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Introduction

This book details the mythical island of
K.ilW<11ea, an excellent place foryour players to
visit. K.ilwalea is a primal place, rich in a strange
and ancient magic, enshrouded in mysteries and
secrets, and begging to be explored. Due toa
mysterious force at the island's center, Ihe entire
place is flooded with raw life energy, which basa
curious effect on the local flora and fauna,
causing them to mutate into primevall:Je.asts. On
K.ilwalea, you will find numerous culrures
adapted to the island's strange life magic. hidden
sit~ of magical wonder, and a grea.1 mystery
millennicl in the making.

Kawalea is too large and has too many
differmt fac:«s for a single~turI' to~
them all For this rNson, this book does not

attempt to Cl'Nteaspecific~.with a
delibefate story, or carefully-crafted dungeons
with statistics entries for each and eYl"ry
encounter. Instead, the book aims to provide
GMs with e\"'rything thq- IH't'd to know about
the island in order to craft theirawn am",ntures.
You will find that the book is rich ....ith plot hooks
and interesting pJa«.s to visit. but leaves manyof
the details up to the imagination of the reader,
allowing them to fill in the blanks when using the
island themselves, customizing it to their group's
play style.

To this end, this book is divided into three

sections: the first section contains an OYt'rview of
Kawalea as a whole, and discusses its various
magical properties, addresses its flora and fauna
in general tenns, and also its climate. The second
section details various locations in the island, and
the third section contains a besti.lryof some of
the strange and unusual creatures found only on
Kawalea.

A second book is included with this one, as
...."'". which comains information for players who
will be journeying to Kawa'iea island. It includes
some of the information about the island that can
be found in this book (that information which
might bin'!' reached the Pes as rumor or legend
befono they set out), and also contains a specidI
prestige class, which is ilvailable only to
characters who howe experienced the island's
unique rejUYenil.tion effects.

Using Kawalea

Because K.a.wa1ea does not belong to any
specific campaign setting. it should be relarn",1y
easy to include it in just about any existing game.
There's no specific place that the island is near. no
spot on any map that will teU you where it must
be found. Simply find a colWt'nient stretch of
relatively empty and out-of-the-way ocean in a
semi-tropical climate, and there you have it. Even
ifyour world doesn't have semi-tropical climates,
you can simply explain away the difference as
another magical effect of the island.



It is our intention that Kawa'l~ be re1.ltM.-1y
unexplored, with little known about it before the
Pes arrive. Though it has certainly been visited by
the outside world in the past, the reefs that
surround it and the very nature of the island it!;elf
me.m that fewwhodo arrive here areever able (or,
in some cases, willing) to leave, m~ning that only
rumors and superstitions are available to those
who ",'UUid know more about it, and travelers
there will find little in the way ofciviliution when
they ani.,.l". While you are free to change this
aspert ofthe island, we caution you to give
thought to il before you do 50, as it is OIl(' of the
island's more important asperts.

You c:an bring your Pes to the isLmd in a
number of different ways. They might be
inlentionally setting off to the island, eilher in
search oflosr treasure (such as that found on the
skeletons of ships sunk by the reefsurrounding
the island, 01" the infamous Fountain of Eternal
Youth, whic:h is said to lie hidden on the isLmd
soIlH"Yo~), or simply to explore it for the sake of
exploring it.. Alternatively, they might 001 be
headed for the island at aU, but m<ty find
themser.'1."S shiP'"'Tl"Cked there quite by accident.

l-IaweYNtheyget'~,we recommend
IIIilking it difficult forthem to 1_,at 1ed5t al
tim. Allow I~"els, this can be as simple as leaving
them shiP'"'TKke<! (or having the boat thai took
them~ simply drop them off, promising [0

return for them at a 1.lterdate, ifyou're fl"E'ling
generous), but at high I~"els, this might require
adjusting the isLmd's magical properties [0

interfere with teleportation, as "'"eU. A major part
of the isLmd's atmosphere involves fl"E'1ing "("lit
off" from c:ivilization, and kr\oo.o;ing that one is
only a quid: teleport away from the comforts of
ho~ undercuts that feeling immensely.

Asa final note for using Kawa1ea in your
g<tme, be aware that while "'"e have provided
guidelines fora number ofvarious NPCs as far as
theirc1.lss, race, and level are concerned, feel free
to tweak these toyour liking, especially in terms
ofan NPC's level. Though the book was written
largely with charaetersof 6th to nth level in
mind, it should be easily adjustable for characters
of other levels.

Oimate 00 K~a~w~..~'~le~a,--- _

Kawa1ea has a tropical monsoon climate,
meaning that it essentially has two seasons: the
hot and wet sununt'rseason (also known as the
monsoon !;eason), and the relatively cool and dry
winter season. 1he storms of the monsoon season
are quite sewre, and can sometimes make
adventuringall but impossible. Pes visiting the
island during the IDOIl5OOn season willlw."e to
deal "'ith heat, hwnidity, violent winds, and
lOrrential rain.

The W1."t'ks leading up to the monsoon
!;eason are characteriud by rising temperatures
and often comprise the hottest part of IheYNr,
with temperaturesofi:en reaching OYer tor:I' f.
Soon, though, then- is a sudden shift in the ....;nds
and dark douds fill the sky~ releasing huge
iIIIlOUIlIS of rain (M."I" the island.~ island
typically r.:o::i KS about 80% of its precipitation
during this season, ....1llc:h lasts for about 5
months. During this time, the sea1eYels rise and
co\w most ofthe be.Kh areas of the island;
additionally, much of the Eastern forest becomes
almost completdyflooded, "'ith waters re.lChing
~ miles inLmd in some~

During the dry 5NSOIl, the w~atheris
reLati...elysrable, but during the monsoon season
it can become an am'ftltw\" in and of itself. Ifyou
want to make the monsoon ~thera pan ofyour
game, use the following table lodetennine the
ww.ther e.ac:h day. De!icriptions of each result are
gr.'ftl below. for moT\" information on the
mechanical effects of",ind and rain, see the
weather section of the Pathfinder RoiepiayinB
Game Core Rulebook.

Table I-I: Monsoon Weather
d% Wt'ather
01 - w No storm
21 - 55 Downpour
S6 80 Lighl storm
81 9S Strong storm
96 - 100 Hurricane

No Storm; Theweather is dear and normal.
There may be douds in the sky, but there is no
rainfall, and the wind speed never exceeds light or



Downpour: Asdescribed in the Pdthfinder
RoIepld}mg e;.,me Core Rulebook, this "'-e-.uher
indicate; a heavy pr«ipitation of rain, which
additionally~ vision as though it "'~ fog.
Io!ruch ",_mer,~r, lhewind is relarivdy
calm, not~ Iighl or moderate wind
~ The downpour ilseJfdoes not last the
m.tireday, 001 rather indicales lhat tbe[\' will be
u4 sbo...-e-n scattered throughoul the day, eachof
which lasting ld6 hours.

Ught Storm: This result indicates thai some­
time during Ihe day there will be a storm, albeil
not a terribly_re one. A light storm includes
rainfall acrompanied by sll~ng or severe winds.
Such storms typically last Id6 hours on the island.

Strong Storm: This result indicates thai
sometime during the day Iherewill be a relati~ly

strong storm. A strong storm indicates a
downpour accompanied by seve[\' or windstorm
winds. Additionally, there is a so% chance that
anystrong storm is a thunderstorm. Such storms
typically last Id6 hours on the island.

Hwric.m.e: This result indicates thai
sometime during the day there will be a
hurricane, as described in the Pdfhfinder
Roleplaying Gdme Core Rulebook. A hurricane
always has the hurricane wind speed. Hunicanes
on the island lend 10 last IcLt hours, though lhey
are often ilCCOIIIpanied by :zd6 hours of1esser
.0=
Heat and Hwnidity

Ev= the winter season is fairly warm, with
average temperatures ofabout 70" F in the cooler
months. H~r,when combined with the
humidity from the surrounding sea, il can often
feel much hotter. E"WI when not dealing with
monsoon storms, advt'nturers will have to deal
with sv,'t'ltering heat and fonnidable humidity,
both ofwhich can take a significant toll on their
strength. The a~ragedaily temperature can, if
desired, be determined by rolling on the table
below. Otherwise, assume an average daily
temperature of about 10" F in the dry season, and
about 95" F (very hot conditions) in the monsoon
months, with exceptionally hot days in those
months easily exceeding noO F (extremely hot



conditions).

Table 1-2: Island Temperatures
Season Temperature
Dry 65 + 1d6 degrees
Monsoon 80 + ubo degrees

The island's high humidity (the amount of
water vapor in the air) makes the nonnal heat
hazards even more excessive, as it makes it harder
for the body to cool itself through sweating, and
causes things to feel hotter than they actually are.
In humid environments like this one, simply
getting into the shade or waiting for nightfall does
not end the danger posed by the temperature
(though it does grant a +4 circumstance bonus on
further Fortitude saves to resist its effects). For
more infonnation on heat hazards, see the
P,lfhfinder Roleplaying Came Core Ru/ebook.

Magical£r.o.p"eurt"'"ie"s'-- _

Kawa1ea has a number of unusual magical
properties which will be of keen interest to
anyone who finds themselves on it. These can
largely be divided into three categories: a strange
rejuvenation effect, which resurrects those who
die there, granting them strange mutations in the
process; an abundance of fruit with magical
properties; and an alteration in the way a variety
of different types of spells function when cast on
the island.

Rejuvenation

Easily the island's most striking magical
property, the abundance of life energy has a
curious effect on creatures that die here,
reincarnating them with new life, and
transforming or mutating them in the process. At
the same time, however, another mysterious force
on the island draws life energy toward the center
of the island, where it becomes trapped in a sort
of limbo (see the section detailing Mount
Kawa1ea, below, for more infonnation).
\Vhenever a creature dies on Kawa1ea, it must
succeed on a Will save. The DC for this Will save
is based on the number of Hit Dice the creature
possessed, as indicated on the table below,

because creatures with stronger life energy feel
the pull to the center of the island more strongly.
Additionally, the DC increases by +l. for each time
that the creature has previously died on the
island.

Table 1-3: Rejuvenation DC
Hit Dice DC
5 or less 10

6 "
7 12

8 ,.

9 13
'0 14

II 14

12 15

'} 16
'4 I]
'5 18
,6 20

'] 2'
18 23
19 25
20 26

21 or more 28

If the creature fails its Will save, it does not
rejuvenate, and its soul is pulled to the center of
the island. Once this happens, the creature
cannot be resurrected by any means that requires
its soul to be free and willing to return, and the
onlywayto return the creature to life is toventure
into the heart of the island and retrieve its soul.

If the creature succeeds on its Will save,
hO'o\o~r, it grows a new body over the course of
fd6 hours. The creature awakens fully healed, as
though it had been affected by a true resurrection
spell, with one exception: its body has been
infused with extra life essence, which causes one
or more mutations to arise.

\Vhenever a creature is rejuvenated in this
way, roll on Table 1-5: Minor Mutations once for
each time that the creature has been rejuvenated
in this fashion (though all mutations from
previous rejuvenations are lost). At the creature's
option, it can choose to "trade in" two rolls on
Table 1-5: Minor Mutations to instead roll onceon



01 - 05

06 10

11 - 15
16 - 20

balance.

21 - 25
26 - 30

31 35

36 10
11 - 45
46 - 50

51 - 55
56 - 60
61 - 65

667"
71- 75
16-80
81 - 85
86-20
91 - 95
96- 100

Table 1-5: Minor Mutations
d% Mutation

Backwards Knees
Balancing Tail

Beak
Chameleon Skin
Colorful Plumage
Compound Eyes
Disease Resistant

Echolocation
Frog Tongue

'm
Hump Back
Immuniry
Long Arms
Long Legs

Night Vision
Poison Resistanr

Scaly Hide
Snour

Vertical Pupils
Webbed Feel

You cannot have the Silme mutation twice at
anyone time. Ifyou roll a mutation that you
already possess, roll again. Mutations that you
had before but have since lost do not count as
mutations you possess.

Table 1-6: Moderate Mutations, or "trade in" four
rolls on Table 1-5: Minor Mutations for a single
roll on Table 1-7: Major Mutations. These
decisions must be made before the rolls in
question are made.

Ifa creature possessing one or more
mutations dies while away from the island, it
retains its mutations if returned to lifewith a
rdiS{' de.Jd or fesurnx:rion spell, but not a
re;nCdrndreor true resurrecrion spell. Further, the
spell remove curse can be used to remove
mutations from a creature. Removing mutations
in this way is damaging to the creature's body,
however, and if the mutation is successfully
removed, the target takes an amount of damage
based on the type of mutation. The DC to remove
mutations in this way, and the amount ofdamage
the target suffers, is indicated on Table 1-4:
Removing Mutations.

Table 1-4: Removing Mutations
Mutation DC Damage
Minor 15 3d6
Moderate 20 6d6

Beak (Ex): Your mouth transfonns into a bini's
beak. This has no mechanical effect, but may
influence the way thatVilriOUS NPCs interact with
you.

Major 25 9d6

Mutations

Minor Mutations

Backwards Knees (Ex): Your legs bend
backwards, rather than forwards, allowing you to
jump much higher and faster than you would
nonnally beable to. You gain a +4 racial bonus on
Acrobatics checks made to jump. These legs are
less well-adapted for ducking, weaving, and
rolling, however, and you suffer a -2 racial pellility
on Acrobatics checks made to avoid attacks of
opportunity.

Balancing Tail (Ex): You grow a tail, which helps
you to keepyour balance. You gain a +4 racial
bonus on all Acrobatics checks made to maintain

Chameleon Skin (Ex): Your skin subtly changes
color to reflect your surroundings. It does this on
its own, and you have no control over it. lbi.s
grants you a +4 racial bonus on Stealth checks,
but also imposes a -2 penalty on Bluffand
Diplomacychecks, as most characters find it off­
putting and suspicious.

Colorful Plumage (Ex): You develop a number of
brightly-colored feathers around your head and
face. These serve no apparent purpose, but make
you more noticeable, imposing a -2 penalty to all
Ste.alth checks made to avoid being seen.

Compound Eyes (Ex): Your~s trilllSfonn into
compound ~s, like those found on insects. TIlls
grants you a +2 racial bonus on visual Perception
checks made to detect creatures or movement,
but also imposes a -4 penalty on any other visual



Perception check.

Disease Resistant (EJ::): Your body is specially
adap(ed to be resistant todise.Ises. You gain a +<i
bonus on Fortitude sa"e; to resist diseases. This
comes al the cost of resistance to other hannful
fadOrs, hcM.~r. and)utl suffera -1. penaltyon all
non-disease reLul"d Fortitude 5iM5.

Echolocation (Ell): Your~ of hearing
improo.'eS grNdy, and~ are able 10 Msee- the
...-id through sound. You gain blindsense 60 feet.

Frog Tongue (Ell): You~a long. prehensile
tongue, like that ofa frog. ",ilich can lash out and
back intO)1>Ur mouth agilinat high speeds. Your
longue can grab and lift objects up 10 six cubic
inches in volumeor two pounds in wcighl. If the
item cannot fit in your mouth, it is deposited on
the ground in your square.

Fur (Ell): Your body is covered ina thick layt'r of
hair, which keeps you warm. You gain a H racial
bonus Oil Fortitude SiM"S made to resist the effects
of cold environments.

Hump Back (Ell): You grow a large hump on your
back, similar to a camel's, which stores water and
nutrients, allO\<-ing ~u to go for a full~k
without either food orwatel" before suffering any
ill effects. 1he hwnp does nol afftocl: your
IIlO\'ement or~ \'t'!'Y much, bUl it is \'ery

noOce<lble, and may affect haw some char«ten
inter<tCl with you.

Immunity (Ell): Your body has dewloped
immunity tOOl specific poison ordisl'iI.$ol'. Choose a
single poison or disease (including magical
poisons and diseases, but not CUlWS). You are
immune 10 that poison ordisease.

Long Anm (Ell): Your arms are exceptionally
long. giving you greater reoch. You increil.$ol'your
reach by 5 feet when wielding a melee "''Npon.
This does not give the"''Npon the I'l'dch quality,
but ralher allows you to threaten and attack
cre<ltllres at the normal range for yourwe.lpon
(adjacent creatures for most melee weapons, 10
feet away for reach "''Npons), as well as threaten
and attack crearures 5 feet farther away (10 feel

away for most melee weapons, 15 feet away for
reach weapons). Your 10ngerarm5 are unwieldy,
howt-ver, and impose a -I penalty on attack rolls
made with melee weapons, regardless of haw far
away the target is.

Long Legs (Ell): Your legs areexceptionally long,
aUa...-ing you to run faster. Your base IlliM'ment
speed inc::re.lsei by 10 feet. Your~ legsarea bit
less steady than shorter legs, hcM."e\w, and )uti

suffer a -1. penalty to CMD ve:rstJ5 bull rush,
oo."mm, and nip attempcs.

Night Vision (Ell): Youreyes arespecially
adap(ed for the dark, and you gain darkvision 60
fed. This le-iwes your eyes ilI-adap(ed for bright
light, oowt>\'er, and you become blinded for I

round when exposed to bright light (such as
sunlight or the doly/ight spell). Further, as long as
you remain in an area of bright light, you are
dazzled.

Poison Resistant (Ex): Your body is specially
adapted to be resistant to poisons. You gain a +4
bonus on Fortitude saves 10 resist poisons. lb.i.s
comes at the COSI of resislance to other harmful
factors, lxJwever, and you suffera -1. penalty on all
non-poison related Fortitude saves.

Sc.aJy Hide (Ell): Yourslcin is CO\'eI'ed in thick,
rough scaIes.. Your naMal annor bonus to AC
iIK=ases by +L

Snout (Ell): Your nose transforms into a SllOllt,
like that ofa pig. You gain the scent special

-"Vertical Pupils (Ell): Yourl')'eS h.n1!\""Jtical
pupils, like a cat ora reptile. You gain law-light
visioJL Your eyes have difficulty adjusting in
bright light, oo...~r,and you suffer a ~1. penalty
to sight-based Perception checks while in areas of
bright illumination.

Webbed Feet (Ell): Your hands and feet are
webbed, giving you a +4 racial bonus on Swim
checks. This makes some fine manipulation more
difficult, hOWl".'er, and you suffer a -I penalty on
Craft, Disable Device, and Sleight of Hand skill
checks.



Moderate Mutations

Table 1-6: Moderate Mutations
d% Mutation

01 - '0 AlteN'd Form
11 - 20 Amphibious
21 30 Bestial Claws
31 - iO Crab Claw
il - 50 Fire Breath
51 - 60 Poisonous Skin
6, - zo Prehensile Tail
7l - 80 Regeneration
8, ')0 SaIlClge laws
91 - 100 Tentacles

Altered Form (Ell): Youl' body undergoes Cl
radical traIl5fonnation, completely altering)OW"
racr. You mUSl randomly determine)OW" new­
humanoid~ as though you bad~ subjKt to
a relnc.lmate spell

Amphibious (Ell): YOUI' body is nowamphibious.,
and you can breathewClteras~asaiJ:You
gain the aquaticsu~and the amphibious
spmal quality. You also gClin Cl swim speed equa1
to your~ movement speed. Additionoilly, your
skin now has a thin mU<."US membrane which
dries out ifyou are-out ofwClter for too' long. Ifyou
go for longer than I boor per point of Constitution
you possrs:s~Ihout immersing yourself in wilter,
you automancally become fCltiguN.

Bestial Claws (Ell): You pin 1;\00'0 prim.uydaw
natural attacks. lfyou ClTe Medium-size<!, thest'
attacks deal 1<4 points ofddmagt' on Cl 5t1Cn5Sful
hit. YOUI' hands are no longer suited for fine
manipulation, h(M~r,Clnd you tClkeCl -) penalty
on all attack rolls with manufacr:ured weapons, as
__II as a -2 penalty on Crali:, Disable DeIlice, Clnd
Sleight of Hand skill checks.

CrClb Claw (Ex): Oneofyour ClrtnS mutates into a
huge pincer, similar to that ofa crab. This grants
you a single priJmllj'cLaw natural attack that deals
Id8 poims ofdaJmlge if you are Medium-sized.
This transformation renders that arm useless for
holding weapons or a shield and for fine
manipulation, hO\\.'eVer, and cannot be used for
those purposes.

Fire Breath (Su): Your digestiove- syste'n has been
draJmltically altered, allowing you to breathe fire.
Once per day, you can releaseCl 30-foot cone of
fire that does Id8 points of fire damage per Hit
Dice you possess to each creature caught in the
bl~t..A sucressful Reflex~ (DC 10 + liz your
Hit Dice + your Constitution modifier) haMs this
damage. l1tis pawercomesat a cost to your
irmnune system, hoY.~ you sutrera -3 penalty
on all Fortitude saves.

PoOODOW Skin (Ell): Your skin CTe<ltes Cltoxin
which affects those who bite you. Any creature
that~ damages you with a bite attack,
or which othern-R swallows or ingests pan or aU
ofyou, must succeed on a FortitudeS<l\'e (OC 10 +
1/2 your Hit Dice + yourConstitution modifier) or
suffer ul.6 points of Consrirution damage. This
poison must~ ingested 10 ~anyeffect,so
c:reatures thai hit you wim other fl<lrural attacks,
or which grappl~you, are not affectN. funher,
the poison does not last long~n separate<!
from your body, and so CMlIl(l( ~applied to a
Vo'Npon. Creatures that are immune or resistant
topoisonapplythal resistaJX'@orimmunityto
this effect.

Prehensile Tail (Ell): You gain Cl prehensile tail
Th~ tail can manipulate objects (though you
suffera -10 penaltyon any activity that requires
fine manipulation), and can t"\lL'n wield a melee
Vo'NpoIl, attacking al a -5 penalty.

Regmeration (Ell): Your body beals qukldy, and
}'Ou ~an~ n-grow lost limbs. Each hour, you
regam a number ofhit poinlS equal to your Hit
Dice. Unlike the regeneration unMrsal monster
ability, this does not render damage dealt to you
as non-lethal damage, and does not: pl't'\'ent you
from dying. Further, ifone ofyour limbs is
~, a new one will grow in its pl.lce. This
proct'SS takes ld4 days, and is incredibly painful.
While you are regrowing a limb, the other
properties ofyour regeneration cease to function
and you do not regain hil points each hour. •

Savage Jaws (Ex): You gain Cl primary bite natural
attack. Ifyou are Medium-sized. this attack deals
Id6 points ofdaJmlgeolla successful hit. The
malformation ofyour jaw makes precise speech



difficult, however, and you must concentrate and
enunciate wry heavily in order to rnake yourself
easily understood. This also increilses your arcane
spell failure chance for any spell with verbal
components by 5%.

Tentacles (Ex): One ofyour arms is replaced by
two tentacles. These tentacles are prehensile, dIld
can grip things, but are not suited for fine
manipulation, dIld any attempt to wield a weapon
with oneor both tentacles imposes a -5 pelldity
on all attack rolls rnade with that weapon. The
tentacles can be used as Ildtural attacks, however,
dIld you gain two secondary tentacle attacks that
dealld4 points ofdarnage on a successful hit if
you are Medium-sized.

body together but also protects you from nann.
Your Ildtural annor bonus toAC increases by an
amount equal to 4 plus lIz your Hit Dice (to a
maximum of +14 at 20th level). Thisexoskeleton is
large and bulky, however, and you are ulldble to
wearannorover it. Further, it imposes a 15%
arcane spell failure chance on any spells with
sornatic components that you attempt to cast.

Extra Arms (Ex): You grow two additiolldi anns
from your torso, a little below your other anns.
These dI"tl1S are fully funCtiOIldI, though you are
not automatically proficient in using more than
twoarIllSat a time, and attempting to wield four
weapons will incur the standard penalties for
doing so unless you have the Multiweapon
Fighting feat.

Exoskeleton (Ex): Your bones are replaced by a
thick outer carapace which not only holds your

Major Mutations

Table 1-'7: Major Mutations

Baleful Polymorph (Sp): You are pennanently
polymorphed into an anirnal of the GM's choice,
as the spell baleful polymorph, except that you
need not make a secondary Wlil saw to retain
your mental capabilities.

Beast Shape (Sp): You gain the ability to
transfonn into a specific anirnal at will. Choose a
single creature of the animal type, whose CR is
less than or equal to 1/2 your Hit Dice, and which
is no srnaller than Dirninutiw size and no larger
than Huge size. As a Stdlldard action, you Cdll
transfonn into that animal, as the spell bedst
Shdpe 111, except that this effect has no duration.
This choice is rnadewhen the mutation is first
gained, and cannot later be changed (unless the
mutation is lost dIld gained again).

Spellsheen Scales (Su): Your body is covered in
thin, reflectiw, silwry-looking scales that reflect
magic. You gain spell resistdllce equal to 10 + your
Hit Dice. This spell resistance cannot be
suppressed, dIld is applied to hannless spells as
well as harmful ones. Further, the first time you
hold or put on a rnagic item, there is a 1.0% chance
that your body's magic resistance rejects the item,
dIld, as long as you are holding orwearing it, its
magical properties are suppressed as though it
were in an antimagic field. TIlls chance applies
only the first time you try to use the item: putting
it down and picking it back up again will not allow
you to roll agdin.

Sticky Sldn (Ex): Your skin oozes with a thin,
glue-like substance that causes you to stick to
objects you touch. You are constantly affected as
though by the spell spiderdimb, dIld you gain d
+8 racial bonus to CMD wrsus attempts to disann
you or your opponents' attempts to escape from a
grapple orpin (this does not, however, apply to
your CMD wrsus attempts to start a grapple, or to
pin you). It does corne with some drawbacks, how­
ever, and you suffer a -8 pelldityon all Escape
Artist checks, as well as grapple checks made to
escape a grdpple or break a pin. Further, it takes
you five times as long as nonnal to remove your
armor, and it is a full-round action to drop or put
away any item you are holding.

Wings (Ex): Your bones become light and hollow,

Spellsheen Scales
Sticky Skin

Wings
Other

Mutation

Baleful Polymorph
Beast Shape
Exoskeleton
Enra Arms

d%

51- 65
66 - 80
81 - 95
96- 100

01 - 10

1\ 20
21 • 35

36. 50



97 Slow
98 Tongues
9'9 Water breathing
100 Roll again twice

I. This ,poll target' the oharacter ""ho co",ume<! the fruit,
even though it i, nol beneficial. If the spoil efT"", allows a
..ving throw, the charader may attempr it, Even if the
.pell would nonnally have other target•.•uch a. the .I~p

spoil, only the charactCf who con.ume<! the froil is
affected,
•. The c ..... tu .... th.t the target becomes e1lamored ofi. the
next crealure lhat he look> at after consuming the fruit.
3. The eM detennin... whether the character beco",...
blinde<! or deafene<!.
4. This effect functions a. the targete<! di,pel version of
the .poll, largeting the charanCf who con,umed lhe Iruit.

and you grow a pair ofwings. These wings might
be leathery and bat-like, or they may be feathered
and bird-like, or they mayeven be gossamer,
insect-like wings. \Vhatever their appearance,
they grant you a flyspeed equal toyour base land
speed, with average maneuverability. The
adjuShnents to your bone structure ne<:essary for
flight, however, have left you somewhat more
fragile: your maximum hit points are permanently
reduced by an amount equal to your Hit Dice, and
from now on, whenever you gain a new level, you
gain one less hit point than you nonnallywould
(this can result in you gaining 0 hit points).

Other: The nature of these mutations ml'dI1S that
there are nearly limitless possible mutations, far
more than can be included in this book. This
result indicates that one of these other mutations
is the result. The player and GM should work
together to create a new mutation or set of
mutations that roughly matches the other major
mutations, and which both parties can agree to.

Magical Vegetation

The magical life energy of Kawa'lea infuses
even the fruit that grows on its trees, and, in fact,
those few sailors who have ever returned from the
island told £mtastic stories of food that would
heal wounds, or improve the eater's physical
prowess, or any number ofother incredible
things. Not all of the fruit on the island is
magical, and the magical effects are not restricted
toany specific location or type of fruit. The fruit
can have a number of different magical effe<:ts,
which are determined at random for each pie<:e of
fruit. Once picked, a given fruit retains its magical
properties for Id4 hours, after which it becomes a
nonnal piece of fruit of its kind. The caster level
for any magic effe<:/s of the fruit is the minimum
caster level required to cast the spell in question.

Table 1-8: Magical Fruit Effects
d% Spell Effect

01 - 04 Charm person'"
05 08 Endure elements
09 - 12 Enlarge person
13 - 16 Jump
17 - 20 Protection {rom chaos

21 - 24
25 - 28

29 :E
33 - 36

37 - 40

4'- 43
44 - 46

47 - 49
50 52

53 55
56 - 58
59 - 6,
62 - 64
65· 6]
68 zo
]1 7J
74' 76

V-79
80 - 82

83 - 85
86
8,

90
9'
9'
93

94
95

'"

Protection (rom CYil
Protection from good
Protection from low
Reduce person

Sleep'
Alter sel{
Bear's endurance

Blindness/deafness "J

Bull's strength
Cot's grace
Dorkvisiorl
Dell'Cllhoughts
Eagle's splendor
Fox's cunning
Invisibility
wi/ate
Resist energy

Owl"s wisdom
Spiderdimb

Touch ofidiocy'
Arcane sight
Beast shope I
Beosl shope /I

Con{usion'

DisfH'1 magic 4

Fly
Gaseous {arm
Heroism

Hold person'
Rage
Remove curse



In general, there is about a 2)%chance that
a given piece of fruit has.my kind of IIliIgiCal
property, though a successful Survival check (IX:
15) and 10 minutes' timewill yield Id6 pieces of
magical fruit. With the aid of detect IIliIgiC, dfl
individual piece of IIliIgical fruit Cdfl be identified
with a successful Spellcraft check (DC 15 + the
spell level of the spell the fruit replicates).

Each piece of fruit contains only enough
magical essence for one person to benefit from
the effect. If multiple characters eat from the
Sdme piece oHruit, only the one who consumed
the most (or, failing that, consumed the fruit
first) is affected.

Altered Spell Effects

In addition to the other various IIliIgical
effects of the island, the potent life energy which
suffuses the place interacts with some kinds of
spells, altering the way they work when CdSt on
the island. Unless stated otherwise, these
adjustments apply to divine spells as well as
Mcane ones, and apply whether the spell in
question is being cast norlIldlly, or from a IIliIgic
item (such asa wand or scroll), or isa spell-like
ability, or so on. A full description of the various
types ofspells that arealtered, and how, is given
below.

Healing Spells: With so much extra life
energy on the island, it's no surprise that healing
spells are augmented. Any spell of the healing
subschool is autoIlliltically IlldXimized, as the
metaIllilgic feat Maximize Spell. TIlls does not
cause the spell to take upa higher-level spell slot.
If the spell has other effects besides restoring hit
points, only the number of hit points restored is
maximized.

Necromancy: Because the island is so
flooded with life energy, spells of the necTOlllilncy
school are more difficult to use since the dark
energies used to power them are in scarce supply.
In order for necromancy spells to work properly
on the island, the cdSter must provide them with
additional energy. 'Nhenever a character casts a
spell from the necroIllilncy school, he must
expend dfl additioIlilI prepared spell or unused

spell slot of the Sdme spell level or higher, or else
the spell has no effect. Even if the caster is not
aware of the magical properties of the isldfld, as
long as he has at leilSt I rank in Spellcraft he
autolIldtically knows as he casts the spell that
more spell power will be required, and is aware of
how he can overcome that difficulty.

If the necroIllilncy spell is being cast from an
item, the caster may have more options. If the
item has charges (such asa wand), he Cdfl simply
expend dfl additioIlilI charge to power the spell. If
it only hilS a single use (such as a scroll), he must
still expend a prepared spell or spell slot in order
to IIliIke it work. Potions, spell-like abilities, dfld
.my item which can replicate the necroIllilflCY
spell atwill are not affected.

Polymorph: The island's curious mutation
effect (see RejuveIliltion, above), also interferes
with spells of the polymorph subschool. Any time
a creature is subject to a polymorph effect, it gains
a number of mutations as though it had been
rejuveIlilted. These mutations last as long as the
polymorph effect does, and diSdppeM when the
creature returns to its origiIlilI form. The exact
number and type of mutations is detennined by
the level of the spell, as indicated on Table 1-9:
Mutations and Polymorph, below.

Table 1-9: Mutations and Polymorph

Spcll
Level Mutations

o None
1St One minor

2nd Two minor
Jrd One minor, one moderate
4th Two minor, one moderate
5th One minor, two moderate
6th Two minor, two moderale
7th Two minor, one moderate, one major
8th Two minor, two moderate, one major
9th Two minor, two moderate, two major

Summon Nature', Ally: As the island's life
energy mutates dfld transforms creatllll'S that live
here, so it affects Ililtural cr&ltures summoned via
the sununon nature's ally spells, as well. Any
creature summoned to the island by a summon
1l.llUreSailyspell gains a single mutation, as



though it had been affected by the island's unique
rejuvenation effect. The type of mutatioll is
detennined by the level of the spell: the lSl-, :lnd-,
and JId-level versions of the spell impose a single
minor mutation, while the 'fth-, 5th-, and 6th­
level versions of the spell impose a single
moderate mutation. Finally, the 7Ih-, 8th-, and
l}Ih-levei. versions of the spell impose a single
IlliIjor mutation.

Regioos o(j(awa'l"'."a _

1bl" follw.1ng section of the book describes
the is1md ofKawa1ea in moredet<liJ, ex<mUning
plactos of interest on the island. 1he island can br
roughly divided into five geographical regions"
ba5N on the kind of terrain in the region.~
regions are the island's beach cmd surrounding
waten, the~ plains on the southern end of
the island, the damp, swampy forest on lhe
NStem side of the island, the COffip<lTati...dy drier
fOR'St on thewestml side of the island, and
Mount Ka,,'a1ea, thedormant volcano that rises
more 01" less in the island', center.

Each of these regions, in rum, contain a
number ofplaces of interest for those exploring
01" living on the island, which are described al
length in this section of the book.

Illi:..Il£a.dlLl _

1bl" island's coastal region consists targdyof
sandy beaches which encircle the entire island,
surrounded by a roughly circular coral ~fabout
a half-mile out to sea. While the beach itself has
few distinguishing fearures apart from a healthy
supply ofdriftwood and the occasional beach
weed, the reef (and the lagoon between lhe reef
and the island in particuu.r) offers a wide variety
ofexciting opportunities for adventurers of all
kinds. Whether it's the magical pearls highly
sought after by cannyspellcasters, or the treasure
ofcountless scores of ships sunk by the great reef,
the island's costal region has plenty 10 offer
prospective treasure hunters, while more
exploration-oriented adventurers might instead
spend their time among the great reef and its
many caves and undel"\\-·atercoves. Thewann

tropical waters support a wide variety of ocean
(ife, often altered in numerous ways by the
island's primallllilgic. Travelers should be advised
that they will likely encounter a diverse
assortment ofaquatic life, some of it hostile or
predatory, while swirruning in the coastal waters.
Particularly persistent undenlo"iller explorers may
I"Vl.'n find themselves faa."-to-faa." with the
Serpent King's Court, a sort of royal court

comprised ofvarious marine c:rearures ruled OYer
by a pawt'cful, intelligent sea serpent.

TI'iI'o't'lers exploring the island's coastal
region will likely find water-bl'eathing magic: to br
a necessity to thoroughly explore the area around
the island's coast, as much of the ·action~

happens underwater. Pros.pectiYe explorers
should also remember that certain WNpons are
less effectn't' undenlo"ilter, and some thought
should be put into 6itctly what lcind ofge.lr an
advt'nturet- brings on an underwater excursion.
~ should br taken wtx= armor is COll<:t'med,
since the sometimes !Mift <:urrents can make
swimming difficult in hNvy annor. WIZardS
should be reminded to take steps to safeguard
their speIlbooks against water damage before
embarking on an underwater )oumE")' ofany kind.
FmalIy, spells like tl'lep.i1hic bond and freedom of
IJ)Q\-'l.'ment will be immensely useful to
~who wish tocommurUcate",ith one
another and act Dolturally undenlo'atet.

The Reef

surrounding the island in a roughly circular
pattern is a great atoll coral reef, roughly 900 feet
thick, 0"0't'J" 1)0 miles in diameter, and nearly a
half-mile deep. 1his reefsen-es as both a physical
and magical border for the island, being its
outermost land mark as _ll as roughly defining
the Iimil of the island's magical influena.". 1he
reef is also largely responsible for lhe limited
number ofvisitors to the island, scuttling any
ship much larger than a row boat which tries to
cross it. Making matters worse, the island's
magical influence has caused the reef to adopl a
rather inconspicuous coloration, making it
difficult to spot from above Woller (DC:lo
Perception check), meaning that many ships'
crews do not see their demise until it is upon



""m.
Com~rsely, the rffi is also iargl-ly

nosponsible for the abundance of marine life in
the surrounding ;rn'il. boasting an~~
robust a'OS)'51em than most coral. ~s.

~ reef is littered with tunDl'ls and Col\'eS aU
along its circurnfererx:'t', some natural and some
dug out by aqwtic humanoids and other
intelligem ocean dWl'lll'l'S. Many oftMse caves
!rimply dipa shon ways into the Ja'f~idthwise,
pI"O'.'iding shelter for marine life and exrellent
hiding places for smugglers and pirates to hide
their )()()(. A handful of these tunnels, hCM-oe'>'eI',
run all thew")' through me I'l't'f, allowing for easy
travel from one side oCtile Tt't'f to the other for
sea-bound crearuI't"S. D.mgerous prt'datory
creatures such as dire sharks and dragon [UnIt'S
often linger in or around these CiIVeS, hoping to
catch unwary PJ'i!'Y in the cramped confines of the
tunnels.

Hov.y\'er, not all the tunnels merely dip into
the reef .....idtfu.l.ist-; a greal web-likr network of
lUIUH'ls called the Reef Hall runs drrough much
of me reefs edge lengthwise on the nonhern side
of me reef: This nl'fwork Slarted ;l5 a narural
formation, ""bich ave the Cftlruries has been
expanded by the medoU.: and SClhuagin which caII
the Reef Ha.lI~. While it can be NS'f 10 get
lost in the winding. hr.~likestructurr, the Reef
Hall is the Iarglost civilized are<l on the isLmd,
housing enough aquatic inhabitants to~
considered a proper city, .....;Ih sm<ill, Lugety
llIU'elated groups of mainly intelligent aquatic
cn'alures coexisting in a cot'"ICef1lratM. ilI'I'a. Many
Hall Dweller.; (as theycaU themsek."l"S) find
ronunon ground in their distaste of the serpent
king's de facto rule of the lagoon outside the reefs
romparatiw safety. Rea (CG female merfolk
ranger 4/cleriq), the leader of an unronunonly
large tribe of aquatic humanoids, is the most
outspoken of these dissidents and actively tries to
undennine the serpent king at t'Vt'ry opportunity.



This dissidence can take a number of forms, from
publidydenouncing the serpent king to daring
hit-and-run raids on his enforcers or his vast
storehouses filled with treasure and tribute. She
generally takes advantage of the serpent king's
constant motion around the island, being careful
to keep as much reef as possible between her
rebels and the monstrous overlord they fight
against. Rea is not particularly trusting of
newcomers; however, she is happy to lend her
services as a guide and healer to anyone who will
join her campaign against the serpent king, and
who can prove that they are worthy of her trust.

A second tunnel located on the reefs most
southwesterly point runs at an almost straight
angle from the reefs peak to the ocean floor,
where it joins a natural cave extending deep into
the edl"th. While this tunnel is a subject of great
interest to many creatures in the reefand in the
surrounding lagoon, no creature which descends
into the earth has ever returned from its depths.
\Vhile no creature is willing to traVf'1 down the
tunnel, the serpent king himself has made it
known that he will bestow a knighthood on any
soul brave enough to fully explore the tunnel.

The Graveyard of Ships

The so-called graveyard of ships is the result
of countless ships colliding with the reef over the
generations, then being dragged by the tide down
into the lagoon, where they litter the sea floor.
The skeletal remains of ships of dozens of
different designs greet visitors to the lagoon,
providing a haunting glimpse into the past and
enticing the ambitious with a promise of treasures
buried at sea.

There is no shortage of treasure in the
graveyard of ships, despite the toiling of greedy
adventurers past, as new ships crash every year,
bringing with them chests of silver and gold, and
perhaps even a few magical trinkets. Of particular
interest to treasure hunters is thewreck of the
Lyrica, which was said to be transporting magic
artifacts from a conquered kingdom back to the
conquerors' homeland when it disappeared in this
region. Unfortunately, finding the Lyrica in the
graveyard of ships is extremely difficult, and local

superstition says it is guarded by a terrible
creature with po'o'o'er to rival even the serpent king.
Ofcourse, the locals occasionally salvage the
treasure from a ship just after it sinks, but mostly
the natives stay dear of the graveyard due to the
dangerous creatures which call that place home,
leaving plenty of opportunity for treasure hunters
who are bold enough to plumb those dread
depths.

The fallen ships provide an excellent habitat
for terrible undersea monsters who prefer
darkness, as well as for countless fish and
undersea plants which give the ships a ghostly
appearance, particularly when viewed from a
distance. To make matters worse for would-be
treasure hunters, many of the ships are "haunted"
by the reincarnated fonns of their fonner crew.
These lingering crewmen might be loyally
guarding treasures rightfully theirs, or merely be
looking for somewhere familiar to call home;
either way, they rarely respond well to looters
breaking into their fonner ships. One such
individual, Berthilis Hiwai (N male elf fighter 13)
who gained was rejuvenated by the island's magic
and awoke with gills, is a fierce fighter and the
fonner first mate of the Qualmi, a beautiful elven
caravel which sunk nearly 30 years ago. Berthilis
has been hard at work since his death and
subsequent rebirth, attempting to repair his ship
and recruit a crew so that he can resume his
former life. The Qualmi is nedl"ly ready to go, but
Berthilis' harsh personality and short temper has
interfered in his efforts to recruit a proper crew,
leaving him with only a pair ofeccentric wizards
to help him man (and defend) his ship.

The Serpent King's Court

The serpent king (ill male advanced
colossal sea serpent wizard 4, with 25 hit dice and
lnt 18) is widely thought to be the most powerful
being within the lagoon, and serves as the de
facto ruler of all intelligent creatures who dwell
there. The serpent king was fonnerly a human
court wizard before he arrived at the island, died
in a shipwreck and was reincarnated as a sea
serpent. With his new body, he conunanded
instant respect from many of the creatures within
the lagoon, and with his sharp mind and



knowledge of government he was able to quickly
organize a following. Now, generations later, the
serpent king has grown to prodigious size (JOO
feet long) and most ofthe intelligent creatures,
and, surprisingly, a number of the unintelligent
creatures as well, instinctually look to him for
leadership, or at least differ to his judgment.

In his role as a king, the serpent king holds a
migrating court which traVf'ls clockwise around
the inner circumference of the reefat a rate of
about 12 miles a day. The serpent king's court
consists of his two high ministers, kindly Norika
(CG female nixie rogue I) and solelllll Ripiki (LN
male gnome bard n), a few score knights
appointed by the serpent king for perfonning a
service at his request, and a dozen lords and ladies
whoare the most capable l&lders among the
knights, and therefore fit to command lesser
knights. The purpose of the court is largely to
address the disputes ofvarious intelligent entities
and pass judgment in these matters, with the loser
to abide by the serpent king's dedsion on penalty

of being &lten. While the serpent king has final
say in all such disputes, he often holds a vote
among his court as to who should win the
dispute, and he seldom discounts strong
majorities.

In addition to solving disputes, the serpent
king h&lrs petitions asking for his aid in one fonn
or another. Usually these petitions come at the
behest ofair breathers searching for the serpent
king's boon. This boon, which the serpent king
may bestow or revoke as a free action to any living
creature within the lagoon, allows the redpient to
breath water so long as he or she remains within
the lagoon.

Occasionally these petitioners instead
request the serpent king's aid in fighting some foe
or performing some other task. When faced with
such decisions, the serpent king typically passes
summary judgement, but occasionally can be
convinced to call fora vote among his court, and
then be bound to abide by the majority decision.



Table 2-2: Magical Pearl Effe<:ts

Magic Pearls

If the~ is magical, roll on tile' fo1Jolo.ing
table 10 detennine its effect.

Another major future of the plains is the
abandoned settlement, neM the Eastern forest. It
was buill by the survivors ofa shipwreck several
)~ ago. TIle heavy rains ofthe island haY!'
taken its toU on thesmaJI village, though the bare
structures still remain, and there may still be
things to discuo.otor in the ruins.

TIle Abandoned Settlement

this an entirely appealing option. The vegetation
of lhis area is perhaps not as diverse as that of the
jungles, as most of the land is covered in a coarse,
bright green grass. Still, there are many different
flowers thaI grow haphazardly about the plains,
coming in blues, pinks, purples, ~Uows, oranges
- just about anycolor imaginable. There arealso a
few varieties of shrubs lhat grow in clumps in
some pl.xes, and a fewtreesoffera bit of shade
for those who seek respite beneath their
branches. Then' are Sl"\'eTiII areolS to explore and
potential friends 10 be made on the plains; in faet,
adventuI'el's wiIllikdyfind their best allyon the
island in Ibis region.

Fmally, thosewbo spend some time
exploring the plains will soon run into a nomadic
group made up of horses, cenlaurs, ~si.and
other horse-like creil.tures. These creatures refer
to themseM5 simply olS "The Herd," and can
prove either a helpful ally or a ",xing enemy to
trilV'elers on the island.

likely, the first tlliJ18 lTavders will notice
when exploring the plains is the gia.nt wizard's
t(J\o\'eT in the cenll"'T of the plain, SlTetching 60 feet
into the sky. Should thqo choose to visit the t(J\o\'eI',
they ",ill meft Pennar, a human wizard who has
made it his life's ",uri;: to study the unique
environment ofK.n\'a.'lea. He is friendly tovisitors
unless they~ him a reason 10 distrust them,
and should be a source ofvaluable infol'ITl<ltion
about the island..

USoer regains the use ofa Ist-lt'\·el spell
olS though he h.ld used a p«JrI ofpower
(,st)

USoer gains the benefit of the water
breathing sp!fI fOf y hOllf'O

User gains the benefit ofthe.frenlom
ofmoVt'frn"nt spell for y hours

Rolilwice on Ihis table

User regains the use ofa znd-le\·eI spell
as though he used a p«JrI ofpower
(~nd)

User immediatel)' rejuvenates

d6

3

•

6

,

Throughout the island's coastal region are
large, magically-altered oysters which contain
pearls with potent magical powers. These oysters
can be found underwater in either the reefor
grawyard ofships areas. Prying open one of these
oysters requires a Strength check (DC K>+ld8; roll
once forum oyster) and uch oyster yields only
one pe.ut. I/Yhen you first Plj' open an oyster, roll
on the following ubiI,' to detennine whatltind of
pearl the €Pr'Ster possessed.

Table 2-1: Pearl Types
d% Typ;e of Pearl

01 - ')0 Wonhlt'$$
51 90 Valuab~pearl wonh SO gp

,
Using a magic pearl is a standard action thai

provokes attacks ofDppOl1unity. Once a pearl is
used it is entirely consumed, destroying it in Ihe
p~.

Ihe...£la"'iu:Ollis _

Located in the southem section of the island,
the plains offer a chance for the adventurers to
trade the stifling closeness of the jungles for the
open air, thougll the lack ofshade may not make

One of the few man-made structures on the
island, these rotting ruins are all that remains ofa
Soettlement built by shipwrecked sailors decades
ago. Finding themselves stranded on the island's
dangerous reefs and washed up ashore, some
two-score survivors banded together to flj' to



build a shelter and Creilte enough order and civili~

urion forall oflhem to survive umil, wilh a bil of
luck, theycould be picked up by a passing ship.

The ruins are made ofwood, scavenged from
the remains oflhe various ships which litter the
waters MOUnd lhe is1<lnd, and cobbled together
into a son of fort, the walls ofwhich range from
10 to 15 fl"l'1 high, and are ofhaphaurd
conslruction. 1hese d<tyS, the main gale remains
halfway open, att~ed by only a single~ and
unable 10 stand properly.

Inside the walls are a number of ramshackle
huts and sha<:ks, which still comain the-various
lools and gear of the settlement's~s
inhabilants, left unlouched after aU this time. No
animals~ [heir homes within the settlemenl,
~ rats, insects, and OIOef\~rminlhat usually
infest such places. Still, anyone wandering the­
rotting sheltl'l" can't help bul fed that they are
being y,-atet-t by someone or something with
malicious intent.

lbose few .....bo h.n~ been br",,~ enough to
expJoroe the- small min found no evidence of the
pl"l"Yious inhabirants. 1hose in search ofanswers
about their falewoukl do""~U 10 question
members ofThe Herd, a groupofhor-Sl" people
thalliveon the- p1<lins (_ bdow), who can
confinn that the-senlemenl was occupied by
stranded sailors, and lhat lhey had _n had
some trade with The Herd for a I~, before one
day they muM" barTed their gate and refused 10
acknowledge the outside world. One night not
long after, various members of1be Herd can
lestifyto strange Iighls and sounds issuing from
the- strucrure, and _r since il has remained
uninhabited.

TIle Herd

The Herd is a semi-nomadic group of
centaurs, pegasi, unicoms. and horses (some of
whom are sentient) who roam the plains,
claiming ir as their OWII. Their numbers vary, but
most times there are anywhere from 40 to 60
Creiltures in The Herd. Despite the wide array of
species, the various members ofThe Herd

generally gel along fairly harmoniously, especially
because most ofits members come from races
naturaUypredisposed 10 living in herds. Further,
each and every member ofThe Herd understands
thai together they are strong. and protected from
the many predators that roam Kdwa1e3, while
apart they would be easy prey. This message is the
heart of1he Herd's social fabric, and is imprinted
on its members from a ""Yearly age.

The Herd is run democratkally, with each
member being gi\~n equal Sil'f, from IOe very
young to the infirm, and from nl""'iy adopted
members 10~wbo~ lived in The Herd aU
their life. Equal ....~t ise\"'n given 10 the non­
intelligent members ofThe Herd, and most of lhe
intelligent members of the group conskIer
themsefwos to bin", a closer bond of kinship to lhe
unintelligent horses ....ithin The Herd lhan 10
other intelligent creatures, such as tJa\.~1erson
the island Those member.> ....ith only animal
intelligence naturally h.we difficulty making their
....ishes knoY.n, though, luckily, The Herd al.....ays
has a number ofdruids and deric5 on hand who
areable to communicate y,ith such individuals
and interpret for them .....benever it comes time for
The Herd to bin't'a mre.

For the most pan, The Hem concerns ilself
with its awn survival, and with the happiness of
its members. 11tis means thai, for IOe most pan,
The Herd spends irs time running on IOe open
plains, tJa\.'t'lling from place to place, and
slopping only to graze (and, in Ihe case of some of
its members, to hunt and forage). The Herd does
its best to avoid large pred.!IOrs, but, .....hen
pressed, .....ill not hesitate to fight lhem.

The Herd's sense of self'preserv,uion
generally leads il to be suspicious of newcomers
to the island. They have a long-standing rivalry
with thewizard naturalisr Pennar (see below),
who they blame for ruining the beauty of the
plains with his tower, and who Ihey SUSpecl is
secretly trying to bring "civiliution" to the island
in the fonn of construction and deforestation.
Still, as long as d travelerdoesn'l appear to have
the intention or the means of doing any kind of
real hann to the island, The Herd is generally
willing toat least talk with them, and possibly



trade with them as well.

Anyone who really wants to get the aid of
The Herd must become an honorary member,
however. This is not a simple prospect, and
requires that the prospective member go through
a number ofdifficult trials, as well as perform a
great service for The Herd, in order top~ both
their worth and their dt"o1>don. Even then, they
must beacu"pted by a general VOle ofThe Herd. If
acu"pted, one inunediately gains the full rights of
a hero member, and aU members ofThe Hero
11dVl' a starting attitude of helpful ICM'ilrds him or
h.,.

Pennar's Tower

NNJ" 1M ~terof tbe plains can be found a
magnificent 6o-foot tallt0W6, home to the­
human wizard, Pennar (LC male human ....UanI
12). 1he tCM'B is built ofwhite st~,which neMIy
glNIIlS in ~sunligtll,and topped bya pNked
roo( Entering through the ornate wooden doors,
Pes will find a grand S1airc~ that winds along
the walls to the top ofthe to\OoW. The bottom
Roors~ mostlyas Iibtari~ for both PennMs
roll~ofbooks, as wdl as his numerous not~
from his island studies. 1he uppermost floor is
~uipprdwith atel~ that allO\Oo"5 Pennar to
look out upon the island; tbe floor difectJy below
this is his bedroom.

like manyofthosewho havevisited the
island, Pennar first found himself here quill' by
accident when his ship wrecked on the dangerous
rM: Havingal....-ays had something ofa naruralist
bent, he was enthralled by the fantastic flora and
fauna ofthe island, and found himself quite
reluctant to Il'a\'e when he and the other survirors
were l'l'SCUed by a passing ship a few months later.
It was only another few shon months later that he
returned to the island, this time prepared to stay
as long as it took to properly dOCUllient all the
mysteries of the island's life. He has now been on
the island fordose to 10 years, and has amassed
volumes of notes about the various plants and
animals on the island, as well as noting the
strange reincarnation magic and proposing a few
theories about how, exactly, it works. He wishes
for the island to be preserved as it is, fervently

declaring that "much can be learned from careful
study and obseniation of this unique ecosystem,·
and ",ill oppose any suggestions of -civilizing- the
island, or worse, exploiting it for resources or any
other reason.

Pennar himself is wdl past middle-aged,
with thinning grey hair and a shan beard (which,
despite living alone, he keeps fastidiously well­
kept). He is generally mild-malUlered, except
when talking about the island - then, he spe.lks
excitedly, increasing in both speed and pitch and
often jumping about in topics in a somewhat
ronfusing manner, until he remembers his visitor
and apologizes, citing his lack of human
rompanions. He is almost always accompanied by
his air mephit familiar, PivizIix. Pennar has a
good heart and is eager to befriend newcomers to
the island, happy to have an audience for his
discoveries. However, he takes a dim viewof



those who seek to hann the island, or would use
him, and when faced with such individuals
Pennarwill completely shun them,locking
himself up tight in tower and refusing to let them
in. Smart adventurers avoid losing his favor,
however, as he can prove to bea valuable ally and
resource.

Pennar has a variety of services to offer, and
is oneof the few places on the island for such
things. Though, as he will explain to anyone who
will listen, he prefers to focus on field work and
study, Pennar is in fact an accomplished alchemist
and enchanter, and can provide potions and,
given time, even magic items for thosewho
befriend him. Though he charges for his services
(he explains sadly, if asked, that his research is
very expensive, and he is quite underfunded by
his order, so he must find funding somewhere),
he has been known to waive such fees in exchange
for various services to aid in his research, such as
the capture of certain live specimens for him to
examine, gathering samples of the local flora, and
so forth.

The tower also contains a pennanent
leJeporlillion cin;lewhich grants Pennar easy
access to civilization, depositing travelers in the
wizard's home on the mainland, not far from the
academy that provides him what funding he
receives. Pennaruses this teleporr,u;on circle to
send his results (and requests for funding and
supplies) back to his peers, and also to ship in the
various supplies (including food, alchemical and
spell components, oil, wax, paper, ink, and the
like) that allow him to continue living
comfortdbly. Pennar himself never ledves the
isldnd, dlwdfS sending pjviz!ix in his stedd. The
wizard doesn't mind dllowing travelers to use the
leJeporlillion circle for free, though regrettdbly
the enchantment WdS improperly installed, and
onlyworks some of the time. \¥hile travelers Cdn
go from the wizard's home on the mainland back
to the towerdt dny time, travel offof the island
functions only on the first day ofeach month.

The Western F<0"«e'51' _

Less immediately hostile than the Eastern
Forest, this region of the island is still a wild

place, and not somewhere for adventurers to let
their guard down. It is notably drier than the
Eastern Forest in that it has a relatively solid
ground towdlk on, though it is still quite humid,
and often shrouded in thick, jungle mists. In
addition to an abundance of plant and animal life,
this region is home to no less than three different
cultures of intelligent life.

The predOmillilllt intelligent rdce in this
region of the island is dryad, dnd, indeed, nedrly
all of the isldnd's drydd population is contained
within this section ofthe forest. Most of these
drydds are bonded to a single, magical tree which
is hidden deep in the Western Forest. They
concern themselves primarily with this tree's
protection, dnd also with the protection and
cultivation of a unique grove of magicdl fruit, also
hidden in the region.

Their chief competitor in theared is a race of
primeval dpe-men, known as the uktan, who
reside in an ancient and abandoned temple from a
time long forgotten, and venture out to hunt and
protect what they consider to be their territory,
which encompasses anywhere that they happen to
tr.wel. to. They dre very aggressive and insuldted,
and so react poorly to travelers.

Finally, the closest thing to d bastion of
civilization in this especially primeval section of
the island is a small, hidden town, whose
population is comprised entirely ofsentient,
talking dnimals. Known simply as "the vilIdge" to
its inhabitdnts, this anomaly is likely an
adventurer's best hope for hospitdlity in this
section of the island.

TIle Animal Village

Not all of the life in the Western Forest is
hostile to travelers, and, in fact, some of its
inhabitants just want to be left in peace. The best
place for an adventurer to look for hospitdlity is
the fabled "animal village" located in a hidden
valley deep in this section of the island. Though
the remote spot is not easy to find, the village's
inhabitants are generally quite friendly, as long dS
those who visit their hideawdy dre not themselves
hostile, and promise not to reveal the location of



the village to anyone.

As the village's lIame implies, the villagers
are all animals (and, in a few race exceptions,
magical beasts). Despite this, they are all
intelligent, and all capable ofspeech. Mosl of the
anima.ls in the village ace ei!:her humans whodied
on the island and then transformed into an
anima.l through the strange rejlM!l1aDon process
unique to lhis isLmd, or else ace the descendants
ofsomeone who did. A h.mdfu] ofthe village's
inhabitants, howeover, such as Ttzmar (N male
manticore fighter 6), !:heman~ whose~ as
its self-appointed gu.udian, an' naturally­
intelligent magical bNsts who joined the small
rommunity for one reason or another. The vi11age
also houses a few individuals who an' still
relatively humanoid, bullliM' been bNviIy
altered by mut,uions ofvarious sorts, and also,
oddly, a few natural animals thallliM' somehow
developed sentience.

Life in the village is fairly peaceful, and
fust-timevisitors are often surprised to see
predators getting along with and working beside
their natural prey, rather than simply eating
them. Though the villagers aren't vegetarian (at
least, 1I0t the ones that normally eat me.ll), it is

expressly forbidden to attack another member of
the village, and so the predaloryvillagers are
always caceful to check whether their next meal is
able to talk before digging in.

Most of the villagers live in simple huts
made ofavailable materials, sired appropriately
for !:he inhabitants, but some prefer a more
natural living space. There are usually more IaJge
huts ilVil.ilable than an' actually being used, and so
space can typically be found for visitors. The
villagers an' geneRl1y happy to shan:- whal they
Imowabout the island, though f_ofthem eo.=
vrn~ far from the village itself, and almost
none of them ~"1."r le.r."1." the Western forest..

Nathrigaeus, the Immortal Tree

Hidden deep within the Western Forest is a
singulM tree, known 10 those few who havt- heard
of it as ~Nathrigaeus:or "The Immortal Tree,~bul
known to !:he massive number ofdryads bonded
to it simply as "the Master.-Though it is taller
than most other trees on the island, it does nol
quite tower aver Ihe resl of the forest, and is, in
fact, quite hard to find. Though some lucky few
have managed loachievean audience with the
tree (mostly those Jiving on the island, such as



Pennar, though strangers on the is13nd are
allowed to reach the treewith surprising
frequency; see below), it is said that the only way
to find the grove in which it resides is if the tree,
itself, wants to be found. 1he exact nature of this
protection is unknown, but it is generally beli~
that the dryads, or perhaps the tree irself, use
(xl'Ylerful illusion and enchantment magic to
misdirect tr;n't'lers, and, in extreme cases,
infIuen«" plants and animals to dri\'t' away
unwanted trespassen-lethdlly, if necessary.

Perhaps the most surprising thing about the
tne is that it is inteUigent, and, in fact, was not
always a tIft'. Nathrigaeus began life as a human
sorrerer, C'l"nturies ago, and as~ began to n~
old age~ det:el"ll1iMd to unlock t~ secrets of
et:emal ~th. Having heard romofS about the
island's magical properties, he set out to _ if he
could WlJ'iI\oti their secret and 1M fOft'Yer. While
on the isLmd, hcJy,'t"\'eI', the local wildlife got the
better of him and he died, only to find hm-lf
reborn as a sapling.

Hisinte~and magical poI'-'eI'S
remained, oo.."t"\'t'f, and after a few deudes he
managed to leam how to cast spells witham the
brnefi.t ofa mouth or hands. Sbonly after this he
began using his poIO't'fS to infI~the isLmd's
dryad population, channing them and bringing
them under his power, one byone, until he was
personally bonded "'ith nearly every dryad on the
island, who each~ and tends him with a
~ dt'\OtiolL

The ancient tree SOKerel' uses these dryads
as his~ ran, and hands throughout the
Western Forest, and isable to directly control the
actions of several al a time, seeing through their
t')'t'S and speaking through their mouths. He is
careful to keep the dryads from wandering too far
from him, however, because after a certain range
(about 15 miles), nOI only is he unable to control
them directly, but his sorcerous hold over their
minds begins to fade and unravel. A handful of
dryads have escaped his control in this fashion,
and remain outside this range, channing animals
and passersby to aid them illlrying to free their
sisters.

N.1thrigaeus is keenly interested in
becoming human again, and believes that his
time here has infused him wilh enough life
energy that he should be able to live for eons yet
to corne, even asa human. His soul nearly did not
survive his first rejuvt'nation, however, and he is
not willing to risk that rnethod of returning to his
natural fonn. For this reason, he is usually willing
to meet with~turersor t:rin't'lers on the
island, in the hopes that they",ill have
infonnation that can aid him in his goals. He is
prepared to oller great t't"\VMds to anywho can aid
him in becoming human again.

The Orchard of Enlightenment

This mythica.l orchard is hidden relatively
near the horneofN.1thrigaeus, the lnunortal Tree
(_a~), and isronstilDtly guan:Ied and lended
by the dJ)-ads under Nathrigaeus' command. The
grm.'t' is always inhabited by at least t\l.'Q doz.en
dryads. who see to the needs ofthe dozens of \'t'I)'

specia.lln'eS that can be found only in this small
section ofthe island.

Though many of the fruits and ~ablesof
the island M't' magica.l properties that benefit
those who eat them, the fruits from lhis orchard
aI'e specia.l~ on this isLmd. 1be fruit from
these tn't'S is a bright red, and aboul the size ofan
adult human's head. They are\'t'l)' lightweighl, as
their skin is quit!' thin, and their insides are
naturally light and airy. They are said 10 taste
incredibly sweet:, though that is not the reason
why theyare highly sought after.

Acrording to rumor, art)One who consumes
one of these fruits becomes awakened toOl great
secret, and becomes wrnlightened." Theexact
nature of this divine truth is rarely even
speculated at in rornor, though those few dryads
who have escaped from N.1thrigaeus' control will
confinn for anyone who asks that these fruit do,
indeed, grant enlightenment, though the dryads
themselves are forbidden from tasting Ihe fruil or
bonding with the fruit's trees, for fear that the
Immorta.l Treewilliose his grip O\'er them.
Nathrigaeus is, in fact, quite protective of the
froit, and only very rarely shares even a single
piece of it, and then only to those who hoWe done
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the tree a great service. Most of the orchard's &lring more fruit will not allow him to increase
harvest is collected by the dryads and buried other abilitysrores.
benedth the great tree's roots, though what, if
anything, the Immortal Tree gets from consuming Uktan Temple
such large quantities of the fruit is unclear.

Any time a creature consumes one of these
fruits, he is inunediatelycured of any chann or
compulsion effect which may have been affecting
him. Additionally, the wry first time (and only
the first time) that a creature consumes one of
these fruits, he may irrunediately increase his
Intelligence, ,""sdom, or Charisma score by +1.

This bonus is permanent, and stacks with any
other bonuses to that ability score. He may
choose only one ability score to increase, and

The most edsily-located landmark in the
Western Forest is probdbly the ancient temple
that is the home of the Uktan, a race of primitive,
ape-like humanoids. The temple, which takes the
form ofa stone ziggurat some 150 fl'l't tall, tov.'ers
above the forest canopy. Its position at the top of
a large foothill nl'dr the base of Mount Kawa11'd
means that it is l'dSilyvisible from great distances
away, as long as one can get a good view through
the forest's thick vegetation.



No om," is certain who built the temple, as it
appean to be far older than even myths and
legends about this island. It is generally agreed
(though not in anywayconfinned) that who- or
whatever was responsible for theconstroction of
this building also built the similar strocture in the
Eastern forest. Indeed, the architecture between
the two, and also the lesser-known temple at the
top of the mountain, are similar, but the U\..."tan
art' far too territorial and aggressiYe toallow
all)Vne to closely study their home for clues as to
its origin.

In fact, the Uktan claim to be the original
cre.ltors of the temple, and to Moe lived in it since
the beginning of the world. While these claims
~m unlikely, theydoservt' to illusuate the
important point thaI no one \mows the identity of
the temple's builders, orwhat has become of
them. It is t"Iltirely possible lhat the Uktan m<!Y be
the last rt"IIII\olJ\tsordescendantsof the island's
original inhabitants, and that, buried deep in
their fortre>s-like compound, there Illol)' be
ilIlS'o\o'ft'!i to the island's history and the nature of
the strangl" magics thaI suffuse it.

The Uktan moe\'l'I')'primitr.oe 1Ms, with tM
ma;orityofan m:tan's daily life being spent
hunting and gathering in the aredS around lheir
temple, and protecting the area from rrespassers,
which, to the Uktan, include any intelligenr
cre.ltures.. Usu.illy anyone unfortlln.lte enough to
come across a hunting Uktan is subdued on tM
spot, and taken back to the temple, "':here they
art' brought before the Uktan chieftain (rypically
the most ~rfuIwarrior in Ihe tribe: the
current chieftain is named Golthak (CE male
Uktan barbarian 6). a palticularlyviolenr and
ambition chieftain), who then presides in
judgement 0\It'J them. Some travelers who were
able to offer something of"aluI" to Ihe tribe (or ar
least to the chieftain), h.we been allO'l'o'ed to go
free. but most are killed and eaten by the savage
Uktan, making any attempt to search the temple
for infonnation or treasure a very risky
proposition, indeed.

Those that do, however, may be rew<lrde<1
with some remnants of Iheancielll civiliZ<ltion
that once inhabite<1 the island, and whether or

not the uktan ilIe, in f<let, descendants of that
civilization (see Camuntldr, the Spirit of Rebirth,
in the section detili\ing Mount Kawa'lea, for more
infonnation). Further, they will find a special
teleportdtion circle designed toalloweasy travel
berwet"n this temple, the one in the Western
Forest, and the one in the caldera at the healt of
the island. 1be magic inhert"llt in the
releportdrion circle has stopped working. having
appdR"ntly been dispelled ages ago by some
~oerful fon:e. The Vilrious runes and sigils are all
still in place, h~oer. and can prove invaluable in
restoring the telqxntation circle in the eastern
remple to life, allowing easy access to the third
temple.

1lll:...Eastem F~Q~[~e~st,--- _

l1ris section of the island is separaled from
the Western Forest not so much by any specific
Lmdm.uk, but rather by a change in the IliIture of
the Lmd itsel.f.. \Vhile the Western Forest has a
thick and humid air, and can hardly be called
"dry; the East~ Forest is undeniably the damper
forest, and, in fact, much of this region is more of
a thid: bog or swampland than a ploper forest.

As though to match the terrain, much of this
s.ection ofthe island is dominaled by theannies
ofa crea.ture 1rnlM-"ll as the Marsh King. Twisted,
abominable monstrosities, these pel'\1el'Sions of
nature stiilk the forest looking for healthy
cre.ltures 10 take bad: to their fell master, making
this Tegion one of the leas! hospitable ones on the
Wond.

Beyond that, the rrgion boasts more insects
;md tangling underbrush than any"..here else in
the island,;md is iiIso borne to more poisonous
plants and creatures, as well as more sources of
rank disease than any other part ohhe island. As a
fin.a.l addition to ils chann, it is also rife with
quicks<lnd and other natural hazards, making it a
nighlmilre for ewn se<lsone<1 bushwhackers.

The region does boast some hidden treasures
thaI may be worth an adventurer's time, however,
including a fountain ofyouth, a mysterious and
ancient stone temple that may hold some of the
island's secrets for those brave enough to plumb



its depths, and a ring of mystical standing stones
carved in the shape of faces.

The Abandoned Temple

One of the few structures on the island, this
massive stone structure is located near the heart
of the Eastern Forest, and has been abandoned for
longer than just about anyone on the island can
remember. Built in the fonn ofa massive ziggurat
out of huge slabs of stone, the temple is simply
proving too heavy as the Eastern Forest slowly
becomes more and more ofa swamp, and has
been sinking into the murk for decades, losing
nearly fifteen feet of height. Luckily, the temple
has an entrance at its top, allowing those daring
enough to explore it the opportunity to do so,
except during monsoon season, when the entire
structure becomes submerged beneath the rising
waters.

No one is quite sure what is to be found
inside the temple: the Marsh King's followers
avoid it, and all the previous adventurers who have
tried to explore it have n~r returned. There can
be no denying that it is man-made and quite
ancient, however, and it is generally considered
the best place to go for those in search of the
source of the island's unique magical properties,
as the only other widely-known structure on the
island, a similar building in the Western Forest, is
inhabited by the fiercely territorial and deadly
Uktan, making uncertainty the more attractive of
the two options.

One thing that is certain about the temple
(though not known except to those who discover it
on their own) is that it contains the partially­
ruined remains ofa teleportation circle designed
to connect it to the other two temples on the
island: in the Western Forest and in the caldera at
the top of Mount Kawa'lea. Though the
(eJeportd(ion cirde is currently not functioning,
close magical scrutiny (Knowledge (arcana) or
Spellcraft DC 20) reveals that several of the glyphs
have been badly damaged and are completely
illegible. Because of the unique nature of this
(eJepor(d(jon circle (allowing travel to multiple
locations), it will be all but impossible to guess the
nature of the damaged glyphs, but those who visit

the temple in the Western Forest will find a
similar teleportation circle there that may be able
to help in that regard.

The temple may also contain hints as to the
nature of the island's secret, orat least its ancient
history. See Carnunnar, the Spirit of Rebirth, in
the section describing Mount KaWil'lea, for more
infonnation.

The Fountain of Eternal Youth

According to legend, hidden somewhere
deep within the Eastern Forest, there is a spring
or fountain that can grant the gift of eternal
youth and vigor, preventing any who drink its
Wilters from the ravages of time. Many an explorer
has ventured to Kawa1ea in the past in search of
just this prize, though ifany of them were
successful they did not share this fact with the
world. In fact, its exact location seems to be
unknown to the island's inhabitants, or, rather,
any who do know ille likewise silent about where
it can be found, though it is generally agreed by
the island's intelligent inhabitants that the
fountain does exist, and that it can be found
somewhere in the Eastern Forest.

One thing that the rumors (both local and
abroad) of the fountain disagree on is its origin.
Most of the island's inhabitants simply don't
question the reason behind its mythical effect: so
many things on the island can magically alter a
creature's life, whyshould this spring be any
different? Those who consider such things,
however, point out that most of the waters on the
island do not ha""" this effect, begging the
question of what is special about this in
particular spring. Some believe that the Wilters
from this fountain (or well, or hot spring, or, in
some cases, even pond or creek: the legends and
rumors vary) are fed directly from the heart of the
island, and somehow connected to the source of
the place's magic, or maybe even its cause. Others
belie""" that it was created by an ancient and
forgotten race that once inhabited the island, or
else a long-dead deity that once watched over it.

All rumors about this particular "fountain of
youth," however, agree on the nature of the



blessing it grants to those who drink its waters,
which is one of the strongest pie<:es ofevidence in
favor of the rumors being true. Any living creature
that drinks from the fountain is immediately
restored to the prime of their youth (roll the
character's new age by rolling on the Random
Starting Ages table from the PillhFinder
Roleplaying Came Core Rulebookusing the
character's race and class). The character no
longer ages, and is immune to aging effe<:ts ofall
kinds. This effect is pennanent: only one drink
from the fountain is required to gain eternal
youth.

Any undead creature that drinks from the
fountain is affected as though by the spell cure
crilic..,1 wound5. An undead creature that is
completely submerged in the fountain is instantly
destroyed. Creatures that are neither living nor
dead (such as constructs) are unaffected by the
fountain.

Thewaters of the fountain only keep their
potency for so long once they are removed from
the fountain, however: within one week of being
removed, water from the fountain becomes
ordinary spring water.

The Marsh King

The undisputed ruler ofthe Eastern Forest is
the Marsh King, a feral tyrant who commands an
armyof twisted and mutated slaves that shamble
through the region's fetid murk, seeking out prey
or slaves to hand over to their twisted master. The
Marsh King desires nothing less than complete
domination of the island, and it is no secret that
he desperately covets the se<:ret of the island's
excess life energies, though the exact reason for
this is known only to a select few of the Marsh
King's confidants.

Most know the Marsh King only by
reputation, and through the actions of his
soldiers, who are universally mutated in horrible
and grotesque ways, and generally border on
mindlessness, barely intelligent enough to
understand the Marsh King's simple instructions
to "attack intruders and bring prisoners to me."
Many fuil in this, d5 well, simply butchering any

intelligent creatures on the spot, or devouring
them whole. In fact, manyof the Marsh King's
~soldiers" are mutated animals, rather than
mutated humanoids, though whatever process
transfonns them in this way seems to actually
improve the intelligence ofsuch animals, and
some of them can even talk, even if theyrarely
have much to say. These mutations are a puzzle to
many of the other inhabitants of the island, as
they are very distinct from those Cdused by the
island's curious rejuvenation property, and
generally manifest in malfonned limbs that are
either withered or oversized, as well as skin
discolorations and huge tumors which bulge
underneath the creature's skin.

The Marsh King is, in fact, a particularly
powerful and ancient hezrou demon named
Karthukus (CE male advanced hezrou, CR 15) who
has dwelt on the island for millennia. like many
mortals after him, the Marsh King travelled to
Kawa1ea in order to umavel the mysteries of the
island's potent life magic, and to corrupt them to
his own ends. Somehow, he became imprisoned
deep in a cave beneath the Eastern Forest, though
the means by which he was trapped is something
the demon refuses to discuss with anyone. It's
possible that hewas imprisoned by the island's
original inhabitants, who built the various stone
temples found across the island, or that some deity
that watches over the island intervened, or
perhaps even a traveler to the island was
responsible. Whatever the case, the Marsh King
has d",-elt at the bottom of a cavern in the middle
of the swamp, unable to leave, for centuries.

This has given the Marsh King plenty of time
to corrupt the region around him, at it is in fact his
presence that has caused the Eastern Forest to
become such a fetid swamp, and his personal hand
that has mutated the various creatures that seI"\o"e

him.

At any given time, the Marsh King is
concerned with three things, and those who wish
to deal with him (or fear that they may be brought
before him by his minions) may be able to use
these to theiradVilntage. His primary concern is to
find a way to free himself from his prison, though
he has no idea how to do so, and becomes quite



angry with any who ask hilTL His second-most
immediate concern is ensuring a steady supply of
the various ~simple pleasures" any hezrou enjoys:
murder, sadism, sacrilege, and so on. It is for this
reason that he has his "soldiers" bring prisoners
to him, as well as to bolster his forces by
transfonning any who survive his attentions.
Finally, his third concern is to learn more about
the nature of the island's IIldgiC (he has
developed some theories in his long time here,
but has been unable toconfumany of them), and
to find a way to corrupt or pervert it.

Beyond that, the Marsh King focuses on
expanding his territory. Exactly how he does this
is unclear: he may send hisdefonned minions out
into territory near his own, and they in some way
corrupt it or at least prepare it for his influence,
or else his corruptive miasma spreads outward on
its own (possibly intensified by his will), and then
his minions follow. Either way, the size of the
Eastern Forest nas been slowly but steadily
growing for centuries. In recent years, it had
grown at a much faster rate, but has thankfully
been stopped (temporarily, at least), by a large
river which now separates the Eastern Forest from
the Western Forest.

The Standing Stones

These IIldssive stones stand about zo feet
tall, and have dearly been carved in the shape of
heads. There are four of them, each facing
outwards from a center point about 10 feet from
each of the stones, with one stone in each of the
cardinal directions. Though they seem to be
carved from normal stone, they have a number of
powerful IIldgiCai properties. Firstly, they seem to
slowly regenerate: while they can be daIIldged
normally, such damage heals on its own after a
day or so. Thisalso means that the stones appear
to be freshly carved, with no indication oferosion
on their features (though some of them are fairly
overgrown with moss and vines in places).

\Vhenever a creature stands in the center of
the stones, or any time a spell with the light or
healing descriptor is cast within 100 feet of one of
the stones, they aniIIldte, all speaking in unison
with a deep tone reminiscent of the very earth

itself. The language they speak is long dead,
though creatures benefitting from comprehend
languages, tongues, or similar spells or effects can
understand the speech dearly. The stones explain
that they were placed as guardians of the island
(though they do not reveal bywho), and that they
watch over it. They then go on to detail a ritual
that can be used to invoke their protection. lbis
ritual involves standing in the center of the stones
at sunrise and asking the stones for their
protection. Though the stones are not intelligent,
and cannot think to say so to those who encounter
them, this ritual must be perfonned in the same
language that the stones themselves are
programmed to speak.

Those who successfully perfonn the ritual
are permanently blessed by the stones, and gain a
limited protection from spells ofthe necromancy
school. \Vhenever the character is allowed a
saving throw to resist the effects of a necromancy
spell, he IIldy rerall that saving throw once,
though ifhe does he must take the second result.
This ability must be used before the success or
failure of the saving throw is announced. Only
one person can invoke the standing stones per
day, though characters who have been granted
this boon retain it indefinitely.

By contrast, however, characters who cast a
spell of the necroIllilllCY school within 30 feet of
the stones immediately attract their ire: all the
stones turn to face the caster, and speak a warning
(also in their dead language) that such IIldgic is
forbidden on the island. If the caster casts another
spell of the necroIIldncy school (even years later)
within this range, the stones attack him (treat the
stones as immobile stone golems that do not have
theirslam attack, but instead can cast seilr;1J8
light once per round, with the rays firing from the
stones' eyes, and the spell's caster level being
equal to the golem's hit dice).

Mount Kawa'le~a,,-- _

The center ofthe island is dominated by an
inactive volcano, which tov.'ers over the rest of the
island with a summit of ll,OOO feet. The
mountain's broken peak is home to the largest
standing bodyof fresh wateron the island, known
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to the locals as Caldera Lake. Caldera Lake's
waten are primarily the result ofexcess rain from
the monsoon season and runoff from the snow
and ice which accumulate on the high peaks. and
accounl for the SOUK"" water for the island's many
riven and streams. lbough the lake is relatMIy
clNr, its floor is lost 10 darlmess, 1e.l.ving the true
depths of the lake a mystery 10 the casuaJ
obseT\-er.Co~ \O-ithin the lake's sbadOYo-'S isa
greal stonework lemple. Smmgety irmnune to
erosion, lhis mammothstru~resembles an
ao.-ergrown Dggu.r;Jt, with exaggeratedI~
and massr.-e obeLisb adorning each le\-el

1be temple is noI the mountain's only
secret, bowe'\-er, and thegreat slopes hide
nwnerous other hidden f.Kets. Like much of the
island, the mountain is heavily forested up loa
distance ofabout 10,000 feet, beyond which the
colder temperatures and swift waten of the
changing seasons lceoep thewgetation to a
minimum. Hidden among the river-strewn jungle
are a number of spectacular waterfalls. Among
these, one is remarked as being particularly
grandiose. Known to the locals as the Silver Veil,
this immense waterfall is the result of the island's

great river breaking avera massive cliff on the
mOlllltain's south face. The effect is a I']OO-foot­
wide, ']OO-foot waterfall emptyillg into the island's
second largest lake, known as Silver Lake. This
lake then spills into a large river thaI separates the
Eastern and Western forests. Behind the swift­
flowing white walen of the Silver Veil is a great
system ofCillit'S, said 10 be home to a group of fey
who call themsdvtos "Custodians of the Veil."
Despite being a relatiYdy small area,~ Cin't'S

offer SOlIH' of the most isolated locales on the
entire isLmd. Hiddm illone such recess is a
mighty druid, ",nose isolalion and prefet'eIlCe for
50lilUde IDif)' suggest great know\edge 01" simple
lun.><y_

Am-enlUren on the mountain would do ",-ell
10 bring climbing equipmem and survival gear.
Exploren to the Caldera Lake or Silver VeillDif)'
wish to bring magic to aid in swimming 01"

breathing underwater, while those looking to
explore the hidden temple or Veil Ca....-s will find
light spells and darkvision quite useful. FinaUy,
those seeking the hennit or the fey should come
prepared to parley, as these isolationist denizens
may not be in a talking mood.



TIle Caldera

The broken peaks of the mountain encircle a
massive caldera left O"o't'r from the yolcano's Lut
ancient days ofactivity. This caldera extends
ne.uty 2000 feet into the mountain's heart, where
the yoicanic rock has hardened lM."J" much of the
wkano's crater, kaving a 0'eIIleIld0us chamber
that houses a miraculously intact stonewol"k
temple. Both the caldera and tbechamber~
now, after thousands ofyean, filled 'oI-ith water,
the result of monsoons and melting snowcaps.
The lake fonus the island's largest body of fresh
water. both in tenns ofvolume and area. Caldera
Lake's unnaturally clear waten iU"l" home to
nwnerous fonns ofmarine life, including fish,
sharks, dtagon tunles, and e\'l'n a handful of
bronze and blacle dragons. These crl'iltures often
possess incredible mutations and sl:rimge po",~rs

that make them extraordinarily fonnidable.
About 200 feet down, the clear water begins to
become more murley, as sediment from the
volcano starts to cut oll'the light from abow,
providing a ratherconvernent cover for dle even
more dangerous creatures which lurk in the
darkness. While exploring the caldera,
adventurers will quickly notice that most of the
cre.ltures ne.lr the heart of the island are
predatory and fieK"l'1y territorial, making
reaching the hidden temple a difficult and deadly
task. 'The closer to the temple one ;eumeys, the
more dangerous the $UITOWlding ......ten become,
with the temple itself protected by a drNded
laaken called Versuviwn, .....hich. considers it his.

Versuvium (U male~ kraken, CR
19) is a dangerous beastwithlittle tolerance for
invaders into his territory. Still, despite his
impressive physical pI'O'oll'l'SS and violent
disposition, Versuvium is a cre.lture ofcunning
inteUect ruled by greed. While he generally Idlls
anything to enler his territory, heoften stops
hwnanoids or other intelligent cr&ltures and
engages in dialogue with them before indulging
his murderous nature. Versuvium is open to
bribery and will often allow his victims to
exchange a magical item for their lives and safe
passage either to or from the temple (but not
both, unless the traveler is clever enough to
specify). He is parricularly fond of the magical

pearls found in the island's cwstal region, to
which he has no access without wandering
adventurers. Despite a reputation for treachery,
Versuvium ....ill keep his .....ord and abide by the
lener ofany deal he makes. It would be wise for
adventurft'S .....ho encountet Versuvium to keep
any deals they make with him simple and with
little room for interpretation, for while more
mmplicated deals can be struck ....ith the kraken.
his pa'A't'rful intellect and cruel natun' often see
him inclined to incorporate loopholes which~
disastrous for the other sid~.

The Temple

Hidden within the icy depths of the "ast
caldera chamber, in the eMCt center of the
mountain, is a great stonework temple. The stone
of the temple is magically presen>ed despite
millennia underwater, and shines with a subcle
mpper florescence, making il clearly visible in the
surrounding darkness a be<lcon that can be seen
for several hundred feet through the watery
gloom. OIer 200 feet high. the temple rises in ten
.w-foot-high terraces, forming a truly massive
ziggurat. At each comer ofeach terrace is a large
obelisk of black YOlcanic stone, 40 feet hight and
carved with strange ancient runes in a Lmguage
long lost to mortal memory, which glow softly in
the vast sea. The base of the templ~ is unlike the
others, in that it is devoid ofsuch obelisks,
instead featuring a group ofidenlical, !qUiIll',

megalithic, ljO-fool-high t""''t'r5.

~ templlt"s most obvious enD'imCt' is a pair
of thick stonlt' doors found at its base on the
northern sidIt'. These also bear car"ed and ping
runes, and h.r.~ no handles or other vislble means
of~g. In filet, they weI'I[' desisr-l to open
magically "'ith a oonunand word (in a naw-dead
language), and eYl"I1 iftheword Wen' to be
discovered, thq opened outwards, and the
pressure of millions of tons ofwater ensures that
explorers willl1if\ll"great difficulty in gaining
aCClt'Ss to the temple this way. Characters who
search to top of the four larger towers at the
temple's base will find that each of these bas a
stone door which can be opened inwards with
relatively litlle difficulty. thougll doing so without
flooding the entire compound may prove difficult.



The best means ofentering the temple is
actUdlly not here at all, but rather via lhe olher
two lemples localed on the isl<md, in the eastern
and \\-'t'Stern jungles. Each of the three lemples
contains a room designed to allow quick
transport from one lemple to another, in the form
of specia.l teleportdtion circ/nwhich can teleport
crt'iItures toeitherof the other two temples.
Neither of the other templn' circlncu~ndy
functions, but one can be salvaged with a linle
work.. Ser the temples'res~entries for more
information.

Howt"vl'r one gains entrance to the temple,
they quiddy find that while the stone ITI<IY h.wr
been magically preseI'~ throughoul the
centuries, the interior of the building has been
dramatically~.Ifone looks \"ery closdy,
evid~can be found ofthe temple's origins,
and subtie'duescan be seen that a gi\"en room
might ODCl' bon"e been the s1~ingchambers ofa
pea<.-eful monk, or a kitchen, or a p!dce fordaily
P"'Y"'.

What is immediately obYious, ho\I.'l!Yef, is
that e\'""}'thing has been CO\"erM in a weird,
mutant substance that appears at first to be a
mold or fungus of some kind, but is actually
animal in naruce. It pulses and glows in unnarural
shades of greoen and purple, and has grown to
~ IlNfIy ('\'eI)'su~of the forgotten temple.
Other mutated fonnsoflifec:an be found
throughout the temple, as "'"ell. Honific and
~ble,most oft~shambling
monsters barely seem alM, with their organs on
the outside, and strange appendages grov.ing
from unusual pliK"eS. Those wilh Cl strong grasp of
biology will discover that these CfNlUres (many
ClSlargeas a man or larger) are actually highly
mutated bacteria and similarCfNtures, which
~ been trapped in the temple sinreancient
times and warped by the power at its hean.

Theothercommon sight in the temple is the
soulsof Cre.ltures (sentient and olherwise) that
have died on the island. Pulled in by lheenergies
the temple constantly exudes, these souls are
trapped in the temple, unable to leave, and,
ewntually, are absorbed in the telllple's heart.
Thosewith enough willpower to maintain at least

some control are able to wander the temple,
hOl'.·ever, and may aid travelers and provide them
with information, or, just as likely, attack them.
especially as many of the souls belonged to
predatory beasts in life.

A Luge room on the ground floor of the
temple contains a swirling vortex of such souls.
which glow with a blue-green luminescenre, and
appear hazy and misty from a distance, but,
vie....ed up close, art' perfect (if translucent)
images of the crea.~asit appeared in life. A
raise dead, Il'SUJ'Tertion, or true resurrKtion spell
targeted on one of these souls can instamly
Il'tum it to life.

At. the bottom of thisghostlyvortex isa
hollow stone pillar, about ten f~ taU and five f~
to a side, ....hich forms a shaft leading down to a
chamber below the bottom floor of the temple,
....illch houses the~ of the abundance of life
~OD KiI....a1ea..

Carnunnar, the Spirit of Rebirth

At. the heart ofthe ancient temple at the
bottom ofa mass.i\~ caldera on the peak of the
mountain at the c=ter of Ka....a1ea lies
CarnUIlDilf, an ancient god of fertility, life and
rebirth. Or, rather, ....hat lurks there are the
remains of CarnUIlDilf, a deity that has been
rn.pped in a quasi.-dead state for eons, ('\'ef since a
plM-wfuI ritual to iIMlke his IXMw ....ent horribly
~'Y.

Long ago, the island was inhabited by a
people singuLuiy dewted to the worship of
CarnUIlDilf. It is these people that built the
temples on the island, including the temple in
which Ci!.rnlllUldr now resides. for quite some
time, things ~nt quite well, and the life on the
island was prosperous and good.

One day,h~, a terrible plague struck
the island. 1bis plague was horribly deadly,
causing horrible growths and cancers to erupt
throughout a victim's body, resulting in a
gruesome death within a day or so. The island was
ravaged, and in days only about one in ten of the
island's inhabitants was still alive.



The remaining people pra)iW to Carnunnar
to save them, and to return to life those that had
already died, for such miracles ....'ere things that
the god ofrebirth had been known to do in the
past. Carnunnar, however, drew his powt'r from
the belief of his foUowers, and the plague had left
him nearly po....'erless, as it had claimed n~rlyall
of his beli~rs,and he was unable to adhel'l' to
their requests.

When their prayers went unanswel'l'd, thto
high priestess of Carnunnar determined that the
plague had been a sign ofCamunnar's
displeasuno, and that in order to end thto plague
and hiM- their pta)'ers gTanted, a g:tedt ritual
net'ded to be held toappease him. This invoNed a
~ human sacrifice which claimed ~Iyall
of the island's remaining inhabitams, indud~
the prit'Stl'SS herself, who spoke thto final words of
the ritual with 00 dying breath, believing that,
shoukI the ritual suc:ceed, aU those who ....'l'1'l'

sacrificed would be I'l'tUmed to life by thto
~entgod.

Robbing Carnunnar of thto last of his
wonhippen; did not make things better, hcM'l'\'l'f'.

Though the god would IlOl'ITIally haYt simply
faded into nothingness, the nat~of the ritual
actual1y called him forth to rhe temple, and
empav.'"I'ed him with the life energy ofall those
who had been sacrificed, infusing their sou1s into
his fonn. By DOW, though, the god's mind was
gone: only divine essence and the life fon:e ofrhe
sacrifices 1'l'Inolined.

And that was how itl'l'mained. 1he semi­
divine being that was no longer Camunnar drew
in the spiritual remains of those th<lt died on me
island, slowly ronsuming them in order to grow
larger and gain powt'r, as though striving to I'l'£urn
to its fonnerglory. Perhaps unronselously, or
perh<lps simply through its very presence, the
god-thing reanimated creatures that died on the
island. Hut the process was "awed, and those
returned to lueWt're mutated and transfonned in
the process. This might be because the god itself
was tainted by lingering plague in dIose who
perfonned the sacrifice ages ago, or it may be that
the god lacked true intelligence, and simply did
not know to do differently.

Overthe ages, the creature gradually gained
intelligence, cobbled together from bits and
pieces of the souls it has absorbed. It knows its
OWIlorigin, and that it was once a god named
Camunnar, but its mind now is entirely different
from Camunnar's, and it remembers those times
more as a story than an actual memory.

Now, this godling. which ap~rsas nothing
so much as a floating sphere of blue-green light,
desires to ascend to true godhood by gaining
foUa....'eI'S, giving it mol'l' pav.'l'r and, it hopes, the
pav.'l'r to 1l'dW' the temple it is currently trapped
in, allowing it to spread its influence beyond the
island. Ifencountered by adwntul'l'l'S, it attempts
to com'l'n them to ....~pping it, orat least
aiding it, offering gteilt reo.o.orrds for rompliance,
and, quite possibly, f'l'SOI'ting to violence if.....,...,.
The Silver Veil

The largest '\'aterfal.l on the island has a
drop-offof]OO feet and is l700 feet wide,
culminating in a~ lake befOt'l' the rMr
continues its COur.il'. 1he sound of.....ater crashing
can be he.m:I for miles around, and the Silver Veil
is one of the most rt'COgIli:z.Jble Landmatb in the
othern-ise thick and llNT-unnavigable jungle that
drapes the mountain. lbe lake is perfectly cl~r,

about 10 feel det-p at its deepest, and Sl'I"\o'l'S as a
popular .....atering spot for many local animals.
Srrangrely, relatively few attacks occur at the
water's edge, which many belil'\'t' to be me work
ofthe fey.

The cascading waterfalls that give the Silver
Veil its name obscure an inunense cave system
inhabited bya large nwnber ofsprites. These
miniscule fey, while lacking any son of real
government or sociaJ. slructw'l', generally follow
the leadership of either Herdi (CG female pixie
ranger 4/sorcerer 9) or Guan (CN male grig bard
6), depending largelyon which of them decides
to be in charge for the day. Herdi is kindly and
works hard to ensure that nature is allowed to
take its course (with a little bit of help to ensure
everything works out fine). Herchief concerns are
ensuring that ~ryonenearby is happy and that
dangerous things stay far, far away from the Silver



Veil. She will happily work with passing uavelers
and will actively seek out adventurers to aid her in
her goals. By contrast, Guan is trickster who
enjoys causing chaos. Though he rarely intends to
do real hann, sometimes he does so incidentally.
He desperately wants to avoid being on Herdi's
bad side, and so will only attempt what he calls
"daring pranks~when she's not around. He is
primarilyconcemed with killing his boredom and
will happily stir up trouble ifhe thinks it will
make things more exciting; it is his dearest wish
to leave the island, with a lover, and strike out on
an exciting life somewhere far away.

Deep within the caves of the Silver Veil, and
under the guardianship of the fey, is a pool of
pure springwater, affected by the life-Giving
Force's unique magic. The feywill only allow an
adventurer who has performed them a special
service to drink from this enchanted spring and

will attack anychMacter they catch attempting to
drink from the spring without pennission. Any
character who drinks from the spring
permanently gains immunity from death effects.

TIle Creatures o(Kawa'l.e.a'--- _

The following section presents information
ona sampling of the various creatures native to
the island ofKawa'lea. Becauseofthe island's
plentiful life energies, as well as its mysterious
rejuvenation property, Kawalea is home to a
number ofstrange and unique races ofanimal,
magical beast, and even some exotic and
dangerous plant credtures.

Each creature in this section has combat
statistics, as well asa description of their ecology
and behavior when in their natural habitat, as
well as information on their preferred tactics in
combat.

VJhi.J.e the creatures in this section are
notable in that they are found only on this island,
they are by no means the full extent of the island's
natural life. GMs should feel free and encouraged
to populate the island with other animals, vennin,
and magical beasts that can be found in wann
environments, and to invent his or herown
strange and unusual flora and fauna to inhabit the
island, as well.

Table 3-1: Monsters by CR
Creature CR
Arcanum Bird 3
Crab Jelly "
Megastirge "
Uktan 5
Spellvine 6
Chitinfin Swarm 7
Mannix 7
Plague Beast 8
Chamolith 9
Puppeteer Plant '0
Forgebelly Fish II

Island Behemoth '5



Arcanum Bird'---'--'-'--""7-C-­
This sm;J1I bird is covered in feathers ofdl/

imagin<Jblec%rs. Atop its head dre severdl
or/l<Jte fedthers which form d m<Jgic-/ookillg crest.

AR(A!',LJMBIRD (Rj

XP800
N Small magical beast
Inil +3; Senses ar(anesight, darkvision 60 fc,
low-light vision: Perception +10
IJEFENSE

AC 16, touch 15, flat-footed 11. (+3 Dex, +1 dodge,
+1 natural, +1 size)
hp :u (4d10+4)
Fort +5, Ref +'7, Will +3
SR 14
OHENSE

Speed 10 fc, fly 60 fc (good)
Melee z talons +7 (ld4), bite +7 (ld3)
Spell-Like Abililies (CL 4th)
Constant-(lrcane sight
At will-(lcid splash, arcane mark, dancing
lights .flare (DC 14), ghast sound (DC 14),
prestidigitation, ray offrost
3/day-color spmy (DC 15), magic aura. magic
missile, sleep (DC 15)
I/day-entangle (DC 15), obscuring mist
STA1'ISTlCS

Su 10. Dex 16. Call U, Int 2, Wis 15, Cha 18
Base Alk +4; CMB +7: CMD '7
Feats Dodge, Weapon Finesse
Skills Fly +7, Perception +10, Perform (dance)
+8; Racial Modifiers +8 Perception
SQ reflective feathers
ECOLOGY

Environmenl the forests, beaches. and
mountain on I(awa'lea island
Organizalion solital)'
Treasure incidenlal
SPECIALA8lLJllES

Reflective Feathers (Su): The arcanum bird's
feathers deflect cones, lines, rays, and magic
missile spells, rendering the arcanum bird
inunune to such effects. There is a 'j% chance a
deflected effect reflects back in full force at the
caster; otherwise it simply hds no effect.

Arcanum birds are a type of rainbow-colored
tropical bird native only to Kawa'lea, which
possesses the ability to utilize magical energy.
These abilities manifest themsel~s in ~ral
ways, most notably through the bird's feathers,
which are able to reflect magical energy.

In addition to the arcanum bird's reflectiw
feathers, they also possess enough magical talent
to use a number of spell-like abilities, which they
use for a number of purposes. Their ability to see
magical auras allows them to easily locate their
primary source of food, the many different types
of magical fruit that are found throughout the
island. Some say that it is this diet of magical food
that grants the bird its magical properties.

The birds also use their magic in complex
mating rituals. The male arcanum bird gathers
magic items to decorate his love nest, and in the
absence of magic items he will use his magic aura
spell-like ability to decorate the nest with various
types of magical auras. They also incorporate their
spell-like abilities into their intricate mating
dance, creating orbs of light that swirl around
them or within clouds of mist, creating a
haunting melody that the bird hannoniz.es with,
or even incorporating minor magical tricks
through the use ofpresridigiwion. Strikingly, the
birds use arcane mark to claim their territory,
placing such marks around groves of fruit they
favor. Each bird's mark is unique, and the marks
are subtly different when the bird is being espe­
cially territorial, such as when it is caring for off­
spnng.

Arcanum birds generally weigh between 6
and 11 pounds and have a wingspan of up to 4 feet.
Their feathers come in all imaginable colors, with
many individual feathers bearing three or mote.
Each arcanum bird also bears a single, much
larger tailfeather, which is even more brightly
colored than the rest of its body. If four or mote of
these ornamental feathers are consumed as an
optional material component while casting a
spell, thdt spell is not subject to spell resistance.
As such, arcanum birds, and their feathers, are
highly sought-after: a taiIfeather will typically
fetch ),000 gp, while a living specimen might go
for 10,000 gp, and a mated pair could easily be
worth 30,000 to the right buyer.



Wand..BclLlle"WlillOlltJ.h'---__-,-- _
This huge crealUre lOwers over the

surrounding forest, easily pushing <Jside the frees
rh,lI stand in irs path. II is vaguely humi/lloid, but
horribly hunched and distorted, with massive
clilW5 and a terrible. gdping maw.

IHIII:\!OTlI,ISIM,U (R.')

XP 51,ZOO
N Gargantuan magical beast
Init +5; Senses darkvision lZQ ft" low-light
vision. scent; Perception +2]

DU'ENSE

AC 18, touch 8. flat-footed.6 (+1. Dexteriry, +10

natural, -4 size)
hp :2.70 (1.0010+160); fast healing 10
Fort +1.1, Ref +I), Will +7
DR lolepic; SR 1.3: Resist fire 15
OHEN5E

Speed 40 ft.
Melee 2. claws +2.4 (Jd8+IJft9-.z0) .llld bite +24
(6d6+18/X3)
Special Attacks behemoth strikes. colossal
miglll, death throes
STATJ~'TICS

Sit 28, Oex 11, Con 24, Int 2, Wis 16, eha 8
Base Alk +20; eMB +33 (+45 for maneuvers that
move the target); CMD 43
Feats Awesome Blow, Diehard, Endurance,
Great Fortitude, Improved Initiative, Improved
Natural Attack (bite), Improved Natural Attack
(claw), Power Atlack, Snatch, Toughness
Skills Athletics +21, Perception +27 Racial
Modifiers +12Athletics
SQ mighty ledper. mutdtions. unstoppable force
~COlOGY

Environment the mountdin and forests of
Kawa'iea island
Organization solitary or mated pair
Treasure incidentdl
SPECIAL ABILITIES

Behemoth Strikes (Ex): An isldnd behemoth
dpplies one dnd d hi!lf times its Strength modifier
and threatensd criticdl hit on a 19-20 with its cldw
dttacks, dS well dS dpplying twice its Strength
modifier and h.wing d XJ critical modifier with its
bitedttack. Additionally, dn isldnd behemoth's
naturdl attdcks ignore d11 fonns ofddlllilge

reduction (except DR/-, but induding DR/epic).

Colossal Might (Su): An island behemoth counts
as Colossal for the purposes ofdetermining its
CMB, CMD, natural attack dalllilge dice, and its
carrying capacity. regardless of its actual size.

Death Throes (Su): When killed, an island
behemoth explodes in d loo-foot-radius burst dS
its llliIssive life energy is reledsed back into the
world. This explosion deals ud6 dalllilge to each
creature in the blast. Halfof this ddlllilge is fire
dalllilge, and the other hdlf is sacred damage, and
not subject to energy resistance. A successful
Reflex save (DC 23) hdlves the dalllilge. An island
behemoth never rejINenates when it dies. The
save DC is Constitution-based.

Mighty Leaper (Ex): An island behemoth uses its
Strength to modify Acrobatics checks llliIde to
jump, dnd hds a +u racidl bonus on Acrobatics
checks llliIde to jump.

Mutations (Ex or Su): An island behemoth
possesses two minor mutations, two moderate
mutations, and lv.'O llliIjor mutations. See the
rejuvenation section for more infonnation on
mutations.

Unstoppable Force (Su): An island behemoth is
unaffected by abilities and effects which hinder its
movement. It can move through dny fonn of
difficult terrain completely unhindered, dS well dS
being completely immune to the entangled
condition and the movement hindering aspects of
the fatigued dnd exhausted conditions. The
behemoth's movement can still be stopped by a
grapple, and it is not immune to the grappled or
the pinned conditions. Finally, dn island
behemoth gains a +u bonus to CMB checks llliIde
to move creatures.

Island behemothsdre likely the Idrgest and
most dangerous credtures to naturally occur on
Kawa'led island. They are vaguely hUlllilnoid, but
tower above the landscape. Their skin is thick and
grey like an elephdnt's dnd their fingers end in
large, rdzor-sharp cldws. Theirarmsand legs are
disproportonately thick, dnd they tend to lumber
about the island in a half-crouch. Because each



island behemoth bears its own unique
combination of mutations, no two an' quite alike,
and some are in fact barelyrecogrUZdble.

Island behemoths are gargantuan and
primal predators, they hunt and kill only to
provide themselves with nourishment. They take
no pleasure or delight out of killing, they just liw
on instinct. Island behemoths tend to view any
creature smaller than themselves as potential
prey and since they are among the largest
creatures on the island, theysee almost
everything as a potential meal. Theirstatus as the
island'sapex predator also means that few island
behemoths ever encounter a credture powerful
enough to prey upon them, and so theygenerally
have no feM ofother credtures, even
those larger than themselves.

Island behemoths tend
to live in the deepest and
darkest parts of either of
the island's two jungles,
as well as on the
mountain in the
island's heart. The
behemoths that
reside within the
swampy jungle for the most part
seem immune to the Marsh King's
influence, and behave just like
their kin in thewestern jungle.
For the most part, the oldest,
toughest, and largest island
behemoths make their _ ....
territory in
higher elevations, meaning that the most
dangerous behemoths can be found near the
peak of Mount Kawa'lea.

\Vhen an island behemoth is on the move,
the very earth shakes beneath it, alerting
anything within a mile or so to its presence. An
area heavily trawled by island behemoths can be
readily discerned by the churned soil and fallen
trees that will litter the landscape. That said,
many are still caught unawares by the beasts, as
island behemoths move with a speed that is
unnatural for a credture of their size, and nothing
seems to be able to slow one down once it has set

its sight on its prey.

It is unknown whether island behemoths
possess the ability to reproduce or if they are
created as a direct result of the island's
mysterious rejuvenation property. No juvenile
island behemoths have ever been sighted and if
the creatures have gender, no one has yet
discerned a female behemoth froma male one and
lived to tell the tale. The fact that all
behemoths seem to have obtained a number of
mutations similar to those caused by the
rejuvenation process only strengthens this theory,
though the exact link between the behemoths and

the rejuwnation is unclear. Some of the
island's inhabitants believe that anyone
who is rejuvenated enough times
eventually becomes an island
behemoth, while others believe the
creatures are created from nothing by
whatever mysterious force is behind the
island's excess life magic.

Island Behemoth Hide

Armorsmiths can work with the hides
of island behemoths to produceannor of
masterv.urk quality. Island behemoth
hide has hardness 10 and 3D hit points per

inch of thickness.

One island behemoth produces enough
·de for four suits of masterv.urk hide armor

for Medium-sized creatures. Alternatively, eight
such Small-sized annors could be made, or two
Large-sized ones, ora single suit of masterwork
hideannor for a Hugecreature. In all cases,
enough hide is available to produce a light or
heavy masterwork shield for each suit ofarmor
crafted.

Armor made from island behemoth hide
grants its wearer damage reduction of ,/magic,
and a +4 bonus on Fortitude saves versus death
effects. Fmally, the annor's wearer can move
through difficult terrain without penalty.

lmap: Cl Can Stock Photo Inc. I A1ienCa,



C.hamolithL.",.."",.",c:---,--,--,-_
This huge reptile looks like an ovelgl'Own

chameleon with a horned cresl on its head and
several large spikes at Iheend of its lail. Though
Ihis creature is massiVl!' its masleryofillusions
makes it nearly impossible to spot.
{t!\\IOllfli (R'l

XP6>400

N Huge magical beaSi
Init .5; Senses darkvision 60 ft., low-light
vision; Perception "Z
DEFENSE

AC U, touch 9, fiat-footed 11 (H DelC, "I)

natural, -1 size)
hp 114 (WhO"48)
Fort +11, Ref ""9, Will ...(i

OFFENSE

Speed 40 ft .. climb 40 ft.
Melee 1 claws +IZ (idS-o-Z). bile +IZ (Kho+z),
tongue +15 (ld6+) plus gr.tb), spiked tail +15
hd8+))
Space I') ft.; Reach 15 ft. (40 ft. wilh longue)
S~adalAllacks iIlus.ionary skin (OC 10),
Slicky longue
STATISTICS

Sir 14, Dex 11. Con 18. Inll, Wis 1> Cha 1.1
~Atk H1;CMB+19;CMDJO
FealS Alertness, Impr<wed Initi-nive.
Multiauaclc., Power Anack. Skill Focus
(Perception), Skill Focus (Steallh)
Skills Oimb H5- Perctp(ion.." Stealth +u;
Racial Modifiers HI Sle.thh
SQ natural invisibility
ECOLOGY

Environmentlhe eaSlem forest of Kawa'lea
island
Organizat.ion solitary or piliI'
Treasure incidental
SPECIALABtLITIU

Dlusionary Skin (Su): Achamolilh has such
control~r its appearanre, that it can actually
cause its skin to resemble things other than ils
immediate envil'OlUllent, and in great delail. 'This
functions as the spell major Image, except that the
effl'1:t is limited to the area thaI the chamotith
occupies, and the chamolith need not concentrate
to maintain the effl'1:t. The illusion need not take
up the elltiretyofthe chamoJith's body. It could,

for example, use this ability to make just the
inside of its mouth appear to bea bird's nesl. 1be
save DC for this ability is Constitution-based.

Natural Invisibility (Ex): Achamolith can make
itself invisible al will as a swift action. This
invisibility isconstant, even if the chamolith
attacks, and cannot be dispelled by dispel magic
and similar effects. The chamolith can become
visible again with a swift action. Against foes that
cannot pinpoint it, the creature gains a HO bonus
on Stealth checks when moving. or "40 when
standing still-these bonuses are not included in
the statistics abovr.

Sticky Tongue (E:It):~ per hour as a fuU­
round action, a chamolith can secrete a Slicky
substance that CO\II'n the fleshy mass on the end
of its tongue; this sticky substance functions
Bilctly like SQ\1."mgn glue,~ it doesn't stick
to the insideofthe chamolith's mouth and it only
dries (gluing a crea.turr or obtect to the eod of the
tongue) when il st:rikes or is snuck with an
ilIIIOWIt of~ equaJ that ofa 5lICC'eSSiul attack.
FmaIly, the substance dries instantly, rather lhan
requiring I round to dry. Once a glued crNtu~ is
in the chamolith's mouth, its tongue secrets a
S«OIId substance (similar to unn'l'tSill soh't'nt)
thai dissok.'l'5 the glue, allawinB: thechameleon 10

_"il1Iaw the c:re.J.turr without swallowing its 0Y0-11

tongue.

l1Iis huge reptile is closely related to the
common chameleon, though it appe.u'S to be a
magically enhanced prehistoric ~latr.1.", and
probably heMs a more immediate resemblanre to
dinosaurs than 10 their smaller, color-changing
cousins. Their natural invisibility makes it
difficult to find out l'XdCt details to their
appearance. Ewn in death, a chamolith's body
does not reven to its natural coloring. ifjt has
one, inslead "loddng" into place in whatever
coloration the chamolith was using to hide itself
at the time. In lhis way, a chamolith that died in
the jungle and was dragged OUI onto the plains
would simply look like a chamolith-corpse­
shaped piece of jungle.

The crnmolith is a wry dangerous and
effl'1:tiw ambush predator that uses its natural



invisibility to catch their preyullilWare5. More
than their ability to blend in perfectly with their
surroundings, however, they also possess
extraordillilIY control of their skin pigmentation,
allowing them to actually make their skin look like
something that isn't actually there, effectively
creating illusions on their own body. Chamoliths
typically employ this ability by disguising their
mouth or tongue as something tasty (magical
fruit, nl'Sts full ofeggs, and small, sleeping
iII1imals are favoritl'S), and then waiting for
something to go for the bait. Once they do, the
chamolith quickly devours them whole.

This illusory ability is also used when it
coml'S time for a chamolith to attract a mate, and
the briefchamolith mating season, chamolith
mail'S trade in their invisible coloration, instead
causing their scalI'S to be<:omea constant rippling
and swirling pattern ofevery color imaginable, as
they try to outshow their various rivals.

\Vhen numbers pennit, a
chamolith generally fonns a
"harem" of3 to 10

female chamoliths
during the mating
season. lNhile mall'
chamoliths rarely
fight olier females
(instead competing
using their color
patterns), female
chamoliths in a harem
will actually challenge
new femail'S in the harem
before allowing them to join. This combat is brief,
and usually ends without much injury: if the new
female can defend herselfwell enough that the
fight might tum deadly, the other femail'S accept
her. If not, she sUlTI'nders and begins searching
for another mate.

At the end of the mating season (which
typically lasts about eight weeks, including
courtship) each chamolith female lays a clutch of
2-4 eggs, which she burysat the base of a tree.
The male and female chamoliths go their
separate ways at this point, as chamoliths
do not mate for life, and are typically

solitary creatures. After 6-8 months, the eggs
hatch, and the young chamoliths are left to fend
for themselves.

Adult chamoliths generally measure 25 - 30
feet in length, and ',\o~igharound10,000 pounds,
with the mail'S usually much smaller and Il'Ss
aggressive than the femail'S.

The chamolith's tongue glands can be useful
in constructing sovereign glue and similar sticky
magical items. A single chamolith's glands count
as 600 gp worth of raw materials, offsetting the
total cost of the item's fiIlilI creation. These glands
can be harvl'Sted from a chamolith's body with a
successful Heal, Knowledge (Ililture), or Survival
check (DC 15), and remain usable for about five
days before rotting, unll'SS they are magically or
otherwise preselVed.

Be<:ausea chamolith's hide retains its
appearance after death, the skin of chamoliths
who died in interesting surroundings are highly

valued as material for clothing or decoration,
and some Uktan hunters have taken to
capturing chamolithsand killing them in

idyllic surroundings, then harvesting the
decorative hide. Such hidl'S

could be traded with the
Uktan, and might well fetch

somewhere between 2,000

and 4,000 gp in civilized
society.

lmap: Cl Can StoCl<J>1iOiO t::::.}



£hitio6o Swarm
ThCSCilmphibious, flying cl'eiI/ures i1re best

described iIS fish, though they breiltheil;rils ",ell
i1S ",ater, i1nd fly through the airilS though i/ ",ere
wilter. TheirsjJvery bodies are covered in chitin­
like plates more reminisrent ofiln insect than a
fish.

(HI11~1I ...... \\\It\1 llt:-

XP },l.OO

N Tiny magical beasl (aqu,ltic, s....arm)
Init -+4; Senses darkvision 60 ft., scenl;
Perception -+14

DEFENSE

AC ~J, touch It, flat-footed 13 (-+13 natural,'"
sire)
hp 85 (1)dIo+45)
Fort +11, Ref -+7, WiIl"4
Ddensi,'c Abilities halfdamage from ....eapons,
swarm !raits
OFFENSE

Speed 10 ft.; fly)O ft. (perfect); s....im JO fl.
Melee swann (1d6 plus diStraclion)
Space 10 ft.; ReOich 0 ft.
Special AttOlck$ diStraction (IX 19)
STATISTICS
Str 10, Dex 10, Con 10, 1nll, Wis 11. Chct 16
B.ascAtk -+9; CMS -; CMO-
Feats Alertness, Great Fortilude, Improved
Initiali\'e, Ughlning Reflexes, Skill Focus
(Perception)
Skills Fly +11, Percq>tion +16, S....im "13
SQ amphibious
ECOLOGY

Environmentlhe beilches, plains, and forests of
Kawa'iea island
OrganiLltion solililry, pilir, school () - 8
swarms)
TreOisure incidentill
SPECIAL ABtLITlES

Chilinfins are a species of tiny insect-like
fish. Unlike other fish, chitinfins are covered in a
chitinous shell, rather than scales. These shells are
decorated with bright colorful markings, which
cause their shwls to appt'ilr as an undulating mass
of color. Each chitinfin's markings is unique,
though the differences ilre often subtle and

difficult to detect.

Chitinfins are capable ofeffortlessly
propelling themselws through both ....aterand air
with the use of their four wing-like pectoral fins.
Specially adapted to be able to hunt in any terrain,
chitinfins areequally al home undelW(\lerOr in the
air, using their gills to breathe undelW(\ter and
absorbing oxygen through liny holes in lheir
chitinous shell while alxMo water.

Ravenous and unrelenting hunlers, chitinfins
arc constantly on the JnOYe, and ne<ltly always
hungry. Because they tra\"" in large swarms, they
rcguLuty attack creatures much larger than
tbemseJw.s, and will, for the mosr pan, attempt to
d~ .mything that InlJ\Ir$, using the multip~

rows of needl.e-sharp leeth thal fill their mouths to
strip Hesh from bone in seconds.

While they do spend most of their time in the
water, they~;n not hesitate to chase fleeing prey
onto land. Most ofthe island's nali\oes OO~
lcamcd to search forCO\ft when lhey hear the
buzzing sound crealed by the many small wings of
a chitinfin S'<\-arm..

Chitinfinsc.m be found in any and all of lhe
island's watcno.-.rys, includiJ18 Ihe lagoon and the
nearby 0C'edII, the caldera al the lop of Mount
Kawa1ea., and the island's various m~rs, ldkes, and
mar.ilies. During the monsoon season, whm the
chitinfin spawn, their numbers $\\~U dramatically,
sometimes to as much as fow times their nonnal
number, making the flooded marshes and jungles
a truly dangerous prospect.

Most isJanders consider chilinfins a nuisance
at best, while others see them as ascourge upon
the island, and still others must rake constant care
not to be de\IDUJed by thellL Chirin£in populations
have been slowly rising for ~ral decades now,
and they threaten to drive a number of olher
exotic species of island fish toextinetiOll.

Chitinfins normally tend to grow to be
between 5.5 to 10 inches 101lg, with SOllle
specimens growing up lO 17 inches in length.



Crab..)clly;:....,-_---,-------,----,--,----,---
These ponderous creatures skitter about the

surf, OCColsionally wandering onto dry I.md. They
have the bodYoInd pincers ofoJ (rdb, but from the
bouom erupt d mess ofshort, stubby tenlddes,
which ill/ow il roshuRleabouf. A pdiroflonser
tentilcles .llIow it 10 rnJnipulafe its surroundings.

(R\Il]Ill' {R,

XPI,200
N Small magkal beast ("quark)
Init .o-}; Senses darkvision 60 fl., low-light
vision; Peraption .4
OEFENSE

AC 2.4. louch II, noll-fOOled 1) (.0-13 natural, +.
siu)
hp 47 <5liIl).uo)
Fan +7, Ref +4. Will +J

orFENSE

Speed 15 ft .. Swim 30 ft.
Mel~ 1; cla",,'S +7 (1(\4": plus grab). llentac1es
-2 (,d4-1 plus stunning temac:les)
Special Anael,s constrict hd,,"'l), numbing
tentacles (IX 15), poisonous barbs
STATImCS
SIr .... , Dex 10, Con 16, Inll, Wi! I.l, Cha 6
B.1Ise Atl< +5; eM B --6; CMO 20
Feats D~rd. Endurana, Toughness
Skills Perceprion .06, Survival +7. Swim +10:

Racial Modifi~rs +4 Percq>(kln
SQ defell5i,"e build, W,ller dependency
£COLOGY

Enviroomeotthe b!'dches dnc! reefon dnd
Mound Kdwd'led island
Organi7..ilt.ion $Olitdry or swarm (4-11)
Tr~dsur~ incidenldl
SPECIALABIUTIES

DefensiYe Build (Ex): Acrab }elly'ssquat build
.md hard shell ~nt it a +4 racial bonus to CMD.

Numbing Tentacles (Ex): Acrab jeUy's tentacles
Me coated in a mild, paralytic poison that nmnbs
creatUI'l"S hit with them. Acreature struck by the
jelly's tentacles must succeed on a Fortitude save
(DC 15) or suffer a -1 penalty to attack rolls, AC,
and reflex saves for one round, The save DC is
Constitution-based.

Poisonous Barbs (Ex): CreatuI'l"S that attack a
crab jellywith natural Wl'apons or melee non­
reach WNpons risk getting poisoned by the
poisonous spines that~r thecrab jelly's back.
CreatuTes that successful hit a crab jelly with those
attacks must makea Fortitude save or be affected
by the crab jelly's poison.

Poison (Ex): Poisonous spines-injury; S<l\'I' Fon
DC 18; frequency I/round for 6 rounds; effect Id4
[)ex; cure I save. 1he SoWl' DC is Constitution-

""".
Water Dependency (Ex): Crab jellies can surviYl'
out of the water for 1 hour per point of
Constitution. 8q'ond this limit, a giant crab runs
the risk ofsuffocation, itS if it ""'eI"I' df'O\\ning.

Crab jellies~ a strange species of
crust:acrans which apprar to be a combination of
~ different species of marine life. It has the
shdl and pine=; ofa crab, but~ top of its shell
is~ in \-enomous spines like a sea urchin.
1hecrab jellycrawisabout on tirryjeUyfish-like
teltacles, wtille using its longer, ocropus-liu
teltacles to manipulate objects. Its spines and
teltacles secrete a~ that c.m paralyze an
aduh human easily.

Since crab jellies Me mainly~uatic CflSlIUre5
they tend to &.~ in~ \\"ffIer portions of the
island, such as the beach and reef, though much
iargt'I" relam't'Sof the crab jelly, known as
monstrouscrab jellies (9 HD, giant crab jelly, CR
7) c.m be found in the swampy jungle. This larger
species of crab jelly possessrs a much more toxic
\It'IIom that its spines secrete (inf1icts Constitution
damage instead of Dexterity damage).

Crab jellies tend to be omnWoI'l"S, eating sea
wt'I'd .md algae as well as small fish or any other
animals they can get their claws on. A lone crab
jelly tends towards kelp or smaller prey, but when
they Me in l.uge nwnbers they become much
more bold, attacking Medium or l.uger prey,

Crab jellies generally grow to be up to a width
ofaround z feet, and weigh around 30 pounds.
Crab jellies are prized for exquisite taste ~nd live
ones can be sold for around 300 gpo



Forgebcl!¥-fuJ";'-,----,-_----;--,---,-
These llJolSS;\'e fish have huge mouths lined

with hundreds of/ioy needle-like teeth, dlJd en'/J
huger heJ/ies, which appedf /0 be enormous sacs
org/owing red flesh bene.:Jfh I.he rest oflhe fishs
body.

100H,IIlIII\II"H (RII

XPu,800
N Huge magical beast (aquatic)
Ini, ..0: Sen~ darkvision 60 ft., low-light
vision; Perception +1-

DEFENSE

AC 2<), louch 8, flill-f()()(ed 19 ("21 natural,-l
sl2e)

hp 161 (14d1o.84l
Fort +,6, Ref +9- Will .,{j

Immune fire
OFFENSE

s~ ') ft.; swim 50 ft.
Mel~ bile ...11 (u16+11 plus grab)
Space 15 ft.; Re..ch 10 ft.
Special Attacks b~lh ....e<1pon (80 h.line. IX:
22, &110 fi~), suction. swallow whole (LdS--14
plus &110 fin", AC.ro. hp .6)
STATISTICS
Slr 26,0610, Con 10, Inll, Wi, 14. Cha 6
Base Atk ...14; eMU +26; CMD J6
Feats Endurance, Gfl'at Fortitude. Power
AIL,lck, Skill Focus (Perception), Toughnt$$.
Weapon Focus (bile)
Skills Perception "'19. Swim ... ,6
5Q enreme cap.1dry
ECOLOGY

Environmenllhe reefs and ocean surrounding
Kawa'lea island
Organiz.alion SOnIaI}' or p;iir
Treasure none
SPECIALABlt/T1ES

Extreme Capacity (Ex): Because a huge
proportion of the forgebelly fish's body is its
massive belly, it can use ils swallow whole and
suctian abilities on creatures up 10 its own size
category.

Suction (Ex): When a forgebelly fish first opens
its mauth, it creates a massive amount of suction,
potentially drawing in unlucky creatures into its
mouth. When the forgebelly fish opens its mouth

it can attempt to draw in and swallow nearby
creatures. The furgebelly fish makes a combat
rnanl'U\'er against up ta rwo crt'dtures that are
within 60 feet of the fish, on 01 success this creature
is aUlornatically swallowro whole.

Forgebelly fish are a huge rype offish tildt
tend 10 dwell in thecoastdl areas of the island, dS
~ll as the caldera Idke at the top of Mount
Kawa1ea. They Me equally ddept dt living in both
fre;h waterdIld salt water. Forgebelly fish dre mosl
notably reoognizdble by rheir bulbous, mmslucenl
~,which glows a dull and .mgry red. This fiery
marking 5erws as 01 warning and dererrent to other
~IOB.

The insides ora £orgebelly fish are ""
alchemist's dream orchemical minures, which
aNte dIl inteI1Sf' heat within lhe CTe<llUJe'S
massi\'!' digesm'!' SdC, roasting.mything it
~~.~fargebdlyc,,"also~lhese

~cals to bnodrhe fonh a~orboiling WOller,
scalding.my~Iorsor other rJuuts in ils p;ilh,
and disorienting fleeing prey.

A forgebelly fish is J.8 k-er long and weighs
7,'jOO pounds.~ forgebeUy fish's fire g1andsCim
be used to~ door offire IuNth or similar fiery
liquids. A single forgebd}y fish's fire glands count
as 1,000 gp worth of raw materials, offsetting the
tolill cost of the item's final cred.lion.

I.....: c Can Stock Photo Inc.' }l)ClipAmDE



Mantrix
The woman before you suddenlygrins evilly

and transforms before your eyes inro a huge,
manris-like monster, with jagged talons and
sharp, wicked-looking mandibles. II cackles
gleefuJlyds i[ al[empts to lop offyour head.

\lANTRIX (R7

XPJ,;wo
N Large magical beast
Inil +4; Senses darkvision 60 ft.,low-light
vision; Perception +16
OEFENSE

AC 19, touch 14, nat-footed 14 (+4 Del[, +1 dodge,
+5 natural, -I size)
hp 76 (,}<hO+1.7)
Fort +9, Ref +10, Will +)

OHENSE

Speed 30 ft.; climb30 ft., fly 40 (poor)
Melee l. claws +u (l.d6+4 plus bleed/lg-w) and
bite +12 (ld4+4)
Space 10 ft.; Reach 10 ft.
Special Auacks bleeding strikes, devour head,
lunge, sudden strike
STATISTICS

SIr .8. Del[ ,8. Con 17, Int '4. Wis 10, Cha ,6
Base Atk +9; CMB +14 (+18 grapple); CMD 28
(p vs. nip)
Feats Dodge, Improved Nalural Allack (claw),
Mobility, Skill Focus (Bluff), Spring Attack
Skills Bluff +15, Climb +u, Fly +'], Perception
+16, Stealth +13 (+21 in forests); Racial
Modifiers +4 Perception, +4 Stealth (+12 in
forests)
SQ assume form
ECOLOGY

Environment anywhere on Kawa'lea island
Organizalion solitary
Treasure standard
SPECIALABILIllES

Assume Form (Su): A mantrix can assume the
fonTIS of the creatures whose heads it has
devoured in the last 1. days. This functions as the
spell polymorph, except that the effect lasts
indefinitely, and additionally the mantrix gains all
of the devoured creature's armor and WCilpon
proficiencies, as ,",,-ell as the ability to use any spell
trigger or spell completion items that the

devoured creature was capable of using, forthe
duration of the effect. The mantrix can end return
to its nonnal fonn as a standard action. A mantrix
that hasn't devoured the head of a creature can't
use its assume fonn ability.

Bleeding Strikes (Ex): A mantrix's claws are
serrated and sharper than steel, they also secret a
type of liquid that prevents blood clotting. Its claw
attacks inflict w.6 points of nonlethal bleed
damage. This bleed damage can only be stopped
by magical healing.

Devour Head (Ex): A mantrix can attempt to
devour the head of a helpless or pinned creature as
a full round action which provokes attacks of
opportunity. The target must be alive, be no larger
than the mantrix, and havea head. The mantrix
perfOnTIS a special coup de grace against the
creature which inflicts l.ID1.+16 points ofdamage.
The creature must then succeed on a Fortitude
save (DC 10 + damage dealt) or die instantly. If the
creature is slain by this attack, the mantrix
devours the creature's head.

Lunge (Ex): A mantrix's limbs are capable of
reaching much farther than nonnal fora creature
of its size. As a full-attack action, it can makea
single attack with each of its claws at double its
nonnal reach. A giant mantis cannot makeattacks
of opportunity with thisability.

Sudden Strike (Ex): A giant mantis is particularly
adept at moving quickly when its foes are
surprised. During a surprise round, a giant mantis
may act as if it had a full round to act, rather than
just one standard action.

One ofK.awa'lea's more cunning and grim
species, the mantrix in its natural state most
closely resembles the humble preying mantis
insect, and most likely these creatures share some
common ancestry with those creatures, though
the magical energies of the island have caused
them to grow and mutate overthe generations
into their current fonn.

Standing at roughly 8 feet tall and 16 feet
long, and v.-eighing around 700 pounds, mantrixes
cut an imposing visage. They have the long



abdomens of preying mantises, as ,,~ll as the
wings and the tell-tale scythe-likeanns. The larg­
est visible difference bet'M'en a mantrix and a
more mundane giant mantis is its head. \Vhile a
mantrix still possesses large, wicked mandibles,
the rest of its head is disturbingly humanoid, and
is not covered by the creature's chitinous
exoskeleton. Its flesh in this area is a sickly, pale
green several shades duller than its carapace, and
it has long, stringy black nair. It does not haw
compound eyes, but rather black, emptypoo!s. Its
jaw (which is lined with dozens of needle-thin
teeth) can unhinge like a snake's allowing it to
swallow large objects, specifically severed heads.

Mantrixes are carnivorous, and their
preferred method of hunting is by using their
assume fonn ability to lure their prey into letting
the mantrix within ann's reach, channing or
seducing intelligent prey as necessary. Once the
situation is to their advantage, they strike, seizing
the unfortunate creature in their large, jagged
arms, and pinning it while their mandibles
decapitate it.

Though mantrixesalways devour a creature's
head first, it would be wrong to assume that they
subsist entirely on severed heads: theysimply
need to devour a creature's still-living head in
order to use their assume fonn ability. Once the
creature is dead, the mantrixeagerly goes to work
on the rest of the body, which is usually devoured
in an hour or so in the case of Medium-sized
creatures, and is completely consumed, bones and
<ill.

One of the most striking aspects of the
mantrix is the fact that it is truly intelligent,
despite dearly being a product of Kawa'lea's
unique ecosystem. Few of the species unique to
the island do develop sentience, which raises the
question of why ITIdntnxes haw.

The answer is dearly not that mantrixes have
a complex society: in fact, mantnxes seem to have
no society or culture whatsoever, asa race. There
are no mantrix villages, and mantnxes do not
gather in groups, not even families, mated pairs,
or parent and young. Any two mantnxes that meet
in the wild will immediately attempt to slay one

another, and it seem.s that a mantrix's favorite
meal is, in fact, other mantrixes. The creatures
don't ewn speak when they are in their natural
fonn, only bothering todo sowhen they haw
assumed the fonn ofanother intelligent creature,
and are trying to lure another victim to his death.

Some of the few scholars who haw been able
to study the island's ecology have theorized that
the mantrix was actually purposefully created,
rather than having evolved as a product ofout­
of-control life magic. They believe that some
intelligent force on the island wanted to ensure
that the various civilized races that lived on the
island (such as the Uktan, and the creatures
making up the Herd) had their populations kept
in check, and socreated a predator specially
suited forthis task. The fact that mantrixes seem
to infinitely prefer intelligent prey over
unintelligent supports this theory, as does their
odd mating habits.

Mantrixes are an all-female race, and are
dependent on other species to fertilize their eggs.
Roughlyonce peryear, shortly after the island's
monsoon season ends, the rnantrix begins
seeking out a mate. They almost always prefer an
intelligent species for this, though there is no
evidence that it is required. After devouring the
head ofa female ofthe desired mate's species, the
mantrix assumes its form and uses it to mate.
Once finished, it is all too happy to devour its
partner. It lays a dutch ofeggs about a month
later, which, after another month, produces
anywhere from 6 to u infant mantrixes. The eggs
are left in a protected place, then abandoned, and
the new mantrixes are left to fend for themselws.

In theory; because mantrixesare intelligent,
it might be possible to reason with them, but so
farany attempts to reach out to members of the
race have not been particularly successful. \Vhile
they are sentient, their mindset is wry insectile
and alien, and their thoughts and goaLs seem
generally incomprehensible to most humanoid
species. That said, if the offer in question was
going to further the mantrix'sability to hunt (for
example, taking it offof the island) it might wry
well prove amenable, although it likely would not
prove a wry trustworthy business partner.



Megastrig"e-,-,--,,..,--.,.-,,...,-...,-_
This dist;wf relalive oflhe sfirge is far Iilrger

,md moR.' primill, being ilboUf t.he si:teo(iI dog.
Its body is "'Ifer ilnd more blNted fhiln iI normill
Slirge, ilnd its wings filiI he ilir wilh iI fhicle.
pel'SiSlenf humming noise.

\1rC \STRI(,I <. R I

XP 1,100
N Sm.lll m.lgical beasl
Init "3; Senscs darkvision 60 n.. low-light
vision. sccnl; Percep!ion +8
DEFENSE

AC 18, touch 14. flal-fooled 15 ("'3 Dex. +4
natur.ll. +1 size)
hp P (¢lO"'"IO)
Fort +6. Ref "7. Will "I
Immunc mind-alT«:ting
OffENSE

Mclee lOuch"'"9 (altach) or bile "'"9 (1<4 plus
poison and diseased)
Specioll Attacks blood drain, disca~. hypnotic
bu'U.
STATISTICS

Str 10. Dell 17. Con 14, 11'1 1, Wis 10. Cha 6
Base Alk +s: CMB"4 (+16 grapple ..·~n
.lttached); CMO 17 115 '"S. trip)
Feats Ability Focus (hyp!1Olic buzz), Ability
FOCIls (poison), Weapon Finesse
Skil.ls Ry =9. Percepdon ...a
ECOLOGY

Environmenl anywhere on KiI....a·lea island
Organiution solilary. colony (1-4).llock (5-8).
s10rm (9-14 plus an equal number of striges), or
s....arm (15-40 plus an equal numbeT of slriges)
Treasure none
SPEClAlA8111TIES

Attach (EJ:): When a megaslirge hilS wilh a touch
attack, its barbed legs lalch 01'10 the target.
anchoring it in place. An attached megastirge is
effectiYt'ly gmppling its prey. The meg<lSlirge loses
its Dellterity bonus toAC and bas ,In AC ofl5, but
holds on with great tenacity and inserts ils
proboscis into the grappled largel's flesh. A
megdStirge has a +11 racial bonus 10 mdinlain ils
grapple on a foe once it is attached. An attached
meg.lstirge Cdn be struck with a wt'apon or
grappled itself-if its prey manages to win a

grdpple check or ESC.lpe Artist check againsl it,
the meg<lstirge is remOYl.'d.

Blood Drain (Ex): A megastirgedrains blood at
the end of its tum if it is dttached to a foe.
inflicting nit point of Constitution damage dnd
exposing them to the megdStrige'S poison. Once a
megdStirge has dOOt 11. points of Constitution
ddIDdge, it detaches and flies off to digest the
moo. If its victim dies before the megastirge's
dppetite has been Silted, the megastiJ'ge detaches
and set'ks 01 new target.

Diseased (&:): Due to the stagnanl swamps in
which they Ir.~ and their contact with the blood of
numerous creatures, rneg;tstirges are harbingers of
~.Anycrea~sub;ectedloa megasr.irge's
blood drain attdd: has a I~ chance of being
~ to filth fl"\'~. blinding sickn~or a
simiLIrdisedse. ~thischeck is made, the
victim can nolo~be infectl!d by this particular
megilStirge, though attacks by different
megilStirges are resolwd normally and may result
in multiple illnesses.

Hypnotic Buu (EJl:): As a~ action, a
megastirge canCd~ its ,,""ings to brush logether
011 high speeds. creating a humming sound which
fascin.ate; the~'sprqt. AU humanoid
creatures within JO feft of the megasti~that can
heM it must.su~ on a Will5a\'e (IX: l6) or be
fascinated by the sound. TheSilW! IX: is
Constitution-based.

Poison (EJ:): Att:achJBit~injury; save Fort IX: 16;
frequency l,Iround for 6 rounds; effect l~
Strength dilIl1age;~~ SiI\'eS. The save IX: is
Constitution-based.

These louger relatiYt's of the more common
stiJ'ge are roughly the size ofa small dog or
haUling. They are more dgressive and far deadlier
than their smallet kin, dnd unlike such creatures,
will drain 011' dYt'rdge humanoid completely of
blood before becoming satidted. They use the low
thrumming sound of their wings to hypnotize and
confuse their prey, then immediately begin
drdining dS much blood dS possible. Theyusually
congreg;J.te into!Mge groups, which often contain
Idrge numbers of regular stirges, as \\-'ell.



£1ague B"'e:a.listL----,---,-,---__---,----,-,-
This lumberins and hairless Cr&ltu~$ skin is

cracked and broken, with pus oozinS from
beneath. Its odor is farmo~ distinct than its
appearance, hO"'eI'er, and it stinks ofdeath and
decay.
I'L\<.I'IHI\'o1 (R/\
XP 4,800
N Huge m.lgical be.lst
Init -I; Senses darkvision 60 ft., low-lighl
vision, scenl; Pel'CE'ption.4
Aura stench ho ft., DC 12, iO rounds)
DEF£NSE

AC 22, touch 7, fiat-footed 22 (-. De.x. +15
natural. -.1 siu)
hp 116 (&110+7.1)
fon -0-.6, Rer +s, Will +4
Defensi\"l~: Abilities disease host
OFfENSE

Spe«l40 ft.
Melee bilr +14 (.zd6+7), .1 daws +IJ (Jd3+7)
Special Att<1cb b~<1th we<1~n (40 ft. cone, DC
varies), strnch

STATISTICS

SIr 14, De:.: 8, Con .16, (nl .1, Wi' 18. Cha 6
Base Atk +8; eM8 +IT. CMD.16
fealS Endur.:mce, Gre.:lt Fortitude. Toughness,
WralJOn Focus (bilr)
Skills Perceplion +1]
ECOLOGV

Environment Ihe eastern forest, beilches, ilnd
mounlilin ofKilwil'leil island
Organization soIilary
T re<1SU re incidenlal
SPECIALABJUTIU

Breath Weapon (Su): A plague beast's breath
~'Npondoes not deal nonnal damage, but
lnstNd rxposrseach cl'rdture within the blast toa
highly virulent snain ofNch disease the plague
beast is ctlI'Tently infected with. Each creature in
the area must irnmedi<ltely makeil saving throw
to resist Nch of those diseilses, using the disease's
nonnal DC +2. Any creatures that contract a
diseilse in this way are affected by it immediately.
bypassing the norm<ll incubation period.

Diseased Host (Ex): A p1ague beast is immune to
the effeclS ordiseilses, but is still C<lpable of

carrying and spreading diseases. A given pl<lgue
bNst is infected with u16+1 dise<lses <II <lny given
time. The most common diseases that plague
bNsts carry <Ire blinding sickness, denlon fever,
devil chills, filth fever, mindfire, red ache, and
slimy doom.

Plague be.:tst:s Me huge, disgusting creatures
that Me thankfully found only on ~'ea.Their
sickly, illmost hitlf--dead appe<lrance masks their
robust and deadly n.nul'r. The plague beast's
unique immune system .illows them 10 C<lny
dise-ases but not artu.illy be h.urnrd by them,
acting instead as <I perfect incubator. They, in rum,
use their dise.:tses both as a defensoe aga.inst
prrdators and as a way to C<lprurr prey.

Plague be.:tst:s tend 10 bto solo hunters, when
not subsisting on c.urion. They are known for
ambushing their pn'y, exposing it to whate'>'t'r
~ the bNst itself is carrying. via its bl'rdth
Vo'Npon. If the immediatr onsJaught ofdisease is
not enough to render the I.uget" easy pn'y, the
plague bNst lets il CSC<lpe, bul begins tracking it,
waiting for the disease to bring the creature low
before striking. Then the pI.lgue beast win st<llk its
prey for m.:my diIys or f"\'8I weeks, waiting for the
~ to bring its prey to the brink ofdeath,
filSUring an easy kill for the pI.lgue beast. EYen
though <I plague beast: mukI probabty kill most of
the creatures they pn-y upon wilhout the aid of
their diseases, most would rathet" not ....,on: 50 bard
for their meals.

It is said that Nting the flesh of <I plague
beast actually incre.Ises one's resistance 10
diseases, ilIld this is true, after <I fashion. A
character who consumes plague beast: flesh
recievesa +4 alchemical bonus on Fortitude S.:l\'t'S

made to resist diseases for the next: 7 days. At the
same time, however, no matter how well-prepared
the meat is, there is still <133% chance that the
characterwill be exposed to 1<4 of thediseilses the
p1.lgue beast was carrying, and be forced to save
<lgainst them normally.

P1.lgue beasts are generally 26 feet t<lll and
Wl"igh Mound 8,000 pounds.



fup.peteer .e.t",ao!"'-t__---:_-.,..,_
This "jne·like pl.mr appears to be nothing so

much as a hdmlless pieceofflora. A number of
long. ropy "ines ending in sharply barbed tjps

rome together in lhe crnterro form a tight "'ad of
plant-flesh, wilh a single bright red flower jn its
center.

1'11'1'11111( 1'1 \'\T (I( '"

XP 9,600
N Medium plant
Inil +J; Suscs Iow-lighl vision, t~rsense60
ft.; Pen:eption +0

DEFENSE

AC IJ, louch '3, nal-(oOled 10 (+J [)ex, +10
Billural)
hp 117 (15dS+60)
Fort +13, Re( +7. Will +5
Immune plant traits; Resist eleo:::tricity 10, fire 10
O"HNH
Speed 5 ft.
Melee 1 slams +16 (ld6+5)
Special i\lIacks burrowing tendril, implant
seed, paralYl.ing pollen (DC 11)

STATISTICS

Str 20. I)cx 16, COllIS, Int -, Wis 10, Cha 6
BaseAtk +11: CMB +16; CMD 29
SQ meat puppet
.ECOLOGY
Environment the (orests and plains o( Kawa'lea
island
Organiution solitary
Treasufl~ incidental
SP.ECIAlA8IUTI£S

Burrowing Tmdril (Ex); Asa full round itCIion, a
puppe!eet' plant can ext~a shaJp, barbed
tendril into the body ofan adjaccru, UIll"eSisIing
~nll'e. 1be target must bealleast Small siu,
either helpless, \\-illing. or dead, and have il body
made primarily o( flesh and bone. If the~tu"'
is illive, it must suecet'd on a Fortitudt' Sil\'t' (DC
21) ordie instantly ilS the tendril plunge; into the
~rure'sheart. Ewn if theSiM' is sua:essful, the
t;rrget stilltilkes ]d6 points o( pierring dilmage.
The ~ve DC is Constitution-bilsed.

I( this successfuUy slays the victim, Ot the
tilrget was alreildydead, the plant ITJ<Iychoose to
move into the target's body, boring open il spilce

within the corpse (or the plilnt's body. Depending
on the nature o( the corpse, this may allow the
puppeteer plant to use its meat puppet ilbility.

impLant~ (Ex); Whenevet the puppeteer
plant uses its burrowing tendril ability, if it does
not choose to inhilbit the tcuget's body, it may
instead choose to deposil ilsi~ seed in the hole.
This seed matures in idS days, ilt which point it
grows intoa newpuppeteer plant, ",'hich gnM'~

inside of therorpse, and may be able to use it for
its IDeiIt puppet ilbility.

Mut Puppet (Ex); A puppeteet plant that is
successfully inhilbiting the corpse of humanoid or
monstrous humanoid dlill is no smaller thim
Small and no Larger thdn urge can use its vines
and tendrils to ilIlirnilte tbe corpse, acting ilS il sort
o( grotesque mannequin.

When inhilbiting il body in this way, a
puppeteer plant gains il numbero( benefits, bilsed
on the nature o( the corpse it inhabits. It gains its
host's bilse movement speed (but not.my other
movement types), and uses either its naturiil
ilnnor bonus or the host's. whichever is higher. I(
the host had naturill ilttilCks (such aSil claw or bile
attack), the puppeteet pl.mt can use those ilttilcks
instead o( its own nalUfill attilcks, though it uses
its <MTI base ilttilck ilnd Strength modifier.>. The
puppeteer plant cannot make more thim (our
naturiil ilttilcks in il turn, regilrdless o( the nwnber
of natural attacks its host may ha...e po!i5t'5sed.
Finally•.my ilttacks that would damage il
puppe!eet' plant inh..lbiling il meat puppet deal
half theirdamage to tbe corpse it inh..Jbits, insteild.
Once il puppeteer pLmt's meat puppet hits lilken
y;J points of damagr, it is destroyed, and the
puppeleer plant can no longer inhabit that corpse.

Pilfillyzing Pollen (Ex); A puppeteer plant is
~red in il thin I.lyer o( toxic poDen, which is
released into the air as it Il1CJ\fl5. Whellt'W'r a
puppeteer plant hits ilCl'e<'lUre with its slam
attilck, or whenever il ~ture hilS the puppeteer
plant with a melee attack ITJ<Ide with a non-rea.ch
Wt'dpon, that creilture must succeed on il Fortitude
save (DC 2.1) or be pilrillyzed (or 1 round. The save
DC is Constitution-bilsed.



In such an~t, the
plant's first prioriI}' is for

its own safeI}', and if it is
engaged in combat, it

will typically flee at this
. point, unless one of its

foes is already dead or
patalyzed, in which case
it attempts 10 take them
as a new host.

For the masl part. puppeteer plants spend
lheir entire m.'l5 inhabiting one bodyoranother,
moving from one 10 the next oilS lhey begin to decil)'
and rot, or simply fall apart from the strain of
being used oilS the puppelaor POOl'S meat shield In
raJl' cases, though, a pupeleer plant does find itself
demid ofa host. 1his usually happensMca~ the
body it was inhabiting WoilS destroyed in combal,
but occasionally other situations (such oilS a long
fall, or simply going a long time withoul finding a

suitable hOSl body) can cause a
puppeteer planl to find itself in

this state.

which poinl the highly-territorial puppeleerplant
either leaves the area, or else drives ils offspring
away.

If it is not in combat,
or no suilable hosts are

The otMr major use thai a available and it is foIn' to flee,
puppelaor planl has for the corpseo - the planl will usually settle
ofvarious animal crealures is to do-.o.n to wail forpn.-y. Puppeteer
use them oilS incubators and plants can "'ill themsdws 10 fioy,=.

fetilizer for their young, implanting ..... ~': creating a beautiful yeIow blossom
their seeds into theCINtuI'e'S body. mughlythe size ofa man's Mad. Thecent~
Puppeteer plants do this oilS often oilS theyare able, of this fkM= is a dark, blood red, giving the wholf'
wtuch is good for the species, bf'cause while thing a look remniscienl ofan eyfO. The plant
corpses do provide an exceIlenl !iOUJ'Cf' of ~,ocallyonly bothers 10 grow fkM~ wtlf'Jl.
nutrients, as "''ell oilS protection from the f'lements, manded withoul a corpse, and it uses this f10Y>'eJ

!hey also tend 10altJ'aCl predator.;and ~gen, loaltract creatures, which iI promptly attempts 10
and if Ihecorpse is consumed befall" the seed is paralyze with its pollen. In desperate cases, where
able 10 maNre, then theyoung puppeleer plan! the plant's lure gDf'S untaken, and it begins 10
will not beable to do anything to resist being SIarvt', it will begin crawling slowly Ihrough the
consumed and digested, as "''ell. Forthis reason, jungle searching for a corpse to inhabit, and
puppeleer platllS often remain nearanyoffspring attacking any creature il sees in an effon to Itlilke
thai they have implanted until they mature, at one, if necessary.

Contrary to what one mighl expect, this
macabre hi-jacking is no! designed as
camouflage, and very few Cl'l'dtun5

indeed 'NOU1d be fooled into
believing dwt Ihe shambling.
vine-wrapped corpse a puppeteer
plant was inhabiting was, in
faet, a living member of the
species. Insle<ld, it seems to
be primarily a concern of •
protecting the plall~ from --....;.~
the attacks ofOOlh Its
predators and ils prey, as wl"ll
as being a fasler mode of
transportal ion than attempting
10 drag itselfalong the ground.

These grotesque plants feed on dead animal
tissue, and manipulate the bodies ofcorpses in
order to mlM! about in search of pn.-y, as "''ell as a
suilable place to implant seeds. At its core, a
puppeteer plant is little more !han a large bulbous
wad of pLant miltter, from which extend 8 10 U

longvines, edCh about as lhick asa rope.~
vines are quile S1mng. and capable of highly
delicale ITlO'>'eft1ellt, and the puppel~planl uses
them to~ ils host aboul. wrapping tbevines
around tM corpse's limbs and manipulating them
like a puppet. which is haw the p1an1~ its
~.

lma.,,, CI Can s.:ocl, Photo Inc. I dirndimich



Sjlell~y"i~n~e=C::-7C::-;::::::;::=::::==:::::::::C
This Slfdflgt!. {our.I"88ed Cre.1/Urt' dpp&Jr'S to

beromposed entirely orvint'S and brdmbles
massed loge/her. A numberofl.hese tendrils flare
open /0 reveal d SOff ofmouth, .md it c:hdf8t'S
(orw,lrd, snarling.

"1)1I1\1~1 {Rr,

XP 2>400

N Medium plan(
Init +3: Senses low-light vision. $(~l;
Percefl!ion +I

DEFENSE

AC 19, louch I). lI<ll-f()()(ed 16 C+3 DeIC...6
n.J1ural)
hp 67 ('}d8+27)
Fan +9. Ref +6, Will."
DR 5I'slashing; Immune plant ndils; Resist
electricity 5,lire ')
OFFENSE

s~ 50 ft., climb)O fl.
Melee bile .,.10 hd6+2 plus disfWl magic), 4
tentacles.;.s (u;4+.)
Space 5 ft.; Reach 5 ft. (10 ft. wilh tentacles)
Sp«ial Allele"S de-'our magic. mask-al gro.....th
STAnsncs
Str 14, Dc:c 18, Con 16, Inl -. Wis 11, Cha 8
Base Atk +6; eMS ..8: CMD l'
£COLQGV

Environmenllhe easll"TTl <lnd western forests
and plains ofKawa'le.a island
Organiution solitary, poIir, or pack (4-12)
TTedSUre incidenlal
SPECIAL ABILITIES

Dnour Magic (Su): A spellvine's biteattae:k
dispels magic on a successful hit, as the t.ugeted
dispel version of the dis~1 rJldgicspelL Ifa spell
is successfully dispeUed or suppressed in this way,
the speUvine heals. point of damage per level the
speD possessed.

Magical Growth (Su): VYhenever a spellvine is
affe.:ted by a hostile spell, it grows in size and
becomes stronger and more durable. For the
purposes of this ability, a hostile spell is anyspell
that allows a saving throw or requires a touch
attack, and is not described as ~harmless.·When
the spellville is grown, it gains a +4 enhanrement

bonus to its Strength and Constitution scores, as
well as a +J. size bonus to its CMB and CMD. This
bonus persists for I minute, and multiple
instances of this ability do not stack.

SpeUvines are a strange omnivorous fonn of
plant monster that takes Ihe general fonn of a
wolfor other canine, made up of a mass ofvines
and other plant maner, with a pair of tentade-like
vines growing from its shoulders. 1hey are
generally carnivorous, bul are also known to
supp1eml'nt their dil'l with various types offruit.
SpeDvines seem to prefl'l" food Ihtt is rich in
magic, so they most commonly prey upon the
arcanum bUds that are nati...e to K.lwa1~,or
search out magical fruits. This preference of
magical sustenance is probably a side-effect: of the
curious ~"'ya speUvine's body~s to spells,
dr.ming in the magical energy and COIl\'etting il
into temporary biomass, increasing the crea~'s
siu, !iIrl'ngth, and stamina. This process may no(

protect the speUvine from. the spell, but it does
allawit to better incapacitate thecasret

Spellvines tend to live within either of the
island's jungles. Those that live in the deeper and
darker portions of the jtmgIe are known ro climb
up intothe jungle's canopy and sun themseh'eS in
order 10 get the d.illy amount ofsunlight thaI they
~ to be able to procKS and digest their
meals. SpeDvines live in packs consisting of
between 4-12 spelIvines. Thew packs patrol large
portions of the jungle which Ih;tt pack considers
its lerritory.1hey are highly territorial, and fights
O'IIt'r territory all' not unconunon. The pocks will
anack ~ch other until either one pack is left or
what's left ofboth packs combines to make a new
",d.

Generally, a spellvinestands from 1-}l4 10

3-1/1 feet tall at the shoulder and "''eighs between
55 and rj5 pounds. The body ofa sLIill spellvine
can be made into a fenilizer for fruit trees that
causes the next fruits grown by the tree after the
fenilizing to become magic fruil (see magical
vegetation, under magical properties, near the
beginning of the book, for more information).
This fenilizer affe.:ts fruit trees on or off the
island, and a tree can onlygtow a total of zd4
magical fruits per dose of the fenilizer.



Uktao
This IdrgectWrure resembles nothing so

much dS dgorilld orotherdpe, Ihough irs
forelimbs dresomewhat shorter, and it seems
rel.uil'ely well docuStomed 10 walking upright. II
still/ooms "'ell over even fiJlI men, and h.1s
muscled drIDS thesizeofsrnall free trunks.

XP 1,600
N Large monstrous humanoid
Inil H; Senses darkvision 60 ft., scent;
Perception "I}

DEFENSE

AC 16. touch 10. nat-footed 15 (+' Dell, +6
natural. -I size)
hp 73 (-,dlo-+35)
Fort ..8, Ref +6. Will ..8
Defensh'e abilities ferocity
Ofl'ENSE

Sp«d 40 fl.
Mdee Z claws +lZ (IdS· 5). bile.12 hd6 + z)
STATISTICS

SIr ro, [)ex 12, Con 18,Int 8, Wis 16, Cha 10

BaseAtk +r. CMS +Iz;CMD 13
Feats Great Fortitude, ImprD\~ Iniliali\'e,
Toughness, Weapon Focus (daw)
Skills Climb "'IS, Perception +1), Survival +I)

Languages Common, Uktan
ECOLOGY

Environme.nt the eastern forest ofK.lwa'lea islar
Organil,,1tion solitary, pair, hunting party hd6
plus one yd-Il"\'el warrior). or tribe (sd1z plus
zd6 J!'d.le-·el warriors plus OnE.' ooroorian ofat
least 5th Ie-'e!)
Treasu.re standard
SPECIALA81L1T1ES

The uktan are a race ofsavage ape-men thaI
closely resemble gorillas. Unlike most primates of
theiTsiz.e, they are fiercely intelligent, and haw
theiruwn culture and language, something that
makes them more or less unique 011 Kaw<l1t'd.

The ukran are, in fact, probably Kawa'lt'd's
most civilized indigenous population, because
while, for example, members of the Herd 011 the
plains might be more accomodating to travders,
the Uktan actively use tools, and have a social

hierarichy (albeit primitive ones, in bolh cases).
Additionally, while the origins of the Herd ilnd
similar groups on the island are mixed at best,
and contain many immigrants to Kawa1t'd, lhe
uktan have been on the island for as long as
legends can recall, and in fact the ukran
themselves believe that they_re the island's
original inhabitants, and that they built the great
temples in the eastern and western jungles.

Whether or not these claims are troe, there
is no disputing that the uktan ha\'\! lli'ed on the
island for quite some time. In fact, it issomewhat
unusual that their race hasn't mutated OYer the
centuries ofexposure to Kav..a1ea's ~r.'\! tife
ent'I'gies, as many other mange races on the
isLmd bin'\!_ One theory is that the uletan ..l!t'e
once humans or er.'l"5 or similarcreatures, and
that they bin'\! in fact been mutated, slowly
regressing into a more and more primitr.'\! and
apelike society, until one d.1y they will troly <NSe

to~ intelli.g=t altogether. Another theory is that
precisely because their race bas Ir.'ed on the
isLmd for so long. they bon'\! become inunune to
that in particular asprct of its magic.

Ofcour.;e, it's also possible that theuletan's
mict policy of killing~ and anything that
shows signs of mUlations (such as those gained
after being rejlI\lt'llodled) might bon'\! something to
dowith their race's relatiYl'ly mundane features.
The uktan, in fact, ascri~a quasi-religious
significance to the;e mutations, claiming that
creatures who possess them are -COITUpters,• ....+.0
set'k to destroy the uktan and all that is good (to
the uktan, these are more or less the same thing).
The uktan, in fact, do not ~lie\ol! that the
rejuvenation pll>Ct'SS~n returns the deceased to
life, but rather that rejuvenated creatures are, in
fact, evil spirits that have taken the fonn ofthe
deceased in order to better infi.ltrale the living
and further their dark agenda.

The uktan deal harshly ....ith more than just
the mutated, however. Incredibly territorial and
xenophobic creatures, uktan do not tolerate
outsiders in territory they consider to be theirs,
which happens to extend quite a ways from lhe
ancient temple that is the center ofall uktan
civilization. Trespassersare usually given the



option to surrender, though because many uktan
don't speak common, this offer is not always
understood. If the trespassers refuse, the uktan
attack, generally making an effort to take the
trespassers alive, but rarely displaying much
concern if their assault pro"..t5 lethal.

~umn are prim.uily CarnM:lrous (though
their di~ does include some amount of fruits and
berries, theyprefer mear, and it is the main
COffipotlffit of most uhan meals), and so most

captun'd prisoners~tually,"";nd

up bring raren by

"'""'.m.
though it is
not impossible to
convince these
creatures 10 release a captr.oe,
if something of proper value to
them is being offered.

The uktan make use ofprimitive
tools, and are ill fact quite adept at
leatherworking. Some uktan hunters
use primitive spears with stone
tips (or scavenged~pons from
slain explorers), but over the last
f~generations it has become more
fashionable ilmongs{ the uktan
for hunters to display {heir proWl'5S
by doing their fighting and killing
with their hue bands.

While uktan are generally
distrustful of magic, they
dopossess il priest CilSle,
",ruch consists ofa number
of shamans (usu;illy between 10 15 at any given
time) which PrcMde milgical sen-ires to the tribe.
1he ula:iln beliefs ilhour milgic are somewhat
muddled, and e'\~n most uktan don't fully
understand them, but thqo can generally be
summarized ilS "magiccast by the uktan shamans
is good, ilnyother magic is evil.~lhis doesn't stop
the ukum from using magic items, howt'\-oer. and
magic Yo'eilpollS ilnd ilnnor SCilvenged from

travelers to the islilnd are ilmong the uktan's most
valued possessions.

As. a tribe, theuktan have a Wilrriorculture,
with nearly iiI.l uktan (male and female) serving as
hunters, as w~ll as WilrriOrs for the tribe, defending
it from any trespassers they find in their area.
\-vhile there are many creatures on the isLmd that
can s1dy a single uktan, there are relatr.oely fe'\\' that
can stiind against a d~ermined hunring pack of1
{o 8ofthem, and in rare cases, "';th the help of

their shamans, the umn Moe eoven beenable
to tm dawn some of the great island
behemoths that TOilm Kawil'ka.

An individwl uktan's primiuy
concern is his or her own persollil1

honor and prowess, which generilily
detennines one's rilnking in the tribe's

sociill hierarchy. The tribe is Ie<! by a single
chieftilin, who is generillly the tribe's
strongest Wilrrior, though e:ccepriollS have

been made in the past, where
particularly skilled t3Ctici.ms h.wt-Ie<!

the tribe, or when Wilrriors who were
great in their youth, but Moe since
become aged ilod decrepit, are
able to retain their chieftainship
dueto the great respect the tribe
has for that ula:an's pll'\lious
achiewements. Though any ukLm
can challenge the chieftain to a

fight for It'<lCiership of the
tribe, any ukran who ",ishes to

do so must first accept the ch.Ulenges ofany tribe
member who doe;; not feel he deselVf'$ the chilnce
to bilttle the chieftain, and any such fighr has the
potential to be to the death (though they are nor
always, and SllITt'nder is uswlly ilccepre<!, ifoften
ilccompanie<! byexile from the tribe).
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