
Hauberk, Missouri
Government Hauberk City Council, Mayor Gordon 
Hooper
Alignment LN
DEMOGRAPHICS
Population 1906
Area 56.44 square miles
Languages English 
Politics The Democratic Party dominates in Hau-
berk and throughout Boone County; though the 
frontier spirit of early American individualism also 
sustains small pockets of Independents and Libertar-
ians as well as apolitical self-governed communities 
throughout the farmlands surrounding Hauberk.
Industry Formerly a small farming community pro-
ducing corn, rice, and wheat, Hauberk is now domi-
nated by the healthcare and insurance industries.  
Many old family farms lie fallow and abandoned.  
Similarly, many store fronts in Hauberk’s tiny down-
town are vacant and commercial real estate is cheap.  
This has been attributed to nitrous and phosphorous 
contamination from corporate mega-farming in the 
late 1980s and toxic contamination of waterways 
from Benton Labs just east of town. But everyone 
who lives in the area seems to have a different opin-
ion about how the town began to die.
Founded 1866 (by Civil War hero, Dayton 
Robicheaux, as a trading post), Incorporated 1870
NOTABLE FIGURES
Mayor Gordon “Spike” Hooper (LE male human 
expert 2) was born and raised in Boston, Massa-
chusetts, attended college at the University of Mis-
souri, where he subsequently studied law. In 2002, 
he became  Assistant City Prosecutor for Columbia, 
Missouri, retiring from the position after an indict-

ment for jury tampering.  In 2007, he and his family 
relocated to Hauberk, where he found a position on 
the city council. He was elected mayor in 2013 and is 
currently running for a second term.

Cora Leonidas (CG female shadow-blooded human 
occultist 6) grew up on the only African American-
owned farm to ever exist in the Hauberk area, which 
she inherited in the late 1980s.  She comes from a 
long line of conjure women and was taught the art by 
her mother.  After selling the farm to the DynAgra 
Corporation, she opened Above and Beyond, a small 
candle shop in central Hauberk, where she offers 
tarot readings, a traditional hoodoo candle service, 
and under-the-table herbal remedies for those who 
know how to ask.

Balthazar Swann (N male human commoner 2) is 
Hauberk’s only homeless resident.  He squats in the 
abandoned farmhouses outside of town or on roof-
tops of the dilapidated Victorian buildings down-
town.  He always seems to notice what’s going on 
without being noticed himself.  In exchange for a cup 
of coffee or something warm to eat, he’ll spin color-
ful, impossible, sometimes deeply disturbing tales 
about Hauberk’s past—and present.

Ophelia Robertjon (NE female infernal-blooded hu-
man mesmerist 3) is a member of the Hauberk City 
Council, owns A-1 Jiffy Insurance downtown, the 
Hauberk General Store, and the Providence Cinema.  
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She is the wealthiest resident and lives in the old 
Robicheaux mansion north of town where she holds 
meetings of the Hauberk Hypnotism Society twice a 
month. 

Anthony “Tony Wicks” Bertolino (CN male seraph-
ic-blooded human brawler 4) originally from New-
ark, New Jersey, he manages the Hauberk General 
Store for Ophelia Robertjon.  He doesn’t like Ophelia 
but is trying to work off an extreme gambling debt 
to the Barri crime syndicate incurred while he was 
engaged to Maria Barri-Sforza, the daughter of Don 
Rafael, the head of the family.  As punishment for his 
gambling addiction, Tony Wicks has been exiled to 
Hauberk until he can find a way to make back all the 
money he lost.

Agent Kerry Lefferts (LG male human investiga-
tor 3) encountered a demon while on a case in 2008.  
Since then, he has gone off the deep-end, willing to 
believe every paranormal conspiracy theory, Satanic 
ritual abuse rumor, or alien astronaut hypothesis he 
encounters.  The Bureau considers him to be one of 
its worst agents, given that he disappears to follow 
“leads” he often cannot report lest he seem crazy.  
However, he is not crazy.  He has simply woken up 
to a new reality—one that is filled with beings slowly 
becoming aware that Agent Lefferts knows the truth.

Joaquin Caballero (NG male human warrior 3) 
teaches the styles of Arnis and Silat he learned grow-
ing up in Manila. He came to Hauberk ten years ago 
after marrying Sarah, a local girl doing missionary 
work in the Philippines for the Hauberk Baptist 
Church.  After relocating, he opened Action MMA, 
a store-front martial arts studio downtown.  When 
Sarah died of cancer two years later, he stayed.  He 
often trains members of the Hauberk Sheriff ’s De-
partment and works with the Boys Club of Missouri 
as a mentor for at-risk youth.

GEOGRAPHY & TERRAIN
Metro Hauberk is situated at the nexus of Mertens 
Creek Road and Neustadter Road about 20 miles 
northwest of Columbia, Missouri.  Surrounded by 
acres of farmland, only some of which are occupied, 
it seems  flat, quiet, and empty.  The land beyond the 
farms begins to slope in the direction of the Missouri 
River, featuring multiple creeks, along which can be 

found many unnamed ravines, cliffs, and cave net-
works hollowed out by water and time.

MYSTERIES & URBAN LEGENDS
The Death Angel is a local legend maintained by 
Balthazar Swann and the occasional late-night 
drunkard who happens to stumble past the gates of 
Nimcato Cemetery.  Sometimes, in the dark hours 
of the morning, the cemetery gates will stand open, 
even though the caretakers are known to chain them 
up every evening. Those entering may see an enor-
mous weeping angel carved from white marble.  The 
angel is said to point to a grave of a loved one about 
to die.

The Gant Murder House The identity of the person 
who murdered all 14 members of the Gant fam-
ily with a shotgun in the winter of 1987 remains 
unknown.  Moreover, it is unclear who reported 
the crime, the anonymous tip having been called in 
from somewhere in central Nebraska.  The house 
was completely locked when the authorities arrived.  
They found those who had attended the family 
reunion posed around the rooms as if engaged in ev-
eryday activities.  Though the Boone County Medical 
Examiner determined that all victims had been shot 
by the same gun, no blood could be found other than 
on the bodies themselves.

The Temple of the Witness is an old sect of religious 
snake-handlers said to have descended into canni-
balism and ophiolatry.  They are rumored to oper-
ate from a hidden compound on one of Hauberk’s 
abandoned farms.  The sheriff has never found solid 
evidence to corroborate this.  However, when a teen-
ager runs away or an animal goes missing, locals  will 
sometimes say that the “snake people” got them.
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OPEN GAME LICENSE
Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

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

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

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

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

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

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

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

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

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

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

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

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

13 Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becom-
ing aware of the breach. All sublicenses shall survive the termination of this 
License.
14 Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. System 
Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary 
Gygax and Dave Arneson.
Pathfinder Roleplaying Game Core Rulebook. Copyright 2009, Paizo Inc.; Au-
thor: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights 
reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott 
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based 
on original content from TSR.
Bloodlines & Black Magic Copyright 2017, Storm Bunny Studios, LLC.

Pathfinder is a registered trademark of Paizo Inc., and the Pathfinder Roleplaying Game and the Pathfinder Roleplay-
ing Game Compatibility Logo are trademarks of Paizo Inc., and are used under the Pathfinder Roleplaying Game Com-
patibility License. Seehttp://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See 
http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guar-
antee compatibility, and does not endorse this product.


