded world full of death, destruction and 
pain that has lived past its useful time.

Knowledge of the H’Laqu is slow to spread across the land 
and the cult exploits this lack of information in order to 
spread themselves ahead of and as harbingers of the H’Laqu 
infection itself. The cult helps to spread the taint of the 
other-world, finds victims for infection, spreads the infec-
tion to buildings and farmland, recruits people in positions 
of influence into their organisation and does what they can 
to disrupt and destroy any effective resistance to the H’Laqu 
before they come.

Apart from the name the Cult of Black Glass shares little 
commonality between its various groups. While some cults 
are a mere handful of people, others are made up of many 
members and can even operate openly in some distant 
and isolated cities. The cult can even operate as a fully 
fledged religion, complete with clerics, priests and flock, an 
apocalyptic religion that finds a strangely large number of 
followers on fractured Abaddon.

The Cult typically adopts the titles, religious paraphernalia 
and even some of the beliefs of the major religion within 
the area they are entering, even infiltrating the churches 
and temples and working from within their organisations, 
mirroring the physical infection of the H’Laqu with a social 
infection that undermines the spiritual and societal life of a 
settlement and corrupts it from the inside out.

CULT OF BLACK GLASS
while The h’laqu are noT gods The beliefs of Their followers

and The fear They hold Towards Them seems To manifesT many

of The same effecTs as worship of The gods for oTher culTs

and religions. as such clerics who Transfer Their allegiance

To The h’laqu or fanaTical followers who Take ThaT paTh

gain many of The same benefiTs as clerics of oTher religions.

alignmenT: any – The h’laqu are beyond alignmenT and can

corrupT Those of any alignmenT Through raTionalisaTion and

self-jusTificaTion Though usually only Those who are noT of

good alignmenT.

porTfolios: if The h’laqu are gods Then They are gods of

despair, of giving up, of accepTing your faTe and Trying To make

The besT of iT raTher Than defying iT or fighTing iT.

domains: darkness, deaTh, desTrucTion, knowledge.

favoured weapon: dagger.

Adventure Seeds
•  The Cult of Black Glass has infiltrated the alchemist’s 

guild in the city, rather than a religious organisation. 
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The perverse ‘science’ of the H’Laqu has been a useful 
worm to bait the cult’s hook and the combination 
of H’Laqu and human knowledge has birthed some 
strange and dangerous experiments. The guild – and 
thus the cult – is on the ascendant in terms of power, 
using their wealth and alchemical skill to bend the city 
to their will.

•  The undead baron of this prefecture is a tyrant who 
fancies himself to be a god. He has his own cult, dedi-
cated to massaging his ego and supporting his power 
structure through the worship of him as their figure-
head. With a leader so fixated upon his own ego this 
is a great vulnerability that The Cult of Black Glass 
is all too ready to exploit. The baron’s priesthood is 
completely riddled with cultist agents and while he is 
blind to the infiltration, his vizier is not and is willing 
to secretly engage mercenaries to root out and deal with 
the problem, though this may make them a powerful 
enemy in the baron.

•  The characters are members of The Cult of Black 
Glass, charged with infiltrating and subverting the city 
in exchange for power and special consideration. How 
they go about it is up to them but they are the first into 
the city, the ground breakers who must spread infec-
tion and corruption and try to play the various factions, 
including the rebels, off against each other in order to 
keep their enemy off kilter.

H`Laqu Infection
The H’Laqu are corrupters.  They have no understanding of 
the material plane and their presence is something else, an 
emptiness, a lack, a creeping darkness. In trying and striving 
to understand the material universe and to become part of 
it they insinuate themselves into it, becoming a part of it, 
twisting it from the inside out until it becomes something 
new, a part of them. The H’Laqu’s very presence corrupts 
the land, the people, the rock, the air, buildings, anything 
and everything as their presence spreads.

This is most insidious of all in people where the creeping 
darkness can be felt, experienced and undergone. Where the 
person can be aware of the infection as it spreads, the whis-
pering of the empty ones in their mind and the slow slide of 
everything they believe as it dissolves away.

Mere exposure to the presence of the H’Laqu or their agents 
is enough for the initial infection to begin to take root, 
after that there is a slow spread, a change as the infection 
moves through the body, bit by bit, inch by inch, corrupting 
and changing as it goes. Most will resist the infection, the 
material world being as antithetical to the H’Laqu as it is. 
Of those who are infected, most will fall but some are able 
to resist, remaining partially infected, tainted but not over-
come.

Infection
Getting Infected
There are numerous methods by which a person can 
become infected with the H’Laqu ‘essence’. Exposure to the 
infected, close contact with H’Laqu creatures and experi-
ments and the radiation from breaching points, as well as the 
use of spells that channel the energy of the space between 
the worlds. The mere presence of the H’Laqu is enough, 
their strange radiations and reality warping characteristics 
presenting a threat to anything and everything around them.

THE FIRST STEP
sela had losT everyThing. her family were dead from plague, 
her daughTer had died when her milk ran dry aT her TeaT. her 
village was gone, desTroyed and burnT by raiders, everyone she 
had ever known killed, cannibalised. she had seen The worsT 
ThaT abaddon had To offer and had survived buT someThing 
had died deep wiThin her, any sense of hope. These days she 
simply exisTed, selling her body on The sTreeTs for enough To 
eaT and drink, sleeping wherever she could, slowly becoming 
liTTle more Than a ragged skeleTon, eyes sTaring a Thousand 
yards from under a nesT of maTTed hair, premaTurely whiTe.

Today she was saT on The dusTy sTeps by The old well, a few 
coins scaTTered in The dirT before her from The generous souls 
who sTill believed in chariTy. her mind was virTually gone by 
This poinT, ruined by all ThaT she had endured and wiTnessed 
and yeT her sTory, her miserable half-life was in no way unique. 
There were dozens like her scaTTered around The plazas and 
squares, The mad, The losT, The dispossessed.

a pair of fine booTs came To a resT in fronT of her and a heavy 
gold coin from one of The old empires landed wiTh a Thump 
in The dirT aT her feeT, sTarTling her from her waking dreams 
To sTare down disbelievingly aT The coin. nobody was This 
generous unless They wanTed someThing, so she wenT To pull 
aT her ragged dress, buT The man reached ouT and sTopped her, 
his gloved hand as cold as ice.

“you’re noT alone.” he said, his Tones honeyed and sweeT, 
sooThing and genTle, his hand genTly sTroking aT ThaT Tangled 
mop of hair ThaT surmounTed her head. “you are wiThouT 
hope and There are many oThers jusT like you, buT This has all 
happened for a reason. The world is To be wiped away, The pain 
will end, The universe will sTarT anew. This all happened for a 
purpose, The greaTesT purpose you can Think of. a new world 
wiThouT pain, wiThouT hurT. we can help you, we can Take iT 
all away, we can give you back your purpose and make you a 
parT of iT.”

sela began To cry, The Tears carved Through The grim ThaT 
was caked upon her face. could iT be True? could There be a 
reason, a meaning, a purpose, an excuse for everyThing Terrible 
ThaT had happened To her? could There be a way ouT oTher 
Than The suicide she didn’T have The sTeel in her spine for? The 
man reached down and scooped her up. she sTared inTo his 
nighT-black eyes and nodded. she was Theirs.
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Exposure to an H’Laqu or one of its harbingers requires a 
character to make a Will or Fortitude save (whichever is 
strongest or most applicable) against a DC of 12. If this 
save is failed, or the character is infected by other means, 
they move to the first stage of infection. This DC can be 
increased as high as 20 by the Games Master to reflect more 
powerful radiations, more concerted efforts by the H’Laqu 
to infect people or simply to keep the risk of infection as a 
credible threat to higher level characters.

Stage One
At stage one infection a character is physically no different 
to any other person, the ‘rot’ and the change is entirely 
inside. Other than nightmares and the occasional ‘voice’ 
heard echoing in their head there is little hint that they are 
being overcome by something strange and dangerous.

 •  While at the first stage of infection the character’s 
Constitution and Wisdom are reduced by -1 and a +2 
bonus to Perception as their mind and body begin to 
erode and change beneath the H’Laqu presence.

 •  After a week the character must make a Will or Fortitude 
save against a DC of 15 or pass on to the second of stage 
infection.

Stage Two
At stage two infection a character’s eyes turn black and 
their skin begins to darken as they’re eaten up from the 
inside by the H’Laqu infection. Their mind also begins to 
undergo changes as their perception warps and the voice 
of the H’Laqu becomes stronger in their mind. Nightmares 
and whisperings are their constant companions and this can 
be extremely wearing to the psychological  health of the 
infected.

 •  While in the second stage of infection the character’s 
Charisma and Wisdom are reduced by -2 and they gain a 
+2 bonus to Perception. This replaces the penalties and 
bonuses from the stage one infection and it is obvious 
that they carry the taint.

 •  After a month the character must make a Will or 
Fortitude save against a DC of 20 or pass on to the third 
stage of infection.

Stage Three
At stage three infection a character’s skin turns dark and is 
cracked with an unnatural glow from beneath the skin. Their 
eyes fill with a star-field and they are almost completely 
gone, become part of the H’Laqu collective consciousness. 
They are also now infectious themselves and in the case 
of a character, should become a non-player character - a 
monster under the control of the Games Master and even a 
key villain for the continuing campaign.

 •  At the third stage of infection the character effectively 
becomes a member of a new race. The details of this 
change are covered in the sidebar. You may even allow 
a new player to play a ‘free’ infected who has the traits, 
but not the full infection of the H’Laqu.

•  The character gets one last saving throw, Will or 
Fortitude against a DC of 25, not to shake off the infec-
tion but to retain some vestige of their own personality 
and individuality.

THE SHATTERED
+2 consTiTuTion, +2 wisdom, -2 charisma: The shaTTered

have an unnaTural physiology and an oTherworldly percep-
Tion, buT Their sTrange appearance and deTached mindseT seT

Them aparT.

size: The shaTTered reTain Their original size Though Their

physiology may be disTorTed. Typically This is in The form of

disTorTed limbs, an unusual gaiT or an overTly unnaTural or

beauTiful appearance.

speed: The shaTTered reTain Their original speed.

darkvision: The shaTTered can see perfecTly in ToTal darkness

To a disTance of 30 fT.

unaligned: The shaTTered have no alignmenT and are immune

To effecTs or requiremenTs ThaT are relianT upon alignmenT.

h’laqu TelepaThy: The shaTTered are able To communicaTe

wiTh each oTher, wiTh oTher h’laqu TainTed creaTures and

wiTh avaTars of The h’laqu wiThin 50 fT. by concenTraTing. 
They may perform no oTher acTions while engaged in This

efforT.

ouTworlder: The shaTTered have The same immuniTies and

weaknesses as oTher h’laqu infecTed and avaTars. They Take

half damage from magical weapons/spells and gain a +4 bonus

To saves againsT magical effecTs. non-magical weapons auTo-
maTically confirm criTical hiTs when used To sTrike Them.  

Immunity
If a character manages to throw off their H’Laqu infection 
at any of these stages then they make make an additional 
Will or Fortitude save against a DC of 25. If this succeeds 
then the character’s body and spirit have thrown off the 
infection completely and they are immune to further 
physical and mental infiltration by the H’Laqu. In most 
cases this will simply mean that the effects of the infection 
cease but at a stage three infection, a character that rolls 
a ‘20’ and succeeds in throwing off the infection remains 
changed with all the abilities, bonuses and penalties of 
being one of The Shattered, but is free – mostly – of 
H’Laqu influence and is not a carrier.

Adventure Seeds
•  The Cult of Black Glass has found a way to synthesise 

a toxin that all but guarantees H’Laqu infection. They 
have been using it on their weapons in a string of attacks 
upon public figures, attacks that have seemed to fail, 
leaving the targets merely wounded rather than dead. 
In fact, this has been their aim all the time, willing to 
sacrifice a few fanatical assassins in order to ensure that 
they turn people in key points of power, usurping them.
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•  As knowledge spreads across the land about the H’Laqu 

and the way that they can usurp someone’s very flesh 
and mind, paranoia begins to increase. Anyone who 
even begins to show the merest signs of infection is 
outcast, chained with bells or branded with a sign of 
evil upon their brow – that is if they’re not just killed 
outright. Given the numbers of the mentally infirm and 
insane and traumatised people on Abaddon, many of 
those so marked are not infected at all. Word has begun 
to spread, however, of a possible cure, found at a remote 
settlement and many of the branded and chained, 
whether infected or not, are heading there. The story 
may be snake oil, exploitation of people’s desperation, 
or there may be some truth to it.

•  A small ‘tribe’ of the Shattered who have thrown off 
H’Laqu control has been forming in the wilderness. 
Distrusted, hated, hunted – and with good reason – they 
hide as best they can and survive in the foothills. The 
adventurers are the latest group sent to eradicate them 
but, if they’re willing to parley, they may discover that 
there’s more to the story.

Breaching Points
A breaching point is a place where the H’Laqu have torn 
a rent from their gap-between-the-worlds into Abaddon 
and where their influence and their power is at its greatest. 
These are dark and uncomfortable places where the laws of 
physics and magic as people normally understand them are 
undermined and overturned, where reality itself is weakened 
and threadbare and where the infected horrors and twisted 
H’Laqu experiments roam in a constant scouring for food or  
more raw material for H’Laqu to experiment upon.

A breaching point is a rent in the very substance of the 
universe itself, exposing material existence to the raw poten-
tiality and unending void of the space between. It appears 
as a darkening, as though the area in which reality has been 
breached is in the shade of a tree or a building, a dimming 
of the light and a draining of colour. Things begin to appear 
hazy, dream like, like the faded memories of a thing, rather 
than the thing itself. Objects begin to lose substance, 
to become porous-seeming, insubstantial, spongy. Even 
conscious entities – including adventurers – will feel these 
effects, becoming less sure of themselves, less confident and 
as though they are fading away, an effect similar to ageing in 
frailness of body and weakness of mind, albeit without the 
accompanying physical changes and recoverable by leaving 
the presence of the breach.

An existing breaching point is not normally manifested in 
physical effects, there is no rushing of air, no swirling vortex 
but, rather, a brooding, squatting presence. There is a feeling 
of being watched, the hairs might raise on someone’s neck 
or the back of their arms. Their heart might quicken its beat 
and their legs might become weak, they may have a fright 
reaction without knowing why, jumping and starting at 

shadows. When a breach is in the process of being created 
however, that is another matter entirely.

When a breaching point is being made there is an explosion 
of energy and a fierce wind storm. Magic using charac-
ters –any kind of magic – within fifty feet of the breaching 
point must make a Will save against a DC of 25 or take 
3d6 hit points of damage from psychic feedback. Everyone 
within the area must also make a Fortitude save against a 
DC of 20 or be knocked off their feet, taking 1d6 damage 
and being dragged 1d4 x 5 ft. towards the breaching point. 
Those drawn into the ‘event horizon’ of the breaching point 
must make a Reflex save against a DC of 20 or be sucked 
through, lost – perhaps forever – in the space between the 
worlds.

Breaching Point Side Effects
 •  Twisted Space Space can become warped and twisted 

around concentrations of H’Laqu energy or the 
breaching points that they create. Corridors and rooms 
can become interconnected in strange ways and moving 
in one direction can take you in another.

 •  Distorted Time: Time can flow more slowly or with 
greater rapidity, passing near a breaching point can even 
hurl someone into the future or into the past. Typically 
time only moves between half and double speed and 
jumps are typically only forward and backward between 
one and ten days though more dramatic effects are 
possible, if the Games Master deems them to be good 
for the plot. A time travel adventure to pre-cataclysm 
Abaddon might make for an interesting adventure.
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 •  Nightmares: Far beyond the range of their physical 

effects the breaching points create a much wider area 
of psychic disturbance. For miles distant from the point 
of breach people suffer disturbed dreams and restless 
nights. Particularly susceptible individuals, in particular 
those with psychic abilities of their own, may also 
suffer waking hallucinations and even temporary blind-
ness – at the Games Master’s discretion. Saving throws 
to prevent these effects should be Will saves within the 
DC 15-20 range.

 •  H’Laqu Infection: To be exposed to the space between 
the worlds around Abaddon is to risk becoming infected 
by the H’Laqu presence. Each day spent within the 
influential area of a breaching point will require a char-
acter to make a check for H’Laqu infection.

Adventure Seeds
 •  A large breach has opened atop a high mountain. This 

hole in reality is distorting space and time severely 
around its aperture and, being so high up, it is inter-
fering with the weather – such as it is on Abaddon – for 
much of the surrounding area. Seasons change day by 
day, blistering heat follows bitter cold and hail falls in 
the same instant that rare sunshine breaks through the 
clouds. This is ruining the surrounding lands – or what 
remains of them – and will make any assault on the 
mountain to close the breach terribly difficult.

 •  A huge breach swallows up the township in which the 
adventurers are taking shelter sucking them, the town 
and all its populace into the void. They will need to 
protect themselves long enough to find a way free of the 
void and back into the ‘real’ world, emerging through 
another breach though – perhaps – not the same one 
they entered through, the whole town having been trans-
lated across the world.

 •  A group of magicians want to sponsor an expedition 
into the void between the worlds. They believe they 
have discovered a means to move about within the void 
and want the adventurers to be their guinea pigs. The 
space between the worlds is full of the amoral forces 
of the H’Laqu but also the detritus of Abaddon that 
has been dragged through or devoured to be studied. 
Townships, hills, bodies, fragments of land, lost ships 
and caravans all tumble through the void to be explored, 
understood and plundered by any brave enough and 
wiling to venture into the very realm of the dark gods 
themselves.

BREACHING POINT MECHANICS
breaching poinTs have several mechanical effecTs upon

h’laqu, Their minions and TainTed individuals wiThin Their

immediaTe area. The reach of The effecT of a breaching poinT

varies from poinT To poinT and exTends aT The games masTer’s
discreTion buT generally To an area beTween 20 fT. and 250 
fT. from The breaching poinT iTself.

h’laqu and Their minions receive The following bonuses while

wiThin The area of effecT of The breach.

	 •	+2 bonus on aTTack checks – They are energised by being

closer To Their ‘home’ dimension.
	 •	+2 bonus on damage rolls – They are sTrengThened and

become more solid and ‘real’ when They’re closer To Their

own dimension.
	 •	+2 bonus To ac – The empowermenT of The space beTween

The worlds renders The h’laqu even more impervious To

weapons Than They mighT oTherwise be.
	 •		regeneraTe 1 hiT poinT per Turn – noThingness replen-

ishes The subsTance of Their being, even as They are being

harmed.

All mechanics on all pages is Open Game Content as 
defined by the Open Gaming License. See page 31 for more 
information.
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